A1l mathods are mouslly tarminal. After desth when the System
bridge starts to collapse prassing the @NI:R key will start a
nav game.

If you reach sector 100 nnd do not have the reouired 100 [.U.'s
or 10 ansmy dead the sector countar is automatically sat bask
to 80 giving you 20 mora sactors in which to mmat the requirements.
Upon winning, after tha musical display pressing eNTaK ulll also
start a new game,

Remember tha' you can aluays go back down into s sector if

you run into “~:uble (enter a black hola on tha wrong side atc.)
This will co® rou 108 fuel and will change your position in spaca
(tha next & .or will not be the same one you backad rut of ). Thesa

davices a1

nete chesting by going to the same Fras Port mors than
onca, togeling till you find a Tanker or Trader with trade atc.
SUMMARY GF COMMAN TG
@ - movas ship deft in space

backspaca - moves ship right in sprca

INTIR - movas ship down in apnce
~(minus) - movas ship up Ln sonce
5 - entor Systen Mode

X - axit back to space (from any moia)

- ~ntor Communications Mods (if active)

I - enter Intornal Status Mode (if in clear space)

space - fires las~r cannon (if live enamy prasent)

1 - sele

comm fraquancy 1
2 - s»lects comm fraauancy .

3 - snlects comm freauency 3

4 - selacts comm fraquancy 4

T - used in Frae Port for trade

W - boosts Henpons lavel

P - boosts Propulsion laval

L - boosts Lifesupport lavel

D - boosts Dafansiva shialds laval

$ - brosts Snvironmontal shialds laval
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the Sclans. You can get your skull split with a hend laser.

Zossed in Space s & 15k byta Z-80 machine langusge prograam. It
TRADER
is s simulation of commsnd of an oparationsl starship , the "Zoss
The source of Trade Units.Mske contact with Cormunications dack.
", Th 1s salf supportin, using no Rom calls and
apas Sl - g € 10% fuel for 10 Trado Units,
- level I or lavel II TRS-80 with no code
therafore will run on » lave [,
modifications. - Highly deadly, The trick is to weit. Find out for yoursalf. Tha
taims over 40 audio routines. By plugging the
T rograRioans © Auto-Mine will track you and kill you, and it is faster than your
Aux plug on the cassette cord into en sudio amplifier complate ot
. ship is.
vailable. The simulatiom uses audio to provide
sound effects are a le : P ——
d to the nder 8o use of this feature is
tlarns and coden to the com e This sector is actuslly a dimensional warp. Somauhere in tha sactor
. A suitabl ifier is svailable from Radio Shack.
sdvised. A sultable saplific 13 a hidden mine which will axplod upon impact.
1: typital "Ster Trek" t ame, It 15 a complex
This is not a typiéal "Ster Trek" type g P voRtEx
tion which makes extensive use of the high speed , fast action
Phwilation \hich meies extonsive use o o Magnetic currents vill pull yeur ship in all directions end slam
hi 1ity of machine language progromaing. The main
graphics sepiility Shime Taneutge Rroge # you sgainst meteroritas. If you get stuck move in & different
bjactives of the simulation are threefold.....
shjpetises .e ‘ direction. Golng into System Mode uill change the materorite pattarn,
1. to accumulate 100 Trade Units
This can save or kill you,
2. to defeat 10 ships
° oy P WIGLO WARP
3. to survive 100 sectors of space )
You are vibrsting in and out of time slots. Try to pat thru
ct of the gawe is actuslly to stay alive,
Ths priszybjoctial the gus 1aiae hd v elive without hitting the evar changing meteorite pattern,
S 3 < loy~d in the simulation.
Extensive use of graphics are employd in the simulation S
- t lev 1 tire vid
The space acanner or exterior view is composed of an antire video 1 sutomtle ramte oammon for destroying loree shumko of Aot
d of symbols, Pri direction of
page and uses graphics inatead of symbols mary direction matter that wandsr into spacs lanes, it can dastroy you too, The
four k i canand for sh
Sravslils spiasdfour Nays arer contiouenaiy-ses ox shlp canter of the pod will turn vhite s half second before it fires

it's xenon blaat.

DEATH
MOVES SHIP DOWN
N In training mode. if you make a terminal mose you will be wamed and vour trade
movemsnt... unit< and enemy kils will be reduced. In Regular made, a terminal move will ond
MOVES SHIP LEFT theigame.
-~ Whan you die you will know immedsstnly. You will be nllowsd one
- MOVES SHIP RIGHT
last glimps= of the System Modn control panel, bafore it disinteprates.
Em)vns Sipie In the bottom window of tha disploy it wiil tell you why you dlnd.,
Sometimes avants happan so fast that you won't reslly know. There

When the ship has moved thru s sector and off the top of the
are 18 distinct Daath Codas, or reasons for death, they are as

screen it will resppear again at the bottom of the scresn in a

. follovs....
nev sector of space. There are over twenty diffarent types of
- WRECK:D (STRUCK A STATIC OBJACT) BLACK 0L
sectora each of which provides 1t's own unique obstacles to your
i - HIT ANTI MATTER REVERGE DIMNSION
Journey.
HIT METEORITE
~ At any time vhen traveling thru space you can press the S AT TR
HIT ENEMY GHIP HIT TRADR
key and your view will change from spacc to the main control deck
NO LIFESUPPORT AUTO MINE
inside the ship. This i3 called Systam Mode and is the main computer
NO SNVIRCHMENTAL SItIELD F MINE
control center on the mein bridge. This mode givas a breakdown and
HIT SINGOR SATTLLITE MURDER &D
display of o1l the system fuel levels,main fuel levels,Trade Units
ENEMY VICTORY XENCN RAY
accumulated,enemy ships killad and numbsr of scctors of space
HIT BASE STATION INTZRNAL FAILURE

traveled, The main fuel tank is distributed in 5% increments to

e sicmssmst % e i e LOADING INSTRUCTIONS;

H—Hﬂﬁm"ls-~- used to fire main nose mounted laser cannon, ‘ Power up your TRS-SO in Level 2 BASIC.
Requires 40K of this tanks supply for each If uSing DiSk, Type BASIC 2 from DOS.
firing... . Type' > SYSTEM

P-PROPULSION used to propell ship thru space, If this lavel
*?Z0OSPEI




ANTI-MATTER BELT
This i3 a wida belt of anti-matter stretching out of
scennar viaw to right ond lart, Mova your ship to the left or
right wall and keep moving. The belt will then appesr to move
in the opposite direction. When a space opens up go up and thru
to the next ssctor. If you heve to go into Systam Mode after the
balt is open go back to the wall and the belt will open immedestely,
BASE STATION
Fly into tractor beam and get gassed , .
ANTI-MATTER FIELD
A maze of anti-matter particles. Work your way cererully
thru the maze. ...note,.your ship is equippad with sutomstic side
fins, They will retract upon sncountaring an object. Therafors
don't worry about hooking your fins. Get the body of the ship
thru the opanings in the snti-mattar.
ENEMY SHIP
Will travel {n sn up down battle patt-rn, His weapons ere
omnidirsctionsl. He will be constantly firing an enarpy
anvelops 8t you. As long as your Dafensive shields hold you
wi1l be all right. Your cannon is nose mounted so get into
position right under nim. Hit the space bar to firs tha laser
cannon. You muat have LOf fuel in your Weapons system level
to fire. You can go into System Moda and boost before the kill
1f necnsssry. When killad the anemy ship crastes s fleld of
anergy dsbris which will fill the screen. Your fusl systam is
designed to tap this field and reflact s 10% gain in your main
fuel tank. Therafors for each mnemy ship you kill you will gain
108 fuel. If you go into System Mods after the kill when you
return to space the energy field will hava scattered and you will
be abla to sas the dead anemy.
SENSOR BATTSLITES
These 200 yesr old defansive sattelitas are merely obstructions
now. Wesve your way thru them and procesd on.
SPAGE JUNK
Can be dand enmy ships, dead Base Stations, huge snti-matter
blocks atc. They are merely obstructions. Occasionally the scraen
will be filled with graphic debris, Moving thru this will cause an
axtrs drsin on your Propulsion level as you have to push ths debris
out of the way, but there is no danger.
TANKER
If you're willlng to trad= 10 sactors of space for 50% fuel
(a good dral if you're lou) press the C key and see if he has
trads. Docking and rafusl are sutomatic.
FREE PORT

The interplanstary Las V

s. Gambling tubles are usually open
Ply into the tractor beam and docking {s automstic. If you have

no T.U.'s don't bothar s3 you'll be bcotad right out. Watch out for

dropa to 0 you will merely no longer be
able to move t.h;-u space,

L-UIFESUPPRT provides oxygen,pressurization and heat
for the interior of the ship, If this
level ever drops to O vhile in space you
will die immedsstoly.

D-DEFINSE--~ defensive shislds protect you from enemy
ship weapons. If you maet a live enemy
18 spsce with this level at O you will
Ala imrznde!tnl;.

E-ENVIRONMINT snvircnmental shislds protect you from

cosmic

internal engine redation. If
this level ever drops to O while in space
you will dis immedeately.

In Systm Mode esch of these lavels can be boosted to 99%
by pressing the appropriate command key. Each of these boosts
will daplete 5% from your main fuel tank. Genorally these system
levels should be boestad only vhen necsssary, Topping off system
1evels vestes fusl, You cen run with the veapons level at O untill
you maet an ensmy ship to also conservs fusl. Lifesupport and
Environment are the two critical lavels,you will die {nstently
without them, When in System Mode "resl tims" stops, It is a

baven you can stay in as long as you like, When you return to

space by pressing the X key (exit) things will be as you left them
excapt moteorites floating in space may hava changed position.

Pressing the C key vhon applicabla vill put you downstairs
on the Communications Deck. When traveling thru space you will
encounter other ships that are not hostile, There are two major
types Tankers and Traders. Tanksrs carry fusl and will dock with
you on request,if they are loadad,snd will transfer 50% fusl into
your main tank. In return they will take 10 sectors of space away
from your sector count. '

Traders carry universal Trade Units. You need 100 of these
T.U.'s in order to complete the game, It's impractical to try
to get 100 T.U.'s from Tradars alone, but once you have Trade
Units you can enter s Free Fort space station and gamble for
units at the gambiing tablss. Traders will trade you 10 T.U.'s
for 108 of your main fuel supply.

When you meet a Tanker or Trader in space press the C key.
This will put you on the Conmunications Deck. You have a choice
of four difterent stendard space frequencies to try to reach him
on. He will be monitoring one of them. Whon you find his frequency
you will gat a comn readout as to whether or not he has trada,

If & Tanker and trade is availeble vhen you exit Communications

Deck the Tanker will be dockmd with you and fuel transfer will




take placa. If a Trader the Commnications Deck will give you
your new total of Trade Units, including the units just obtained,
Ona other use of the Communications Dack is to intercept transmitted
beacons from Base Stations, When traveling in a clear or "space"
sector you cen press the G'key.”If.the Communication Deck is in
contact with the next Base Station you will anter Communications
Bode, After selscting the corract frequency you will be given a
Base Station beacon reading. This will tell you how meny sectors
ahead the next Base Statipn.is; If nothing happans when you press
the C key it indicates that no current transmissions are being
received in Communications Deck. ny of your transmissions rrom
Conmunications Deck will cost you 5% of your main fuol laval.

Base Stations occur sporadically in space, They are sutomated
and all you need do is fly into their tractor beam and refusiing
is mutomatic. They will boost your main fuel level to 100% and
21l your system levels to 99%.

Free Ports alse ara scattered through the sectors. If you
have Trade Units you can onter thair tractor beam and gamble at
the games, If you lose, you lose 10 Trade Units, if you win, you
win 30, Be cereful how:ver, scmatimes Free Ports ara overun by
the Scians, a hostile culture of crystalline robots, They cen throw
you out of Frea Port, steal sactors of space froz you, or even
murder you in the Free Port.

Any time you are travaling thru s clear ssctor of space you
can press the I key. This will put you in Internal Status Mods
and give you a display of ths ships systems status from the
Enginaering Dack nesr the aft end of the ship. If the stotus reads
Tgrean" then all the ships electronics, hydrautics, ena engine
control circuits are opersiirg correctly. Check is also made of
the ships main computer all terminals and all slave computers.

KLARMS . ...

There are two typas of alarms that ars given to the comzander

vhen viewing spuce that will warn him of sericus problens occuring

inside the ship, These ara the Sya

 verning oad Internsl Feilure
varning. With Systen wening you wili be truveling thru space and
suddenly your ship's movement and game sction will slow down, at
the sems time you will gat an audio Leeping elert. This 1s werning
you wnes one of your system levels has resched the eritical 5%
level, Go into System Mode {5) and boost the levels as needed,

If the critleal lavel is Ycapons then you can ignuie it. However
if it's Lifesupport or cavironment then prompt action is needed.

NOTE: A flashing "B and 0w tone warns that the next sector
contain= a Black Hole.

The Internal Failure wiraing will hslt your ship, usually
in the middle of a sector of clear space, At the position of your
ship on the screen a blinking "I* will appesr and ¢ low pitch

sudio beep will oceur. This s a short warning so hit the "I" key

fest, Engineering is warning you of a serious failure of one of
the ship's systems. This prollem can be jommed engines, a failed
conputer, system controls failure etc, When you enter Internal
Stetus Mode you will ba given instructions from the chief engineer
on how to procesd with the problem....note..if you should lose
1l your system levels during an internal failure exit from the
Intarnsl Status Mode with your finger on the S key. This will
shoot you straight from Intrnal Status Mode into System Mode

and kaep you from dying in space tron o Lifesupport and no
Environmental shiold..,..,

A1l the time you are out in space (not in one of the internal
modes) your system levals are constantly being depleted. If you
leave your ship sitting out in space for ten minutes while you
make yoursslf a sandwich when you return you will be desd. Your
Lifesupport or Environmental levels will reach U and you will
perish. Don't stall sround in space vhen you cen go into System
Mode and your levels uill remsin intact forever.

Certnin sections of space cause extra heavy depletions of
particular system levels. Following is & hreakdown of sactors of
space and the levels they dratn...

Black Hole.

- Lifesupport

Meteorite Shower---- invironment

Enemy Ship-- -- Defensive

Space Junk. - Propulsion
When in thase sectors if you get a Uystem alarm get into System
Mods fast. If the targat level is the one being depleted that
last 5% will go very ropidly.

For the novice When you mater a new sactor of space A
dascription of that sector of space is available in System Mode

under the titls CURR.NT SECTOR REPORT. It will tell you vhat type

of sector you are now in.

Following i3 & listing of the different sactor types and
a brier descrption of each,

SPACE

No problem here. Just avoid the metnrorites (*), Uss the C
key to find a Rase Station Beacon if onn axists, Use tha I key
for Internal Status, Possible Internal Failure, be resdy to hit
the T key fast.

BLACK HOLE

The hole will pull you towards the side witn ihe grapnic
berriar. i1 you hit the gravity side you will dis, Csuses an ~xtra
drain on the Lifasupport lavel.

METEORITE SUOWER

Duck the met~orilas, Causies 8n axtra drain on your bavironmental
shisld level to deflect the small particles. Can kill you fast if

Jump into a sector in front of a moving metrorite.



