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Instructions for Play

Gameplan
The aim of tÏe gâme is to destroy âll
anacking ahens. After every l0 standârd
eliens ere shot, ân energy unit will appearj
destroy this and ân energf capsule will be
released. Chase ald collect the câpsule to
ohain erergy bombs (runtingtotal gained
displâyed ât boûom ofscreen). Once you
heve severel energy bombs you can blast a

hole through rhe moving force bârrier
surroundhg the Transporter Unit. Once a
large enough hole has b€en created guide
your ship into the transporter to hyper-

wârp to the next level.

Features
Energy Unitffi Eners/ capsûle a

Level I - Alien Complex Poitrts
Stândârd aliens - 20 per squadron,
I squadrons 100 points each x level



Enelgy utrits -
.pp..i .frer l0 sliem shot {lto pdrt
Meteorites -
slowly orbit planct sufecc 100 poiltt

Trensponcr Unit -
pcnctrate forcc barricr to entcr hypêr*âip

Lcvcl 2 - Couûtrysidc batdc zooe
As lcvcl I PLUS ,^\
Flyiag Saucims - \/
emit directiond missl€r 3m poiot!

kvel3-Lur..Laldsc.D.
As l-evel I PLUS
Moùer ship6 - f4Fl

emir homing missiles,
5 hits to bt st ro picccs 5|x) Frirts
Ettr. Lif. Boru!

LcYGI4 - Nishdlirbt
All haz-ards of l,cvcls l,2, 3 PLUS
No Trânsponer Unit
rod frnd missioû - otrcc 5 bombs ere
collected thc alicû conûol ship will appcar,
only direct hits with âll tve bombs will
destroy this ship ând complete the g8me.



How to Move Up
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Sp.c. fircs bombs
barricr.

How to Load
Switch mrchinc olf rhcù on
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