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Machine Specification | ‘Wﬁ

Minimum Requirements

Pentium Processor

8MB Memory =
CD-ROM Drive - s

30 MB l-ia:ﬂ Drive: apane }(

Recommended _ents '

Pentium 90 Processor

8MB Memory -

Quad-Speed (4x) CD-ROM Drive :

30-80 MB Hard Drive space (Dep nstall options)
DirectSound supported Soundk ch, Creative Labs,

‘Mediavision, Microsoft.
Local Bus Video Card (VGA)

Keyboard, Mouse or Directinput compatible Joystick or Gamepad
Windows95

There are two versions of SWIV 3D supplied on this CD-
ROM: a MS-DOS version and a Windows95 version.

o i €D for any

Please see the README.  for ar
additional fn_s&ucﬁongﬁ ed in this mmue!.
Windows95 _

Open the SWIV ouble-click on the
Setup icon to

SWIV 3D makes use of Direc
so the DirectX libraries will be the |

have to restart Windows95 befg
is complete. This will only have:




To install the SWIV 3D files required by your machine, please
follow the instructions in the Setup program. When this has
completed, just double-click on the SWIV 3D icon to begin
play.

lfyuu expedanae groblpms with tft\

Video Sequences

The video sequences in SWIV 3D are designed for a Quad-
Speed (4x) CB—ROM Drhml If your ROM Dri\re doesn’t
run at this : _




Once the introduction sequence is complete you will be
asked to enter a new pilot name, or select an existing one.
Type in your name if you are playing for the first time.

Your progress throughout 'ﬁ"l'e!game is recordec
under your pilot name. 2
you carry on from whera
settings, such aﬁ nfi
your pilot name.

‘and stored

Once you have finis ~,

i back using the
Retry Mission option. This will a and improve
your previous score on any lev ast one

completed.

Keyboard

The default keyboard controls are:-
Arrow/Cursor Keys  rotate left/right,
mm-ﬁﬁvards/bac

“<" and “>"
Control Key
Space

M
PgUp/PgDown p/

Keys 1-9 ' ecial weapon
F1 u

Pause Key
Escape Key

Mouse

You can constrain movemei
Controller Configuration Menu.
the rotation of your craft, its for
left/right strafing.

1 Mmouse axis using the
ill allow you to control
reverse speed or




Joystick
For DOS, the joystick is calibrated within the game.

For Windows95 you mustansuwm | ck drivers are

utility. The joystick options WIII nﬂt
the joystick driver is not present or the

plugged-in when SWNW&!

You will take control of a variety of different vehicles in
SWIV 3D. These vary according to the type of mission to be
accomplished and the type of envi On certain
levels, change-over bamw'rwhere you e.fm transfer
between ground or alrbon"w’&htclas

Temperate Zone
You start the first I€
will allow you to
clockwise/anti-clockw

right. The ‘assists” adju:at your ve
at a constant height above the g
Gunship has a limited altitude i

Gunship. The controls
nards, rotate in a
i'bank to the left and
osi to keep you




In the Temperate Zone you can also use the Buggy. This is
driven with similar controls, but the redundant ‘strafe’ keys
are now used as a handbrake. The Buggy will float if driven

into water, but will incur damage whilst it remains immersed.

The Buggy does not suffer the altitude limits of the Gunship
and with a Booster pickup can gvonubema!rbome for
short periods of tlma e

Antaretic Zone -:g'p

The Helicopter Gmahi from the % ate Zone is still
available, howeve feplaced by a Skidoo more
appropriate to the it -

Lunar Zone i
The Buggy returns, but now wmnu some minor.alterations for
the light gravity. .
Martian Zone

Here the Gunship is replaced with a Hovers
rarefied atmosphere. The Bugg : Tn the Lunar Zone is
quite at home on Mars. Whilst there is no water on Mars, an
unknown liquid has been observed in certain areas.

Head Up Display Reference | MMQ

An overview of the screen.

-:';303
T Monming Missiles




Radar & Compass

-

N iv

The Radar and Compass is | in the top-left corner of
the display. The image Ih'tha re is/@8Mmprised of an aerial
display of the surrounding area framedawith a marker
pointing to North. The outer bev_el_gn&whita arrow shows
the direction to take to reach the next objective.

Energy Bar

Yop-right corner and is

sy bar starting @F100% full. As
damage occurs, the bar evel drops-until.all energy has been
exhausted. Energy pickups will replet "ﬁ_ia supply up to
the normal maximum of 100%. Mega-En ‘pickups can take
the Energy Bar up to 200%, iwyﬂ full white bar.

Score ﬁ,;m
The bottom-right number is your current score, which

increases with more kills.




Homing Missiles

Targeting crosshair

This is comprised of two se
continually target the v
screen. The inner.
objective is on sc

‘The outer yellow part will




MultiTarget

This rocket disperses a rain of fire as it

-
otol Fires five Homing Missiles in a radial :
& travels into the distance.

If when you fly or drive over a pickl ' ng happens then

it means your craft is at capacityf articular resource.
This applies to both Health and Miss which you can
hold a maximum of 100. In ad« is a limit to how
much you can PowerUp your | un on each level.

The above list represents just a small portion of the full
range of firepower available. On higher levels you'll be able
to use some different special weapons.




History of SWIV Peziiyiz Wl Sounctrack 3 LAY,

1991 SWIV (Spectrum 128K, Gammodora& Amstrad, Track 1 SWIV Game Data
Amiga, Atari 8T, Archimed (Do NOT play this track on an Audio CD-Player)

Track 2 07:13 Night Flig mwoﬂﬁnmm)
Hall .

|'1.'

Track 3 06:45 §
Track 4 04:59
| Track 5 05:02
Track 6 mssw ' j

Track 7 04.543&'»\!& Sacr cial

Track 8 04:58 Rusﬂh’-l_‘

Track 9 10:44 Night on “the Bare A
Mussorgsky
m Track 10 04:56 Ride of the Valkyries

Wagner m




If you encounter problems with the Windows95 DirectX SWIV and SWIV 3D are Copyright © 1996 SCi (Sales Curve
Drivers, please contact your hardware manufacturer for Interactive) Ltd.

updated versions. Datasets provided by Viewpoint: Datalabs International, Inc.,

Please see the README.TXT me for any installation 625 South State Street, owﬁ? Utah 84058 (1-800-DATASET
suggestions not mentioned i thi or 1-801-~ 229“30001 Wk -

If you need to contact the SCi Tech - iaht © 1994-
please call +44 (0) 1703 5 )

techsupport@sci. Qw

Before calling the Technical Suppart

have the following information pre

e ensure you

A description of your problem.

Details of your machine conf '
Memory, Sound Card, Video C

The SCi Web site is at http://www.sci.co.uk

including Processor, Microsoft, Windqws,.Direct‘_A_(' r y are registered
; trademarks of Microsoft Corpo -




The SWIV 3D Team '

Lead Programmer James Sharman
Lead Artist Y @Glenn Bro jay
Object Creation

Level Creation

Additional P
Conceptual




