/' AVALON HILL'S TRADEMARK NAME FOR 115 MICROCOMPUTER GAME OF SPACE STATION DEFENSE \

INTRODUCTION

G g planet known as Yarg dwell o peace-loving civiized race called Yargs
who fake greal pleasure in studying and investigaling the galaxy they inhakbit

After discovering the wondrous secrets of the Xnapthon star drive system thay
pecame even more deeply involved in space exploration, Soon their steliar expedi-
tions were scaftered far and wide, The Yargs, being the logical folk they are, found
it convenient to eslablish oulposls where expeditions could resupply and relax
without Glways having 1o refurn 10 the planet Yarg

space. Station Zuly is one such dutpost, positionad in orbil around. @ huge
gaseous giant in o farflung sector of the galaxy, The 43 member crew of the fuly
spends mast of their time studying this star of stars while simultanecushy maintaining
a hospitable refuge for their space-weary kin, The crew of the sigtion stand three
minth tours in betwean which they are frozen in suspended animaticn

ac - came to pass that shortly after an exploration ship had left the station the
computer notified the captain that the space station’s sanchity had been viclated
by unkndwn alien hfeforms. The computer had already deduced from varous
readings that the allen being had three stages of growth: spores; larva ard adults,
It alse surmised that the creatures were g decdly peril and appedred to be
scattered throughaut the station and that their numbers were increasing rapidly.

The battie began!
Now you can reinact this desperate siruggle as captain of the Space Station
\\Eulu, directing your crew against the ever-growing aliens, /
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. COMMAND INPUT

1. ATARI One joystick is required o play Space Station Zulu. This joyshick should be
connecied to port #1 in the: front of the computer. The: joyshick |5 used In Threea
modes:

Up and to.the. leff ‘ Up and to the right

4

Lefl ~ B fight

Cown and 1o tThe e Down and to the right
Dovwin

A. Display Mode The joystick moves a small crass (cursor) around the screen,
By positioning this cross over certain game symbols (gescribed later), AND
pushing the "Fire” button, the computer will execute the appropriote action,
The following diagram describes the movement of the cursor when the joyshck
is held so that the "Fira" button s in the upper left comer:

Rotate up one command
and displays in window

Y

Rofate down one command
and displays in window

All other directions have no affect,

B. Command Mode The joystick iz used to display the command cpfions InQ
window in the lower left corner of a room display, This window will only appear
in-a room display and only after @ particular crew member has bean selecied
Pushing the "Fire" button will execute the command in the window, The follow-
ing diagram describes the use of the joystick when held so that the “Fire”
buffor is in the upper left commer




Change answer 1o YES

A

Y

Change answer o NO

C. Question Mode The joystick is used 10 answer a YES of NO question posed
by the computer. Displayed at the bottom of the screen, you will s5eg a guestion
and a YES in a white box, When holding the joystick as above, pushing the
“Fira” Button will answer the guestion with the current answer in the window:

2. APPLE Il The Apple version of Spoce Stotion Zulu does not use joysticks of
paddies. All input is performed on the keyboard. However the computer makes
input VERY user-friendly.

When the space siation display is pichured, you may selact a room by pressing
keys A through U. A dock may be selected by pressing keys 4 through 4. And, g
passage tube may be selected by pressing keys 5 through 8. Pressing the + [and
[SHIFT] key) will display your score; pressing the ? [and [SHIFT] key) will begin an Inven-
tory of your weapons: and pressing the * (and [SHIFT] key) will process your turm

When a room, dock or passage fube is displayed. the cursor is automatically
nointed at a crewman, robot or monster. The cursor may be moved by pressing
ANY kay [éxcep! the [RETURN] key) If you hoid down the [REPT] key while pressing
ancther key you will find you can move the cursor quite rapldly. When the Cursor s
adjacent o your desired cholce, you may select it by pressing the [RETURMN] kexy

In @ similar fashion, you can cycle through your command choices or YES/NG
response by pressing any key, You indicate your cheice by pressing the [RETURM]
Key

Because the computer handies the cursor positioning, it I8 impossibie fo
accidently select a crewman when you need 1o select a weapon or a manster. You
will fing thiat in most cases, the computer will remember your last setecton, This
teature makes it easy 1o perform complex actions with a minimum of keystrokes,

NOTE: The [RESET) key should not be used. This key will recycie the main program without re-
initiclizing the crew or aliens.

Ii. DIFFICULTY LEVELS

The initial segment of the gama will ask you for the difficully level at which you
want to play. The selected difficulty level defermines how fast the aliens will rmultiply
once the gamé has begun. The three levels of difficulty are:

Mormal To select Difficulty Level.
Ditficult ATARI: Use joystick in Command Mode
Liftle Hope APPLE: Answer ¥ ar N to promp!,



IV. INTELLIGENCE MODE

The initial segment will also ask you 1o select an intelligence mode. The two
intelligence modes are as follows:

A. VISIBLE monsters means you can lock in any room and see how many monsters
are there and the type [except sporas).

B. HIDDEN monsters means you cannot ook at a room unless at least one of your
crew or robofs are in the room.

To select intelligence Mode:
ATARL: Use joystick in Command Mode
APPLE: Answer ¥ or N to prompt,

V. GAME OBJECTIVE

To win the game, your crew members must rid Space Station Zulu of all adult
and larva forms of the alien infruders. It is assumed that if you are able to do that a
few measly spores will net last iong. Dont expect to win this game the first fime,
although it has been done. Familiarity with the commands and knowledge of the
best time to use each cornmand comes with practice.

V1. THE SPACE STATION

Space Siation Zulu coniains 21 rcoms leftered A through U four docks
numbered 1 through 4; and four passage tubes numbered 5 through 8, Access be-
twaen different chambers of the ship can only cccur through hatches represented
as small piches in the walls, The bulkheads separating rooms O from P and &l from R
gach have two halches [Atar version only).

The control center for Space Station Zulu is located in room U, This room Is very
important because of its central location. Looking at the diagram, you will notice
that room U controls access routes to all parts of the ship, The Space Station virtually
runs itself so the controls are of no strategic value.

Rooms T and 5 confain the suspension freezears for the crew who are not currently
on watch, The freezer rooms hoid 32 frozen crew members at the start of the game.

The four dock areas of the Space Station have no shuttle craft in them af game
start. Furthermore, no ships are expected for two or three months—you and your
crew are on your ownl! The envircnment of the docks seems favored by the aliens,

Iif there are any crew of rolbots in a reom the crew member symbol (see Section
Vil will be displayed in the rocm . If there are any alien adults OF larva in the room
an adult symbol will be shown In the room,

A reversed room latter or number on the ship display indicates that that par-
ticular room has afready been plotted for this turn,

SPACE STATION ZULY
Room Display

ShopfenT (aidan s G QTR S De)



VII. THE ALIENS

Even though there is ony one species of alien creature on board Space 51ation
Zulu. that one species has THREE different levels of growth, each with different

characiaeristics.

Apple
Adult Alien Adult Alien

. r

A. ADULT cliens are big. ugly and generally very fough to kil They have a
voracious appetite and find Yargs quite tasty. One Yarg cannot kill an adulf
withaut a weapon, two Yargs can kill an adult if they are very lucky, and three
Yargs have a reasonable chance of success. Furthermore, adult aliens scafter

spores throughout the ship

Atcri

Atari Apple
Larng Lamnva
- —

B. LARVA-size aliens are small and rather slimy creaturas that alse have huge
appeatites: One Yarg has a fighting chance against a Larva, but the chancas
are much patter when fwo or more Yargs gang Jp on one. On the other hand,
g larva has a slightly better chance-of eating a Yarg if the Yarg doesn't get him
first, Larva grow up sooner than you'll like to full adulthood

:E,Eﬁ«, 2>
&> &>
<=

C. SPORES are very small alien egg cells dropped randomly by adult aliens.
After a short period of incubation, spares will devetop into larya. The spores’
biggest defensive asset is that they are not readily visible to Yargs—Yargs must
“Search” for them to tind them. "Search” a room, and if you are lucky, you
might find some. If so, the Yarg searching the rcom will then be given fhe
chance to crush the vermin, Howaver, the mare spores in a room, the harder
they are to crush as they seem o coagulate and strengthen each cther in
large groups. However, they are much easier to kil than karva,

&



VIl. THE CREW

Roster of Space Station Zulu:
4 Robots
16 Yargs, awake
32 Yargs, frozen
A Capfain (you, not pictured]

Appie
Yarg Yarg

s I

A. YARGS are a fnendly race and they don't fesl comfortable killing. They
don't feel comfortable being eaten either, 5o they do their best o gvercome
thelr natural instincis for amity. As a result, they are not too swift in hand-to-hand
combat with the aliens, Adult aliens make an easy lunch of them, and larva
also have a reasenable chance of feasting,

Atari

Am::ra
Robot

Atcari
Rotdt

B. ROBOTS will. in many instances, be the Yargs first line of defense. They have
a good chance of killing an adult ond an even easier, time kiling larva.
Howevear. robots can be destroved by aliens when cornered and attacked en-
masse. They also have a chance of being destroyed if they Iry 1o expose their
thinly-armored backside fo the gliens, Robots can alse be fold to saelf-adesfruct,
which kills everything In the room at the time [An excellent way o be rd of a
room full of breeding aliensl)




C. FROZEN YARGS are located in the freezers in rooms S and T, The defrost pro-
cadura is a fedious process requiring the utmost concentration, Therefore no
Yargs can be defrosted when there are adult or larva aliens in the room, since
these creatures have a way of distracting Yargs [sometimes permanently!).

Requirements to defrost a Yarg:

1. No adult or larva aliens in the room

2. Al least cne Yarg or Robot in the room

3. At least cne crew member in deep freeie

One crew member can bea defrosted in room 5 andlor T each turn that the
abovea conditions are met, Note that room 5 and T are independent of each
other; that is, conditions not met in one room will not affect defrosting in the
other

D. THE CAPTAIN of Space Station Zulu is not représented on the scraen, Instedd,
you play the part of the captain and are responsitle for directing all the robots
and Yargs throughout the ship. You are not aftected by the aliens unless you
lose the game, at which fime you are also presumed dead.

IX. INITIAL PLACEMENT

when the game sfarts, you will see the Space Station display and, af the

boftom of the screen, the meassage:

4 ROBOTS PUT ROBOT IN ROOM?
To place a robot in a room, simply type the letter of the room where you want 1o pul
it. After placing the first robot, the message will say.

3 ROBOTS PUT RCBOT IN ROCM?
Place the second, third and fourth robots in the same manner as the first. After plac-
ing all the robols, the message will reaq:

16 YARGS PUT YARG IN ROOM?
Place each Yarg by fyping the lefter of the room. The number of Yargs in the
message will steadily decrease until all have been placed.

(2SS e

NOTE: Robots and Yargs ore presumed 10 be residing in rooms at game start, Hence hey moy
not be placed in Passage Tubes or Landing Docks during initialization.

Then the message

GO0D LUCK
will be displayed and you are ready fo play. Note that the Crew member symibol will
not appear on the screen until the next time ship is drawn,

ATAR| Mote: Excep! for the [START), [SELECT] ond [OPTION] keys. 1he kayboord it not used for the rest of the gome



X. THE ROOM DISPLAY

A room may contain up to 24 adult aliens, 24 larva, 24 Yargs, 4 robots and an
uniimited number of spores, To the ieft of the room display is shown all of the
weapon types that can be picked up in the room. To the left of the weapon symbol
Is the number of weapons of that type in the room. To the right of the symbol 5 the
registered effect of that particular weapon on the aliens. A 0 means the weapon Is
untried. A 1 means the weapon has NO EFFECT, A positive number greater than 1
means it harms the aliens (the larger the number the more potent the weapon). A
negative number following the weapon means the aliens thrive on the effects of the

wegapon,
# IN ROOM SYMBOL EFFECT EFFECT EXPLANATION

2 O 0 Uniried weapon.

1 T3 - 30 Weapon mokes aliens grow,

3 L 1 Weapon has ng effect,

2 - 80 Weapon is very deadly to aliens.

At the bottom of the room dispiay is the command window. All computer
messages will oppear hare, At the botfom right (after the cursor has been moved)
the room identifier (the number or lefter |D of the room) will be shown.

The breaks in the walls of the room display correspond to the exits. When more
than one exit In a side is shown, an extra prompt will be provided for movement. The
uppermoast or righfmost axit will always be referred to first.

Xl. SEQUENCE OF PLAY

1. ATARI: Move the cursor, using the joystick (according to the procadure outlined
in Section |lL.A. 1), over the lefter or numibber of the room you wish fo investigate and
push the “Fire” button,
APPLE: Input the lefter or number of the room you wish to examine.
2. The room and its contenis are then graphically displayed on the screen.

A, If there are no crew meambers in the room the message:

NO CREW MEMBERS HERE!
O
SORRY YOU CANNOT LOCKIN THIS ROOM
will appedar,
B. If the crew in this room have been moved already, then the message
THIS ROOM IS COMPLETE!

will appear. Note that a Reversed lefter on the Space Stafion display indicates

the room hias alreay been plotted, In either of the above fwo cases, the con-

tents of the room can be examined except when playing with the Hidden

option [see Section IV], To exit the room, press the "Fire” button on the ATAR! or

the [RETURN] key on the AFPLE.

C. If the crew In the room have not been moved yet this turn, the message

PICK SOMEONE WITH CURSOR

will appear at the bottom of the display.
3. Position the cursor aver the crew member to be plotted and hit "Fire” or [APPLE:)
[RETURM].
4. Pick the command you want executed and hit “Fire”[[RETURN],
5. Answer the computer's prompts. if any, for that command
&. When tha command has been plotted, the computer responds with

COK NEXT

7. You should then position over the next crew member to be given an order, and
repaat steps3 through 7 unfil either all crew members have been plofted or a PASS
command s given,
8. All combat initiated by the player for that particular room is then performed and
the resulls are raported o the player.



9. The Space Station display is drown again and you may pick ancther room, Com-
piete steps 2 thraugh 8 as applicable. if you are finished giving orders 1o all of your
crew that yvou want fo press the appropriate bufton 1o process the furn

ATARL: the yellow [START] button
APPLE: the * and [SHIFT] key simultanaoushy

40. During the turn processing the following things happen:
A. All crew maembers ploftted to move are moved.
B. Allens attack and cosuallies are reporied.
C. Aliens move and grow on QDD numberad turns,
0. Yargs are thawed if requiremeants are met
E. The computer responds wifh
FINISHED:

which signifies the end of the turn. The player then presses the “Fire [[RETURN]
key fo plot the next turn,

Xll. - COMMAND OPTIONS

There are nine commands. Each cne will be covered separately

1. MOVE The MOVE command allows you 1o move a crew member from one room
o an adjacent connected room. The MOVE command is invalid when aliens are in
the room

A, Position the cursor over the crew member fo be moved, "Fire or RETURN.

B. Position the MOVE command in the window, "Fire”/[RETURN].

C. The computer will display the direction window, Position the direction you

wish to travel in the window. “Fire’ [[RETURN].

0. The computer will then respond:

MOVE TO ROOM  YES

giving the room identifier of where this move will put the crew member moved,

If this is not the room you wish o move to, position the NO answer in the window

(see section Il on how to de this), “Fire”/[RETURN],

E. When you answer YES, the compuler asks:

CARRYING A WEAPONY YES

If you wish the crew members to carry a weapan with him, answer YES by hitting

the “Fire" or [RETURN]. If you do not wish him fo, position a NO in the window and

execute by hilling "Fire” or [RETURM].

F. If you asked for g weapon, the computer will respond:

WHICH WEAPON?
Position the cursor over the weapon of your choice. After selaection, the com-
puter will respond with:
YOU AlRE CARRYING name of weapon.
Hit "Fire” or [RETURN] and the move is plotted,

2. RETREAT The RETREAT command is used when you wish a créw member 1o move
out of a room that contains alien adults andlor larva, When you retreat, thelmllerﬁs
will have a chance to attock each crew memier leaving or to fry to block their way

A, Position the cursor over the crew member you wish to refreat, “Fire™/
[RETURN].

B. Position the RETREAT command in the window, "Fire"[RETURN]

C. The computer will then calculate the gliens’ response fo your refreat,

Sometimes the aliens don't notice that the crew member is leaving, or are foo
slow to react and the computer will respond:

¥YOU ESCAPED,

The sequence is then identical to steps C through F of the MOVE command.
Remermber, the aliens will frequently attack the crew member as he attempfs to
exit. Be careful!

10



3. SEARCH The SEARCH command is used solely to find alien sporas scattered
about the ship's various rooms and chambers. Since the spores are 50 small, they
don't show up on the screan display and special time must be faken 1o search if you
want to nip them in the bud,

A, Position the cursor aver the crew memibper that is to search. "Fire"[RETURN])
B. Position the SEARCH command in the window. "Fire” /[RETURN]
C. The computer will then respond with cne of the three messages:

1. NC SPORES FOUND HERE
Inclicates that there are no spores in the room.

2. YOU DON'T SEE ANY SPORES HERE
Maans there may or may not be any spores in the room,

3 SPORES HIDDEN HERE (the number faund Is given)

Means that there are that many spores In the room, The computer then
asks if you wish to have the crew member 1o attempt to crush and an-
nihilate the embryonic aliens,

4. DRAW SHIP it is sometimes necessary o refer back fo the ship display when
plotiing a move. This command will redraw the Space Station display.

A, Position the cursor over the crew member, “Fire [[RETURN]

B. Position DRAW SHIP in the command window. “Fire” [[RETURN]

C. The ship display will be shown,

D. When you are ready to return fo the room display (your only choice), press
the “Fire” (ATARI) or [RETURN] (APPLE) button.

E. NOTE: the crew member can still be plofted to do something else.

5. PASS When you have plotied all the crew members in the room that you wish 1o,
the PASS command will let you exit from the room display.

A. Position the cursor over a créw meamber. “Fire”/[RETURN]

B. Position the PASS command in the window. "Fire " [[RETURN]

. The computer will mark this room as compieted and will return to the ship
display.

4. DEFEND The DEFENMD option gives a Yarg a better chance of surviving an alien’s
aftack, as the Yarg is now expending all his efforts in detensive tactics. It is important
to reqalize that a robot cannot defend like a Yarg, Instead. a robaot, being the self-
sacrificing individual it is, interprets a DEFEND command as an order to self-desiruct,
which clears the room of all life [except frozen Yargs).

&, Position the cursor over a crew member, “Fire™[[RETURN]
B. Position the DEFEND command in the command window, “Fire [[RETURN]
C. If your crew member is a Yarg. then the Yarg will have a befter chance of
surviving. iIf the crew member is. g robot, the message:
ROBOTS CANNOT DEFEND
will appear
1. Press the “Fira” Buffon. (Atari version only)
2. The computer will respond:
DG YOU WANT TO SELF-DESTRUCT?
3. Position the YES or NO answer in the window. If your reply is YES. then
everybody in the room dies in a fiery blast. If you answer NO, you are given
the opportunity to select another command for the robot. NOTE: Any crew
membars who have left the room before the self-destruct command was
given will not be effected,
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7. ATTACK This command s used o attack, "hand-to-hond”, with the nasty aliens.
Maore than cne crew member can (and should) attack the same alien:

A, Position the cursor over the appropriate crew member. “Fire" [[RETURN]
B. Position the ATTACK command in the window. “Fire" [RETURN]
. The computer will respond with;
WHICH MONSTER?
D. Position the cursor over tha alien you want to oftack. "Fire" [RETURN]
E. The computer will plot the crew member fo aftack that creature.
F. The computer will resolve the combat during the affack phase.

8. USE WEAPON This command is used 1o attack an alien with a certain wegpon in
hand. Remember that weapons have one of three effects on aliens and the effect
for o given weapon type remains the same for the enfire game {Dut will be different
from game to game). Furthermore, each crew member manning a weapon can
only affect one glien per attack phase, There are no weapons that will aftack all
aliens in a room except a self-destructing robot. When a crew member attacks with
a weapon, he foregoes any hand-te-hand opporfunifies.

A, Position the cursor over the crew member, “Fire" [[RETURN]
B. Position the USE WEAPON command in the command window. “Fire”|
[RETURN)]
C. The computer will responga:

WHICH WEAPOMN?
D. Position the cursor over the weapon symbol to the left of the room display,
Press "Fire " [RETURN] when the cursor is at the appropriate weapon,
E. The computer will respond with:

YO ARE HOLDING A some weapon

WHICH MOMNSTER?
F. Position the cursor over the monster you wish to use the weapon and hit
“Fire"I[RETURN].
G. The computer will plot the aftack. The compuier will resoive the combat dur-
ing the attack phase, when all attacks in that room have been plotted and the
PASS option chosen.
NOTE: If more than one weapon is used on the same alien, the effects of each
weapon will comine,

¢. MASS MOVE The MASS MOVE command allows you to move a large number of
crew from one place to another without answering all the guestions on the move
option for each crew membaear, The MASS MOVE command is invalid when there are
alien adults or larva in the room,

A, Position the cursor over the first crew member to move. "Fire " [[RETURN]
B. Position the MASS MOWVE command in the command window. “Fire"/
[RETURN]
C. Answer questions C through F as described in the MOVE command.
. The computer will then respond:

PHCK NEXT MAN
Position the cursor over next crew member to go with the group, Each crew
member will be given the chance to carry a weapon, providing there are
waapons availabie, of course.
E. To terminate the MASS MOVE command, posltion the cursor over any crew
member that is already plotted and hit the "Fire"[[RETURN] buticn,

12



Xill. WEAPON INVENTORY

It is sormetimes helptul to know where you canfind a certain weapon, To do this.
press:
ATARI: the yellow [SELECT] button
APPLE: the ? and [SHIFT] key simultaneously

whil& in the Space Stafion disploy. The computer will then display the name of the
weapon and ifs effect, You will then be asked if you want the weapons various loca-
tions about the ship displayed. Affer examining the weapaon and its locations, the
next waapon will be displayed. Confinue stepping through each weapaon until all of
the weapons hdve been displayed. At this point, to return fo the Space Stafion
display, hit the "Fire”[[RETURN] button

The various weapaons avaliable to the crew members are:

Moise Bomb | Ear-shattering cacophony

ice Boftle . Cancenfrated Arctic

PR iy ! NAME DESCRIPTION
.I_ _I. | Knife Sharp cufting instrument
"1‘ l-' Laser Gun Blinding, cruel laser beam
r| _;, Rad Bomb : Silent but deadly radiation
T T Big Hommer | A slammar-hammer
-i._ IT Fire Torch Hat stuff
[
#
a_l

Grenade Boom-bang, goichal

IR —— -+ e )

l Shock Rod An electrifying experience
P

s =2

Rifle Prajectile Thrower

-

XIV. ATTACK PHASE

During the aftack phase, the computer resolves any plotted combat against
aach alien, The computer calculates a maximum damage possitle based on the
attacks and weapons used against each alien, starting with the adult aliens. It then
randomiy calculates the actual damage sustained and compares it o the life point
total of the monster type attacked. If the damage is equal to or greater than the life
points, the monster dies. If the damage is less than the creature’s life points, it will
live, There s no partial damage calculated.

13



The number of life points for a given alien lite form is.constant. In order to kil the
alien, the damage must exceed this constant. The computer will display:
YOU KILLED HIM or MISSED
for each monster attacked. it will also dispiay the sustained gamage and what was
naedead to kill if. Exampie:;
KILLED AN ADULT—DAMAGE: 34 NEEDED A 20

The effects of weapons will manifest themsealves in one of three ways:

1, The computer will print:
WEAPOM HAS NO EFFECT

2. The computer will print:
WEAPON MAKES MONSTER GROW

3. It the weapon has g positive effect against an alien, the daomage sustained by
the weapon will be added to that of any normal aftacks (if any), 50 the posifive
effect may not be ocutwardly obvious. In this case, to delerming the effect of a
wegpon, use the Weapon Inventory oplion while in the Space Station Display.

XV. VICTORY CONDITIONS

The Yargs have only one way to win. and that s to rid Space Station Zulu of all

the alien Infruders. Along the way a current score can be seen by hithing:
ATARL the yeliow [OPTION] key
APPLE: the + key and [SHIFT] key simultaneously

while in the station display. Since the game takes a significant amount of fime to
play, this score and the numbber of furns used can be used 1o judge your success if
you don't have fime to play an entire game (or simply to sea if you or "them” are in
the lead). To continue the game cn the Apple, hit [RETURN]: on the Atari hit the “Fire”
Button

The aiiens win by taking over the ship. if all of the unfrozen Yargs and robots are
killed, then the aliens have won. The unfortunate Yargs still in suspended animation
will then become frozen snacks for the victorious aliens fo consume at their con-
venience, The capfain is presumed dead

Score is calculated as follows:

Each robot killed — 40 points
Each Yarg killed — 8 points
Each adult killed + 15 points
Each larva killed + 10 points
Each spore killed + 7 polnis
Each Yarg defrosted + 4 paints
Bonus for winning +200 points

XVI. LOADING INSTRUCTIONS

The program requires 32K on cassette and 48K on disk.

1. ATARI®* Cassette Load
A, Insert BASIC cartridge and plug joystick into Port 1.
B. Power up the system.
C. Insert the cassette.
D. Tvpe CLOAD, push PLAY on the cassefie player, hit cartridge [RETURN].
E. When the first segment is loaded, do not rewind or stop the cassefte. The
program is in fwo segmenis.
F. Type RUN, The first segment will display messages regarding the initial situa-
tion. It will then display the Space Station and autornatically start to load the
second segment,
= After the second segment has been loaded, the program will automatically
I:::;a started and the Space Station display will be drawn, You aré now ready 1o
play,
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2. ATARI® Diskette Load
A, Insert BASIC cartridge and plug joyshck into Port 4
B. Turn on disk drive
C. Wait for busy light te go off
[ Insert the game disk.
E. Ture on the computer
F. The game will autormnatically be loaded and staried.

3, APPLE” Diskette Load

A, Insert the game disk in Drive: 4.
B. Boot the disk, the program will load and run automatically

® Troacernarks of Apple Compaters Inc, and Warnar Communications

YOU NAME IT, WE'VE GOT A GAMEONIIT . ..

The Avaion Hill Game Company is the world's largest publisher of o great variety of
strategy board games of skill. We manufacture over 150 games; including
wargames. s5porfs strategy and statistical replay games, games of power politics,
adventure and role-playing games, as well as fantasy and science fiction games,
For complete Information with pretty pictures, write the factory and osk for a
Complete Game Cotalog. Consult parts list for current price

The Avalon Hill Game Company
Consumer Relations
4517 Harford Rood, Baltimore, MD 24214

GIUESTIONS ON PLAY

The clarity of these rules has besan verified by Soffware Testers of Universal
Microcomputer Programmers (STUMP) and deemed "complefe” in all facets of
instruction. Pledass reread them in areds that seem unciear at first reading. Ques
tions on play can be answered by the faclory only upon receipt of a seif-addressed
envelope bearing first-class postage.,

IF YOU CANNOT LOAD THE PROGRAM
1. Check your equipment carefully 1o be sure that all cables and conneclions
are correct.

2. Re-reqd the section in your computer's manual that tells you how to load
software, Try to load software again.

3. If you can adjust the volume on your recorder, try different seffings, both
higher and lower.

4. It possible, load another program from a fape or disk you know works on
your computer. This will prove that your eguipment warks, Try once more o load
YU game

5. Tha norfnal regson softwara-will not load 15 tape recorder or disk drive head
misalignment. Your computer may bé able 1o save and load programs on its own
recorder, but be unable fo read software made on @ different recorder for this
recscn. Be sure your recorder heqds are correcily aligned. Your local computer
store or dealer can help you with this,

4. It the program siill cannot be loaded. send the software. wilh a complete
description of the problem (what type of computer you have, what the computer
says, If anything. when you fry fa load the software or play the game, and what you
did to try to get it 1o load) 1o

Avalon Hill Microcomputer Games
4517 Harford Road

Baltimore, Maryland 21214
Defective soffware will be replaced.
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SPACE STATION ZULU
Room Dsplay

Shipted anegs.onsnof aocenobls

P T NAME DESCRIPTION
l | .'_ Knife Sharp cutting instrument
:
'q' I-' Laser Gun | Blinding, crusl laser beam
rl .;. Rad Bomb Silent but deadly radiation
J—T T _ Blg Hammer | A alﬂmr;n_e-_r-hc:mrn_&:
-i_ L= _ ;re Torch Hot stuff
D '. Noise Bomb | Ear-shattering cacophony
. | i lce Boftle Concenfrated Arctic
E'-' - l | Shock Rod An Elec_’r-rifwng experience
r"'. li - E-r;;nde Bocm-bang, gotchat
: 'k_' ™ ‘ Rifie - Frojectiie Thrmwer_

I micrecomauter games

| A Division of THE AVALON HILL GAME CO.
Baltimore, Maryland Printed in USA
= 1982 The Avalon Hill Game Company
All Rights Reserved
Computer Program and Audio Visual Display Copyrighted

UNAUTHORIZED REPRODUCTION OF THIS GAME IN ANY FORM IS SPECIFICALLY PRO-
HIBITED. WE CONSIDER ANY VIOLATION OF THIS REQUEST DETRIMENTAL TO OUR LEGAL
RIGHT TO EXIST IN A COMPETITIVE BUSINESS ENVIRONMENT. 4410401
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