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THE STORY SO FAR:
Warrant otlicer Ripley, the sole survivor 0l
the star keighter N0str0m0, is picked up
fl0ating in deep space in a hypersleep
capsule. She is taken to Gateway Station, a
giant space station complex floating high
above the Earth - here she is interrogated
by a h0stile committee oftop Company
administrators. Her account 0f the alien
creature which gestates inside a living
human host is received with disbeliel, and
the c0mmittee ignores Ripley's lrantic
warning 0f an alien space ship containing
thousands 0f unhatched alien egqs.

Ripley is horrilied to learn that the remote
planet 0n which the crew ofthe Nostromo
encountered the deadly extraterrestr ai is
now inhabited by the C0mpany s spac€
engineers and their lamilies, who have set
up a colony base and a mighty Atmosphere
Processor to produce a breathable
atmosphere within the base.

When allcontact is lost with the col0ny,
Ripley reluctantly agrees t0 accompany the
elite squad of Space Marines to the d stant
planet. 0n arrival they l ind an eerie,
deserted base bearing signs ol a savage
struggle. Then, as night falls, the Aliens
come out.-.

TO LOAD 'ALIENS'-
THE COMPUTER GAME

Sinclail Spectrum "Allens" Cass€tle
lrsels...
1. Set-up y0ur Sinclair Spectrurn Computer

as detailed in the instruction b0oklets that
accompany your Computer.

2. ll you rvish to use ajoystick interface,
insert now and plug in ajoystick.

3. Switch yourW or monitor, Computer
and Cassette Recorder 0N.

4. Insert the "ALIENS" cassette into your
Cassette Recorder, and rewind to the
beginning.

5.lnout the following c0mmand 0n your
computer keyboard, then press the
ENTER key:
L0A0 " "
(lf you are usinq a 128K Spectrum, put it
into 48K Bas c mode before typing this
instruction.)

6. Press the PLAY key 0n the Cassette
Recorder.

Amslrad CPC "AUEt{S" Cassetle Users...
1. Set-up yourAmstrad CPC Computer 10r

cassette usage as detailed in the
instfuct on booklets lhat accompany y0ur
c0mpulet

2 l i you wrsh to !se a joystick i lsert it now.
3. Switch y0ur Aflrskad Compuler and

lVonitor 0N.
4. Insert the "ALIENS ' cassette into the

Cassette Recorder and rewind t0 the
begrnnrng.

5. H0ld down the C0NTR0L key and press
the sma ENTER key.

6. Press the PLAY key on the Cassette
Recorder, then press any keyon the
keyboard.

Amslrad CPC "Aliens" oisletle Users...
'1. Set-up your Amslrad CPC ComputBr i0r

disk usage as detailed 0n the instruction
bo0klets that accompany y0ur C0mputer.

2. l lyou wish to use a joystick, insert it
n0w.

3. Switch yourAmstrad Computer and
lVonitor 0N.

4. Insertthe "ALlENS" diskefte into the disk
dnve.

5. Type the following iny0urcomputer
keyboard, then press the ENTER key:
RUN "DISC"

The "ALIENS" game will n0w load into your
computer. The credits and tit lBs wil l s00n
appear-attera short while the gam8 will
c0mplete loading and you can beoin y0ur
mtsst0n.

YOUR MISSION
To retain control0fthe base by any means,
keeping all crew members alive.

You command six crew members on an
exploration 0f the base. Studythe attached
Dlan 0fthe base, and add to it any data you
gather during your mission - room
locations lorexample. Ripley suggests that
you willneed to getthe crew members t0
the oueens' chamber - Room 248.

The crew have set-uD the luobile Tactical
operations Bay (MToB) in the Armoured
PersonnelCarrier, just outside the colony
base. You will remain here and direct the
other crew members alound the base using
the MToB to monit0rtheir pr0gress.
Technical s0ecs. ofthe l\4T08 foll0w:

1. vide0 Screen. Receives signallrom
p0rtable video camera strapped to the
helmet 0l the selected crew membBr.
Display may be moved left 0r right by
movin0 Smart Gun sights. Enables you t0
sBB in realtime what the selected crew
mem0er rs expeflencrng.

2. Snai Gun Siqhls. [. l1ay be n]oved left.
I l9hl, up or dowr. Eacn crew mamber
has 1 Smart Gun, which is a cornputer
aimed, video targetted automat c
weapon. ldeall0r blasting any bio-
mechanical growth, locks, d00rs 0r other
objects you may encounter as you
explore the base. Use Smart Gun
cautiously, as each crew mBmber only
carries a l imited amount of ammunition
lor their Smart Gun.

3. Selecled Crew tlember Porlrait. The
name olthe selected crew member is
displayed abovB their portrait.

4. 8io-Functions Trace. lvechanism that
olots the critical health status ofthe
selected crew member- including heart
rate, breathing etc.

5 Ammunition LeYel. The amount of
ammuniti0n being carried by the select8d
crew member. This may be automatically
tapped up by entering the Armoury room.

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

7. R00n l{unber. The location within the
base 0fthis crew member. lfth8re is n0
number. the crew member is dead and
has become an Alienl

8. 8i0-1t0nil01 8ar. Linked t0 the Bi0-
Function Trac€. the monitor serves two
functions:
1) Life Status:AGreen bar indicates a

healthy crew member. A Yellow bar
indicates a crew memberthat has been
captured bythe Aliens and is being

impregnated. A Prple or Pink bar
indicates that theelected crew
member has beermpregnated by the
Aliens, and can nrlonger be saved.
No bar indicates bt this cr€w
member is dead, nd has become an
Alien!

2)Stamina: Every mve tires the crew
member, and thioar will reduce in
size accordingly. est restores the
stamina. lf the babegins to flash, this
crew member is most exhausted -
selecta ditferent rew member in
order that this onmay resl. An
exhausted crew rEmb€r cannot
respond to your cmmands.

g. CrcditPoinh: The bnusyou wil lbe paid
bythe Company il yur mission is
successlul. Aim t0 !t this as high as
possible.

STARTING TH MISSION:
Firstly, you will need tactivate the
lVToB. (Spectrum usB press the 0 key,
Amstrad users press tb SHlff key).
When the IVToB is actated, you will see
that the crew memberiave already
blasted their way intole base. al r0om
1. l l you directthe cre' members
outside the base from 0w on, they wtll
be unable to breathe, 9 rt s not a g00d
r0ear

Spectrum users can nw select the
control meth0d they (u re - keyboard
0rloystick by prBSSiq the C key, and
selecting accordingly.

Amstrad users can pla by either
keyboard or joystrck alny time during
the game.

COI\4MANDNG THE
CREW MEIIBERS:

Crew members are cormanded
individually - the crewnember y0u are
currently able t0 comrand has their
portrait displayed on te MT08.

Selecling a Crcw lrlerbel
A confidential crew sumarylollows,
together with the keyru need t0 press in
orderto select that cr|/ member:
RTPLEY.. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .R

tlight officer. S0lsurvivor ol the
Nostromo missio. Has witnessed
the Aliens before,lnd despite being
terrif ied she comr out f ightin0.

GoRM4N.. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .G
Lieutenant. The cief Space Marine-
but no previous nssions 0n his
record, and is likq to crack-up
under excess stra.

HtcKs.. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .H
Corporal. A colonial Marine with a
talent for survivaland fast reaction in
emergencies.

qtsHqP.. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  t
Executive officer. An android
(artilicial perso n) - faster than any
human and dependable.

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

qURKE.. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  B
A Company man. Likely to be more
interested in m0ney than in thB lives
of his companions.

Directing
The selected crew member can be told to
move up to 9 rooms at once in a given
direction. To do this, typ e any nunber fron
1 to 9, then innediatelyUpe a direction
key N (North), S (South). E (East), W
(West) . Now select a ditterent uew
memb€r. This member wil l now move as
instructed. Note that f the crew member
reaches a dead end, a locked door, acid
blood 0r qets exhausted then they wil l stop.

Y0u may also move a crew memberthr0ugh
ro0ms by aiming the Smart Guns Si0hts
over the door, then pressing the SPACE
qAR,

Smarl Gunivideo conlrol
Aim theSmart Gun by moving the Sights on
the video screen on the MTo8.

Movement 0i the Smart Gun Siqhts wil l also
cause the po(abie video cameraonthe
helmet0l the selected crew membert0 pan
ar0und the room in the direction 0f the
Sights.

Controlthe Smart Gun as fo lows:

Action Spectrum
----- Key -----

Cursor UP (7) :
Cursor DoWN (6) :
Cursor LEFT (5) :
Cursor RIGHT (8) :
0 (number key) :

Joystick

Push torward
Pul lBack
Push Lelt
Push Right
Fire Button

Gun UP. . . . . . . . . .  . .  . .  . .  :
Gun 00WN... . . . . . . . . :
Gun 1EFL.. . . . . . . . . . . :
Gun RIGHT . . . . . . . . . . . :
FIRE Gun.. . . . . . . . . . . . . :

Amstrad CPC
----- Key -----

uP Arrow
DoWN Arrow
LEFI Afiow
RlGHTArrow
SHIFI

Pausc Grmc
T0 pause the game atany time, press the P
key. Blastshutiers rvillnow coverthe Vide0
Scieen of the MToB. Thetotal number of
Aliensyou have destroyed will be displayed
now, togetherwith the Alien Attack Wave
number. T0 restartthe game, press the P
key twice.

Suicids xey/Restarl Ganc
ll the pressure qers I0 much.ptess M key.

ADDITIONAL NOTES
Prorimity lllelcr
Each crew member has a proximity meter,
which s0unds a warning whenever it detects
a life f0rm other than human in their current
room. You can detect which crew member's
Proximity lVetei is s0unding, as a crew
membels name will highlight 0n the |VT0B.
Select that cre$ member immediately t0
investigate.

Bio-mechanical Growth
Wrl appear in r,)0ms where Aliens have
passed thr0ugf. lJnless cleared, these wil l
grow, creeping nto the air ducts in the
base, spreadin! t0 other rooms and starl to
li l lwith Face HLggers afd A en Eqqs Ker!
the Arm0ury lrr." oi it. l l  the C0ntroi Ro0m
orGenerating rrom become overun with
Bio'mechanical g roMh, the l i0hts wil l lai l,
making y0ur missr0n even m0re perilous-

Ailack waves
The m0re you explore the base, the more
active the Aliens wil l become. The higher
the Attack Wave, the more rBstless the
Aliens! Blast Siutters wil l close 0n the
Video Screen t0 warn you 0f a new attack
wave. Use the flBE Gun command to
continue.

oead Aliens & Acid Blood
oead Alien bod es vapomse very quickly.
Watch out l0r a powerful0rganic acid which
may ouze lrom an Alien when blasted with a
Smart Gun. This blood wil l destroy just
about anything it t0uches, including crew
mBmbersl l ly0u see a poolol Acid Blood in
front of a door, don't try t0 go thr0ugh!
Small amounts of acid blood wil l vap0rise
tairly quickly.

Do01s
Do0rs within the base may be sealed shut
by blasting the lock mechanism next t0 the
door with a Smart Gun. To go through a
sealed door, it,^/ill be necessary to blastthe
d0or also- it ciln never be sealed again,
however. Be aware that oueen Aliens or
groups 0f Warr orAliens can break sealed
doors.

Some doors are exits from the base. ltyou
attemptto go outside the base, you willdie
trom atmospheric poisoning. Also, the
Aliens move around outsidethe base-they
often bypass parts 0l the base by going
around the outside and entering els€where.

0ueErs Chanber
TheAlien 0ueen lays her eggs here. Try t0
get as many crew members here as possible
-and be prepared for anything!

Caplurcd Crew/lmpcqnated Crew
The Aliens may capture crew members.
Then begins an impregnation process,
indicated by the 8io-M0nitor Bar turning
yellow. An Alien stands guard whilst the
impregnating takes place. Y0u cannot
command the captured crew member
during this time, but you can send another
crew member to the same room. lfthe
second crew member can kil l the Alien
standing guard, the captive is keed. lf,
howeverthe impregnation is completed, all
communication from that crew member to
the lVT08 is lost, and the portrait will
change to that of an Alien.

ilewt
Newt is a l itt le girl-the only surviving
col0n stJrom the base. She knows the base
we and has many h dirq places Olten the
refl al ot ducts Anl t n-re y0u see her y0!
w rece ve a b0nus on y0ur credrt pornts. lt
rs lrkely she wrll be tf lghlefed, and w nol
move. However, ifyou take your eyes oli
her, she wil l run back into the base and
hide.

You are about to realise that Ripley was
right aftBr all...
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