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Advertisement

English

he Military Research Unit (MRU) on Azarin 2E was not a place of war. Not
until the Alien Breed arrived. Their spore ship had been coursing through the
vast, intractable wastes of space for aeons, since before humans had made their first
fumbling attempts at interplanetary travel. Since before humans had made their first
steps even. By chance the ship, really nothing more than an egg, had landed on
Azarin, long before Humans had discovered that planet. Then humans came. at first
In ones and twos, then in hordes once they discovered the planet was rich in
Tellurinium, a vital element in military spaceship hulls.

A Military Research Unit was established. Basically a mining colony, populated by
scientists and civilians. The ore was mined and refined and new and better alloys
were developed. As the fusion furnace installations grew bigger, and burnt fiercer,
their heat awoke something. Something buried deep beneath the surface of the
planet. A cold, black finger broke through a chitinous surface. .. then another. A
third! Then the spore split, and a small unpleasant creature broke loose, and began to
burrow for the surface. It was one of the Alien Breed!

The creatures’ superb senses detected the heat of the furnaces, felt the reverberations
of the hydraulic presses, sensed the presence of the humans, savoured the smell of
food. Driven by an instinct as keen as any intelligence, the creature headed for the
MRU. While the humans slept soundly in their beds, content that the base’s
powerful security systems would protect them from anything large enough to present
a threat. But the creature was no threat, small and silent as a cat. .. it made its way
into the base. There it began to devour the rats that have populated the universe as
efficiently as humans ever did, following in man’s footsteps, living 1n his abodes,
eating his waste. And now the rats themselves were food. Food for an Alien Breed.

After months of scurrying about in the dark (dark that was a clear as daylight to the
Breed) feeding and growing, the creature stopped, and rested. Its icy-black skin
became grey, its smooth surface became pitted, covered in slime, foul. Within days
it was a brittle grey lump. And that’s how it stayed, for months, like a dead thing.
But it was not dead, it was in cocoon.

Months passed, until the shell of the cocoon split, and from it burst hundred of small
aliens, each one an exact replica, a genetic clone of the original creature. Each one
went looking for food, and the cycle began again.

For years, the creatures grew, replicated and grew again until a multitude of Alien
Breed inhabited the spaces between the base and the planet, the gaps 1n the walls, the
ventilation shafts. Until there were too many to live on waste and vermin. too many
to resist. Until they began to spill from the floors and the walls into the human’s
space, killing whatever came in their way. The invasion had begun.

As the corridors of the MRU were filled with the smoke and debris of the pitched
battle, a few survivors made their way to a communications console and issued an
SOS message on all frequencies. ..

Coursing through the vast emptiness of space, the Dreadnought Herona intercepted
the message. The crew responded instantly, and the ship began the manoeuvres
necessary to change direction. Manoeuvres like these can take a while for a ship that
1s some kilometres in length.
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But the time was not wasted, in the weeks that it took Herona to reach Azarin 2E,
dropships were prepared, crews were briefed and trained. As the huge vessel
approached the Azarin system, ten dropships were launched. They set course for the
planet, and flew 1n close formation, taking a low course across Azarin’s spectacular
surface. As they crossed the crater rim of the vast extinct volcano that housed the
MRU, they were taken by surprise as the defence systems of their own base opened
fire. Evasive manoeuvres were taken, evasive flight patterns were deployed, but for
most of the ships it was all in vain. Nine of the ten ships were destroyed, and your
vessel was wrecked on crash landing...

Now you have to gain access to the giant towers, battle your way through the Alien
infested corridors, and locate the alien queen. Destroy her, and instigate the base
destruct procedures, then make your escape. The Tower Assault has begun!

PLAYING TOWER ASSAULT

he game begins with you next to your crashed dropship. Collect any pick-ups
that you see - detailed below - but avoid the security land mines. Caution
advised as security lasers around the base are active and out of control.

Each level of the game has specific missions. You will be informed by your Personal
Data Console what each of these missions 1s. Follow the instructions to the letter,
failure to do so can often result in disaster.

Once you have gained access to the base, look out for Intex Networks computer
consoles. These machines are invaluable sources of supplies, ordnance and
information. To access the console, stand facing the unit and depress the space bar.
You will be admitted to the main menu screen. Beware, in the fighting that ensued
with the Alien invasion of the base, some consoles were damaged.

LOADING TOWER ASSAULT

AMIGA

CD32

IBM PC
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To load Tower Assault, simply place disk one in your internal tloppy drive and turn
on the machine, or perform a reset by pressing the [Ctrl] key and both [A] keys.

Swap disk when prompted to do so on screen. Tower Assault will recognise external
disk drives.

Simply lift the lid of your CD32 and place the Tower Assault disc in the machine.
Now close the lid, wait a few seconds and Tower Assault should automatically boot.
If nothing happens - press the reset button and wait a few seconds.

CD to the directory in which you have installed Tower Assault and type TOWER.

MACHINE REQUIREMENTS

miga Tower Assault requires an Amiga computer with at least one megabyte of
RAM. The program will auto-detect whether you are using an AGA machine,
considerable sound and graphical enhancements will be activated if you are.

Englisn

HARD DRIVE INSTALLAION

AMIGA

IBM PC

Tower Assault may be installed to the hard drive of AGA machines. To do this, boot
from the ECS data disk (2) and follow the on screen instructions.

Insert disk one into drive A: and type A:
Now type INSTALL and follow the on screen instructions.

OPTIONS

hen you begin to play Tower Assault, you will be presented with the

opportunity to access an options screen. On this screen you will be given
control of the following game parameters:

Number of players
Tower Assault can be played by either one or two players simultaneously.

The detault mode 1s one player. Connect another joystick to the mouse port to
enjoy two player blasting action.

Share credits

This enables you to share any credits you find in the two-player game equally
between both players.

Two player shots

Sate or Harmful. This determines whether your shots in the two-player game will
do 1njury to the other player, should you happen to shoot them. If the ‘harmful’
option 1s selected, far greater caution and skill is required.

Skill level

Normal and Difficult. Tower Assault is a pretty tough game at any skill level, but if
you are so good that the default difficulty is too easy for you, try it on difficult, but
you have been warned, it ain’t easy!

CONTROLS |

Tower Assault 1s controlled via a joystick (or two in two-player mode). Push the
stick 1n the direction you wish your player to walk. In the normal game mode,
he will fire in this direction too. In retreat mode, your character will ‘back off”
whilst firing in the opposite direction to that of his travel.

CD32

English

PAUSE /RESTART

YELLOW

SELECT
WEAPON

BLUE

i 20 ) RETREAT
ENTER COMPUTER

MOVE
UP/DOWN

LEFT/RIGHT — KEEP PRESSED FOR A

) HALF SECOND FOR MAP
FIRE
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As well as the joystick you will need to use these keys:

Spacebar - Accesses the Intex Networks database when used in the proximity of an
Intex console.

Activates a hand map.

The hand map allows you to see the layout of your immediate proximity beyond the
boundaries of the current screen.

The map may also be activated by keeping the secong joystick/pad button pressed
depressed for over a half second.

Pauses the game. Press [p] again to restart.

When playing from hard disk, pressing [Esc] will return you to the workbench
screen. To return to the game, close the Tower Assault window.

The left alt key cycles through player one’s available weapons. The right alt key
accesses player two’s armoury.

The left [Shift] key places player one in ‘Retreat’ mode. This means that he can
‘back off’ from a wave of Alien attackers whilst still blasting them with his weapon.

The right [Shift] key toggles “Retreat’” mode for player two.

If you are using a two button joypad or joystick the second button will toggle retreat
mode.

In two-player mode, retreat is best used by one player at a time.

IN THE BASE
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hen you are within the MRU towers, and in the area immediately outside you
will find 1tems that were dropped by the colonists during the struggle with the
Alien Breed. Collecting these items will often be advantageous, and sometimes it
will be vital to the success of your mission.

Look out for these symbols:

First Aid

Whenever a player sustains a hit from a weapon, or comes into contact with an alien,
he sustains an injury which 1s displayed as a reduction in his energy. By collecting
first aid pick-ups you can heal your players’ injuries and refill his energy level.

Credits
Collecting credit units dropped by the panicing colonists will enable you to purchase
extra supplies and armoury from the computer consoles.

Keys

When the red alert was sounded, the MRU'’s security doors automatically closed.
Collect security keys to facilitate access between areas. If you cannot find any keys,
doors can be forced, but significant fire-power and persistence is required.

English

English

Access Passes

Some doors protect areas of a higher security rating. These doors cannot be opened
by a general purpose access key, they require the appropriate pass to be located.
Pass/door combinations are identified by colour coding.

Decklift Passes

Access to certain levels 1s restricted from other areas of the base. In these
circumstances you must ensure you have located and collected a decklift pass before
attempting to use the lift. Failure to do so can be fatal.

Ammunition

Caretully monitor your ammunition indicator. Without ammo, evén the most
awesome of weaponry will ofter you no protection. Keep a look out for ammo clips
discarded by fleeing colonists.

Weapons

Most of the time you will upgrade your weapons by accessing the Intex computer
system after you have collected enough credits to afford a new gun. But
occasionally you will stumble upon the body of a colony security officer. These
operatives frequently carried powerful weaponry, so you may be able to obtain a
new, more potent gun from these corpses.

Maps

The map range of your own PDC 1s very limited, occasionally you will find a map
console belonging to the base, this can be used to get a longer range view of the
current level.

Personal Data Cards

Many colonists kept information about the base on PDCs which they carried with
them at all times. Be sure to check the corpses you discover around the base for
these items. Data vital to your success may be found in this way.

Survivors
On some levels of the base, you will find humans who have survived the alien
holocaust. You must release these humans in order for them to escape.

Radioactivity

Watch out for this symbol. Some area of the base are contaminated with
radioactivity from when the Alien Breed penetrated the reactor cores. Spend as
little time as possible in these areas, while you are in them your energy levels will
be depleted more quickly. Use food And first aid to help recovery.

PIRACY NOTICE

Copying games 1S wrong, not that that bothers most people. More importantly,
copying games means that software houses are finding it increasingly difficult to
support the Amiga. If you want to continue playing games of the same quality as
Tower Assault buy them, don’t rip them off!
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THE STORY
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ie Military Research Unit (MRU) auf Azarin 2E war nie ein Kriegsschauplatz
D gewesen, zumindest nicht, bis die Alien Breed dort ankam. Thr Sporenschiff
zog seit vielen Jahren durch den unermeflichen, 6den Weltraum, und zwar bereits
seit vor der Zeit, als die Menschen ihre ersten unbeholfenen Versuche der Fahrt zu
anderen Planeten machten, seit vor der Zeit, als die Menschen iiberhaupt erste
Gehversuche unternahmen. Das Raumschiff - das eigentlich nicht viel mehr als ein
E1 war - war zufallig auf Azarin gelandet, und zwar lange bevor die Menschen
diesen Planet entdeckt hatten. Dann kamen die Menschen, zunichst alleine, dann in
Paaren und schliefilich scharenweise. Sie hatten herausgefunden, daB der Planet
reich an Tellur war, was fiir den Rumpfbau militidrischer Raumschiffe von groBter
Bedeutung war.

Also richtete man eine Military Research Unit ein. Dabei handelte es sich im
wesentlichen um eine Bergbaukolonie, die von Wissenschaftlern und Zivilisten
bevilkert war. Das Erz wurde abgebaut und verfeinert, und man entwickelte immer
bessere Legierungen. Im Lauf der Zeit wurden die Anlagen mit den
Fusionsbrenntfen immer groBer, die Brennifen immer heiBer und die ausgestrahlte
Hitze erweckte etwas zum Leben. Etwas, das tief unter der Oberfliche des Planeten
schlummerte. SchlieBlich bohrte sich ein kalter, schwarzer Finger durch eine
chitinige HAlse... und dann ein weiterer. Und ein dritter! Dann brach die Spore auf,
und ein kleines, widerliches Wesen kroch heraus. Es begann, sich an die Oberfliiche
vorzuarbeiten. Es war ein Wesen der Alien Breed!

Die gut ausgebildeten Sinne des Wesens nahmen die Hitze der Brennéfen wabhr,
fihlten die Schwingungen der Hydraulikpressen, ahnten die Gegenwart von
Menschen und schnupperten den Geruch von Nahrung. Sein angeborener Instinkt
trieb es zur MRU. Wihrend die Menschen ruhig in ihren Betten schliefen und sich
in der GewiBBheit wiegten, dal} die ausgekliigelten

Sicherheitssysteme der Station sie vor allem schiitzen wiirden, was groB genug war,
um eine Gefahr darzustellen. Aber das Wesen war keine Bedrohung in dem Sinn, es
war klein und so leise wie eine Katze... es schaffte es, in die Station zu gelangen.
Dort angekommen, begann es die Ratten zu fressen, die das Universum genau so
tichtig bevilkerten, wie die

Menschen das taten. Die Ratten waren den Menschen auf Schritt und Tritt gefolgt,
lebten in ithren Wohnungen und ernéhrten sich von deren Abfall. Und nun waren die
Ratten selbst zu Futter geworden. Futter fiir die Alien Breed.

Nachdem es monatelang im Dunkeln (die Dunkelheit war fAr die Alien Breed so
hell wie Tageslicht) herumgekrochen war, gefressen hatte und gewachsen war, hirte
das Wesen damit auf und ruhte sich aus. “"Seine eisig-schwarze Haut wurde grau,
seine glatte Oberfldche wurde zerfurcht und iiberzog sich mit einem iiblen Schleim.
Innerhalb von wenigen Tagen hatte es sich in einen sproden, grauen Klumpen
verwandelt. Und so blieb es monatelang wie tot. Aber es war nicht tot, es war in
einem Kokon.

Monate vergingen und schlieBlich brach die Hiille des Kokons auf. Aus der Hiille
kamen Hunderte kleiner Aliens hervor, die alle genau gleich aussahen. ein jeder ein
genetischer Clone des urspriinglichen Wesens. Ein jedes neue Wesen machte sich
auf die Suche nach Futter, und der Zyklus begann von neuem.

Uber Jahre hmweg wuchsen die Wesen, vermehrten sich und wuchsen weiter, bis
schlieblich eine Unmenge der Alien Breed im Raum zwischen der Station und dem

Deutsch

Planeten wohnte, in Rissen in Winden, im Liiftungsschacht. SchlieBlich waren es zu
viele Wesen, um sich von Abfall und Ungeziefer zu ernithren, zu viele, um mit ihnen
fertig zu werden. Sie krochen aus dem Boden und aus den Wiinden in die Raum der
Menschen und titeten alles, was sich ithnen in den Weg stellte. Die Invasion hatte
begonnen.

Wahrend sich die Gange der MRU mit Rauch und Opfern des erhitzten Kampfes
fiilllten, konnten sich einige iiberlebende zu einer Kommunikationskonsole
vorkdmpfen. Sie sandten eine SOS-Botschaft auf allen Frequenzen...

Die Dreadnought Herona war durch die weite Leere des Raums unterwegs, als sie
die Botschatft erreichte. Die Mannschaft reagierte sofort und das Raumschiff traf die
nitigen Vorbereitungen zum Wendemaniver. Bei einem Raumschiff, das etwa XXX
Kilometer lang ist, konnen solche Manover schon einige Zeit in Anspruch nehmen.
Doch diese Zeit verstrich nicht ungenutzt. Wihrend der Zeit, die Herona brauchte,
um Azarin 2E zu erreichen, wurden Landeschiffe vorbereitet, Mannschaften
unterwiesen und trainiert. Als sich das riesige Raumschiff dem Azarin-System
naherte, wurden zehn Landeschiffe lanciert. Sie nahmen Kurs auf den Planeten und
flogen dicht beieinander. Sie ndherten sich um Tiefflug der atemberaubenden
Oberfldache von Azarin. Als sie iiber den Rand des Kraters des riesigen,
verloschenen Vulkans flogen, in dem die MRU untergebracht war, wurden sie davon
iiberrascht, daf} die Verteidigungssysteme ihrer eigenen Raumstation das Feuer auf
sie erOffneten. Man versuchte Ausweichmaniver, wihlte andere Flugwege, doch bei
den meisten Schiffen waren alle Bemiihungen umsonst. Neun der zehn Landeschiffe
wurden vernichtet, und Dein Raumschiff wurde bei einer Bruchlandung zerstirt...

Nun geht es darum, in die riesigen Tiirme zu gelangen, sich durch die Génge voller
Wesen der Alien Breed zu kdmpfen und die Konigin der Aliens ausfindig zu
machen. Sie mul} vernichtet werden, und die Zerstorungsmechanismen der
Raumstation miissen ausgelost werden. Danach muBt Du entkommen. Der Tower
Assaulthat begonnen!

SPEILVERLAUF VON TOWER ASSAULT

Deutsch

as Spiel beginnt, wenn Du neben Deinem bruchgelandeten Landeschiff stehst.
Sammle alle pick-ups, die Du siehst - im folgenden aufgefiihrt - aber weiche
den Sicherheitsminen aus. Vorsicht ist geboten, da die Sicherheitslaser aktiev und
unkontollierbar sind.

Ein jeder Level des Spiels hat eine besondere Aufgabe. Deine Personal Data
Console informiert Dich, wie diese Aufgabe jeweils lautet. Folge den Anweisungen
haargenau, geschieht das nicht, so fiihrt dies oft zur Katastrophe.

Wenn Du erst einmal in die Raumstation gelangt bist, halte Ausschau nach den Intex
Networks-Computer-Consoles. Diese Gerite sind wertvolle Quellen fiir Vorrite,
Geschiitze und Informationen. Um Zugang zur Console zu erhalten, stelle Dich vor
das Gerit und driicke die Leertaste. Darauf erscheint der Bildschirm mit dem
Hauptmenii. Vorsicht! Bei den Kdmpfen nach der Invasion der Aliens in der
Raumstation wurden einige Consoles beschédigt.
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