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THE STORY SO FAR:

Warrant otlicer Ripley, the sole survivor of
the starfreighter N0stromo, is picked up
lloating in deep space in a hyper-sleep
capsule. She is taken to Gateway Station. a
giant space station complex floating high
above the Earth - here she is interrogated
by a hostile committee 0l t0p Company
administraiors. Heraccount 0l the alien
creature which gestates inside a living
human host is received with disbelief. and
the committee ignores Ripley's trantic
warning of an alien space ship containing
thousands 0l unhatched alien eggs.

Ripley is horrili€d to learn that the remote
planet 0n wnich the crew ol the Nostromo
encountered the deadly extraterrestrial is

now inhabited by lhe Company's space
engineers and their families, who hâve set
up a colony base and a mighty Atmosphere
Processor to produce a breathable
atmosphere within the base.

When allcontact is lostwith the c0lony,
Ripley reluctantly agrees t0 accompany the
elite souad of SDace Marines to th€ distant
planet. 0n arrivalthey find an eerie,
deserted base bearing signs 0l a savage
struggle. Then, as night lalls, the Aliens
come out...

TO LOAD "ALIENS" -
THE COMPUTER GAME

Sinclril SDecùun "Alleni' Cassetle
U8sr8...
'1. Set-up your Sinclair Speclrum Computer

as detailed in the instruclion booklets that
accompany your Computer.

2 . ll you rvish t0 use a joystick interface ,

insert now and plug in a joystick.

3. Switch yourTVor monitor, Computer
and Cassette Recorder 0N.

4. Insertthe "ALlENS" cassette into your
Cassette Recorder. and rewind t0 the
beginning.

5.lnout the loilowing command on your
computer keyboard, then press the
ENïER key:

LOAD'"
(ll you are using a 128K Spectrum, put it
into 48K Basic mode before typing this
instruction.)

6. Pr€ss the PLAY key 0n the Càssette
Recorder.

tuilslrad CPC "ÂLlEilS" Casselle Users...
1. Set-up yourAmstnd CPC Computerfor

cassetle usage as detailed in the
instruction b0oklets that accùmpany your
c0mputer.

2. lfyou wish t0 use aioystick insert it now.
3. Switch yourAmstrad CompLterand

Monitor 0N.
4. Insertthe "ALIENS" cassefi; rnto thd

Cassetle Recorder, and rewird to the
beginning.

5. Hold down the CoNTR0L ke,,and press
the smallENTER key.

6. Press the PLAY key 0n the Càssette
Recorder, then press any key on the
keyboard.

Amstrad CPC "Aliens" oiskette t se$...
1. Set-up yourAmstrad CPC Computer l0r

disk usage as detailed on th? instruction
booklets that accompany ycur Computer.

2. Ity0u wish to use a ioystick, insert it
n0w_

3. Switch yourAmstrad Comprterand
l\4onitor 0N.

4. lnsert the "ALIENS" diskette into the disk
drNe.

5. Type the f0llowing in yourclmputer
keyboard, then press the ENTER key:

RUN'0rSC"

The "ALIENS" game will now load into your
computer. The credits and titl€s will soon
appear - after a short whjle the gâm€ will
complete loading and you can begin y0ur
mission.

YOUR MISSION

To retain control of the base by any means,
keeping all crew members alive.

You command six crew members on an

exploration ofthe base. Studythe attached
plan olthe base, and add t0 it any data you
gatherduring your mission- room
locati0ns for example. Ripley su0gests that
you will need to get the crerv members t0
the oueens' Chamber- Boom 248.

The crew have set-up the MobileTacticâl
operations Bay (MToB) in the Armoured
Personnel Carrier, just outside the colony
base. You will remain here and directthe
other crew members around the base using
the MToB to monitor their progress.
Technical s0ecs. 0l the [4T08 follow:

1. Video ScrÊer. Receives signallrom
p0nable video camsra strapped to the
helmet 0fthe selected crew member.
0isplay mây be moved lett or right by
moving Smart Gun sights. Enables you t0
seB in realtime what the selected crew
member is experiencing.

2. Snad Gun Sighls. [4ay be moved lett,
right, ùp or down Each crew member
has 1 Smart Gun, which is a computer
aimed, video targetted automatic
weapon. ldeal lor blâsting any bio-
mechanical groMh, locks, doors or 0ther
objects you may encounter as you
explore the base. lJse Smart Gun
cautiously, as each crew member only
carries a limited amount ol ammunition
tor their Smart Gun.

3. Selected Crew ilember Podmit. The
name ofthe selected crew member is
displayed above their portrait.

4. Bi0-Funclions Tracs. Mechanism that
plots the critical health status ol the
selected crew member- jncluding heart
rate, breathing etc.

5. Âmmunilion Level. The amount of
ammunition being carried by the selected
crew member. This may be automatically
tapped up by entering the Armoury room.

6. Personnel l.D. Name of a crew member
that you may select.

7. R00m umber. The location within the
base 0fthis crew member. ll there is n0
number, the crew member is dead and
has b€come an Alien!

8. 8io-ilonilor Bar. Linked to the Bio-
Function Trace, the monitor serves two
functions:
1) Lite Status; A Green bar indicates a

healthy crew member. A Yellow bar
indicates a crew member that has been
captured by the Aliens and is being

impregnated. A Purple or Pink bar
indicates that the selected crew
member has been impre0nated by the
Aliens, and can no longer be saved.
No bar indicates thatthis cretv
member is dead, and has become an
Alien!

2)Stamina: Every niove tires the crew
member, and this barwillreduce in
size accordingly. Rest restores the
stamina. lf the bar begins t0llash. this
crew member is almost exhausted -
select a ditferent orew member in
orderthatthis one may rest. An
Sxhausled crew nember cannol
respond t0 your commands.

L Credil Points: The tonus you will be paid
by the Company if your mission is
successful. Aim t0 oetthis as high as
oossible.

STARTING THE MISSION:

Firstly, you willneed t,) activate the
MT08. (Spectrum us€rs press the 0 key,
Amstrad users press tre SHIFT key).
When the MToB is activated, you will see
that the crew member; have already
blasted theirway into .he base, at room
1. ltyou directthe crew members
outside the base kom now 0n, they will
be unable t0 breathe. io it's not a g00d
idea!

Spectrum users can nlw select the
control method they r0quire-keyboard
or joystick - by pressirg the C key, and
selecting accordingly.

Amstrad users can play by either
keyboard 0r joystick atany time during
me game.

COMMANTIING THE
CREW MEMBERS:

Crew members are commanded
individually-the cre' membery0u are
currently able to comrnand has their
portrait displayed on the l\4T08.

Selecling a Crew Me ber
A c0nlidential crew sLmmary follows,
together with the key y0u need t0 press in
orderlo select that crew member:
RIPLEY...................................... R

Flight otficer. S0le survivor of the
Nostromo mission. Has witnessed
the Aliens before, and despite being
terrified she com')s 0utfighting.

GoRMAN....................................G
Lieutenant. The chief Space Marine-
but no previous nissions on his
record, and is liksly to crack-up
un0erexcess slrain.

HtcKs.............,............................H
Corporal. A colonial Marinewith a

talent l0r survival and fast reaction in
emerg€ncies.

qtsHoP.......................................... t
Executive otficer. An android
(artificial p€rson) -laster than any
human and dependable.

v4s0u82...................................... v
Private. She is tough, reliable, and
reacts well under presure.

BURKE.......................................... g
A Company man. Likely to be more
interested in money than in the lives
ot his companions.

Dilecting
The selected crew member can betold to
move up to I rooms at once in a given

direction. To do this, type any nunbetlrcn
I to 9, then innediately type a direction-
key N (North), S (South). E (East), W
(West) . Now select a dilfercnt crew
menber. This member will now move as
instructed. Note that if the crew member
reaches a dead end, a locked door, acid
bl00d 0r gets exhausted then they willstop.

You may also move a crew memberthrough
rooms by aiming the Smart Guns Sights
over the door, then pressing the SPACE
BAR,

Sman Gun^lideo control
Aim the Smart Gun by moving the Sights on
the Video Screen oo the lVToB.

Movement ofthe Smart Gun Sights will als0
causethe portable vide0 camerâ 0n the
helmet ofthe selected crew membert0 pan

around the room in the direction 0t the
Sights.

Control the Smart Gun as lollows:

Spectrum
l(ey -----

GunUP.......... .....:
Gun DoWN ...........:
Gun LEFI ............. :

Gun RIGHT ....... .. .. :

FIRE Gun.............. :

Amstrad CPC

---.--. 
^ey 

-----

Cursor UP (7) :

Cursor DoWN (6) :

Cursor LEFT (5) :

Cursor RIGHT (8) :

0 (number key) :

Joystick

UP Arrow
DoWN Arrow
LEFI Arrow
RIGHT Arrow
SHIFI

Push Forward
PullEack
Push Lelt
Push Right
Fire Button

Paus€ Gamc
To pausethe gameatanytime, pressthe P
*ey. Blast shutters will now cover the Video
Screen ol the MToB. The totalnumbero,
Aliensyou have desùoyed willbe displayed
now, together with theAlien Attack Wave
number. To restart the game, presslhe P
,(eytwrce.

Suicide Key/Rcste GamG
ll the pressurc gels l0 much, press M i(ey.

ADDITIONAL NOTES

Prorimity ffleler
Each crew member has a proximity m€ter,
which s0unds a warning whenever it detects
a life torm otherthan human in theircurrent
room. You can detect which crew membeis
Proximity Met0r is sounding. as a crew
member's nam€ will highlight on the MToB.
Select that crew member immediatelyt0
Inveslrgarc.

8io-ltecharical Groulh
Willappear in r00ms where Aliens have
passBd through. Unless cleared, these will
grow, creeping into the airducts in the
base, spreading to other rooms, and start to
fillwith Face Huggers and Alien Eggs. Keep
theArm0ury f.,ie 0l it. lfthe ControlRoom
0r Geflerating r00m become overun with
Bio-mechanical groMh, the lights willlail,
making y0ur nissi0n even m0re perilous.

Àllack UYavês

The m0re you Êxplore the base, the m0re
active the Aliens will becorne. The higher
the Attack Wave, the more restless the
Aliens! Blast Snutters will close 0n the
Video Screen t0 warn you ol a new attack
wave. Use the FIRE Gun command to
c0ntrnue.

oe.d Âliens & Acid Blood
oead Alien boCies vaporise very quickly.
Watch 0ut tora powerfulorganic acid which
may 0uze from an Alien when blasted with a
Smart Gun. This blood will destroy iust
about anything ittouches, including crew
rnembers! lfy0u seea poololAcid Blood in
front 0f a d00r don't try lo go through!
Smallamounts of acid blood willvaporise
fairly quickly.

0oors
Doors within the base may be sealed shut
by blasting the lock mechanism next to the
doorwith a Smart Gur. To go through a

sealed d00r, ilwillbe necessaryto blastthe
door also- it can never be sealed again,
however. Be a',vare that oueen Aliens or
groups of Warrior Aliens can break sealed
doors.

Some doors are exits from the base. lfyou
attempt to go outside the bas€, you willdie
fr0m atmospheric poisoning. Als0, the
Aliens move around outside the base-they
otten bypass parts of the base by going
around the outside and entering elsewhere.

0uÊ!ns Chamùe1
The Alien oueen lays her eggs here. ïry t0
get as many crew members here as possible

- and be prepared lor anything!

Capluled Creu/lmpngnai:d CrGw
The Aliens may capture crew members.
Then begins an impregnation process,
indicat€d by the 8io-Monitor Barturning
yellow. An Aljen stands guard whilst the
impregnating takes place. You cannot
command the captured crew mefiTber
during thistime, butyou can send another
crew memberto the same room. llthe
second crew member can killthe Alien
standing gLrard, the captive is freed. ll,
howeverthe impregnation is completed, all
communication lr0m that crew memberto
Jhe [,lT0B is lost, and the portrait will
chang€ to that of an Alien.

llewt
Newl is a little girl-the only surviving
colonistlrom the base. She knows lhe basê
welland has many hiding placBs - otten the
v€ntilation ducts. Any time you see her, y0u
will receive a bonus 0n your credit points. lt
is Iikely she wiil be lflghtened, and v/rll not
move. H0wever, il you tak€ youreyes otf
her. she will run back into the base and
hide.

You are aboutt0 realise thât Ripley was
right after all...
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