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ASTRO ATTACKER it similar to the arcade game called "ASTRO BLASTER®. This
action game for the Sorcersr it far superior to all other Sorcersr Qames
becavse of its high resclution grdohics, sound, varietr and plavabilitr. Astro
Fighter s graphics are extremely advanced. The displar is of the console
inside ¥our astro fighter craftt. In »our console window vou see the snemy ships
olaced against a background of continuously moving stars. Gauges also indicate
the amount of fuel remaining and the temperature OfF wour lazer canhoni. [§ ¥ou
fire too frequently ryou can overheat the lazers., or I+ vou move recklessly wou
may Ffun Sut of fuel.

Your challenge is to survive and destror the Spinnere. the Lazer Ships. the
Rockets, the Flame Throwers, and the Heteor shower. Docking with the mother
ship is crucial to survival as this restores »our shield strength and fusl, and

cools »our lazer cannon. With each succeeding level of plar, survival Becomes
more difficult as the enemy ships atbtack with greater frequency and gquickness.

Te run: *LOG (ASTRO loads and avto=sxecutes.)
(The >0 address is 100 hex.r
(Recorded at 12098 baud on side A and 388 baud sicde B.)

CORTROL HETYS

q The “4° on the |8-Kervoad moves the console image of vour astro
fighter to the left.

& The “&° key moves vour asiro Fighter to the right,

SPACE The “space bar” is used to Fire.

The above controls can also be performed By using & Jorstick.

ThE The TAB Ker will put you In warp mode which helpos br slowing down
gnly Lthe s+aemyr. The warp lasks for I3 seconds or until your shield iz
ik

B The ‘R’ Ker will restart the game.

ELC The “ES5Cape” Keéy will freszé the sction until it i prested & fecond
time .

RUM/STOF  This Key wild exit the program to the MHoniter. Use G0 188  te start
the game over from the Honitor,



SHI ELD STREMRGTH

When the game starts. the Litle vage apperars., which is then biasted awayr br
vour astro fighter craft. The plaver is then asked to enter the collision count
or shield strength. Beginners thould select "F ., while expoerts may revel with &
icw count. This count is the number of hits that vour fighter can withstand
before Being destroved. You can make the game as tough as vou like.

Mo mattgr how good r»ou Qe#t. the Qamé cannot go on forever. The fuel runs down a
Titkle bit faster with every lével past WS,

DOCHK IMG

The first thing »ou must be succestful at is docKing with the GEN (GLOBAL
SOFTIMRE METWORK! mother thip. I¥ you are untuccetsful on the exercite which
follows the Ritie page, the game restarts with the title page demonstration.

Once the docking starts, all graphic motion is a dot at & time. The usual
display of the score i removed af thoie graphic characters are neesded for this
fantastic realism.

The mother thip déscends, opens her hanger doors. and iowers the docking
mechani8m. Tou mult maneuver the nose of wour craft to touch the center of the
docking mechanism. The deck 14 three dots wide while rour shios nose i3 two
dots wide., which permits & one dot margin on &ither the left or right hand
£ice.

Dan’t maneuver inte Lthe force Field or wou will gt hung wo.

With a successful dock, rour shield collision count is reset to its full value.
The fuel tank is refilled. and vour lazer cannong are Cooled off. How ¥ou are
fully #it to procesd to the next level of plar. A bonus is gliven for the amount
af fuel vou had Femkining.

I¥ »ou are unsuccessful at docking. vou proceed {other than the very first
time) into the ne=t level of olay with vour craft remaining im its cresent
condition. It°% still possible to make it through without running out of fuel .
But unl iKelx.
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SFIHNERS - 2= poimEt=s

The simblett waive of attackers are the spinners who descend. and oreak inko a
Iig-Tag *vative paltern. Ther do not fire at »ou, but simoly try to ram Inko
Four craft. You must destroy Al Five apinners Lo RdUERCE.



LaaZER =HIFPE - 1S point=

Thess saucer 1ike ships with blinking domes travel in straight Tines across
from lest to right. At random they fire long lazer Deams at vou. Vou must
destroy & certain number to advance. That number increases with esach level. and
ther fire more at higher Tevels.

ROCHETS - 280 point=

This wave of attackers can be tough. First ther come diagonalir from the left
side, and then from the right hand side. Ther also drop little zappers atl
random. You don‘t have to shoot any rockets. Just survive. With succerding
levels the number of rockets increases 4% well as the freguency of their
EET-1-L 0L

FLASME THROWERS - A48 points

Seven graceful flame throwers move in a % pattern into view. wt random thew
move into patterns of swooping and locping. Because they are alwars rotating. |
they can be narrow and difficult to hit. You must destror all seven to advance.
Since ther are alwars flinging fireballs at vour craft, rou mar find warping |
very helpful, possibly necessary.

HMETEOREZS = = posints

One last obstacle before rendezvousing with the mother ship is to successfullr
maneyver through & meteor belt. Like the rockets., vou don’t have to shoot any
of the meteors. The number of meteors increases with the level of difficultr.

S0UMRND arkdD JOvwSTICHKS

The sounds which add such realism to the game are output via the parallel port)
We suogest that vou use our Music Svstem interface board. L

Jorstick control conforms to cur Jovstick standards. Our Double Port product
permits one to connect both the sound board and Jorsticks to the paral iel pord
simul tansocusly. See our catalog for prices for thess useful AcCCessories.
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