


TAU CETI
The story begins in 2047 with rhe invention
oI the Interstel lar drive. Using hydrogen
scoops mankind could col lect fuel from the
thin spread ot hydrogen between the stars.
This made i l  oossible lor lhe exDloration and
colonisal ion of nearbv svstems.

ln 2O5O the first wave ot colonists lelt
Earth lor lour nearby G lype stars, Alpha
centauri,  Tau Ceti ,  Van Maanen's Star and
Beta Hydri.  Seven months laterlhe f irsl  wave
ot colonasts arr ived at Tau Celi  and began to
bui ld a civi lat ion on the third planet, an
inhospitable desert world wath very l i l t le l i fe.
For over 90 years lhe colony grew and
prospered. The Celans buih over 30 ci l ies
across the planet and a slrong trade based on
mrnrng, robot lechnologv and hydroponics.

Then, in 2150 disasrer struck this and
one olher of mankinds lour growrng
colonies.  A v ic ious plague, Encke s
syndrome swept across the planet. Once
contracted the djsease was invariably latal
and as it swepl from city to city the few
remaining colonists f inal ly admitted defeat
and f led, leaving the planel to the robot
maintenance systems.



Two vears oassed and on Earth a cure lor
the disease was found and l inks betweenthe
lwo remaaning col inies, Alpha Centauriand
Beta Hvdri.  were resumed. About this t ime
allradio contact was losl wi lh the automatic
syslems remaining on Tau Ceti  l l l  as a
massive meteor smashed inlo lhe planet.

As the remaining starbases recovered
trom the loss i t  was decidedlo recoloniseTau
Ceii  and Van Maanen's star. In 2l64lhe f irst
expedit ion lef l  Ior Tau Ceti .  A single
ramscoop entered the system and safely
landed on the olanets surface- Minutes later,
a mayday message was received, followed by
total si lence. ExDerts decided thatthe robots,
so ski l l ful ly designed by the f irst colonists,
had run amok after the meteor impact- After
seven years,  and the successful
recolonisation ol Van Maanen s Star, a
second expedition was organised. The onlY
way to stop the defence syslems without
destroying the remarning bui ldings was 1o
send in an armed ground-skimmer to shut
down lhe massive Fusion reactor in the
planets capital ci ty, Central is. A single
ski l led pi lot might be able to succeed where
Ii f ty would surely fai l ,  and l ike a tool,  you
volunteered!!!



CONTROLLING THE SKIMMER

The gal 'corp armed skimmer is a
powerful  and dangerous craf t  and
challenging for even lhe most experienced
pilots. The skimmer is equipped with .  .  .  .

A single mounted ruby laser

Defensive shaelds

Eight {8) hear seeking missi les + target-
ing system

Eight Anti  missale missi les {AMM's)

Eight starl ighl f lares

Infra-red night sights

A holfman 360 degree scanner and 4-
way selectable viewscreen lo avoid
bland spots

Planetary compass and computer ADF
(automatic direct ion f inding) beacons

A JCN command computer (guaranleed
ful ly debugged Ior normal use).



On loading the program you wil l  be
Dresented with a view of the skimmer's
instrument oanel. The screen rs divided into
three areas. The large window on the left  is
your viewscreen, below lhal is a long blue
area. This is your contact wi lh the skammer's
powerful inbui l t  computer. Final ly on the
right of the screen are l ive informatron
windows. At the too is a comoass and real-
l ime clock along wrth a message showing lhe
view selected, the citv you are in and the
ship s f l ight state. Below that is the scanner,
and belowthatthree more smaller windows.
The f irst gives the pi lots name and the
scanners complement of missi les,/AMM's
and f lares. The second shows speed, shield
energy, fuel remaining, laser temperature
and height and the third displays 2 ADF'S:-
the upper one locked onto the ciry and the
lower onto your LANDER (i f  in rhe.same city)-

The skimmer operates an lwo modes,
l l ighl mode and ground mode. ln f l ight mode
control of the program is via single keys or a
joystick. In ground mode you are in direct
communrcalron wrth the crafts computer vra
the computer window. On loading the
program wil l  go into a demo sequence. To
stop the demo press 8REAK.



The commands avai lable are grven
below along with a short descripl ion.

HELP
Lists commands as below.

LAUNCH
Normally ground mode is only act ive

when you are docked. Launch wil lsend the
skimmer olt  onto the planets surtace and
activate f l ight mode.

The compuler wi l l  display a map of the
planel showing inlormation about the cit ies.
Use LeIt, Right, L,p, Down and Fire keys to
move lhe cursor over the map and t ire to
select a tuncl ion.

RODS
This wil l  al low you to assemble cool ing

rods found throughout your mission.

REACTOR
When docked with the Main Central

Reactor on Central is wi l l  give you access to
tne reactor room.

LOOK
Shows a view inside lhe bui lding. Also

any objects of use lhere.

Waits 5 Earth minutes (about 1,/12 ot a
Cetan "spin")



STATUS
Gives a damage and progress report

(also avai lable in f l ighrl

EOUIP
Allows access to a bui lding repatr,

refuel l ing and rearming laci l i t ies ( i f  any)

NAME
Use at the start of the game to give the

computer a pi lot 's name

PAD
An on-screen note pad. Allows you to

make notes of ptogress etc.

NEW PAD
Selects a fresh page in the note pad

SAVE
Saves game to tape

LOAO
Loads a game from tape

KEYS
Allows you to total ly redefine the single

key commands in l l ight mode

OUIT
Abandons a game

SCORE
Gives a ratrng of your progress so tar

PAUSE
Freezes the game (fire restarts)



SIGHTS ON

SIGHTS OFF

To start the game type LAUNCH (and
press ENTEB).

Your skimmer wil l  leavethe satetyotthe
lander and venture on the surface of the
planel.

Explorat ion of the planet is carr ied oUt In
FLIGHT MODE. When f irst loaded the
tollowing keys are used (but you may
redefine any or all oI these for your own
preference/Kempston or cursor joysticks
etc.).

Left. . . . .  O
Right. . . .  P
Increase thrust S
Decrease thrusl X
Fire laser Spac€
Fire missi les M
Fire f lare F
Fire AMM A
Change view V
Status report R
lntra red on,/ofl I
Increase heighl H
Decrease height G
Jump (i f  near jump padl J
Land L
Pause ESCAPE (Fire restartsl



A MESSAGE INOM GALCOF,P CEI\TTR,AL

TAU-CETI III GENER,AL INFOF,MATION

The plarEts day.

lbu Cetl III h€a a very sho''t' daJr,
s,ppndrnately equa,l to olle Earih hour.
The cetans ca.U this p€piod a 'SPIN aJrd
group 16 sphs to a "DAY'. A.s the pla.net,
llas no moon Jlou wlll need to use the
Infra-ned equlpment to s€€ sr[thing afi€r
gunse[.

Docktulg on the plarlet.

M€nJr of the brdfdiigB on the planet's
sur{ace arc equipp€d wittt DFPg lat€si
model energy scr6ened alr lock,
recognlsable by the charactel ist ic
flickerh€l pattem, arld Jrour craft w l
a,llow Jrou to dock wtth thes€ br dlr€8 f
Jaou aralt for the alrlock to op€n to full
ap€r'tur€ aJrd fly irr SIOWLY!
Once irEide a buildin€ the comlrut€r will
rcturn Jrou to grourd mode givlig Jrou fillf
acce8s to sqjr faciliues a]ra able.



Navgation on CETI III

The planet ha,s the now sta,nda,rd
sJ.st€m of .tU![P PA-DS to a,Uow e€,sJr
tr€nspoft from olle city to ttre n6xt'
Unfortunately the pads ar€ ofttre old non-
progl?.mnrable 'Sup€r t€veUer' hrpe ard
ea4h pa.d 1s mapped to a st)€lle destiDauon.
Luckily Jrour' ships computer ba^s a
complete map of the Jump network. to
lurnp frcm one citJr to the n6xt simply lLd
tlre corrcct jump-pad (they arc forud at
the NORTH. gOUrH. EIAST and WIST ends
of the citdr) and prc€€ eI.
Ga,ltorp r€comrnends ca,uiion oD erdt
ftom a jump as rcports indicato tllat strnall
'sard hoppers', a natlve life-folrn, tend to
cluster around ttre feeder pipos of jump
pads and liv€s llave been lost h the paat
due t,o colltstona.

Defence estimat€s.

It ts kro1,^'n ttEt nlar)Jr of the citle8 will be
defonded by late-model robot hunt€rB
narka I, II and UI, sopbisuca,t€d arld w6ll
armed hr-urt€r'killerE end r€potta l.Ildtcato..,
that la^nd-b8€€d €Nardian cl?,wl6rs aJId
hes,vily artnoutd folirEs€€g nra,Jr be found
in larger cities. Radar sc€,na s,l6o det€ct the
prcs€nc€ of pnc)dmlw mines. An identi,
flcation chal't for kJrown robot d€foncea ls
€iven at the 6nd of ttlis r€port. . . .
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Pleaso try to avoid warlton alesfur-rction of
ur€,rmed buildjr€s. Ga.l{o4) cenh€,I do
want to coI-oMsE thls world afi€r voute
firUshod ,with, it. and each- unOainaged
dw€Iing..ltdll save milli.oDa.on next Jrea,r€
bud€etl!

GOOD LUCK

Messa€e ends.


