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MULTIPLAYER TOWER DEFENSE

= Game introduction (Lobby, Options, Modes)

=» Towers, creeps and tower upgrades

= Shortcuts & strategies

> How to defend, Def spots, Slow positions, Endgame, Selling Defense
> How to send creeps (General, Combinations, Endgame)

> How to play (4 player All vs All)
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'@w’“ CreepID...

...is aound basedx ¢ 2 g S NJgamk. NE& &
You need to find the best compromise between
attacking your opponents bsending creeps

Some facts: and defending your lives against incoming creeps
- each round last45 seconds by building defense structure@dowers).

- you start with400 credits

- each round you get new creditsincome The best strategy is based on building
- you start with200 income as few towers as required and

- you gainmore income by sending creeps sending as much creeps as possible.
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MULTIPLAYER TOWER DEFENSE

’@zesrm Game lobby

Select your mission

O p e n g al I l e S ® Game of MORA, 11 +0 REDPHASE Allvs, Al 01100 -
® Game of poarboymike 422240 Ranciom Allwe, 8l Free for all .

some live stats

@ Spiel von cagy L2220 DONTWORRY ? Send o random Free for all b t h .I: r n k
Open bUt fu” game ® Gome of koishia!2 22220 BoMg” p  Fresforal a C O a- S
@ precix nun oyunu STOMES Allvs. &l 01111

(XP) and skill bar

DDDDDDDDD

++++++++

+0 ICEWORLD

game information == _
and skill requirements -~ - EETTEEC: st of all
: m.. == | " online friends

1> > Almeida rrrrr B
alwana s B

join agame
. [INIT*> Apfelring rerzrs B A
(choose one first) W o CrogT, Conmandr e lgogr Tovor Do gome [ —— list of all

ranslators wanted! Support us by translafng CreepT0D into your native language. BasOne EErEEy =

Make also sure to like us on Facebook ta riiceive the latest update notifications about the game. Benke rErsrs. ¥ 0 n I i n e p | aye rS

Creep anl
I h . CamanjoLL rarers B
SWItC to CashManey rzsrs B

Cihandini? wrrsrs

spectator mode create you own game D = invite your

Damageyou [}
HIIE*: danicoyar [

s —— faCcebook friends

communicate with i . . to play CTD
other players 'i

some important links you should check out logout Button
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MULTIPLAYER TOWER DEFENSE

'@wﬂ“ ) Game Options
AShow system notice disable it in order to have a better overview
A ESOdzi S a K2 NEnablelit for fast upgeadir®),ystategies and selling
ATower and creep graphicschoose what you like, | prefer Classic+ (better overview)
AGraphics quality ¢ choose what you like and your PC can handle

AVector Visiorg see the map in Vector Style, see blocked Areas and Stops (PRO only)
ASound volume with TAB you can switch between 0 and 100%

1 more information
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http://www.creeptd.com/manual

’@w’"ﬂ Game Modes

All vs. All2-4 Send to random3-4 2vs2 4 2vs2 Coop4
Creeps are sent Creeps are sent randomly the top plays against the bottom
to every opponent to one opponent both play on both play together

a separate map on one map
Survivor 1-4 Survivor Coop 1-4 Sandbox 1-4

creeps are sent by the Al, you gain Credits by killing Creeps it's just about trying out new things

all alone on a separate map all together on one map _ _ _
more detailed informatiorn
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MULTIPLAYER TOWER DEFENSE

i
o e
i

Gun Turret(Basic)

single damage

Cheapest but also weakest tower,

only useful at the beginning of a game.

Towers
7
- <
7
EMP Emitter(Slow) Cannon Towe(Splash)

slows targets splash damage

A very important support tower,  Useful against bunches of creeps
useful during the whole game. up to Raiders.
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’@wm Towers
@“‘ Z —_ | 3

Missile Turret(Rocket) Tesla TowelSpeed) lon CannonUltimate)
splash damage single damage single damage
Very useful against bunches of creeps, Good and cheap damage Maximum range and damage,
also at the end of a game. to single targets during mid game. perfect for the endgame.

more detailed informatiori
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MULTIPLAYER TOWER DEFENSE

’@wm Creeps

Income gain 10% Price  Speed HP Defend with Specials

> (T 50 70 300 Basics, Splash No

0 pr 100 65 700 Basics, Splash No
L 250 80 1400 Bascs Spash Slows  No

T I 500 10) 3500 1Slows No

the color stands for the
upgrade level of the towers
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MULTIPLAYER TOWER DEFENSE

Income gain 9%

Price

(0[0]0)
2000
4000

S10/0]0)

Speed
60

65
90
60

Creeps
HP Defend with
6 K Speed Slows
14 K  Speeds
30K  Speds

80 K

Specials

Regenerates
Slow immune
Fast

Tough

by Easy



eI D

MULTIPLAYER TOWER DEFENSE

Income gain 8%

| (R VOICHTER) | -~

Shark =

—— L )

—— i ]

Price

15 K
25 K
40 K

60 K

Speed
70

75
(0[0)

65

Creeps

HP
120 K

250 K
500 K

1,2 M

Defend with Specials
Speed, Regenerates
SpeedsRockets Slow immune

Speeds, Rockets,'\ws Fast

Speeds, Rockets, ' ws Tough
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’@zeerm Creeps

Income gain 7% Price  Speed HP Defend with Specials
=) S (- 100 K 65 1,4 M Ultis, Rockets, Slows Regenerates
0= a 200K 80 2,5M Ultis, Rockets Slow immune
(" Express Aapror ) 400 K 140 6 M Ultis, RocketsSlows Very fast
O 1250 K 70 15 M Ultis, Slows Launches Creeps

more detailed informatiori
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'@w*” Tower Upgrades

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.
Gun Turret (Basia) green 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 (Slowg build 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
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'@w’“ Tower Upgrades

Cannon Tower (Splasit)the blue Splash has the bdsINA OS LIS NJF 2 NXY I
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 (Rockety ANBESY 'y R o6f dzS w201SiGa& | NF
YdzOK RIYIF3SET AGQa oSUGOGSNI 02 dzasS { L)X I a
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
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'@w*” Tower Upgrades

Tesla Tower (Speed)green 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 th& Bow ( Vulture +) and can be a good choice to
kill/support single Zeus and Phoenix; sell them if you have enough white
Ultimates and Rockets

lon 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 goodlast 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

by Easy



=BT Shortcuts

MULTIPLAYER TOWER DEFENSE

Send Mercury

Send Mako

Send Fast Nova
Send Large Manta
Send Demeter

Send Ray

Send Speedy Raider
Send Big Toucan
Send Vulture

Send Shark

Send Racing Mamba
Send Huge Titan

or Y Send Zeus U Upgrade the currently selected tower
Send Phoenix

Send Express Raptor TAB Toggle sound on/off

Send Mothership

sorwNeE

Set "Farthest" strategy
Set "Weakest" strategy
Set "Strongest" strategy
Set "Closest" strategy
Set "Fastest" strategy

<OXNTOW>»XoMm

Build Gun Turret (Basic)
Build EMP Emitter (Slow)
Build Cannon Tower (Splash)
Build"Missile Silo (Rocket)
Build Tesla Tower (Speed)
Build lon Cannon (Ultimate)

SHIFT + creep shortcat wave of 20 creeps

U O ©

S ZWCTITO
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'@wm Tower strategies

MULTIPLAYER TOWER DEFENSE

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

Additionally there is the option to enable the LeSkategy (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.
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’@zespm 5 general defending tips

Use good def spotwith a maximum of path segments in defending range.
Build thedefense far back and as late as possiblsave credits.
Sellweak tower$ TO®S P . I AA0a0 AF e&2dz R2y QiU yS:

Learnbuilding with shortcutsaand use differentower strategies

Build towers withsingle damage always behitmlvers withsplash damage
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Pl D Slowtower positions

MULTIPLAYER TOWER DEFENSE

It is better to havetoo many Slowsas too few, butmore then 16 Slows
IS senselesshbecause a 4*4 raster would fill up the whole map!

HEBE

3

e To slow everything you

- should build a Slow

TITT tower next to every
4™ path segment.

[P

E NN

38 b2

I N

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.

good Slow positions for many maps you can finc!
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http://www.creeptd.com/forums/viewtopic.php?f=16&t=74

'@w*ﬂ Defense spots

MULTIPLAYER TOWER DEFENSE

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 mos
they shoot all the time, caused by the big range.

1segment 2 segments 3 segments
I’l L "i;'%' i RS R
- ) > iy —
You need to know 3 different ranges: tLLJ—/..} N8 Bm W0
. LA A vl
SN TR

not good for  very good for

Gwl yaSwma wik 3 ASNE Vﬁr')é%)gjs()s ; B

1 segment in each directiorBasig Splash
2 segments in each direction: sh,Speed, Roe

3 segments in each directioBasic, Speed; oket |
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Freer D Defense spots

some examples . . .

7 = 9ps 1lps
PS W@ /ps . .
- i@)] w&) :
IMEN Gps L[ X _gps |
W@ Sps 8ps T [ [ 7P
6ps | (2] 3ps 9ps SRR 11
-

ps = path segments in range by Easy



'@wTD Defense areas

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

build some Splash there if you have
2000+ income to kill mantas, later rockets for toucans

Main defense X just for Splash damage during the
whole game, start to build here if you need more space

Main defense Z here 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

Late defense& here you just build if creeps pass the
Main defense areas ; single damage only; sell the towe
I FGSNJ RSTFSYRAY3I AT y2 ySg
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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'@wm How to defend

MULTIPLAYER TOWER DEFENSE

_ This are only examples!
defend with y P

> Merc »

Baics, Ias

Splaskt, close _%%%S |
LLL B

Basicg; farthest Splaslt, close

N . I E%_ Splaskt, close or hard

Splaslt, close or hard

. Basicg farthest
Basics; farthest L XX
Bascs Splash, (Slow)
[
i | ‘ Splash; hard
m' Splash; farthest @ SIOW& fastest
! Iy or farthest
Bascs Sphsh (Slows) K
ir.élj'-“ Slowsc farthest (first) —  Slowsg farthest
| and fastest (second “
1Slows - ( )
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'@wm How to defend

MULTIPLAYER TOWER DEFENSE

This are only examples!

defend with o
Splaslt, farthest m ﬁ Splaslt, farthest
s 95 Speed; farthest o E ® Speed; farthest
Speed Splash Slows Slowc fastest X . Slowc fastest
©
> T 6—5; Splaslt, close or hard n{j@ 'ﬁv;::gi Splasit hard/farthest
- Speed; farthest B, Speed; farthest
SpeedsSplash h A
o Splaslkt, close or hard Splasit hard/farthest
s [ Speed; farthest Speed, farthest

Slowc fastest Slowc fastest (farthest)

Speeds Sphsh Slo

Splaslt, hard/farthest
Speed; farthest
Slowc fastest

Splasht, close or hard
Speed; farthest
Slowc fastest

A e [
Speeds :
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’@w”” Endgame Defense

At the end you should defend only wikkockets, Ultis and Slows
Enoughslowsthat the wholepath is coveredthis should be possible witt6 or less
Thelongeramap, the more Rocketyou should build.

Farthestis the most recommended strategy foiitimatess & 2 YS G A Y S dwitch G Q
the last Ultigo weak 10-30 seconds before a wave reaches the endjlter some creeps

Usefarthest strategy at youslowswhichare surrounded by Rockets
at all otherslows you should usestest

Usefarthest, close or hardtrategy at youiRockets 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 taell Rocketsafter a wave passed, ardiild Ultimates(high range).
by Easy



’@Emm

MULTIPLAYER TOWER DEFENSE

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.

& & & 4 DEEEEE 4 & 4 4 4 4 sEEEEEC wWE %
444 HEE (4 & 4 b b & B e HE  E 6w
S 4HEER F Deds44 G0 B WE e
SHEEEE &4 b HE  HO S
S SHENHNEE {9 4 % 5] i 7
4 H H& + & %
MEEE & K = ¢ &
HEEE — — REE +4 [+ 44
R EE E
(i M Hed ek oo E
HE & B XX &8 I
R = (== = = 0 4 O
IR EEER 4 & 4 b
E(E (R R O S (|
# H HEESS4Eeeed 7]
(i e o SRR S HEEEEEEEEEEEERERE
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