Devourer TDA Player Manual:

Table of Contents

Introduction

Gameplay


Devourer



Victory Condition



Creeps



Items
Defenders



Victory Condition



General



Light Touched



Mechanist



Arcane Colleges

Introduction


Welcome to Devourer Tower Defense Assault! Devourer TDA is a new evolution of the Tower Defense genre that introduces a competitive aspect to gameplay. One side plays The Devourer, an evil force bent on consuming the world. The other side, the Defenders work co-operatively to hold off The Devourer long enough to build their Superweapon that will finally defeat The Devourer once and for all.

The Devourer controls a single hero unit with unique skills and purchaseable items. He also summons creeps to assault the Defenders, gathers income and purchases tomes to upgrade his stats. The Devourer wins by reaching the end of each Defender’s playing area, which allows him to reach the Altar of Blasphemies, containing ancient power he needs to claim this world.

The Defenders build towers to hold off the Devourer. Each Defender race has 40 available towers, with each race having unique characteristics and themes. The Defenders need to Interrogate creeps to gain Information, which lets them build the Superweapon, finally defeating the Devourer once and for all.

Gameplay
General:
DevourerTDA plays differently depending on what side you play for, the Defenders or The Devourer. However, both sides have some similarity.


Setup:

At the beginning of the game, there is a 90 second “Setup Phase” where Defenders can choose their race and construct their starting towers. Creeps may not be summoned during this time.


Waves:

Every 45 Seconds, a new “Wave” begins. Each player gains gold equal to their Income Value. The Devourer increases their Income by summoning Creeps. The Defenders increase their Income by purchasing Last Stand Units.


Information:

Information is a new currency used by both sides. Information is extremely important to gather.


Defenders:

Defenders gain Information by Interrogating Creeps. Each builder has the “Interrogate” ability.

Defenders use Information to research the Superweapon and purchase team-wide upgrades. Any upgrades purchased with Information apply to the entire team, not just the player purchasing it.

Defenders MUST Interrogate Creeps to win the game. They have no hope of victory without Information.



Devourer:

The Devourer gains Information by having Creeps reach the Key Shrine.

The Devourer uses Information to purchase stat-raising Tomes.


Last Stand:

Once the Devourer gathers each piece of the Key to the Altar of Blasphemies, the game moves into Last Stand mode.

Last Stand plays significantly different from the rest of the game. During Last Stand, the following happens:

· The Devourer can no longer summon creeps. He still gains gold.
· The Defenders can no longer build units or summon Last Stand units, from the Superweapon Research building.

· The Defenders can now purchase Information with gold.

· All Last Stand units purchased by Defenders teleport into the bottom row.

· The Devourer must break through the Defender’s Last Stand by defeating the large Last Stand Captain in each area. Defeating the Captain destroys the Gate Door to the next area.

· Lastly, the Devourer gains a major health boost.
Devourer:


Victory Condition:

The Devourer needs to reach the Altar of Blasphemies in order to win the game. He needs to do the following to get there:

· Reach the Key Shrine at the end of each Player’s Area

· Teleporters at the bottom of the Devourer’s Base will teleport the Devourer to the play areas. Teleporters are not available during the 1st two waves.

· Reach the Altar of Blasphemies by passing through the Defender’s Last Stand.

· Once the key is complete, the Teleporter to the Altar of Blasphemies will become active.

Breaking through the Defenders will be no easy task. Towers will fire upon you and their sanctified land will slowly deal damage to you while you walk across it! Thankfully, items and tomes are available from various shops to aid the Devourer. Summoning Creeps will gain you Income, which will allow you to purchase necessities. 

Creeps

· Creeps are summoned from the “Tier 1 Creeps” and “Tier 2 Creeps” buildings in the upper left of the Devourer Base. Summoning a creep will spawn one creep of that type in each of the Defender’s Play Areas.

· If Creeps survive running through a Play Area, you gain extra gold and Information!

· New Creeps become available every other Wave.

· Different Creeps have different abilities. More Abilities become available during Tier 2!

Items

There are 4 Shops available during the course of the game. Only 3 are available from the start, with the Tomb of Ancient Horrors only being available once the Defenders research Divine Blessing (Superweapon Segment 6).


Weapons, Armor and Potions

The Devourer can find arms and armor of various quality here. Arm yourself to destroy the Defenders and hold out against their towers!




Accessories

Wonderous items can be found here that can increase your movement speed, your attack speed and grant you lifestealing!





Tome Shop

Tomes will prove to be incredibly useful for any young Devourer. Spending gold and Information, you can purchase direct stat upgrades. If you’re strapped for Information, take a swig from the Keg ‘o HP to give yourself a health boost!





Tomb of Ancient Horrors

This dilapidated crypt houses items of untold power, but they will cost you.

The Devourer is a corrupting influence on any he comes across. If the Devourer breaks through a Defender’s lines and steals his key, he will threaten that Defender’s soul! Defenders at that point have the option of staying loyal or giving in and turning Traitor! Traitors become Corrupted Souls with abilities of their own to assist the Devourer!

Only one Defender may turn Traitor per game.

Defenders:

Victory Condition:

The only hope the Defenders have of holding off the Devourer is to pool their resources and construct a Superweapon, which will defeat the Devourer once and for all.

The Defenders must Interrogate Creeps to gain Information, which they spend to research 10 Segments of the Superweapon. Once the 10th has been researched, the Defenders win!


General:

Each Defender race has unique qualities and towers. However, there are many similarities.


Interrogation:

Every Defender builder can Interrogate Creeps. Interrogating Creeps is the ONLY way for Defenders to gain Information. When you Interrogate a Creep, you instantly destroy them and gain 1 Information, but you do not gain any gold for their kill.

If a Defender turns Traitor, the other Defenders will gain Interrogate II, which has a shorter cooldown.
Tower Types:



Each Defender race has 5 different tower types:




Arrow: Direct, single target damage.




Splash: Large attacks that hit multiple units.

Anti-Air: Towers that only attack Air, but deal higher damage than Arrow towers, or have special abilities to handle Air.

Status: Special towers that either buff your towers or debuff enemies.

Unique: Unique towers showcase the special qualities of the race.




Tower Upgrades:





Each Tower can be upgraded from Tier 1 to Tier 5.






Costs:







Tier 1: 10g







Tier 2: 25g







Tier 3: 75g







Tier 4: 200g







Tier 5: 425g

When a tower is upgraded, they gain multiple benefits. Each tower gains HP, Armor and deals higher damage. Any special abilities they have increase in effect. 

When you upgrade a tower to level 3, you must choose one of two different upgrade lines. Each line has unique abilities that will assist you.

Low level towers are cheap, but are destroyed easily by The Devourer. High level towers are much more sturdy, but they’ll be easier to run around. You must strike your own balance between these extremes.



Team Upgrades:

You can spend Information on upgrading your tower types. Each upgrade will increase damage dealt by that type. More importantly, these upgrades apply to the entire Defender team. If you purchase Arrow Upgrade 1, your buddy gets the effects too.

The only upgrade that does not affect the entire Team is the Health Upgrade, but it costs gold instead of Information.




Last Stand:

Each Defender can purchase Last Stand units for the end of the game. Last Stand units are similar to the normal Towers, but only are in play during Last Stand. Last Stand units cost 70% of normal and give you an income value equal to their Tier squared. (Example: You buy a Tier 4 Last Stand unit, you gain 16 Income Value.)

Light-Touched:

The Light-Touched are a hardy folk, secure in their Faith. They are most comfortable at the forefront of battle, as the Light reinforces their defenses.

Overall Tower Design:


Arrow Damage: Medium



Splash Damage: Pathetic



Anti-Air: Excellent



HP: High



Range: Short



Special: Lots of Healing




“Tank” style towers

Available Towers:



Arrow: 
Archers- These marksmen take down whatever hellish monsters come their way.

Path A: 
Elite Archers- The best of the best, these archers gain more damage and more range than their compatriots.





Path B:

Leaders- These high flying commanders bolster the Light-Touched morale, allowing them to take more damage. Nearby towers gain a HP boost.




Splash:

Parish- Members of the community come together to hold off the darkness. Throws Holy Water at the enemy.


Path A:

Clergy: The leaders of the Church come forth to the field.


Path B:

Judgment:  The Light has decreed that these heathens and madmen must be punished. Decreases enemy armor values.
Anti-Air:

Devout Soldiers- These soldiers watch the skies, looking for any who dare defile them.


Path A:

Devout Warriors: These warriors control the skies, even crossing their borders proves deadly. These warriors set up a Zone of Air Control, dealing damage to nearby enemy flying units every second.






Path B:

Web Towers: These fortified towers will knock enemy units from the sky, 







immobilizing them temporarily.




Status:

Training Fields- These fields increase attack speed and armor values for all nearby towers.


Path A: 

Assault Training: These fields focus more on attack speed while dropping defensive training.






Path B:

Defensive Training: These fields focus on defensive manueuvers instead of assault techniques.

Unique:

Priests: These holy men grant healing to the front lines. (NOTE: When you Upgrade a healing tower, you MUST turn back on auto-casting the heal. Otherwise your tower will not do anything.)


Path A: 

Divine Infusion: These holy towers heal groups of towers at a time.





Path B:

Tranquil: These naturists encourage life in all towers near them. Nearby units gain regeneration.

Mechanist Union:

More comfortable in a workshop than any sort of social setting, these misfits and workaholics take to the field to see how well their machines can make elder demons explode.
Overall Tower Design:


Damage: High




Arrow: Pathetic




Splash: Excellent




Anti-Air: Moderate



HP: low



Range: High

Special: Extremely Slow Speed, but can blast from damn near anywhere. 

Available Towers:



Arrow: 
Handymen- These hard workers are often unthanked for their contribution. All Handymen and their Upgrades have higher than average armor and HP.
Path A: 
Mechanized Handymen: Replacing the old flesh models, these new Handymen are great. However, cheap foreign parts make these leak oil. Generates Oil Slick, which slows down creeps.





Path B:

Unemployed Handymen: Let go after the Mechanized Handymen showed up, these workers are struggling to get by.
Unemployed Handymen have the “Dey Terk Er Jorbs!” ability, which adds armor to all surrounding towers for a short time. Multiple uses of “Dey Terk Er Jorbs” stack!



Splash:

Artillery- Small bore shells that deal massive damage to bunched up enemies. Fires slowly, but blows things to hell when it hits.

Path A:

Large Bore Artillery: True joy can only be found in large quantities of ammunition.

Path B:

Lightning Generator: Sometimes things go bad when you’re using unstable prototype equipment. Just point the sparking part at the enemy and hope for the best! Shots chain through enemies.
Anti-Air:

Air Defense Turrets: Small, modest, “off-the-shelf” aerial defense. This doesn’t bode well.

Path A:

Reckless Air Defense Turrets: Are these things supposed to be smoking this much? 





Path B:

Grapeshot: A nice term for “We shot all the damn ammo, jam a bunch of crap in there.” Hits multiple targets, but fires slower since it takes extra time to haul up the silverware.



Status:

Burning Exhaust: All the smoke and deadly chemicals need to go somewhere, so why not pour it on your enemies? Deals damage over time.

Path A:
Toxic Exhausts: Deadlier exhaust that chokes the life from your foes. Deals damage over time.





Path B:

Ignited Exhaust: You know that you’re breaking some kind of environmental law when your exhaust is flammable. Deals damage to all nearby enemies every second.
Unique:

Tinkers: Madmen with wrenches who can never resist fidgeting with dials and buttons.
Tinkering: The Mechanist Union’s unique tower allows them to manipulate a specific tower’s abilities. Each change comes with a drawback. Examples include: Adding splash radius to a tower but reducing damage, adding damage but reducing speed, adding speed but reducing hit points, etc. Higher tiers of the Unique tower allows for larger changes at once and more rapid changes.

Tinkering makes PERMANENT changes to a Tower. Each Tinkering recipe can be applied 5 times. Different levels of Tinkering stack.
Tinkering requires a great deal of micro-management.





Tinkers have only one upgrade path.

Arcane Colleges:

Dedicated to the furthering of arcane arts, these scholars take to the field simply because it’s hard to do magic if your world’s been eaten.


Overall Tower Design:




Damage: Low to High



HP: Medium



Range: Medium

Special: Mixtures. Each tower has an elemental type, when a unit is hit an elemental debuff is applied. When a unit has multiple elemental debuffs, a special condition is applied.

The Arcane Colleges have yet to take the field. They will be coming in a later update.
