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HEADS UP DISPL

1) Riming Beticle 8] Ship status Indicator
1A Primary weapons amming status

71 Enemy missile lock alarm
1B Secondary wespons aming status
8] Access key indicator

2l Primary weapons display
9) Current score

3) Secondary weapons display
10] Ships remaining
4) Weapons energy status bar

51 Shield energy status indicator

W Waterial Defender this is PTME Security One.
8l Prepare for descent insertion Level 1.

PTMC Securily One, please give flighl sustems configuralion and
mission briefing belfore descent inseition.

W You weren't given a mission briefing?

No, PTMC Secuiily One.

W How many missions have you flown, san?

Thitty seven.. simulaled.

B Breat.. why me? | ahways get the nubies. No offense, son

None leken, sir.

M You don't have to call me sir, my name’s Russ. What's your handle?®

Nilron, sir- | mean Russ.

M Relax. Now, about your configuration, what does your control panel look like?

I heve @ series of key pads in front of me. All of my simulafors had 2 flight
slick in them. Russ.

W 0K You're flging an older model Syssye. Oon't worry, theg pack as much
punch as the new ones. | flew one for 20 years.

Wow..

M This will be easy to use. See the key pad in front of you with the arrows?
That is your main controfler. |'s just like a flight stick, the arrow-up pushes
gour nose down and the down-arrow palis your nose up. The left and right
arrows bank left and right.

Thal seems simple enough.

M Yep, it is. Now do you see the Home and Pglip keys? They roil you coonter-
clockwise and ciockwise. That will help you get re-oriented if you get flipped
upside down.

OK.. bul whal ae the keys one through zero for, acioss the lop?

W That's your weapons ordinance selection. The first five are for arming your

guns. Your lasers are number one. These are the primary guns for the Syssyx.
Beyond that you can pick up additional weapons in other locations: number two
is the Vulcan cannon, three is the spreadfire cannon, four is the plasma cannon,

and five is the fusion cannon.
14
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THE MAIN MENU

LOAD BAME

MULTIPLAYER

OPTIONS
CHANBGE PILOTS
VIEW DEMD
HIGH SCORES

CREDITS

puir

Rilows player to start @ new game.

Player Resumes from Saved Game. Eame
can be saved during play at any time.

Takes player to 8 menu where he can
choose to start or join a8 multiplayer
network, modem, or serial game.

Takes player to the options screen.

Player can change legin name.

AHows player to view their Recorded Demaos
Takes player to high score screen. Player
can review high scores, time taken, and
other vital statistics.

Shows player the list of credits for the gam

Exit the game.

OPTIONS

FX VOLUME

MUSIC VOLUME

BRIGHTNESS
CONTROLS
BETAIL LEVELS

CALIBRATE JOYSTICK

JOYSTICK/MOUSE

SENSTIVITY
AUTD-LEVELING

Adjust sound effects volume using the
arrow keys.

Adjust music volume using the
armow keys.

Reverses left and right channel of the
stereos sound effects in Descent.

Adjusts the Brightness level of the game.
Takes player to controls configuration screen.
Allows player to adjust detail level Lowering
your detail level is highly recommended i you

are using a slower computer.

Calibrates the joystick (and throttle i used)
controfler for the game.

Adjusts the turning rate of your ship.

Tums the Auto-leveling feature ON/BFF.




CONTROLS

LRI UMIZE KEYBUQRD

Here the player can adjust the fundamentals of their input device. All
changes are saved in your pilot file for future usage. The controls cand
be adjusted during game play.

To change any of the keys, simply move the highlight with the arow “;
ta the function you wish to change, press ENTER, then hit the new keyy
wish this function to be. For axis entries, press ENTER, then move the n||

Joystick axis.

KEYLIST

GAME OPTIGN KEYS

@ Abort game J; Cackpit on/off
@ Help sereen @ Galibrate joystick
M Options @ Record own dema

E14E]

Save
Load
Toggle between multiplayer HUD displays

You may Save or Load at any time during the game.

i

@ Send typed message [multiplayer only)
- £
Bl
EVED

Taunt macres (multiplayer onlyl
Define F8-F12 taunt macras imultiplager onlgl
Pause game (not in multiplayer]

Change window size
IE—| Save screen shot. All screen shots ere saved in PCX format,
CYBERMAX VR KEYS

@ Toggle between NTSC and VGA signale

'@ Reverse left/right image
AUTomar

Rutomap

{hold & release or tap on/off]

+ To rotate the Map, use the ship-turning keys
+ To move the Map, use the ship-sliding keys

+To move in and out of the Map, use the forward/reverse keys

+To shaw more or less of the Map, use + ar - keys *



DEFAULT CONTROLS . KEYBOARD
The following assignments can afl be modified in the Dptions/Conirols m  These settings are defaults, and can be changed.

JOYSTIGK FLIGHT:

@@@@ or keypad  Ship rotation

Forward

BUTTON 1: FIRE PRIM

Reverse
Bank left
Bank right

Shide left . Rear view
(hold & release or tap on/off]
$Slide right

Slide up
Slide down

Fire primary

Fire secondary

Drop proximity bomb

Flare

Seleet secondary

ENTER CHENGES. “h DELEFES,

Lasers Concussion missile
Vulcan cannon :.. ; Homing missile

QR

Spreadfire cannan i Praximity bomb

Plasma cannon Smart missile

Fusion cannon Mega missile




THRUSTMASTER

OTHER CONTROL DEVICES THRUSTMASTER FCS & WECS
Descent fully supports the following:

Mouse * Bravis Phoenix AT - S Gl
dJoystick (one or twal devices may be selected and - wm
Thrustmaster FCS customized under the Fire Secqudam Rol right Rall left
* Thrustmaster WES & ELES Options/Controls menu \ w

* DESCENT2.A0V, DESCENT.PHX,

Logitash Wingean Extreme DESEENT.B50 and DESCENTMS0
CH Flightstick Pro config files can be found in your
Gravis GamePad DESCENT directory.

Logitech Cyberman

GRAVIS PHOSNDS

Spreadfire Cannan - 3 JB2 - Fre Secondary
Fire Primary - JB1 4 - Plasma Cannon
B - Cancussion missiles :
7 - Homing missiles
8 - Pruximity bombs

A\%/ Fire Primary _ “- ! -
.- % W Roll left/right

’ - Taunt Macras
Multiplayer only

TOP VIEW

Fire Primary
farward /Reverse

l et l ; .
PBON - Siide right - HAT Rire Hare j Slide left/right
+HUM - Stide down Slida Controls L\ Y [

END - Slide left ]
Shide left/right - Rudder ATy ¥ ‘ i




COCKPIT VIEW

To teggle the view of your cockpit on or off, press F3. When the cochpit
view is off, it's replaced by a status panel across the hottom of the scre
To get full screen view simply hit the + key at this peint; the - Key can
reduce the window size to increase game speed.

REAR VIEW

To Iook out the rear of your ship, press B. If you hold down the B key you
will temporarily look out the rear; when gou release B you will retum to |
front view, If you want to switch indefinitely te the rear view, quickly tap

BECHARGING

At specific sites within every mine there are energy centers that will boo
your ship's energy level. Although these centers will only boest your shi
energy level up to 100, it is possible to achieve 8 maximum level of 200 |
collecting ‘energy packets’ that are scattered throughout the mines. Thes
energy centers have distinct gold walls with a sparkiing energy field
between them. See “Mine Centers” section.

EXHAUSTING A WEAPON
i you exhaust @ weapon, it automatically selects the next best weapon
YOUR SHIP AS A WEAPON

The ohjects in Oescent are “physical” objects; yeu can ram into somethil
with your ship and possibly cause a response. For example, mest doors |
be rammed spen or shot at to open, while hostage doors must actually b
fired upon until destroyed. You can conceivably ram something repeated])

destroy it - if this happens to be a fighting methed you've been reduced |
hoet nf luekd frd

AUTOMAPRP

The Automsp keeps track
of plages you've been. As
you move through new
territory, your progress is
drawn in by the Automap.
To access the Automap,
press the Tab key. To
close the Automap, press
Esc or Tah.

+ The center object is your ship. Other green objects are hostages.
+ The purple object is the mine's entrance.

+ The red, yellow and biue walls are the locked doors. These doors
require the use of corresponding color-coded access keys for passage.

+ Yellow areas are refueling stations.
* The Red area is the Reactor.

¢+ In Team Anarchy and Cooperative Modes, gour teammates appear as
colored objects with directional arrows.

There are many robots in the mines of the PTMC. Unfortunately the invading
force has also created variations of these that are deadly.

SCORE: 10




POWERUPS

Rceess Heys - These access keys give you access to ff
different security levels of the mines. They are color co
to the doors they open.

Energy Boost - This will give your energy banks a boost
up to 200 units max. [Energy Centers can defiver rechar
up o 100 units.]

Shield Boost - This will give yoor ship’s shields a kick. |
getting shield powerups, you can get gour shields up to
maximum of 200 units.

Closking Device - Gives your ship cloaking ability for a
fimited time.

Invulnerability - Makes yow ship invelnerable for a
short time.

Extrs Life - Gives you a bonus fife.

Laser - Laser cannons have four power levels. The laser
pewerup will give you the next avaifable level.

Quad Laser - This pawerup will modify your existing las
system to fire four bolts instead of the standard two.

Vulcan Gannon - This weapon rapidly fires explosive-tip]
shells.

Yulcan Ammo - This gives you more ammunition for the
Yulcan Cannon

Spreadfire Cannon - This fires a spread of energy at
your target.

Plasma Cannon - Fires bursts of supercharged plasma.

Fusion Gannon - Fires destructive blasts of energy directly
from the ship's fusion reactor. Holding down the Fire key
will continue to charge the Fusion cannon until you release
it. Doing this can double the damage, but can also damage
your ship if you held it too long.

Concussion Misslles - All-purpose dumbfire rockets. Come
singly or in packs of four.

Homing Missiles - Same size warhead as Concussion
Missiles, these are equipped with a tracking device that
can follow a target around most turns. Come singly or in
packs of four.

Proximity Bombs - These bombs are dropped behind your
ship, waiting to explode when something gets near. Can be
armed as a secondary weapen, or dropped directly by hit-
ting the default key “B."

Smart Missile - When this missile detonstes, it sends
tracking bomblets of heated plasma after the surrounding
targets.

Mega Missile - Stand back when you fire this
earthshaker.




There are B variety of doors that cen be found in the PTME mines. Most
be opened by either bumping into them or shooting them. There are some

Others can only be opened if certain actions are performed or the Reacto

hits to destroy, and there are also doors that are hidden

pick up to restock your supply.

SCORE: 4100

-
e

SS10H MISSILES: O

though, that can anly be opened if you have the appropriate access key. |

is set to self-destruct (ie. the emergency exitl. Hostage doors take seve| §

Throughout the mines are caches of missiles and vulcan ammo that you |

MINE CENTERS

Energy Center - Designed for
“gn the fiy" replenishing of
robot’s power cells, it will
also recharge your own lup
to 100 units).

Robot Generator - Automated
centers that determine a
mine's needs and assemble
rabots from surrounding min-
erals and metals. Very dan-
gerous.

Main Reactor - The power
generator of the whaole mine.
Usually in a secluded place
away from day-to-day mine
mishaps.
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Whal are six thiough zeo lor? M Point 4 - These are a pair of undocumented passages in the regular mining

B P Security puts these in for emergency situations. The entrance points
M Those are your long-range ordinance, your missiles. The Syssyx comes g oy " .
armed standard with dumbfire concussion missiles - number six Additional '“‘F"_" :": sulling. Shoot them or bump them and thieg wil upen vp. This lesds
missiles the ship can pick up include number seven, homing missiles |if you iz
them}; eight, proximity bombs; ning, smart missiles; and ten, mega missile
igood old earth-shakers) oot
AR S TP T
Fiag! These can cany 2 lol of owinance. ' 3
B Darn straight they can. One thing. If you pick up what the ship's sustem
consider a higher level weapon, it will autematically switch to it. That can be
troublesome at times.

Gresl..now how do | move this baby around?

W You see the R and Z keys in front of you? Those are your forward and
reverse. R acuelerates forward and 2 moves you in reverse.

Interesling.. now what do TAB, R, B, and F da for me?

B TAB brings up your automap. The ship’s computer records, where you are
where you've been. Rely on this, not the corp map I'm going to show yeu lat
The bots have been busy rewnrking the mines to suit their needs, whatever { . . . - . . .
: ; - stash contingency eguipment in case
may be. When you have this map up, use the arrow keys to swing it around :fpu"'t 3 “l's ' :mt the '::k:uil;l‘ ;::L;?ie Vulgan Emfu“ : " : ad a
and the A and 7 key to zoom in and out. emergencies. Up iere 4 i
tfour-pack of homing missiles.

I =ssume Ihat Ihe ship doesn't move when | da et W Point B - This is a refueling center. You should always locate these

M Right. Now, B gives you your rear view. B deploys proximity bombs witho i any mine. They will recharge the capacitors for your energy weapons,
switching your missile ardinance. This can come in handy, but be careful if  including lasers.

something is shooting at you when you deploy the bomb; it will blow if itis!|
and if it is close, the blast can really hurt your ship. Finally, F deploys laser
flares. These will stick to a wall and last around & minute. They provide
excellent ilumination in a dark mine shaft.

Roger lhal. The Syssyx seems prelly easy lo flu.

W That's why | flew ane 20 years, son. Now here is a loak at Lunar Base 1.
M Point 1 - That is where descent insertion will place gou.

M Point 2 - Security door to reactor roome.  This requires a red security pass

M Point 3 - This is where some PTHIC miners are being held by the bots. We
don't know why they're being held, but you should make an effort to pick the
up. The company has a ot of time and monrey invested in training them for t
jobs-blowing them up with the reactor isa't going to score points with the su
upstairs. ~




.  AND VIEWING DEMOS

Salila ol

LUNER OUTROST

M Point 7 - This is where intelligence currently places the pass card for the
security door at Point 2.

M Paint 8 - This is the reactor. it takes about 10 shots to set it to blow. Whe
it goes you'll have between 30 and 45 seconds to get out. One warning: the
bots have set the reactor security measures to shoot at any corporate equip
ment, including your ship.

M Point 9 - This is the emergency exit. It will only open after the reactor st:
its seif-destruct cycle. When the count down starts, this is the only way to 1
surface. If you don't make it, you, your ship, and any miners you rescue will
blown to atoms. A note of caution: this one is easy to find, others will be
harder. Pve seen more men die because they don't find this before setting o
reactor. So you should really find the exit before setting the reactor to go.

Gotl il Russ. This will be a cake-walk.

W Don't get su cocky, son. That's what the last Material Defender said.
Whal happened lo him?

W He didn’t come back

Oh....

B Bood luck, Nitron. Kick the drek out of those bots and may the— oh, never
mind, you're too young to remember.

W Bet ready for descent insertion level 1!

BECORDING A DEMB

Descent has a fully integrated demo recerding and playback system that
fets you keep a permanent record of blasting your friends to pieces. This
recarding will work in single or multiplayer games.

Press F5 anywhere in the game to start recording; press F5 again to stop
the recording When you stop a recording, you'll be prompted to enter 8
file name.

If you press Esc at this dislag box, the
dema will not be saved.

VIEWING A BERTO

To view a recorded demg, choose View Demp
from the Descent Main memu Highlight a demo
fram the Select Demo list and then press Enter
or click a gontroller button to epen that file. To
delete a file, highlight the file and then press
Ctrd + D.

During playback, the following keys
are available:

@ Plag + Fast reverse
@ Stap * @ Fast forward
@ Single frame reverse @ H Go to start of demo

Kl LD-E

The demos will record advancement from one level to the next; however, the
escape sequences will be skipped in plagback.

Single frame forward fio to end of demo

Demao files are saved in the Descent subdirectory and have the file name
extension of .DEM. Dema LDEM) files may be freely distributed,



CAPTURING SCRESN

You can capture [take a “snapshot™ of any screen in Descent by pressin
the Print Sereen key while at that screen. Esch screen you capture is
saved to a .PEX file in the GAMES\DESGENT subdirectory. When you press
Print Screen key, your computer's hard drive light will flicker momentaril
indicate that it’s working to capture the screen; you will see an onscres
MESSage.

To view a captured screen, exit Bescent. Then load a paint or draw progn
and open the .FCX file you want to view. A screen is saved under the file
name SCREEN: PEX fwhers xx = 00 or higher; e.g., SCREENOD.PCX,
SCHEENDL.PCX, SCREENDZ.PCY, ete.).

To view the screenshots, you need to exit Bescent and then launch a pai
or draw pragram that's capable of reading .PCX files or converting .PCX fi
into ancther file type that can be used hy the program. In some cases, t
paint or draw program will sutomatically convert [PCX files into a differer
file type it can read. In other cases, you'il need to convert the .PCX file t
different file type before your paint or draw program can read it. Paint o
draw packages often come with a separate conversion pragram that lets
you convert a file from one type to another. If you need maore details an
viewing the .PCX files captured in Descent, see your paint or draw
program's user documentation. Look for details on reading or converting
PEX files.

=

OM DETAIL LEVELS

Detsil levels may be individually adjusted by selecting Options (from either
the Main Menu screen or hitting F2 while playing s gamel, and then
selecting Detall Levals. Gustom settings can be made by choosing “Custom”.

Object Complexity: This affects the number of polygons used by chjects
like robots, plager ships, and other 30 objecis. Lower values will increase
speed, but simplify the shape of many vbjects.

Object Detaik This determines at what distance an object changes from
flatshaded to texture-mapped details, Sefting this slider to a lawer value -
will cause robots to be flat-shaded much closer

Wall Detail: This option determines at what distance walls appear
fiat-shaded vs. texture-mapped. It also affects the accuracy vs. speed of
the texture mapper. If you notice textures “sliding” or “jumping” a little in
the distance, this slider is set too low.

Wall Render Deptie This will change the maximum distance gou can see.

Lower values will increase the speed of Descent, but will cause /
flat-colored “walls™ to appear in long hallways. These boundaries do not ;’
affect weapons or other objects, only your visuals,

Amount of Debris: Changing this slider will determine how much debris is
made when robots explode. Setting this to a low value will make fewer
pieces in hesuy combat.

Sound Channels: In addition to visuals, sound can have a minor effect on the
speed of your game as weil This slider will change the meximum
number of sounds that can be played &t once. s




NETWORK PLAY

NETWORK REQUIREMENTS

Descent is designed to nm on a Novell network using the IPX protocol Ta
use IPX protocol on gowr LAN-connected PG, you must be loading the
IPE.COM driver provided by Novell, in addition to lower-level drivers requir
by your particular brand of network card

To get optimum performance from network games, you should be connecl
on the same [ocal network so its packets cen be reuted directly without
intermediate processing by routers, i players are all on the same
sub-netwarlk, the router and servers will experience almost no load due t
the network game in progress.

SETTING UP A GAME

Descent supports up to 4 simultanzous network games on a single soche
If you need to run more than four games on a single LAN, players can ust
the -socket option to change to a different socket number

li.e. G:>Descent -socket#l Descent uses a default socket mumber of
5100(Hex). The -socket option adds a value to this base, so “-socket 1
would tell Descent to use socket 510TIHex]. You can use this option to aw
socket conflicts with other network senvices if they arise.

Ta prepare for network play, select Moitiplayer from the Main menuw.

ne of the plagers must select Start A Netgeme Game from the Multiplay
menuy in order to select the parameters for the game.

Mission This lets you choose which mission file to use.

Beseription  The description is the name that other people will see in
their doin A Network Bame menu.

Llevel This can be any vafid level for the mission gou have loade

Play will begin on the level selected and can continue to |

other levels as play progresses. . .

Mode determines what type of game will be played:

p‘umlﬂhu - \.uwliwh

+ Anarchy is a player-oniy battle to the death, where the goal is to
accumulate the most kills by killing up to 8 other plagers.

» Team Anarchy is the same as Anarchy, but in teams. The next screen
you see is the Team Selection screen. Team names can be modified in
the text boxes. To move a plager to the other team, highlight his or her
name and then press Enter. Team 1 ships are blue while Team 2 ships
are red Press Esc to accept the teams and start the game. This can be
played with a maximum of 8 players.

+ Anarchy With Robots is the same as Anarchy, only there will be rebots
in the game trying to kill any player they find. The goal is still to score
kills by killing your fellow players.This can be played with a maximum of
4§ players.

« Coopperative Mode lets you team up with the other players to destroy all
the robots in the mine and complete the level The geal is to get the
highest score by killing robots, rescuing the hostages and escaping the
mine after destroying the level Reactor.This can be played with 2
maximum of 4 plagers.

n I



Closed Bame This determines whether or net other players will be alloy
into gour game after it begins. if the Option box is checke
only players that were chosen for piay at the start of the g
are allowed in. Note: In a closed game, the starting playe
are still allowed to leave Bescent and rejoin at any time.

This determines several factors, fram robot awareness an
deadliness to time for mine destruction countdowns. The
farther the slider is to the right, the tougher the geme
will be.

Once the parameters are chosen, the person starting the net game press|

Enter. This brings up & screen where the person whe started the game o
select the players. As each network plager selects gour game frem the
A Network Game screen, their names spgear in the list. By default all pla
ers who want to join are selected; you can deselect a plager by using th
Spacebar to clear the chech-box next to his or her name. Once you've
selected the players you want for the game, press Enter to start the acti

JOINING A NETBAME

Ta join & netgame, seiect Multiplager from the Descent Main menu and th
select Join £ Netwaork Seme. This brings up a menu of currently active
network gomes on that sochet. Below each game is listad the current le
number of the game, the number of people plaging, and game status. Ban
status can be one of the following:

+ Forming - The person starting the game is still at the player selection
screen. There is still time te join in before the game starts,

+ Open - The game is in progress but you can still join in because either
game is not closed, or you were previously connected to the game and
can rejoin.

»Closed - The game was either staried as a closed game so you can't ji
or else there is already the maximum number of plagers in the game.

+ Between Levels - The players in this game sre rushing for the escape
tunnel. You cannot join & game that is between levels. If the game is
between levels, you can wait at the Join A4 Network Game menu until
game mode changes to open.

It you leave a netyame for whatever reason, you can usuaily join in fater
and resume your game. Althaugh you lose eccumulated items, you will
retain your ship color and kill count unless you have been gone long enough
for someone new to have taken gour spot. Make sure you rejoin from the
same computer and use the same pilot name so the game can identify you
as an existing plager.

The person who started the game is also free to leave and rejoin the game
at will; there are no special restrictions for this person other than setting
the initial parameters for the game.

WORK TROUBLESHOOTING
i you try to select Start 4 Network Fame or Juin 4 Netwark Fame but get
an emor message saying your IPX drivers are not loaded properly, make
sure your computer has a reasonable amount of low memory available.
Although Descent uses a 005 extender to aveid low-memory hassies, low
memory is still required for network buffers. Also meke swre gour IPX.COM
and other netwark drivers are being lnaded properly. A geod test is to make
sure you can log onto & network server, if one is avallable.

Ancther thing to try is using a different socket number. It's possible that
some other application on your computer is using socket 5100h, which will
prevent Deseent from opening its own network connection. Try large values
for the -socket option and see if this soles the problem.

Sometimes while playing a game you may receive a message box that says
yoar network card is missing packets from other players, This can be the
result of a slow network card, heavily congested network, or software con-
flicts in your system. If the message appears, you can rejoin the game and
try again, but the probiem should not be ignored completely since it's kely
to return. Here are some possible esuses for dropped packets in gour net-
work games:

« Ton many players for a high-traific LAN. Eight players is the maximum
number sustained by a high-quality LAN and fast computers. it is possible
that your LAN or computer configuration can only reliahly support a maxi-
mum of four to six players.




« Bad LAN card. Some cards drop IPX packets even without heavy loads (
outside interference. If you suspect the LAN cand of causing problems, tn
switching that computer's card with another cand.

« Software conflicts. Other drivers that are running may cause problems

with the network interrupts. These conflicts may not be apparent when p
forming other LAN tasks that de not use IPX or that have a built-in lager ¢
emor-checking and repeating. Try disabling other unneeded drivers in you
CONFIB.SYS and AUTDEXEC.BAT to see if the prohlem goes away.

+ Router problems. Playing the game between players on opposite sides
a router can be a csuse of lost packets and other defays. it is recomment
that the game not be played in this fashion since it creates a system loa
on the router that can disturb other users of the LAN. i you continue plat
the game with an unreliable network connection due to one of these
problems, you are likely to see erratic behavior in the game even before
emor message is displayed.

NETWORK FEATURES

There are several festures svailable to the network player that aren't use
in a regular one-player game,

F6 Teammate |D Display - If enabled, this will show a teammate’s name i
or she is in your sights. Press FG to toggle this feature on and off.

F7 Kill List - You can turn on and off the kill Est shown near the bottom o
your screen by pressing the F7 key. In Network Tesm games, this alter-
nates the display hetween Plager Kills, Team Kills, and no kill display. In
cooperative games, the kill tailly is replaced by score.

F8 Send Network Message - To send a message o other playerls] in the
game, press FB end type in your message [press Enter to send itl. If you
begin the message with ane or mere characters followed by a colon [, t
message will be addressed only to pilots whose names match the chara
ters. For instance, if you want to send a private message to Scourge, you
would enter “Scourge: Your time s near!” If you entered “3: You're dead!
the message would be sent to any players whose name begins with the
letter 8" {o.g., Scourge, Stan, Sue, etcl If no mateh is found, the messay
will not ba sent. In Team Anarchy mode, addressing messages to “1" or
“2:" will send them only to Team 1 (BLUE] or Team 2 [RED], respectively.

Shift + F3 to Shift + F12 Record Taunt Macros - You can create pre-defined
taunts for your opponents using the message macro keys. To define or
redefine a macro, press Shift + F3 through Shift + F12, type in a message,
and then press Enter to save it.

F3 to F12 Send Taunt Macros - To send a taunt macro, press one of the F3
through F12 keys. The macros are stored on a per-plager basis so you only
have ta set them in your first game. Addressing messages to spesific play-
ers using the colon [] is available in macros as well.

NETWORK PLAY RULES
Some special rules apply to Multiplayer Descent games:

+ When you fire 8 secondary weapon in a multiplayer game, a new powerup
of that type is created at random somewhere in the mine Ithis keeps the
total number of secondary weapons in the game constantl If you see a
weapon suddenly appear in front of your ship, consider yourself lucky!
Replacement powerups are also created when the effects of an Invulnerability
or Cloak powerup wear off. Concussion missiles are the snly secondary
weapon not replaced. This replenishment does not occur in cooperative games.

« When you bring up menus in multiplayer games, the action does not stop
as it does in one-plager games. While gou're viewing a menu, your ship
remains vulnerable to attack by other players. it's a good idea to find a
quiet spot to hide in if you need to examine the Automap or reconfigure your
controls. If you are attacked while in 8 menu or if the reactor is about to
explode, the menu will automatically abort so you can deal with the problem.

« After you finish a level there may be a weiting period while other players
are trying to escape from the mine. No player is allowed to enter the next
mine until all have completed the cumrent mine; this keeps players from
gaining an unfair advantage of finding powerups in the new level if you
escape early in the countdown sequence, there may be up to a 60-second
wait for other plagers to finish, plus time for them to fly through the escape
tunnel and view the kill list. If you don’t want to wait around for the other
players to finish, you can leave the netgame by pressing Esc at this screen

« Weapon powerups are single-use only in network games. This means if
there is only one Fusion cannon in the mine and someone else has taken it,
the anly way to get it is to kill the person currently carrying it. When you
kill another player, the weapons they are carrying are ejected as powerups

for uou to take. 3]




MODEM/ SERIA "

DESCENT MODEM/SERIAL SUPPOBY

Descent supports serial and modem play. All of the information relating 4
network play also applies to modem and null-modem games, aithough the
procedure for starting new games is somewhat different since only two
players are involved. This section describes the ways in which the serial
version of the head-to-head game differs from the network game.

STARTING A BANIE

&l of the seriai/modem options are availeble by selecting Multiplager fro
bescent's Main meny, and then selecting Modem/Serial Game.

Before performing any func-
tions in the Serial Game meny,
both wsers should check their
COM settings to confirm thet
they are correct for each
machine. Once the COM set-
tings are chosen, they are
saved for all future games.

AR EL Y| 1
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Mote: If you're playing a game via & null-modem eable, both machines mu
have the same baud rate in the GOM seftings menw Modem games do no
require the same baud rate.

The COM settings should be self-explanatory for those familiar with other
serial programs. If your machine has a 16450 UART, you should select a

baud rate of 9600 or 19.2K. The higher the baud rate, the better the game
will perform in serial mode. If you have a 16550 UART, you can select the

- be necessary to run Descent (ATZ should workd. If your modem is something

38400 baud rate settings
for optimum performance.
This selection only sets
the rate of communication
between the computer and
the modem if a modem is
being used Even though
many modems do not sup-
port actual baud rates
higher than 14400, it is still better to choose a 38400 baud rate if your UART
will support it. This lets the program spend less time communicating with
the modem, thus improving the frame rate. If you're unsure of the type of
UART gour machine has, you can try selecting the 38400 baud rate option;
the program will tell you if it does not detect a 16550 UART.

(R TH =R EN
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Descent requires a modem that is capable of at least 8600 baud with an
ermor correction protocol (w42 bis is preferablel Data compression is also
helpful, and should be enabled in the modem. The modem should respond to
a drop in the DTR control line by hanging up the modem. Fortunately, mast
modern modems have these settings as their factory defaults.

If you receive good performance at 3600 baud or above when using your
modem for things like online services, no special initialization string should

more exotic, you may want to use the initialization string AT&F1 to reset the
modem to factory defaults; this setting should work great with Descent.



CONNECTING A SERIAL BAME
STEP

Starting a game of serial Descent is a two-stage procedure. First, a link
must be established between two machines. There are two ways to este
lish this lnk: null-modem cable ok or medem {and phone linel This is
accamplished differently depending on whether you're using a null-moder
cable or a modem. If you are establishing a nuil-modem game link, both
plagers must select Establish Nulk-#odem Link from the Serial Bame men
After the two computers have established a connection over the nulkmod
gable, you will be returned to the menu and should have new options ave
shie to you. If the two machines fail to achisve & fink, check the serial
parameters on both sides. The baud rate settings must be identical on be
sides for them to communicate properly. After establishing the null-mode
link, one machine is designated as the master and the other is the slave.
This is not visible from the menu; when you start 8 game, only one of the
two machines will prompt for the game settings to use.

If you're establishing & modem link, one person must select Dial Modem
from the Serisl Bame menu and the other must select Answer Modem. Th
easiest way to coordinate this is to decide before starting which side wi
answer the modem; this person should select Answer Modem and wait u
the phone rings. After the modems connect, you will be returned to the
serial game menu and new options will be available to you

STERP 2

The second phase of starting a modem/serial game is actually running th
game. This option is only available after you have connected via modem
null-modem. If you do not see the Start Game option on your meny, make
sure your settings are carrect and try again. The second line in the menu
[highfighted in blue} helps to confirm whether or not you are connected. |
the fine reads Not Gurrently Connected, you must select one of the three
options [Establish Null-WModem, Olal or Answer] before you can start a gar

When selecting Start Game, one computer will wait for the other comput:
to start. The other computer will be offered a menu of game options suct
as Start Level and Game Mode. If a medem is being used, the person whi
dials is elso the one who selects the parameters. In the case of serial
games, the person whao selects the parameters is randomiy determined
3

Once the parameters are set, both players will be placed in the mine and
the game begins. After the game is finished or when one of the players
decides to leave the game, both players are returned to the Serial Game
menu. Please note that the communication link is still active. If you want to
play another game - maybe with different settings or a different starting
level - just select Start Game again. If you want to hang up the modem or
release the null-modem connection, select Close Link.

DISCONNECTING A SERIAL BAME

Make sure you select Close Link or Exit The Serial Game Menu after you're
done playing a modem game. if you don't, the modem connection will remain
established with the other player lwhich could rack up quite a phone billl!

MODEM GAME FEATURES

« You can send messages back and forth between players while connected
You can do this by selecting Send Message from the Serial Game menu [this
option is only available if a connection has been established). This is useful
if you do not have an extra phone line for voice communications during play
and you need to negotiate the terms of the game.

« Another feature is automatic notification of starting a game. If player A
selects Start Game but player B doesn't, player B will be informed that play-
er A is ready and will be given the option of starting. If plager B is not ready
to start, player A will be informed of this.

+ A small phonebook is aveilable from the Dial menu under the Serial Game
menw. This lets you store the names and phone numbers of your eight most

frequently called opponents. To edit the phanebook, go to the Dial menu and

select Edit Phonebook.

s



OMMAND LINE OPTIONS

MODER OTING The following D05 command line options can be used when loading Descent.
el Type the command line after BESGENT and then press Enter to start the

« If your frame rate is lower in modem games than in standard games, 1 game (e.g., DESCENT -Cyberitail

setting your baud rate higher in the G0M setup mene. The lower the bawd

rate, the more time the computer spends writing data to the serial port, | Ensbles CyberMaxx helmet display

therefore the slower the game's frame rate. if possible, eutfit your compl Enables CyberMaxx head tracking via COM port n

with an improved 16550 UART which will enable GOM speeds of up to 384 Enables VFX helmet support

Trak Enables VFX head tracking WFXL.EOM must be resident]

+ If your program hangs with the message Waiting for Opponent displaye . .
this may indicate a faflure in the serial fink (errors caused by using too b i E:m :ldm“:scnp;mndgng:: :m‘fm“ 0 and 100
a band rate, interference with the nuil-modem cable, or uncorrected emos Vulwms <> ts sou 1me 1o ¥, Whers
in the modem cannectionl. However, in many situstions it is normal to pa  ~S0cket <n>  Changes IPX socket for netwark games; n is a value
for a long time at this screen One case where this happens is after a ley  -LowhMem Lowers animation detail for better performance with low
is completed. If one player exits the mine sarly in the countdown, the gai memary machines
must wait until the ather player has either escaped or has been killed -Verbose Shows initialization steps for technical support
before continuing. Since the countdown timer is up to 40 seconds and th  _NgSound Disables sound drivers
sequence of flying through the escape tunnel can take several more sec  yomemBheck Disables memory requirement checking
onds, a wait of B0 seconds or more at this screen between levels is not NoloadPats Disables patch loading fur Gravis UtraSound

sign of problems. On the other hand, waiting for the opponent at the star
8 new modem game or establishing a connection should be brief - a wait -NoNetwork p— netwnrll_driuers
-NoSerial Disables serial drivers

more than 10 seconds is a sign of problems.
-Nodoystick  Bisables joystick support
+ If you are getting numerous errors in the serial connection, the progran  -NoMouse Disables mouse support
will inform you with an onscreen dialog box. This is a wamning to you the  .NgDosCheck  Ignores results of Dos version check. May be needed for
you are probably driving the serial hardware in your computer at too fast DR DOS users
rate. if you continue without reducing the baud rate, there is a chance . ., .
important communications hetween the two players will be lost and the :u:‘ush g:“::“ gm;':n::":: gﬁ:‘m remain enabled
game will behswe erratically. Try reducing the baud rate in the COM setyy -vocyberman  Disables Gy Ppo
menu or adding an improved UART to your computer.




AUESTIONS & ANSWE

Regardiess of your computer configuration, you should have no troubles |
ning Descent. Just in case gou do have same issues, here are some tips

GENERAL PROBLEMS

§: | haue a Gateway 2000 P75. The colors in Descent are completely
screwed up. What da | do?

A: Do a hard reboot of your computer and go into your Bios Setup Find th
“YGA Palette Snoop™ option and disable it. This should fix the problem.

§: Bescent runs slowly on my machine, especially in large battles.

What can | do?

£ Try putting your detail level on a lower setting Also try using F3 and -
to change the size of the game window. Blss, lowering the number of aw
able sound channels through the Options/Detail/Gustom menus can help!
nifieantly in large battles.

§: | have a small game window and a low detail level, but Descent still
loads and runs slowly. What can | do?

A: Check your sound card settings by running the Bescent Setup program
Incomrect settings can cause significant slowing. To aceess the Setup pn
gram, go to the GAMES\DESCENT subidirectory, type SETUP and press Enter.

§: Why do the walls in my game seem to jump around in the distance? W
do | get a colored wall in the middle of my tunnels?

A: This ean happen when the Detail Level is set helow the highest setting

§: My computer has 4 MB of RAM. How do | speed up the game and redw
the hard drive access time?

A: I you have less than 8 MB of RAM, try running a disk sav;hn [even as
small as 256kl This can help immensely. Alse, load the game by typing
DESCENT -lowmem so you trade off animation detail for speed. You might
consider purchasing & memory upgrade; every meg of RAM you add will
increase performance.

0: Why does Descent lock up when | run it?

A: It could be & sound card problem. Load the program by typing
HOESCENT -nosound™. Run the Setup program and make sure your card
settings are comvest. If you don’t heer digital sounds or music when you !
them in Setup, try the Auto Detect Sound Hardware option. If this doesn’t
help, refer to your sound card menual for troubleshooting instructions or

Intnrnlenle Fanhninal Comeesst

0: Why does my computer lock up during setup when autodetecting for a
sound eard?

A: Due to hardware conflicts, autodetecting for sound sards is a risky
process. If you know the brand, port address, IR and OMA of your sound
candls], gou should manually configure these items. Lockops are also com-
maon when autodetection is used but no sound cards are installed.

§: Why don't | hear anything when | test my sound in setup?

A: There are several possibilities. You may have the wrong sound card
selected. You may have selected the incorrect port, 1RO or DMA settings. The
volume may be set toe low in your sound drivers [or the velume slider on
the back of your sound card]. Hardware conflicts or loose cables may alsn
be to blame.

§: Why does the intraduction music stop when | reach the Main menu?
#: You probably have your Music Volume slider set too low in the Options
meny. fAll Options settings are stored in your pilot file; when the game
identifies your pilot name, it lowers the volume to a level you may have
customized '

§: Why doesn't my joystick respond to the game?

R: Be sure you have Joystick selected in the Options/Gontrofs menw, and
make sure the joystick is calibrated If gour jeystick connects to your
sound card, make sure the joystick port jumper is enabled on the card.
Some soundcards have this disabled by default.

§: Heyl Why did some of my powernups disappear?
A: Certain powerups will remove themszlves frem the game if they have

‘been around four or five minutes. This only happens to Concussion missiles,

Energy powerups and Shield powerups dropped by a dead player.

0: Why does Descent act strangely when | run it under Windows?

A Athough Descent may run under Windows, it isn't recommended. You will
probably get odd behsvior and slowdowns due to timer conflicts. Gravis
Ultrasound users may get no sound at aff under Windows,



0: | have a Thrustmaster WES hooked up with a joystick. When | use the
stick to fly and the A and Z keys to move forward and backward, | start
flying out of control. Why?

B Because these devices intercept the keyboard signals, your ship may |
strangely when you aiso hold down keyboard keys (e A and Z). i you
keep the WES or FLGS on your system, it’s recommended that you use th
devices for throttle control and sliding, not the keyboard

MODEM/SERIAL PROBLEMS

§: Why does my game freeze during # modem/serial game and give me 4
message “Walting for opponent™?

R: This screen will appear if you've died in or escaped from an exploding
ming. If the other player is still flying there can be up to a 60 second del
However, if your game sits at this screen much longer, chances sre
something is wrong. Likely culprits: oppenent is having technical difficult
interference with unshielded serial cables, loose cables, baud rate set to
high, or uncerrected errors in the medem transmission

0: Why are my modem games a lot slower than my normal one-plager gam
R: Try using a higher baud rate in the COM Settings menu. If your comput
does not have a 16550 UART, you should consider getting one so you can
up to 38400 baud when communicating with the modem. See the
“Modem/Serial Game Setup” seetion for detsils.

NETWORK PROBLEMS

§: What do | do if I'm getting an error message stating that my IPX driver
are not loaded properiy?

A First, make sure gou have a reasonable amount of low memary availat
ARthough Descent uses a BDS extender to avoid low-memary hassles, son
low memaory Is stilf needed for network buffers, If this fails, make sure y
IPX.COM and other network drivers are loaded properdy. & good way to te:
this is to log on to a netwark server, if one is aveilable.

§: Why does my network game seem slow and unreliable?

A: Try using a different socket number. it's possible that some other appl
cation an your computer uses socket 5100h, which prevents Descent fran
opening & proper network connection. Try large values for the -socket op
{like 32 or 100L Remember, your oppunents will seed to use the same
sncket uon do_ At

0: What does it mean when Bescent tefls me my network card is missing

packets?

A: This can be a result of a slow network card, heayy traffic on the net-
wark, or software conflicts in your system. if you get thic message, you
can rejoin the game and try again If the problem persists, one of the fol-
lowing could be to blame:

+ Loose cables. Happens to the best of us. Check the plugs on the back of
your computer, specificslly the ones running to and from your network card,
« Tao many plagers. While eight players is offered as the maximum in
Descent, it's possible that your LAN or computer configuration can only sup-
port four ta six players reliably.

+ Bad network cand. Some cards drop IPX pachets even without heavy loads
or interference. If you suspect your LAN card, try swapping it with ane from
another computer.

« Software conflicts. Other drivers may be running that cause probiems with
the network interrupts. These conflicts may not emerge when performing
other LAM tasks that either don't use IPX or have layers of ermor-checking
Try removing unneeded drivers from yaur CONFIG.SYS and AUTDEXEC.BAT.

+ Router problems. Piaying Descent with players on different sides of a
router may cause lost packets or delays. Playing this way is not recom-
mended because it creates a significant load en the router that may disturh
other LAN users.

§: | tried everything to resolve my problem but Pm still stuck! Now what
do | do?

A: Don't panic. Read through the Customer Support section on page 39.

Interplay's Customer Support department is happy to help with any

prublems you may have.

You may also find additional troubleshooting answers In the readme.txt flle.

]



LIMITED WARRANTY

INTERPLAY LIMITED 90-DAY WARRANTY |

Interplay warrants to the original consumer purchaser of this computer software
product that the recording medium on which the software programs are recorded wi
be free from defects in material and workmanship for 80 days from the date of pur-
chase. if the recording medium is found defective within 80 days of original purchas
Interplay agrees to replace, free of charge, any product discovered to be defective
within such period upon receipt at its Factory Service Center of the product, pastag
paid, with proof of date of purchase. This warranty is limited to the recording mediu
containing the software program originally provided by Interplay and is not applicabl
to normal wear and tear. This warranty shall not be applicable and shall be void if t
defect has arisen through abuse, mistreatment, or neglect. Any implied warranties
applicable to this product, including ties of merch hility and fitness for a
particular purpose are disclaimed. Interplay disclaims all responsibility for incidenta
consequential damages

Some states do not allow limitations as to haw Inng an implied warranty lasts and/or exclt
sions or of i or ages 5o the above limitations and/or
exclusions of liability may not apply to {;m This warranty gives you specific rights, and yoi
may alse have other rights which vary from state to state.

Lifetime Warranty

If the recording medium should fail after the original 30-day warranty period has
expired, you may return the software program to Interplay at the address noted bel
with a check or money order for $5.00 {U.S. currencyl, which includes postage and
handling, and Interplay will mail a replacement to yow To receive a replacement, you
should enclose the defective medium [including the original product label] in protect
packaging accompanied by: (1) a $5.00 check, (2) a brief statement describing the
defect, and [3] your return address. If gou have a problem with your software, you n
wish to call us first at [714) 553-6678. If your media is defective and a replacement
necessary, LP.S. or registered mail is recommended for returns. Please send the
defective diskis) oniy [not the box] with a description of the problem and $5.00 to:

WARRANTY REPLACERIENTS
Interplay 17922 Fitch Ave., Irvine, CA 92714

System Upgrades

Interplay has a system upgrade policy. At any time after purchasing any Interplay prod
you may send us your original disks and a check for $75.00 (US. funds) or original €
and a check for $25.00 (ILS. funds) and we will replace them with the versien for anof
computer system that you specify. [This price is subject to change.)

Gopying Prohibited

This software product and the manual are copyrighted and all rights are reserved by
Interplay and are protected by the copyright laws that pertain to computer software
These disks are not copy-protected. This does not mean you may make unlimited
copies. You can back up the disk for your own personal use, hut it's illegal to sell, g
or ptherwise distribute a copy to another person.

NOTIGE: Interpfay reserves the right to make medifications or improvements to the
nradurt doerribhod in thic manaal st anes tima and witheot antica




