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Proloque

imagine the universe - everything that ever was or will be - as
having self awareness. 1magine that the universe decides 1o play a
game. Life, the dust of dust, is given a chance. the universe does
not change itself 1o suit life - the one rule of the game is to adapt or
die out.

from the perspective of the universe, time 1s as still as space. The
universe is not limited to witnessing only one moment of time.
every action has a direct immediate effect on every other action. so
the universe watches life and sees a tapestry in time, a beautiful
pattern from beginning to end.

Life, on the other hand, sees itself and events trapped in time. 11
can not see the pattern. If life could comprehend the universe’s
view of time, life might be envious of such vast perception. perhaps
the universe envies the excitement of life’s desperation. But nerther
can tcade places and so each must accept 1ts role.

setween the galactic core and the loneliest outer tendrils of a typical
spiral arm galary there are nearly 300 billion stars. pensity waves
pack these starsunto swicling galactic arms - a cosmic traffic jam
that lasts for uncountable eons. amidst this ocean of litsrh’r ride
passengers of inconsequential size: planets orbiting the stars.

20 billion of these plunﬁTﬁ can support life.

How many of them do support life?! on how many has life evolved

intelligence? How many species are there, looking outward, ready

to leave their own oceans and explore the boundless ocean of the
universe?’

How will these species meet?

there are laws to the universe, and life must try to learn them. vife
is compelled to increase its understanding. Any new understanding,
though 1t be only an atom in an ocean of knowledge, could lead 1o a
better existence, a berter chance at growth. and every self-aware
creature has 1ts own ways of learning, its own ability to piece
through the universe’s clues, however sparsely provided.

the universe does not care about the fate of life. rfor it, the pattern
is all. and life can barely afford to feel s.lighrﬂd. There 1s enough 1o
worry about.

The journey

at last, your people are ready to travel the stars. The way was
difficult: so much hard work and so many painful sacrifices. But
now you stand at the border of a vast realm, ripe for your
erploration, or conquest.

vour people look to you for guiduncﬁ. How should they proceed, and
what will they find out in the limitless void? are thece other thinking
beings like themselves? will they discovernew friends or warlike
enemies? with luck and good judgﬁmﬁnh you will know soen,

rour researchers are particularly excited. with the resoucrces and
information the galany promises, they look forward to fascinating
discoveries that will allow your engineers to construct wondrous
devices of high technology. These devices, they hope, will allow your
people 1o thrive throughout the galaxy.

the future stretches before you. will your people prospec? will you
be hailed as a furaighﬂ:d leader and commander? or even an
emperor?

These LIiUﬂETi{}HE will be answered in the

tale of Ascendancy .
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System Requirements

: ® 4
* An IBM®compatible computer, 486Dx 33MHz or higher.

* Ms-D0s 5.0 or higher or windows gs.

* 6 megabytes of free RaM. on a machine with 8 megabytes of ram,
make sure that no more than 2 megabytes of ram is dedicated to
smartdrive.

® An svga video card.

* A double-speed cp rom drive.

* 15 Megabytes of free hard drive space.

* A mouse with driver loaded.

Install Guide

* msect your Ascendancy cp into your cp rRoM drive.

* while 1n pos, Type your cp rom drive letter (probably b:) and
press the SENTER» key.

* Type INSTALL and pgress <ENTER>.

Rutomatic. Setsound

o when the install procedure 1s complete you will be asked to
configure Ascendancy to run with your sound system.

* if you have no sound system, choose “No pigital audio” by
double clicking on that option (or by using the arcow keys and the
<ENTER> button).

. ﬂthefmi;e, choose “select and configure pigital audio priver.”

* when given the option, choose among the available audio drivers.
* if your audioe driver is not listed, or if you are unsure of the
specific type of audio driver you have, select one of the first two
sound slasters that say “...or 100% compatible.”

* once you have selected your audio driver, you will be rgiu&n the
ini{:n to attempt 1o ::rmﬁgure sound ﬂUTUﬂ’lﬂTiCﬂ“I[J. pouble click

on that nprinni
e |f automartic cnnﬁgurminn fails, follow the manual procedures

and enter the appropriate parameters for your sound system.

* once you have t‘.nnﬁgurﬁd your sound system, choose to accept
the settings and exit to pos by clicking on “pone”.

e If you wish to change your sound senings at any Time, type
SETSOUND while in the Ascendancy directorypand press <ENTERD.

Start the Game

* e in the directory in which hscﬂndnncll} was installed

(default = c:\ascenp).
* Type ASCEND and press <ENTER> 10 b{:t;'m pim[lin-g hst:f:ndﬂn{:lll :

You Don't Have To Read This Manval

we strongly recommend that new gamers simply click on
“rutorial” from the opening sceeen in order o quickly leatn how to
play Ascendancy. Long time gamers might successfully arrempt to
Jump right in, with no instructions or rutorials at all; |
it is doubtful, however, that they would be able to win the game.

just remember, this manual is not required or necessary reading,
but you may wish 1o read 11 while away from your computer or use
It as a qui{‘,h reference tguide in the future.

IF You Nleed Further Help

we offer several customer support and technical support services,
including a world wide web page, Internet email, a 8BS, and
customer support phone lines. see the final page of this manual for

information on these services.




Hot Reys

Important conventions and Hot Keys In Ascﬂf’idm'lcg

HOT Keys functions performed

shift-click Help

«Alps save game

AlbL Load game

alpx ERIT TO DOS

Aalpm Togqgle Mmusic on or off

AlbN Toggle sound effects on or off

<ESO> EHIT current screen

M Auto manage (Research pisplay &
planetary pisplay)

+ /- increase/decrease rRotation speeds

S Toggle planer squares on or off
(planetary pisplay)
page Up/pﬂlgf: Down» Move to the Top or Bottom of the

research Tree

context sensitive Help

one mouse convention in Ascendancy is the help-click. a help-
clickis performed by holding down one of the shift keys on your
keyboard while clicking the mouse.
welp-clicking on any window or area will cause help for that
window or area to be displayed.
rou can help-click on almost any object in the game to receive
information about that o t-_iﬁc*f.

EXIT corners

MovINg a mouse To any extreme corner of the screen causes an
exit button to appear. i‘;licking while this button 1s
displayed will exit the current screen to the previous one. pressing

CESC» IS !3[ll_lil..FE11El'lT to clicking an exit corner.




Rules of the Ascendancy Universe

general

in order 1o succeed in Ascendancy, you will need 1o take your
species 1o other worlds. vYou must colonise planets, control systems,
and maintain that control. 1f you expand too quickly, your
territory will be fragile and exposed; if you proceed slowly, you u.uill
not have enough resources 1o learn and build the new technologies
necessary to compete in the galary and you will not be able to
maintain a significant fleet of ships. success will depend on your
ability to find the proper balance within the following conditions of
this universe.

planetrary mManagement

(industry, rResearch, prosperity, population)
vour.planets provide you with the basic resources needed 1o
accomplish your objectives in the game.

industry
in ordeg to build planetary structures, orbital
structures, ships,weapons, etc., your planets will need to have
industrial capacity. rour level of industry can be increased by
building gactories and other similar facilities on your planet.
industry 1s gauged per planet. The more industry an
individual planet has, the more quickly that planet can
complete 11s projects.

research
At the bﬁginning of the game, you know very little

about the exploration of space and can only build fragile ships with

minimal abilities. 1t is essential to discover new
technologies that will aid you in every aspect of your planetary
management and your competition amidst the stars.

your scientists need facilities in which 1o properly study new
ideas. These facilities, such as Laboratories, must be built on your
planets in order to increase the output of ideas and their related
technologies. Besearch cannot begin until you have builtr at least
one Laboratory. research is cumulative. each planet adds 1ts level

of research to the total pool of knowledge output.

prosperity and population

everything you build requires effort from the members of your
species. There 1s only so much population available to work on
current projects. 1n order to maintain your level of population and
allow 1t to grow at a necessary rate, you must make sure that each
of your planets maintains a reasonable level of prosperity.

rour people need food and a healthy atmosphere in order to be
productive. planetary structures such as agriplots help satisfy
these needs. The prosperity of each planet 1s dependent
only on its own structures and not on the state of other
planets.

{:nnducﬁng research

once you have built your first rtSturch-pruducing structure, you
will need to tell your scientists what topic to study. knowledge

builds upon irself: each diSEDUE[‘l]I delivers new inventions, as well as

clues that lead 1o even more discoveries. vour scientists will follow
your direction as they work their way rhmugh this tree of
Hnnmledgﬁ.

Building ships and Culunising other worlds
the first milestone you need to reach in Ascﬁndunﬂf is the
construction of a ship that 1s able to colenise plnnets in other star

systems. You must research new Tﬁchnulﬂgiﬁs in order 1o be able 1o
build your first shipyard and your first ship.

special Ability
each spﬂciﬂs In :ﬁscﬂndﬂncq possesses a uniquxz U.b“fﬁlf that

allows 11 to transcend certain rules of the universe. This nbfliﬂg can
effect lﬂng and short term STrmﬁgies In widellll Uarlllinrg ways.

exploring the galaxy

hscﬂnd{lm‘.lll requires uigiiuncﬁ. It 1s not enough to colonise a
few planets, build their defenses, and attempt to hold on to them
without any risk. while it is not necessary to conquer the entice
galany for yourself, you must continue to build ships to follow the
pathways through the stars. there are others out there, and
excessive 1solationism can lead to extinction.




encountering other species

the other species in the game are very different from yours
except in one important respect: they must grow from their home
worlds too. Encounter 1s inevitable.

piplomacy

when it comes fime to converse with other species, it is wise to
enploit advantages and minimise weaknesses. A good bargain
benefits both parties; even the most timid of species recognises this
fact.

Battle

when words fail and peaceful coexistence is impossible, it Is fime
forwar. regardless of your peaceful (or hostile)
intentions, there are always some species who do not know when
enough is enough. many of your ships may need to be geared more
for battle than for colonization.

INUQSION

whether you decide that the imperialistic approach is for you or
not, it will sometimes be necessary to invade the planets held by
other species. Thiswill occur when you want 1o
re-take one of your conquered planets, or when you deem 1t 1s
tactically necessary to control a colony held by another species.
just as'some of your ships will be geared toward
colonisatien or battle, other ships must be devoted to the artack
and acquisition of occupied planets.

- — i ) s S et b v = | T

winning
winning with a species

the species you choose to play and the other species that inhabir
the galazy will likely have a large effect on your
strateqy to win. tach species has a unique personality and, as
mentioned, a unique special ability. These combine to make each
game a bit different, and new strategies will ofren be
useful or at the very least fun to try.

what 1s winning:"
the answer depends on who you ask. To be sure,
extinction is to be avoided. the pathway to Ascﬂndﬂncq

bﬁgins on your home world. conditions for ui-:mrllr are several, and
like unexplored worlds in the nic'srhr sky, are yours for
the ﬁnding....
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NEW game sCrecn

lew Game Screen

the New game screen contains the options for configuring a new
game. This includes which species you will play, the size of the
galany, the number of other species, and the colour in which to

{fisillulrl your own information.

YOUf 5[Jt:cit:5
there are 21 species 1o choose from 1n ASE.{*,ndnncllf, each with

TS OwWn ;lf-:rsm1-:11iﬂll and uniqm: :apr*.i:iul power. You will choose
your species at the start of each game.

information colour

the information colour of each F.[.]Hili{':ﬁ will be used to indicate
information pﬁrruining to that Spﬁcitfs‘-.. Thrnughmn the game.

STQr DEHEITII]
star dfrnsinlr determines the total number of stars in the game. In
general, the lower the star dﬁns.i‘rllr, the shorter the game will be.

Number of species

rou can select the number of species thar will be in the game.
this number includes your species, and ranges between three and
seven. In cgr:nr:rnl, fewer ﬁpﬁciﬂﬂ produce shorter games, Thm;gh this
1s not always the case.

galactic Atmosphere

finally, you can choose the armosphere of the galaxy at the start
of each game. the three choices, peaceful, Neutral, and Hos1ile,
ceflect the general aggressiveness of species in the game. ‘However,
you’ll notice personalities differ among F.p{:cifrs rﬂgurdlﬁﬁﬁ of the
galactic atmosphere.

species information screen and MISSION

HEere you will read a tlﬁF.l:rEpTiun of your duties and a brief hiSTurlll
of your species. once you have read this information click
anywhere on the screen or use an exit corner to enter the galactic

pisplay.
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the galactic pisplay

The Galactic Display

the Galactic pisplay 1s the home base for all other screens in the
game. Most of the sereen is occupied with a map of all stars in the
galany. the rit;hT portion of the screen i1s used to display the
elapsed time in days as well as buttons for fime advancement,
buttons to reach other main game screens, and buttons f:fJi‘
manipulating the star map.

star Map

the star map provides information that will be useful in deciding
upon strategies throughout the game. Tthis includes information
about the location of your systems, the location of the systems of
other species that you know about, and the star lanes that connect
these systems. at the beginning of the game you know of only your
home system, but as YOu progress the star MQp grows and |iﬁ{':I_JS
current with all of your ﬁ}{p!nrn’riun.

——

. vou can click on a discovered star to view the planets, Sllips, and
star lane ﬁncl[mfn‘rﬁ It contains.

. stars labeled with four coloured dots are stars that you have
discovered but have not colonised.

« star systems Cun’rclining colonies are circumscribed by coloured
circles indicating which species have colonies in the system. 1f the
system contains the home world of a species, the ﬂng of that
species 1s drawn under the star.

« 1if a star system contains ships, coloured triangles appear to the
right of the star to indicare the species whose ships are present.

« The most recently viewed star system 1s circumscribed by a white
Eiff|ﬂ+

rRotation, zoom and center

The bottom right of the screen contains buttons which affect the
galactic pisplay. The top row of four buttons allows you to orient
the star map by rc:TnTincg it left, rE{:rflT, up and down, ;-:m:ming It Inor
out, or rr:—cf:mt:ring It L;]ici{ing with the righT mouse button will
cause the operation to be performed continuously until the button
1s clicked ugni n. The rotation speed can be ndjuan:d by 1_|5int; the
plus and minus keys (+/-).

information rfilters
Star Lanes

so that you may concentrate more easily on specific information
when necessary, the galactic pisplay has filters used to control the
type of information displayed. The main information filters are the
second row of four buttons in the lower ritgh*r of the screen, located
Just below the controls which rotate and zoom the galactic pisplay.

a

. The first of these toggles star lane display on and off.

+ The second toggle button colours star lanes that fall within your
empire. when colouring by empire, the tercirory which you have
explored and 1s unchallenged by alien ships or colonies is coloured
with your colour.




other information
(ships, colonies, and species in the star map)

other star information can be toggled nsing the two buttons to
the richt of the star lane toggles. The first of these toggles the
display of ships, and the second toggles the display of colonies.

tThe galactic display uses “species filters” to control which
species’ information 1s displayed. there 1s one coloured filter for
each species in the game, located ar the bottom right of the screen.

Time Advance and elapsed Time

the Time advance buttons at the top right of the screen look like
arrows. The :"-..inglﬁ arrow allows you to advance one day at a time
while the double arcow allows you to fast forward until the next
signiﬁcmn event occurs. The number above the Time advance
buttons tells you how many days have passed in the game.

special ability

The Spﬁciﬂl :’thili’rl{ button, when clicked, tells you what your
spectes’ special ability 1s, and when and how 1t can be used.
Dﬂpﬂnding on the species you choose, your ability may be in effect
constantly, or may require your command.

interface Navigation @uttons

The other buttons in the galactic pisplay take you to other game
scceens that are described elsewhere in this manual, including the
Research screen, the species screen, the planet status screen, and
the ship status screen.

» from the planet status sceeen, reached by clicking the planets
button, you can go to a planer’s planetary screen by I.C|it:i‘.'il1=f:_§r that
planet in the list, or go to the star system it 1s a part of by clicking
on 1ts star in the list.

« ' from the s,hi_p status screen, reached by clicking the i-:hif!shuﬂum

you can see a detailed information screen on a ship by right clicking

on that ship in the list, or go where the ship is—in a star system or

orbit around a planet—by left E]ifhinf-; on that Shlp.
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Planetary Screen

the planetrary screen 1s where you manage your colonies and

build YOUr resources n Ascendancy.

e A plnnﬁT's surface 1s divided into individual squares on which
structures may be built. squares (1f|i{1Cf?f1T to eRISTING Structures are
larger and indicate valid locations for new construction.

- A planet also provides ten orbital locations, used to build items
such as shipyards, ships, and orbital defenses. These squares are
located to the far left of the }Jl(l[‘iﬁT, and are visible when the mouse




CUrsor 1S pluc:rd over them.

. The structures on a planet produce three key resources: research,
industry, and prosperity. The sum of the contributions of these
resources by all structures approximates the output of the planet.

. current output of each L]L‘mnﬂﬂlr 1s 1llustrated gruphicnl]&‘u by the
three panels ar the top left of the screen. :-ept:ciﬁc information for
each quumin,' 1s available hIII clicking on the [JL‘LIH‘.'.

. A planer’s population is indicated in the fourth panel from the
lefr at the top of the screen. red lUm‘l-:ing ﬂ*.i'rur{*.:’a represent
population that has been put to work building and maintaining
structures. rellow ﬁTn:Lnr:lim:r ﬁgurtzﬁ represent people available for

work. green ciccles represent room for the E::f;rpuluriurl O grow.

. The rightmost panel af the top of the planetary screen is the
current project area. srdisplays the current planetary project or
indicates 1f no project 1s selecred. clicking on this area displays a
list of structures that can be built.

: i:liclifng on the current project panel 1s one way of chfmsin'h}r Q New

pmj:*.c.'r. A list of pusaib]{r [Jr{}j{:['ﬁ; will be {']ESE!]I.UI'H{]. TO select a

prﬂjﬂcf, choose 1t from the list and then click on the coloured square

where the structure should be built,

«you may also click directly on a planet square to bring up a list of
items that are buildable at that location.

.5imilur|LI:, click on orbital squares 1o bring up a list of buildable
orbrral items.

.ked planetsquares increase the effectiveness of industy-
[Jruducfng structures, blue squares increase the effectiveness of
research-producing structures, and green squares increase the
effectiveness of prosperity-producing structures.

.Your colonies can manage themselves. pressing m will toggle self
management. You can view the current setting by clicking in the
population area or eramining the planet List screen.
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The Research niﬁplm,l

The Research Display

the research pisplay 1s where you will choose your topics of
study. Throughout the game you will follow your way down the
paths of the research tree. all reseacch information, inr:,ludi1’1&__1r
what has been discovered, what benefits those discoveries
allow, and what could be researched next, 1s handled by the
research pisplay.
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« After you have built your first Laboratory, your 5pﬂc,iﬁ-5 can
bﬂgin rﬁﬁﬂnrching new technoloeies.
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Invulnerabhzér

l&rgﬁST area 1s used to display the research Tree—a collection
nf'rnpics for study which are connected to indicate research
intecdependencies.

+ To.the r'[ghT of the reseacch tree 1s the current study area,
indicating the topic cucrently being researched as well as the R s R e S Ly
Technﬂlugies it will provide. The current study area will also the ship pesign screen

ffisplm[i information for any mpic you place your mouse over.

« . There are buttons at the lower right of this screen for i‘DTD‘I‘i[‘l%’ the
rResedrch Tree and Sli(ﬁng It up and down.

. gach ime your research produces a discovery, you will want 1o
comeback to the gesearch screen 1o choose the nent mpic of STUdIII.
]’F‘[[‘Jﬂu would rather not manage research atr some puim. you can

have your scientists choose new topics for you by pressing <> when Hu"m"g 5'“['3 ;]“d EHDI[I”HQ

in the research screen.

. the shipyard is the orbital structure that makes building ships
[msailjlr:. Once you are able to build a shipy:urcL further research
must be completed which will allow you 1o build a {;Sr:f'ufship‘

. A species is allowed to build one ship for each star system 1t
controls. Home systems are special in that they allow two ships. if
you ever find that you cannot build ships from a planet that
otherwise has all the needed resources, 1t 1s likely that you do not

control enough systems.




+ A ship 1s an orbrtral structure. To build a ship, click on an orbital
square while in a planetary screen, and choose a ship as your next
project. This will take you to the ship pesign screen, where you will
choose the cunﬁguru*rinn of your first ship 1o erplore other worlds.

« 1f you change your mind about the design of your ship, you can
easily abandon it by clicking on 1t and selecting Abandon.

ship pesign screen

The ship m-:sign screen allows you to choose the size of ship to
build, as well as the s.pf:s:iﬁc components mnhing up the Ehipu

» A hull’s stcength and capacity goes up with 1ts size, but so does
the cost. Hﬂuing selected a hull size, you can hﬁ{gin filling 11 with
components. ship components are divided into c::z.mgnri:;s by
type—generators, Engines, weapons, shields, and specials.

+ there is a burton above the ship component list for each
category. click one of these buttons 1o display a list of components
of a particulac category.select components from the list by clicking
onthem, then place them on the ship by clicking on the desiced ship
square.

. 1f you are ever unsure about what a particular component 1s used
for, help-click on the item for a description.

& AT you click on Top of an already ﬁ:-ii:-;Ting component, the item is
replaced.

. leﬂliing‘ on an ﬁHistintg component with the right mouse button
(c1ght-cliek) will cause the component to be removed.

« Notice that when you add any component to your ship the
indicator for the number of dmlrs to build increases. each item
added raises the cost of the ship, causing 1t to take longer to build.

- Below the cost indicator is an area used to gruphicnlhl; represent
the STrﬂngTh of the ship by category.

Generators, Eﬂg‘fﬂﬂs, and star Lane Drives

. some form of generator is required by all ships, since generators
provide power for other components. additional generators provide
additional power, allowing you to perform more actions with a ship
in a game day.

+ Engines determine how far a ship can move within a star system:.
multiple engines allow a ship po move farther. A ship cannot move
without Entginﬂﬁ.

+ A star Lane prive 1s a special component of great Imporfance.

vou must add star Lane prives 1o a ship to be able to travel
between stars thmu'g'h star lanes,

other specials

+colonisers, also special components, allow a ship to colonise
uninhabited worlds.

each 1ime a world 1s colonised, a coloniser 1s used up.
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The system nisplm;-

The System Display

the system pisplay allows you 1o view the contents of a star
system, inclm]ing any planets, ships, and star lane endpoints in the
system. when commanding your ships to move or ﬁghr in battles
you will give them orders from the system pisplay.

L
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information panels

at the very upper right of the screen 1s the system information
panel which tells you the name and type of the star system

furrﬁn‘rll].‘ being viewed.

. 1f the star system i1s controlled by a pm—riculur ::[mcinrs, the
coloured flag for that species will also appear in the panel.

« At the lower ritrh’r corner of the screen are controls for :'m{ﬁinfg,
..-’H{llni[!'l{, and cente i”‘]”’ the display. These behave eractly as in the
galactic pisplay.

. P.igh’f clicl{ing on any item in the display will center the uiew on
that item. This used in conjunction with the zoom button makes It
easy o zoom In on any particular item in the star system, which
you’ll often want to do when I.‘JflTT]irH:{ another ship or planet.

The system itself

. The system pisplay makes use of a gr id and elevation lines to
make more obvious the position of nh;ﬁ:‘m within the system.

these lines are coloured yellow for items above the grid, and ced for
itfems below.

« The grEtI and elevation lines can be toggled independently
using the two toggle buttons near the rotate and zoom buttons.

. H}_]]{'TETS in the system IJis[}]mlr can be selected by cliching on them.
A white box appears around the currently selected 1tem.

. planets which have ships or defenses in orbit are protecred from
invasion by enemy species. These are indicated by a coloured circle
surrounding the planet in the system area. foreign ships are
prevented from orbiting a planet that has such orbital protection.

. see the next section for information on using ahips and [!lunt‘:TS In
Sll"STﬂIl'I.E,




multiple species in a system

.. when multiple species enist in a system, they take turns. each
turn allows a S}Htflitiﬂ 10 move Or {1T|‘1{:;‘111E::.1: use one _:_.hi}] or I]I{]_[;:]T,
each species othecthan the player’s will move automatically when
ITS TUSN COMeESs.

e e e e . S s L TR,

« when nﬂﬂnng Is moving on the screen, it is your turn. Itis always

your turn when you enter the system IJiﬁFJ]nlr'. 4 ZAS R Ay
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. There will be times when it 1s your turn to move but you’d rather
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pass. 1n this case, click the pass button, located Just to the left of . - :
the Bepeat move button (in the group of three buttons with arrows Targeting a ship in The system pisplay
near the top). when you notice alien ships not mrwing In response
to your moves, itis either because they are out of power or are

passing their moves.

- Thuugh care, there may be situations in which you want 1o
abandon a ship or colony. abandoning a ship will destroy 11, and
ul}cmfinnmg 0 cninmll will destroy all structures except for any Shiias ugmg $h|[][| ;E"‘"] Hanﬂtg “’| Sggtems

that may be in orbit. To abandon, select the ship or planet, and

clich on the Abandon button located at the bottom richt of the
SCrEEn. sattle and Mmovement

ships and planets—the types of objects that can be used instar
systems—can either be selected ih the system area or from the list
on the .‘iL:T[H side of the screen. The two buttons immediately above
the list determine which nh"[t:cﬁ the list contains (these buttons
appear in the system pisplay screen shown in the previous section-
the screen immediately abova shows a ship that has already been
selected). The first causes SE]i[JE and planets owned by you 1o be

f“ﬂ[lhl[l‘-!:f], the second causes all other items to be f[iﬂ[llfl[l‘:ff].
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» To select one of your ships in a system click on it in the system
area or on that ship’s icon in the list to the right. vou will notice
that the ship 1s now displayed in the upper right corner of the
screen, and the list has changed to display the components that this
ship contains. above the list are four buttons that determine which
caregory of ship components is to be displayed. These buttons,
from left to right, are used to select weapons, shields, specials, and
passive ship components.

+ A selected ship can be ordered to move by {:Iiching the mouse ar
the desired location on the grid.

« this click will anchor an elevation line to the grid, and the
elevation may then be set by moving the mouse and clicking
again. A right click will cancel the grid anchor, allowing you to
reposition.

» 1f you want to move your ship toward a planet or star lane, you
can instruct the ship to do so without any grid pnsi’riﬂning‘ by
simply chnnsing the planet or star lane as the destination.

. 1 your ahip reaches a planet, 11 will enter orbit around the
planet, and can be accessed in the planetary pisplay (discussed
later).

« 1if yourship reaches a star lane, it will enter the lane. vou will not
be able to give your ship further ocders until it emerges in the
destination system.

+ once you have instructed a ship to move 10 a planet or star lane,
it will proceed to the destination without further intecvention
unless you giUﬁ it different orders.

» placing the mouse cursor over your ship will tell you If 1t 1s
currently moving to a planet or star lane.

+ when a ship’s engines are not powerful enough to get to the
destination in one move, instead of rﬁissuing the order, you can
make use of the repeat move button, which is the middle of the
three blue buttons at the top righ? of the screen.

+ You can also use the auto button, which is just to the right of
the repeat move button, in order to avoid any further repetition
of orders.

» once an effect (such as a ship moving or a projectile firing) starts
playing, you can skip it immediately to the end by right-clicking or
pressing the space bar.using the repeat move or auto button in
conjunction with the spacebar is a particularly effective way of
ZIpping across a system in your ship.

weapons

weapons are used to inflict dumnge upon other ships and orbital
planetary Items.

+ the weapon strength of a ship is indicated by the horizontal row
of orange icons in the selected ship display.

+ A weapon is used by clicl{ing it and muuing your mouse over the
desired target. A white line indicatres the rarget 1S In range. To

fire, click on the rarget.

shrelds

shields are used to protect your ship from damage inflicted by
weapons.

» the shield strength of a ship is determined by the type and
number of shields on board, and is indicated by the horizontal row
of blue sphere icons in the selected ship display. the vertical
column of the same icon represents the current hull Inteqrity.

« shields can be toggled on or off. only shields that are on can
protect you from damage. To turn on a shield, select the shield
caregory and click on the shield you want to activate. vou will
notice that the shield is now boxed to indicate that it is on.




special and passive components

(ffﬂg’f“t’ﬁ, scanners, YeEnerarors, and uniquc IT(:IHS)

5}|ip cnmfmnnn‘rﬁ u,rh](‘h {IH not hi:|un£§' TO QO L'{}murtati:}rm] class l.':i:
devices, but instead provide unique abilities, are called specials.
Many ﬁ[:tltifllﬁ require F,t:!nL'TimiT a target. others activate when
clicked upon, and still others are passive. 1n order to find out what
a special does, |'1f:l[1-clicl{ on it to receive a Help definition (this can
be done from the system pisplay, or the ship pesign screen which

will be discussed later).

. passive components are those that are used automatically by the

ship and allow your SI'Lip 0 }]f:fﬁh'l’ﬂ certain functions.

« passive components include all engines, scanners, and
generators, as well as some specials.

. }:ngint:a are used imp]iciﬂll? by the ihip {‘J.I!llIlTiI]'IH IIIHLJ'TE:“ a ﬁhiil 10
movue. How far a ship can travel in a single move 1s determined by
the ﬁﬂtgi[lﬁa on boaed:

« The engine strength of a ship is indicated by the horizontal row of

greenicons in the selecred Ship disph‘mlr.

« GENEerators are p(mﬁﬁilrly the most impm"rnn‘r components a s.hip
has since ThF:IIJ- prm:irlr-: the power ;r:quirr:{] hlll most other
E{;rm[mnt‘:n”rs.

+ The generator strength 1s indicated by the fifth horizontal row of
icons in the selected ship display. Tthe vertical column of the same
Icon represents the percent power remaining for this i:hu!.',

+ A ship that is out of power cannot be used again until the
following day.

planets in the system pisplay
. planets can also be used in the system bpisplay, assuming they

have planerary structures (usually ocbital structures) that can be
used against Shipﬁ..

« You use these structures ﬁ}{l"ll:ﬂl(f Qs you use ship ﬂ}mpunﬂn‘fs.
select a p]nne‘t, click on the structure you wish to use, and choose
a target as described for ships above.

We can't be hothered with car
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The Dipl{}mm:l; SCreen

Dther Species in the Galasy

This section will discuss how you can interact with other Epﬂciﬁs In
the game and obtain information on them.

Epﬂﬂlﬂﬁ sCreen
species you have encountered can be contacted for
diplomatic action or knowledge erchange. The species screen

displays the species you know about and allows you to confact any
ot them by clicking on their picture or butron.

. Each button f.Iisplcu;r; your current diplnmmic stare with a Spt:{:ir::a
by coloured icons that indicate war or alliance. a flag with no icons
indicates _;u-:m:ﬁﬂ]] cOeHISTeNnce,

+ the attitude a particular species has toward you 1s affecred by




their personality, your actions toward them, and their overall

standing 1n the game.

Diplﬂ[’l‘l(l{:lIT screen

The IJiELIl(III'I"I(lUI] screen allows you to converse with an alien sl'.mcies,,

+ when you 51.1{{:::55f11||1.|.r exchange knowledge with a Sf'ltﬁfiit'}:"a, the
miniature galactic pisplay is updated with new star and star lane
information. New research learned in an exchange will be indicated

by topIcs with red rings in the research pisplay.

. the miniature galactic pisplay can be used to ask an ally 1o help
you by sending some of their ships to a particular star system.

» As you click on stars in the display, notice that the name of the
system refecred 1o 1n the r_iil'.:h';r'nucl; f:-p‘rinn changes as w ell.

+ The nrﬁﬂjust to the lefr of your {'IE[:nlf_:rnclcl].T n:}p’ri-:m:_-'. is used to
dis P LCLIIJ the SI'JEE.IE‘-E that are known to both you an d the sp ecles you
are talking with.

. A third pacty species can be selecred by clicking on the desired
portrait. options valid for the selected third party will be added 1o

your list. vou will notice thar f_liE'llf'Jl‘_t'!l.'lEll] u;.:”rir:n'm CI‘IEIHE:;I”: as you
select different :-;p{:s:in'-:&

« MOST c:p'ri:::ns involving third party :apecir:ﬁ are available only
between allies. E[)Etiﬁﬁ who are at war have no r:]iplc}rm:rriu: options
but to offer peace.

. 1ntelligence is also available on each of the species you know
about.

intelligence screen

The I[&TE“i*‘gEHEE screen displays ship saTrf:nt_,;T}'l_. colonies, and
research discoveries for each of the species. note that these
indicators are relative and thus useful for comparison but not exact

numerical information.

« for each alien in the list you can also see which other Spf:t:iiifs they

know about and what r..|i[_ll{.:n1'u'.'1‘rf£: state exnists between each of
them. This can be useful for planning diplomatic strateqies which
take advantage of already existing wars and alliances between

other :f_.[mcil.-:s.
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Customer Support Information

if you have difficulty loading ascen dancy you should try our bulletin
board or fax for the fastest customer services. if you need further
assistance with this product, you may telephone our technical support
line,
monday to friday, roam to 1pm & zpm to spm.

customer services Tel: 0171.368.2266

customer serui_n:f::; BBS: 0171.468.2022

VIrgIn Interactive FQx: 0171.468.2003

internet Address: customer_support@vie.co.uk
world wide web site: http://www.vie.uk./vie

if Kc}u do telephone please be anfng in front of pour computer (1f
possible) and with a pen and paper and as much pertinent information
as possible about your machine as you can assemble.

1e: mahe, model, peripherals, Bam & disk size, graphies card, s the
information in your coNf1G.svs and AUTOEXEC. BAT files.

Or Yyou can write 1o:

C}JST_DmEr SUPHUI'T Uﬁpﬂr'rmr:nT

virgin Intecactive entertainment (Europe) rid
2 Kensington square, London, w8 sEB

It 1s also pnﬁsihlﬂ to contact The Lc}gic FOCTOrY in a number of ways.

if you have access to the intecnet:
world wide web: http://www.logicfactory.com
ANONYMOUS #TP: ﬁp.lﬁgiﬂfuamrl‘].cum

(frp://frp logicfactory.com if you are using a web browser)
email (comments): ascend@logicfactory.com

if you have a modem but no interner access,

Try contacting our 24 hour Bss:

The LogIc Factory BBs (512)328-6945

8 bits, no parity, supporting 28.8x baud and lower.

emanual copynght 1995 by The Logic ractory, nc.
esoftware copyright 1995 by The Logic ractody, inc. all nights reserved.
portions e copynght 1995 by miles pesign, inc. pornions e copyright 1995 by scirech sofrware.
ascendancy™ is a trademack of the Logic ractody, inc. 386¢x sound & Light is a registered wdemark of miles
DESIgn, INC. UNIVBE 15 a registered trademark of scitech sofrware.
ll other trademarks and registered frademacks belong to their respective companies.
windows g5 15 a n:lg'ismred trademark of microsofr corporanon.

PLERSE DO NOT MARE ILLEGAL COPIES OF THIS SOFTWARE

the software you are Using was pmducml th r-;:urw:;h the efforts of many pn:npln:: designers, artisrs,

programmers, distnbutors, retatlers, and other dedicated workers.
the costs of dnv:rlnpln? this and other softwace programs ane recovered thmugh software sales.
the unauvthorized duplicanon of personal computer sofrware raises the cost 1o all leqimimare users.
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