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Beclaration of Tminent Bomain

FHeed the order of Zgkon, commandant of the Jmperial Fleet of Lord
Seylla, ruler of six galaxies:

Wihereas, your galaxy has been scheduled for colonization by our cifi-
lization during this century, and

MWhereas, the higher life-forms encountered on your planet represent
suitable laboratory specimens, and

Wihereas, other galactical life-forms encountered hafe acted fith discre-
tion, assuring their existence fwith appropriate tribute pagments, and

MWhereas, all your terrestrial outposts and planetary colonies hate
either surrendered or met foith total annihilation

@herefore, gather the [eaders of your fworld and prepare a felcome
befitting gour nefu Supreme Ruler,






Surrender?? Never!!
Starting the Mission

To prepare your ship for Project Nebula, make sure the
joysticks are properly connected to the computer. Turn
on the TV, insert the Project Nebula
cartridge in the slot on the right side of
the computer, then turn the computer
on. When the title appears, press any key
to continue.

The screen will show:

INPUT GAME MODE

1 TARGET SHOOT — BEGINNER

2 TARGET SHOOT —WITH SPEED

3 STAR COMMANDER — INTERMEDIATE
4 STAR COMMANDER — ADVANCED

To prepare for your mission, you will probably need
some target practice. Press to practice shooting
enemy ships as they fly across your screen. There are
ten degrees of difficulty in each flight level. In this first
level, the enemy ships will increase speed as you move up the scale. Your ship
will move at a slow cruising speed throughout.

Since the enemy ships won't shoot back in this level, watch them for a moment
to get used to their speed and look at the indicators across the bottom.



Gauges

The two gauges on either side of the screen are your Short Range Sensors. The
one on the left looks in front of your ship, while the one on the right looks
behind. As enemy ships move from the rear of the ship to the front, the blips
will disappear from the right sensor and appear on the left.

The numbers on the left gauge tell the coordinants of your ship in relation to
the enemy ships. The top number is the location of your ship along a straight
line through space. The left number is the horizontal coordinant, while the
bottom number is the vertical coordinant. You will need these numbers in Levels
3 and 4 when you need to connect with a space station.

The number between the gauges tells the amount of power remaining. In all
levels you will start at 8300 units of power. The bar below this number is like
a gas gauge. As your power decreases, the line will become smaller. In Level 4
you will be able to tell when your ship is damaged by the appearance of two
small squares just above the power number.

The number above the right gauge is your score. You receive 5 points for each
enemy ship you hit.



Steering the Ship

In all levels you will use the right
joystick to place the enemy ships
within your sights. Remember,
the sight is part of your ship and
THAT is what you are trying to
move. Your up and down move-
ments are like the movements in
an old stick controlled airplane.
To go up, pull the stick
back. To go down, move
the stick forward. Hori-
zontal movement is the
direction you want to go.

Shooting the Enemy

To fire at the enemy, press the fire button. You may keep the button down
for rapid fire or pick your shots. Remember, that each time you fire you use up
16 units of power. When you wish to reset the game in any of the levels, press
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Level 2 — Target Shoot With Speed

For a bigger challenge, press @ for target practice with speed. Use the left
joystick to control the speed of your starship. You may push it forward for
full speed, or bring it back until you come to a stop. Shooting at the enemy
ships remains the same, but this time they will shoot back. Each time you are
hit 73 units of power are used up.

Once you are satisfied with your target practice, it's time to start your mission
to destroy the forces of Zykon.

Level 3 — Star Commander — Intermediate

In this level you may use the long range sensor to decide which sector you will
enter, and you may go to a space station to renew your power. Each time your
ship is hit by enemy fire, power is reduced, however, your ship will not be
damaged as it can be in Level 4,

The Long Range Sensor

After you enter Level 3 (or 4), press the (Z) key.

The large square on the screen is the Long Range Sensor. Each square is a sector
containing either enemy ships or a space station. If you destroy all the enemy

ships shown here, the earth will be saved, if not, the earth will be destroyed,
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The guide at the bottom of the
screen tells you which sector is
which. A large orange rectangle
tells you which sector you are
currently in. The blinking rec-
tangle is used to choose the
sector you want to go to.

To move from sector to sector,

- use the right joystick to place the
blinking rectangle over the sector you want. Press (H) to execute the command,
Your ship will go into hyper-space to move to the new sector. You may go into
hyper-space at any time if you get into trouble with the enemy ships. This
maneuver will use 95 units of power.

Return for a moment to the Long Range Sensor. The list of your ship‘s operational
functions is on the right. These functions can be damaged when you enter Level
4. The rectangle to each item’s left will change colors when it is damaged. You
may check your ship’s condition at any time then return to your space view
screen by pressing (V) .



Approaching a Space Station

When you get low on power, or when your ship is damaged (in Level 4), you
must go to a space station for anew power supply. Press (Z) for the Long Range
Sensor. Choose a sector with a space station and press (H).

When you enter the sector, pull back on the left joystick until the ship comes to
a stop. You will use the numbers on the left gauge to set a course for the station.

Set the horizontal coordinant between +8 and +12 and the vertical coordinant
between @ and +3. Now move the left joystick forward. When your location gets
to the middle +200’s, the space station will appear in the distance. Slow down
your ship.

Continue to move toward the station. You will need to slow down several times
the closer you get. If the top number reaches +2@, you have made an approach
error, and will have to try again. When you get close enough, at the right speed,
the space station will send out a power pack. Your power will again become
800 unitsand, if you are in Level 4, all the damage to your ship will be repaired.
You are ready to continue your mission.



Level 4 — Star Commander — Advanced

The major difference between Level 3 and Level 4 is your ship can be damaged.
If your hyper-space engines are damaged, you can still leave the sector through
hyper-space; you just don’t know where you'll go. If your Long Range Sensor
is damaged, you will not be able to tell what each sector contains.

The sections of your ship that can be damaged are:

HYPER — This function moves your ship
from one sector to another.

ION — This function controls your speed
within a sector.

MASQORS — If this function is gone, you
can’t shoot the enemy.

DEFLECTORS — These shield your ship
from enemy fire. If they go,
your power units will run down
fast.

SR SENSORS (SHORT RANGE) — These
tell you the location of your
ship within a sector,

LR SENSOR (LONG RANGE) — This
sensor gives your location in
space and shows what is in
each sector.




How to Win in Level 4

The best advice for Level 4 is to take your time. Remember, you may enter
hyper-space at any time. If you get in trouble, get out, find a space station and
repair your damage.

When entering Level 4, the first thing you need to do is look at your Long Range
Sensor. (You may need to move to an empty sector to do this, as your ship can
be damaged while you study your map.) Once you can study the long range
map, memorize the location of your space stations on the map. Later, if the
Long Range Sensor is damaged, you can still reach the space stations by select-
ing the same spot on the map.

Remember, the key is to take your time. If your power gets too low or you
receive damage, go to a space station. You have time. The enemy won't attack

earth until your ship is destroyed.

Good luck, Commander.



RADIO SHACK SOFTWARE LICENSE

A. Radio Shack grants to CUSTOMER an non-exclusive, paid up license to
use on CUSTOMER'’S computer the Radio Shack computer software received.
Title to the media on which the software is recorded (cassette and/or disk) or
stored (ROM) is transferred to the customer, but not title to the software.

B. In consideration for this license, CUSTOMER shall not reproduce copies of
Radio Shack software except to reproduce the number of copies required for
use on CUSTOMER'’S computer (if the software allows a backup copy to be
made), and shall include Radio Shack’s copyright notice on all copies of
software reproduced in whole or in part.

C. CUSTOMER may resell Radio Shack’s system and applications software
(modified or not, in whole or in part), provided CUSTOMER has purchased
one copy of the software for each one resold. The provisions of this software
License (paragraphs A, B, and C) shall also be applicable to third parties
purchasing such software from CUSTOMER.
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IMPORTANT NOTICE

ALL RADIO SHACK COMPUTER PROGRAMS ARE LICENSED ON
AN “AS IS” BASIS WITHOUT WARRANTY.

Radio Shack shall have no liability or responsibility to customer or any other
person or entity with respect to any liability, loss or damage caused or alleged to
be caused directly or indirectly by computer equipment or programs sold by
Radio Shack, including but not limited to any interruption of service, loss of
business or anticipatory profits or consequential damages resulting from the use
or operation of such computer or computer programs.

This Warranty gives the original purchaser specific legal rights, and the original
purchaser may have other rights which vary from state to state.

RADIO SHACK, A DIVISION OF TANDY CORPORATION

U.S.A.: FORT WORTH, TEXAS 76102
CANADA: BARRIE, ONTARIO L4M 4W6

TANDY CORPORATION
AUSTRALIA BELGIUM U K.
280-316 VICTORIA ROAD  PARC INDUSTRIEL DE NANINNE  BILSTON ROAD WEDNESBURY
RYDALMERE, N.S.W. 2116 5140 NANINNE WEST MIDLANDS WS10 7JN

PRINTED IN U.S.A.
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