Star Spores is copyrighted by David Shadoff and is licensed
by Spectral Associates, 3418 South 90th Street,

Tacoma, WA 98409, and was written by David Shadoff. This
program was produced for the use of the original purchaser;
these rights are non-transferrable. This game is expressly
forbidden to be used in a rental, leasing, or exchange
program of any kind without the written permission of
Spectral Associates.

Our goal at Spectral Associates has always been to bring to
you the best Color Computer software available. In order to
attract the best programmers, we have to assure them at least
a reasonable (monetary) return for their effort. This is
getting increasingly difficult to do with the flood of illegal
copies. Unfortunately, this policy has failed in too many
instances; therefore, we have had to resort to copy-protect
many of our programs. We sincerely apologize to our customers
for any inconvenience this may cause them, but we feel that
this change in policy will allow us to bring even better
programs to you.

If a cassette or diskette should be erased or become unusable
for any reason, Spectral Associates will replace it if the
original is returned postpaid for a minimal fee of $3.00 for
cassette and $5.00 for diskette. Spectral Associates will
exchange cassette versions of our software for diskette
versions if the original cassette is returned postpaid for a
nominal fee of $6.00. We will gladly assist the customer
with any problems encountered in understanding or using

our computer programs.

SPECTRAL ASSOCIATES
3418 South 90th Street
Tacoma, Washington 98409
(206) 581-6938

DISTRIBUTED BY

STAR SPORES

LOADING INSTRUCTIONS:

CASSETTE: Load the program into the computer by typing
CLOADM (enter); if the program does not autostart, type
EXEC (enter).

DISK: Type LOADM"SPORES" (enter); if the program does not
autostart, type EXEC (enter). If the screen shows red, type
ENTER; 1if it is blue, press the RESET button until the screen
is red.

MEMORY REQUIREMENTS: 32K; Joysticks Required

TROUBLE: 1If you encounter an FM Error, you are probably
trying to load the program using CLOAD or trying to use RUN
once the program is loaded. You must use CLOADM and EXEC
with machine language programs. If you encounter an 1/0

Error, try loading another copy of the program; both sides
of the tape contain several copies of the program.

METHOD OF PLAY: When you see the title page, press any key
or the fire button of the joystick. Special Keys: To pause
the game, press "P". To start it back up again, press ENTER.
To abort the game, press BREAK and CLEAR at the same time
until the title page appears. To play a keyboard game, use
the arrow keys, and the space bar to shoot.

Alien creatures from the star-system Nastira have visited
our planet and are preparing to attack at any moment. This
game was designed to train people in the techniques of
fighting the "Nasties".

The Nasties: The Nasties appear on the screen in groups of
eight, in cryo sleep, until they are called in for battle.
Your job is to kill the sleeping Nasties. This requires two
hits because of their extreme strength; one to prematurely
"wake" it, and another to kill it while it is still
disoriented. Mature Nasties are literally "killing machines"
and because of this, it is not possible to kill one. For this
reason, you have only been supplied with fuel to last you
until they mature. This fuel supply is represented by a bar




at the top of the screen. When the Nasties mature, the
"unhatched" ones will awaken and all will use every bit of
power they have to destroy your ship.

The Nasties' Weapons: The Nasties can kill you in any number
of ways, the most popular of which is a Kamikaze dive at your
ship, causing mutual destruction. They may also choose to
shoot at you, with one of four weapons:

Pellet Shots: Corrosive acid pellets, which destroy your
ship on contact, and are fairly easily avoided.

Streamer Shots: Compressed energy rays, and also destroy
your ship on contact. These rays always travel in a vertical
path, so they are also fairly easily avoided.

Energy-Depleting Rays: These steal some of your ship's
vital supply of energy and give it to the Nasties. It
should be noted that your ship cannot survive after 5 hits
from these shots. Because of this, your ship has been
equipped with an alarm which will sound when you are within
range of a Nastie capable of hitting you with one of these
shots. A stronger version of the energy-depleting shot is
used to steal all of the energy from your ship by mature
Nasties. The only warning you get is an alarm indicating a
shortage of fuel, warning of their imminent maturity.

The Nasties' Classes: There are seven classes of Nasties,
and with the exception of bird class, which may appear at
any time, they appear in groups with other Nasties of their
own class. The Nastie names for these classes are difficult
to pronounce so nicknames have been given to them:

Evil Eyes: These are nearly harmless Nasties which zigzag
across the screen, as they approach and retreat, only
occasionally shooting pellets at you.

Crosses: These Nasties are equipped with radar, and their
favorite method of killing is collision. They also
occasionally shoot pellets.

Qubes: The Qubes are multi-dimensional creatures, which go
in and out of phase with this universe, shooting pellets
fairly often. Notice that the Qubes are only vulnerable
when they are visible in this dimension.

Stompers: As their name suggests, these Nasties track you
down with radar and use their atomic feet to crush your ship.
In case of failure, they are also armed with pellets.

Armors: These are Nasties which are similar in appearance
to armor-clad tanks viewed from above. The Armors are very
squeamish, and therefore tend to stay in orbit far from your
ship. The weapons used by the Armors are streamer shots,
fired from their turret-like filaments.

Psychlops: The Psychlops bounce around the screen in a set

pattern, sometimes using their energy-depleting rays when in
range of your ship. They also, although ineffectively, try

to hypnotize fighter pilots by flashing.

Birds: These are informants to Nastie Command, which can
appear with any level during the game and bring between 100
and 800 points when killed. During the bonus rounds, which
occur after each cycle of the six families of Nasties, the
point value may change. These creatures have no defenses and
do not attack you (unless they mature).

SCORING:

* Ten points are scored for hatching a Nastie spore.

* Points are awarded for destroying the Nasties:

Nastie Class Points
Evil Eyes 50
Crosses 60
Qubes 70
Stompers 100
Armors 150
Psychlops 200

* 100-800 points are awarded for killing Birds during normal
play, but this may change during bonus rounds.

* Bonus Points are awarded for remaining fuel left after
killing a family of Nasties.

* Bonus Rounds have a completion bonus of 500 points,
* For every 10,000 points scored, a bonus ship is awarded.



