s The Vorton Invasion se

The year is 2114. The evil Vortons fromTau Ceti have invaded every star system within 12 light

years of Earth. As the Captain of the Star Destroyer U.S.S. Olympia, you must eliminate this threat

before the Vortons can complete their conquest. The Olympia is equipped with Ten Gigaton Phase

Torpedoes, a 198 PW Pulse Laser and the new Nova Burst weapon to help you defeat their agile

and fast moving saucer ships. Tdftershe acsoayunaused;mmtheni ¢ knamed
mid 19006s and early 20006s, have powerful missiles ca
few shots and travel in armadas of up to thirty ships. The Vortons have constructed Bases in

some of the systems. The Bases produce new saucers and must also be destroyed.

Once you have defeated the enemies in a system, take time to explore. UFO, The Vorton Invasion
accurately simulates most of the major objects in our Solar System as well as the known and
imagined objects in the other star systems.

Use an XBOX gamepad or the mouse and keyboard to control the Olympia as shown in the images
below:
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Weapons:

+ Laser 1 The laser can destroy a saucer with one shot. Lasers draw power from an
exclusivereserve.( Left trigger / mouse or AFO0)

+ Torpedoes i Five torpedo hits will destroy a saucer. The Olympiais equipped with 100
torpedoes.( Ri ght trigger / mouse or fASpaceod)

+ NovaBursti Is capable of destroying all the enemies in range almost instantly. (Other

targets must bein the crosshairs) The Nova Burst uses | ots of fuel a
power. If fuel reserves go below 11%, the Nova Burst automatically shuts off. It is possible
toselfdestruct i f there isndét enough witlhoaaion. Wil oper at e

destroy stars and planets, ending the game. (Fire Laser and Torpedoes simultaneously)
+ Sights i The green crosshairs turn purple when an enemy or other object is targeted.



Engines:

+« StarDrivei The Star Drive i s theThelopgpbedis@018li8Emes g engi ne.
the speed of |light. (Forward Thrust: Left Shoul der
iS00 Max. Thrust: X button or fAX0 while applying th
+ Hyper Drive T Arrive at a destination almost instantly. Using the Hyper drive reduces fuel
by 10%. (A button or fAEntero when a destination is
screen or is targeted. The Hyper Drive is also used to travel between star systems from the
Select Sector Screen.)
+ Emergency Reserves i If available, transfers emergency power to the engines and shields.
Adds reserve fuel to the fuel supply. (Forward and Back Thrust simultaneously)

Enemies:

+ Saucers T Very fast with high energy missiles. On the view screen they show as red dots if
they are out of range. The closest saucer appears as an orange dot.

+ Bases i Produce new saucers every 30 seconds so destroy these first.

+ Mother Ships i Appear orbiting the main star in the system after a sector has been
cleared. When out of range, they are shown as alight blue dot on the view screen. They
have scanner cloaking technology and fire high energy plasma spheres every 20 seconds.
If your ship is not visible to the Mother Ship, the sphere is transported to a position in
front of your ship, otherwise, it is fired from the Mother Ship. The spheres have a range
and can be out run when using full reverse thrust or the Hyper Drive. When a Mother ship
is present, you cannot change sectors or save the game.

Other:

+ Power Spheres i Fly through a Power Sphere to refuel and regain power.

Cockpit Screen:

Fuel: 99.8%

Laser Eower




+ The Main Viewing Screen displays the objects in front of your ship. It also lists available
destinations on the right. Scroll through the list with the DPad or Page Up/Down. Press the
A button or AEnterdo to hyper drive to the selected
(crosshair purple) information on the object appears on the left. If an enemy is out of
range, it appears on the screen as a red dot. The closest out of range enemy is displayed
as an orange dot.

+ Shields Section i Shield strength is indicated by color from Green (Full strength) to Red
(Lowest Strength)

+ Proximity Section i An alarm sounds and the indicator blinks when an enemy is in range
or if the Olympiais too close to a star. The number of enemies in range, the number of
enemies in the sector and the total number of enemies aredispl ayed. The shipbds po
indicator is also located here.

+ Enemies Section i This scanner shows the locations of enemies in the sector.

o Visible:
A Sauceri Red
A Enemy Basei Blue
o0 Not Visible:
A Saucer -- Yellow
A Enemy Basei Light Blue

+ Time Sectioni DisplaysEart h actual and el aps edtinteismsa The ship
displayed. Calculated: st * 1/sqrt(1-((v*v)/(c*c)))

+ Position Section 1 Values are represented as vector threes. (X,Y,Z) Position is represented
as distance to the main star in the system.

+ Planets Section i This scanner shows the positions of the planets, stars and power
spheres in the system.

o Visible:
A Starsi Cyan
A Planets i Red
A Closest Planet i Green
A Power Sphere i Blue
o Not Visible:
A Starsi Light Cyan
A Planets i Yellow
A Closest Planet i Light Green
A Power Sphere i Light Blue

+ Recline Section i Rotation of the ship related to pitch and yaw.

+ Ship Data Section 1 Displays fuel, reserve power indicator, available laser power, torpedo
count and ship speed. (¢ = Speed Of Light)

Warning: Destroying a star, planetormoon ( even t he Vortonb6s) wil/l end the
blow things up, blow up asteroids instead.

Hint: Saucer ships out of range and visible in your vi
they are out of view, they will use their hyper drive to get in range.

Saucers attack Earth and the home planet of our allies in Alpha Centauri. Get them before they
destroy a planet and end the game.



Select Sector Screen:

Use the mouse to select a system from the star map. Change the selection in the list with the

mouse, DPad or Page Up/ Down keys. Press dbperdréve 0, t he A
and warp to the selected sector. The list shows the number of saucers in parenthesis. Systems
with an enemy base are marked withani*o.| f a Power Sphere is in a system,
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