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LASER BALL! lt's- heart-in~iliB-throat action every inch of the way a-a 
you dip a.nd dodge through a hor-de of crazed destnu:::toidB. They've 
been whlpped up into a maddened frenzy by your intrusion into their 
maze - and now ifs either kill or be killed! But can your LASER BALL 
survive the endless • nslaught that c• wes with the advancing play 
levels? 

OBJECT OF THE GAME - The setting for LASER BALL is a twisting 
maze that :i-8. frequented. by semi-intelligent 'destructoids. · Your playing 
link to the game is the LASER BALI.. itself, which is controlled Bither 
v,ith the a.rrow keys or a joystick. The object of the game is two-fold'. (1] 
You must avoid contact vdth the destruc::toids, and [2] You must drop all 
196 dots in the maze befor-e you can advance to tM next playing level. 

PLAYING LASER BALL - After seiecting eithBr one or two players. 
the game wili begin, The starting position for both 1:h-e LASER BALL and 
the destructoids is al screen center. After a brief pause of several 
seconds after the level begins, the destructoids will be u.uleashed and 
you -will be given control over the LASEll BALL. Using the arrow keys ta 
control lts direction, you will have to quickly maneuver the LASER 
BALL out and away from the destructoids. At certain points in the 
game, the LAS.ER BALL can eat a :stiw.ulator, which will charge its 
lasBr temporarily for offensive acti[J[l. 

Any time the LASER BALL is moving. it will 'drop' a trail of dots. These 
dots will show the route that the LASER BALL has taken through the 
maze; once tbs 0nlir-e maze has been covered (a total of 196 dots will 
have been dropped), the next level will begin. NOTE: There ere areas 
within in the maze where the dots will not appear, such as at screen 
center or where a stimulator or Mystery X ha.~ been. 



GAME ELEMENTS 

DESTRUGTOIDS - There are 6 rlestructoids in motion on any given 
l.eval. The d0structoids will tend to move away from the LASER BALL 
whenever it becomes charged. 

ENERGY DOTS - These are dispensed by the LASER BALL EIS it moves 
through the ma.ze. The large end small dot~ ere worth 20 and JO points 
respectively. 

STIMULATORS - At various points around tlu, maz.e. energy-dense 
stimulators will appear, Vllhen eaten, these can temporarily charge the 
las-cir in yi;iur LASER BALL, You may then fire your laser at the 
destructoid using either the or the joysticl: firing button. 
Points [or a 'kill' range from 400 to 900 points. Also, ths ener~ 
stimulation 0Ifect is quite brief - end, the destructoids can sense a 
sudden shift in th€ balance of power and will momentarily flee - ,o 
make every second count. [Note: If you play the game 'Wi.th the sound 
patch. coODected, you will hear a tone while the LASER BALL b in a 
state of charge. Once the tone stops, your laser is no longer ef:fectiva.) 

PlGGYBACKING DES1RUCTOIDS - If you fail to kill a destructoid that 
comes into contact with yorrr LASER BALL while you are in a ~ta.te of 
charge, he will latch onto the LASER BALL and will deE1troy it once the 
charge wears off. To shake a destructoid off, turn a threeL or four-way 
intersection el a 90 degree angle. 

LEVELS OF FLAY -There are a total of 24 levels (maze patterns} per 
go.me. To a.dvance to the next level, the player must eat all of the 
stimulators and Elli 196 dots mw:t be dropped. BegiDning with Level 15, 
the dols that a.re dropped by the LASER BALL will not be visible until 
Level 24. is reached. During Level 24 ou.Jy, the energy dots not only 
reappear, but the game action acce1erate!3 to a considerable degree as 
well. Between Levels 15 and 23 inclusive, you will have- to rely on 
memory end insUncl to fHI the maze with the now-invisible dots. Once 
the 24th level is completed, the game will reset to Level 1 sod continue. 

LASER BALLS - The player begins with fout LASER BAILS. A bonut:; 
LASER BALL is awarded at 10,000 points. 

MYSTERY X - Al certain times, an 'X' will sppear. Eat it for an 
additional 1000 points. 

GAJvlE INTERM:ISSION - After Level 2, and then after each four 



successive levels, there will be a brief gam-e pause. Thi!l will give the 
player a few mom-enLs to prepare for the next series of attacks. 

BEGINNING THE GAME -After the game has successfully lo0ded (seB 
Tape and Disk Lo~ding llll:ltru.ctions below], you win be asked if you 
wish to begin the game or view the instructions. Press C to see the 
inslructiom. or tll to begin play. Ne;,:;l, you vrul have the option • f 
-choosing either one or 1wo players. Enter the apprOIJriate number. 

KE'iJIOARD OJ< JOYSTICK 

LASER BALL may bli.l pl.ayed using either keyboard or joystick controls. 
The key functions are as follows: 

IIlGH SCORE 

H LASER BALL UP 

8 LASER BALL DOWN 

:l LASER BALL RlGIIT 

Ci LASER BALL LEFT 

SF'ACE BAR FlRE LASER 

l:Jil!·U Ld1Jj ABORT GAME 

14hlh GAME PAUSE 

E1:UU CONTINUE GAME 

The high score to dale is listed at the top of the 8creen. 

SOUND 

To best ffnjoy the inventive !lound effects of LASER BALL. we suggest 
thot you obts.in a s:ma.ll !:!udio omplifier. These can be purchased at 
reasonable cost from many electronic:: hobby 8hops, "including Radio 
Shack However, rno!l-t ~assette players can do double time as a 
makeshift amp. Here'El how: 

1. Connect the cassette jack to the AUX input on the recorder. 
2. Now. loca.le and press the c1ma1l t"ecord/protecl tab which i9 usually 
loc!itad in the left rear of the cassette port. Hold it down and,. , 
3 .. , ,press the REC .and PLAY keys simultaneously. 
4. Relem:1-e the tab, The REG and PLAY keys should 'locl' irrto position. 
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5. Inserl the earphone into lhe EAR output on lhe side of the casselle 
player. 

A FEV\' PLATING TIPS - Be prepared to move quicl.!y ...,-hen the game 
begins; the destructoids move quite rapidly. Also, it won'l hurl to think 
ahead and plan a route :rather than just moving blindly through the 
rna.ze, Be wary whell your LASER BALL iEI charged from a stimulator -
the effecl co.n and will wear off rapidly. Try and rid your LASEF: BALL 
of any piggybacking deskuctoids af. quickly as possible. 

LOADING INSTRUCTIONS - TRS.BO Models I and W • TAPE 

1. Turn on your TRS-80. 

2. Put your copy of LASER BAU into the cass-ette player. Rewind the 
tape, if neGessary.[MODEL III ONLY: Press~ for Jn,,1,• baud rate tape 
loading when requee:ted.] 

3. Set the volume control un th~ G8!3sell~ player to 4 o.r 5, 

4. Type t1f1iJvl, (Then pres~ 11/Ul'll 
5. Type~- (Then pres~ IJ:illal 
-6. LASER BALL should now begin load!ng 'With a blinking "*' in the 
upper r:ight corner of the video screen, lf a. •c· appears. or the ,,.. 
doesn"L .apps-ar or doesn"t fl.ash, rev.•ind the tape, adjust the volume a 
bit. (Tqi adju6ting it a little higher if the'*" doesn't s.ppea-r, ore little 
lower if .a "C' appears.], and repeat Steps 2 through 5.) 
7. When the '*?'appears st the botto:m of the screen [usually in 3 to 4 
minutes), press & and touch IHiiP- The program will begin. 

LOADING INSTRUCTIONS - TRS-.SO MODEL I and III· DISK 

1. Tlll'n on your TRS-BO. 

2. Insert the LASER BALL diskette into Drive O and press Lhe reset 
button. 
3, The program will load and run. 


