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To install and run Rebel Moon Rising, you need:

* The Microsoft Windows 95 operating system.*

with MVIX™ technolog




To install Rebel Moon Rising, follow these steps:

1. Close all other applications.

2. Put the Rebel Moon Rising CD in your CD-ROM drive.

3. Wait until the Rebel Moon Rising title screen is displayed.
4. Click the Setup button to begin the installation process.
5. Follow the instructions that are displayed on-screen.

. After the setup process is complete, the InstallShield program will ask if
vou want to install Microsoft DirectX 3. If you have previously installed
DirectX 3 (or a later version), click No. Othenwise, click Yes. You must
have DirectX 3 (or later) installed in order to run Rebel Moon Rising.

7. After DirectX is installed, you may be insiructed to perform a shut
downvrestart for the new drivers to take effect. If instructed to restart, do so.

You are now ready 1o begin playing Rebel Moon Rising.
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Starting the Game
To start the game:
. Click the Windows 95 |#stat| button and select Programs.
2. Select Rebel Moon Rising from the Programs menu.
3. Select Rebel Moon Rising from the Rebel Moon Rising menu.

Alternatively, if the Rebel Moon Rising CD title screen is displaved, you can
click the Play button to begin.




Online Help
The menu also contains an item named Rebel Moon Rising Help. This is a
standard wWindows help file that contains setup and troubleshooting information,
game play advice, cheat codes, and more.

Uninstallation Instructions

If vou decide to remove Rebel Moon Rising from your system, select Uninstall
Rebel Moon Rising from the menu. All game files will be deleted. However, if you
chose 10 install DirectX 3, the DirectX files will not be deleted.

Note on DirectX 3 Problems

The DirectX drivers supplied with Rebel Moon Rising are not necessarily the
best drivers to use on your PC. They only represent Microsoft's best effort to provide
working drivers for as many graphics and sound cards as possible. It is possible that
since DirectX 3.0a was shipped, your hardware manufacturer may have discovered
a problem with their drivers and fixed it. In this case, the Microsoft DirectX 3.0a dri-
vers included with Rebel Moon Rising may not work.

To solve an apparent incompatibility problem. we recommend that you get
the latest drivers from your graphics card manufacturer. This does not mean getting
the latest Microsoft DirectX package! This is most easily accomplished by visiting
your hardware manufacturers Web page and downloading the latest DirectX 3 com-
patible drivers.




"GAME-CONTROLS

Main Menu Functl'dns X

Once you have started u%‘game“lﬁere’
Rising Main menu: - b

—




J‘;’l ;
RESOLUTION
Lets you adjust screen resolution. The default is 640x400. The choices are all
the 16hit resolutions vour display adapter allows—but remember, the lower the
screen resolution, the faster Rebel Moon Rising will run.

CONTROLS
Lets yvou customize your Keyboard. mouse, and joystick settings.
Note that until your mouse or joystick are tumed ON, you will not be able to
calibrate your joystick or change your mouse and joystick settings.

VOICE CONTROLS

Leis you customize your Voice Control settings and change
IBM Voicetype enrollments.

Customizing the Controls

After you select Controls from the Options menu, there are four more menus
that relate to customizing the controls. You can change control settings at any time.
The new configuration will be saved immediately, but loading a saved game that
was saved with different control settings will also restore the control
settings that were in effect when that game was saved.

Also, note that you may have a command assigned 10 both a keyboard key
and a mouse or joystick button. In this case. changing the command in the mouse
or joystick configuration will affect the settings in the keyboard configuration.




Menu
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Setting up your Voice Control system
Before starnting Rebel Moon Rising, run the Microphone Setup program
from the IBM VoiceType folder on the Windows 95 Start menu. You must do this
if you want 1o use voice recognition in Rebel Moon Rising! Follow the instructions,
and make sure that your microphone is plugged into the proper input on your
sound card. Once the Microphone Setup process is complete, you can start
Rebel Moon Rising.

However, the VoiceType system will be more likely to understand your
commands if it has been trained to understand the idiosyncracies of your speech.
To train the system 10 recognize your voice, exit Rebel Moon Rising and run the
Enrollment program from the IBM VoiceType folder on the Windows 95 Start menu.
You will be asked to pronounce a series of 190 phrases, after which time the com-
puter will process your pronounciations. This processing will take about twenty
minutes. Note that you can save more than one VoiceType Enrollment on your
computer, you can also switch Enrollments from within Rebel Moon Rising.
VoiceType enrollments are saved under the format IBMN#, where N refers to the
first letter of the user's name, and # to the number.

For example, if Tim created an enrollment before Tom, Tim's enroliment
would be IBMT 1, and Tom's would be IBMT2. If Harry later created a third enroll-
ment, his would be listed as IBMH1. Enroliments can be selected from within
Rebel Moon Rising using the Options/Voice Controls submenu.

The default setting for voice recognition is Push To Talk. Press C before
speaking, speak the command, and then release.
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The Voice Control Vocabulary

Rebel Moon Rising has a 120 word vocabulary. Most of these words are
only usable in multiplayer games, with the exception of suit commancs, which can
also be used in single-player games and are indicated below by italics. Target
words, indicated below by capital letters, can also be used in the body of a mes-
sage. Note that with the exception of suit commands and the word HELP. which is
always sent 10 your squad, all messages require targets. The correct fom is: TAR-
GET - Message. Example: "ALPHA - | Need Ammo".

Messages can be strung together in a variety of ways. They can be as simple
as "SQUAD - Forward", or as complex as "BRAVO - go 10 the northeast quadrant®. For
an expanded list of acceptable phrases, visit the Rebel Moon Rising web site at

htip/Avwaw.fenriswolf.com.

abandon

s

ahead

alien
ALPHA

am
ambush
ammo
ammunition
are .
at

back

base

begin
BRAVO
brighter
BROADCAST
by

OCasc

chase

follow
forward
FOXTROT
go
grenade
GULF

halt

has

have

laser 3X 1oggle) norheast

left

look

looK up
look doten
kn‘r

make

map (loggle)
me

menu

more
move

°7883

northwest
off

on

open
particle
pistol
plasma

pursue
quadrant
quit
railgun

REPLY
retum
right
sector

setup

south
southeast
southwest

SQUAD
start

Slop
TARGET
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Target Command  Message will be received by: Touchpad Key  Voice Command

Broadcast All Net players Enter Broadcast

Squad All friendly Net players S Squad
(in Squads or Capiure Flag mode)

Enemy All unfriendly Net players N Enemy

Alpha Friendly player 1 A Alpha
(Squads or CTF), Player 1 (Combat)

Bravo Friendly player 2 (Squads or CTF), B Bravo
Player 2 (Combat)

Charlie Friendly player 3 (Squads or c Charlie
CTF). Player 3 (Combat)

Delta Friendly plaver 4 (Squads or CTF), D Delta
Player 4 (Combai)

Echo Friendly player 5 (Squads or CTF), E Echo
Player 5 (Combat)

Foxtrot Friendly player 6 (Squads or CTF), F Foxtrot
Player 6 (Combai)

Gulf Friendly player 7 (Squads or CTF), G Gulf
Player 7 (Combal)

Hotel Player 8 (Combat) H Hotel

Target Player directly in sights T Target

Reply ___Last message received R Reply
13 :




Using the Keyboard to communicate
The keyboard communications system uses the same targeting system as
the Voice Control system. To use it, press the Enter key. A double-hit will target a
wideband broadcast, or you can look at the directory to find the appropriate key
that will address your message 1o a specific target. Type your message in, and hit
Enter to send it.

Multiplayer

There are three ways to play multiplayer Rebel Moon Rising: IPX Network,
Intemnet Connection and Modem Connection. Up to eight simultaneous players can
play via IPX network or the Intemet, depending on the speed of your Intemet connec-
tion. Two players can play via modem connection. Rebel Moon Rising uses
Microsolft's Direct Play for multiplayer support.

Rebel Moon Rising has three multiplayer modes: Combat, Squads, and Capture
the Flag. It does not have any cooperative multiplayer modes. Unlike the single-player
game, multiplayer Rebel Moon Rising is not missionbased. Note also that in version
1.1, playing multiplayer games using different language versions will NOT work.

Some of the key features of multiplayer Rebel Moon Rising include:

* A 100-word, multiplayer-specific speech recognition vocabulary
* Callsigns for faster squad communications

* Selectable squad colors

* Al reinforcements

* Variable-level gravity

* Selectable starting level

* Two exits on every level - one forward, one back

There are three submer:us under the Multiplayer menu, CREATE, JOIN,

and PLAYER SETUP. 14




CREATE - Siarts a multiplayer game. Here you can also select the number
of players, the type of multiplayer game, and which level 1o start on. You can also
get your current IP Address for Intemet games. After setting your options, highlight
START GAME and press Enter 1o begin a multiplayer game. You will then be given
three choices, IPX Connection, Internet TCPAP and Modem Connection. Select the
appropriate one, and the game will start.

JOIN - Joins a multiplayer game already in progress. You can join a game at
any time. Simply select the appropriate connection type, and press Enter. The
Choose Game menu will then appear with the names of all the multiplayer games
found. Select the game you wish to join, and press Enter. Before selecting an
Intermet game, a dialogue box will first appear- you must know the IP address of
the host computer and enter it in the space provided in order to find the computer.
See the Intemet section below for more details.

PLAYER SETUP - You can access the PLAYER SETUP menu and make
changes at any time before or during a multiplayer game. Here you can change
your name, switch between LDF and UN squads in a Capiure the Flag game, or
change colors in a Squads game. Note that the UN uniforms are only available in
Capture the Flag games, and that you cannot change colors in a Combat game.

Combat
Combat is the conventional, anarchic free-forall. There is no object except
to pile up the body count and do unto others before they do unto you. Your score
is determined by how many Kills you've made. All eight weapons are freely acces-
sible and scattered throughout the twenty-one levels, along with many powerups
and ammunition packs.
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There are two exits 10 every level. The green exit will move you forward 1o
the next level. The red exit will move you back to the previous level, unless you
are on the first level, in which case it will move you to the twenty-first level. This
can be very useful if you are having difficulty finding a needed item, but can
remember where it was on a previous level.

On most levels, there are Akcontrolled reinforcements
which can be summoned by pressing the appropriate button.
The appearance of these buttons, as well as the reinforcements
themselves, will change somewhat from level 10 level. These Al
reinforcements will attack your opponents on sight, and their
allegiance is denoted by the color of the glow that surrounds

. A them. Note that once you have called for reinforcements, you
R"“‘é‘l’;‘;‘;‘:‘cm cannot do so a second time until another player has called for
reinforcements.

The gravity on each level can be switched on or off by hit-
ting the gravity button. When gravity is tumed off, you will be
able to jump much higher and farther than normally. However,

fatal. The gravity switch can be thrown at any time by any player.
You cannot change your armor color or your callsign in

The Gravity ;
Switch Combat mode. The default colors, in order, are Orange, Yellow,

Green, Blue, Red, Pumple, Grey and Cyan. To get an updaté on
the current score and standings, press the F2 key.

being high in the air when the gravity is tumed back on can prove

16




Squads
Squads is a team-based form of Combat play. The squad's score is the
sum of all of the individual plaver's scores, cooperation is important if you want to
win. Your squad allegiance is determined by your armor color, which is selectable
in the PLAYER SETUP submenu.

Gravity and reinforcement buttons are active in Squad play. However, once
you have called for reinforcements. no player sharing your Squad allegiance can
summon more until a player from another Squad has called for reinforcements. Al
reinforcements will attack all other squad members on sight, and show their alle-
giance by the color of the glow that surrounds them. Al Kills do not count towards
the squad total.

In Squad play, your callsign is determined by your position in the squad.
The first Red player 1o join a Squads game will have the callsign Alpha, while the
second Red player will be Bravo. The first Yellow player will also be Alpha, but a
message targeted to Alpha by Red Two will only be seen by the Red Alpha.
Changing allegiance may change your callsign. If Red Two switched to the Yellow
Squad, which already had two players, his callsign would change from (Red) Bravo
to (Yellow) Charlie. If, however. there was only one player on the Yellow Squad. his
new callsign would be (Yellow) Bravo.

‘ Squad Armor Colors

Your allegiance can be
changed at any time by changing
Arky &8 &0 &2 i “1y 21 your amor color. Note that this will
change your callsign. To get a cur-
rent update on the score and your
17 squad callsigns, press the F2 key.




Capture the Flag

Capuure the Flag is a specialized form of Squad Play. The object
in Capture the Flag is not primarily 1o Kill the other side's soldiers, but
to capture the enemy's flag and bring it 1o your base. The difficulty is
that your own flag must also be at your base in order 1o record a :
successful Capture. Each successful capture is worth ten points. Each
retum of your own flag is worth two points. Killing an enemy soldier is
worth one point.

When an enemy player is Killed, he will drop the flag if he is carrying
it. The flag will be automatically retumed to its own base when a friendly
player runs over it. All gravity and Al reinforcement switches are in effect
during a Capture the Flag game, but as in regular Squad Play. Al Kills will
not count towards the overall Squad score.

There are two sides in Capture the Flag, the white-armored LDF
troops of the Lunar Free State, and the blue-armored shockiroopers of the
United Nations. You cannot choose your armor color in a Capture the
Flag game, (the LDF armor is white with orange), but you can change all-
iegances at any time. However, if you are currently carrying a flag at the
time you switch sides. it will be automatically taken away from you and
retumed 10 its base. k
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IPX Network
Starting an IPX Network game







The reason you must know your IP address so that players who want 1o
join your game will be able to find your machine on the Internet. You can also find
vour IP address before starting Rebel Moon Rising by running WINIPCFG.EXE, a
standard Windows 95 program that is located in your Windows directory. Once
you are connected to the Intemet, run WINIPCFG, then press the down armrow next
10 the white box and highlight the PPP (or SLIP) adapter. Your IP address will be in
the second gray box, as show below:

IP Configuration M=l B3 |
— Ethemet Adapter Information

Intel EtherE xpress 16 Miniport

Adapter Address | 00-AA-00-64-AB-14 -
IP Address 20813218550 .. —
Subnet Mask 255.255.255.240

OK Helease Henew

Helease Al Henew &l More Info >>
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Joining an Internet Game

- e - . o

1. Make sure your computer has a live connection 1o the Internet
. Stant Rebel Moon Rising. Select MULTIPLAYER.

3. Select JOIN from the Multiplayer menu

4. Select INTERNET TCPAP
]

|8

. A dialogue box will appear asking you for the IP address of the computer

with which you wish to play. Type the number into the box exactly as it

appears, periods and all.

6. The Select Game menu will then appear. showing you the name of the avaik

able games. Choose the one you wish 1o join, and you will enter the game.
The good thing about the Intemnet is that you can always find someone
who's up for a game, somewhere in the world. The bad thing is that with the
Internet comes Intemet lag. This can be partially alleviated by a faster connection
to the Intemet. Rebel Moon Rising will support Intemet play on any system con-
nected to the Intemet: below is a table that shows how many players each type of

Internet connection should support in a multiplayer game.

o (= (o0 1] o6 ) L e i A st s e Players
28. 8K MOdeMY e o o o S R e e e PR 2 players
SN GRS e /i ek S e T i T TR o 3 players
ISIINEHISKEE =" ahair Tk o by B e o L S Wy 4 players
I ) 1 s B e L e A o o A S St A e e 7 players

There is currently not a noplayer server option for Rebel Moon Rising,

but one will be released soon. It will be a downloadable executable that will

increase the number of players on ISDN and T1 servers and will be available
for no charge Check the Rebel Moon Rising Web site at hitp/Aavww.fenriswolf.com

for details. Also at the Web site will be an active list of Rebel Moon Rising
servers and their IP addresses.
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Modem Play i s
Starting a modem game
1. Start Rebel Moon Rising and select MULW"(ER.

2. Select CREATE from :he*mlmlayei menu.

3. dmscymxgameopl
4..Selec1 MODEM CONNE
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7 United Nations

| ATFOR
[ Anti-Terrorism Force
L= “Peace is Our Profession.”
TOP SECRET — EYES ONLY!
TO: Antonio Aguila, Chairman, Committee on Lunar Development

FROM: General Marcia Daniels, CINC—ATFOR
DATE: 12 February 2070
RE: CLASSIFIED BRIEFING — THE LUNAR SITUATION

The enclosed data disk and training manual were found on the body of an LDF
officer that my people killed in action at Tycho. | advise you to examine this
immediately. Frankly, it scares the hell out of me.

First, the data on this disk clearly indicates that the rebels are not about to
surrender. In fact, it now looks as if they are preparing to launch a major counter-
offensive against our UN occupation forces.
Second, the interactive training simulations on this disk—apparently developed
from actual battlesuit vid records—show they have scouted our positions far more
thoroughly than we had thought possible. This in itself is disturbing, and indicates
dangerous weaknesses in our security procedures.
But third? Look, let's be honest with each other, for a change. The longer this

- police action drags on, the greater the risk someone in the Earthside newsmedia
will discover the truth: that we are not facing “a handful of fanatical terrorists”
here on the Moon, but rather the Lunar Colonists themselves, who are fighting for
their independence. And | assure you, on the day that that news leaks out, you, I,
and a whole lot of ATFOR officers will be looking at a war crimes trial—or worse.

25 Therefore, please review the attached materials and advise, ASAP.




LUNAR DEFENSES FORCES

COLONIAL MILITIA
TRAINING MANUAL

HEADQUARTERS, LDF 'AUTHOR: MAJ. L. J. THOMPSON
THE FREE STATE SELENA This manual supersedes TM12-2, 9/68,
DECEMBER 2069 including C1, 10/69. 2©




CHAPTER 1: INTRODUCTION
1. Background

In case you've slept through the last decade, here’s the story. The Moon was first
settled about thirty years ago by a number of the old Earth governments, who built
26 major colonies and a smattering of minor ones. After that, things were more or
less okay until 2062, when the UN decided to step in and take over.

If you want to know what the UN’s been up to since then, read our Declaration of
Independence: the charges are listed there. Suffice it to say our country, The Free
State Selena, was born on October 24, 2069. Twenty proud and free lunar colonies,
banded together to make a nation! The UN responded by imposing a blackout,
labeling us “terrorists,” and sending in two battalions of ATFOR shocktroopers. But
now, Militiaman, with your help, we're going to strike back.

2. Why It’s Important to Follow Orders

There’s one thing we need to get settled up front. Whenever you go on a mission
with the LDF, you will be given a set of orders. It is vitally important that you follow
your orders.

Got that? You have orders. So does the enemy. If you don’t succeed in doing your
job before the enemy succeeds in doing theirs, it won't matter how many of them

you've killed—you will have blown the mission. In fact, the quickest way to screw
up is to go hunting bluesuits when you should be taking care of business.

Remember, the objective here is not to pile up bodies; it's to complete your mission
and get out in one piece. Our revolution already has more than its quota of martyrs;
if we're going to win thisthing we need live soldiers, not dead heroes.
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So keep that thought in mind as you read your orders, and consider how they fit
into the four basic mission profiles as shown in Table 1:

TABLE 1: STANDARD LDF MISSION PROFILES

COMMANDO This is the kind of mission you're no doubt itching to
tackle. You will be given a specific goal: find an exit,
secure a device, or take out an enemy unit. Once you
succeed in doing that, you can find the exit airlock and
get out.

SEARCH & DESTROY This is a jacked-up Commando mission. You'll be
given a list of things to destroy. After you've finish
your shopping, you can make for the exit airlock.

DEFENSE Defense missions are not as glamorous, but on the
whole they're a lot more important to our survival.
In these your job is to guard a specific object (such
as a shield generator or a colony’s power core) from
enemy attack. Most of the time you'll be able to call for
reinforcements once the balloon goes up, but since we
don't know just when or where they'll hit, you will be
on your own until then.

RESCUE These are our toughest missions. On a Rescue mission
you must find LDF prisoners being held by the enemy,
free them, and escort them to safety. Along the way, you
can expect some heavy enemy opposition. The enemy
will be targeting both you and the prisoners you are

trying to rescue.
rying 28




CHAPTER 2: ASSETS
1. Your Friend, the Battlesuit

The basic combat uniform of the LDF is the armored battlesuit. I'll
keep this simple: your suit is your life. Since most of our actions
tend to take place in hostile environments (e.g., in hard vacuum or
high-radiation areas), there is no point in our having medics or
emergency first-aid kits.

If your suit is punctured, you die.

Fortunately, your suit's armor is augmented by power shields.
These are capable of absorbing at least some of the enemy fire
that is directed at you. You'll know if you've taken a hit on the
shields by the characteristic red flash.

Unfortunately, both we and the enemy have devoted considerable
effort to developing weapons capable of penetrating shields. This
means, don't expect your shields to hold up long under direct fire.

If your shields are penetrated, you die.

LDF battlesuits come in two flavors: light armor (Fig. 1a) and
heavy (Fig. 1b). You don't get a choice; if we had the sort of mili-
tary budget that allowed $10,000 hammers, we'd of course give
everybody heavy armor. But since we don't, you will be issued the
best battlesuit we have available at the start of each mission.

The important part here is: study the illos at right, and remember,
all LDF battlesuits are white. Got that? WHITE = FRIENDLY.

29
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heavy armor




(I personally know of a number of LDF soldiers who are very concerned about the
idea that you might be running around behind them with a loaded weapon. So far

there have been no reported incidents of LDF regulars fragging Militiamen who got
careless about target identification, but there’s always a first time.)

2. The Battlesuit Status Display

No matter which type of battlesuit you are issued, once you are wearing it, there
are no obvious visual or operational differences. The difference is entirely in the
effectiveness of the shields and armor. Both types feature a status display:

Mission Clock

Weapolis Status Oxygen Reserve

Shield Energy Kills Counter

TABLE 2: BATTLESUIT STATUS INDICATORS

Mission Clock

Elapsed time into the mission. Useful for tracking your
oxygen consumption.

Weapons Status

Indicates your ammo status for each type of weapon
(see Weapons, later in this chapter). Don't worry about
indicator #5: all our suits have it, but none of us knows
what it's for, either. We expect someday the eggheads
will let us in on the secret.
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Oxygen Reserve This indicator is really important. Your suit should be
topped up with enough 02 to complete the mission, but
if this indicator goes completely black, you will be dead
in one minute, unless you can get a refill.

Shield Energy This indicator shows your remaining shield energy.
Watch it like your life depends on it—because it does.

Kills Counter This shows the number of enemy units you have killed,
destroyed, neutralized, or otherwise whacked during
the mission. If you are on a Search & Destroy mission,
this shows the number of targeted units killed; targets
not specified in your mission orders do not count.

3. Weapons
The basic LDF arsenal consists of seven weapons:

1.  The “Dirtshark” MolyCarbide Power Mining Drill. Yeah,
| know, | laughed too the first time the brass talked
about issuing these as last-ditch hand-to-hand
weapons. But then | learned that the self-contained
enercel lasts near forever, the molycarbide tip goes
through armor like a hot fork through tofu, and when
your back is up against the wall, it beats having nothing. Dirtshark Drill
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i courtesy of the Farside High-Energy Physics lab.

The LP-7, Mark V, Laser Pistol. The standard hand
weapon for us, ATFOR, and most old Earth countries
still permitted to have armies, the LP-7 is lightweight,
accurate, dependable as a good Swiss watch, and uses
the same Type 1 powercel as the ACR rifle.

The Applied ThermoDynamics ACR-5A2 Automatic
Combat Laser (ACR) Rifle. The next step up from the
LP-7 pistol, the ACR offers improved hitting power,
while using the same powercels (Type 1 on your suit
status display). On the downside, as several hundred
recruits have pointed out to me, the term “rifle” implies
a barrel, not a collimated-light emitter.

Give me a break. It's a two-handed, shoulder-fired
weapon. We'll call it a rifle, okay?

We also have a limited supply of the M-6E Triplex
upgrade Kits (fig. 3d). If you can find one of these and
attach it to your rifle, you will roughly triple your effec-
tive firepower.

Particle Accelerator Beam. This little pup comes to you

Basically, the white coats have figured out how to build
a portable charged-particle beam. Single shots from
this weapon are fairly mild, but when fired in sustained
bursts, it is more than twice as effective as a pistol.

The Particle Accelerator uses the Type 2 plasma ener- i
gy packets. ; Particle Beam




5.
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Railgun. It has been said that necessity is the moth-
er of invention, and boy, did we invent a mother here.
A railgun is just exactly what it looks like: a belt-fed
industrial fastener driver, modified for use as a fully
automatic weapon. If you need to hang a few sheets
of plasteel in your rec room it'll do a bang-up job on
them, too.

The Railgun uses standard Type 3 E-Z Load™ fasten-
er belts.

Sukayev T-23 Grenade Launcher. The T-23 is the neu-
tron bomb of hand weapons; it blasts hell out of
humans, but almost never destroys the architecture.
The grenades (Type 4 on your suit display) are too
slow to hit flying targets, but against bunched human
adversaries, they have few equals.

The Fusion Dynamics PC-12/2 Plasma Cannon.
Finally, we get to a real nightmare—and this you can
thank ATFOR for, because we stole a whole shuttle-
load of these babies from them. The PC-12/2 is as
destructive as a grenade launcher, but because it
uses the same Type 2 plasma energy packets as the
particle beam, you can carry a lot more
firepower and use it as a streaming or fully automat-
ic weapon.

]

Railgun

Launcher

Plasma Cannon




Initial Weapons

At the beginning of each mission, you will be issued one (1) Dirtshark Drill and one
(1) Laser Pistol. Whenever possible, we have cached more powerful weapons in
your mission area, which you are free to locate and use.

If you have acquired more than one weapon, use your suit’s keypad to select the
power routing. The keys (1 through 8) correspond to the descriptions above.

4. Goodies

Once you begin your mission, you will need to find or scav-
enge additional supplies. These include weapon powercels
and purple spherical shield powercels (fig. 4a). Note that
weapon and shield powercels are not Shield Power
interchangeable.

We have also cached an oxygen recycler (fig. 4b) in each
mission area. Once you retrieve this unit, your oxygen sup-
ply will remain stable. However, your must have some oxy-
gen (status bar not completely black) in order for the recy-
cler to work.

The jetpack (fig. 4c) provides limited flight capability. It
won't put you into orbit, but it will give you enhanced leap-
ing abilities and improved mobility. To toggle the jet on/off,
press J on your keypad.

JAF———
Jetpack
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You may also find red shield super-powercels that give temporary
invulnerability, and pale blue powercels that reconfigure

your shield’s photon bypass gradient to provide a

temporary cloaking shield that will negate the enemy’s
autoaiming capabilities.

Finally, if you do draw defense duty, you'll probably want
to know what the call button for reinforcements looks
like. The exact appearance of call buttons and actuators
varies from mission to mission, but Figure 4f shows a
fairly typical example.

Oh, yeah. And remember to keep an eye peeled for teleport pads.

Button

CHAPTER 3: OPPOSITION
1. United Nations ATFOR (Anti-Terrorism Force)

Remember, no combat unit ever goes into action with
complete intelligence about the enemy. Sometimes, the
easiest way to tell who the enemy is is to wait for them
to start shooting at you.

This is known in military circles as a “bad" idea.

With that said, your basic ATFOR trooper is a lot like you:
he's wearing light armor, packing a laser pistol, and he'd
really rather go home. The difference is, his home is a
quarter-million miles away, and the only way he's going UN Light Armor
to get back there is by ending this revolution—which

means, his job is to kill you.

You will generally prefer the outcome if you kill him, first.
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ATFOR battlesuits also come in a variety of flavors and
their weaponry is comparable to ours, which is not sur-
prising when you consider that most of ours was stolen
from them. The distinguishing characteristic here is that
all ATFOR uniforms are a bright blue.

Got that? BLUE UNIFORM = BAD GUY.

Some ATFOR units are also equipped with jetpacks and
similar devices. So remember, if you're under fire and you
can't figure out where it's coming from, trying looking up.

2. Automated Weapons Systems

Because of the expense involved in transporting and
supplying troops on the Lunar surface, the UN has
placed heavy reliance on robotic weapons system.
These fall into two basic categories: turrets, which
mount a heavy laser cannon and are most often found
in static defensive situations, and probes, which are
self-propelled and used either as area patrol devices
or in support of human troops.

Neither device is particularly intelligent, but the probes are
harder to hit than they look, and if one sees you it will
likely call for backup. All probes are armed, either with
lasers (blue markings), or with grenade launchers (red
markings), and if they catch you out in the open they can
do considerable damage.

UN Jumptrooper

Turret

Grenade Probe,
front and side
r—




A third device, which does not exactly qualify as a
weapon, is the communications dish. The UN is very
definitely a top-down sort of organization, and anything
we can do to disrupt the flow of information and orders
from Earth to the local ATFOR units is a plus for our
side. Whenever you see a UN comm dish, feel free to
pump a few shots into it, just for the heck of it.

3. Neue Deutsche Einheit (NDE)

The NDE is the joker in the deck. Their stormtroopers did not appear until the battle
for Tycho, and unlike the UN, it seems they're here to acquire lebensraum. If you
run across anyone in an all-black battlesuit, expect them to be heavily armed and
very hard to kill. But on the other hand, there are reports that they have been seen
shooting at ATFOR, too.

4. Aliens

Finally, we come to the real mystery, and | can tell you this much: yes, the rumors
are true. Intelligent aliens have been found living on Farside.

Unfortunately, that's all | can tell you. There may be more than one species; they
may be friendly or hostile; at this point, we simply don't know. The only four LDF
members who have been in close contact with the aliens have disappeared without
a trace, and we have literally no idea what has happened to them.

But if you run into aliens, remember this: we really don't need any more enemies.

Comm Dish
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Problem:

When [ try to run the setup program., | get a screen saving that I need a Pentium™
processor with MMX™ Technology.

Solution:

Rebel Moon Rising requires a computer with MMX™ Technology. Rebel Moon
Rising will not run on 386, 486, or Pentium processors without MMX™ Technology.
Problem:

Wwhen | select TALK ANYTIME from the Voice Controls menu, my frame rate slows
down dramatically and my sound effects are shut off. However, when I press C
and speak into the microphone. nothing happens.

Solution:

The current implementation of TALK ANYTIME mode is problematic. If you run into
this problem, quit Rebel Moon Rising and restart your computer. Start Rebel Moon
Rising and use only the Push To Talk mode for voice recognition.
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Problem:

The Voice Control submenu says NOT AVAILABLE 10.

Solution:

Install the 1BM VoiceType speech recognition software from the Rebel Moon Rising
CD. Insert the CD into your CD and run the Setup program. You can install the
VoiceType software without reinstalling the entire game.

You can update your Creative Labs Soundblaster drivers from the Creative Labs
Web site at: htip/Avww.creal.comwwwnew/echvitp/fip-sb16awe.himl#95. The file
vou need to download is sbwosup.exe. Download this file and run the self-unzip-
ping executable, then run the setup program. You should then check the
Options/Voice Control submenu to verify that Voice Control is now available.
Problem:

Colors appear florescent or green.

Solution:

some direct draw display drivers incorrectly report the pixel format. To override
this, in the “set.ini” file in your Rebel Moon Rising directory, add a {GRAPHICS[ sec-
tion with the entry “PixelFormat=565". If this doesnt fix it, then try “PixelFormai=555".

For more troubleshooting information, please see the Rebel Moon Rising FAQ at
www.fenriswolf.com.
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For the complete story of the Lunar War for Independence, read the novel
Rebel Moon, written by award-winning science fiction author Bruce Bethke and
nationally syndicated gaming columnist Vox Day. Rebel Moon is published by
Pocket Books and available wherever books are sold."
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41 youmust contact those phone numbers and abide by their wamranty policies.

(LS. & Canada)

Assistance Via World wide web

Ger uptohe-minute technical information at the GT Inleractive Software website, at
hup:/Awvww.gdilinteractive.com, twenty-four hours a day, seven days a week. In the Support sec-
tion you'll have access 10 our FAQ documents, (Frequently Asked Questions) which contain
our latest roubleshooting information.  You can also visit our Forums area, where you canl
swap email with other gamers, our FTP (File Transfer Protocol) area where you can download
patches and new enhancements as soon as they become available, our Hints/Cheat Codes
area where vou can pick up some tips, an E-Mail area where you can leave us your tech sup-
port problems and questions, and other areas where you can get vaILablc information on GT
Interactive Software products.

Help Via Telephone In The United States & Canada

For phone assistance, call GT Interactive Software's Tech Suppor at 970-522-1844. We
have an Interactive Voice Response and Faxback system that is available twenty-four hours a
day, seven days a week. If you should need live support, we are available Monday through
Friday, 8:00 AM until Midnight (EST). Please note that live Tech Support may be closed on
major holidays. We ask thal ywdo the following when calling: be at your computer; have
your system information ready for our technicians including system make and model; RAM;
video and sound card data and drivers; and any screen or emor messages you've encountered|
and where (il not currently displayed on your screen). It will expedite your handling significantly.

Product Retum Procedures In The United States & Canadla

In the event our technicians at 970-522-1844 determine that you will need to forward mate-
rials directly to us, please include a brief letter explaining what is enclosed and why. Make sure |
you include the Retumn Merchandise Authorization Number supplied you by the technician and
your [elephone number in case we need 10 call you. Any materials not containing this RMA#
will be retumed to you unprocessed. Your mail should be sent 10 the following address:

GT Interactive Software Coip.. Alin: TS/QA, 1 Nixon Lane, Edison, NJ 08817

If our technicians determine that the product storage medium is found to be defective
within ninety (90) days of original purchase, (unless otherwise provided by applicable law),
~ GTIS will replace the item free of charge, to the original purchaser, if the item is
nied by the original dated receipt and packaging. If you do not have the original receipt.
oriflir‘rglmnty{ period has expired, GTIS will replace the product storage medium for a|
nominal fee.

~ I your product information contains Technical Support phone numbers for Europe.,
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(Europe)

Help Via Telephone In Europe

Technical Assistance: English speaking customers call 01923 200145

Assistance Technique: Remarque: Notre service de soutien technique se trouve en

Angleterre. Clients francophones appelez le 00 44 1923 209148

Technischer Kundendienst: Beachten Sie bitte dass sich unser technischer

Kundendienst in England befindet. Den deutschsprachigen Kundendienst emreichen Sie

unter folgender Nummer: 00 44 1923 209151

Please do not make unauthorized copies The program you've purchased was pro-
duced through the effons of many people who eam their livelihood from its lawful use,

Don't make copics for others who have not paid for the right to use it. To report copy-
right violations to the Software Publishers Association, call 1-800-388-PIR8 or wrile:
Software Publishers Association
1101 Connecticut Ave., Suite 901
NW Washington, DC 20036

This program is protected by United States federal and intemational copyright laws.,
All rrademarks mentioned in this manual are the property of their respective owners.
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My fascination with 3D action games began with a game called Akalabeth in
1079. Andrew and | used to play it on an Apple Il at our local Radio Shack. It came
in a linle plastic Ziploc bag, and although it was more 3D than action, it wasn't very
much of either. The graphics were crude, line drawings that moved at a rate of
about one-hall a frame per second. But it was a great game neveriheless.

It wasn't until the release of Wolfensiein 3D, Id's tribute to another of our
Apple Il favorites, Castle Wolfenstein, that the modem 3D action game appeared.
Although Andrew and | were still students at Bucknell University, we had begun
design work on a similar concept, but couldn't figure out how 10 make the game
look realistic. Wolfenstein 3D showed us how, through the then-revolutionary tech-
nique of texture-mapping.  Then Doom appeared and upped the ante with mum
betterlooking graphics and the amazing concept of multiplayer action.

What all three of these games had, despite their vast differences in software
technology. was the ability to make the player believe that he was actually a part of the
game. In every case, m“raspmposca{ﬂanhn‘ﬂsh'emvlrormmanodt :
precedencemrerihcrwlwoﬂd To the gamer, the game world would actually
become the real world. This suspension of disbelief is the Holy Grail of the game
developer, andlsthegoalwesetmmoahie»mﬂmbegﬂﬁngumkonﬂebelhmn

Rising.

Allhm@anywell-dmeganmudmabsorbmgameplaycanaduwemc
suspension of disbelief, the 3D action game is perhaps the ideal mechanism. The
3D enviroment is inherently immersive, to the point that people only watching the
game can sometimes be physically affected. The main problem that we saw when
we began Rebel Moon Rising was that most designers of 3D action games have
been seduced away from a focus on gameplay, preferring to concentrate instead
on technological features.

MIhRebelMomRLshg wededdedtofowsmranmﬂononhowmegame
is played, rather than on new technology. Our one concession on this point was the
decision 1o require Intel's MMX technology because we had no interest in doing yet
another 256-color game and we wanted 1o use our 24-bit dynamic colored lighting
model. Unlike most 3D action games, where the object is simply to kill as many
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enemices as possible while traveling through a maze. we decided 1o create a game
where the playver would be assigned different missions, with a variety of objectives
that would force him to change his approach 10 the game. An evolution of gameplay
rather than a revolution of technology.

Perhaps the best examples of this evolution are on the various defense mis-
sions. Although Rebel Moon Rising necessarily bears a superficial similarity to Dark
Forces and other sprite-based 3D action games, you'll soon see that the gameplay on
a defense mission derives more from Missile Command than it does from Doom. And
the rescue missions are like playing a version of Missile Command where the helpless
cities you're trving to protect insist on strolling towards the falling missiles.

But there area few technological innovations. As far as we know, Rebel
Moon Rising is the first computer game 1o offer speech recognition. Although our
implementation of the Voicetype technology kindly provided by IBM will someday
seem as crude to the gamers of the future as those stick figures in Akalabeth look to
us now. we believe that speech recognition will soon be a standard controller option
in all computer games. Most modern games are much more complex than their cur-
rent input devices allow for, and we believe that speech recognition is the only logical
solution to the problem.

1 hope you will enjoy Rebel Moon Rising. Fenris Wolf is now working on our
next game, Rebel Moon Revolution, which will continue the evolution of the 3D action
game. For information on patches, updates and future products. we invite you 1o occa-
sionally stop by our Web site at www.fenriswolf.com. There's also an email connection
there if you'd like to send vour comments on this game, or ideas for our next one.

By the way, the programmer who wrote that little game that came in a bag
went on to found a company you might know by the name of Origin Systems. If
vou'd like to see Akalabeth for yourself. download an Apple Il emulator,
(hipzamwww.globaldialog.comv~pliethenvapple2/index.html), and visit the Asimov Apple
Il archive. (FTP directory /pubvapple_Ilimages/games/ipg/ at {ip.apple.asimov.net)
Theodore Beale
Shoreview. Minnesota
April 14, 1097 44
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PLEASE READ C.\RIJ'IJLL\ BY LISI\G Tl IS SOFTWARE., YOU .r\RE :\GREE[NG TO BE BOUND
BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THESE TERMS, PROMPTLY :

RETURN THE CD-ROM IN ITS PACRAGING TO THE PLACE WHERE YOU OBTAINED IT.
1.

License. The software accompanying this license (ihe “Software’) and the related documenta-
tion are licensed 1o you by us and are subject 1o ihis license. If the Software is configured for
loading onto a hardrive, you may so load the Software only onto the hard drive of a single
computer and nun the Software off only that hard drive. You may not delete the copyright
notices or any other proprietary legends on the original copy of the Software. \tl.lmayumsfer-
all rights we grant 1o you in this license 10 someone else as long as he or she reads and

agrees to accept this license. Ifnlereismmrmpomtedwoﬂ\esdnmﬂismls
also subject o Section 8 below. A

. Restrictions. The Software contains copyrighted material, trade secrets and other proprietary

material. You may not decompile. modify reverse engineer, disassemble or otherwise repro-
duce the Software except as expressly allowed by us. You may not rent, lease, sublicense or
distribute the Software. You may not electronically transmit the Software from one computer 10
another or over a network.

Termination. This License is effective until teminated. ﬁbunmytennm:eﬂismalw
time by destroying the Software and related documentation. This License will lerinate imme-
claleb'\ﬂtrmnmbeﬁunmﬁymfaumwwmnanypmsbnofmsm Upon ter-
mination, you must destroy the Software and related documentation.

Disclaimer of Warranty on Software. mmwmmlrmmdnwmmme
media on which it is recorded is at your sole risk. The Software, related ‘documentation and
the media are provided "AS 1S.” Unless otherwise provided by applicable law, GTIS wammants 10
the original purchaser of this product that the Software storage medium will be free from
defects in material and workmanship under nomal use for ninety (90) days from the date of
purchase. This wamanty is void If the defect has arisen through accident, abuse, neglect or
misapplication. We EXPRESSLY DISCLAIM ALL OTHER WARRANTIES, EXPRESS OR IMPLIED,
INCLUDING BUT NOT LIMITED TO. THE IMPLIED WARRANTIES OF MERCHANTABILITY AND
FITNESS FOR A PARTICULAR PURPOSE. WE DO NOT WARRANT THAT THE FUNCTIONS
CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS, NO ORAL OR WRITTEN
INFORMATION OR ADVICE GIVEN BY US OR ANY OF OUR AUTHORIZED REPRESENTATIVES
SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY.
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE
ABOVE EXCLUSIONS MAY NOT APPLY TO YOU.

5. Limitation of Liability. UNDER NO CIRCUMSTANCES, N(J.UDMNEGUGENCE.SI-NLWEBE

LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES THAT RESULT
FROM THE USE OR INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION,




EVEN IF WE HAVE BEEN ADVISED OF THE POSSIBILITY OF THOSE DAMAGES, SOME
JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCE
DENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION OR EXCLUSION MAY
NOT APPLY TO YOU. In no event shall our total liability to you for all damages, losses, and
causes of action (whether in contract, ton or otherwise) exceed the amount paid by you for
the Software.

6. Controlling Law and Severabiliny. This license shall be govemed by and construed in accor-
dance with the laws of the State of New York, USA. If any provision of this license is unen-
forceable. the rest of it shall remain in effect.

7. Complete Agreement. This license constitutes the entire agreement between the panies with

respect 1o the use of the Software and the relaled documentation.
8. Editor and Enduser Variations.

(@) The Software may include an “Editor.™ An “Editor” is a feature which allows you 10 modi-
fy the Software or 10 construct new varations for use with it. These modifications and
variations can be both plavable and nonplayable. An Editor includes its associated
tools and utilities. An Editor is NOT shareware. You may not freely distribute it 1o any
BBS, CD. floppy or any other media. You may not sell it or repackage it for sale.

{b) Using the Editor, you may create moddifications or enhancements to the Software, incluck
ing the construction of new levels (collectively refemred to as “Variations’), subject 1o the
following restrictions:

i. Your Varations must only work with the full, registered copy of the Software, not inde-
pendently or with any other software.

{i. Your Variations must not contain modifications 10 any executabie file.

jil. Your Variations must not contain any libelous, dﬁmmaamwmaﬁ!
malerial that is scandalous or invades the rights of privacy or publicity of any third
party, or coniains any trademarks, copyright-protecied work. or other recognizable
property of third parties.

iv. Al least once in every online description and with reasonable duration on the opening
screen, your Varations must prominently identify (i) the names and email addresses of
its creators, and (i) the words “THIS LEVEL IS NOT MADE BY OR SUPPORTED BY GT
Interactive Software, The WizardwWorks Group, or any of their affiliates and subsidiaries.

V. Your Variations must be distribued solely for free. Neither you nor any other person or
pany n‘mysdlﬂmmmxewmmﬁaﬂ;cmbﬂnlunhmy\myordwgeam
one for using them. You may exchange them at no charge among

vi. mmmwmmmmmdwdmmum }nuhmbyglam
back 1o us an irevocable royalty-free right to use and distribute them by any means.

vil. The prohibitions and restrictions in this section apply to anyone in possession of the
Software or any of your Variations.
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