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PROJELCT L

The year is 2110 and hurmanity depends on secret maring farms for

survival Created by a philanthropic organisation through a century’s

tireless work, the aguatic farms are under threat from predators

ernboldened by an ecosystem in chaos. Cybernetic fish—bots were created
to keep this precious food source safe.
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A GLITEH? A HACK?
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Allyou knovw i3 that the fish—bots turned from guardians to enemies.



CONTRILX

Tour ship moses by rmeans of the kegboard, direction pad or stick. The
main fire button shoots the ships gun, while holding the button down
auto—fires. & second button launches the ship’s secondary weapon,
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USER INTERFACE

SHIELD H
our ship has a shield which protects you from the worst of

the fizh bots attacks. Howewver the shield weakens as you

take damage, o try to dodge as much as you can. Once

your shield is depleted, you lose a lite. Owver tirme your shigld
regenerates. When your ife reaches zero it is game owver,

Frimary fire shoots standard bullets and has anunlimited bullet supply.
There are three types of Secondary weapons you can choose from:

will automnatically target a randomm enermy.
DEPTH CEHARGES: deployed behind the ship and exsplodes.
times doswn into a huge explosive range.

Thereis a limit to your secondary weapon’s stock, and can only have one equipped
at a tirme. Howewer with ship upgrades, the amount of secondary stock gou can

hald increases.
T O PIEK-UPE T O o &

Deztroyed enemies drop useful pick—ups. Pick—ups replenish your shield, give you

another ife or restock your current secondary weapon. There are also pick-ups

that modify your bullet range, such as Kapid Fire (which tirmes out) and bulti Shot
(which is collected in limited increments of a0,




USER INTERFACE

RESULTR SEREEN

When you finish a Stage, you will zee the Results screen.
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O — 25 It will tell you the points you™ve earned, the Experience

= r‘\r*‘w Foints you've gained, obtained Credits and katerials, a
Star Ranking for how well you've performed. From here
ﬁ_ﬁ_ : you can chooze to return back to the \World kap, replay

the level or go straight onto the next stage.

BASE ARCHIVER SHOP

&

Tou can  select and  You can wiew the Yoo can buy new ships,
upgrade a ship, change  Data Logs collected  skins and resource packs
secondary weapons and - from the stages  using Credits. Credits are
vignw  their  stats  and here. the currency of the ZZnd
inventary here. century.
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UPLRADE S¥STEM

When you start playing Froject G, you'llinitially hawve access to the

Alpha ship inits first form. To upgrade the power of your ship {and

other ships purchased from the Shop) a combination of katerials

and Edperience Foints are needed. The Upgrade screen and ship
selections are found at the Base.

MATERIALR

Tou are reswarded baterials by finishing stages, or by wisiting the Shop and buying
Crates. baterials are graded by hovw rare they are, and a certain number iz needead
toupgrade the three main cormponents of each ship.

Each component requires a different armount of rmaterials and are upgraded
independently from each other, s0it's best to plan ahead as to which components

Jou need to upgrade first.




UPLRADE S¥STEM

MATERIALR

the posweer in each shot.
the evasiveness of the ship from enermy attack,

the tirne in which gour shield restores atter wanishing, but also hosw
rmany hits it can take.

the secondary weapon of your current ship. Inlater ship rmodels
thiz i3 interchangeable with other weapon types, and stock pick-ups you get
during the stage will match the equipped weapon.

Collected katerials and Crates are stored in the Inventory on the Upgrade screen.
Furchased Crates may be opened here, and will reward you with random katerials.
bAaterials can also be sold for Credits here.




UPLRADE S¥STEM

fou gain Experience Points (or EAFY) at the end of every stage, causing your ship
to Lewvel Up. The Levelling system waorks with the katerials systermin that you

rmust reach a certain level before upgrading cormponents of your ship.

LEVEL: 4
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The information in the Upgrade screen will tell you which lesvel you need to reach
before you can upgrade a component of your ship. Your current Lesel and EXFP
are in the top bar. The component panels are greged out until you reach the
required level to apply more Upgrades, When reached, the cormponents swill be

selectable and will shovw you the armount of bMaterials needed for that Upgrade,



UPLRADE S¥STEM

SHIP SALER AND CUSTOMISATION

Tou can buy nesw ships from the Shop using credits, and ships can be selected in the
Baze. Three skins can be unlocked for Alpha, Beta and Gamma. Optional cosmetic
skins are available.

MAIN SHIPX
ALPHA BETA GAMMA
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A sturdy, upgradeable 143 low power is forgiven forits  Barreling through the

rmaching for the rost  small surface area, making it currents, this ship can
foolhardy and curious quick and e asive. handle quite a beating.

of pilats,

OPTIONAL SKINX
MUSARAFT ARGO
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FISH TYPESX

MARINE LIFE PROTELCTION BOTR

ET 2040

AR

TN
) A
R Y ’

J

$

pEX

&y
)

"

\\\
\ff
o

LB 4230



FISH TYPESX
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DATH LOLX

Data logs from previous decades are floating around in protective chambers.
Theze chambers can be shot open to release the log disk. Howewer caution is
advized these pods are in some cases eqdtremely well armoured and may not be
opened by weaker weapons systems. Alzo they are prone fo emp pulse

destruction so the use of nukes is not adwvized.

Once collected they can be accessed by selecting the icon from the main
rnenu. There are in total 10 logs in existence, collecting thenn will allow us decipher

the co—ordinates of the final Giga Base for activation of Project G.
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