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  EUROTRON

I. SETTING UP THE 
GAME
NEUROTRON is a 2D RPG, WITH TURN-BASED ELEMENTS. it's based 
on an original board game concept of ours. The camera 
has a bird's eye perspective, REMINiSCENT OF the classic PC 
role-playing and real-time strategy games. 

ONCE YOU HAVE UNZIPPED THE PACKAGE, YOU ARE READY TO PLAY. 
UNFORTUNATELY, THIS ALPHA DEMO DOES NOT INCLUDE THE OPTION 
TO SAVE YOUR CHARACTERS PROGRESS, AS THERE IS ONLY ONE 
MISSION TO PLAY. 

DISCLAIMER:

This version of the game does not represent the 
quality of the commercial version. This Alpha Demo 
of NEUROTRON has been made for free distribution 
and evaluation purposes. 

This demo was compiled for the assembly summer 
2014 demoparty as a part of the gamedev compo.



Ii. THE MENU

AT THE BEGINNING OF THE GAME, YOU ENTER THE MENU. 
HERE YOU CAN CREATE A NEW CHARACTER, SET UP YOUR 
OPTIONS AND CHOOSE A MISSION TO PLAY. 

EVERY TIME YOU COMPLETE A MISSION, A NEW MISSION 
WILL BE ACCESSIBLE TO YOU, until you have completed 
the story campaign. 

HERE ARE THE SETTINGS FOR THE OPTIONS MENU:

* AUDIO FX MUTED: check to disable all the ui clicks, 
atmospheric sounds, gunshots, etc.

* AUDIO VOLUME: set the level of volume for the 
above

* MUSIC MUTED:  check to disable the soundtrack 

* music volume: set the level for soundtrack

* video brightness: set the contrast for display

* windowed mode: check if you want the game to 
run in a window

* gore effects disabled: check to disable all the 
blood and gibs



Iii. CREATING A 
CHARACTER
IN THIS SCREEN YOU GET TO CHOOSE A NAME FOR YOUR 
PLAYER AND ITS CLASS. NOTE THAT THERE IS ONLY ONE 
AVAILABLE IN THIS ALPHA DEMO: THE PROGRAMMER. 

HER SPECIALITIES AS A CHARACTER ARE BYPASSING, 
HACKING AND ADMINISTERING BIOMETAL PATCHES. because 
of her lack of physical strength you'll want to 
avoid direct combat, and choose an alternative 
route. 

MOST OF THE TIME, RUSHING STRAIGHT INTO COMBAT IS 
NOT THE SOLUTION IN NEUROTRON. YOU NEED TO THINK 
TACTICALLY, AVOID DANGERS AND USE YOUR CHARACTERS 
SKILLS AND ITEMS TO SURVIVE. IF YOU'RE THE MERCENARY 
YOU'RE GOOD AT COMBAT, BUT NONE OF THE 
CHARACTERS ARE INVULNERABLE. 

    Portrait of The programmer



Iv. GAME WORLD
THE WORLD OF NEUROTRON IS FILLED WITH MYSTERY AND DANGER. 
THERE ARE TRAPS, ENEMY SENSORS, MINES, RADIOACTIVE ZONES AND 
TOXIC CLOUDS OF WASTE IN THE MISSION AREAS. 

PLAYERS ARE GIVEN MISSIONS TO COMPLETE. YOU CAN CHECK THE 
BRIEFING AT ANY TIME FROM THE in-game MENU. THE OPTIONS CAN 
ALSO BE FOUND IN THE MENU AT ALL TIMES.

Accessing the in-game menu : just click on the cog-wheel icon 
in the upper right corner. 

In-game menu options:

* resume: return to the mission at hand

* briefing: view the abridged version of mission briefing

* options: set up the volume of sound and music, windowed 
mode and brightness of display

* Notes: write your thoughts and mission advancements to this 
journal

* exit to menu: quit the current mission and return to main 
menu

WORLD OBJECT #1: BLAST DOORS

during your mission you will encounter permanently locked 
doors, which will not open. These doors have been cut from 
the structural security system and cannot be bypassed. 



v. MOVEMENT
AT THE START OF THE MISSION YOU CAN SEE GREEN TILES 
IN FRONT OF YOU, OR ANYWHERE YOU ARE WATCHING. BY 
CLICKING ON THESE TILES, YOU CAN NAVIGATE THROUGH 
THE WORLD. 

IF you wish, you can click 
on the grid button in the 
upper right corner of the 
screen. This makes the grid 
tiles visible. Click again to 
hide the tiles. 

WORLD OBJECT #2: DOORS

some type of doors are accessible. They can be 
either unlocked in the start or be bypassable. If 
they are unlocked from the start, they will open 
at your proximity. 

WORLD OBJECT #3: WASTE BARRELS

these hazmat barrels may contain radioactive or 
poisonous waste. If they are hit by a pulse blast 
or a ballistic projectile they will break and start 
leaking hazardous gas.  



vI. exploration 
and interaction

the action bar

the main way to interact with the game world is 
through the action bar. You will have options for 
using your weapon, searching, accessing the 
inventory and using your special powers.

SEARCHING IN A ROOM OR CORRIDOR

click on the magnifying glass icon on the lower 
right corner of your hud. If there is something in 
the room or corridor that can be found, the 
search will find it for you.

After you have found items or credits, they will be 
automatically added to your inventory.



Using the inventory

after you have found, for example, a hazmat suit, 
you can use it via your inventory screen.

 

to activate an item, either

click on it and then click

the ”activate”, or use the

instakey. In case of healing 
stim you may also 
administer it via dragging 
with the cursor. 

activating or using a special power

during missions you may, if you have enough action 
points, use your special powers or abilities. These 
are determined by the character class and are 
not obtainable through searching the areas. New 
powers can be bought between missions. 

One very useful power is the biometal patch 
of programmer, which can heal up to 4 vitality 
points. 

World object #4: storage cube

The rooms which have storage 

cubes in them usually contain 

items which you can discover. 

world object #5: sensorium

the sensoriums are the 
link between the real 
world and the virtual 
simulation of 'mindweb. They 
are frequently used by 
the kronirs, the 
bioengineered servants of 

the family. The kronirs can operate the cranes, 
exoskeletons and lifts with the sensoriums even 
though they do not have human limbs. 



vII. Combat and 
enemies
sooner or later you will be faced with the enemies. 
They can range from robotic or bionic servants of 
the family to greedy bounty hunters out to get you. 

Click on the gun 
icon on your 
action bar or 
press 'w' to 
access the 
weapons tab.       
If you have more 

than one weapon at you disposal, you may switch 
between them in this tab.

Heat meter

when using your weapons, you need to keep an eye 
on the heat meter in you ui. When the heat of the 
weapon reaches maximum, it will overheat and 
explode. 

Older and more hi-powered weapons have larger 
risk to overheat.

Enemy character: service bot a.k.a. ”overwatcher”

strength: 1

dexterity: 3

attack: 2

range: 6

these old robots are not a serious threat by 
themselves, but in groups they can be very deadly. When 
the player is not around, they take care of the com 
systems and machinery. 

world object #6: com uplink

these items act as nodes on the 

family information network. 

Bypassing them gives you control 

over the local communications 

assets. 



vIII. Disarming 
traps

DURIng gameplay you 
will encounter traps, 
mines and security 
sensors set up by 
the family. You can use 
your bypassing skill 
from the power tab 
to disarm them.

After you have the 

bypassing power 

selected, just click 

on the trap to 

disarm it. 

IX. The mindweb
as soon as you access the virtual realm of 
mindweb, the family guardians, known as seekers, 
will try to catch you. 

When in mindweb, you can click on the orange 
glowing tiles to navigate. 

Your goal is to get to the security node as soon 
as possible, without getting caught. You need to 
dodge firewalls, broken links and seekers on your 
path. If the timer on the top runs to zero, you are 
automatically cut off from the mindweb.

N e u r o t r o n      rayhouse productions ©


