
Look For More Fried Chicken
Games in 2003...

Fried Chicken Games is based out of Redmond, WA.  The team is 
comprised of students who are attending the Digipen Institute of 

Technology.  Invasion Squad XIV is their first game, made freshman year 
while still in the process of learning how to program.  The game is 

derived entirely of ASCII characters, and was built using C++.  To contact 
the Fried Chicken team, please send a stamped envelope to:

Digipen Institute of Technology
5001-150thAve. NE

Redmond, WA 98052

INVADER’S GUIDE
TO THE GALAXY

A “must have” for 

beginning mercenaries





INVADER’S GUIDE
TO THE GALAXY

Table Of Contents

1

Install Guide...........................2

The Invasion Squad Story.......3

Character Bios........................6

Game Tutorial........................10

Credits...................................16

Contact Information............16 

Cosmic Credits

Designer     Joshua Billeadeau

Tech director   Jeep Barnett

Art director          Kim Swift

Product manager   matt clyne

Ninja tester    Garret Rickey

coder          Aaron McCorkhill

Coder                 rick haller

16

THANKS too:
All the people who made Is14 possible: The 

other teams who helped, 

claude comair, christopher erhardt, 

hip hop lords of arabia, dan connors,

 preston vanderweyst, matt grove,

 the crew over at 7-11, key bank, 

The Draw ascii editor, Microsoft visual C++ 

,And our loved ones and friends who miss us.



1) Insert the invasion squad 

install disk into the 

appropriate drive.

2) Double-Click the 

“Setup.exe” and follow the 

instructions that follow

1) in the folder where you 

installed invasion squad, 

locate the uninstall 

program.

2) Double-click it and follow 

the instructions.
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Install Guide
Research:
Be sure to assign crew to research, and 

assign them jobs in the “scientific research 

station.” As you discover new technology the 

improvements it makes will definitely be 

help  as you take over fleepyon III.

Cargo bay:
Over time, you’ll discover artifacts, and gain 

additional crew members.  To manage the 

space that you have, you’ll need to use the 

cargo bay.  You can view items you have, 

transport materials, and burn excess items.

Library:
If you get lost, or confused, your best bet is 

the library.  With the intergalactanet, and 

the personal bios, the library is a wealth of 

information.  The library is also where you 

end your turn.

Good luck!
Now that you are familiar with the 

techniques of managing your ship, you’re on 

your way to taking over fleepyon III!

Uninstall



You are Uoo, the most well known mercenary in all of the Cosmic 

Confederation.  But how did you get there?  And what are you going to 

do next?  Some mercenary you are, you don't even know where you are 

or what you're doing.  Well that's what the “Invader's Guide To The 

Galaxy” is for.  Read up, and you'll be taking over planets in no time:

Carolla has always been a close friend of Uoo since they were 

children. After a failed Pyramid scheme venture involving a fog free 

window cleaner, Uoo and Carolla began an interplanetary delivery 

service. Slowly the large intergalactic delivery companies began 

their service in the Cosmic Confederation, which lowered the profit 

margin of their company. Just to make ends meet, Carolla came up with 

a plan to become couriers of more dangerous cargo and illegally 

smuggle goods for seedy space merchants who needed a quick run.

One year and 100 missions later, Uoo and Carolla became well known 

throughout the Cosmic Confederacy and they began to be hired for 

more dangerous jobs involving the "dirty work" of rich tycoons and 

intergalactic corporations. From then on Uoo and Carolla have 

recruited what they consider to be the best crew in the galaxy to 

help maintain their small interplanetary barge ship and oversee 

different tactical operations. Eventually an intergalactic company 

known as Pharmacon Corporation, the makers of the popular 

interspecies intercourse drugs, hired them. They were hired to join a 

fleet of elite invasion squads, and their mission was to invade and 

destroy a rival corporation called the Thailon Conglomerate. The 

Thailon Conglomerate was a network of 52 research lab stations in 

orbit in the Thailon Belt, and proof was presented to the 

surrounding galactic governments that they had stolen all of 

Pharmacon's medical research. Carolla and the rest of the crew were 

one of the 32 best mercenary squads from the cosmic Confederacy 

sent to destroy the giant corporation's research station in the 

Thailon Belt. They were given the title "Invasion Squad 14".
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The invasion 
squad story

6) Keeping people happy:
Its important to keep your crew happy.  Out 

on the frontier, a mutiny is always possible.  

A good mercenary knows how to balance 

relaxation time, with good old fashioned 

hard working time. You can assign your crew 

jobs, and change the work schedule from 

the living quarters menu.  If you’re not sure 

how they’re feeling, just have coffee with 

emerson, he’s always willing to tell you how 

the crew is feeling. As the crews 

happiness increases, in general their 

performance increases as well.  A high 

performance rating boosts your crews 

natural talent, while an overall low 

performance rating lows your crews 

abilities.  Keep this in mind.  When 

assigning crew jobs, try to give them a job 

that suits their natural talent.  In other 

words, the uberflecks are good at 

maintenance, so they should work in 

engineering, while the mududu are a war 

faring race and have a military rating, they 

should defend the mothership, or work 

protecting the bunkers.
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The corporate war was well into its third month and the 

Conglomerates defense forces evenly matched the invasion squads. 

It was dubbed the "IID War" by the surrounding galactic star 

governments, and none of them intervened because of the 

incriminating proof. Carolla had an idea about how to maximize 

profits in the war. With Pharmacon busy directing the invasion 

squads in the IID War, it wasn't paying much attention back at home, 

so she devised a plan to go back to the Pharmacon headquarters and 

steal an entire ship full of the expensive interspecies 

intercourse drugs, then sell them in the underground markets. 

History has proven time and time again that Carolla is never wrong, 

and "Invasion Squad 14" made off with over 10,000,000 Co$miC Credit$ 

worth of IIDs. It was at that moment that Invasion Squad 14 went 

rouge and abandoned the "IID War". The other 31 squads eventually 

won in the war against the Conglomerate but were so battered 

and beaten that that they didn't make any profits and were 

forced back a few years to the point of having to rebuild their 

squad. Carolla and the rest of the crew laughed all the way to the 

bank and cashed in enough Co$miC Credit$ to buy a Super Mothership.

Now that "IS14" is the last remaining invasion squad in the Cosmic 

Confederation (and now best equipped), they have received many 

offers from desperate corporations and worlds who desire their 

expertise. One such offer caught Carolla's eye:

Famine and plague is a way of life for the Povolnian race. Only a 

century ago, their culture was a thriving utopia that had evolved 

over tens of thousands of years. Their small planet was slowly 

drained of its natural resources, and has now reached a critical 

state. As a direct result, the Povolnian population is deteriorating 

at a horrific rate.

The is14 story 
(cont.)

5) The ground war:
Once you’ve mapped out some area, you’ll 

notice the different sub-sector types. The 

primitive aliens do have some defenses, and 

their military can be a hassle, so what 

should you do? Well, the experienced 

mercenary would build bunkers, and that’s 

just what you’re going to do.  In the docking 

bay menu, select “launch space capsule”.  A 

space capsule is a small ship that drops 

crew, and supplies into a sub sector.  If 

that sector has no bunker, the space 

capsule crew will build one. They can only 

do so in unpopulated land types, like 

deserts, mountains, and farms.  This is to 

avoid being attacked by the fleepions. 

When you choose “launch space capsule,” 

you’ll have to choose crew to board it, and 

send food and materials with them.  It 

takes 10,000 materials to build a bunker, but 

if you don’t have the materials, the crew 

will get them themselves, making the 

bunker building time twice as long.  Don’t 

forget to send food, or the crew will eat 

each other.  You can edit the bunkers 

orders in the ground campaign status menu.
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The Cosmic Confederacy, a collective government of Povolny and 

the surrounding inhabitable star systems, decided to launch a 

campaign to relocate the ill-fated race to a new home world. The 

council in charge of the relocation inquiry had become entangled 

in red tape and obstructive bylaws, causing the patience of the 

Povolnians to run thin. These desperate times for the Povolnians 

have forced them to look into alternate solutions. An underground 

search for an inhabitable planet had begun. A nearby star system, 

containing nine planets, presents one impressive candidate. This 

world contains a large land mass with perfect climate conditions, 

large amounts of resources and the initial reports show that it is 

inhabited by an inferior race. The planet is known as Fleepyon 

III, in the Fleepyon Star System. Unfortunately for the Povolnians, 

The Council of the Cosmic Confederacy forbids any large scale take 

over or relocation without proper consent. In a bold move, the 

Povolnian race decide to hire a mercenary army to conquer enough 

land on Fleepyon III for the Povolnian exodus.

This is not the first time such a move has been made. Since the 

beginning of space travel, mercenary invasion squads have been 

hired by ready civilizations in need of new resources, new trade 

routes and new homes. You will be their savior. Because the 

Povolnians are fading so quickly, your squad is only allowed 5500 

days (Roughly 15 years) to complete your mission.  The Povolnians 

have agreed to pay you a substantial starting sum. At the 

completion of the campaign, the Povolnians promise you an 

unprecedented reward of up to 100,000,000 Co$miC Credit$ upon 

acceptable completion of the mission… Good Luck!

The is14 story 
(cont.)

4) Spacecraft usage:
Return to the main menu, and then select 

docking bay. Here you manage all your 

space ships, what cargo they have, and 

what crew is aboard.  First, lets assign 

some crew members to our saucer, or we 

can’t do anything to it. Go to “load crew 

and cargo.”  Here you can look at all your 

ships. First, select the mothership, then 

select the saucer, by pressing enter 

twice and then choose some crew 

members to board It also by pressing 

enter. you can see the crews skill 

ratings at the bottom of the screen.  

Once the crew is aboard, press esc until 

you return to the docking bay menu.  

Select “Assign aircraft Missions.” Again, 

select the saucer. There are a few 

options, but for now we want to “scout 

target sector.” From there you’ll see the 

ground map again, select a sector you’d like 

your ship to scout out. After you end your 

turn, you’ll have a sub-sector within that 

sector mapped out.  Most of the other 

ships work the same way as the scout 

Ships, you may want to take some time to

Familiarize yourself with them.



3) Exploring alien planets...
In the NAVCOM menu, you will find a few 

different selections to choose from. For now, 

choose “Ground campaign status.”  This will 

allow you to look at the areas that you have 

uncovered thus far on Fleepyon III.

On the right hand side, you can see 

information about each sector.  By pressing 

enter, you can view individual sub-sectors, and 

learn even more about the area you’re looking 

at.  For now, all the sub-sectors are question 

marks, that’s because you’ve yet to discover 

any of it.  I’ll explain how in a moment, but 

first, press esc twice to return to the 

navcom menu.  The other menu options in 

NAVCOM allow you to move your mothership 

around, and use the radio to save, load, and 

quit the game.  The ion cannon technology 

isn’t researched yet, so it doesn’t work.
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Character bios

Uoo
A member of the grekkp race, and The most 

well known mercenary In the cosmic 

confederacy.  It is Your job to fill the shoes of 

uoo And take invasion squad 14 on its hardest 

mission yet: to take over fleepyon III’s large 

land mass that has been dubbed acceptable by 

the povolnians within 5,500 days.

Carolla
Uoo’s companion since childhood. The

Two have been working together

Longer than they can remember.

Carolla is a valuable member of is14, and the 

genius behind some of their best moves.  Carolla 

is as wise as she is beautiful, if she speaks, be 

sure to listen because it is most likely 

important.  She is your best friend, so treat 

her as such.



1) Choose “New Game” from the
Main menu. Afterwards, you will go through a 

short game introduction.  Press enter to 

scroll through it.

2) You are now looking at the 
Main game screen:

You navigate the main screen with the arrow 

keys.  A short description of each option will 

appear when it is selected at the bottom of 

the screen.  Press enter to make a menu 

selection.  First, lets look at NAVCOM.  Move to 

the top left menu, and press enter.
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Character bios

Pinsky
Pinksy’s the pilot.  An

Ex-freighter pilot, he’s

A mako with math in his

Veins.  Uoo and carolla met

Him at a fueling station, where he was getting 

liquored up, and knew that he would make an 

excellent addition to the team.  Pinksy is at 

his best behind the wheel. 

Emerson
Emerson originally worked

 for Pharmacon Corporation on 

the IID research team. Shortly 

before the "IID War", he joined "Invasion Squad 

14" as their ship's doctor. Now he enjoys the 

heart pounding adrenaline rush that comes 

with taking care of the crew of "Invasion Squad 

14". Emerson is laid back and is always up for a 

cup of coffee and a round of gab. 

Game tutorial
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Character bios

Scruggs
Scruggs Is a short, grumpy old 

Uberfleck.  Though he may

Gamble and drink a lot, he’s 

one of the best mechanics in the confederacy.  

For that reason, the crew of is14 looks up to 

him, even though he’s only 3 and a half ft tall!

Hyde
Hyde is head of research for Is14.

A member of the oblivion race, 

Hyde is naturally inclined to 

Higher thinking, but is sometimes

Forgetful.  Hyde comes in very 

handy when the crew is having problems with 

nasty space-time anomalies, or just a really 

tough crossword puzzle.

Kryptal
Kryptal is a battle-hardened

Mududu, a race of giant bugs.

The mududu are especially good at things 

involving war, so it was only natural that 

kryptal be the head of military strategy. Her 

war cry? “KRYPTAL DRINK BLOOD!!”  Though she is a 

giant war-faring bug, kryptal still has a heart, 

and with it... A crush on scruggs... To his dismay

Nozawa
Nozawa is a Deorian 

on the Cosmic Council. 

She has a soft spot in her heart 

for the Povolnian race and becomes 

enraged with the Cosmic 

Confederation when they are 

unable to accomplishing anything. 

In her fit of anger she forces 

herself into the "Invasion Squad" 

*cough* blackmail *cough*. She's very 

skilled with navicom radios and is 

an expert in political and social 

sciences


