MICHIGAN ASTRO—-BUGS
TAFPE +#22 '
INSTRUCTIONS

INSERT - YOUR TRPE INTO THE RECORDER WITH THE CORD PLUGGED INTO THE "EARR" JRCK
KEY IN “:INPUT". RAND START TRPE ON "PLAY". WHEN THE FIRST ¢MENU) PROGRAM IS DONE
LORDING. YOU NILL BE PROMPTED TO "STOP RECORDERY. WHEN YOU STOP IT, DO NOT RE-
WIND. BUT MWRIT FOR THE MENU TO RPPERR ON THE SCREEN. HHEN IT DQOES. ENTER PROGRAM
WANTED., PRESS "GO", AND START YOUR RECORDER AGRIN. THE SCREEN WILL LIST PROGRAMS
AS IT COMES TO THEM. THEN WHEN IT GETS TO THE ONE YOU WANTED., WILL RUTOMATICALLY
INPUT RND RUN THE PROGRAM.

SIDE #1
|--STAR BASE I - RY GREG MIEJSKI

THIS IS A “DEFENDER‘ OR “STARGATE“ RASED GAME IN WHICH THE FPLAYER DESTROYS MOUN-
TRIN CITIES AND STHARBRSES. PLAYER CONTROLS DEFENDER STYLE SHIP WITH HAND CONTROL
USING THE TRIGGER TQ FIRE LASER. PUSHING THE “RED” BUTTON ON THE COMPUTER KEY-
BOARD MWILL INITIATE “HYPER-SPACE’ SEQUENCE. ~

THE GAME TAKES PLACE ON THE UNSTABLE FLANET OF CYPHUS IY, WHERE THE SURFRCE IS
CONSTANTLY CHANGING, CRUSING MOUNTRINS TO RFPEAR AND DISAPPEAR. ON EVERY MOUNT-
AIN THERE ARHRE THREE CITIES. MWITH ONE BEING IN THE CENTER ON TOP. AND TWO OTHERS
LOWER ON THE SIDES. THE SAME CONFIGURRTION EXISTS FOR THE STRRBASES.

THE GAME STARTS HWITH THE PLAYER BEING ON THE LEFT SIDE OF THE SCREEN IN THE CEN-
TER. THE PLRAYER’S RESERYE SHIPS RRE SHOWN AT THE TGP ON THE LEFT SIDE. WITH THE
“HYPER-SPACE” BARS ON THE UPFER-RIGHT. PLAYER’S SCORE IS SHOWN IN THE LOWER-LEFT
CORNER, MWHILE THE HIGH-SCORE IS SHOWN IN THE LOWER-RIGHT. PLRYER RLHAYS STARTS
OUT ON THE SURFACE OF THE PLANET WITH THO RESERYE SHIPS AND THREE “HYFER-SPACE”
BARS. A FREE “BONUS SHIP* IS RHRRDED FOR EVERY FIVE-HUNDRED POINTS SCORED, RLONG
WITH A FREE “HYPER-5PRCE” BRAR.

T MOVE. PUSH JOYSTICK HORIZONTALLY IN DIRECTION DESIRED. THIS WILL INITIRTE
CONSTANT MAYEMENT OF THE PLAYER®S SHIP. MOVING JOYSTICK UP AND DOHN POSITIONS
SHIP YERTICALLY. THE LASER MILL RLHAYS FIRE IN THE DIRECTION THAT THE SHIP IS
MOVING. IF THE SHIP IS STILL. THE LASER WILL FIRE TQ THE RIGHT. TQ MOYE THE SHIFP
TQ THE NEXT SCREEN, MOYE ALL THE WARY RIGHT OR LEFT.

IF THE PLRYER DOES NAT DESTROY ANY FART OF THE CITIES OR STARBASES. HE MAY MOVE
ON TG THE NEXT SCREEN. BUT IF THE PLRYER DESTROYS A CITY OR A STARBASE. A FORCE
FIELD IS SET UP ON THE BQUNDARRIES OF THE SCREEN FREVENTING THE ESCAFE OF THE
SHIP. IF THIS HAPPENS. THE ONLY HWRY TQ "TURN IT OFF" IS TO DESTROY THE QTHER TWO
CITIES OR STARBASES. WHEN A FORCE FIELD IS ON THERE IS A TIME LIMIT FOR THE
PLAYER T DESTROY THE QOTHER THO TARGETS. IF THE TIME LIMIT EXPIRES., AN INES-
CAPRBLE LRASER HITS THE PLAYER AND KILLS HIM. THE TIME LIMIT CAN ONLY BE TURNED
OFF BY DESTROYING THE OTHER THO TARGETS OR BY USING R “HYPER-SPRCE® BAR.

USING A “HYPER-SPACE” BAR WILL TRANSPORT THE PLAYER INTO SPACE TQ FIGHT THE
STARBASES. ONLY THE CENTER CITY AND THE CENTER STARBASE WILL FIRE AT PLRAYER.
THE GRAME GETS FPROGRESSIVELY HRARDER RS THE PLAYER DESTROYS MORE MOUNTAINS AND
STARBASE PRCKS. THE GRAME IS OYER WHEN ALL SHIPS HAVYE BEEN DESTROYED. PULL TRIG-
GER TO RESTART GRME.

RLL CITIES AND STARBARSES ARE WORTH THENTY PQINTS EACH HHEN DESTROYED. THE PLRAYER
WILL RLSO BE KILLED IF HE CRASHES INTO A MOUNTAIN. A CITY. OR A STARBASE.

2==WACK-A-MOLE - MIKE PERCE - WAVEMRKERS
USE THE JOYSTICK AND TRIGGER TQ CLOBBER THE MOLE. YOU MUST MOVE THE JOYSTICK BRE-

FORE YoU PULL THE TRIGGER. THE MOLE GETS FASTER RS LEVEL INCRERSES. THERE IS A
SECRET MESSAGE IF YOoU CAN FIND IT.



3~-=-HAFPY DAYS - BY PEGGY GLADDEN
4-=-RACKIN- ROBIN - BY PEGGY GLRADDEN

HITH EARCH OF THESE YOU DONT NEED TQ DO ANYTHING BUT SIT BACK AND LISTEN.
SITDE #Z=2

I -—-SNARE-R-EBERR - BY STAN KENDALL

THIS PROGRAM IS SELF-ENPLAWATORY. JUST FOLLOW THE INSTRUCTIONS ON THE SCREEN.
Z2-—H&W RACETRACK - EBY BOB HEBER

THIS IS R HORSE RACE., WHERE YOU FICK YOUR HORSE. BET YOUR MONEY. AND PICK IF
IT“5 GOING TO HWIN. PLACE O0OR SHOW. JUST FOLLOW THE DIRECTIONS ON THE SCREEN.
USING THE KEYPRD.

I--MEMORY LANE - MIKE PERCE - HAYEMRKERS

THIS IS A SINFLE MAZETRON TYFPE GAME. FIRST THE COMPUTER LETS YOU SET YOUR LEVEL
AND THEN SHOMS YOl THE STEFS TQ TAKE THROUGH THE MARZE. THEN YOU GET TO DO IT BY
YOURSELF .

d--COLUR PATTERNS - STAN KEMDALL

JUST FOLLQW THE INSTRUCTIONS ON THE SCREEN. AND ENJQY WATCHING SOME OF THE NERT-
EST COLOR PRTTERNS YOU-VE EVER SEEN ON YQUR COMPUTER!

HOFE YOU  ENJOY THIS TAFE RS MELL RS YOU SEEMEDR TQ ENJOY TAPE #1. WE WILL KEEFP
FRODUCING  CLUB TAPES. RS LONG HAS YOU KEEP SENDING US THE DONATED PROGRAMS .



