ity
< O
 CapnTn ER

| | LICENSED BY SEGA ENTERPRISES, LTD. T
T-1301H FOR PLAY ON THE SEGA SATURN™ SYSTEM.




e The Sega Saturn disc is intended
for use exclusively with the Sega
Saturn™ system.
bend it, crush it, or sub
liquids.
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WARNING: READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while
playing video games may induce an epileptic seizure in these individuals. Certain conditions may
induce previously undetected epileptic symptoms even in persons who have no history of prior seizures
or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician prior fo
playing. If you experienced any of the following symptoms while playing a video game - dizziness,
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or

convulsions - IMMEDIATELY discontinue use and consult your physician before resuming play.
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GAMe CONTROLS

Default Controls for Turret Control
Directional pad moves turret around

A Button: Fire Projectiles

B Button: Fire Missiles

X Button: L.eave Turret

C Button: Switch to the next turret it using guns
from VOS

Default Controls for the VOS
Directional pad to select a node

A Button: Enter node

B Button: Exits node

X Button: Exits the VOS (Exit a node first]

L and R Button: VOS Map zoom in and zoom out
On some pages B is required to select an option

B Buttons: Exits VOS/enters

Default Controls for Base Exploration
Directional pad moves around base

A Button: Fire gun

B Button: Calls lifts, LIMO and access
a YOS terminal

L and R Buttons: Side step to the left or right

The START button can be used to pause the game and give
access fo in-game options for loading and saving of your current
position. Use the directional pad to select a menu item, and button
A to select it. Pressing X or START again will cancel the menu
and continue play.
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Other Control Information
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You have a limited number of Combat Droids at your disposal, so
use them wisely.
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ow to Place A Combat Droid

. Press X to highlight droid.

. Press X again to move to Area Select.

. Press Up or Down on the D-Pad to choose the area and Right
or Left to choose the level.

. Move droid to desired position with the D-Pad.

. Once you've chosen the location, press Y to launch droid.
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press X.

ihlight “Deploy” under the Reconnaissance Droid, press X.
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INTRODUCTION

Introduction
Defcon 5 is a military term for “absolute peace”, and exactly
what the Weapons Division of the massive Tyron Corporation do
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Elevator To
Admin. Level 6

P

T 2 A A R
£ R
SR
i e R
s R e S
e A .s.n....“..n.,...}.l. e s T e
:: R e S
SRR
S T 3 o
4 2 .o...ﬁ”....p.. T oy

o

T e L e e T
Lo
PR S
I & R
i R

S
e
T

L

E S
P
S ﬁmﬂm T
wﬂﬁ%%ﬁ S ,._..MW
e e
- A

va

Limo Station

Starting Point

GETTING STARTED

turn left,

then go right o the elevator. Press B
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GETTING STARTED cont

8. Continue heading towards each red Tyron emblem, they will
| lead you around to the left to another elevator (you can pick
sp extra ammunition by grabbing the item in the corner on

i

e way to this elevator).
fo call the elevator, select Control Room and press X
elevator.
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INSIDE THE INSTALLATION
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INSIDE THE INSTAWLATION conr

nside the Turret

Turret Temp.
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UsiNng THe VOS

The VOS (Virtual Operating System)
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security clearance, you can literally control almost ey
aspect of the defense station. The VYOS can rc
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Tactical

Base Status

Defense Systems

Defense Status
Droid System
Software Control
Turret Control
Emer. Com.
Facilities

Escape Systems " I Mi :%f " ;*3‘“;
Inventory Control

Self Destruct

Station Map External Comm.

Operations Local Com. .

Emerg. Com.
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UsING THe VOS oo ;

system when manning a turret through the VOS.

C. Emergency Communications - [n space, no one can
hear you scream... but when you activate the Emergency
Communications node, you can cry and plead to the
Tyron Mothership, the Dinex Mining Installation, or even
to the Tyron Corporation Headquarters. Note:
Emergency Communications are only available in an
“emergency” situation. No premature pleading allowed.

D. Facilities

® Escape Systems - This screen tells you whether there’s
escape shuttles and fighter escorts in the hanger (It's
tough fo flee a defense station under attack on foot) and
will also give you the likelihood of a successful escape.

° Inventory Control - Reload your turrets and check your
ammunition stock at this screen.

E. Self Destruct - When in doubt, blow the place up! Of
course, you'll need the proper security clearance to do
something this radical. You don't think the Tyron
Corporation would let ANYBODY blow up a multi-billion
dollar defense station, do you?

F. Station Map - Scan any level of MRP-6F or check out the

position of your Combat Droids or see where any nasty
“intruder” might be. You can also determine the air

quality of any area by its color on the map.

2, Operations

A. Base Status - See description under "Tactical”.

B. Droid Systems - See descriptions under "Tactical”.

C. Operational Status -

e Defense Status - See description under "Tactical”. i

* Environmental Status - A breakdown of the air quality J'
and power systems within MRP-6F. Obviously, the worse
shape the defense station’s environment is in, the harder
it will be for you to breathe. Blowing away alien intruders
will pollute the environment within the immediate area.
Likewise, the destruction of Combat Droids will also
contaminate the air. The VOS will. automatically seal off

5




UsING THe VOS o

areas that are deemed “unfit” for humans. By the way, alien
intruders and droids don’t need oxygen to survive. We just
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HINTS

o A "travilator bridge” connects Level 5 of both Domestic and
Administration together, offering an easy short-cut between
these two areas - which is very important if the LIMO station in
Administration is shut down due to damage.

e Hanger A contains the escape shuttle. A fighter escort is
suggested in order to guarantee pilot safety. Should the
Hanger A LIMO station shut down, a service walkway tunnel
runs from the Service Levels directly underground to Hanger A.

* Tyron Security Protocol information is available from the
Archives section of the VOS. It dictates that should base security
be compromised to the point where a hostile take-over
becomes inevitable, remaining staff should activate the self-
destruct mechanisms and attempt to escape. The VOS is
programmed to selt destruct the base automatically should the
staff be unable to, so keep a close watch on environment
status and listen for YOS warning messages.

e Remember where the LIMO stations and important elevators
are, as you will need to know this in order to travel to the
turrets should you be attacked (or to make a quick escape if
things look bleak).

e The Tyron Corporation technical data, available in the
Archives section of YOS contains useful information for
adjusting the defense software’s performance.

° In the event of invasion by other forces, try and use VOS

terminals which give you an easy escape route should you be

tracked.

e The VOS systems includes a full station map. It is recommended
that Cyberneers make time to familiarize themselves with all
VOS systems in case the situation requires it.

e There are three different PADs that can be found within
MRP-6F, however only two of the three are essential for |

~winning the game. The Droid PAD and the Self Destruct PAD |
are necessary, you can win without the Software Control PAD.

e Medical Supplies can be found near the Control Room and in ;
the recreational sections of the Domestic building.

e When sending Reconnaissance Droids to scavenge the wreck
age of a downed ship, pay attention to which colored dots net a
you valuable items. Ditterent colored dots represent different
types of enemy ships and some enemy ships are more
valuable than others.
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HINTS conr

e Escape Systems in the Facilities section of the YOS shows you
a summary of items you need in order to saftely escape MRP-6F
e For greater accuracy, turrets should be controlled manually
(unless you're a really lousy marksman). Because of sabotag
to the defense software, computer controlled tu (Glalen

ok

hit their target approximately 20% of the time |

Control section of the YOS)
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(408) 286-7080.
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