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ALIANTS;
The desperate battle for Earth

Story with Game Instructions
by Craig Morehouse

Yoo aré about tc-be transported to a strange time in the
future history of the humsn race, well over 300 years from how.

You have arrived at s:major crisls point for the people of
Ezrth. HMure than 100 years before, a strange, hostile race arrived
in & huge -armads of shipr irom beyond the Sup. lronically, by that
time, the peopies of Earth had finally }earned to live together,
Jelnee  dm  the comgen gosl of exploring the stars to house the
growlng popbisticens of the planet.

~ For the {irst . time, the buman race had reaYjzed-that it would
take the éntize srfenttiic resovrces of the planet to develop the
technolugy nesérd ti explure the stars. The exciting prospect of
-Ednding pew resuurces -and discovering new inhabltants of - the
Galaxy .spurled the resevaxch to greater and greater heights_ of
technolegy. 7 -The existing military forces were ‘scrapped and
cenverted te become the teols of spate expleoration.- -The planets
and  thedly mouhs had. been turned into enormous. englines  of
productioh, reatying the space venlcles to explore the stars.

Eince no otﬂ;t-iufekllgeﬂx races had been found in the Bolar
System, Earth's ™ guard was down. After all, who was dolng to
attach? ol T Il v i T

Unfortinately,. the an8wer came all too soon. The invading
force was on them 1i a moument, and just llke that, It seemed, the
peeple o©i-Eartk were under  the Yoke of a ‘strange and bizarre set
of rulers. { You may see this scenario in illustrated-form dn the
preluvde of ALIANTE where it begins " IN THE 24TH CENTURY..." After
you have seen the scensrio in that- form, "you may bypass it In
future cgamez by pressinc the RETURN key while the text 1s
scrolllng (after the drunbest-starts).  While you are watchling the
prelude you may stop and start the text by pressing the SPACE BAR.
We think you'll find It interesting.. We at StarSoft beliéve you
should know what's-gouing on in the unlverse you have been sent
ta!) 5 ¥ = P 2
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- The Esrth and jts colunles were subjected to the harsh rule
of the ALIANTS, creatures too strange looking to be @described
here. The ALIANTS had a plan.,, they had crossed the Galaxy using
planets 1ike “Earth for breeding new generations of workers,
soldjers and rulers, T

In Earth's case, they had yet another purpose... they wanted
the cheap slavé labor of the planet to build thelr new generatjon
of ships. They took over the manufacturing facilities they found

and chuckled, 1f such beings are capable of chuckling, at finding
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& planet that suvited thelr needs preclsely, and one that gave such
little resistance.

In thelr overconfidence, they simply began refitting the
factories to produce their new ships, and ignored the possibility
that these “"simple belings®™ might haveé outposts off the planet
ftself. They =started thelr usual scheme of producing ships - and

weapons —-in the factories, and-set up on the planet the -liguid-

memory tanks that had allowed the ALIANT race to progress at -an
accelerated raste.- Every 100 years these memory tanks produced a
new set of fully developed menbers of thelr race, tatally trained,
educated and :aady to cangge: und werk, | See the prelude for moxe
detalls)r - -

—Tnal  cvercontidence wae lhe only crack in the armer of the
ALIANYT  plans, for mest of the planetary government of Earth had
beel ofi-planet on e mission Lc review the mining sltes out in the
Aztercid belt a month beforé, and they were still there when the
attack begesrn. - - ' . = r

Fowerles: to return an® resist it, the-leaders o! Earth used,

und Githe largest mining stations in the astercid-belt as-a -base

of operstions, and proceeded tb plan the Tecapture - o their home-

planet while waiting tor the oppertunity teo arise..
That watl took Ss_éears.

1n 2301 A-D., arn"ALTANT deep-spsce messsade was intercepted by
tive Earth astercid base known as Valley Forge. When décoded;, It
was- found to Contain the ccordinates vf where and when the ALIANT
shipment o©f Power Crystals would enter the Solar Systén,. The
Power Crystals were the last step in making the new ahlps
functienal. Once rvecelved and installed, thie ALIANTS could hever

- be stopped. [The 100 year incubation of the mew AKLIANTS In the

1iquld memory tanks was almost over. The new ALTANTS uould man the
ships- -and_begin the further cunqutst of the Galaxy.

- - = ~

The time to xetal}até was ND#@ The Valley Forge commanders .

knew that their only hope wae to STOF THAT CRYETAL SHIP!-There was
cnly one wvulnerable point, £Ehe exact time when the ship appeared
cut of warp. To captufe It would take pif-point shooting in ordey
to dlseble the ship without blowing it wuwp. The Earth Force
commandns, as they called themselves, could then use the Power
Crystals to launch their OWN attack!

1t weould reguire extraordinary courage and skill te capture
that ship. The Earth Force leaders sent out the call to every
pllot to come te Valley Forge-and try to qualify £oxr the most
desperate mission in the history of the human race. -

That's where YOU come in!
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As one of the finest pllots in the asteroid belt, you accept
the call, and set ycur ship's course for Valley Forge.

As you approach Valley Forge, after having absorbed the
informatlion in the Prelude on the way, you are checked by 1D scan
and given permission to enter the base. -This is not easy. Valley
Forge is guite large fcr an asteroid, and to enter, you have to
cvercome the gravitationsl turbulence caused by the force fields
holding in the atmosphere. -

Tu do this, - you must concentrate on keeping your Joystick
senser centered in yeur viewscreen.  Veer too far off, elther up,
down, left, or right-and you will crash your ship. You will see
different screens as you make your approach and attempt a landing,

= KEEF THE SENEOF IN THE-CENTER OF THE BCREEN!

——— e —_

1f you do this successfully, (and believe me, you will know
it 1f you don't), you are greeted by the base commander, and
shown to the briefing room where the other pilots are gathered.

in the briefing room, Yyou are told about the threat and are

shown the Simulator. The Simulator has been constructed to be as

close as possible to what the pllot will see when the ALIANT

Crystal ship comes out of warp. Your computers will tell you wherxe

the most vulnerable points on the enemy ship are. Your task is to
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attack only those points. Jf you hit them successfully, the
computers predict you will disable the ship.

There will probably be 3 weak spots, and you will only have S

shotes  to use to hlt them with. YOU MUST HIT AT LEAST 2 OF THE 3
WEARK SPOTS. Track the ALIANT ship with your senscr, and flre when
you have one of the spots {n your sights. You'll peed tc “lead" It
a bit because you are firing from a long di=tance, anc are seelng
_thkrougl the computer's magnlfication view.

S Pie © EaTth Ferce flgures -that the enemy €hip wilk B¢ able _to
Tite ‘back, even though it 1s & carrler and rmot & formsl . wafship.
The Simulator _wWill be showing the enemy firing back, ~EC ycu must
ot waste time. Take too marny hits and YOU are dlisabdedt-

T g Lo
A H1T TARGETS: 14 & ]

Y rmAacros
P e ARM

1f you fall, you will have to come back tc Valley Forge
at another time, land your ship, and try again to gualliy. Only
tlie pllot who scores high enough in the Simuletor will gc out on
the mission itself. }

1f you are that pilet, you will be promoted tc Captain and
sent off to capture the Crystal Ship with all of Earth's hopes
with you. With 1luck, the Earth Force scientlsts will have
anticipated accurately the situation you will face, but you'll
never know unless you get to go out on the mission itself.
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1t you €« and succeed in capturing the Crystal 6Ship, you
will be rrom'te_ agaln and will be regquested to marshall Earth's
forces in the attenpt tc regain Humanity's home ground.

Should this happen, you will be given a code word to use when
enterina the LEYXINGTON, the Earth Force command ship, and a
speclal disk contajning instructions on conducting training
maneuvers with the new Earth Force ships powered by the ~ ALIANT
crystals. BE SUFL .TO ENTEFR THE CODE WORD CORRECTLY WHEN YOU ENTER
THE LEXINCTON: _

'Tht‘t crders 5Fch you hﬁu to communicate with your other
slteips from ‘the War Rogm Eattle Grid. On the bottor of the screen,
You wiad see the list of shipes under your command.

NFlR ROOM BATTLE GRID
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Use the <RETURN; key to move through the 1ist of ships (on
€64, use the up and down arrows). When you want to glve orders to
one of your commanders, move to the one you wish to speak with and.
press the <SPACE. bai. Your communications screen will then

appear.

When fighting a battle in the war Room Grid, any Earthship
that encounters an enemy and wins will zemain in that sector until
given new instructions. :
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CONDITION: UNDEEK

LOCATION: F =
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PROEESI D 2 AND B 2
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. “TCOMMAND CONSOLE —
MLI\’E SHIP GRIDS FIRE FROBE "

-4- TO LOCATE -
— RETURN TO GRID MAP

There, your computer will tell you the location and status
cf the sblp you selected, -along with its remaining Bullet fighters
anéd probes, Each ship has a pumber of flghters with it and all
contaln 2 probes. The Bullets accompany each Carrier wherever it
ques, and the number of Bullets remalning determines each
commarnder's strength,

when you enter the Haln Deck display, the Carrler ycu have
selected I= awalting orders. On the C64, the coordinates are
highlighted, on the ST they are not. Enter the coordinates for the
cheosen destination. When they are correct, press the <RETURN> key.
Then, Probe 1 is awalting orders. Type In the coordinates and hit
<RETURN>. Then, Probe .2 is ready for orders. HlIt <(RETURN) to enter
new orders or keep the existing ones. Now, the Carrior is awaitling
orders again. You may change your orders as much as you wish 1in
this dlsplay by hitting [RETURN) untll] the Carrler or the Probes
are golng where you want them. When you have no more orders for
-that ship or its probes, hit the <SPACE BAR> toc return to the
Battle Grid.

Probes are the only source you have of knowing where the
enemy might be. Your ships are highlighted on the grid, but the
ALIANT's are not. You will only know for sure where they lie |If
they enter one of the sectors scanned by one of your Probes.
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DC YOU HAVE WHAT 1T TAKES?

This transmieslon comes to you from the headquarters of
Develcpment Laboratorles in Orlando, Florida, an area
which is one of the Star wars research capitals of the world. we
very much wish that things like this never happen to our planet.

WE hope that you,
them from happening.

like us, are constantly thinking of ways to KEEP
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LOADING INSTRUCTIONS

Put disk that says ALIANTS on it into Drive A. Turn on
computer, cllick left mouse button twice on ALIANT.PRG. Game will
load, you may watch Prelude or once drumbeat begins you can hit
<RETURN> and the game will begin. Joystick reguired.

C-€4/128 F

Turn on your -computer, turn on monitor and disk drive. Flace
disk face up (Label with ALIANTSE on it wp) in drive.

Type: LOAD "#*" 8,1 When READY prompt appears type RUN. You
must -be in the C-64 mode on your 128 for ALIANTS to work. You may
watch the prelude or once drumbeat begins you can hit <RETURN> and
game will begin. Joystick reguired. (Note: ALIANTS contains its
own quitk load routine, but still works with most fast-load
cartridges. Most screens load in 8.5 seconds but two scenes take
22.% mseconds normally, slightly less with a fast-load cartridge.)

ATAR] 400/800/XL/XE 46K DISK

Remove all cartridges. 1f your computer has bullt-in basic,
hold down <OPTION> key while leading.
Place disk in drive one (ALIANTS label side up). Turmn

machine off, then-on agsain. Game will load and run automatically.
You may watch prelude, or orice drumbeat bedins_ you ‘cgn hit
<RETURN> and game will begin. Joystlck reguired.

ADPLE

Place disk in drive 1. Switch machine off, then on agaln.

Fellow the instructions that appear on screen,

You may watch the prelude, or once-the drumbeat begins you
can hit <RETURN: and the game-will begin. Joystlck reguired, ;
B

1BH

one drive M5DOE machines

Reguires - one double =lded drive, MSDOS (PC DOS}) 2.0 or
higher.

1) Remove any cartridges \f machine ls sc egulipped.

2) Boot your master MSDOS pr PCDOS dlskette in drive A.

3) You must have IBM or compatlble color graphics adaptor.

4) You must set your column width to 40. Type: CO 40

5) Type: B: T

6) You will be prompted to swap disks, put your ALIANT
labeled dlsk face up Into your dxrive when asked for your drive B
disk, and put your master DOS disk into drive when asked for your
drive A disk.
7) Type: START to begin playing.

Two drive machines
Reguires two double sided drives with MSDOS (PCDOS) 2.0 or
higher. y =
1) Follow directions 1 and 2 and 4 and 5 above.
2) Insert your ALIANTS disk in drive B.
3) Follow step 6 above.
Joystick or keyboard.
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