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THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT THIS
PRODUCT MEETS THE HIGHEST QUALITY STANDARDS
OF SEGA™ BUY GAMES AND ACCESSORIES WITH
THIS SEAL TO BE SURE THAT THEY ARE COMPATIBLE
WITH THE SEGA™ GAME GEAR™ SYSTEM,

Set up your Sega Game Gear System as described
in its instructional manual.

Moake sure the power switch is OFF. Then insert the
Alien™™ cartridge into the Game Gear unit.

Tuin the power switch ON. In a few moments, the
fitle screen will appear.

If the title screen doesn’i appear, turn the power
switch OFF. Make sure your system is set up
correctly and ihe cartridge is properly inserted.
Then turn the power switch ON again.

Important: Always make sure thai the power swiich is

turned OFF when inserting or removing
your Sega cariridge.

Note: This game is for one player.

Insert Sega Cartridge




THE FUTURE IS NOW
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The space ship SULACO, which is carrying the cryotubes
that Ripley, Newt and Hicks have been in o state of
hypersleep within, is being propelled through space when
a malfunction occurs. In response to this malfunction,
SULACQ's “brain” ejects the EEV containing the cryotubes.
We later find out that Ripley, Newt, Hicks and Bishop
were not the only ones to escape aboard the EEV; Ripley is
carrying an alien.

As the SULACO plumets helplessly through space, the EEV
is hurled out of its hold and crashes on an isolated section
of the mining planet and “penal colony”, FIORINA 161,
This is a place so dark, so dreary, so deep in space that it
has all but been forgotten by civilization and salvation for
its inhabitants seems hopeless.

Upon impact, the EEV is seriously damaged and the
cryotubes holding Newt and Hicks are shattered, leaving
them dead. Bishop, the android, is shattered and reduced
fo negative capability, while Ripley is left
¥ unconscious, but alive.
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The planet FIORINA 161 is inhabited by hard-core
individuals who are convicis serving time in this maximum
security facility. These outcasts were left on the planet as a
maintenance crew. They are joined in this “other-worldly
existence” by a medical officer and two supervisors. The
men are thieves, rapists, murderers...the worst of the worst,
and they haven't been able to resist any sort of femptation
for many years. That includes the temptation of a woman.
A woman such as Ripley.




Clemens, the medical officer, is able to rescue Ripley and
“bring her back fo life.” Suspecting that the aliens have
followed her to FIORINA 161, Ripley attempts o prove her
worst fears are true. She knows that “The Company,” the
private corporation that financed her many space exploro-
tions, considers the aliens to be an important species and
has ordered them not to be harmed. The “Company” has
millions of dollars invested in the “Alien Refrieval Project”
which would bring this strain of hideous killing machines
back to earth to be used for world domination. Ripley is
aware of their devious plan and knows that they must be
stopped.

Ripley’s worst fears have now become true. She has
indeed brought the aliens to FIORINA 161 and they are
now growing in number and will eventually find a way to
leave this barren planet and make their way to a more
populated...more civilized world. Earth.

Ripley now takes on her most imporfant assignment. She
must rescue the alien’s captives, and then find and destroy
the aliens themselves.

That thumping...
is your heart-
beat...as you get
set to confront
the aliens.

ALIEN®

Choose options by pressing the UP and DOWN ARROW
on the D-BUTTON to make your selections.

START _>Start
CONTINUE Continue &
MUSIC- Hus ic ON
ON/ OFF

Sound effects OM BT A S
ON / OFF




SE WEAPDNS-

CH v ONS-
CHANGE STRATEGY.
S

The Grenade Launcher and the Hand Grenades are so
powerful that you will find their result to be more “immedi-
ote” than that of the Machine Gun or Flame Thrower.

Don't be afraid to “let loose” with your weapons on the
aliens. I's either them or you...and it might as well be them.
Don't give them a second chance.

YOU CAN NEVER HAVE ENOUGH FIRE POWER

Your arsenal of weapons is recorded at the top of the screen.

As you use the ammunition io kill the aliens, there is an

automatic countdown. You always know how much ammo

you have, Use the DOWN and the 2 BUTTON io view and

choose your weapons. Conserve your fire power; make
every shot count. To increase and replace your
ammunition, make ‘pick ups’ as you negotiate
the complex tunnels, shofts and caverns of this
penal colony.

MACHINE GUN

HAND GRENADE
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THE MACHINE GUN is a primitive, yet effective, ropi

fire weapon. it takes multiple shots to eliminate an
alien, bui who's counting. Once they're de- e
stroyed they stay destroyed. The machine L
gun has o high capacity and is also o
good for firing while on the run. It
is not terribly powerful, but it
is efficient.

THE FLAME THROWER is a reclly
nasty weapon. It fries your enemy to a
crisp. It is a good weapon to use when you are
forced to fight in tight quarters. Just spin
\ around and burn everything in sight. This

8 weapon is especially effective against certain
aliens, but it is up to you to find out which ones.

THE GRENADE LAUNCHER is the
most powerful weapon in your arsenal. It combines
good range with a high level of domage. You have
to become comfartable with the handling and
timing of this weapon, but when you do, you will
feel a lot better about yourself.

THE HAND GRENADE weapon offers a
variety of benefits. It can be dropped down
holes and tossed around corners. Throw
it into a darkened area before risking
entry. It is quite an effective “attention
getter” Don't forget though, that a
grenade has a timer. Make sure
Z;OU release it and stand clear
efore it's too late.




Activate the Radar Screen in the lower center of screen
by picking up batieries.
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The prisoners have been
separated and isolated.
You can locate them on the Radar Screen, but locating
them is not the same as actually reaching them. This high
security facility has been designed in such a way that it
includes the most confusing and frustrating “maze like”
series of passage ways, ladders and tunnels that you will
ever see. Yau might find that the easiest way to reach a
prisoner is not necessarily the shortest way.
Consider all of your options before you run off
into the darkness. Press DOWN and the 2
BUTTON to select the Radar lcon. Then press
UP to see the Radar. Press DOWN ta return
to the clock.

For best game play, learn the different button functions
before you start.

PRESS RIGHT/LEFT TO WALK/CRAWL.
PRESS AND HOLD [N EITHER DIRECTION
TO RUN OR CRAWL CONTINUOUSLY.

START/PAUSE

DIRECTIONAL
BUTTON

{D-BUTTON) JUmP

PRESS SHOOT
UP/DOWN TO y —

CLIMB LADDERS PRESS BUTTON 2
OPENDOORSAND  PRESS DOWN AND DOWN TO

ACCESS ELEVATORS.  TO CROUCH SELECT WEAPONS

N
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TIMING
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Each “Stage” must be completed within a ceriain time
period. Time varies from Stage to Stage. As you enter a
Stage, check the clock...you can continue o check your
time (boitom center of the playing screen) as you race from
prisoner o prisoner. At every Stage, as time runs out, there
is a thirty second N s S
warning sound. A
The buzzer
reminds you fo
move as quickly
s you can at this
time.

Search the entire
subterranean,
mineral ore
refinery for hidden aliens, pick-ups and bonus ammunition.
You never know what you'll stumble across as you explore
the maximum security work<orrectional facility.

As you go from Stage to Stage, explore every
air shaft, crawl through every tunnel, check

12 inside every cavern. You know the drill...seek
and destroy, but keep alert. Always. There is
no “time to relax"”

Increase your score as you make your way through the
prison’s dark and dreary interior.

Q

POINT VALUES:
Liberate a prisoner ......... 2000
Destroy an adult alien .....1000
Eliminate a face-hugger .... 500
Blowupapod ........o00nnnee 800

Explode barrels .............. 100
Destroy a door................ 500
Coltect anything ............... 50

DR O O O O



Adult aliens are very large, very fast and very powerful.
They are killers! They want to destroy everyone. Some will
attack head-on and others will spit their lethal acid blood at
you. No matier which type you are fccing, use extreme
caution.

The face-huggers are a completely different story. They are
parasites who want fo invade your body and use you as a

"host for bringing more aliens into the world. When they
attach themselves to your face, they suck all the Life and
Energy out of you.

ESCAPING THE GRASP OF THE FACE-HUGGERS

To shake them loose, toggle rapidly between the L-R
ARROWS of the D-BUTTON. Be fasi, because as long as
the hugger hangs on, you are immobilized and the clock
is running down.
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There is na more time for thought. It is now time for action.
It might appear to be hopeless, but you still must search
everywhere...crawl through every blackened tunnel, jump
through every opening in the walls. You must destroy
every hidden alien pod before the beasis have a chance to
hatch. Leave one of these unharmed and you just might be
allowing the alien population to stari all over again.

Take chances if you have io. Dive into the blackness.
Secret rooms might be holding rewards or hiding dangers,
but there is no way of finding out unless you “go for it”.

Remember it is only you who stands in the way of the
aliens’ total domination of the planet...and possibly the
universe. You must put your life on the line to bring to an
end, once and for all, o creature who has been haunting
you for far too long. The aliens musi be stopped here,
Stopped now!



You must search everywhere. Jump through the wall, crawl
through the black tunnel to reach every secret room.
Destroy every hidden alien pod. The survival of even one
alien could mean that Earth is in danger.

Dive into the blackness. Pick up ammunition in secret
rooms. You have to work blind, but it's worth the bonus.

Without you, the aliens will take over. Remember, they
bleed acid — they hunger for humans — they destroy their
host.

i1 The Sega Game Gear Cartridge is intended for use
exclusively for the Sega Game Gear System.

id Do not bend it, crush it, or submerge it in liquids.

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

i Be sure to take an occasional recess during
extended play.






ARENA ENTERTAINMENT ™
LIMITED WARRANTY

Arena warrants to the eriginal purchaser only of this Arena software product that the
medium on which this computer program is recorded is free from defects in materials and
workmanship for a pericd of ninety (90) days from the date of purchase. This Arena
software program is sold “as is.” withaut express or implied warranty of any kind, and
Arena is noi liable for any losses or damages of any kind resulting from use of this
program. Arena agrees for a period of ninety (90} days to either repair or replace, at its
option, free of charge. any Arena software product, postage paid with proof of date of
purchase, atits Factory Service Center. Replacement of the cartridge. fres of chargetothe
eriginal purchaser (except for the cost of returning the cartridge) is full extent of our
liability.

This warranty is not applicable to nosmal wear and iear. This wasranty shall not be
applicable and shall be void i defect in the Arena software product has arisen ihrough
abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL
OTHER WARRANTIES AND NO QTHER REPRESENTATIONS OR CLAIMS OF ANY
NATURE SHALL BE BINDING ON OR OBLIGATE ARENA. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF MER-
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE
NINETY (90) DAY PERIOD DESCRIBED ABOVE IN NO EVENT WILL ARENA BE LIABLE
FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THIS ARENA SOFTWARE PRODUCT.

Some states do not allow limitations as to how leng an implied warranty lasts and/or
exclusions or limitations of incidental or consequential damages so the above limitations
and/or exclusions of fiability may not apply to you. This warranty gives you specific righis,
and you may also have other rights which vary from state to state.

This warranty shall not be applicable to the extent that any provision of this warranty is
prohivited by any federal, state or municipal law which cannot be pre-empted.

RETURNS AFTER WARRANTY - To replace defective media after the ninety (90) day
vaarranty period has expired, send the original cartridge to Arena at ihe address belovs via
UPS or registered mail. Enclose a statement of the defect, your name. your return
address. and a check or money order for $15.00.

Arena Entertainment, Consumer Service Dept., 71 Audrey Avenue, Oyster Bay, NY 11771

Arena Hotline (516) 624-9300

Distributed and marketed by Acclaim Entertainment, Inc.

71 Audrey Avenue, Oyster Bay, N.Y. 11771

Alien® TM & © 1992 Twentieth Century Fox Film Corporation. All rights reserved.
Sega’™and Game Gear™ are trademarks of Sega Enterprises Lid. Arena Entertainment™
is a trade mark of Arena Entertainment. © 1992 Arena Entertainment. All rights reserved.

I—AHENA"‘ GAME PAK WARRANTY REGISTRATION CARD 1
Fill out and mail in this coupon to receive a FREE copy of the ‘Masters of |
the Game™ magazine with information and tips on our hot new litles
and products!

Name:_
Phone: { ) Date:
Street Address:
City, State, Zip:

1. Game title: GAME GEAR

2. Who purchased this game? 1 Male O anale Age
3. Who plays this game the most? 11 Male 1 Female Age =
4

| I

| I

| I

| I

| I

I |

' :

I

| Why was game purchased for player? :

| ' Self-purchase i Requested gift 1 Unrequested gift

| 5. How did you hear about this game? |

: I3 Friend 0 Radio ' TV 'J Newspaper 1 Magazine Ad 11 Game Rewe"q
i1 In-Store Display ' Played Before Buying ' Arcade 'J Sales Person |

: 8. How would you raée éhe% ga?ée p;l)ay7 |
1234867 es

| 7. How would you7raftje SShe gra;B)hlct)s? |
123456 10 (Bes

‘ 8. Which kind of game do you like most? I

| i Action ‘21 Role-Playing 1 Sports 11 Simulation ‘0 Maze/Puzzle |

| 9. How ofen do you play coin-op arcade games? |

| i Never ' Sometimes T Frequently |

10. What game/compuer systems are in your household?
| " ONES SuperNES 1Genesis LiGame Gear 'JGame Boy t
11 PC (IBM or other)

| 11. How many times a month do you rent video games? —

| I

| 12. Which magazines and comi¢ books da you read? |

| I

I I

13. Comments;

Sead Io Arena, P.0. Box 9003, Oyster Bay, NY 11771-3003

L______. dINDC'KU“H'!r‘-Tac*-"—IIl——————
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Sagasore Mo, €€-133: 3pan Ne 32
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