SPACE MATH CHALLENGE is an educational and entertainment program
allowing all ages the experience of landing a spacecraft on alien
ground while improving their math skills. BIRDS ’'N BEES tm
interactively educates children 7-18 to the facts of life.  This
program incorporates the "Child Safe Concept” and for older kids,
the program addresses sexually transmitted diseases. This
program may be the most important program you ever buy for your
family! THE VIDEO WIZARD tm is a sophisticated program linking a
home video recorder with a computer. It allows cataloging of
tapes, prints video labels (labels included), locates blank
spaces on tapes for recording shows, and turns the computer into
a complete character generator. INTERACTION tm the Dr. Joyce
Brothers reviewed and certified program for exploring loves and
relationships, gives the wuser a complete sexunal/psychological
analysis, and contains an on-line dictionary. LOVE QUEST tm
enables individuals to discover their compatibility with others,
gives hints on improving their relationships, and gives the user
access to a nationwide database of compatible individuals who
want to meet using Love Quest.

IntraCorp is continually increasing their most popular line of
best selling computer programs. For more information on upcoming
releases or to place an order, please contact your DEALER. Or
call our toll free order line (800) 468-7226. (ORDERS ONLY
PLEASE).

Copyright 1987 IntraCorp, Inc. all rights reserved.




THANK YOU FOR YOUR PURCHASE OF THIS PRODUCT

If you have any questions about the use of this product please
call our CUSTOMER SERVICE DEPARTMENT AT (305) 252-9040 from 9:30
a.m, to 5:30 p.m., Monday thru Friday. Or you may send in your
questions (or after receiving a Return Merchandise Authorization,
you may return product, etc.) to INTRACORP, INC. Attn: Customer
Service Department, 14160 Southwest 139th Court, Miami, Florida
33186.

If you like this product you may be interested in some of the
other IntraCorp, Inc. computer programs. BUSINESS CARD MAKER tm
allows for the complete design and printing of professional
quality business cards, (business card stock included) in a "what
you see is what you get" format, and then prints the cafd,with
most popular printer drivers included. BUMPER STICKER MAKER tm
allows for the complete design and printing of professional
quality bumper stickers (bumper sticker stock included) and then
prints the bumper sticker, with most popular printer drivers
included. BUTTON and BADGE MAKER tm designs and prints buttons
and badges, (program includes custom pin on buttons and clip on
badges, with custom continuous .form inserts for badges, and
adhesive back paper for buttons), for business or recreational
use. PRO FOOTBALL FACTS & PREDICTIONS tm puts all the important
pro football statistics in your computer and at your fmgerups
Four years of complete stats on every pro team are included in
the program. With Pro Football Facts & Predictions you can
analyze past football seasons and predict future scores.
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WHAT IS SPACE MATH?

Space Math is a math educational game which was designed
to be challenging and fun. The advantage of learning math with
this game over traditional methods is that the child or adult will
enjoy it more and will spend more time with it. Of course,
spending more time solving addition, subtraction, multiplication,
and division problems causes the student to learn more quickly.

NOTE TO PARENTS

It might be necessary to explain this game to younger
children since they might not understand the instructions. Once
the rules are explained to the younger child, he or she will be
able to learn how to play the game quickly since playing this
game is not complicated. Adults and parents will enjoy this
arcade-quality game because it is challenging and fun.



OBJECT OF THE GAME

The object of this game is to move your landing module
around by giving correct answers to the math problems so that
you can land on the landing pad to get points. If you land too
hard, your lander will blow up. The lander moves downward
because of gravity. It is moved to the left by correctly
answering the problem or problems in the "Left" box. It is
moved to the right by correctly answering the problems in the
"Right" box. The ship is moved upward by correctly answering
the problem in the "Thrust" box.

HOW TO BEGIN THE GAME

1) Place the diskette in the disk drive.

2) Turn the computer on.

3) Set the screen resolution to low since this game will only run
on low resolution.

4) Run the SPACEMATH program.

5) The next step is to "Start” the game or set the "Difficulty”
levels from the Options Menu. If you don’t choose the difficulty
level for the lander, the problems, or the hazards before starting
the game, you will automatically be set on the easy level on all
three options. You can choose from easy, medium, or hard on all
three options. For more information on these difficulty levels,
read the "Difficulty Levels" section later in the manual.

6) When you choose "Start” to begin the game, a usecr
responsibility box will appear. The user clicks on this box
agreeing that he or she will not duplicate this game as regulated
under the international Copyright laws. Now, Screen One will
appear with the lander falling from gravity waiting to be
controlled.
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HOW TO PLAY THE GAME
Moving the Lander

The right and left cursor arrows are used to move between
the types of math problems such as Left, Thrust, Right, and
Fuel. Correct answers to the math problems move the ship in
the direction of what the problem is under. To give an answer,
type in the number and hit return. If you type in a wrong
answer and want to change it, you can do so by using the
backspace key if you have not hit return yet. If you correctly
answer a problem under the "Left" box, your lander will move
to the left. A correct answer in the "Right" box will cause your
ship to begin moving to the right. A correct answer in the
"Thrust" box will cause your lander to begin moving upward.
The gauges at the right of the instrument panel at the top of the
screen let you know how fast and in what direction your lander
is going. If you get your lander going too fast to the right, to the
left, upward, or downward by answering too many questions,
you might not be able to regain control of the ship and could
crash. Using the gauges will help you to not lose control of your
ship. :

How To Score Points

The main way to score points is to land the ship on the
landing pad gently without crashing it. The next most important
way to earn points is by correctly answering the problems.
Speedy landings earn bonus points. The last way to earn points
is by receiving a bonus at the end of the game for extra fuel.

The number of poinis.earned with each successful landing
will depend on the pad that you land on, how quickly you land,
and how well you land. If you crash the ship by landing too
hard or by hitting an object or the terrain, you will lose 50-110
points depending on the difficulty levels chosen. The harder the
difficulty levels chosen, the more points you will lose. Several
frames have more than one landing pad. The harder it is to land
the ship on the landing pad, the more points will be given. The
number of points for each pad are displayed under the pad.



The more quickly you land your ship, the more points you -

will earn. If you land the ship within 2 minutes, you will get a
bonus of 50 points. Landing within 3 minutes will give a bonus
of 30 points while landing within 4 minutes will give a bonus of
15 points.

If you land your ship on the center of the landing pad, you
will be given the number of points seen under the landing pad.
If you land with part of your ship off of the pad, you will not
get as many points. The less that your ship is landed on the pad,
the less points that you will receive.

Correct answers will earn 4-10 points depending on the
difficulty levels chosen. The harder the difficulty levels chosen,
the more points will be earned. Wrong answers will cause you to
lose 10 points. s

At the end of the game, when you successfully land your
ship in the eighth frame, you will be awarded bonus points for
any remaining fuel. The more fuel that you have, the more
points you will be given. The point bonus will be equal to 10%
of the units of fuel. For example, ending the game with 300
units of fuel would give the player a bonus of 30 points. It is a
good strategy to answer "Fuel" questions whenever there is a
break in ship activity so that you can collect this "Fuel" bonus
at the end of the game provided that you don’t crash the ship.
Also, the more questions that you answer, the more points you
will earn. Whenever a lander is destroyed, all fuel is lost. The
new lander comes with only 25 units of fuel.

- Using and Earning Fuel

Fuel is needed to thrust the lander. If you run out of fuel
and you answer the "Thrust" problems, your lander will not be
given thrust. This is an indication that you are out of fuel. Each
time that thrust is used, 5- 11 units of fuel are used up depending
on the difficulty levels chosen. The harder the difficulty levels
chosen, the more units of fuel will be used up. Incorrect "Fuel"
answers use 4-10 units of fuel depending on the difficulty levels
chosen. As said before, all incorrect answers cause you to lose 10
points. When the ship is blown up in a crash, all fuel is lost. The
new lander comes with only 25 units of fuel.

:
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The main way to earn units of fuel is by correctly
answering the math problems in the "Fuel" box. Each correct
answer will provide 15 units of fuel. Of course, correctly
answering these problems or any others also earns the player
4-10 points on his or her score as said before in the "How To
Score Points" section. Each correct answer on a division
problem also provides 15 units of fuel. If you run out of fuel and
need it right away, pressing the "F" key will give you 25 units
of fuel at a cost of 200 points. However, you need a score of at
least 200 points get this extra fuel.

Number Of Landers In Game

When you start the game, you will be given 4 landers. One
will already be on the screen falling from gravity. The other
three will be on reserve in the holding room on the lower right
corner of the screen. When a ship comes into contact with an
object, the terrain, or a hazard, it will blow up. The next ship
will automatically be brought out of the holding room when you
click on "Ready For Another Lander" or press the Return key.
Once you use up all 4 ships, the game is ended even if you have
not played all 8 frames.

Hazards

There are many hazards that must be avoided. These
hazards include UFO’s, meteors, a black hole, laser beams,
turbulent energy spheres, and moving hooks. Running into any
of these hazards will cause the lander to explode. Also, if the
UFO’s catch up to the lander, it will explode.



Difficulty Levels

There are 27 possible difficulty settings. You can choose
from Easy, Medium, or Hard on the lander, on the problems, and
Jor on the hazards. As said earlier, the harder the combination
of difficulty levels chosen, the more points can be earned or lost
and the more units of fuel can be earned or lost. For example,
choosing "Medium" on "Lander," "Medium" on "Problems," and
"Easy" on "Hazards" would allow more points to be earned or
lost than choosing "Easy" on "Lander, "Easy” on "Problems,"
and "Medium on "Hazards."

Choosing a harder level of difficulty on "Lander” will cause
the gravity to be much stronger. More thrust will be needed as
it will propel the ship less strongly. Choosing a harder level here
will require the player to answer the thrust problems more
quickly. Of course, the player will also have to answer more fuel
problems since using more thrust would use more fuel. Choosing
a harder level of difficulty on "Problems" will cause harder
math problems to be given. The problems will have bigger
numbers and will have more variety. The harder problems take
more time to solve but make the game more challenging.

Choosing a harder level of difficulty on "Hazards" will cause
the hazards to be more dangerous. The UFO’s, laser beams, and
hooks will move more quickly, the meteors and turbulent energy
spheres will appear and disappear more frequently, and the
black hole will have more pulling force. The player will need to
think more quickly when the harder levels have been chosen.

What The Gauges Mean

The instrument panel on the top of the screen lets you
know how you are doing. "Screen" tells you what screen
number you are playing. "Fuel" lets you know how many units
of fuel that you have. "Score” tells you what your current score
is. "X" is followed by a directional arrow and a number. This
represents the sideways motion of your lander. For example, if
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you're lander is moving to the right, the arrow will be pointing
to the right and the number will tell you how fast your lander is
going to the right. "Y" stands for the upward or downward
motion of your ship. For instance, if your ship is moving
downward, the arrow will be pointing down and the number will
tell you how fast your lander is going down.

Keeping track of the instrument panel will help you to keep
your lander out of danger. For instance, if you are about to run
out of fuel, you will want to quickly answer some "Fuel"
problems or press the "F" key. Or, if your lander is moving too
quickly towards an object, you can answer questions in the
opposite direction until the speed is slowed down enough.

TWO CONVENIENCE KEYS

By pressing "P" on the keyboard, you can pause the game
if you have to go to the bathroom or whatever. If you pause
more than 4 times in the game, your lander will explode. Once
you have lost a ship from pausing more than 4 times, you can
then pause another 4 times before losing another lander.
Pressing "Undo" ("ESC" on the Amiga) on.the keyboard will
allow you to quit the game. If you choose to cancel, it will count
as one pause.

HIGH SCORE/LAST SCORE SAVE

The five highest scores will be saved. The last score will
also be saved. When this game is new, the five highest scores
and the last score will be blank. If you want to have the five
highest scores and the last score saved, you have to make sure
that the write protection tab is closed. If you want to delete all
of the high scores and the last score, you need to drag the file
named LANDER.SCR to the garbage. Once you have done this,
all of the highest scores and the last score will be blank.



GENERAL TIPS FOR PLAYING THIS GAME -

1) Don’t land the ship too hard to avoid it being exploded. If you
are not sure if the lander is going slowly enough when you are
landing it, answer a "Thrust" problem just before it lands.

2) Be aware that the lander doesn’t react right away because of
gravity and inertia. The lander was designed this way on
purpose.Don’t let the lander build up too much speed. If the
lander has too much speed, you might not be able to stop it and
it will crash against something. Be especially careful to not let
the gravity cause the lander to get going too fast. When the
lander is going real fast, it takes four thrusts to stop it from
descending.

3) Don’t be so busy answering "Fuel" problems that you crash.
Crashing will cause you to lose all of your fuel anyway.

4) Make sure that you answer "Fuel" questions when your
lander is in an easy situation. Then, when your lander is in
difficult situations, you’ll be able to concentrate on moving the
ship rather than getting fuel.

ABOUT THE SCREENS

Screen 1I: The UFO’s must be avoided. Collision with either of
these will cause your lander to explode. The landing pad on the
top left is worth 150 points while the one on the lower right is
worth 100 points.

Screen 2: Avoid the UFO’s. The landing pad on the top left is
worth 100 points, the one on the top right is worth 200 points,
and the one on the bottom left is worth 400 points.

Screen 3: After a period of time, meteors will appear at the
bottom of the caverns. A collision with any of these would be
fatal. The pad on the left is worth 200 points while the one on
the right is worth 250 points.

Screen 4: There are no hazards here. However, the score on the
landing pad begins at 600 points and gets lower and lower with
time. The longer you take to land the ship, the lower your score



will be on the pad. 5

Screen 5: Avoid the black hole. It will try to suck the lander
into its inner depths. You will need to use thrust to avoid this
hazard. The one landing pad is worth 200 points.

Screen 6: You must get past the laser beams before reaching
any of the three landing pads. You have to wait until the laser
beams are not shining to pass these dangerous points. If the
laser beam zaps the lander, it will explode. Also, if the lander
runs into the laser beam, it will explode. The pad on the left is
worth 300 points, the one in the middle is worth 200 points, and
the one on the right is worth 400 points.

Screen 7: Watch out for the turbulent energy spheres. You
cannot see them until you thrust the lander. The one pad is
worth 400 points.

Screen 8: You must pass the laser beam while it is not shining.
Also, watch out for the moving hooks. The three landing pads
are worth 300, 400, and 500 points each.

For more information on other IntraCorp, Inc. products please
see your computer delaer or call 1-800-INTRACORP.
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INTRACORP INC.

LIMITED NINETY DAY WARRANTY

IntraCorp, Inc. warrants to the original consumer who purchased this software product that for a period of
ninety (90) days from the effective date of purchase of this software product that under normal use the
material of the magnetic diskette(s), will not prove defective, and that the program is propery recorded on
the diskette(s). Defective diskette(s) returned by the onginal consumerto IntraCorp. Inc during the ninety
day period will be replaced free of charge, if the defect has not been caused by abuse. mistreatment.
unreasonable use. or neglect. The sole right of the consumer with respect to a defect in the software
product shall be replacement of the diskette(s).

In order to return defective diskette(s) they must be sent postage paid and properly packaged to
IntraCorp, Inc. 14160 SOUTH WEST 139 COURT, MIAMI, FL 33186 All diskette(s) must be
accompanied by proof of purchase if within the ninety day warranly period Please give a shippirg
address to send the replacement diskettes, and include a note describing the diskette(s) defect

After the ninety day warranty period IntraCorp, Inc. will replace any defective diskette(s) for a $6 00
charge per diskette. Please send the diskette and a check made payable to IntraCorp with a note
describing the diskette(s) defect and a retum shipping address

.

In any event no diskette(s) will be replaced without sending the original diskette received with the
program back to IntraCorp, Inc.

INTRACORP, INC. SOFTWARE REGISTRATION CARD

Kindly complete this card to register your new software program. Registration allows IntraCorp. Inc. to

keep you informed of any developments relating to this software produc( or other products we will be
bringing out.
Program Name Serial #
Home Computer Make and Model
This product purchased from
Date of product purchase
Your Name
Address
City
State Zip
By answering the questions you can help us to continue to supply you with the best in software Thank
you.

This program purchased from Your age range Your income range
[] Software dealer [717-24 [7]0-$24,999
] Department store [7]25-34 []$25,000-$35.000
[ ] Bookstore [135-54 (] $35.000-$50 000
"] Computer store [7155 and Over {1 0ver $50,000
[10ther
You heard about program from What other types of programs would you be most
] Television interested in purchasing
1 Magazines [ Business
"] Store display "] Educational
[} Salesperson ["] Recreational
T Friend/Associate [ Game

[1Programs similar to this one



THIS WARRANTY IS LIMITED TO THE MATERIAL ON THE MAGNETIC DISK ONLY AND DOES NOT
APPLY TO THE OVERALL SOFTWARE PROGRAM THE SOFTWARE PROGRAMS ARE SUPPLIED

"ASIS".

EXCEPT FOR THE LIMITED WARRANTY DESCRIBED HEREIN, THERE ARE NO WARRANTIES,
EITHER EXPRESSED OR IMPLIED ORAL OR WRITTEN, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR ANY PARTICULAR PURPOSE. INTRACORP, INC. WILL
NOT BE RESPONSIBLE FOR ANY DIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES, SUCH
AS, BUT NOT LIMITED TO, LOSS OF PROFITS RESULTING FROM THE USE OF THE SOFTWARE
OR ARISING OUT OF ANY BREACH OF THE WARRANTY, EVEN IF INTRACORP, INC. HAS BEEN
ADVISED OF THE POSSIBILITY OF SUCH DAMAGE. Some states do not allow exclusion or limitation
of incidental or consquential damages, therefore the above limitation may not apply to you. Further, this
warranty gives specific legal rights. but you may have other rights since rights vary from state to state.

PLACE
STAMP
HERE

INTRACORP INC.

14160 SW. 139TH CT.
MIAMI, FLORIDA 33186



