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GETTING STARTED

Welcome 1o Spectre! Wae think you
will find Spectre to be one of the most
enjoyable games you've aever played.
We have tried our best to combine
high-speead graphics, addictive
gamaplay, networking capabilities,
intansea action and FLMNI

How to Use This Manual
Experienced Users

If you're familiar with the Macintosh,
vou should skip to the next section to
learn how to INSTALL and RUMN
Spectre. Then saelect Play from the
main menu to start. Hey, nothing to it,
just do it! To learn about the keyboard
layout, simply refer to the QUICK
REFEREMNCGE CGARD. This will geat
yvou started on the first levels. Comea
back to this manual whean you attain
lawval 10.

New Macintosh Owiners

If you'ra Nnew to computers or new to
tha Macintosh, or have never used a
product like this before baefore, this
chapter is for you.

If you see computer related terms that
look unfamiliar to you, you should
consult the manual that came with
yvour Macintosh computear,




GETTING THE
PROGRAMTORUN

WITH A MINIMUM OF FUSS

Spectra requires the following equip-
mant in ordar to run;

« A Macintosh Plus or better

« One Megabyte of RAM (at least
750K frea)

= A 3 5" diskette drive

= System 6.0.3 or later

We also recommeand that you usa:

= A Macintosh with as fast a processor
as possibla

= A minimum of 1350K free RAM for
full graphics and sound support

= A hard disk drive

=  An 8-bit color card and monitor

« Saveral friands and an AppleTalk
natwork

If you are not sure if you have the
propear configuration, or somea of thasa
terms look strange to you, consult your
computer dealer for more information.
Please continue reading to laarn about
how to INSTALL Spectra.

Installing Spectre

Spectre may be installed to a hard disk
drive. A hard disk disk is preferred and
willl ba much more convenient for you
to use. Theare is NO disk-basad copy
protection, so you don't have 1o worry
about things like hidden files. To install
Spectre, all you have to do is:

Step 1 Turn on your computer and
'BOOT UP normally.

Step 2 Insert the Spectre Diskette #1
in a diskette drive

Step 3 Drag the Spectre icon from
tha Floppy Disk to the Hard Disk

That's all thers is 1o itl

After You lnstall Spectre

After you install, you can run the
program. New compuler users can
follow the detailed instructions balow.

To run Spectre, perform the following
instructions:

Step 1 Double click on the Spectre
lcon in order to start playing

Step 2 Enter serial # located on disk
label. ¥ou only have 1o do this step
once.

MNow, aran't you glad you bought the
Mac instead of the PC clona?

Please register this copy of Spectre (the
serial number is printed on the Specire disk)

Hame:

Serial
Mumilver:

Jahin Smith

!

cancel | |

Hame and Searial
Humber Dialog




STARTUPOPTIONS

If you have a Mac |l with a color or
gray scale monitor, Spectra will
automatically boot up in the best
available video mode. In ordar 1o view
the game with filled polygons and
gradient backgrounds, ratherthan
vactor line representations, you need
1o have at least 1350K of free RAM in
your system. Also, if vou have less
than 950K of free RAM, you will not be
able to hear the full sound set.

HAVING TROUBLE?

If the above didn't work correctly for
you, thara may be somathing in' your
computar system configuration caus-
ing trouble. Spectre has been tested
on ALL types of Macintosheas, but it is
IMPOSSIBLE to simulate each usear's
individual configuration, especially if
you are using third party hardware or
software drivers.,

In the evaent of difficulties, the two
MOST IMPORTANT things to try are:

1. Try ‘BOOTING-UP' your computer
with more frea RAM. Try turning off
some of your inits, or your accelerator
board, if possibla.

2. If the above doesn't work, try
running Spectre on a DIFFERENT
computer. Perhaps a friend's
machine or one at work {as long as
the boss doesn’t mind). This will tell
us if your machine has a hardware
conflict.

FPlease consult the TECHNICAL
INFORMATION section if yvou're still
having trouble,




TUTORIAL

This short tutorial will get youw up and
playing in minutes. With a couple of
kaystrokes you will learn some of
Spectra’s mostimportant features.

If you hawve followed tha instructions
on the preceding pages, you should
bea abla to launch Spectre. Once thea
Main Manu appeaars on Your scrasan,
selact PLAY by clicking on it with the
mousa or prassing either the P or the
RETURHN kay.

After selacting the Play button, the
veahicle selection dialog appears.
Choose the Balanced Spectre vehicle
for this first tima. Differant vahiclaes
are useful for various strategies, and
aach of the four has its own strangths
and weaknesses. Salect the vehicla
by double clicking on the animated
icon or click on the PLAY button with
the mouse or press the RETURN key,
and you will see the words "Level 1°
spin up on your screen, and than you
will descend into the Arena.

Motice thea kayboard layout. The 8 and
tha 2 movea you forwards and back-
wards. The 4 and tha & keys turn you
to tha laft and right. Try tha 4 or B kay
and hold it down. Do you see a little
anemy tank approaching you7? Right
about now, thay should ba firing at
yvou, and your vehicle should be taking
a hit or two. Line up the anemy robot
craft in your sights, and praess the
Space Bar and this will fire a cannon
at him. If you hit him, ha will blow up.
Do this for any othear anamy tank in
your sights.

MNow try the B key in combination with
the 4 or 6 kay to practice moving
arcound in the Arena. Get used to how
it feals to move around. I you prafar,
you can press the Tab key, and this

will give yvou an external camera view,
FPrassing the Tab key again brings you
to an overhead map view, and the
third time toggles you back into the
internal cockpit view. Use the + and -
keys to zoom infout in the extarnal and
overhead map views. In the forward
view you also have a radar in the
uppear right corner that allows you to
locate enemy craft, ammo dumps and
flags. Your tank is in the middle of the
radar and the arena rotates around
your position.

The single player gamea is played in
leveals of increasing difficulty. To
complate a level, you must collact all
the flags on tha level, while avoiding or
dastroying the enemy robot tanks.
Drive around until you see a flag. To
collect a flag, just run over it, at which
point you will hear a sound. If you
sae a robot tank, shoot it. You receive
an extra bonus if you destroy all the
tanks during a lavel bafora collacting
all flags.

If you haven't raturnad to the intarnal
view, do so now by pressing the Tab
kay once or twice. Thera ara a few
othar things you should note. First,
avery time a robot tank’s cannon hits
yvou, yvou lose shield strength. This is
noted in the damage level. Evary time
you shoot your cannon, you lose
amma. This is noted in your ammo
count. To rearm and boost your shiald
strangth, simply drive over an ammo
dump, signified by the undulating
squareas scattered all over the ground
in the Arana.

When yvou're done exparimenting,
preass = —O= 10 leave the Arena and
return to the Main Menu.

Controals




” Spectre is based on something called MNew Macintosh Users
simulated reality, or cyberspace. By
reading this chaptar, you will become

| acquainted with the underlying con-
cepts, so that you may understand

| how the game is played.

If you're new to the Macintosh, there
raally isnt anything in this contained in
this chapter that can help you learn
how to operate thea Macintosh more
effectively. But it's fun to read. If you

' ara still a little confused by how to

' operate this computer, try skipping to

| the next section titlad "FProgram

' Refarencea”.

Experienced Users

Hope you like cybarpunk. Here's a
dose of it.

o | THE STORY SO FAR...




NOVELLA

It was blistering. Hot as hell. So humid
that every thirty seconds or so, Hart
could feael a bead of sweat slowly
trickling down his side. Thraea hours
after sundown, and it was still like an
ovan. Ever since the runaway graan-
housa effect had turned Earth into a
sauna, tha discomfort level was
unbearable. Evan in tha northearn
latitudes, in places like In NuYork,
Oslo and Vancouver, where everyona
normal had relocated, the situation
was getting pretty much intolerable.
Mormal. Ha. NMermal just meant having
adismal hope of living 9-2-5. Buit
down here in Nu L.A., it was unbeliev-
able. Worst summer in years. The
homeless weare dying of haat prostra-
tion, instead of freazing to death like
they did hundreds of yaars ago.

Hart continued trudging down the
straeat, like a camel. Siow deliberate
steps. Conserving strength. But avean
without thinking, he had the reflexes to
avoid bumping into the sweltering
mass of the homelass and hopalass
milling about on the street. Shoulda
listened to the weather A.l., and hailed
a cab from thea hotal. But Hart just
didn’t want to pay extra to the driver
for the drive into the Combat Zone in
what was laft of downtown. Hay, he
figured, it was just a short walk to the
best bar around. Well, the best bar
around for guys like him. Yeah,
Corley's. And it was someawhere
around here. He was sure of it
Another few minutes. It had to ba
arcound here somawhera.

His beat up Special Forces barat kept
his shaved haad ralatively comfort-
able. Considearing. Ah, tharea it is, tha
naon sign. Corley’'s with an “a". Hea
trudged up to the automatic door,
which was broken like most other

alectro-mechanical devices in this day
and age. With all the miracles they'd
come up with in the last three hundred
and fifty years since the invention of
atomic power, couldn’t thay get the
dimwit multinationals to invent a
concapt to replace their credo of
planned obsolescence 7 They spent
billions of credits on research to put
artificial imelliigence into things just so
machines would know the exact worst
time to break down, That exact instant
when you'd pay anything to have it
working again. What a racket.

Hart pulled open the door, and a blast
of conditioned air hit him. Ah, he
breathed, just standing there for a
sacond. it was better than sex. Wall,
not quite. He walked in. It was a dive,
but a carafully constructed nostalgia
dive. A waterfront bar for longshora-
men, the only problem baing that it
was about twenty miles from the
nearest harbor. A couple of the
regulars looked up, took notice and
weant back to their bears. Hart
scowlaed. He hated holograms. The
ownears thought it would be nice to
touch up the crowd with a few long-
shoramen types. Gimme a break.
Least they could do was not insult the
intalligence of the customer.

Hart walked up to the bar, slid onto a
stool, adjusted his muscular frame,
and took off his barat. Suddanly the
real customers looked up at him, His
gleaming bald head shined like a




beacon - Hart was showing off his
scars. Every time the electrodes
pierced into his head, they laft little
pockmarks. And Hart's head was
litarally covered with scars. He felt the
respect of the bar's regulars. It was a
real and tangible substance, respect. It
maant a lot to him, ‘cause frankly, the
pay stank. Hart didn't look like the
average cyberjock. Most were emaci-
ated and looked like they longed a
little too much for the hookup. Hart
took care of himself, worked out with
weights two hours a day, and kept
himself looking like an athlete. He was
determined not to get too hooked on
the cybarspace high, '‘cause that was
the easiest way to burn out.
Cyberspace was very addictive. If you
start getting dependeant on it, you geat
good fast, but you fizzle even faster.

Hart was a cyberjock to the core. He
lived for the sole purpose of fighting in
the Arena. That electronic simulated
battlefield floating in cyberspace. And
he didn't take the sissy’'s way out,
getting fitted with a socket. No way,
man. Even though avery timea the
electrodas want in, it Killed a faw
hundred thousand neurons, you just
couldn’t get close and personal to the
hardware unless you had a direct
connection. It was like riding a motor-
cycle without a helmet. Like a boxer
showing off a few scars around the
ayes. It meant that you didn't give a
damn. It meant that you were abso-
lutely serious about the Arena. It
meant that you weren't no lousy
palooka. It meant that people could
bat on you to do your bast. But most

importantly, it meant that you had a
few microseconds advantage over any
sockethead who wore a superconduct-
ing magnatomater. The more layers of
intearmediary firmware you had to go
through, the slower your reflexes. And
in the Areana, timing and speed were

avarything.

The bartender camea up. “Whad'va
hawve?"*

“Baar."

“*eah. "

“The real stuff. None of that
synthahol stuff.”

“¥aah... " gruffed the bartendear.

“Say..."

“¥'ou gotta be looking for Sousa.”

“¥Yaah.” Hart was getting de-
pressed. Sousa was tha hottest
cyberfight promoter in these pars. He
was handling somea new kid. Someaona
namead Speactre. Nobody knew who he
was, but he was supposed to be
lasershamp.

"“Well. He ain't around.”

"“Too bad.”

“But if you leave a message, maybe
I could get it to him."

Tip time. What should he give him?
Tweaenty cradits? Fifty ? How many
cyberboxers came into the place
looking to get in the Arana with Spec-
tre. How many. Hera he was, just
another punk loocking for a match.

"Excuuuuse mea...." Hart felt this
amazing voice vibrate and purr,
grabbing his attention. The voice falt
warm, like warmed up honey in milk
with a whola lot of sex stirred in. Hart
turned his head. Whoa. Redhead.

"Mr. Sousa is in the back room and
he'd be willing to speak with you, Mr,
Hart,” she added, keaping it up. The




purring. Whoa. What a body. Had to
be synthetic. No way you could defy
gravity like that hare on Earth. Hey,
walt a minute, how did she know his
nama’?

“Hay, how did..." bagan Hart.

Before he could finish, the radhaad
spun around and headed for the back
room. Hart got up and followed her
into the room bahind the baadad
curtain.

The room in which the great Mr.
Sousa worked was quite modeast.
Really. Except for the monster com-
puter he was chipped into. A tangled
wab of circuits extruded from his head
to the suparcomputer. It was a ghastly
sight.

"“Walcoma, Mr. Hart,” Sousa smiled.
Tha smile sent a chill up Hart's spine.

"Hay. How'ya doin".”

“¥our reputation precedes you."”

Chilling thought. This guy must be
hooked into just about every database
thare is. Lives in cyberspace. Probably

thinks I'm just an image in code space.

“Thanks. You too."”

“Do | repulss you "

“Uh... what?"

“It may seem distasteful, but | find
that it gives me a slight edge to be
imarnatworked in real tima 1o every
paramutuel betting computer in tha
known world.” Hart scowled, thinking,
Il bat you do. Just face it buddy. it
ain't the monay. You're addicted to
cyberspace. All you gotta do is admit
it. Hi, I'm Sousa and I'm a coda-

depaendeant.

Sousa continued. "For exampile, |
know axactly who you are. That you're
a raspectable cyberfighter, who had a
future until you wara forced 1o leave

the Mew York Gleason MNatwork
beacause you refused to throw a fight
to King Ratface. Very admirable. But a
relatively stupid action.”

“Hay, | ain't no palookal”

“Obwviously.”

“Wall.”

“So, Mr. Hart, You're here to take
on my champion,”

“saah. I'm loocking for a good cleaan
fight."”

*Hmm. And why should | let you
ruin the best meal ticket | ever had?
What's in it for ma?"

Hart had to think about this for a
minute. What was in it for him? If
Spectre loses, Sousa loses big time. If
| lose to Spectre, Sousa don't make all
that much.

“For you? Wall, what are tha odds
againstme?"

Sousa looked up at the ceiling, but
Hart knew that he was lost in
cyberspace. Collecting, analysing.
sorting... Suddenly, the status lights on
the computer behind him bagan
flashing vigorously. Sousa came back.
“Wall, Mr. Hart, you're 32 and 2, 27 of
which by KO, which is a great record,
s0 the odds are only 7 to 2 against
you. Howewver, it may ba possible that
Ratface sent you as a converted
operative, and is planning to hustle me
on the spread. But on the other hand.
you are a known cybarfighter. Hmm,
an intaresting problem...”

Hart knew ha had him. "Hay, all I'm
looking for is a shot. If you let me go
up against Spectre, you can have my
contract, okay ?"




Sousa’s eye's widened in response,
and the mainframe behind him began
accessing his legal A.l. “Yes, | could
bury Ratface in interrogatories and
discovery motions for aight months,
end-run his restraining orders, and
sign you for at least six months after
the fight. And of coursa, if you do burn
me, I'll have the pleasure of seeing
you killed.”

Hart maintained his poker face.

Sousa smilad, but it was an ampty
gesture. Poker requires humanity, and
Sousa had lost far too much of it to
look like anything but a machine,

“A standard contract should be
sufficient?” Sousa chirped.

“Just gimme an advancea.”

"Five thousand credits?" Hart
noddead. “And the fight is in two
waaks "

“Daal."”

“Ah..." Sousa's eyes had glazed
over, A bit of spittle accumulated on
his lower lip. So deep into cyberspace
he had lost control of body functions.
He had obviously begun taking bets
on the fight, and was lost in the
adrenaline of the wager. Geez, this is
onea gambler who desperately needad
a twelve step program. Hart got up to
leave. What a sorry state humanity
had fallen into. Turning toward the
door, he saw the girl again, her cat
eyas shining and Chelshire smile so
brilliant her body disappeared. Wall,
maybe not so sorry a state after all.
She smiled at him, and he returned his
best cement mixer grin. Last chance to
get lucky before training.

Waking up in his capsule, Hart found
the girl sleeping next to him. She was
snoring gently. He sat up, a little too
quickly, and he falt his head spin.
Damn it. Drank a little too much last
night. In fact, he couldn't even remeam-
ber if she was any fun in the sack. Ha
looked at the room. It was a standard
capsula hotal. With a room eight feat
long by six feet wide by four feet high.
Just enocugh to sleep in, but never
enough to feel like you mean anything
1o the world. Blast these Japanese
inventions. Always trylng to come up
with stuff that makes their size an
advantage over the Wastern gai jin.
He shook the girl by the shoulder.
"Hey, baba."

“Mmmm..." she responded.

“"Hey, darling. It's time to get up.”

*“Mmmmi! What'dya mean? It's still
38"

Hart felt that chill. She didn't look at a
watch, so she had to be chipped up.
Just perfact. She probably had a
Maotorola cellchip embedded some-
where in that lovely head of hers, so
she could ba linked into whatever
computer her boss was using. The
parfect secretary was a mindreader,
courtesy of invivo callular computer
communications technology. This
obviously meant Sousa had sent her
along to keep an eye on him, and
probably even watched her download
of his sexual performance last night.
Damn itl He hated tech stuff getting so
deep into his private life

“Hey. babe, get your circuits up and
back to Sousa.”

“Oh... honey...." She peeked an eye
at him, confused but affectionately.
“"Good morning, babe... Hey, what
happened?” Her hair was definitely a
mass, but she was still guite a knock-
out.



““ou can requeast your mainframa
for an instant replay.”

“Oh. That's why you're in such a
fine mood.”

“It's just that | don't appreciate
baing usad.”

“Oh, really? So why don’t you tell
me my first name, Hart.” Good point.
He screwed up on this one. He really
couldnt remember it. Toucha.

“Uh. Okay. I'm sorry. | used you.
¥ou used ma. We're even.”

*Sure, Don't sweaat it.”

“So what is your name.”

“Daphne. And for your information, |
logged out for the night, last night. |
wasn't on line.”

“Really? | bet you say that to all the
guys.”

“Okay. | give up.” She sat up,
grabbed for her clothes and started
getting dressad. Obviously, she was
veary ticked off at Hart, Her bottom
started waving goodbye to Hart. It was
such a lovely sight that he melted.

“Okay, okay... Sorry. It just spooks
me that your creep of a boss may
have been watching me from behind
yourayas."”

She stopped. Sha was still a bit upset.
Suddenly, a look of indecision crossed
her face, and the anger passed. She
popped her blouse back off, tossed to
the corner of the capsule room, and
got under the temperature adjusted
covers. “Got any room service in this
dump? Let's work up an appatite!”

Besides, ha could always start training
fomorrow.

Two waaks passed like a kidney
stona. Training was tough. It always
was. Pain. Blood. Exhaustion. And
then more pain. And he had 1o do it

again today. All in the name of spaad-
ing up his reflaxes. Pain makes man
do incredible things. But ha wasn't
looking forward 1o it. His interneural
response rate was pretty fast, but still
not up to peak performance. He sat
down in the console, with the padded
seats, and adjusted the harness. The
tech, a smiling teenage hacker appro-
priately named Smiley, brought over
the electrode halmeat. Man he hated
this part. Smiley smiled, and swabbed
Hart's entire head with alcohol. And
placed the helmet on his shiny bald
head. It attached itself with a slurp,
and the eye shutters closed. Dark-
ness. He heaard Smilay, mufflad as if
talking from under a pillow or soma-
thing. “Ready?"

Hart gave him the hand signal for
standing by.

Mow the hard part. Suddenly, Hart
haeard the grinding of the tiny motors
that preceded the electrode neadles
baginning their journey into his skull.
Down through the skin, then antering
the little holes in his skull made by
previous insertion runs, and finally
lodging into his cortax. Right into the
ol' gray matter. Ah!l! PAINPAINPAIN.
The needles were scraping, looking for
tha skullchannels. PAINHATEPAIN.
Mostrils flared and breathing rate
jumped to control the pain.
PAINPLEASEDOMNT!!! Hart regulated
his breathing. trying to maintain an
alpha brain state. Finally, the local
anasthatics were released and took
hold and bagan to numb his skull. And
then ha falt the injection of the neuro-
andorphins, now flooding his brain.




Ah. Yes. Yes. Yas!l He falt his brain go
warm. Fuzzy, comfortable, like staying
homea from school during a thunder-
storm. Then the circuitry bagan cutting
in, He saw the status panel materialize
in the dark space In front of hirm. A
dislocated voice popped up in the
darkness.

“Hart! Are you on lina?"

He couldn't feel his body anymaore. All
muscular control and narve input was
shunted over to the computar now. Mo
body or the absence of body. Mo
breath or the absence of breath. No
light or the abseanca of light. He
thought a beam to Smiley, “Yeah. I'm
in hare. Standing by.”

“Gireat. Comm bus is up. We'ra
gonna boot up the Arena software set

oW,

Hart waited. Suddanly, a flash of hot
burning light surrounded him. And he
felt the sense of motion. Fast and
beginning to accalarate. Thea bright
flashes of light and cacophonous
sounds baegan 1o overpowar him, and
he baegan to feal PAINPAINPAIM
again. Hart controlled his mind, and
re-entered the state of alpha, but now
he falt like ha was flying into a nautron
star or a black hole or something,
fealing his consciousneass straetched
out into infinity. An intensa whita light
bagan to grow, bathing him, and
surrounding him, and Hart was no
longer Hart, it was just some old
namaea, like in a past life that doasn’t

matter, and he began to merge with
the light that danced and hummed like
a thrashing Dirac saea of radiant
aelactrons. And then he was floating in
dark quiat formiess space. And than
he falt the cybarank form and crystal-
lize around him. Humming, as if tha
aelectrons and photons were coalesc-
ing into the reality of the cybartanik.
And then he was the cybertank. He
mowved his phantom legs, and he fait
the wheals turn. He flexed his right
arm and falt the cannon fire, He
checked his systems, and all systems
weara go.

"Hart! ¥ou'ra hot. Are you linked
with the tank yet?"
Hart thought, veah. Faals good.

“Great, here's the Areana.” And Hart
felt his stomach lurch as he bagan to
fall.

Hart crashed onto the ground, He
looked around and saw the simulated
playing field. Ever since actual human
warfare and destructive human
combat was banned by the United
MNations Peacekeeping Force undar
direct command of the Trilateral
Commission, paople had resorted to
batting on simulated warfara. No more
Wars, No more guns, Nno mora boxing,
no more martial arts, no mora fighting.
Just mood elevators and electrical
stimulation of forebrain cortical syn-
apseas. Now everybody was supposad
1o be happy. Theare ware no laws
broken, and no one avear actually got
physically hurt. But mentally 7 Well,
that's another story. But everything
was well within the law thesa days.
Too bad the suicide rate was so high




though. It threw a little wrench into the
politician’'s theories of utopian society.
So they let the people have
CybarWar. They played it, thay
watched it, thay bet on it. The Arena
bacame the opiate of the massas.
“Hart! Are you there?"
Hart looked around. The arena,
normally filled with nice crisp barriers,
shimmering walls and robot sparring
partnars, was de-rezzing. Hart
thought, what the ..., Yo' Smilay?
“Just a power surge... Okay. How's
that now?"

The landscape slowly bagan to
recrystallize and.... zap! Now he was
there. Home. Everything parfectly
crystal clear and sharp. Like waking
up and finding yourself in some high
tech Maxfield Parrish painting. ltwas
beautiful. Yeah!

“How's that now?"
Perfect! Just perfect! baamed Hart to
the world outside.

“Okay. let's do a systems check. Go
60 meters on a heading of 090."

Gilad to, thought Hart, He revved the
angines of his mind, and began to
move. He falt avery gear rotata, aveary
actuator open and close, avery piston
fire. Hare. | am pure anargy and
adranaline herae. Only thoughts of the
coming combat fill me now. Everything
else has been burned away by the fire
of a thousand suns. Only this Arena
axists. Only Spectre is my goal.




This program reference is for both
expearieanced and new Macintosh users
Have fun!
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OVERVIEW

In Spectre, you saa a virntual world
from the point of view of a battle craft,
a 'Speactra’, roaming around a comput-
erized arana. The object of the game,
of coursea, is survival. Shoot your
enamies, collect ammo and flags, and
race on to higher levels. That's
basically all there is to it. Try notto
get oo addicted.

To bagin playing Spectra, simply
double click the program icon in the
Findear, and whean you saa tha Main
Menu (buttons shown at right). yvou will Play SERRE 1O O 30 B e T T
be presanted with a number of op- RGN SR

tions:

Play Sealect this option 1o begin playing the game,

Scores Selact this option 1o view the high scores,
You can play the gama by clicking the
Play button or pressing the P key. To

[LL

start on a higher level, hold down the About Salaect this option to find out about the authors,
Option key while salecting Play or tha

P key. There is a demo mode that can Mol Salect this option if you need an explanation of how
be activated by pressing the D key or P to play.

Option-D. You can initiate or join a
multi-player network game by clicking
on the Met Play button, or pressing the
M kay. You can see the top scoras by
prassing S, or get halp by pressing H.
To find out more about Spectra, press
F.

Sealact this option to choose betweaen filled polygons or

=> Fillad vactar line drawings.

Sl Salact this option if you'd like 1o a@xit now.

L

On a color Mac with at least 1300K of
free RAM you will ses the Filled™ector
toggle button. MNote that this button
will not appear on a Macintosh Plus,
Classic, SE or Portabla. You may
click on this button or press F or V to
toggle batweean solid filled objects or
vactor line graphics. Finally you may
quit the game by clicking on tha Quit
button or pressing Q.

If this is your first time at play, click on
tha Play button at this time.




Playing asingle player tour has ite own strengths and weak-
game: nesses. If you wish to create a more
finely tuned vehicle, salact the Custom
Spectre at the bottom of the dialog,
and click "Edit Custom...” This will
bring up the custom vehicle dialog.
You have 15 points to distribute
baetweaen spead, shiglds and ammo.

After clicking on tha Play button, the
vehicle selection dialog box appears.
Choose the Spectre vehicle you wish
to use. Difterent vaehicles are usaful
for various strategles, and each of the

Spead - You will need to experimeant
with these settings to becoma familiar
with just how fast a setting feeals to
you. Here's a hint: the Speady craft
may ba more easily destroyead, but in

Choose a vehicle for yourself:

| A well balanced mm:!::mz. :z:ﬂa;:: . : many cases you can play "chicken”
Good for arena or raid. elds: against a robot or your opponent, run
Ammao: 4 past him, quickly swing around and
. Very fast, but not much Speed: 8 open fire.
| shielding or ammo. Good Shields: 4 :
for flag rally Ammo: 3 Shialds - Each point Is one shiaeld of
armor - each shot that hits your
| Lots of shields, but not Speed: 3 SIS ST O TR, Svan
| very fast, and not too Shields: B8 SAFIEEE. VY TS ST T 15,
Y : 8
MBEh GRme B Ammo - Each point of ammo allows
Create/Edit your own Speed: 8 you to carry 10 rounds (shots) for your
custom Spectre settings.  Shields: 4 QU IR (W EHE TN 3 R T
P . Ammo: 3 the maximum number you set here.
[l A ] Ammao may range from 1 to 5, giving

[ Edit Custom... I [ Cancel [' Play l you betweaen 10 and 50 rounds.

Coast - Set this slider to any value
other than O, and your Spectra hovear
engines will allow you to glide over the
gt ik i Arana surface. This higher the setting,
T the greater the momantum. A satting
| of 7 will cause your craft to complately
| glide over the surface. When you use
this setting, you should remember that
I | the § key on the numeric keypad is the
| brake, and may be used to stop you
from gliding.

Aftar you have selected the vehicla
you want to use, select Play to de-
scand into the Areana.




The object of the single
player game

The single player game is played in
levels of increasing difficulty. To
complete a level, you must collect all
the flags on the leval. Flags are
represented on your radar as small
flashing crosses, and appear in the 3D
views as rotating flags. To collecta
flag, just run aver it, at which point you
will hear a confirming sound. When
you have collected the next-to-last
flag, you will hear another different
sound. The exact sound you will hear
is a function of the memory available
on your Macintosh. Incidentally. if you
manage to kill all of the robots on a
leval batore you get the last flag, you
will receive a bonus of 50 points pear
robot. This bonus applies only if you
kill aflthe robots.

Don't dally however, there is a another
bonus for beating a time clock. This
time clock is displayed at the top of the
screen and increases as the levels get
maore difficult. On the lower levels it is
usually worth foregoing tha time bonus
in favor of the robot bonus. If you are
good at hunting robots, that is...

All this killing of robots could leave you
short on ammo. Fortunately, there are
ammo dumps all over the board.
These are represanted by pulsating
diamonds on the ground. These
ammo dumps appear as vary small
dots on your radar. Running ovear an
ammo dump will restore 20 rounds of
ammo and one point of armor to your
Spectre craft. But baware! On the
higher levels, the Robot Spectres wise
up to your manauvers and begin to
guard these ammao dumps as well as
the flags!

Robot Spectres

Enemy Robot Spectres come in 2
flavors: regular and mean. You will
see the regular ones all over the place
in every lavel of tha gama. They
aren't too bright - thay typically find a
flag to guard and wait for you to come
to them, although sometimes they will
surprise you. Inthe beginning levels
they only have 1 shield for armor and
are relatively sasy to destroy. One
direct hit will do the trick.

The mean robots are taller and pointy
and begin to appear at lavel 5 and
beyond. They have more armor,
move faster, are more intelligent and
fire more often. But wait, thera's
morea... thay also have the ability to
‘laad’ their shots - that is, thay fira at
where you will ba, not whara you are.
So don't travel in a straight line whean
thay follow you. Finally, baware that
they like to travel in packs...

Every robot Spectre’s armor gets an
additional shield every five levels,
starting at level 10. That means thay
require more direct hits to destroy.
They also begin to move faster at
higher levels. Oh, one last thing... Be
caraful not to get too close to them.

Cuslom Spedire Sellings:

Paints Lefl ] [
speed B
I Slvields 4
Amimo Capacily 3

Coasi: st
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Weapons and Controls

In the single player game you have a
choice of two weapons: the cannon
and proximity grenades. This is how
thay wiork:

Cannorn

This weapon is fired by pressing the
Space Bar, the Shift key or the 0 on
the numeric keypad. The canon fires
one round of ammo and causes one
point of damage to any craft it hits (l.e.
destroys 1 unit of armor shield). Note
that this will not always kill whatever
you are shooting at. Holding any of
thesea keys down will cause multiple
tirings and deplate your ammo quickly.
If you hear a short beep-beep, this is a
warning that you are getting low on
rounds. If you hear a click whan you
fire, it means that you are out of
ammo. Drive over ammo dumps to
resupply. The maximum range of tha
cannon is the limit of your vision (i.a,
you can only hit what you can see).

This is the only weapon (besides your
cunning) available in the multiplayer
gamea.

Proximity Grenades

This is an aweasome and dastructive
weapon. This weapon becomes

avallable starting with level 10 in tha
singla player game only. It uses 10

rounds of ammo for each grenade
fired and explodes in midair, doing
damage to anything nearby,. and will
destroy anything it directly hits. These
grenadeas are fired with the Option
kay. Take cara not 1o hold down the
Option key when firing or you will
launch multiple grenades and exhaust
your ammo rounds quickly. This
weaapon is bast used when you entar
the Arena and are attacked by tha
maan, smart robot Spectres. Dastroy
them with a grenade, and other
naarby robots will be taken out as wall.

Controls

Thera are threa sets of motion controls
- one for righties, one for lefties and
one up for grabs (Extended Key-
boards only). Righties may also wish
to use the left hand keys when playing
on a Mac Portable (since there's no
keypad on a Portable). Sasa the
diagrams on this page for an overview
of the keysets. There is also an online
diagram of the keysets on page 2 of
the on-line help screans, Note that
there are 'corner’ keys (i.e. 7,9,1 and
3) that do two actions at once: turn
and move. This is very useful since
some keyboards will not recognize
maore than 2 keys down at once. If this
is the case with your system, use
these 'corner’ keys to move and fire at
tha same time. Finally, use the 5 or G
kay to stop movemant. This is espe-
clally useful if you are driving a custom
Spectre with the coast set to maxi-
VL.

The mouse may also be used to
navigate around the Arena but it is
unwialdy. Mowve the mouse in the
direction you want to go and click the




button to fire. Suggestion: the kay-
board controls offer more responsive
stearing and are highly recommeandead.
Mote: if your vehicle begins to turn or
spin unexpectaedly you may have
bumped your mouse. Pressthe 5 or
G key 1o stop.

Views

To change views press the Tab key,
ar the RETURN key for lefties. There
are three available views to choose
from, and you can play, shoot and
accomplish your mission from any of
thesa views. The thrae views are:
straight ahead 3D view, a 'slot” view,
which is like an axternal cameara
angled above and bahind your craft,
and finally a 2D overhead map view,
In addition to changing views, you may
also use the + and - keys 1o zoom in
and out on the slot and map views. |If
you are using the numeric keypad to
maneauver, try using an additional
finger to zoom in and out while mowv-
irg.

Each view has its pros and cons. In
tha straight ahead view you see all the
action, the but only that which is in
front of you. You also have the radar
o locate enemies, flags and ammao
dumps. The ‘slot’ view provides a
mora panoramic view, but you losa tha
aiming crosshair. The map view gives
yvou a good overhaad view of the
action, but bacausea of this advantage
the radar is not availabla in this view.
Try playing from aach of the views to
discover which ona(s) are bast for you.

Hyperspace

Cannons ara blazing, you're sur-
rounded by a hoard of anamy craft
and your ammo and shields are giving
out! Who yva gonna call? Hy-
parspacel Hitthe — (Tilde) or Back-
space key and you will be
immediately transported to a new
position in the Arena. Before doing so
be sure to check your Hyperspace
aenargy call which is the vartical bar
indicator labaled "H" located in the top
central portion of your display. If this
bar is solid then you have a full
Hypearspace charge and may transport
without the risk of belng destroyed.
Onoce you Hyparspace, the energy cell
will be completely expended and the
bar will become empty and will
resupply over time. If you try to
Hyperspace again befora it is fully
racharged you facse the risk of salf
implosion (sounds gross, huh?). Itis
not a pretty sight to de-rez your own
crafl.

Command-Q will exit the game and
pressing the P key will pause action in
the single player game. The S key will
toggle the sound off and on and the [
and ] kaeys will raise and lowar tha
sound volume.




B, The top indicator shows the
number of lives remaining in this
sassion. The indicator directly below it
shows the damage leval that you have
sustained. And the bottom number
indicates the number of cannon
rounds you have remaining.

B The top indicator shows your total
| scora. Thea indicator directly balow it

! shows the level you are currently
; o T ° . e e attempting. And the bottom number

indicatas the numbar of bonus points

y , : remaining.
_ -
Lives: 2 Score: 27560 € This shows the state of the
Eﬂmﬂgﬂ ] Level & \ HyperSpace Launch Enargy Cell. You
mmo. A0 Bonus: D68 H ik should let this cell fully recharge
before attempting to hyperspace.
i you launch before fully charged the
H ' LI ship might implode.
L]
D This is your radar screen,. At the

cantar of the display your vahicle is
reapreasanted by a single large dot.
Moving dots {red or orange on color
monitors) reprasent the anemy robots.
Flashing crosses signify the location of
flags. And little dots (grean on color
monitors) are ammo dumps.

IE This is a rotating flag, signifying a
mission check point. You collect flags
by running over them. In the multi-
Spectre 3D View playar game, pleasa note that the
flags do not disappear when collected.

F This is your aiming crosshair.

€& This is an ammo dump. Running
owver this flashing, pulsating diamond

willl resupply your shields and re-arm
YOur cannon.




Keyvpad Motion Controls

There are thrae sats of motion controls

- ona for righties, ona for lafties, and
ona up for grabs (on Extendad Key-
boards only). MNote that the cormear
keys do two actions at once: turn and
move,

Tab — Views

To cycle batweaean three possible views
prass the Tab kay, or the Return key
for lefties. This switches views from
the 3D front 1o a 20D top view 1o the
overhead map view and back again,
To zoom infout in the slot or map
views use the + and - keys.

Delete — Hyperspace

Press the ~ (Tilde) or Backspace
(delete) key to be transported (o a
new position in the Arena via a hy-
perspace jump. You must have
enough energy 1o Hyperspace or you
run the risk of being destroyed. The
“H" indicator shows how much Hy-
perspace anergy you have at any
given momeant. This enargy builds up
avear time and is totally expeandad
when you Hyperspace to a new
location in the Arena.

Space Bar — Cannon

This weapon is fired by pressing the
Space Bar, the shift key or the 0 key
on the numearic keypad. The cannon
fireas one round of ammo and doas
causes ona point of damage to
anything it hits (i.e. destroys 1 armor
shield). Note that this will not always
kill whatever you are shooting at. I
you hear a short beep-beep, this is a
warning that you are getting low on
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| toggles fram
\ cockpit 1o

",I map viaw)

BLL LT

.Il:' ]! ¥ II.- |

Hyparspace
Sound Volumea Lip —

Sound voluma Din

Pausa — A

— Lefthanded IR
| I{.-yp.“d 1 |

—

i

s\lls Wi |
IR
|

*l

A i Tuarr Left

—— 3o Forwand
b Go Backward
Turm Right

IL'I. \
Cirenades ! \I\‘n. ' Demo Mode —— Trigger

Sound OndONl
Hypearaspacea

The Keyboard Interface




rounds. If you hear a click when you
fire, it means that you are out of
ammo. Drive over ammo dumps
resupply. This weapon will reach to
the limit of your vision.

Option Key — Grenades

This weapon baecomas available
astarting with level 10 of the single
player gama. It uses 10 rounds of
ammo and explodes in midair, doing
damage to anything near, and will
dastroy anything it hits directly. These
grenades are fired with the Option
kay.

Technical Tips

Spectre runs under Systems 6.0.3 and
later. Spectre will run on any Macin-
tosh and supports both Color and
Monochrome monitors (2, 16 and 256
colors). The "Filled” polygon option is
not supported on the Plus, Classic and
SE and there is a reduced set of
sounds to increase game spaad. Tha
solid “Filled” polygon option |s opti-
mizad for the Mac llci and |Ifx and may
not play as smoothly on lesser ma-
chinas.

To play Spectre you must have at
least 750K of free memory. For full
sound effects and the “Filled” polygon
option you must have 1350K of free
memory. In 950K Speactre will play all
of ita sound effects and in 750K will
play a reduced set of its sound effects.

If Spectre gameplay slows at higher
levels, try toggling the sound off (press
S key) and the animation will speed
up. You may also toggle the “Filled/
Vector” button in the starup scraan to
“Wwactor” for faster game play.

If your game score is among the top
ten you will be prompted to type in
your name. To clear the high scores
throw away the Spectre sattings file
located in your System folder.

If you have trouble firing on the
smaller Mac keyboards try using the
Shift key instead of the Space Bar.
Soma keyboards have difficulty
recognizing more than two keys being
pressed simultaneously, but the Shift
and Option keys will be recognized in
any case. You know us software
authors.._always blaming the hard-
ware!

GameaePlay Hints
Bonwus Polnits

In the single player game you have
the opportunity to score additional
bonus points if you: destroy all the
anemy robot craft before you pick up
all the flags, and if you complete the
round within the allowed timea. If you
destroy all of the enemy robots you
will receive 50 points per robot de-
stroyed during the round. The number
of robots increase as you move to
higher levels. Time bonus is calcu-
lated by the time bonus remaining at
the end of the round. You will sea this
bonus added to your score at the end
of @ach round. Here's exactly how the
scoringworks. ..




Points per robot; 25
Points per super robot: 150
Polints for picking up a flag: 20

Total time bonus available per level (in
seconds):

10 + 10" the number of flags, plus

10 + 10* the number of regular robots,
plus

10 + 10" the number of super robots

¥You get 4 points per second left at the
and of the round.

If wou Kill all the robots:

If the gama level is less than 21, you
geat:

50 points " tha numbear of robots * the
numbear of lives per robot

If the game level is 21 or more, and
less than 27, you get twice that.

If the game level is 27 or higher, you
get the level divided by 8 times the
first bonus.

Maximizing Scoring

Onoa you descand into the Arena.,
take a quick glance at the radar and
get a feel for the location of tha anamy

robots and the flag checkpoints. If you

have a meaan robot nearby, (large dot
moaving quickly toward yvoul) take this
guy aut first and then proceed 1o the
nearast flag. Try shooting the othar
robols as you are moving instead of
stopping to take exact aim. If you
miss you can always swing around to
finisah the job. Also, thara will usually
be a robot guarding the flags. Once
he senses your presance he will fan
out slightly from the flag and opan fire.
Study thase movemanis as thay are

somewhat predictable. Be sure to Kill
all the robots in the round before
capturing the last flag to get that
Bonus.

Extra lives

You will recelve an extra life at the
following scores: 5,000; 10,000 and
every additional 10,000 after that up to
60,000 points. Beyond 60,000 points
you receive an extra life after every
additional 20,000 points.

Starting at higher leveis

You can start the gameaplay at a
higher leval by pressing the Option
key while selecting the Play button,
¥ou may start at any level betweaen 1
and 50. To qualify for the high score
list, you must complete the level that
yvou begin on {i.a. if you started at level
20 you would have to geat all the way
through round to qualify for high score,
otherwise points earned during the
round won't count towards the high
sooOra).




This chapter describes how to play the
game over a network. It is intended for
both expearianced and new users,

Spectra will run on eithar AppleTalk or
EtherTalk networks. This chapter
doas not discuss how to set up or
configure an Apple network. Spectre
requires no special network configura
tion or network server for multi-player
games. For more information on

I satting up a Macintosh network please

consult the manuals included with

your AppleTalk or third party network
{ | products,

2o | PLAYING OVER A NETWORK




OVERVIEW OF
NETWORK PLAY

Spectre is both a single and pleas for mercy. Usa headseats or spaak-
multiplayer game. Much of Spectre's erphones 1o keep your hands free.
appeal can only be experienced

during a Spectre natwork party. Itis

something that you have to experi- Rules of Engagement

ance yoursalf to appreciate. Once you In a multiplayer game, each player has
talk a few other friands into playing an infinite number of lives. The match
with you over an AppleTalk network, ands when one player or team gets

read this chapter to become ac- enough points to win, or when time
quainted with the rules. expires. Be sure o specify how you want

Playing the multi-player

game Scenario: Players: ‘
To play a multiplayer game each ® Arena Name Red White
player on tha natwork neads his or har OFl Rall
own personalized copy of Spactre, ag helly ® O
and all players must be in the same 2 Raid Sam
zone. This means that each user has
to purchase their own copy of the v Steve ﬂ ﬁ
program, or you need to purchase a @ Points
LAMN pack. It will not work if you let Play for |1p O Minutes Lralg » @
1

somaona copy your software. [

To start a multiplayer gamea, each
player launcheas their copy of Spactra |
and clicks the MNet Play button or press f“tk II:!:I!]. E“:: E“': to

M in the Main Menu screen. This aave Detore oiher players

brings up the Network Options dialog. have joined. !
In this dialog the players can commu- .
nicate with each other and decide the
ground rules for the game to be
played. All items in this dialog appear
the same on all screens and any
changes made by any ona playar will
be saan by all players. Pick a scenario
and a team to play on.

Wait for other players, then

a match to end - by points ar by time. Hetwork Options
Once the match has ended, each Dialog
player will ba disconnected from the

natwork game and returned to the

main menu screan. |

Wihen all players click the Ready
button and selaect their Spectre type
the natwork game begins.

One of the most unigue features of
MNetwork play in Spectre is that you
may leave or join a Multiplayer gamea ||
that is in progress. If yvou leave the .

Tip: it you have access to conference
calling on your phones, dial up your
teammates (o talk with each other
during game plan. Nothing like
hearing your opponant’'s or comradea’s




Game in Progress:

Scenario: Flag Rally
Play for 10 points

Team Choice: Q Red
3 White
ﬂEIdH

Metwork Game In
Progress Dimlog

othar players will hear a Hyperspace
sound and your vehicle and your
sound and your name will disappear
from the screan. When you join a
game the othear players will hear “hello
man” and sea your namea appaar at
the top of the screen. If you try to join
a Multiplayer game that is already in
prograss you will be presented with a
“Game in Progress” dialog in which
you may only select which team you
want to join.

Sam White
Steve Red
Craig White

Onca you begin a network game, all
the player's names can be found along
the top of the screen. Thera is a
numbear next to @ach name (1 through
&) that will also appear on the radar to
show aach player's position. Anytime
you line up someaona alsa's tank in
your crosshairs that person’s name
will appear directly above thair vehicle.
That way you know axactly who you're
about to blast!

The Multiplayer
Scenarios

In the Network Options dialog. you
may choose ona of the following
SCBnarios:

A e ryay

A total free-for-all. Drive around, shoot
yvour friends {and enamies), and got
onea point for each kill you make. Thea
match is over when someconea gets
anough paints, or time expires. A good
scenario to vent your frustrations and
polish up your visceral skills, This
scenario s bast for warming up as well
as finding out your friends and foes.

Flag Rally

This Is similar to arena, but a little
more complicated. Mo teams, every
man for himsealf, but this time to get a
match point you must collect all six
flags on the field (flashing lettered A
through F). To coliect a flag simply run
over it. Once you have collected a flag
it will stop flashing in your radar
display and the letter of the captured
flag will appear in the bar next to your
name at the top of the screen. If you
are destroyed, all the flags you have
collected go to tha parson who de-
stroyed you. There are no additional
points for destroying other players in




this scenaric, The keay to winning this
scaenario is to watch for the wise-guy
making a run for all the flags. Let
them blaze for a while and then blast
them before they collect the final flag!

B & ser Raicd

Remember capturae-the-flag? Imagine
it with missile weapons. Two teams,
two bases, infinite lives. Each team
gets a match point for "dastroying” the
othar base. When tha contest bagins
you will rez in near your home base.
Home bases are identified in the radar
by "W" for the White team and "R" for
Red. To destroy the enemy base you
must drive across the Arena and
bump into it, not just shoot it. Tricky.
Also there are no ammo dumps in this
scenario. If you run out of ammo you
must drive back to your base and
bump into it to resupply. Beast
strategy is for one team meambar to
stay in front of his/her base and
defend it while other team membears
attack the opposing enamy base.

vVehicle Selection in
HNetwork Play

After clicking on thae Ready button in
the Naetwork Options dialog, the
vahicle selection dialog appears.
Choosa the Spactra vahicla you wish
to use. Differant vehicles are usaful for
various strategies, and each of the
four has its own strengths and weak-
nessas, so the selaction of the vehicle
is a vital component of a winning
strategy in natwork play. If you wish to
craate a mora finaly tunad vahicle,
salact the Custom Spectre at the
bottom of the vehicle selection dialog,
and click "Edit Custom...” This will
bring up tha custom vahicle dialog.
You have 15 points to distribute
among spaad, ahialda and ammo.

Balance

This is a good vahicle for the Base
Raid and Arena games. It balances all
the capabilities you neead to win. This
vahicle may be too slow for compating
in Flag Rally.

Speedy

This is particularty usaful in Flag Rally.
Itis also useful for at least onea team
meamber in Base Rald, This person
should be designated to lead the
offensive againstthe anemy base,

Strong

Depending on the strategy and skill
levels of your opponants, this could be
a useful vahicle to selact if you are
going to guard the base in Basa raid.

CorsTtorr

True Spectre enthusiasts will definitely
want to build custom vehicles 1o
maximizea thair chances of winning.
You can customize your craft to get
that extra edge over your opponants,
You might wish to maximize your
spead and sacrifice or move the coast
slide to maximum and glide right past
YOUr opponents.,

Choose your vehicle, click Play and
prapara to descend into the Aranal




This chapter suggests ways to pull off
a batter network party.

HOSTING A NETWORK PARTY




Lintil you play Spectre over a network,
you never know how much fun de-
rezing your pals can ba!

Much of Speactra’'s appeal can only be
axparienced during a Spectra natwaork
party. Itis something that you have to
exparieance yoursall to really under-
stand. Read this chapter to find a way
1o host a Network Party.

First, here's an offer yvou
can'trefuse

If you want to throw a natwork party
for ten or mora paopla, but you don't
want to buy six separate copies of
Spectre, here's an offer you can't
refusal Velocity sells Speactra Network
Party Paks. In a Party Pak, you'll get:

= A Spectra network party disk —
which will boot six nodes of Spectra
for a 15 day "Party Pariod"”

= 10 praprinted invitations to a
Spectra natwork party

= A special offer so other friends can
buy Speactre direct from us at discount
prices

If you want to throw a network party
during your naxt Friday afternoon beer
bash, send in the offer card you'll find
anclosad in the product packaging. It
provides information on how to obtain
a MNetwork Party Pak.

Now that yvou're hosting
aparty...

Be sure to sat up all the Macs with
differant “Chooser’ namas. To do this
salect the Chooser from the Apple
menu, undar System 6.0.X or Fila
Sharing Setup under Contral Panals
undar System 7.0, Type in the name
of the player in the “Macintosh nama™
field and close the dialog. Now whean
you play you'll seea that parson’s
name appeaar above theair craft when
vou line them up in your sights. FIRE!

If you have access to confarance
calling on your phone systems, dial
up your team meambers for voice
dialog during game play. Use head-
sats or speakerphonas 1o Keep your
hands free.




|
(k| This is a technical reference chapter, It New Users
is not meaant to be light reading. To

I ]
| make this more readable, the entire H you're new to computers, you may
Il chapter is posed as a question and want to stucly the 1utorial, baginning
i answer narrative. Try to find your on pEge 1.5, DETere you resd tnie
question, and it will provide the an- chapter. However, you can always
BWOI, choose “D" for demo mode to watch
the action and get an idea of the game
play.

If you see computer related terms that
look unfamiliar to you, you should
consult your Mac manual. A Mac
manual should have come with your
computer.

!i - TECHNICAL INFORMATION




Thisa section will help you solve most
problems you might encountar while
playing Spectre.

This section is divided into two parts.
First, guestions and problems con-
carning the installation process are
discussed. The second part examines
problems you may experiance with
getting Spectre to load and play. Any
quastions you may have about playing
the game and game strategies are
covearad in sarliear chapters.

Dueastions about
Iinstalling Specitre

Q: How much hard disk drive
space will | need to load Spectre?
A You will nead 700K of free space
on your hard disk to install Spactra.

G: How much avallable RAM will |
naad 7

A Spectre automatically sense the
total amount of free RAM in your
machine and adjusts its capabilities
accordingly. To play Spectre you
must have at least 750K of free
mamaory. For full sound effects and
the "Fillad” polygon oplion you must
have at least 1350K of free memaory.
Systams with less than 950K will also
be play Spectre with a reduced sat of
sound effects.

Q: Is there an un-installation
process?

A To remove Spactra from your
machina, simply remove the applica-
tion file from your hard drive. You
might, howeavear, chack your back-up
disks to insure that yvou have the
aoriginal program Iintact.

Q: Can |l run Spectre from the
floppy disk?

A: You bat, although you will experi-
ence soma delays as the program
loads in from the diskette. You should
also make sura that yvour floppy is not
write-protected so that the serialization
process will work corractly.

Q: What if my floppy disk is not
readable?

A If you receive the message "This
disk |s unreadable, do you wish to
initialize t?" Selacttha Eject button
and try it on another machine. If it fails
on other machinas contact the dealar
where you bought your copy of
Spectre.

Q: What if I'm trying to serlalize
Spectre but the Noppy disk (with
the serial number on the labeal) is in
the disk drive?

A You will need to eject the floppy
from the disk drive. Press and hold
down the Command keay while
prassing and holding the Shift and 1
key (the 1 that is at the top of tha
keyboard). This key sequance will
aject the disk. Copy down the serial
numbar, reinsert the disk and continue
with entering your name and serial
numiber.

Q: Can |l loan my serial number to
my friends so we can play a net-
work game?

A: Mo. Mot only would this violate
your copyright agreameant but it won't
work aither. Each copy of Spectra
naaeds a unigue sarial numbear in order
to play a network game. Come on,
help us put out more great Mac games
and tell your friends to buy their own
copy. ltisn'tthat expensive!




Question=s about
Running Spectre

Q: How should | set up my monitor
to play Spectre?

A: Spectre will run in 2, 16 or 256
color modes, Please select Control
Panels from your Apple Menu and
select the Monitor CDEV. Set this to
"“Black & Whita", 16 or 256 colors,
¥You may also set the monitor to 16 or
256 Grays. If you have two or more
monitors attachead to your Macintosh,
Spectre will automatically sense the
moanitor with the highest settings (i.e.
maost colors or grays) and play on that
maoanitor. If you have multiple monitors
and Spectre does not come up on
your primary monitor (i.e. the one
diractly in front of you), reset the
monitor settings so that your primary
monitor displays a higher number of
colors that yvour other monitors.

Q: Is Specire compatible with the
Apple or other 3rd party Full Page
or Two Page Displays?

A: While we have endeavorad to test
in a number of machinea and monitar
configurations, we cannot assure that
Spectre will work in every possible
scenario. However, Spactre should
wark fine with most Full Page or Two
FPage Displays. If you experience any
problems. try setting vour monitor to
differant color or gray modes,

Q: Is Spectre compatible with
Accelerator cards?

A: Wae tested against a number of
these cards and found Spectre to be
compatible. Howewver, if you experi-
anca a problem disable the accelera-
tor and try again.

Q: When | start up the program, it
seems o load up properly, but |
don’'t see anything on the screan!?
A: Press Command -Q to attempt to
Quit out of Spectre. If nothing hap-
pens, reboot your computer and
disable your INITS and Extensions.
Under System 7.0 simply hold down
tha Shift key while you boot up to
disable the Extensions. Finally, check
your monitor settings. If you can
successfully Quit out of the game it is
likely that the monitor satting is not
being supponed properly. Try a
different color or gray mode and
rastart Spactra.

Q: The program won't run at all.
What should | do?

A: Thae first thing you should do is
check 1o see that you have anocugh
free RAM to run Spectre. Again the
minimum amount of free RAM re-
quired is 750K. If you do have enough
free memary try rabooting your
computer after disabling your INITS
and Extensions.

Q: No matter what | do, the pro-
gram won't boot!?

A: If nothing else works, there may be
something ‘built in’ to your computer
system configuration that is causing
trouble. Spectre has been tested on
all of the Macintosh line and a number
of monitors and accelerators, but it is
impossible to simulate each user's
individual configuration. In the event
of continued difficulties, try running
Spectreona DIFFERENT Macintosh.
Ferhaps a friend’'s machine or one at
work (as long as the boss doeasn’'t
mind). This will tell you If your ma-
chine is causing the problem, or
whather it is a problem with Spectre.




O 1 only have BODK of free
memory, s there any way | can run
the program to force all the sounds
to play?

A Nope.

o: Will Spectre run on the older
512K (Fat) Macs7?
A: Mo way. Sorry guys!

Q: What if | am having problems
with network play 7

A Problams can ocour in network
play If sevearal players attempt to join
or quit a game at the exact same time,
or if a player disconneacts, crashes or
turns off his or her machine in the
middle of setting up or playing a
natwork gamea. In many cases Spac-
tre will sense a network problem and
gracafully return you to the main
manu. Just try again. If you axperi-
ance a problem with a network game
{i.e. aplayer is unable to join a gama,
or a game suddenly halts with an error
massage) have all players raturn to
the main screaen and restart the
natwork game. Under rare circum-
stances it may be necessary to reboot
evaryonas machine. We have made
avary affort to maks the network code
solid as a rock, but this is way com-
plex stuff and theare is lots of room for
the unaxplainable. No cop out, just
the facts.

Another note on network play: Undear
Systaem 7.0, with AppleTalk Phasea 1
installed (the old AppleTalk), networks
with heavy traffic tend to expearience
problems. Speactre may be affected by
these problems. If you have a large
natwork running soma Systam 7.0
with Phase 1, and you exparianca
prablams with Speactre network play,
wWe suggest you upgrade to Phase 2.
Contact your local Apple Dealer for
details.

O What if my keyboard seems to
be getting stuck on a certain key?
A: On soma keyboards the keys may
get “stuck” after extended pariods of
play. If this occurs, gently tap the
stuck key and it will eventually release.

Q: What if my vehicle suddenly
atarts to turn or spin?

A: Spectre supporis the use of the
mousea to staer the craft. Somea
paopla might prafer 1o Use a MouSe,
although it provides less control.
Crecasionally you may bump your
mousa while playing which will causea
yvour craft to start spinning. Simply
press the 5 on the numeric keypad or
the G key to center your vehicle and
continue.

@: How do | get human halp?

A: Speactre has beaan fully tested and
Iincludes this compraehansive usar's
manual. Howeawver, if you should
encounter any difficulties not included
in this manual, please follow thasa
steps:

1. Make sure you have corraectly
installed and serialized your copy of
Spectre and that you are running
undear a supported Mac with at least
750K and Systeam 6.0.3 or later.

2. Consult your local dealar. Theay
should ba able to halp you with both
your computer and the software,

3. Lastly, if you cannot get your
question answearaed or problem solved,
please call Velocity Development
Registered User Support and ask for a
Customear Service Raeprasentative.
The number can be found on your
warranty registration card.




Il | This chapter includes information to

| you as a registered user of Spactra. It

includes the terms of the software

| licensing contract we anterad into,

" - when you bought this program and
opened the package, as well as the

I terms of the warranty provided.

Iinfarmation about customer service
and programs is also included.

B CUSTOMER INFORMATION




Licensing Agreameantit.

This product is licensed by Velocity
Deavelopmant Corporation to the
Customer, for use only by the Cus-
tomer, on the terms sat forth as: You
may usea the software on the computer
ywou own or usa. Tha softwara, usar's
manual, and all materials ara copy
righted with all rights resarved. Lindar
copyright laws, you may not: (1) copy
the program (excapt to create a Back
up varsion) or tha user's manual, In
winole ar 1n [_a:'lrl_ without the express
written permission of Vaelocity; (2)
make alterations in the software; (3)
grant sublicenses, rent or lease the
software to othears; (4) tranamit the
softwara or manual electronically.
Reamoving the diskatte from the
package constitutes your accaptanca
aof thesea terms

Limited Warranty

Valocity Developmeant has a commit
meant toward providing tha higheast
quality products, and has astablished
thea following warranty for its products
Theratara, Valocity provides to tha
ariginal purchasar of this product, for a
pariod of ninaty (90) days frrom the
date of the original purchasea, the
following Limited Warranty

““Veloo warrants that the materials of the softwara and disk ars nol
active and that the program is properly recorded an the disk. Velocity
asrarrants that the pr ram opearates substantially as gdescrnibaed in the

& manual and as promisad in the packaging

o make awarranty claim undear this hmited warranty, please return the
F_:-lr_:u:_:ll_n_'l o the onginal place of purchase, anad oring with yvou the p.ll-:".u.'.l| iof
purchase, awntien statement ol defaect clearly stating Lr name and
return address. Velocity, or its authorized dealar, will at its option, reaplace
or repair your aatfective proaouct and return it t ou, or issusa you a cradit
equal to the purchase price, This stateamant i: Ur sole and axclusive

remeady for any oreach of warranty with respact 1o the software product

'-.,-'”||;;n,,||;':l.- axprassly disclaims any impliead warranties with respact (o tha
madia and the softwara, including warrantias of marchantability., pertor
manoce or fitnass for a particular purposa. |n any casa, valocity shall not

2 bea lilablea for any incidental or co ueniial damages arsing

irom any claim undar this agresameant. HC i cgsome states do not allow

the axclusion or imMmitation of imphed warranties or iaolity for incidental o
consaequeantal damages, s0 the above hmitation of exclusion Mmay Nnot

Apply to you
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Vealocity Development has a commit-
ment toward providing tha highast
guality service for its products, and
has astablished the following customer
sarvice policy for its products.,

To take full advantage of these
sarvices, you MLUST register with
Valocity., Please take a few momeants
to fill out the enclosaed Warranty
Registration Card enclosed in tha
package, and forward it immediately to
Valocity. As a ragisterad owner, you
wiill have accass (o

1. Customer Service and Technical
Support

2. Sneak Praview of New Productss
3. Upgrades and Replacemants

4, Hint Booklets

We must stress that thesea sarvices
are available only to registered users.
Otherwise, the dilution of our services
would have an adverse affect on the
gquality of our technical support.

Customer Service and
Technical Supporit Line

This product is fully tested and in-
cludes a compraehansive user's
manual, Howewvaer, if you should
encountar any difficulties, please
follow thase staps:

Step 1 Review the materials
provided in the user's manual. Cheack
to make sure you have correctly
configured the system and that
program format indicated on the
packaging supports the machine you
own, the peripherals, and computer
configuration.

CUSTOMER
SERVICE POLICY

Step 2 Consult your local dealer.
They should be able to help you with
both your computer and your
FII"I:IgI’E.IT'I.

Step 3 Lastly, if you cannot get your
queastions answearad or your prablem
resolvad, please call the telephona
numbear listed in your warranty
registration card and ask for a
Customer Service Representative.
Please have your registration number
avallable (it's on your program
diskette label), as wall as information
about your gquastion.

Product Upgrade
Program

New varsions of our products, as weall
as add-on products like scenery disks,
will be made available to registerad
owners at apecial prices. Wea ara
planning to release sequels and
upgrades in the near future, and if you
want to ba tha first to haar about it,
yvou nead to become a registered user.

Hint Booklets

Velocity is constantly andeavoring to
improve its products, and we collect
information about tham. If you should
wish to obtain a hint book for your
product, please send $7 (this includes
our minimum shipping and handling
faa) to:

I-Need-Help-With-Spectre
Veaelocity Development
Box B75

Falatine, IL 60078-0875.

Thank you for buying Spectra. We
hope you enjoy the adventure and
encourage you to write us with sug-
gestions, commants, tips, and prob-
lems. Until then, watch out for the
smart robots. They're really meaan.
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