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INTRODUCTION

IT'S EARTH YEAR 2278, AND YOU'VE BEEN COMMANDEERED BY
EARTH'S REBEL FORCES AS HUMANITY'S LAST AND BEST HOPE.
EARTH IS ON THE BRINK OF ANNIHILATION BY THE ARMIDS, AN
ALIEN RACE OF CONQUERDORS, WHO'VE LONG EYED THE PLANET'S
RARE AND RICH -REEEILIRDEE. A ONCE POWERFUL SOCIETY, THE
HUMANDOID ARMIDS ARE IN A STATE OF DECLINE. THEIR RULING
ARISTOCRACY HAS SUCCUMBED TO DECADENCE AND E:IZIRFI'\'.IJFTIEIN,
LED BY A PITILESS LEADER BENT ON CONRQUEST.

IN A SAVAGE STRIKE, THE ARMIDS HAVE LAUNCHED AN OFFENSIVE
AGAINST EARTH. SUPERIOR ARMID FIREPOWER AND MASSIVE
INCURSIONS HAVE LEFT EARTH REELING, LOOKING TO THE ARMED
FORCES TO DRUM UP A COUNTEROFFENSIVE STRONG ENOUGH TO
STAVE OFF THE ENCROACHING ALIENS, BUT THE ARMIDS HAVE A
SECRET WEAPON. GORDON DARK, HEAD OF DARK CORPDORATION,
THE EARTH'S LEADING MANUFACTURER OF LARGE-SCALE
WEAPONRY, IS A POWERFUL ARMID ALLY, WILLING TO DIVERT
CRUCIAL ARMS FROM THE FLAGGING EARTH FORCES INTO THE
HANDS OF THE ALIEN INVADERS.

DARK’'S MASTERFIECE, THE RAVEN, IS KEY TO EARTH'S CONTROL. A
MASSIVE, SPACE-BASED WEAPONS PLATFORM, THE RAVEN HOUSES
DOZENS DOF TROOPS AND FIGHTERS, FUNCTIONING AS A STRIKE
BASE OR A NEARLY IMPENETRABLE MOBILE COMPOUND. FITTED WITH
A STATE-OF-THE-ART RESEARCH LAB AND MEDICAL FACILITY, THIS
FLYING FORTRESS IS THE QUINTESSENTIAL MILITARY STRONGHOLD.

IN A LAST DESPERATE MANEUVER, EARTH'S REBEL FORCES PLOT TO
TAKE THE RAVEN AND ENGAGE THE ARMID DEPLOYMENTS IN A
FINAL BATTLE FOR CONTROL OF EARTH. YOUR ORDERS ARE TOD
CARRY OUT SPECIFIC MISSIONS IN A SERIES OF LAND AND SPACE
CAMPAIGNS PLANNED BY THE REBEL HIGH COMMAND, USING A
VARIETY OF SURVIVING FIGHTERS AND WARRIOR MECHS. YOU'LL
HAVE TO FIGHT WELL, AND YOU'LL HAVE TO FIGHT HARD, BECAUSE
AFTER YOU, THERE'S NO ONE ELSE...



MISSIONS

DURING THE COURSE OF THE GAME, YOU BATTLE THE ARMIDS IN A
VARIETY OF CHALLENGING ENVIRONMENTS.

YOU BEGIN ON EARTH, WHERE YDOU FIGHT IN THE CITIES, THE
DESERTS, AND EVEN THE SEA. ONCE ON THE RAVEN, HOWEVER,
YOU CAN BE TAKEN ANYWHERE--FROM THE ORBIT OF THE MOON TO
THE SURFACE AND MINES OF MARS. WHATEVER THE CASE, ONLY
THE MOST VERSATILE PILOTS SURVIVE.

MISSION MODES

DEPENDING BOTH ON THE SPECIFIC ENVIRDNMENT AND THE TYPE OF
MISSION YOU ARE PERFORMING, YOU OPERATE IN ONE OF THREE
MODES: SPACE MODE, LAND MODE, OR THE INTERACTIVE RIDE
MODE.

THE MISSION CONTROLS VARY SLIGHTLY DEPENDING ON WHICH OF
THREE MODES ARE ACTIVE. 50, PAY CLOSE ATTENTION TO THE
CONTROLS BELOW.

SPACE MODE
YOU ARE FLYING IN SPACE MODE WHEN YDOU TAKE ON THE ARMIDS

IN THE ORBITS OF EARTH, MARS, AND THE MoOonN. ORNLY THE
LANCER, VAMPIRE AND SCAVENGER CRAFTS ARE AVAILABLE HERE.

THESE ARE THE FUNCTIONS THAT WORK IN SPACE MDODE:

DIRECTION

&~ LEFT
= RIGHT
f e

d DownN

THROTTLE

=+ SPEED UP (NUMBER PaAD)
I SrFPEeED DoOownN (NUMBER PaD)
C CHASE {MATCHES ENEMY SFEED)

F1 25% SPEED

o oy

F2 50% SPEED
F3 75% SPEED
F4 100% SPEED

WEAPONS

SPACEBAR FIRE
BACKSPACE CYCLE THRDUGH WEAPON
1 SELECT ROCKETS
2 SeELECT HSZ2B0DD (GUDED)
3 SELECT LASER GuUN
4 SELECT PHOTON CANNON
= SELECT WINGMAN
6 SELECT PUNCH (SHEPHERD MECH OMNLY)
RADAR
S RapaR Lock (Go To NEXT TARGET)
T Rapar Lock (NEAREST TARGET)
F11 INCREASE RADAR RANGE
(10...70...0) LARGEST AREA OF DETECTION
F12 DECREASE RADAR RANGE
(O...TO...10) SMALLEST AREA OF DETECTION

OTHER CONTROLS

TaB DisPLAY MiSsION OBJECTIVE
Esc ABORT MissIiON (OR SKIP ANIMATIONS)
P PAUSE

LAND MODE

¥YOU FIND YOURSELF IN LAND MODE WHEN YOUR MISSION TAKES
PLACE IN THE DESERTS OF EARTH, OR ON THE PLANET SURFACES
OF MARS AND THE MDON. ALL FIVE VEHICLES IN YOUR REBEL
ARSENAL ARE AVAILABLE IN THIS MDDE. 0ON THE GROUND,
THOUGH, YOU MOSTLY PILOT YOUR MECHS (A SHEPHERD OR LynNX).

THESE FUNCTIONS ARE FOR LAND MDDE:
DIRECTIOMN

e LEFT
-» RIGHT



THROTTLE
SHIPS
+4

SPrPEep UP (MUMBER PAD)
SHIP SPEED DOwWN {NUMBER PAD)

BATTLE MECHS

o )
d

SPEED UP (NUMBER PAD)

SPEep DownN (NUMBER PaD)

NOTE: FOR THE LANCER, SCAVENGER, AND VAMPIRE IN
LAND MODE, THESE UP/DOWN KEYS ARE HOVER ALTITUDE

CONTROLS.

CRAFTS.

C
F1
F2
F3
F4

WEAPONS
SPACEBAR
BACKSPAGE

THE +/- KEYS CONTROL SPEED FOR THESE

CHASE (MATCHES ENEMY SPEED)
25% SPEED

50% SPEED

75% SPEED

100% SPEED

FIRE
CHANGE WEAPON (TOGGLE)

OR, YOU CAN SELECT A DESIRED WEAPOMNM BY PRESSING ITS
HOTKEY ASSIGNMENT:

o hDN =~

RADAR

F11

F12

SELECT ROCKETS

SELECT HSZ2B0O0O (GUIDED)

SELECT LASER GUN

SELECT PHOTON CANNON

SELECT WINGMAN (COMMUNICATIONS)
SELECT PUNCH (SHEPHERD MECH OHNLY)

RADAR Lock (GO TO NEXT TARGET)

Rapar LOCK {(NEAREST TARBGET)

INCREASE RADAR RANGE

{10...710...0) LARGEST AREA OF DETECTION
DECREASE RADAR RANGE

(0...70O...10) SMALLEST AREA OF DETECTION

OTHER CONTROLS

TAB DisPLAY MIsSsION OBJECTIVE
Esc ABORT MISSION (DR SKIP ANIMATIONS)
P PauskeE

INTERACTIVE RIDE MODE

IN THIS MODE, YOU COULD BE OPERATING IN ANY ENVIRONMENT,
AND YOU COULD BE AT THE HELM OF ANY OF YOUR FIVE MILITARY
PLATFORMS. HERE, YOU ENJOY SOME LIMITED AUTO-PILOT
CAPABILITY. THAT IS, MUCH OF YOUR CRAFTS FLIGHT PATH IS
PREPROGRAMMED INTO THE ONBOARD MNAVIGATIOMAL COMPUTER.

AT SOME POINTS, THOUGH, YOU ARE PRESENTED WITH THE OPTION
TO TURN LEFT, RIGHT, OR CONTINUE STRAIGHT FORWARD. IF YOUu
ELECT TO BY-PASS THESE CHOICES AES THEY APPEAR, THE
NAVIGATIONAL COMPUTER MAKES SUCH DECISIONS FOR

YOU RANDOMLY.

THESE FUNCTIONS ARE UNIQUE FOR INTERACTIVE RIDE MODODE:

DIRECTION

s LEFT PATH

o RIGHT PATH

* CONTINUE STRAIGHT PATH

OTHER CONTROLS

™M STREET MAP AND MISSION STATS

TAB DIsPLAY MISsION OBJECTIVE

EscC ABORT MISSION (OR SKIP ANIMATIONS)
MOUSE BUTTONS

LEFT-CLICK FIRE

RIGHT-CLICK SELECT/LDCK TARGETS

REMEMBER:

TO SUCCEED IN YOUR ULTIMATE GOAL OF REPELLING THE ARMIDS
FROM THE EARTH'S SOLAR SYSTEM, YOU NEED TO BE EQUALLY AS
COMFORTABLE IN ALL MODES AND ABLE TO NAVIGATE WITHIN ANY

ENVIRONMENT. S0, LEARN THE ABDOVE CONTROLS THOROUGHLY.



CockPIT CONTROLS

THE COCKPITS OF EACH OF YOUR FIVE CRAFTS ARE UNIQUE.
MOSTLY, YOU WILL BE OPERATING THE ARMED FORCES' CHIEF
FIGHTER, THE LANGCER. BUT, AS A REBEL SOLDIER, YOU MUST BE
ADEPT AT PILOTING ALL FIVE OF THESE WEAPON PLATFORMS. SO,
STUDY EACH CAREFULLY.

CRT [DATHI:ID]E!_ RAay TuBE)
GIVES THE PILOT IMPORTANT TARGET INFORMATION. SUCH AS:

-DIST
DISPLAYS THE DISTANCE BETWEEN YOU AND THE
SELECTED TARGET.

-SPD
SHOWS THE SFEED OF YOUR SELECTED TARGET.

-TARGET |ID
TELLS vyOU THE MAKE AND MODEL OF THE SELECTED

TARGET.

NOTE: THE CURRENT DAMAGE LEVEL OF YOUR TARGETED . . . . .
ENEMY IS MEASURED IN RED. THE TARGET IS DESTROYED
WHEN IT SHOWS UP ALL RED ON THE CRT SCREEN.

SPEED
SHOWS YOUR SPEED

FUEL GAUGE
MEASURES THE FUEL REMAINING IN YOUR CRAFT.

LASER METER

DEPICTS THE CURRENT HEAT LEVEL OF YOUR LASERS.

NOTE: WHEN YOU USE YOUR GUNS PROFUSELY, THEY HAVE A
TENDENCY TO OVERHEAT. |F THIS OCCURS, GIVE THEM A FEW
SECONDS TO COOL AND RECHARGE BEFORE USING THEM AGAIN.

SHIELD
ALERTS YOU TDO THE REMAINING STRENGTH OF YOUR SHIELDS.

ALTITUDE METER
FOR GROUND MISSIONS, YOUR SHIP IS FITTED WITH A DEVICE THAT
READS YOUR ALTITUDE.

WEAPONS SELECT
YOUR CRAFT'S CURRENT WEAPON TYPE (AND REMAINING AMMO) IS
AlLWAYS DISPLAYED IN THE UPPER LEFT-HAND CORNER OF THE

COCKPIT. FOR MORE ON WEAPDONS, SEE PLATFORMS AND WEAPONS.

PLAYING THE GAME

YOU ARE CALLED ON TO PERFORM SBUCH TASKS AS
RECONNAISSANCE, ESCORT DUTY, SEEK AND DESTROY RUNS,
SALVAGE JOBS, AND DECDOY ACTIONS.

SOME OF THESE MISSIONS SEEM SIMPLE, LIKE BLASTING A SMALL
HANDFUL OF ENEMY ARMID RADARS. OTHER MISSIONS, HOWEVER,
REQUIRE SUPERIOR PILOT SKILLS AND THE HIGHEST LEVEL OF
CONCENTRATION IN COMBAT. FOR INSTANCE, YOU MIGHT BE
REQQUIRED TO PROTEGCT ANOTHER CRAFT FROM AN ONSLAUGHT OF
WELL-ARMED ENEMY DESTROYERS.

FOR A BRIEF WALK THROUGH THE FIRST MISSION, FOLLOW THE
INSTRUCTIONS AND HINTS BELOW. ALS0O, USE THIS TUTORIAL TO
FAMILIARIZE YOURSELF WITH THE BASIC PILOT AND COMBAT
CONTROLS, AS WELL ASE THE GENERAL GAME ENVIRONMENT.

MiIssiaoN ONE

THE FIRST MISSION TAKES PLACE IN EARTH'S MDJAVE DESERT AT
NIGHT. YOU TAKE OFF FROM YOUR REBEL BASE IN A LANCER, WITH
ORDERS TO DESTROY A COUPLE OF ENEMY ARMID RADARS, THEIR
MISSILE DEFENSES, AND WHATEVER OTHER TARGETS OF
OFPORTUNITY YOU MAY ENCOUNTER.
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ENVIRONMENT MDJUAVE DESERT (NIGHT)
MissIiaN SEEK AND DESTROY ALL ENEMY
RADAR INSTALLATIOM.
CoONCLUsIiON LANCER SURVIVES TO LAND AT THE REBEL

BASE DELTA.

1. LOCATE THE ENEMY RADARS. DO THIS BY ADJUSTING YOUR
RADAR RANGE (F11 TO INCREASE RANGE;, F12 TO DECREASE
RANGE) UNTIL.THE RED BLIPS SHOW UP ON YOUR RADAR DISPLAY.

2. POWER YOUR LANCER UP TD SPEED. CHOOSE ONE OF THE
INCREMENTAL THROTTLE KEYS (F1--F4), OR USE THE MORE PRECISE
+/- KEYS TO ADJUST YOUR CRAFT'S SPEED.

3. LOoCK YOUR ATTACK RADAR ON TDOD THE NEAREST TARGET BY
PRESSING T, (OR TOGGLE FROM ONE TARGET TO ANOTHER BY USING
THE S KEY). NOTE: THE SELECTED TARGET IS DISPLAYED AS THE
“BRIGHTEST” RED BLIP ON YOUR RADAR SCREEMN.

4. AS YOU ARE SPEEDING TOWARDS THE SELECTED TARGET,
FAMILIARIZE YOURSELF WITH THE TERRAIN AND THE PILOT
CONTROLS. WITH THE UP/DOWN ARROW KEYS, YOU CAN ADJUST
YOUR LANCER'S HOVER HEIGHT. TO AVOID DETECTION AND STAY
CLEAR OF THE LIME OF EMEMY FIRE, YOU CAN DIP BELOW HILLSE OR
GLIDE SAFELY TO THE TARGETS IN A PROTECTED VALLEY. BuT, BE
CAREFUL. WHEN YOU FLY LOW AND FAST, YOU CAN DAMAGE YOUR
CRAFT BY CRASHING INTO A HILL OR COLLIDING WITH SOME OTHER
EARTH BARRIER.

5. ONCE AT THE TARGETI(S), SELECT THE APPROFRIATE WEAFON AND
BLAST AWAY. PRESS BACKSPACE TO TOGGLE FROM WEAPON TO
WEAPON, OR USE THE DESIRED WEAPON'S HOT KEY (NUMBER KEY 1
TO 6). FOR THE EASY KIiLL, YOU SHOULD SELECT THE HS2B0OO
MISSILES (PRESS 2). WITH THIS WEAPON, YOU CAN GET RADAR
LOCK FROM A DISTAMCE, RISE UP OR MAMEUVER TO WHERE THERE 15
A CLEAR SHOT AND FIRE (PRESS SPACEBAR). YOU CAN THEM
RETREAT BACK OUT OF ENEMY SITE, AS THE HS 2800 HEAT-SEEKING
MISSILE HONES IN ON ITS TARGET. THE MORE DEXTEROUS COMBAT
PILOTS, THOUGH, CAN ACCOMPLISH THIS MISSION WITH ANY

11

WEAPDON, S0, IF YOU FEEL UP TO THE TASK, TAKE THE ENEMY ON
WITH LASERS OR PHOTON CANNONS AT CLOSE RANMNGE.

WATCH OUT, THOUGH! THE TREACHEROUS ARMIDS WILL BE
FIRING BACK.

6. ONCE YOU HAVE DUSTED THE ENEMY RADARS, THE EARTH
CONTROLLER WILL SUMMON YOU ON YOUR SHIP'S COM SCREEN AND
CALL YyOu Back TOo Baseg DeELTA. Goop Jos!

DEBRIEFING

AFTER EACH MISSION THAT YOU SURVIVE, YOU ARE DISPATCHED TO
THE DEBRIEFING ROOM. FROM THERE, THE SCREEN DISPLAYS YOUR
MISSION EVALUATION. THE DEBRIEFING SCREEN LISTS THE MISSION
STATISTICS ANMND TELLS YOU WHETHER OR NOT YOU SUCCESSFULLY
ACCOMPLISHED YOUR OBJECTIVES.

IF YOU FAIL TO ACCOMPLISH THE SPECIFIC OBJECTIVES OF YOUR
MISSION, YOU ARE CALLED ON TO RUN THE MISSION AGAIN. YOuU
ARE NOT ALLOWED TO ADVANCGCE IN YOUR CURRENT CAMPAIGN UNTIL
YOU SUCCEED.

ToO FREE THE EARTH FROM ARMID BONDAGE, YOU MUST ACHIEVE
VICTORY ON EVERY MISSION YOUR REBEL PLANNERS SEND YOU ON.

AFTER YOUR DEBRIEFING, YOU ARE USUALLY RETURNED TO
THE HANGAR.

HANGAR

IN THE HANGER YOU HAVE
THE FOLLOWING DPTIONS!

OPTION RDOM

NEwW GAME

LOAD

SAVE

QuIT (RETURN TO HANGAR)
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BRIEFING ROom

BEFORE EACH MISSION, PILOTS MAY VISIT HERE TO GET THEIR
MISSION ORDERS. GEORGE, THE BRIEFER ROBOT INFORMS YOU
ABDUT THE CURRENT MISSION'S IMPORTANT ELEMENTS.

START MISSION
POINT TO EACH VEHICLE WITH YOUR MOUSE. WHEN THE TEXT BLOCK

POPS UP "START MISSION" CLICK MOUWUSE TO BEGIN.

ExIT TO DOS.
YOou'LL BE BaACK!

THE RAVEN

ELEVATOR
THERE ARE FIVE LEVELS THAT CAN BE ACCESSED FROM THE
RAVEN'S ELEVATOR.
LEVEL
0O HANGAR
1 TRAINING RDOM
2 TeECcH Room
3 O0OPTIONS
4 ExXIT DOS

HANGAR

FROM THE HANGAR, PILOTS
ACCESS THE MISSION
BRIEFING ROOM, AND BDARD
THEIR CRAFT TO START THE
CURRENT MISSION.

Lot o BN — BN AL 3% —y oy

TRAINING ROOM

THE TRAINING ROOM
PROVIDES PILOTS A MEANS
TO HONE THEIR COMBAT
SKILLS,

TRAINING

TO LOAD A TRAINING
SIMULATION:

1. CLick oN THE COMBAT
SiMULAaTION COMPUTER.
2. SELECT LocATION (SPACE OR LAND)

3. SELECT YOUR SHIP (ALL FIVE REBEL PLATFORMS ARE AVAILABLE)
4. SELECT ENEMIES (CHOQOSE FROM THE SIX MOST PREVALENT
ARMID CRAFTS) YOU MAY SELECT MORE THAN ONE TYPE OF ENEMY
FOR EACH SIMULATION.

5. CHoosSE THE NUMBER OF ENEMIES FOR EACH TYPE OF CHOSEN
CRAFT BY CLICKING THE + OR - SYMBOLS NEXT TO THE LISTED

ENEMY SHIP.
&. SELECcT RUN TD LAUNCH THE PRALTICE MISSION.

TECH Room

THE TECH ROOM ALLOWS |INTERESTED PILOTS TO STUDY THE
TECHNOLOGY AND MILITARY HARDWARE IN BOTH THE ARMID
ARSENAL AND THE REBEL INVENTORY.

SCROLL ALPHABETICALLY THROUGH THE DATABASE BY CLICKING THE
DIRECTIONAL ICONS ON THE LIBRARY'S COMPUTER STATION.

OpPTIONS ROOM

IN THE RAVEN'S OPTIONS ROOM, PILOTS CAN SAVE THEIR CURRENT
CAMPAIGNS, LOAD PREVIOUSLY SAVED GAMES, VIEW MISSION
STATISTICS FOR THAT GAME, START A NEW GAME OR EXIT TO MAIN
MENU.

SEE YDU NEXT TIME.
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SAVING/LOADING GAMES

IT IS RECOMMENDED THAT YOU SAVE YOUR GAMES FOLLOWING EACH
SUCCESSFUL MISSION, BECAUSE YOU NEVER KNOW WHEN THE
ARMIDS MIGHT BLAST YDU.

SAVE

TDO SAVE A GAME:

1. ACCESS THE OPTIONS ROOM THROUGH THE HANGAR OR
ELEVATOR, AND THEN SELECT SAVE.

2. TYPE THE FILENAME OF YOUR SAVED GAME AND PRESS ENTER.

d. QuIT (EXIT BACK TO THE HANGAR)

LOAD

TO LOAD A GAME:

ACCESS THE OPTIONS ROOM THROUGH THE HANGAR OR
ELEVATOR, CLICK LOAD. DOUBLE-CLICK ON THE SAVED GAME yYOu
WANT TO LOAD.

QuiT (EXIT BACK TO HANGAR)

BACKGROUND

BEFORE IMMERSING YOURSELF IN THE WORLD OF THE RAVEN, IT
CERTAINLY BEHODOVES YOU TO PERUSE SOME HELPFUL BACKGROUND
INFORMATION. TAKE NOTE OF THE VARIOUS PLATFORMS AND
WEAPONS IN YOUR REBEL INVENTORY, ESPECIALLY THE FIVE
VEHICLES YOU ARE REQGUIRED TO PILOT THROUGHOUT THIS
ADVENTURE. |IT ALWAYS HELPS TO KNOW WHAT YOUR UP AGAINST,
SO FAMILIARIZE YOURSELF WITH THE ENEMY ARSENAL TOO. ALSO,
FOR A TASTE OF THE RAVEN STORY'S GENERAL FLAVOR, PORE OVER

THE BRIEF DESCRIPTIONS IN THE CAST OF CHARACTERS BELOW.

L it o S — BN S —i

PLATFORMS AND WEAPONS

PLATFORMS
FRIENDS

LANCER

SCAVENGER

VAMPIRE

SHEPERD

LY NX

GUPPY

RAVEN

FOESs
HERMES
KRONOS
MNYX
HADES
HERACLES
ENYO
ATLAS
OLrMpPUS
KRAKEN
PERSEUS

WEAPONS
PHOTON CANNON
LAser GuNM
MISSILES
SHORT RANGE ROCKETS

GuiDeED (HS2Z2B0O0s)
PuncH (SHEPHERD OmMNLY)
WINGMAN

NMOTE: WHEN WINGMAN IS LISTED IN YOUR WEAPONS
SELECT DISPLAY, PRESSING THE FIRE BUuTTON EFFECTIVELY

INSTRUCTS YOUR MISSION PARTNER TO “"ATTACK" THE

ENEMY YOU ARE CURRENTLY TARGETING.
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CAST OF CHARACTERS

RAVEN CREW

SENIOR OFFICERS:

ADMIRAL ARCHER SEYMOUR GRANT

REBeL COMMANDER, 54-YEARS OLD. A RESERVED
AND TEMPERATE MAN WHO IS WELL-LIKED BY HIS
SOLDIERS. THE INSPIRATIONAL REBEL LEADER IS A
AN OLD FRIEND OF YOUR FATHER. THE TWD FOUGHT
ALONGSIDE EACH OTHER IN PREVIOUS BATTLES.

CAPTAIN SANDOR ADAMEK

RAVEN'S EXECUTIVE OFFICER, 40-YEARS OLD.

HE IS ADMIRAL GRANT'S SECOND-IN-COMMAND.
ADAMEK IS A COLD AND RESERVED CHARACTER.
HIS MILITARY DISCIPLINE AND UNWAVERING SENSE
OF DUTY EARNS HIM GREAT RESPECT, BUT FEW LIKE
THE HEARTLESS SOLDIER.

CAPTAIN FRANK MURPHY

RAVEN'S OPERATIONS OFFICER, 44-YEARS DLD.
"MURPH" COMMANDS THE PILOTS ON THE RAVEN,
PLANNING ALL THEIR MISSIONS. A LOUD AND
ENTHUSIASTIC DOFFICER, HE IS LOVED BY HIS
PILOTS FOR THE STRONG LOYALTY HE EXHIBITS
TOWARDS THEM. AS A FORMER PILOT (CALLSIGN
"ANYTIME"), MURPHY WAS CRIPPLED IN A FLYING
INCIDENT YEARS AGO.

r

PILOTS:

-

4
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BRIDGE OFFICERS:

LIEUTENANT COMMANDER EMILIO CHAVEZ
NAVIGATOR, 31-YEARS OLD. EMELIO IS AN EASY-
GOING CHARACTER, BUT HE IS QUITE CYNICAL.
GENERALLY, HE DOES NOT LIKE PEOPLE,
EEPEEIALL? ADAMEK AND MURPHY. BEHIND HIS
BACK, THE OTHERS JOKE ABOUT THE FACT THAT
CHAVEZ IS A LONER.

LIEUTENANT LAWRENCE PETRONIS

SYsSTEMS OFFICER, 26-YEARS OLD. HE IS AN
EARNEST MAN AND A FAITHFUL SOLDIER, WHO IS
RUITE GOOD AT HIS JOB. LARRY IS OFFENDED
AND OFTEN RILED BY CHAVEZ'S CYNICISM.
PETRONIS ADMIRES AND IS A LOYAL DEFENDER OF
CAPTAIN ADAMEK.

DANNY KELLER (YOu) (CALLSIGN "AxX-MAN"),
THE HERO, 27-YyEARS OLD. ONCE A HOTHEAD,
NOTED FOR STANDING UP AGAINST AUTHORITY AND
DOING THINGS HIS OWN WAY, KELLER NOW DOES
HIS BEST TO STAY IN LINE FOR THE SAKE OF THE
REBEL CAUSE. LUNSATISFIED AND RESTLESS,
DANNY CAN STILL BE SOREHEADED ON OCCASION.
HE COMES FROM A MILITARY FAMILY, BUT HIS FREE-
SPIRITEDNESS DOES NOT SUIT HIM FOR MILITARY
LIFE. KELLER IS FURTHER MOTIVATED TO FIGHT BY
THE FACT THAT HIS FATHER (WHO FOUGHT
ALONGSIDE ADMIRAL GRANT) WAS KILLED IN BATTLE
AGAINST THE ARMIDS. HE BEARS A GRUDGE
AGAINST PILOT KANE, WHO SUPPOSEDLY BETRAYED
HIM IN THE PAST.
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LEROY KANE (CALLSIGN "SHIMMER")

32-YEARS OLD. KANE IS A REAL LONE WOLF,
DETACHED AND UNIMPRESSED BY HIERARCHY AND
THE MILITARY LIFE. HE RESIGNED FROM THE
ARMED SERVICES SOME YEARS AGO TO PILOT
FREIGHTERS AROUND THE SOLAR SYSTEM FOR THE
DARK CORFPORATION. KANE AND KELLER ARE OLD
FRIENDS, BUT HAVE DRIFTED APART BECAUSE OF A
CONTROVERSIAL INCIDENT YEARS AGO. HIS
INDEPENDENT AND GUNG-HD ATTITUDE SERVES TO
REAWAKEN KELLER'S REBELLIOUS INSTINGTS AND
FIGHTING SPIRIT.

GORDON DARK

HEAD OF THE DARK CORPORATION, AND NOW THE
WORLD PRESIDENT. HE SOLD OUT TO THE ARMID
INVADERS FOR THE PROMISE OF UNIMAGINABLE
POWER, AND THE PROSPECT OF EXPANDING HIS
VAST BUSINESS DEALINGS THROUGHOUT ALL OF
INHABITED SPACE. HE COOPERATED WITH THE
INVADING ALIENS BY WITHHOLDING VALUABLE
MILITARY HARDWARE FROM THE EARTH'S ARMED
FORCES, (NOTABLY THE RAVEN). DARK JUSTIFIABLY
FEARS THE ARMIDS, AND HE REALIZES THAT IF
ADMIRAL GRANT AND HIS ARMY ARE NOT
DECIMATED, HIS OWN POSITION AND LIFE

ARE IN JEOPARDY.

DARK'S SECRETARY ROBOT.

AN OFFICE MODEL HLP 470. THE SECRETARY ROBOT IS A LONG-
SUFFERING MACHINE WITH A MOTHERLY VOICE. DARK CONFIDES IN
THE HLP 470 AND VERBALLY ABUSES THE POOR ROBOT ON A

REGULAR BASIS.

SELENA HUDSON

RAVENlE DE FACTO SCIENCE OFFICER,40-YEARS
OLD. SELENA WAS RESCUED FROM A LUNAR
SCIENTIFIC FACILITY. SHE IS RENOWNED FOR HER
WHIRLWIND ATTITUDE. THE CAVALIER SCIENTIST IS
NOT CONCERNED WITH THE MILITARY REGIMENT SHE
FINDS HERSELF IN ON THE RAVEN.

EARTH BRIEFER (GEORGE)

MODEL CMI 2400 ALL-PURPOSE BRIEFING ROBOT.
BRIEFERS ARE THE MACHINES THAT PROVIDE
INFORMATION TO THE PILOTS BEFORE EACH
MISSION. THIS OUT-DATED MODEL HAS A CARING
NATURE (SURPRISING FOR A MACHINE). THE ROBOT
LIKES TO BE CALLED 'GEORGE, AND BECAUSE OF
ITS SEEMINGLY HUMAN PERSOMALITY, KELLER
CONSIDERS THE HUNK OF METAL HIS FRIEND.

JULIE LAPORTE EARTH CONTROLLER

REBEL COMMUNICATIONS OFFICER, 23-YEARS OLD. THIS
ATTRACTIVE FEMALE IS KNOWN TO ALL PILOTS AS THE WOMAN WHO
THEY SEE BROADCASTING ONM THEIR COMSCREENS AT THE END OF
EACH MISSION. EVERYBODY LOVES HER.

KEY ARMID FIGURES:

ZARTUK

ARMID LEADER, AGE UNKNOWN. ZARTUK IS THE
COUSIN OF AN ARMID KING. TO GAIN FAVOR FROM
THIS COUSIN, WHO HAS ALWAYS IGNORED ZARTUK,
HE IS ANXIOUS TD BRING BACK THE STOLEN SPOILS
OF HIS EARTH CONRUEST. ZARTUK IS NOT A
TALENTED MILITARY COMMANDER, 50O HE
DELEGATES MANY FUNCTIONS TO
SECOND-IN-COMMAND BOLGOZ. HE
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PREFERS TO INDULGE IN THE PLEASURES OF ARMID
LIFE FROM THE COMFORT DOF HIS QUARTERS
ABOARD THE ARMID MOTHERSHIP. HE IS
PETULANT AND SULKY, AND HE EASILY LOSES

HIS TEMPER. THE ARMID LEADER CANNOT
UNDERSTAND WHY BOLGOZ IS INCAPABLE OF
CRUSHING THE HUMAN REBELS.

BoLGOZ

ARMID SECOND-IN-COMMAND, AGE UNKNOWN.
BOLGOZ IS A PROFESSIONAL MILITARY OFFICER, A
POSITION OF HIGH REPUTE IN THE ARMID WORLD.
HE DESPISES AND IS FRUSTRATED BY ZARTUK, BUT
ARMIDS ALWAYS OBEY ORDERS AND ALWAYS
SUBMIT FAITHFULLY TO THEIR SUPERIORS. HE IS
QUITE RUTHLESS, AND HIS WAY OF VENTING THIS
FRUSTRATION IS TO BE EXCEPTIONALLY SEVERE ON
HIS UNDERLINGS. BOLGOZ SPEAKS ENGLISH, BUT
WITH A PRONOUNCED ARMIDIAN ACCENT.

IZHDUR

ARMID OFFICER, AGE UNKNOWN. [ZHDUR IS A
PROFESSIONAL MILITARY OFFICER WHO IS
IMMEDIATELY BELOW BOLGOZ IN THE CHAIN OF
COMMAND. LIKE ALL ARMIDS, HE ALWAYS LOOKS
FOR AN OPPORTUNITY TO ADVANCE.



