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not leave it in direct'eunliéht or near a radiator or other source

sure to take an occasmnal rest break during extended play.

ep this compact disc clean. Always hold the disc by the edges and keep
n its protective case when not in use. Clean the disc with a lint-free, soft,
y cloth, wiping in straight lines from center to outer edge. Never use
lvents or abrasive cleaners. Lo
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LIGHT GUN ACCURA

PERFORMANCE TR
'END OF LIGHT GUN.
THAN 3 FEET FROM

Resume j Play:

chsplayed on-screen
en, then pull tmgger

n, A deeper, Secret biologi
esS the X Button to select options. ’ e ,leents on alien

ING YOUR PLAYSTATION Mousn
ve crosshair over the option to highlight it. ; , i , - ,
ck the Left Mouse Button to select e e o . thed age ha;ss bf CI:IC)me
it a game in progress, press START, then press SELECT. The ; ' e
Je/Quit menu will appear. Select “Q hen select “Yes” to exi
me, or select “Continue’” to return to your game.




] rlvately run para,mﬂltary force. We now know that this
e and all of its weaponry has also been overtaken.
he invasion did not take place from the air. Instead, an
lien infection has spread out of the underground laboratory
~area to other parts of the base. The infection brings forth
three separate, very painful stages of a gruesome alien tra.
formation. The human body is used as an incubator to grow
new combination of human and alien DNA. :
The product of this alien transformation is now our enemy. .
See The Enemy, pg. 22 of this document for details on the
three mutation stages and photos)
This file was obviously drafted by a highly tramed soldler
n the last hours of his life. It describes a detailed method of
invading the base to attempt an extermination of the alien
presence. Follow the instructions in this file to the letter.
Portions of the document have been edited by S.T.A.A.R
for security purposes. The fate of humanity hangs in the
balance.

Good TLuck.

G. TLovewén
 G. ILOVEWAR
LGEN,* USMC
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Main Menu. Make a selection
from the followmg opmons
ARCADE
This is it! Throw yourself right|
into the action. Good luck. I
hope you know what you're
‘doing. You'll go to the Baitle
Selection Screen (see Battle
Selection, pg. 9). ‘ ’
PRACTICE o .
Before you blindly a.ttempt to save the planet you’ll need some tram— |
ing. Select this option to prepare yourself for your suicide mission.

Aim and fire at the targets to get used to your weapon’s accuracy.

OPTIONS

You DO have some options that MAY give you a chance against the
Kronomorphs. Make this selectlon to view them (see pg. 9).

HIGH SCORES

Select this option to view the names and accomplishments of the men
and women who performed best battle against the enemy.

EXIT :

This option quits the game and returns you to the Demo.




! need mor e than th:

CONFIGURE P1/P3
Select this option to configure
your Controller, Mouse or Gun.
. The configuration screen will
- change based on whether the
_ gun, mouse or controller is
- plugged into the port you select.
 For example: If your gun is in
_ controller port 1, select
Configure P1 to view the
Conﬁg‘ur ‘Gun Sereen.

ca. fu]ly plan your attack on the
military base. Study each option
ges that best
n most cases
succeeding
hanges.

' suﬂ"; your a Jln:y
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ARCAD OPTIONS

ent diffieulty levels to
0se from Select from No

: rea,lly difficult. Select from 3 to
ives. You’ll continue to play

SREDITS--When you run out of Lives, the game will stop. You'll
be prompted to Continue the ga.me If you have credits left, press
TART to continue the game. Select from 1 to 7 credits to extend
our game. When you’re out of credlts the game ends. Note: When
7 se your credits to Contmue a,game your current score is
reduced by 25%.
GAME LOOPING-- Set this optlon to On, and the game will loop to the
beginning, once you’ve completed the entire game. Your accumulated
oints, weapons and ra,nkmg will carry over. Select Off to have the
game end when you've saved the world.

SECRET ROOMS--Turn this option to Off to play the game without

_ entering any Secret Rooms. Default is On.

Gﬂ;{E ~-Turn this opmon Off for no blood Default 1s On

j EXIT-—Select to return to the OPTIONS menu.

u can modify the sound configuration for the game. Select the

STEREO/ MONO option to toggle between the two settings. You can

also set the EFFECTS and MUSIC volumes the way you want. Select

EXIT to accept the changes and eturn to the Options Screen. Use
ur, Controller to move the slide r and change the setting.

hanges will occur as you raise or lower the volume.
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AMMO

~ HEALTH
&
LIVES

PLAYERS 1 & 2 CREDITS

GRENADES

As you scramble for your life Inside the base, you’ll have a constant
view of your Ammunition, Health, Grenades and the base. The
amount of Credits for you and your buddy are also displayed.
Ammunition

You are issued the standard ammunition for the mission, but you can
accumulate two other types of rounds. Shoot every Power Up (see

. Power Ups, pg. 17 ) you see to accumula,te these other types of
rounds:

Machine Gun Shells - When you pick these up, hold the trigger down
and watch the aliens bite the dust. Be aware, though, your ammo
will go fast. Reload as often as possible.

15,‘

‘Shotgun Shells - These are powerful and great to have. The downside
is the amount of rounds per clip. Reload as often as possible. If you
hit another Power Up while you're using these, you’ll fire automatic
ounds if you hold down the tmgger :

ote: These two types of ammumtion are limited in quantity. Be =
aware that they will run out, and you’ll have to use your standard
rounds until you pick up more.

ealth and Lives : ;
Your heart rate is always monitored. The faster your heart rate, the
closer you are to “checking out”. Stay low and shoot them before
they shoot you. The amount of Med Kits displayed represents the
amount of direct bullet hits you can take. You can adjust this amount

(see Lives, pg. 13).

To possibly find grenades, shoot any Ammo Crates (see Ammo
Crates, pg. 18 ) you see. These come in handy when an area gets too
hot. If you find yourself surrounded, shoot the grenade. It will take
out anything around you, except those ugly Purple Kronomorphs.
You’ve got to plug them full of holes before they go down. The
amount of grenades on your person is displayed on the grenades

' The amount of credits rema,m"mg in yéﬁpzmission is displayed for you
¢ and your buddy. You can modify this amount (see CREDITS, pg. 13 ).
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Machine:

Destroy all computer equ1pment a.nd any ot : | a Kill. it is count
items on desks and tabletops. We need to ! !
off th contact to the outside WOPld ‘ e o sl

. are rewarded for accuracy
amount of targets

t up to receive the

bJects you’'ve destroyed
the number.
completed stages i




A BRIEF HISTORY:

Formed in 1958 at the height
reation of |

Alien Response (S.T.A.A.R.)
was a direct response to the
threat of armed a.llen nva-

. slon.

In the years after World
War II, as US and USSR pilots
continuously set new high

altitude and performance
cords, an increasing num-
ber of strange aircraft sight-
ings were reported near the boundary of
Earth’s stratosphere. Most of these were written off to ‘the extreme
effects of high-altitude navigation, which can cause hallucinations
and “gray-outs,” often causing pilots to see light. Some of these
pilots, though, were adamant in their belief that there was something
else “out there” in space, watching us.

NOT SHOOT THEM Fmendly Fire costs hves

2l

| The Kronomorphs were designed to quickly and rapidly accept the

! latest “weapons” codes that the Kronn geneticists have developed. As
§ a result, they are hot-beds for fast DNA assimilation and replication,
tegrating DNA into their systems and using the information in a
atter of days or even hours. They are creatures that can adapt to
their. environment with rapid speed, adopting the best traits of the
various species around them. Still, for all of their genetic abil
the Kronn scientists have kept the Kronomorphs deliberately st
and they have remained that way, obeying the orders of their Kronn
masters as if they were a strange combination of warrior and mind-
controlled slave. Study these profiles very closely. You'll know these
creatures when you see them, but you’ll need to know this back-
ground information before going in.

OMBIE  mMetamorphosis: Stage 1
Human flesh turns gray and begins rot-
ng from the body, drooping into large
ds. An alien larva begins growing with-
in the body, roughly taking the shape of
the human skeleton.

UNRKNOWN wMetamorphosis: Stage 2
e have word-of-mouth reports about
age &, but no documentation or pic-
tures. It is a short, very painful transi-
tional stage where the alien literally
explodes out of the incubating human

sac. Because of the rapid speed of genetic
4 replication, the host body




ion or guida

~ Kronomorph - the virulent e
form; quick and lethal.

pé.rmcle beam and hardened
rbonate pro;ectlles The a.l1en

stakes. Select Done to ente.
r name. Your name will
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