


RADIO SHACK Software is licensed on an "AS IS" basis, without warranty. The original CUSTOMER'S exclusive remedy, in 
the event of a Software manufacturing defect, is its repair or replacement within thirty (30) calendar days of the date of the 
Radio Shack sales document received upon license of the Software. The defective Software shall be returned to a Radio Shack 
Computer Center, a Radio Shack retail store, participating Radio Shack franchisee or Radio Shack dealer along with the sales 
document. 

Except as provided herein, RADIO SHACK MAKES NO WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY 
OR FITNESS FOR A PARTICULAR PURPOSE. 

CU����rntes do not allow limitations on how long an implied warranty lasts, so the above limitation(s) may not apply to 

RADIO SHACK SHALL HAVE NO LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY OTHER PERSON OR ENTITY 
WITH RESPECTTO ANY LIABILITY, LOSS OR DAMAGE CAUSED OR ALLEGED TO BE CAUSED DIRECTLY OR INDIRECTLY BY 
"SOFTWARE" LICENSED OR FURNISHED BY RADIO SHACK, INCLUDING, BUT NOT LIMITED TO, ANY INTERRUPTION OF 
SERVICE, LOSS OF BUSINESS OR ANTICIPATORY PROFITS OR INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES. 

Some states do not allow the limitation or exclusion of incidental or consequential damages, so the above limitation(s) or 
exclusion(s) may not apply to CUSTOMER. 

RADIO SHACK SOFTWARE LICENSE 
RADIO SHACK grants to CUSTOMER a non-exclusive, paid-up license to use the RADIO SHACK Software on one computer, 

subject to the following provisions: 
A. Except as otherwise provided in this Software License, applicable copyright laws shall apply to the Software. 
B. Title to the medium on which the Software is recorded (cassette and/or diskette) or stored (ROM) is transferred to 

CUSTOMER, but not title to the Software. 
CUSTOMER shall not use, make, manufacture, or reproduce copies of Software except for use on one computer and as is 
specifically provided in this Software License. Customer is expressly prohibited from disassembling the Software. 

D. CUSTOMER is permitted to make additional copies of the Software only for backup or archival purposes or if additional 
copies are required in the operation of one computer with the Software, but only to the extent the Software allows a backup 
copy to be made. 

E. All copyright notices shall be retained on all copies of the Software. 

The warranties granted herein give the original CUSTOMER specific legal rights, and the original CUSTOMER may have 
other rights which vary from state to state. 



Stellar Life Line 

A DIVISION OF TANDY CORPORATION 
FORT WORTH, TEXAS 78102 



Stellar Life Line Program 
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By SRB Software 

Licensed to Tandy Corporation 

All Rights Reserved. 

This applications software for the TRS-80 Color Computer 
is retained in a read-only memory (ROM) format. All por­

tions of this software, whether in the ROM format or 
other source code form format, and the ROM circuitry, are 
copyrighted and are the proprietary and trade secret 

information of Tandy Corporation and/or its licensor. Use, 

reproduction or publication of any portion of this material 
without the prior written authorization by Tandy 

Corporation is strictly prohibited. The license for using 
this software is printed in the front of this manual. 

Stellar Life Line Program Manual: 

© 1984 Tandy Corporation 
All Rights Reserved. 

Reproduction or use, without express written permission 

from Tandy Corporation, of any portion of this manual is 

prohibited. While reasonable efforts have been taken in 

the preparation of this manual to assure its accuracy, 

Tandy Corporation assumes no liability resulting from 
any errors or omissions in this manual, or from the use of 

the information contained herein. 
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Introduction 

In this TRS-80® Color Computer game, you are the commander of a 
fleet of spaceships. Your mission is to clear a path among the stars 
so that your fleet can leave star base Alpha and safely reach star 
base Beta. 

As you blast off from star base Alpha, it is apparent that the task will 
not be easy. Asteroids, magnetic mines, and alien attack ships 
block the path and threaten to destroy you. Asteroids and alien 
ships might also sneak up from behind and attempt to destroy 
you ... so beware! 

You must use your wits and all the ships at your command to com­
plete the journey successfully. 

Good luck! 

Required Equipment 

• A TRS-80® Color Computer with at least 16 K RAM 

• Standard TV (Color Recommended) 

• Joystick Controls (Optional) 
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Loading Instructions 

1. Make sure your computer power is off before inserting or 
removing Program Pak® ROM cartridge. Failure to do so can 
result in damage to the Power Pak. 

2 .  Connect the Color Computer to the television, and set the 
switchbox control to Computer (or Game). See your TRS-80 
Color Computer Operation M anual for further details regarding 
connections. 

3. Plug the joystick controllers (if used) into the jacks located on 
the back left side of the computer. 

4. Insert the Stellar Life Line Program Pak, label side up, into the 
slot located on the right side of the computer. Press firmly un­
til it engages securely, but do not force it. 

5. Turn on the television and tune it to Channel 3 or 4 (whichever 
is least active in your area). 

6. Turn on the Color Computer. 



Beginning the Game 

After inserting the Stellar Life Line Program Pak™ and turning on 
the computer, the screen shows: 

STELLAR LIFE LINE 

PROGRAMMED BY 
STEVE BJORK 

COPYRIGHT 1983 

BY SRB SOFTWARE 

LICENSED TO TANDY CORPORATION 
ALL RIGHTS RESERVED 

VERSION 01.00.00 

USE SPACEBAR TO START GAME 
OR [ENTER] TO CHANGE OPTIONS 
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If you hold down the ( c L E AR J key while turning on the computer, 
the screen background is shown in a lighter color. 

The title page shows for a few seconds and then a demonstration 
game appears. You can observe how the game screen looks and 
observe how the game is played for a few seconds before the title 
page appears again. While the title page is shown, you can press the 
fire button (the orange button on the joystick control or the space 
bar on the keyboard) to begin the game or press ( E N T ER J to 
change options. 



Changing Options 

You can change the number of players, difficulty (easy, medium, or 
hard), or type of controller (left/right joystick or the keyboard). Press 
( E N T E A J to change options. The screen shows: 

OPTIONS 

NUMBER OF PLAYERS 

PLAYER ONE'S OPTIONS ARE 

CONTROLLER 

DIFFICULTY 

1 - CHANGE NUMBER OF PLAYERS 

2 - CHANGE CONTROLLER TYPE 

3 - CHANGE DIFFICULTY 

ENTER NUMBER -

USE [BREAK] TO EXIT 

ONE 

RIGHT 

EASY 
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CHANGE NUM B E R  OF PLAY E RS 

Two players can participate in the Stellar Life Line game. Press 
CD to change the number of players in the game. You then 
have the following options: 

1 - ONE PLAYE R  
2 - TWO PLAYERS 

If you press w, the screen shows options for both Player One 
and Player Two. 

CHANGE CONT ROLLER TYP E  

Press W t o  change the controller type. There are three op­
tions available: 

1 - RIGHT JOYSTICK 
2 - L E FT JOYSTICK 
3 - K EYBOARD 

Choose the option you want to assign to a player. 

If there are two players, the screen then shows: 

1 - CHANGE P LAYER ONE 
1 - CHANG E PLAY E R  TWO 



Press the key for the player to whom you are assigning that 
controller type. 

CHANGE D I F F ICULTY 

Press W to change the level of difficulty. The options 
available are: 

1 - EASY 

2 - M ED IUM 
3 - HARD 

Choose the level you want to assign to a player. 

If there are two players, the screen then shows: 

1 - CHANGE PLAYE R  ON E 
2 - CHANGE P LAYE R  TWO 

Press the key for the player to whom you are assigning that 
level. 

Press (BREAK J to exit the options screen. You are then returned 
to the title page. Press the fire button (the orange button on the 
joystick control or the space bar on the keyboard) to begin the game 
or press (ENTER J to return to the options screen. 
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The Control Panel 

The top portion of the screen is the main display for the game. Just 
below the main display, in the center of the screen, is the scanner. 

When playing the game, pay close attention to the objects on the 
scanner. The screen shows only a limited view of the action taking 
place, but the scanner shows the positions of all objects. The cur­
rent player's ship is a white dot. The other ships in the convoy are 
the same color as the command ship in the main display. All other 
objects are shown in the same color as the main display. 

The first player's score and game status are shown to the left of the 
scanner. The second player's status is on the right side of the 
screen. S = _ represents· the number of ships remaining. C = _ is 

the number of spaceships, and R =_is the reserve count. 

The fuel level of the current player is shown at the bottom center of 
the screen. 

9 



10 

Playing the Game 

You have three ships at your command at the beginning of the 
game. Your mission is to clear a path through a myriad of obstacles 
so that your fleet of spaceships can safely make the journey from 
star base Alpha to star base Beta. Alpha and Beta are shown on the 
screen as flashing vertical lines. Your fleet of ships can cross over 
the lines to safety, but your ship cannot. 

If a fleet member collides with an obstacle or is hit by hostile fire, it 
is destroyed. If all ships in the fleet are destroyed or you run out of 
fuel, your ship explodes. If a ship blows up from running out of fuel 
or hitting an object, the remaining members of the fleet carry on. If 
the entire fleet is destroyed on your last turn, that mission is 
scratched and a new one begins. 

Approximately one unit of fuel is burned if your ship is hit by an at­
tacking ship's fire. You can refuel by maneuvering your ship so that 
it touches the white fuel cannister on a fleet ship. The cannister 
then disappears and your ship is refueled. 

An attack ship can seize a member of your fleet by attaching itself 
to the fleet ship in a "sneak attack." If one of your ships is stolen, 
the fleet count (C = _) shows the loss. The reserve count is also 
lessened by one. You can save the fleet ship by destroying the alien 
ship before it disappears at the bottom of the screen. 



Entering Commands 

To maneuver the spaceships, move the joystick or press the CD, 
CD, G, or G arrow keys. 

To fire missiles, press the button on the joystick control or use the 
space bar on the keyboard. 

Press the button on the joystick control (or space bar if using the 
keyboard) to begin. 

Press (BREAK J to end the mission or ( ENTER J to pause. Press 

any key to resume a paused game. 

Scoring 

After you successfully complete the mission and each fleet 
member safely docks at star base Beta, you are rewarded with 500 
points for each ship that is home safe and another ship and fleet. 

The obstacles in the path are worth points if you can destroy them. 

Q Asteroid = 20 points 

� 
T-· 

• 

Magnetic Mine = 50 points 

Alien Ship = 100 points 
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With a difficulty level of easy, only asteroids appear. If you suc­
cessfully complete the mission, the game automatically advances 
to the next level of difficulty (medium). 

Magnetic mines and alien ships appear on the screen with a 
medium level of difficulty, and the game becomes more intense. If 
you successfully complete the mission with a difficulty level of 
medium, a one-time bonus of 3000 points is given and the game 
automatically advances to the next level of difficulty (hard). 

When you reach the difficulty level of hard, the obstacles are greater 
in number, and the action is much faster. A bonus of 6000 points is 
given if you successfully complete the mission with the difficulty 
level of hard. 

An extra ship and an extra fleet reserve (maximum of six) are given 
as rewards at every 10,000 points. 

The program keeps an internal record of the top 25 scores of the 
games played. After each game, the screen shows the ranking (1 to 
25) at the bottom of the main display, just above the scanner. 
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