.

FUEL: The colored bar at the upper left side of the screen is your fuel indicaor. When you run out of fuel, your chopper will slowly lose altitude
until you crash. You can get cxua fuel by shooting or bombing the alien ground craft which have an “F~ on them (FUEL TANKS),

SCORING: EnemyCnft. . .......,.. + « s+ o .100400 points
Rockets . . . . . ceen e e + +30-100 points
FuelTanks . . . ... ........ « « .+ 200 poinis
Amow . . ... L L. . « Dpoins
Mustwooms Cloud . . . . ... ...,. « + 5000 poinis H
Bouncing Saucens . ., . ., .. ... ... . 200 points !
9. SPACE SENTRY f

METHOD OF PLAY: You begin the game in command of ten ships. Your mission is W desgoy all twenty alien crafis scanered throughout the (
patrol zone. When all twenty alicn crafis are destroyed you will be dod & bonus ship and & new wave of twenty alien cralts are released into the
patrol zone. Use the right joystick 1o direct mavement and speed of your ship and ths joystick button 10 fire laser beams. Fire in the direction you ue
moving and a direct hit is needed o destroy alien arsft.

RADAR SCREENS: Three radar screens located at the bottom of the screen give you valuable playing information:

i

Left Radar Screen: Shows space mines which must be avoided and not blasted s the blast will desoy your ship! !

Right Radar Screen: Shows location of your refueling station. i

Middle Radar Screen: Shows locasion of alien craft. !
When you press the fire bution your laser beamn is activiated: the white spot in the center of each radar screen indi your relative position. By ¢
observing the radar you can ses that the alien crafi have their own inherent velocities. but the space mines and refueling swation are sutionary - theis
motion is relative 1 your mouon. et ) {
FORCE FIELD: Holding the fire button down activaces 1 force field (shield) around yous ship which protects you from alien fire. It does not pm}ecx
you from collisions. When your fuel drops below ten, your shichd is deactivated. ~

|
SKILL LEVELS: Choose skill level 19 at the stan of each game. One is the easiest The skill level chosen determines how long 1t takes for yous
shield o come back up after you fire. !

10. |

METHOD OF PLAY: Use the right joystick to mancuver your land skimmer through the reacherous sweets of Talon Alpha in an effont o evadi
and destroy the Impcrial Storm Arrows which pursue you relendessly. Be aware of the Imperial Pursuit Cruiser as it rapidly homes in on you and lays
contact mines which, if not deszroyed. will eventually um inw deadly Siorm Arrows. The mines stant tuming into Storm Amrows when only one
Storm Arrow is left. Press the right joystick button 1o fire wrpedos - only one Worpedo can be on the sEreen at s time. A dynamic meter at the top nL’J’Il
of the screen indicates the number of worpedos available each round. A torpedo refueling station will appear at random; get 1 it quickly to rechargc &
poriion of your supply of torpedos.

SCORING: Points for destroying & Storm Arrow start st 50 and increase each round up 0 a maximum of 200. For deswroying & Pursuit Cruises or
capruring the torpedo refueling station you cam berween 200-900 points. Bonus timer points are awarded if you complete each round before the
round timer goes 1o zero. The amoumt of points you receive is equal 1 the value of the timer when you finish the round.

SCREEN DISPLAY: On the right side of the screen, the high score is u the wp, remaining skimmers in the center, and bonus points 1t the bouoT.
On the left side of the screen, the current score is at the top, the rpedo meter in the center, and the bonus score imer at the botlom. 1
BONUS POINTS: Bonus points are awarded for completing each round at the rate of 1000 times the round number. You will hear and see your !
bonus points scored between rounds. You can press any key whilé bonus Ppoints are being shown and get intwo standby mode for & rest. To resume the
game, press another key. You will be awarded an additional land ski for pleting each six rounds. Additional Lorpedos, not to excesd 15 ’f,cr
round, can be obuined by destroying the Pursuit Cruiser (2 for each Cruiser) or capuuring the torpedo refucling suation (3 for cach Cruiscr). {
NEW GAME: Your score and the top five scores are displayed at the end of each game. By pressing the fire buton you can restant the game. By
preasing the ENTER key. you can enter & new player’s initials snd restart the game.

STORM ARROWS : |

. COLOR ZAP

E'rHODOFPLAY:Younmdomdxlhccmu:ormcSuumEp-ihn(mo{m)m‘hvh’thmylhipmwpusbwhyow
mu..anmdd.dwmm«mmummuwﬂﬁa:mhiwwiﬂwmgﬁnm-um?omwoﬂdmm
mgnaE;lilon.Uuﬁhchmmmﬁﬂahyukkwhmﬁ;h:p.dha:mm“wmﬂh;llimshipn.Thaem!wm
oints whers alicn ships will appear. Position the right joystick (right, left, top, b inthe ponding direction that you want to fire and then
hogmchi:klynmdimdipovinwnuhmcmpﬁn.YummhmﬂthMhidnﬂyplmmm
wvive the round.

JEATH SATELLITE: If you survive a round of antacking ships, orbiting Death Saellites will materialize. You must aim carefully to desgoy them.
Mmu!&-ﬁ-dhm:mwuiﬁmm“ydhﬁpmﬁubhd&oydhbummswﬁum.&hIinuywr
m‘dd.-lu‘:.mlliuuhipmylnutobokillcdlambefmhdﬁddwuhh.huiuofmhdmﬁmupmm:kmmdnvhkh
you are playing. s

SCORING: Alienships. . . .. ....... .5 poins
Alienphotonlarpedo . , . . ..., 10. 20, 30 poinis depending upon how close they are 10 you when you hit them
Death Suellites . . . . ..., .. .100poins

SH!ELDS:Thcnmchbegmvimmuvdcusecho(whkhmmﬁmmdhmlvgy 10,000 points you eam one extra shicld up
1 & maximum of five, and the skill level will sutomatically increase by two.

GUN MELT DOWN: You may fire continuously by holding the fire bution down. This will, however, heat up your laser cannon and may cause it to
melt down. The colored column m the lower right edge of the screen will indicate how close to melt down you are. When you rapid fire, the cannon
vnlhnlupmdlhccolunmwillnhtink.-henywdou‘lmmccmwiﬂwoloﬂwmcmlmwillpow. .

SKILL LEVELS: Choose from 16 skill levels. The more experienced you become, the higher skill level you will want o choose. As the skill levels
increase, more and faster alien ships and Death Saseliites will sppear.

2. COLOR SPACE INVADERS

HOW TO PLAY: A ‘rack” of invaders will appear on the screen. You musi destroy them all before they drop a bomb on you or they reach the earth
(bozom of the screen). Ymnunl.h.|n0vimb\nbunudloummﬁmyou;clhilbynbwnb.' ders are d yed by firing missil
from your base. The base is moved with the right Mhamkmudlhcmhﬁlnmmdhymmnlm.whmm sama will automatically
san & demonstration game if you do not mswer its questions. You may escape the demonstration game by typing ENTER.

SCORING: Poinis are scored for each invader destroyed: 10 points for invaders in the bottom two rows, 20 points for invaders in the middle two
rows, and 30 points for invaders in the tap rwe rowe. A SO0 print bonas is scorsd for eack ‘rack’ degtroyad. The mather ship which maves scross the
sop of the screen is worth a variable number of points up 1o a maximum of 300.

LEVEL OF DIFFICULTY: At the beginning of the game you select the level of difficulty you wish 10 play. As the level of difficulty increases, you
have fewer missiles W fire, the invaders move faster and your base becomes a bigger target.

SHIELD: The shield is the blue (sometimes red) line just above the castles. Missiles will 80 through the shicid but bombs will explode when they his
. When hit by s bomb, the shicld will be inoperative for about three seconds. The '1° mnd *2° keys control the motion of the shield.

MYSTERY INVADER: The mystery invader appears and dissppears at random intervals. [t always eppears on top of an existing invader and is
worth 100 points. Tha invader upon which it sppears must be shot before the mystery invader can be destoyed. An audible signal will alent you lo
he appearance of the mystery invader.

HYPERSPACE: Pressing the *Y" key will cause the base 10 move inwo hyperspace.

TOYSTICKS: The joysticks may be used 10 control the movement of the base and shicld. Pressing the X" key will activate the joysticks. Pressing it
wgain will retumn control (o the keyboard. The joysticks operate is follows:

AUGHT JOYSTICK: base movement LEFT JOYSTICK: shield movement RIGHT BUTTON: fire missile LEFT BUTTON: hyperspace

3. PLANET INVASION

METHOD OF PLAY: A wave of Practorian aliens aiack the planet's surface and you must destroy them all before they capture all of your planet’s
taluable Caloxin crystls. The aliens will try to grab the Caloin crysials and carry them off of the 10p of the screen. You stant the game with 3 ships
nd 3 Sman Bombs and you lose a ship each time you are destroyed.

CONTROLLING YOUR SHIP: 1. RIGHT JOYSTICK: Up and down movement controls ship elevation. Right and left movement controls the
ipeed and direction of the ship. 2. RIGHT BUTTON: Fires missiles. 3. SPACE BAR: Explodes one Smart Bomb which will destroy all aliens on
hescreen. 4.°H'KEY: Causes your ship 1o move into hyperspace.

PLAYING FIELD: The playing Geld exiends beyond the display screen. The long range scan above the regular screen shows the location of all the
Practorian ships on the playing field. Beware - il all of your Caloxin crystals are destroyed or captured you will have 10 fight in the outer reaches of
space {ar from the planet's surface. Every fourth wave of aliens will give you s new set of crystals 10 defend. The wave number is displayed © the
fight of the long range scan.

BONUS: Every 10,000 points you will receive a bonus ship and a Smart Bomb. At the end of each wave a bonus of 100 x (the number of crystals
eft) x (the wave number) will be given.

SCORING: GRABBERS - 150 points. Grabbers capture your Caloxin crystals. They will become a Killer (150 points) if they reach the top of the
screen with Caloxin. Shooting s Grabber with Calozin will kill the Grabber and allow the Caloxin 10 fall 1o the planct. If the Caloxin does nat fall 1o




fliwillmbcdnnyndwhenithiummmd(?.SOpohu).lri(Mhmf-r.howcvu.itwillbcdcmyd when it hits the planet unless you
caich it with your ship first (500 points).
CHASERS-ZSOpoim.Chmvinlmﬂwuﬂnmmhﬁmn&my:mveofﬁiuu.mywmtnckyowshiymddm‘thuuwbe
destroyed in order to finish & wave.

ms-mmuhmvmmm-mmg
BEAMERS-lmwmkmnvﬂhpﬁlinblhqkm(l”pim)whquyuhit v
mﬂGY:Twphym:mpamﬂiunnmipmdﬁmndudiauvilhﬂuﬁg)ujoy:ﬁchﬂcoﬂhsmmum«hybondushg
hyperspace and Smart Bombs.

Omphymmmhu'dmlh'pynickndlhoduhmdfwmhym A
NEWGAME:TOme&hmv;mlhayouhwcbuulllh‘uo(yow;hips,hilﬂuFnb\lmlhc'lil'llglfwmwvhwﬂhm.

4. SPACE WAR

METHOD OF PLAY
SPACE MINES: There are four space mines defending the Death Star, These mines are invisible, however they will become visible if you get close
"0 them. About one second after they become visible they will explode. Hitting the mine will not zap your ship, but the explosion will. You will hear
Aw.nh(bunin;mmdvhenyoun;cu'nltlouhumiuA!lzreprdin;,dnmhuwﬂ!' distely be ei d at & random positi
DEATH STAR: The Death Star itself can fire defersive missiles. The shield sround the Star will $wp rouating if it is hit with one of your missiles.
When the shield is not routing, the Star cannot fire missiles. After a short delay, the shield will start rousting again and one second afier it resumes
Totation it will start shooting.

CLOAK: You possess & “cloaking” device which will protect you from missik plosion debris, and the enemy ship. While the cioak is
activated, none of the sbove mentioned items can deswoy your ship. The cloak requires energy o operate it. A graphic measure of the amount of
cloak energy remaining is dispiayed W the lef nf the words "SPAGE WAR"™ at the botor of the screen. The Telt'joystick tuiton aciivaies the cloak
and you may not fire missiles while it is activated. Once the cloak energy is gone, pressing the left joystick bution will have no effect.
DIFFICULTY LEVEL: You may choose a difficuity level from 0-15. The difficulty level affects the following game parameters:
l.%vmwmmywpwmwdkm.

2. At what distance the space mines become visible.

3. How s00n the mines explode ahter they becoma visible.

4. How long the Star’s shield remains paralyzed after it has been hit.

S. chloumvh-Surycwﬂﬁpw\ 8¢t before the Star starts shooting at it

68, Accuracy of the enemy missiles.

7. Gravity pull of the Black Hole.

3. How fast the enemy ship moves and how often i fires.

9. Amount of cloak energy.

SCORING: Ten points are scored for hitting the shield of the Death Star. 300 hundred points are scored for going through the hole in the Star's
shield and hitting the main body of the Star. 100 points are scored forhimmemynhip-\du-mmmbcofpoim from 0-90 is scored for
hitting the meteor, which incidentally, will not destroy the mieteor. .

BONUS SHIP: You get one bonus ship (four maximum) for every 1000 points scored. Everytime you score & bonus ship the difficulty level is
automatically increased by one and your cloak energy rescrves nimnndbySOSoflhdrummv-lucplmammbomu amount.
MOVEMENT: The right joystick i the direction and leration of the ship and the left joystick controls the direction of the ship's gun. The
right joystick button will fire missiles. The control of the direction of the ship’s gun msy be transferred 1o the right joystick by pressing the ‘X" key
Hitting'X" again will transfer control back to the left joystick.

5. SPACE RACE

METHOD OF PLAY: Maneuver your ship around the four corered “race track” in space while destroying hordes of alien ships: Collectors,
Svm.ldkenutm.nmﬂylmm lhncemkbo\miuolf\vllh,wlkhm{wdnmhaIlidl:y\heSwmm. You may use the
keyboard or joystick.

ALJEN POINTS MOVEMENTS
Collectors . . . . ..., .200(fisthit). . . .. .. .Flostat random
Collectors , . . ..., .. ,100(asthit), . . ... ..Floasndom
Svumnn.........‘m............dumywslawlyu@lhmisih
Baurkm.........ﬁm............Aﬂivelycl\nemmdrnnﬁnihc

When s Swanmer is killed, a Coll will by .S
immedistely antacks you. .
BONUS SHIP: You start each lm\vﬁ\(onrlhiw-druvuded-bamssrﬁpeva-ylO.Mpoim.'menﬂnbcohhbummdyluvei:

.-\dihS'misldnlmemlon(itvﬂlgiuMblBawkuwm

shown on the right bouom of the screen. You may only sccumulatc 4 maximum of five extra ships. Exch time you are awarded an extra ship the skill '

level increases by two.

HIGH LEVEL ATTACK WAVB:mxmvﬂguhmmﬁumchlumnlﬂ;hkvd“wvuhcde:mmlb:
hit twice 10 be destroyed. One it is iukndby.m.inwnﬁan.o{n:cmeau-ummﬁnmlinmmamuwlmmu
race track will disappear for one board,

DIFFICULTY LEVELS: Choose skill level 0-13, with level 15 being the most diflicuk gwne.

CONTROL OPTIONS: Uuﬁnuhﬁmmd&wmnmw«mﬁpudfnmhh For keyboard use:

1 = rotate counterclockwise right arrow = shoot 2 = rotate clockwise left nTow = thrust  clear =
feverse direction

NEW GAME: Press fire button or hit "Y~ key for a new game.

6. _ GALAX ATTAX

METHOD OF PLAY: w:m.u.d--mmm..dmyrnmwummmwmm-nmﬁwmwmm.nu
v-u:hmln\cywinlémlmdonmmxk.hnmmuﬁuunemud!yml)umcri;h(joy-ﬁ&bmlmmdmolm:hipmd
the right button o fire missiles.

SCORING:ThuemNuanuckampn.Mmmm loo.mdmopohuvhmhmy formation at the t10p of the screzn and

their point value doubles when they lesve convoy (¢ son and b adiving ker. A donus of 500 points is awarded for esch “rack™

{compl king (e 3 )lhu'udauoyed.‘nagnumbao(dnc\mumkyoumpllyingi:indicaudbydhnmnbcofﬂ-unxhzcmmwp
of the screen,

BONUS SHIP: A bonus shi

P is awarded for every sixth rack (Mlag) of alien attackers destroyed. The flags &t the 1op center of the screen will be reset
afier every ten flags.

NEW GAME: At the end of the game, the score of the current plsyer is displayed along with the five highest scores. If the sam
wmather game just hit the fire bution. If YOU Want 1o enter 8 new player’s initiale. Yt any key on the keyboard.

7. ANDROID ATTACK

METHOD OF PLAY: Press ENTER 10 start the game and hit the fire button 10 replay the game. Use
foom, svoiding the deadly walls and android fire;
Joystick

e player wants 1o play

mhnmmwvuiuwmidshlh
then d, expk ’,mnaﬁummdawyin;nmmy-\dmidouywemﬂuﬁm

'yw". jon and p ‘,mcrnbuuonﬁruyourlumYouwﬂlﬂnlnlhndinﬂhnmmh‘in..Ywmnynimmdnnin
by putting the pystick in
tick is positioned just

Pickupthlmwninethomfmexu-pomu
lo(thuaunmdiclmhovmuchﬁmywhvekﬁbe(myoummluveme

the center position and Ppressing the fire bution. If the Joystick is moved up just above center, you will jump. When the joys
below center, you will duck. With a linle practice you will become expert at jumping and ducking.

room or be destroyed,

GHb}T ANDROIDS: When you destroy an android, it tarns inw s mine which can use up s unit of suit protection if you wuch it After 3 time,
mines become ghost androids which hunt you relendessly, Destroy them quickly as they can chase you through walls,

PROTECTIVE SUIT: You e wearing a special space suit designed 10 give you units of protection against laser fire, The level of protection wnits
you {nve is shown at the bouom center of the screen. If you have three or more units of protection, you may may sacrifice one unit (and only one) by
renning into a vertical wall, thereby creating 1 doorway al that spot. Each time you are hit by android laser fire, you will use » unit of protection.
When all units are used up, being hit by laser fire will destroy you and end the game.
SCORING: Your score is indicated in the botom leR of the screen. You receive 50 points for esch android and 100 points for each ghost android
that you hit. Pick up the crown for another 100 points.
BONUS: You gain one extra Pprotective unit by earning 10,000 points, up to & maximum of 10 units.
androids and mines and pick up the crown,
1oom 10 receive the points.

DIFFICULTY: If you receive the bonus Points by clearing the room of nll‘m&nidl and mines, pick bp the crown, and leave before your time runs

out. The next room will be harder than the one You just left. The androids become smaner and faster and they will move quicker and shoot faster!
SKILL LEVELS: Android Attack has 16 skill levels 10 choose from with level 0 for beginners and level 15 for advanced players.

TALKING VERSION: There re two versions of Android Attack: a 16K non-ulking version(ANDR 16) and & 32K talking version(ANDR32). The
iking version does not require any special hardware in order 10 talk.

8. WHIRLYBIRD RUN

{“FT.HOD OF PLAY: Be on guard for rockess that we constanily being launched a3 you {ly your chopper oves varying termain using the right
pymck.'l:oeonwlspudwdeulimywﬁnluiuiluMtopbomhbyprush;hbumondnriﬂujopﬁchhyhdum u many

Work quickly! If you clear a room of alt
you will receive a bommus score equivalent 1o the amount Jef on the counidown timer. You must leave the

Your current score, number of remaining choppers, and fuel level sre shown st screen lop.

SCENARIOS: The game progresses through five different game boards, each providing a different challenge. The Cavern of Doom proviues the
final obstacle 1o your chopper Might. The varying heights of the mountsins and the ceiling make this the most difficult board o master and successful
completion of the Cavern of Doom will restant the board sequence at an increased dificulty level.

-



SPACE PAC
MASTER INSTRUCTIONS

Spacechiuoollecxiouoﬂcnnud:h:hnmespauwnu.hbmglymnwumthmmmwpmomm
original tape or disk. ﬂmmmumwﬂdhmmuﬁhm.hm%dwmmaw
copy of each program in the same arder as the front side. ’ o

SYSTEM REQUIREMENTS
NmedﬂwmuomePanm&u\dedocDiﬁBuk.mdaﬂmmviﬂwtonlbo&ﬂaComwulAnnfme
pmuwiﬂmninlﬁKo(RAMuapd«d\e}ZKvmbnolMoidM(ANDlm

LOADING INSTRUCTIONS .
CASSEITE:Posiﬁonmeupcnmebeginningolmepropagamnsinglhcupcmmdmemﬁngpodﬁmolmnpmiw
game as found in Figure 1. T mmmhwymmxhwmmodmﬁndmcmdmemnhmmdmm

SumeupephyawPI.A\’mdlypeCLOADM(anur)onu\cmpuu—.Whend\emm has loaded, type EXEC(enicr).
DISKETTE: Place the Space Pac disketie into Drive O.I’ypewADMW'(m)WbyEXBC(m)M the file is
lcnded.Fmdd\eduireAFHBiMinﬁxml. ’

IN CASE OF TROUBLE
CASSETI'E:lfyouemwmamFMcnnr.nmkcmmayoummingCLOADMaMEXECuotCIDADIndRUN.Um
emoumamlOm.ryndjnmngmcvo!nmeolmcnpeplayuuumﬁnlmMymmladhgmemmﬁunmeppot
silence between games on the tape. lhuelsefaih.uyMngunbuhpcopyvbkhhmlhcbskﬁdsdlhcnpe(inume
order as the front).

DISKETTE: If you encounter an FM error, make sure that you ar¢ wing CLOAD M and EXEC not CLOAD and RUN. If ycu
ummmlOm.lrywloadmepmmuuhadistdrivei!p:mﬂ:le.Oﬂendi:klOummcwdbydﬁmwhichmwu
ofalimwlwnadtobeadjnm l(mdwmmthwemmMMustmlummmL

SPACE PAC MASTER INDEX
TAPE 1 .
- TAPE
GAME NAME FILENAMZ= START END XFER COUNTER

LlelrZsp . .. . COLCRZAP Q&KIESS © &H33AB - - &HIE0D 002-014
2, Color Invaders INVADERS  &HICIC &HIFFF &HICIC 015-034
3. Planet Invasion INVASION &HICOA &H3F00 &HICOA 035-055
4. Space Racs SRACE &H2800 &H38FF &H2800 057-067
S. Space War SPACEWAR  &HIBIB &HIFFP &HI1BIB 068-090
6. Galax Attax GALAX &HIEI0 &H3FO0 &HIEI0 091-112
7a. Android Attack ANDR16§ &H1C40 &H3F00 &HIC40 113-138
7b. Android Auack ANDR32 &HIC40 &H7F00 &HIC40 136-195

TAPE2
8. Whirlybird Run WHIRLY &HIEI0 &H3E00 &HIEI0 002-018
9. Space Sentry SENTRY &H2400 &HIFFO &H3000 020-038
10. Stomm Armows STORM &H2000 . &HIRO &H2000 045-065

Figure 1

SpacePacandauofmegameseonmimdmcminmcopyﬁgludby‘SpecnlAmchu.nzosmmsuw.TMWam.
Alhighuucmved.CopiuonhcscmmsmynubemndcuccptfulhePERSONALUSEOFmomGlNAL
Mmmmnmﬁm“wmhmnmum pressly intended for the p I use of the original purchaser
and'lisfmb'kidenlome!hdepmhamLhﬁng.memhnpmdewithMmhholSmuﬂ
mmmswmmmmpmmnnummuhmmm.smmmmnm
ﬁahili(yuxespousﬂ;ﬁlixymmemmerum«hamauﬁqwiﬁmeaunyﬁﬁ&y.h-.awmwﬂkgcd
numwyamwwmmmmwsmm

REPLACEMENT POLICY
1. Replace defective tape $3.00 each
2. Replace defective disk $5.00 cach
3. Replace tape with disk $6.00 each

Return original tape or disk (shipping prepaid) 1o: Spectral Associates, 3320 South 90th Strect, Tacoma, WA 98409




