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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light
natterns or flashing lights. Exposure to certain patterns or backgrounds on 2 television screen or while
nlaying video games. including games played on the PlayStation game console, may induce an epilep-
tic seizure in these individuals, Certain conditions may induce previously undetected eplleptic symp-
toms even in persons who have no history of prior seizures or epilepsy. If you, or anyone in your fami
ly, has an epileptic condition, consult vour physician prior to playing. If you experience any of the fol-
lowing symploms while playing a video game — dizziness, alterad vision, eye or muscle twitches, loss
of awareness, disorientation, any involuntary movement, ar convulsions — IMMEDIATELY discontinue
use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not eonnect your PlayStation game consols to a projection TV without first consulting the user man-
ual for your projection TV, unless it is of the LCD type. Dtherwise, it may permanently camage your TV
screen.

LJSE OF UNOFFICIAL PRODUCT:
The use of unofficial products and peripherals may damage your PlayStation game console and invall-
date your console warranty.

HANDLING YOUR PLAYSTATION DISC:

» This compact disc is intended for use only with the PlayStation came console.

* Do not bend it, crush it or submerge It in liquids,

* Do not leave it in direct sunlight or near a radiator or other source of heat.

» Be sure to take an occasional rest break during extended play.

» Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case
when not in use. Clean the disc with a lint-free, soft, dry clath, wiping in straight lines from center
to puter edge. Never use solvents or abrasive cleaners.
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[<row vou of the voyage of Valdemar? Where plansts yeld thair tersikle secrets and
cresturas from another time devour the stars in the night sky, Where future {rilzes utter

your name as legend. Where nightmares hold no fear, as the living is the darkness.
Co you rememiber YValderar?

I am Valdemar. Learn. Teach. Remember.
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SETTIMNS Oir=

Set up your Console according to the instructions in its Instruction Manual, Insert the COLONY WARS RED
SUN disc and closs the disc cover.

Turn the Console OM at the POWER buttor. 1L s advised that you do not insert or remove peripherals or
MEMORY CARDS once the power is turned on.

Make surs there are ernugh free blocks on your MEMORY CARD kefore commencing olaw,

PLEASE NOTE: all screenshots for this manual have been taken fram the Erglish version of this game.
Samz screershots mighl have been taken from pre-completicn scresns that differ slightly feom those in the
finizhesd game.

[here are a number of cinematic secuences throughout COLONY WARS RED SUN, which can oe skippad by
pressing the E.-,H', button or the ﬁ Birzbar.
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Contrel yeaur craft with the precision and expertise guaranteed by the DUALSHICK™ analoo controller |
Defivering the accuracy of analog contiol, the ELM.SE-UEH"‘ar'EIfcq controller lets vou feel the impact of space
battle when used with the vikbration functicn terned OM. In addition to the regular game centrols, use the Ledt
stick of the DUALSHOCE™ &Analog Controller to steer the craft,
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The internal coclkpit is the default viswpoint. Press the E button, when in-game, 1o choose other
1UD wiewpaints,
Astro-Con Ships’ Systems (ACSS) standard HUD:
View shown: External
L g g 1 Comms Window: This s where hale-communications feom

Toke & tfeep breaih, Veloenar We're gaing in SR &llizs or enernies will appzar. Their speech will appear as
i text for increased clarity, Oocasionally messages will

appear without speech ora holo image; these will usuzlly

be mission prompts from your onboard AC55 Artificial

Intelligence Linit,
2 Timer: Only disolaved during time-lmitad missions,

3 Directional Tarcet Finder: The Rirectional Target Finder is
a tri-crosshair which shows where your primary weapons
will hit. Around this crosshair is a ring of dots which
expand and coniract depending on the screen position
and distance of Uhe nearest obiecl {or locked targets.

An areow will point in the direction of the target if it's
naving off screen.

Targel Reticule: The Target Reticule identitias the nearest ohject to your crosshair, displaying 1= allegiancs,
Green (friendlyl, Yellow (neutrall or Red {enemy:, and its direction of travel (saown by the smaller reticule in
front of it). The position of this reticule has oeen calibrated so that shots fired at it shouid hit the object,

If there is no smaller rezicule, the object is either stationary, or heading directly away from, ar towards you.
The reticule will be Purnle in cofor if vou have locked on to this object as a target. Mo other objects will be
ploked up while the roticule is target locked-on an object, Guided missiles will anly he effectiva if fired at a

B

target locked object,
System Information: This purple Lext informs you about routine aperaticns, shields réstored, grapple attached

5
and so on, You should keep an eve on these msssages,
6 Lock On: This is a warning message. [t will flash up when your ship has been locked cnta by a powerful tar-

geting syster, usua'ly that of an Autarmated Defense unit. When it flashes, it is advisakle te check

vaur surroundings.

Incoming: This is 2 warning message, [t will fiash up when a missile has bean launched ard 15 closing on your
ship, It gives wou tims to launch a flare, or take evasive action.

-d

£ Shields: This is a warning message. It will flash up when your shislds are about to fail as a result of damage
sustained. The message “CRITICALY will flasn up in this position instead when your ship's hull is akoul Lo be
destroyed as a result of damage sustained, : -




9 Owverheat: This is a warning message, It will flash up when your shin's systems are overheating due to rapid
firing of weapan systams or prolonged use of vour Afterburners, Affected systams will cut untl they coal off
slightly, 'While averheated vou will net be able to use Afterburners or fire ®rimary Weapons.

10 Radar: This shows the reflative positions arnd allegiance colors of all the oojects In yous vicinity, Oajects dis-
played as triangles, point upwards 1F the obkject is in froat of vou, and point dowrward it it is behind you.
Enemy craft appear as #ed, whilz friendly craft appear green, and nautral are yelow. & trigngle with a box
around it, corresponds with the object currently in your largel reticule. 17 one of these items 15 colored purple
[his denotes Lhatl you have locked-on 1o it as a target object

11 Shield/Hull Meter: This bar denotes the state of your shields and hull. The green in the bar represents your
shisles, this will decrease ac vou recaive damage, howsver thay will recharge over tims, Benaath this is a rec
bar which represents your hull, this too will decrease as you take damage, but will nat repair itself,

12 Speed: This bar denotes your ships speed, either forwards or in révarse, The bar 15 purple when vou are
travelling farvaairds and bBlue when in reverse, The icon to the left will also Fip o denote the direction you
are traveling.

13 Heatup Meter: The Heatup Meter displays the amount of heat generated by weapon usage and Afterourner
Uze, The higher the meter the more damage is being dore o vour ship's systems

14 Primary Waapon: This text shows the Primary Weapon currently sslected and active.

15 Primary Weapon Icon: This ‘con denates the 2rimary Weapor currently selected 2nc active, 'noa guick, =asy
to reference way.

16 Harc-points Filled: This number denotes the amount of weapons of that type installed and active on your ship,
in zhis case three lazer MIC 1] weapons,

17 Target Shielda/Hull Meter: This bar dznotes the state of the shiglds and hull of the cbject currently in the
Targe: Reticule or Targel Locked. The object’s shields are sepresenied by the greenin the bar and will dimin-
Ish 25 darnage is taken, Tae object’s hull is represented bensath this by a red bat, which will also decrease as
it takes damage.

18 Targe: Information: This hox refers to the object currently in the Target Reticule or Target Locked. It snows
information such as the allegiarce, class ard stale of health of the target.

19 secondary Weapor: Displays the Secondary Wezpon currently selected and active.

20 secondary Weapar Icon: Displays the Secondary Weapon currently selectec and active, in a guick and easy
ta reference way.

21 Amount Loaded: This number denctes the amount of that type of Secondary Weapan loaded and ready
Lo usefTire.
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Use the directicnal buttons te highlight an cption, then press the %8 buttan to confirm. To =eturn to the previ-
ous mend screen without accepting ary options changes, press the butan.

SET T IS &ST e Ti=e
After a short introductory maovie, the Main Kenu will be displayed.

MMErsl missSriad

F] AR BT

bt

LOGON go to Legon Menu
TRAIMING MISSIONS go to Training Missions Ment
CPTIONS go to Optiens Menu
RESTART GAME use this option to begin again

-

CREDITS views the team credits

MISSION SELECTION

For each solar system, the available missicns will be displayed on
the bars in the top right hand corner of the screen. You can atiempt
any of these missions in any order. As you comiplete each assign
menl, mare missions will be displayed, until the amourt of wark
availahlz In that salar systerns has dried ugp, or you have maoved on.
=rass the E buttor on any of the mission bars to recelve a ful
Mission Brief, which will be displaved in the left-hand box. The
PEBCI WMission Brief gives you all the information vou need (o complete the
' mission. Your mission objectives will be highlighted, Alfies or ene-
mies will be displaved n the lower bex with a reference

picture and extra infornation,

Select =< LAUNCH: = to cormrnence your chosen mission. Select < <DECLINE MISSION= > | you ¢o net
wish o engage in combat, Select << PAUSE BRIEF>= = 1o stop the briefing text mid-Tlow.




Select < <CONTIMNUE == to resune the briefing text flow. Select <<RESET BRIEF=> > to read the mission
brief again from the starl. In assignments that require soecific aguipment, you will need those items before you
can kegin the mission. Declirirg the mission will allew veu to l=ave the Mission Selection screen, purchase the
requiraed items in the Upgrade Parts screen, and then return, Your Credits (CR) are displayed to the lefL of the
mission bars. The figures ~epresent the contract price that you will be paid on successful comaletion of the mis
siar. During the game, The General will act as your gulde, He will prompt you and advise you, Certain missions
will “eature The Gereral’s Engram Link, in the bottom left box, These missiors will bring you closer ta your
pveritual destiny, but they are more challenging and should enly be attempted when you are confident that you
have encugh experience and eculpment to make vour mark

UPGRADE PARTS

When the maney you earn from completing missions starts to roll In, you can upgrade certair parts of your craft
for superior performance. On each craft, you have access to & number of *hard-points’. You can attach weapens
ko the hard-noinis, The hetter the craft, the more hard-polnts it -will
possess and the greater chafce you will have when it comes te attach-
ing weapons and upgrades. The leti-hand box contzins a8 rumber of
circles that renresent the availanole hasd-paints far vour craft (these
vary frem ship to shipl.

If they are in use, thay will show an itern icon and the Htem rame.
Your gvallanle credits are displayed in the botiom right,

Select << WIEW STOCIK ITEMS ==to cisplay the items available
Ly, These items CNange 35 you progress fron LN LD SYSTEM
zno their availability iz affected by yeur rating. Toggle left and right
tor shiow the different items, their name, description anc price. You
cannot ouy or sell in this mode so press the @' button to exit. To sell
an item from .z haré-paint, select < <SELL HARCPOINT ITZM = =. The first karc-point will then tlash anc the
salz value will be shown in the box at the bottom, Toggle left and right through the hard-peirts until you rsach
ong you want to se!l and press the ﬁ button to sell it, The credis will then be deposited in your account,

lo buy an tem select < <EQUIF HARDPOINT ITEM>=. The first hard-point will flash. Toggle left and right
through the hard-points 1o equip a hard-point and prezs Lhe ﬁ buttan to access the menu of availzsble items you
can aquip fo it

logole left and right to celect the 'tem and press the €8 butten to buy is. If vou don't have the avallable funds to
buy an item, the price wiil ke dispayed in red and you will not be abls te select the item

(MOTE: missilesftoraedoesflares are a special casa, Mulliple missiles of the same tyoe can pocupy one
hard-palnt, so you can eauip & hard-point which has & lype of mistile in it by simply pressing the ﬁ bullen Ter
each additional missilel. The cost of any iterns bought are decucted from your credits and the item appears on
Lme hard-painl.




You can then toggle to the next hard-point 1o buy more items, After all the buying and s2lling is done, you can
choose to acceps or decling the trade or press the Li] Eutten to reset,

UPGRADE SRHIF
e e As you make progress, the missions get harder and to stand a chance wou

really 2nould invest in superior ¢raft Superior craft have better speeds,
sleeker aoceleration and extra hard-points for weapon upgrades,

Ine Upgrade Ship Screen dispiays the current ship name ano its trade
value, The sight circles inn the center represent hard-points. The number of
highlighted hard-points represent the amount of hard-points available on
this ship tvoe. A rotating madel of the skip |5 shawn in tke top left of the
szreer above o status bar The status bar reareserts the ability of the skip:
HL = Maximum Hull

=H = Maximurm Shields

SP = Maximum Speed

HT = Ship"s Heat Sink Valug (for cooling down overheating 2ngines and
BEITIAFY -.'..'h_'_r,lu'r;.:'

Toagle between the availabie craft to display the name of eacn craft, its price and status oDars The price shown s
the trade-in value you can enly have one ship &t a time - the value of your own ship is deducted from that of the
1ew model prior to the price being calculated), Highlight any of the craft and press the @ putton to display its
detz’ls and give you the oplicn to acoept or decline trade. Select <==VIEW CURRENT == to reiurs Lo your
surrent ship.

MEMORY CARD MENU

: BICTE: st is advised that you da nol inserk & remove MEMORY CARDS
Y A S 1 S N l once the power has baen turnad on, Make sure vou have enouah fres

B hlocks on your MEMORY CARD before commencing play.

LOAD

To lead a previously saved game, make sure vou have 3 MEMORY CARD
inserted that contains COLONY WARS RED SUN data. Use the €8 bus-

ton to select =< LOAD = =, then use the laft and right directional bwttons
t3 select the MEMCRY CARD slot you want to [oad from. Then use the up
and down directional bultons te hignlight a COLONY WARS RED SUN

saverd game, Firally, press the ﬁ button to load the file.

3
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SAVE

To save yvour arogress, make sure you have a MEMORY CARD inserted that contains at least one treg block, Lss

the ﬁ button to select < <SA&VE S =, ther use the left and right directional buttons to selzct the MEMORY
CARD slot you want to Eave ta,




Than use the up and down directional buttons to highlight 2 MEMGRY CARD block (& flashing blus box signifiss
ar empty MEMORY CARD black) and press the ﬁ outton to confirm, An alphabet gric will be displayed whers
Yol Can enter your name using the directional buttons. Press the ﬁ Butten toe accepl each character, thea high
light =<EN[D=> = and press the ﬁbL.L:-ﬂn bo initiate the save,

CELETE

You can also celete previously saved cames in the MEMORY CARD menu, Use tha @ putten to select

=< DELETE ==, ther use the left and right directional buttons to selact the MEMORY CARD slot wou want to
dalete from. Then use the up and down directional buttons to highiight a MEMORY CARD block and press e
ﬁ button to select it Finally, press Lhe IEF button Lo cortlirm thal yeu wish Lo delete the data displayad.

T EAUMNIMNG MIS S IEoME Mmamiv
CRAFT HANDLING EXERCISE

(et aceustomed to the craft and do as you are told. Your tutor will fail you it you deviate fram the set path ar
iznore your missions during the craft handling exercizes. Uze the left and rignt directional buttons to bank your
craft left ar rigal. Use the up directional butten to dive and the down directional butzon to climb, The L2 and R2
bultans will roll your craft to the left and right respect vely. Engage maximum thrust afterburn by doable tap-
ping the R1 {forward thrust) or LI {reverss) bustors. Afterburners cut cut after a lmited period of use,

TACTICAL EXERCISES

Drone Probes provide the deep space opposition fodder in this tactical weapons exercize, Follow the on-screen
irstructions and try not to get killed. RENM EMBER: your on-board Hele-Sadar will identify enemy craft as RED,
neutral as Y ELLOW, and allies as GREEN.

I T MHNES My
CONTROLS

Chonse from six different contraller configurations via the < <CHANGE SETTING = > cption, Use the 3 but-
ton to tcggle the Vikbration Function of the DUAL SHOCK™ analog cantroller ON or CFF. Firally highlight
elther = <ACCEPT CHAMNGEE> > o =<DETLINE CHANGES>> and press the 'ﬁ' button to reture 1o the
Cptiens Menu

AUDIC

¥ou can alter the following optiens: <<MUSIC VOLUME> >, <<35FX VOLUME>>, <=<SFEECH WL-
UME==> gr =<S50UND MODE=7>. kighlight each option and press the @ butban. Then use the left and right
directional buttons to adjust the setting and final'y press the ﬁ' button to confirm,




VIDED

CENTE® SCREEMN - Lse the directional buttons to position the screen io your satisfaction and press the
button to o confirm.

MOVIES - There are & number of cinematic sequences throuehout COLONY WARS 111 RED SUN. Use the lef
and right direclional butlens Lo Lurn Lhem en o ofl.

VIEWPDINT - Use the left ang right directional buttans ta select frem < <INTERMNAL=>=, <=<EXTER
MAL> > or << COCKPIT> >, This view will become your default in-game viewocint.

M- EITE A S e M-y

CONTINUE

Centirue the current misslor.

QuiT

Choose = <NO>> to return to the [n-Game Pauze Meru, Choogse < <YES == to return ta the Mlain IMenu.
AUDIO OPTIONS

Use the up and down directional buttons 1o highlight <<MUSIC VOLUME, SFX VOLUME or SPEECH VGL-
UME= =, Then use ihe left directiona buttor to decrease or the Fight cirectional butzon to increase the volums
lavel. Highlight <<SOUND MODE ==, then uze the left and right directional buttons to chooss either

<= MOMD, STERECQ or COLEY SURRCUND == scund. Firaliv press the ﬁ button to confirm vour settings
and return o the In-Game Pause Menu.

RESTART MISSION

Choose MO o return to the In-Gams Pause Meny, Choose YES to oo back to the becinning of the
currant mission.

VIBRATION

Press the ﬂi button ta toagle the vibration function of the DUAL SHOCK ™analog cantroller On or Off

= P N e P e [ L i e ¥ LB

As you successfully complete each mission, the debriefing text, in the left-hand column, will display your current
status, Chocse <-<=PAUSE DEBRIEF== to halt the text mid-flow ar << CONTINUE= > 7o resume the debrief,
<< RFESET DEBRIEF= > prepeats the whole communication and < <EXIT CEBRIEF> > takes wou aack to the
home station screen. Your current << RATIMG = > will be dizalaved in the potiom right-hand co-ner, as will
your << K[LLS>> ratio and your total number of < <CREDITS> > amassed over the course of the game.
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MOTE: Certain weapons ae only unlocked by ranking. Certa'n weapons are unlocked by cheats,

~aser mk | Magentech (green)

VR Etormpetal

“Your inexpensive armarment soiution.”
Camages shielgs and hul..

Laser mk 1 {grzen)

Jelua Systerms 244

“Whe recommended by the Thundernowl dssaciation®
Extra damage to shields and hull

Lasar mk [LII {qreend

Silverain Bearrasler 1V

“Tke Chaize of Aces.™

Double tke darmage o shielcz and kull.

Shiele Laser mk [ (bluel

Fahrenkeit Cutting Edge

“Resolved. ™

Collapses shielcs, but does no hull darmage.

Shisld Laser mk 1l iblug)
Lrcturis Adept 22

“The Shieldkiller”™

Make sure wou have an anti-kbul’ weapan as well.

Hull Laser mk | teed)

Haloyon YM.40 Arrowhead

“"Affordable power and performance.”

Enhanced hull darmaage, but lttle effect anainst shields.

Hull Lassr mk [ (red)

Jefua Systemns BY'G

“"Simply the best, says Gun Jockey Magazire.”
Sxcellent hull damage, but st'|! poor against shields,

-3 — -~ — - -~




Supercooled GF Laser {creand

Ralcyan Q.38 Spegracini

“®eliable firepower - anywhere, anvtime.”

Laser fitted with cooling systams. Ko heatup, no cutout,

Superconled A5 Laszer blug)
Fahreaheit YorthWWind
™

Composeg,”
Arti-shleid laser fitted with cooling sysiems.

Supercooled AH Lasar (red)

Jelua Sysiems 12Y9

o'l O Mercenaries prefer Jefua.”
anti-hull lazer fitted with cool ng systems.

Gauss Gun

syrmdech Mitrailleuss

“Danwages hull through enemy shieids.”

Relizs on kigh rate of fre Lo offset low damage,

Scatier Gun

Lilverain Rapldeath [1

“Compensates far poor accuracy with high rate of fire ™
Damages shields and hull, but cavses heatun oo,

Plasma Cannan

Arcturis Archangel 33

"Heavy damage ta shields and null, best vzed against siow targets.”
Lengthy charge time makes degfighting tricky, anc causes heatup.

BFG Primary

Haleyen R.45 Godhammer

"t craft in area of effect suffer massive shields and hull damage.”
WARMNING: drains shisld energy while charging.

Sha'Har Arowespan

Sha‘Har Hellwhip

"“Shart ranged, but lethal against shields aad huall,”
Autopmaticaliv szeks and tracks nearest target.

0066 €©€©0C




arapple Gun

Dzlaprime DGL2C Suregrip

“Demarding mission? Cemand Delaprime.”

&l lows captare and towing of target cratt.
Cooling Yents

Fanrenhsit TurbaChil

“Conficens”

EBoosted exhaust coils dissipate heat more rapidly.

Heat Sinks

Delaprime DUHZA Feateater

“Can'l sland the heat? Demand Delaprima,™
Erhances averall heat capacity of fighter.

Recharge Boost

hEagentech U2 Guikward

“Meur low-cost shielding solution,”
Improves speec of shield racovery.

=niele Maximiser (Orangs!

Delaprime DS M4AH Stongwall

“Heles in the null? Demand Delaprime.”™

Increases averall shield integrity.

Stun Missile (Biue;

Genemer B-20032

“Immabilizes target craft for a few critical secands.”
Larger ships are more resistant. Guided.

Jamma Mizsile (Pink)

Meural Klanifest Meh-10F

“Concentrates target sautdown in weapons svstems for prolonged affect.”
Craft will remain mobile, however, Guidec.

Stun Torpedo

aynodech Teurmenle

“Immoailizes larcer taraets, for longer ™
Unguided weapon with no lock/seek function.
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Twa-Part hissile

Jelua-Halcyon Retaliator

"THE Qne-Shot IKiL"

Twin guided mizziles attacking target's shiglds then hull

Plasma Missile {purplel

2erinelion PM-221 Colarada

“A hiasterpiece - dogfight nirvana.”

Gaided missile causing hzavy shield and hull damacge.

2lasima Torpedo (purple}

Syncdech-&rcturis Thunderstrike

“aeset danial with atbitude.”

Unguided anti-ship weapnns causing immense shiele and hull damage.

Shiele Missile mk 1 (bluz)

Fanrenheit Ciear Kill

“Determingd. ™

Excellent damage to shislds, but useless gaainst hull, Guided,

Shiele Missile mk 1Z (blue)

Jelua Systems L19£2

“Luperior, according to Star fighter Weaekiy,™
Cisintec-ates skields, but coes ne damage Lo hull. Guidad,

Hull Missile mk :

Ferihzlion AM-517 Leafoutter

“4 Classic - accept no substitutes.™

Heawy hull damage, may bring dowr weak shields too, Guidad,
Hull Missile mk 11

Haloyon Wa.44 Bearpunch

*Uncompramizing and depencable.”

Excellent hull damage, stil' limited against shields. Guided,
Scarab HOW

Perihelion MM-306 Scarak

“h spread of six unouided rockets causing massive hall damage.™
Mat useful against shielded targets, however,

Manotech Missile (whits)
League Military Industries X132
“Exoerimantal guided missile. "
Optimized o attack Sha'Har
shields and hull oy

@O




Manotech Torpedo {white)

League Military Industrias X113
"Experimental unguided Sha'Har killes™
Mazeive damage to biotack shields and hull,

Fhaze Distort Beacon

“Donacket Phase Beacon®

Used o focus phaze-shift pulses. Guided.

BEFG Szcondary

zepemer-Dasguaitn B05-9000

wantimatter area-sffect weapon couses heavy shields and hull damage
WARMING: largs hlast radius, 5 s2cond fuse and unguided. Se careful.

o

Cffense Pod

Haleyon-Dasguaith HDS-9 Warhound

“Behaves as a small, laser-armed fignter until destroved or recalled.”
Will seek and attack locked target. Auio-reczll wher target cestraoyec

Defense Pod

Meural Manifest NeM-328 Guardiar

“An Assurance of Protection,”

Wil orbit and defend locked target until destroyed or rezalled.

Fepair Pod
Delapiime CPREMN Caszy FHx
“Will restore shields and hu!l of lacked target.”
Auto-razall when target fully repaired.
ECN Pod
Genemes E-40045
“Waen the gaing gets tough, cet Genemer”
Circles fighter providing excellent ant’ -missile defense.
Decleaker Missile
MNaural Manitest Neli-184 Exorcist
hey can run, bul ey cannot hide.™
Revzals all cleaked craft within rance.

Flare

Perihelion FC-244 Firefly

“The Original - and still the best.”

Distracts all enemy missiles within ares of sffect. Limitsd lite soan
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Yolr rating will ke displayed in the bottom right hand corner of the Mission Selection Screen. Starting as a
< <BEGINMNER =, you must destroy enemy crall Lo accemu’ate sufficient paints and rise throuch the ratings
to the ulzimate rank of < <GRAND MASTER> =,

=Sl e:
Fighters and Tanks = 1 point
Midships anc Haule-s £ points

Flestships and Sentinsls = 10 paints

Additionally, 10 points will be awardac for each Thunderbow! mission successtully completed.

Upon ackieving each rank, vou will rezeive a gne-off cash reward.

The Deariefing Menu for sach mission will display acditional Guild Information, showing your current rank and
the rumber of enemy kills achieved in that mission.

Wou will be informed if vou have moved up in rank and also if nesw weapors or player craft have been uniocked
by wour promoticn,

FEMEMRESTT
ENEMY KILLS = MCRE POINTS = HIGHER RATING.
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Always read the mission briefings befare entering a mission and refer to the cbjsctives in the In-Game Menu.
Mizsian briefings are issued oricr 1o each active mission — you must understand your obiectives before engaging
in carmbat,

Spend at least some of your bounties and rewards on uparading your ships and weaponry.
If you use missiles in @ mission, you will have 1o buy some more 1o replace them afterwards,
Each type of missile takes ua 1 hard-paint, no matter how many missiles of that type you have.

Lasers are greuped by type and mk. You can have up tp thres of vach Lyoe and mk. Obviously lower mk lasars of
the same type are redundant znd should be seld Lo recoup some of their cost, Each laser you buy will take up 1
hard-point 5o you will have to sell the older mks to make room for the new versions.

If you find that you have outdated (or unwanted: equipment then se'l it and get some meney back!

While General Purpose (GP Lasers are all well and good, a combination of Anti-Shield (A5 and Anti-Hull (aH]
Lasers can be far more dzadly.

Ise the Reverse Thrust facility to improve yvour turning circle, Brake instantly by simultanecusiy using the
c<REVERSE THRUST == and <=<FORWARD THRUST==.

Use the Rear View and Launch Secondary Weapons buttens simultanesusly te fire a flase fast!

Look for turrets and weakspots on large craft, especially Senlinels (these are Highlighted by a RED triangle cur-
sor Ik HUD targetingd. Missiles are sspecially effsctive against lwrevats and weakspots,

Try ta find blind spots when attacking large craft - If they cannet see you, they cannot hit vou!
Missiles will anly home i on & target if the target has been Locked On to
sz afterburrers to escape from tricky situations quizkly, particularly usetul during degfignts.

Playing and winning all the missions in a system and trying for the maximum number of kills will increass the
likelihacd of becoming & Grand [Master in the rating systam.

Exit Jumpaates will remain apen until you exit through them - they have no time limit.

And finally, don't stay in one place for oo long, you will draw fire - sitting ducks make great targets.
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PEYGMOSIS UK

PROCUCER “Big" Dave Semmens

LEAD PROGRAMMER Mike Chiller

PROGEAYMIMERE Gragme Baird, Simon Booll, Julian Gatd,
Lave Ranyard, Pete Sheppard

LEAD ARTISTS Fen Dewereail, Ghos Hagg

HRTISTS Rogsr Coe, Andy Hangan, Pate Owan-Jamss

LEAD GANME JESIGMNER EZiman Stratford

DESIGNERS Jocly Coblk, BMark Green, Scoth Naylor, Wawe Parsansg

ADDITIOMNAL FROGEAMMING Pota Brotcase, hareth Przece

EMVWIN-GAME KuUSIe Compased and Praducea by Gary Mokl
Condusled and Creechescrated by [ain Sutherland
Ferformed by Midland Symphany Qrchesira
[Leader: Jabin Beid)

[M-GAME S5F3 Gary Mcki
CXEGUTIVE PRODUCER/STUDIE MANAGER Jonzthan Freegman
dEAD PRUOLGEAMISER Sam Gnwn

HEAD PROCUCER PRl Goui - Welasler
HEAD DESIGNER Faul Walker

IEAD ARETIST Micky viestoott
NETWORE A0MINISTHATIR 2aby Nesdle

OFFICE MANAGERPA Beverly Shivw
ARE[STANT CFFICE MANAGER Lristy Bernard

- Havor Digital Pictures
=i DIRECTEDR aY att Wood

- BYRITTEN BY Wark Gorfan

iy ANIMATORS Matt Woed, Joba Lomax, ey Slelding, fohn Hackletos
FY 5Fa The Saundihoa
WIIGE RECOROING TECHNICIAN Richard Jozeph




CASTING DIRECTORS Jdopemy Zimmermann, Slee Levey
CENTRaL PROGUCT MAMACER Lrawnn Paing
MAKLAL AND PACIKALRING TEX] Basaell Coburn

& MANAGER Geatt Fens

ASSIETAMT OA MANAGER Dave Parkinsendld SUPERYISORE Gary Spencer

LEAD TESTER Jenny Newby

ALFHA TESTEES Alan Medrdie, Calin Berey, Mait Brooks

BETA4 TERTERS Richard Grannall, Jenathan Weid, Jorathan Wrelan,
Turn Bees, Jon Coles

SPECIAL THAMKE T4 Apcy King, Mine Cernale, Micalz Adams, Jeff Colshaw,

Micx Heedies

SONY COMPUTER ENTERTAINMENT EURDPE
CENTRAL PRODUCT MANAGER Fewin fcShesry

CEMTRAL PR Imogen Baker

LK FR lurradbian Farahar

PACKAGING DESIGN James Prippn

FRINT CC-ORDINATOR dassica Gorlfrey

MapUAL APRRIVAL Lee Travers and Stephen Griffiths

US PUBLISHING TEAM

FROOUCT MAMAGER Susan Campbe!|

FE MANAGER Crarictte Panther

2R COORDINATUER Lymin Behravezh

MAKLAL LAYOUT FOR THE UE badhots Cesign Sraup

OFERATIONS AND CREATIVE SERVICZS MANAGER Waniges Catley

ARDITICNAL SURPORT: Erk Heinrich, Camface MeDorald, Melissa Raing, Cana Oertell

Chad Benesh, Jamesan “Wang: Mally Hlinchey, Tiffany Brugggmana

SPECIAL THANKS TO Mazhk WMassey far his cant-bution ta the Soleny Wars Series
¥
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MIDWAY HOME ENTERTAINMENT INC, warrants ta the original purchaser of this Midway Home Erter-
tainmant Inc. software proauct that the medium on which this computer program is recorded is frea from
defects In materials and workmanshiz for & perice of ninety (30) days from the date of purchase. This
Midway Home Entertainment Inc. software program is sold "as is,” withou? express or implied warranty
damanes of any kine, and Midway Home Entertzinment Inc. is not liable for any losses or damages of
any xind resuling from the use of this program. Midway Heme Entertainment Inc. agrees for a period of
ninely (90) days to either repair or replace, at s option, free of charge, any Midway Home Entertainment
Inc. software procuct, pestage caid, with proof of purchase, at its Factory Service Cenler,

This warranty is not applicable to narmal wear and tear. This warranty shall not be applicab'a and shall
be vo'd if the defect in the Midway Hlome Entertainment Inc. software procuct has ansen through abuse,
unreasonable use, misireatment or neglect. THIS WARBAMNITY 1S IN LIEU OF ALL OTHER WAH-
RANTIES AND NO OTHER REPRESEMTATIONS OR CLAIMS OF ANY NATURE SHALL BE BIND-
ING ON OR CBLIGATE MIDWAY HOME ENTERTAINMENT INC. ANY IMPLIED WARHANTIES
APPLICAELE TO THIS SOFTWARE PRODUCT, INCLUDING WARRBANTIES OF MERCHANTABILITY
AND FITNESS FOR A FARTICULAR PURFPOSE, ARE LIMITED TC THE NINETY (20) DAY PERIOD
DESCRIBED ABOVE.

IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, INCI-
DENTAL, OR CONSEQUENTIAL DAMAGES BESULTING FROM POSSESSION, USE OR MAL-
FUNCTION OF THIS MIDWAY HOME EMTERTAINMENT INC. SOFTWARE PRODUCT,

Some states do not allow limitations as to how long an impliec warranty lasts andfor exclusions or limita-
tions of incidertal or consequential damaages o the above Imitations and/or exclusions of akility may not
apply to you. This warranty gives you specific rights, and you may also have other rights which vary from
slate to state,

Midway Home Entertainment Inc. Midway Customer Support
PO. Box 2097 203 874-5092
Corsicana, TX 75151-2097 10:00am - 6:30pm / Central Time
www.midway.com Monday - Friday

Automated help line open 24 hours a day
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