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. . . is a round based α¢ƻǿŜǊ ²ŀǊǎά game.
You need to find the best compromise between

attacking your opponents by sending creeps
and defending your lives against incoming creeps 

by building defense structures(towers).

Some facts:

- each round lasts 15 seconds
- you start with 400 credits
- each round you get new credits Č income
- you start with 200 income
- you gainmore income by sending creeps

The best strategy is based on building 
as few towers as required and 

sending as much creeps as possible.

CreepTD . . .
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Game lobby
open games

open but full games

join a game 
(choose one first)

switch to 
spectator mode create you own game

communicate with 
other players 

some important links you should check out logout Button

invite your 
facebook friends 

to play CTD

list of all 
online players

list of all 
online friends

some live stats

batch of ranks 
(XP) and skill bar

game information 
and skill requirements
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Game Options

ÅShow system notice ςdisable it in order to have a better overview

Å9ȄŜŎǳǘŜ ǎƘƻǊǘŎǳǘǎ ŀƭǎƻ ƻƴΧ ςenable it for fast upgrading, strategies and selling

ÅTower and creep graphics ςchoose what you like, I prefer Classic+ (better overview)

ÅGraphics quality1ςchoose what you like and your PC can handle 

ÅVector Vision ςsee the map in Vector Style, see blocked Areas and Stops (PRO only)

ÅSound volume ςwith TAB you can switch between 0 and 100%

1 more information here

http://www.creeptd.com/manual
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All vs. All  2-4

Game Modes
Send to random  3-4 2vs2 4 2vs2 Coop  4

Survivor  1-4 Survivor Coop    1-4 Sandbox   1-4

it's just about trying out new thingscreeps are sent by the AI, you gain Credits by killing Creeps

all alone on a separate map all together on one map

the top plays against the bottom

both play on               both play together 
a separate map on one map

Creeps are sent 
to every opponent

Creeps are sent randomly 
to one opponent

more detailed information here

http://www.creeptd.com/manual
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Gun Turret (Basic)

single damage

Cheapest but also weakest tower, 
only useful at the beginning of a game.

EMP Emitter (Slow)

slows targets

A very important support tower, 
useful during the whole game.

Cannon Tower (Splash)

splash damage

Useful against bunches of creeps  
up to Raiders.

Towers
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Missile Turret (Rocket)

splash damage

Very useful against bunches of creeps,
also at the end of a game.

Tesla Tower (Speed)

single damage

Good and cheap damage 
to single targets during mid game.

Ion Cannon (Ultimate)

single damage 

Maximum range and damage, 
perfect for the endgame.

Towers

more detailed information here

http://www.creeptd.com/manual
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Price      Speed HP Defend with Specials

50 70 300 Basics, Splash No

100 65 700 Basics, Splash No

250 80 1400 Basics, Splash, Slows        No

500 50 3500 Splash, Slows No

Income gain 10%

Creeps

the color stands for the
upgrade level of the towers 
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Price      Speed HP Defend with Specials

1000 60 6 K Speed, Slows Regenerates

2000 65 14 K Speeds, Splash Slow immune

4000 90 30 K Speeds, Splash, Slows Fast

8000 60 80 K Speeds, Splash, Slows Tough

Income gain 9%

Creeps
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Price      Speed HP Defend with Specials

15 K 70 120 K Speed,Slows Regenerates

25 K 75 250 K Speeds,Rockets Slow immune

40 K 100 500 K Speeds, Rockets,Slows Fast

60 K 65 1,2 M Speeds, Rockets,Slows Tough 

Income gain 8%

Creeps
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Price      Speed HP Defend with Specials

100 K 65 1,4 M Ultis, Rockets, Slows    Regenerates

200 K 80 2,5 M Ultis, Rockets Slow immune

400 K 140 6 M Ultis, Rockets, Slows Very fast

1250 K 70 15 M Ultis, Slows  Launches Creeps 

Income gain 7%

Creeps

more detailed information here

http://www.creeptd.com/manual
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Tower Upgrades

Gun Turret (Basic) ςgreen has best price performance, all above just make sense if 
you can use the higher range; sell them all if you have blue Splash and Speed towers

EMP Emitter (Slow) ςbuild and upgrade them first around your main defense to 
slow the creeps; blue and red are very useful to get down Raiders; white Slows slow 
many creeps with each shot, they are a must have as soon as the first Zeus comes

Mostly many green Towers are better (price performance), but depending on
the map length (space to build) and green creeps (regenerates), you will need 
to upgrade your towers more and more. 

Each tower has 3 Upgrades, except Ultimate has only one. 
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Cannon Tower (Splash) ςthe blue Splash has the bestǇǊƛŎŜ ǇŜǊŦƻǊƳŀƴŎŜΣ ƛǘΩǎ 
better to build 4 blue Splash then one red, but only If you have 4 good spaces to 
build; red/white splash are a good last resort if many Toucans/Raiders come;
sell them all if you have red+ Rockets and white Speeds 

Missile Turret (Rocket) ςƎǊŜŜƴ ŀƴŘ ōƭǳŜ wƻŎƪŜǘǎ ŀǊŜ ǎƭƻǿ ŀƴŘ ŘƛŘƴΩǘ ŘŜŀƭ ǘƘŀǘ 
ƳǳŎƘ ŘŀƳŀƎŜΣ ƛǘΩǎ ōŜǘǘŜǊ ǘƻ ǳǎŜ {ǇƭŀǎƘ ǘƻǿŜǊǎ ƛƴǎǘŜŀŘΤ ǊŜŘ wƻŎƪŜǘǎ ƘŀǾŜ ŀ ƘƛƎƘŜǊ 
range and can be very powerful against Toucan/ Raider; white Rockets are a good 
support against all strong creeps and are very important till the end of a game

Tower Upgrades
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Tesla Tower (Speed) ςgreen and white Speeds have the best price 
performance; white speeds have a big advantage by the higher range, they are 
good against all Creeps of the 3rd row ( Vulture +) and can be a good choice to 
kill/support  single Zeus and Phoenix; sell them if you have enough white 
Ultimates and Rockets

Ion Cannon (Ultimate) - green Ultimates are very slow (2s reload) and make 
only 42 % of the damage per second compared to a white Speed, but they are 

a good last resort if you want to kill a nearly death Shark+; white 
Ultimates have an insane range and the best damage per Second rate, 
so they are very important from the first Zeus till the end

Tower Upgrades
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1 Send Mercury
2 Send Mako
3 Send Fast Nova
4 Send Large Manta
Q Send Demeter
W Send Ray
E Send Speedy Raider
R Send Big Toucan
A Send Vulture
S Send Shark
D Send Racing Mamba
F Send Huge Titan
Z or Y Send Zeus
X Send Phoenix
C Send Express Raptor
V Send Mothership

U Upgrade the currently selected tower
I Sell the currently selected tower
TAB Toggle sound on/off

G Build Gun Turret (Basic)
H Build EMP Emitter (Slow)
J Build Cannon Tower (Splash)
B Build Missile Silo (Rocket)
N Build Tesla Tower (Speed)
M Build Ion Cannon (Ultimate)

0 Set "Farthest" strategy
O Set "Weakest" strategy
P Set "Strongest" strategy
K Set "Closest" strategy
L Set "Fastest" strategy

9 Toggle "Lock" strategy

SHIFT + creep shortcut Č wave of 20 creeps

Shortcuts

the same order like in the game UI
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Selected target in the tower's range Shortcut

closest the least distant creep to the tower K
farthest the creep nearest to the map exit 0 (zero)
weakest the creep with the least absolute health points left O (character)
strongest the creep with the most absolute health points left P
fastest the fastest creep in range (especially useful with EMP Emitters) L

Tower strategies

Additionally there is the option to enable the Lock-Strategy (Keyboard shortcut: 9). When enabled, the tower 
will, when once attacking a creep, not select another creep until the currently attacked creep is out of range.

It is very important to learn these shortcuts, because the
strategies are not fast enough to change with the mouse! 
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5 general defending tips

Use good def spots with a maximum of path segments in defending range.

Build the defense far back and as late as possible to save credits.

Sell weak towers όŦΦŜΦ .ŀǎƛŎǎύ ƛŦ ȅƻǳ ŘƻƴΩǘ ƴŜŜŘ ǘƘŜƳ ŀƴȅƳƻǊŜΦ

Learn building with shortcuts and use different tower strategies.

Build towers with single damage always behind towers with splash damage.
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Slowtower positions
It is better to have too many Slowsas too few, but more then 16 Slows

is senseless, because a 4*4 raster would fill up the whole map!

good Slow positions for many maps you can find here

To slow everything you 
should build a Slow 
tower next to every 
4th path segment. 

At short maps it is important to build slows around the best defense 
positions,  so that they don not steal good positions for Speed Towers.

http://www.creeptd.com/forums/viewtopic.php?f=16&t=74
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Defense spots
In order to defend as cheap as possible it is very important to build your defense
at the right positions! You need to estimate how many path segments are in the range
if you plan to build a tower. If a tower would always shoot this would not matter. But
mostly there are resting phases. So this part (to see def spots) is most important from 
start up to white Speeds/Rockets. With Ultimates it is not that important, because mostly 
they shoot all the time, caused by the big range. 

You need to know 3 different ranges: 

1 segment in each direction:  Basic, Splash
2 segments in each direction:Basic, Splash, Speed, Rocket
3 segments in each direction:Basic, Speed, Rocket

1 segment 2 segments 3 segments 

not good for 
άwŀƴƎŜмέ ǘƻǿŜǊǎ

very good for 
άwŀƴƎŜнέ ǘƻǿŜǊǎ

very good for 
άwŀƴƎŜоέ ǘƻǿŜǊǎ
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Defense spots

ps = path segments in range

7ps

6ps

5ps
3ps

7ps

6ps

18ps

16ps

8ps
9ps

6ps
5ps

9ps    11ps

10ps 13ps11ps

10ps 8ps 27ps 24ps

some examples . . .
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Defense areas
The most maps you can divide into 4 different defense areas.

Main defense 1 ςjust for Splash damage during the 

whole game, start to build here if you need  more space

Main defense 2 ςhere you defend the during the 

whole game, at the beginning build towers with splash 
damage here to, if you need more start to build in main 
defense area 1, you should prefer single damage here

Early defense ςbuild some Splash there if you have

2000+ income to kill mantas, later rockets for toucans

Late defense ςhere you just build if creeps pass the

Main defense areas ; single damage only; sell the towers 
ŀŦǘŜǊ ŘŜŦŜƴŘƛƴƎ ƛŦ ƴƻ ƴŜǿ ŎǊŜŜǇǎ ŎƻƳŜΤ ŘƻƴΩǘ ǘǊȅ ǘƻ ƪƛƭƭ 
creeps with to much HP left 

This principle may not work at game start and during the late game (Ultis with high range 
can be placed nearly everywhere), it is recommended for the part in between.
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How to defend
defend with

Basics, Splash

Basics, Splash, (Slow)

Basics, Splash, (Slows)

Splash, Slows

This are only examples!

Splash ςclose 
Basics ςfarthest 

Splash ςclose or hard 
Basics ςfarthest 

Splash ςfarthest

Splash ςfarthest
Slows ςfarthest (first) 
and fastest (second)

Splash ςclose 

Splash ςclose or hard 
Basics ςfarthest 

Splash ςhard
Slows ςfastest 
or farthest

Splash ςfarthest
Slows ςfarthest
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How to defend
defend with

Speed, Splash, Slows

Speeds, Splash

Speeds, Splash, Slows

Speeds, Splash, Slows 

Splash ςfarthest 
Speed ςfarthest 
Slow ςfastest 

Splash ςclose or hard
Speed ςfarthest 

Splash ςclose or hard
Speed ςfarthest 
Slow ςfastest  

Splash ςclose or hard
Speed ςfarthest 
Slow ςfastest  

This are only examples!

Splash ςfarthest 
Speed ςfarthest 
Slow ςfastest 

Splash ςhard/farthest
Speed ςfarthest 

Splash ςhard/farthest
Speed ςfarthest 
Slow ςfastest (farthest) 

Splash ςhard/farthest
Speed ςfarthest 
Slow ςfastest  
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Endgame Defense
At the end you should defend only with Rockets, Ultis and Slows.

Enough slowsthat the whole path is covered, this should be possible with 16 or less.

The longera map, the more Rockets you should build. 

Farthestis the most recommended strategy for UltimatesΣ ǎƻƳŜǘƛƳŜǎ ƛǘΩǎ ƎƻƻŘ ǘƻ switch
the last Ultis to weak, 10-30 seconds before a wave reaches the end, to filter some creeps.

Use fartheststrategy at your slowswhich are surrounded by Rockets, 
at all other slows you should use fastest.

Use farthest, close or hard strategy at your Rockets, close if there is a Mothership 
before raptors, farthest if there is a big group up front, hard if there are no latecomers.

It can be useful to sell Rockets, after a wave passed, and build Ultimates (high range).
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Endgame Defense
This are only examples! Some use more Rockets and others more Ultimates. 
Both can be good, it depends on what and how your opponents are sending.


