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ALI ANTS
The Desperate Battle For Earth

The year is 2202 AD. strange and hostile ant-like creatures
now rul e the planet, enslaving alnost all of humanity to
harvest Earth's abundant resources! A small band of hunans
managed to escape to an outpost known as Val |l ey Forge,
carefully hidden in a nearby asteroid belt. Here they
awai t, hoping for the chance to destroy the Aliant race and
free their dying world.

That wait took 99 years...

In 2301 AD, an Aliant deep-space nmessage was intercepted by
the Earth asteroid base known as Vall ey Forge. Wen
decoded, it was found to contain the coordinates of where
and when the Aliant shipnent of Power Qystals would enter
the Solar System The Power Gystals were the last step in
maki ng their new shi ps!

The tinme to retaliate was NON The Val |l ey Forge commanders
knew that their only hope was to STGP THAT CRYSTAL SH P
There was only one vul nerabl e point, the exact time when the
ship appeared out of warp. To capture it would take pin-
poi nt shooting in order to disable the ship w thout blow ng
it up. The Earth Force Conmandos, could then use the Power
Cystals to launch their own attack!

It would require extraordinary courage and skill to capture
that ship. The Earth Force |leaders sent out the call to
every pilot to cone to Valley Forge and qualify for the nost
desperate mission in the history of the human race!

As one of the finest pilots in the asteroid belt, you accept
the call, and set your ship's course for Valley Forge.

As you approach Valley Forge, you are checked by ID scan and
iven permssion to enter the base. Valley Forge is quite
arge tor an asteroid, and to enter, you nust overcone the

gravitational turbulence caused by the force fields hol ding
in the atnosphere.

You nust concentrate on keeping your joystick sensor
centered in your viewscreen. Veer too far off and you will
crash the ship. |If you land successfully, you will be
greeted by the base commander and shown to the briefing room
where the other pilots are gathered.

In the briefing room you will be told about the threat and
shown the simulator. The simulator has been constructed to
be as close as possible to what the pilot will see when the
Aliant Qystal Ship comes out of warp. Your conputers will
tell you where the nost vul nerable points are on the eneny
ship. Your mssion is to attack only those points. |[|f you
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hit them successfully, the conputers predict you will
di sabl e the ship.

There will probably be 3 weak spots, and you will only have
5 sho;cs to hit them You nmust hit at least 2 of the 3 weak
spot s!

The Earth Force figures that the eneny ship will be able to
fire back, even though it is a carrier and not a fornal
warship. The Simulator will be show ng the eneny firing
back, take too many hits and you will becone disabled. Only
the pilot who scores high enough in the Sinulator will go
out on the mssion itself.

If you are that pilot, you will be promoted to Captain and

sent off to capture the Gystal Ship! If you succeed in
ca[zt uring the ship, you will be pronoted again and will be
asked to nmarshall Earth's forces!

You will then be given a code word to use when entering the
Lexi ngton, the Earth Force command ship, and a special disk
containing instructions on conducting traini ng nmaneuvers
with the new Earth Force ships powered by the Al i ant
crystals. Be sure to enter the code word correctly when you
enter the Lexington!

You wi |l be given orders that will show you how to
communi cate wi th your other ships fromthe War Room Battle
Qid O the bottomof the screen, you will see the list of

shi ps under your command. e the <RETURN> key to nove
through the list of ships ( on the 64, use the up and down
arrons ). Wen you want to give orders to one of your
conmmanders, nove to the one you wish to speak with and press

the <SPACE> bar. Your communications screen will then
appear .

Wien fighting a battle in the WVr RoomGid, an Earth ship
that encounters an eneny and wins will remain in that sector
until given new instructions.

There, your conputer will tell you the location and status

of the ship you selected, along with its remai ni ng Bul |l et
fighters and probes. The Bullets acconpany each Carrier
wherever it goes, and the nunber of Bullets remaining
det erm nes each commander's strength.

When you enter the Main Deck display, the Carrier you have
selected is anaiting orders. On the 64, the coordi nates
are highlighted, on the ST they are not. Enter the
coordinates for the for the chosen destination. Wen they
are correct, press the <RETURN> key. Then, Probe 1 is
awai ti ng orders. Type in the coordinates and hit <RETURN>.
Do the sane for Probe 2. Now, the Carrier is awaiting
orders again. You may change your orders as much as you



wish in this display by hitting <RETURN> until the Carrier
or the Probes are going where you want them Wen you have
no nore orders for that ship or its probes, hit the <SPACE
BAR> to return to the Battle Qid.

Probes are the only source you have of know ng where the
eneny ni ght be. our ships are highlighted on the grid, but
the Aliants are not. You will only know for sure where they
I|eb|f they enter one of the sectors scanned by one of your
Pr obes.

Your goal is to capture and occupy the 4 sectors that
surround the Earth, seen at the top of the Qid. These are
nunbered A3, B4, B5, and A6. (nce you have secured those
sectors, you can launch your attack on the Aliant |eader in
orbit around the Earth itself.

Your command ship, the Lexington, renains in orbit around
Vall ey Forge until the Earth Force has occupied the sectors
around the Earth. ily then will the Lexington join the
fray, for only the Lexington has Pulsar blasts and Heat
seekers. These will be needed to defeat the Aliant

fl agshi p.

Ohce the sectors surrounding the Earth have been occupi ed
and valley Forge is still surviving, you can begin the
attack on the Aliant enperor. The nunber of carriers and
bullet fighters remaining will determne your battle
strength.  Fromthe command consol e of the Lexington, you

will use your joystick Fire button to send pul sar blasts.
Once you have nade several hits on the Enperor, you can then
fire r3-1our Heat Seekers by using the Space Bar. e nore you
hit the Enperor's ship, the slower he will nove.

@od luck on this all-inportant mssion! Renenber, the
amount of strength you have at the end of the final battle,
as well as your performance in the Sinulator and Capture
mssion, wll determne your final rank.

LQADI NG | NSTRUCTI ONS

ATARI ST

Put disk that says ALIANTS into Drive A°  Turn on conputer,
click left mouse button twice on ALIANT.PRG Gane wi | |

| oad, you may watch Prelude or once drunbeat begins you can
hit <RETURN> and the ganme will begin. Joystick required.

b4/ 128

Turn on your conputer, turn on nonitor and disk drive.

Pl ace disk face up in drive.

Type: Load"*", 8,1 When READY pronpt appears type RN  You
must be in the B4 nmode on your 128 for Aliants to work.
You may watch the prelude or once drunbeat begins you can
hit <RETURN> and gane will begin. Joystick required.



(Note: Aliants contains its ow quick load routine, but
still works with rmost fast-load cartridges.

| BM Cne drive machi nes

riFQ.equ res one double sided drive, MSDOS (RC DCB) 2.0 or
i gher.

1. Renove any cartri ?\i/%es if machine is so equipped.

2. Boot your master DCS or PCDCS di skette in drive A

3. You nust have IBMor conpatible col or graphics adaptor.

4.  You nust set your column width to 40. Type: QO 40.

5 Type: B

6. You will be pronpted to swap disks, put your Aliant

| abel ed disk face up into your drive when asked for your

drive B disk, and put your naster DOB disk into drive when

asked for your drive A disk.

7. Type: START to begin play.

| BMTwo drive nachines
Requires two double sided drives with MBDCS (PCDCH) 2.0 or

hi gher
1 Followdirections 1 and 2 and 4 and 5 above.
2. Insert your Aliants disk in drive B

3. Follow step 6 above.
Joystick or keyboard.





