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Breach 1|1
BEFORE YOU PLAY. .
Back-up Those Di sks!

Breach 2 is not copy protected and we encourage you to back-up your disks
prior to play. In fact, if you haven't done so already, now would
probably be a good tine!

Pr obl ens Runni ng Breach 2

I f you should experience a problemin running this software on your
conputer, Omitrend provides tel ephone assistance several tines per week.
Call (203) 658-6917 for the current assistance schedule. W regret that
our staff cannot answer any questions regardi ng gane hints.

Shoul d you run across a bug in the program please drop us a note. Be sure
to include the version nunber of the game (this can be found on the gane
title screen) as well as a description of your conmputer system Al
correspondence and di sks should be mailed to:

Omitrend Software, |nc.
Mai | Stop 400
P. 0. Box 733
West Simsbury, CT 06092

Limted Media Warranty

Omitrend Software, Inc. warrants all nedia for a period of ninety (90)
days fromthe date of purchase. Should you experience a problemwthin
that period, return the defective disk along with dated proof of purchase
(do not include the manual or the gane box). Should you have a probl em out
of warranty, Omitrend Software will replace the defective disk for

$8.00. We regret that we are unable to return any packing materials you
use to ship your disk. Omitrend Software, Inc. will not be responsible for
repl acing nedia free of charge within the warranty period that has been
subj ected to msuse or excessive wear

Limted Software Warranty

This software and the encl osed manual are sold "As Is" without warranty to
their performance. The entire risk as to the results and performance of the
programis assuned by you. The Limted Software Warranty is the only
warranty of any kind, with expressed or inplied, including but not

limted to the inplied warranties of nerchantability and fitness for a
particul ar purpose that is made by Omitrend Software, |nc.

Neit her Omitrend Software, Inc. nor anyone el se who has been involved in
the creation, production, or delivery of this programshall be liable for
any direct, indirect, or incidental danages arising out of the use, the
results of use, or inability to use such product even if Omitrend Software,
Inc. has been advised of the possibility of such damages or claim Sone
states do not allow the exclusion or limtation of liability for
consequential or incidental danages, so the above linitation may not apply
to you.
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GETTI NG STARTED

Your Conmput er

| BM Tandy

Syst em Requi renent s

| BM PC, Tandy, or Conpatible conputer with at |east 512K of nenory, M5 DOS
(or PC-DCS) 3.0 or higher, and CGA, EGA, VGA, or Tandy conpati bl e graphics.

A Mcrosoft, Tandy, or conpatible nmouse is optional. CM and AdLi b sound
boards are supported.

Pl ayi ng Breach 2 on Fl oppy Di sks

Start your conputer using DOS or a hard drive. Once you have the "A>"
DOS pronpt, place your Breach 2 gane disk in drive Al Type "BREACH2" and
press [return] to start the game. To run the scenario builder, type

"BUI LDER".

Pl ayi ng Breach 2 on a Hard Di sk

Copy all the files fromyour Breach 2 disks to your hard disk. Mke sure
the default drive is set to your hard disk. For exanple, if your hard disk
is drive C, type "C." and [return]. You will then see a "C". Type
"BREACH2" and press [return] to start the ganme. To run the scenario

bui |l der, type "BU LDER'.

Usi ng a Mouse

Breach 2 supports a Mcrosoft, Tandy, or conpatible nouse. Be sure that
your nouse driver is installed properly before running the gane.

Using the Creative Miusic System (CVS) or AdLib Sound Board

Breach 2 uses the extensive features of the CMS and AdLi b sound boards to
produce stereo sound effects. Upon running the ganme, you will be all owed
to select which of these cards you have install ed.

Ani ga

Syst em Requi renent s



Any Ami ga conputer with at |east 1 nmegabyte of nenory.
Pl ayi ng Breach 2 on Fl oppy Di sks

Pl ace the Breach 2 disk in the floppy drive and turn on the computer. Wen
t he wor kbench screen appears, click on the Breach 2 disk icon. A w ndow
wi |l open showi ng the contents of the disk. Double-click on the Breach 2
file icon to begin the game. You shoul d double-click the Scenari o Buil der
icon to run the scenario builder
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Pl ayi ng Breach 2 on a Hard Di sk

Copy all of the files fromthe Breach 2 disk into a drawer on your hard
di sk. Double-click on the Breach 2 file icon to begin the gane. You
shoul d doubl e-click the Scenario Builder icon to run the scenario builder

Mul titasking

If you use your Amiga for nultitasking, you will need a nmethod of npving
the Breach 2 screens to the back since the screens do not have a normal
title bar. The F10 function key will nove the gane to the background.

Atari ST

Syst em Requi renent s

Any Atari ST conputer with at | east 512K of menory and a col or nonitor
Pl ayi ng Breach 2 on Fl oppy D sks

Pl ace the Breach 2 disk in floppy drive "A" and turn on the computer. Wen
t he desktop screen appears, double-click on the Disk Drive "A" icon. A

wi ndow wi || open showi ng the contents of the disk. Double-click on the
BREACH2. PRG file icon to begin the gane. Double-click on the "BU LDER PRG'
icon to begin the scenario buil der

Pl ayi ng Breach 2 on a Hard Di sk

Copy all of the files fromthe Breach2 disk into a folder on your hard
di sk. Double-click on the BREACH2. PRG file icon to begin the gane.
Doubl e-click on the "BU LDER PRG' icon to begin the scenario buil der

Starting Breach 2

To begin the ganme, start the Breach 2 program according to the instructions
in the previous section for your conputer. The game will require you to
enter a word fromthe manual. Be sure to include all bold faced titles
(except for the section title at the very top of the page, the "Getting
Started" title on this page for exanple).

The gane will then display the select screen. This screen lists the
avai | abl e scenarios, squad | eaders, and ganes. nore on this in the "Sel ect
Screen" section of the manual. For now, we will lead you into starting a
gane quickly so you can see what it |ooks like.
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Creating Your First Squad Leader
Cick on the "Create" button in the squad | eader wi ndow (press "C' if you
don't have a nmouse). A window will appear allow ng you to nane a new squad
| eader character. Type in the nane and press the return key. The new
squad | eader will appear on the list.

Starting Your First Gane

Now t hat you have created a squad | eader of your own, let's play a

scenario. |If you don't have a nouse, skip to the next paragraph. dCick on
the scenario titled "River Crossing"”. It should now be highlighted. dick
on the squad | eader you just created it should also be highlighted. dick
on the "Make" button in the gane wi ndow. A wi ndow will appear allow ng you
to enter a name for the game you are about to play. Type in a name and
press return. Another wi ndow will appear asking for the skill |evel.

dick the nouse pointer on beginner. After a few seconds, the gane should
appear in the game window. Click on the gane and it shoul d be highlighted.
Now click on "Play" and the game will begin. Skip the next paragraph (it
is for players without a nouse).

Repeatedly press the tab key on your keyboard. You will see a highlight
bar nmove between the three windows. This is how you sel ect which w ndow
you want to work with. Press the tab key until the scenario wi ndow is

sel ected. use the up and down arrow keys to highlight the "River Crossing"
scenario. Now press the tab key to highlight the squad | eader w ndow.

Sel ect the squad | eader you just created by pressing the down arrow key.
press the "M key to make a new game. A wi ndow will appear allow ng you to
enter a name for the ganme you are about to play. Type in a nane and press
return. Another wi ndow will appear asking for the skill level. Press the
"B" key for beginner. After a few seconds, the gane should appear in the
game wi ndow. Press tab again to select the gane wi ndow. Press the down
arrow key to select the gane you just created. Now press "P" to begin the
gane.

The screen now showing is the gane screen. This is where the battles take
pl ace! Before we can get you playing, though, we nmust outline the way
scenari os are played.

THE SCENARI OS
The Concept of the Scenario

Scenarios are conbat situations you nust bring your squad | eader into in
order to advance himthrough the ranks. Squad |eaders are assigned a squad
of up to 9 marines. |In order to win the scenario, certain victory
conditions must be satisfied. These conditions are different dependi ng on
the scenario. Scenarios take place on a playing field that is conposed of
50 squares by 50 squares and 5 | evels.

Squad Leaders are soldiers of the Federated Worlds Special Forces (FWSF)
and operate under the jurisdiction of the Federated Wrlds. The Federated



Wrlds is a governnent of stars in the |ocal group
O der of Play

Scenarios are played in rounds that are conposed of two phases. First is

t he player phase foll owed by the eneny phase. |In each of their phases, the
pl ayer or eneny performall their novement and conbat. Each round consumnes
30 seconds of gane tinme (inmportant since scenarios have a time limt).

Movenent Points

Most every action the player and enem es performrequire novenment points.
Each marine and eneny are give a certain nunber of novenent points (np's)
at the beginning of each round. Once all of the noverment points for a unit
have been exhausted, that unit nust wait until the next round before doing
anything el se. Movenent points are based on the unit's class, vitality,
and encunbrance. A nore conplete description of this appears later in the
section on Marines.

Depl oyi ng a Squad
Marines enter a scenario through a special square called the entry square.

No two marines or enenies can occupy the same square at the sanme time, so
this square nmust be clear in order for nore marines to enter

You can continue to nove a narine until he runs out of novenent points. |If
you are finished with a marine or you wish to nove others and conme back to
himlater, you can. The "Gane Screen" section will describe howto do
this.

Scenari o Ratings

Scenarios are rated to allow you to deternmine how hard it will be to win.
Ratings are (in increasing order of difficulty) Easy, Medium Hard, Very
Har d.

M ssion Briefing
Each scenario contains a briefing that you can review at any tine. This
will detail the background of the scenario as well as possibly containing
hints on how to go about conpleting the m ssion
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Vi ctory Conditions
One or nore of these conditions will have to be met in order to wn:
Rescue Prisoners - You nmust rescue all the prisoners in the scenario.
Rescui ng a prisoner neans taking themas you woul d any other object in the
gane. If this is a victory condition, be sure none of the prisoners are
killed or else you will |ose.
Capture DataPacks - You must capture all the DataPacks in the scenario.

This means you nust take and hold them If this is a victory condition, be
sure none of the DataPacks are destroyed or else you will |ose.



Destroy DataPacks - Basically the opposite of capturing DataPacks. You
nmust destroy all the DataPacks in the scenario.

Exit Combat Zone - all the surviving narines in your squad nust |eave the
scenario through a special terrain square called an exit square.

Kill n% Opponents - At least n% (it varies by scenario) of the opponents in
a scenario nust be killed.

Qccupy n Cccupation Squares - At least n (again, this varies by scenario)
occupation squares nust be occupied. This neans that your squad nenbers
nmust be standing on at least n of a special terrain square called an
occupation square at the sane tine.

All scenarios also have atinme limt. Once the tine limt is reached, the
scenario will end. You nust satisfy the victory conditions before this
limt is reached.

A m ssion orders wi ndow can be displayed at any tine. This wi ndow will
show the victory conditions and whi ch ones you have al ready satisfied.

Advanci ng Your Squad Leader

Your overall objective is to advance your squad | eader. You do this by
successfully conpleting scenarios. The nore active a squad | eader is in
battle, the nore likely it is he will see sone kind of inprovenent at the
end of a successful scenario. Shooting accuracy is inportant, but cracking
and detecting abilities should be honed as well.

Your squad | eader begins as an Ensign, and will advance in rank as his
abilities progress.

8
Saving a Ganme In Progress

You have the ability to save a ganme at any point. This neans you can stop
pl ayi ng and resune a gane | ater

Endi ng a Gane

A ganme will end when the victory conditions are nmet or your squad | eader is
killed. |If your squad | eader dies, the ganme is erased and the squad
| eaders statistics will revert to what they were before begi nning the gane.

Maki ng Your Own Scenari os

You can create new scenari os or nodify existing ones by using the scenario
bui |l der program The section "Your Conputer" that described howto run the
Breach 2 gane al so describes how to run the scenario builder. There is
anot her section later on in this manual that describes how to use the
scenari o buil der.

Chai ni ng Scenari os

When naki ng scenarios, you can specify that one or nore scenarios are to be
"chai ned" together. This means that when one scenario is conpleted, the



ganme will automatically load the next scenario in the chain. This allows
for larger mssions that will not fit in the normal space of a single
scenario. \Wen chaining, the Squad Leader's condition will carry over to
the next scenario. Two things may happen to the rest of the marines; (1)
You may be given a new squad or (2) Your squad and their condition wll

al so carry over. Wich of these take place depends on how t he scenari os

were created. Normally, the nmission briefing will tell you which wll
happen.

A Squad Leader that is pronoted when chaining fromone scenario to another
is considered a field promotion. |If he is killed in action, or does not
conpl ete the scenario, the pronotion will be void.

Skill Levels

There are two | evels you can play, beginner and experienced. The
di fference between the two levels is the way in which you see the

surrounding terrain and the intelligence | evel of the opponents. |If you
set the skill level to beginner, all of the squares surroundi ng your
marines will be visible. |If you select experienced, you will not be able

to see through walls and cl osed doors.
The Map Gid

When first starting out playing Breach 2, it can sonetines get confusing
when novi ng your nmarines through the 3-D | andscape. Pressing the F6 key
when in the game screen will turn on the map grid. This is a grid which

wi || be superinposed over the map only when tracing a path for your narines
to nove. The grid will help you to see exactly where the paths can be
traces.

9
Playing Wth O her |1 GS Products

Interlocking Game System (IGS) is a unique nethod of allow ng separate
ganes to conmbine with one another to formone huge gane. Breach 2 is able
to be entered by other Omitrend | GS ganes as though they were all one big
ganme. This neans your role playing character (in the case of Breach 2 the
Squad Leader) can adventure through many ganes. Breach 2 scenarios can be
part of a surface attack in one ganme or a spaceship's boardi ng sequence in
anot her .

Breach 2 is a non-controlling nodule, neaning it will be run automatically
by another 1 GS program Check with your dealer or contact Omitrend for
i nfornmati on about other ganes that are part of the IGS system

Where to Go From Here

By now you are probably wonderi ng when you will get to play the gane.

Wel I, now that you understand the basic idea behind the scenario, it is
just a matter of learning how to control your marines and knowi ng how t he
obj ects and opponents work. You should refer to the section "The Gane
Screen” to learn about all the different controls. The objects and
opponents are described in their own sections. The objects section will
list the objects and descri be how each is used. The opponents section wll
descri be how each opponent attacks and the best ways to defeat them An



addi ti onal section on terrain squares describes each type of terrain, any
strategi ¢ advantages, and how many novenment points it takes to cross.

When you are ready to end this sanple nmission and begin a real gane, you
will need to refer to the section "The Assignnments Screen” which will
descri be how to manage ganes and squad | eaders. There is also a handy
section "The Scenarios" which sumarizes the scenarios that conme with the
gane.

Finally, once you get the hang of things, the last section is a quick
reference page which lists all of the commands in the game. Try the
conmands out using the sanple game you have already started. The sanple
scenario is there so that you can get used to the game. \When you feel you
are ready, begin with one of the easy scenari os and work your way up.
You'll have your squad | eader to 2nd Lieutenant in no tine!
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THE ASSI GNMVENT SCREEN
The Assi gnnment W ndows

The Assignment Screen is a collection of three wi ndows. The I|argest

wi ndow, "Avail able Scenarios" lists the scenarios available for your Squad
Leader to command. Next to the nane of each scenario is the difficulty
rating.

The next window, titled "Squad Leader List", displays the Squad Leader
characters that are available to play. This list will be enpty until you
create your own Squad Leaders. Next to the Squad Leader nane is the nane
of the scenario they are currently comanding. |If they are not currently
engaged, this will show as "Avail able", neaning this Squad Leader can begin
a new m ssion.

The renmaining window is titled "Scenarios in Progress". It lists the
scenarios that any Squad Leaders are currently commandi ng. Wen you start
a gane, you select the scenario you want to play and the Squad Leader you
command. You will then be able to give the mission a nane. This nane
appears in this list. Next to the name of the scenario in progress
(mssion) is the nane of the scenario it is based on. The list will be
enpty until you select a Squad Leader and a Scenario to play.

If You Have a Mbuse
Any itemin a wi ndow can be selected by pointing to it and clicking the
nouse button. At the bottom of each windowis a row of buttons. These can

al so be selected by pointing to them and cli cking.

The Avail abl e Scenari os wi ndow al so has two additional buttons, one on each
side of the wi ndow nane. These buttons, which look |ike up and down

arrows, will "scroll" the list of scenarios in the event that there are
nore scenari os available than will fit in the window all at once. dicking
the nmouse on the up arrow will scroll the list up. dicking on the down

arrow will scroll the Iist down.
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If You Don't Have A Mbuse

The "tab" key on the keyboard is used to select the w ndow in which you
want to select an item |If you press this key repeatedly you will see the
title of each wi ndow change color alternately (try it). Once you have

sel ected the wi ndow you want, use the up and down arrow keys to select an
item The buttons bel ow each wi ndow can be selected by typing the first
letter of the button nane. For exanple, to select the "Create" button in

t he Squad Leader wi ndow, press the "C' key. |In fact, anytinme you encounter
buttons with nanes on them anywhere in the gane, you can select themin the
sane fashion.

The Avail abl e Scenari os wi ndow al so has two additional buttons, one on each
side of the wi ndow nane. These buttons, which look |ike up and down
arrows, will "scroll" the list of scenarios in the event that there are
nore scenari os available than will fit in the window all at once. Pressing
t he page up (PgUp) key on the keyboard will scroll the list up. Pressing

t he page down (PgDn) key will scroll the Iist down.

The Buttons

The buttons bel ow each wi ndow do the foll ow ng:

Avai | abl e Scenari os W ndow

Renopve - Renobves the sel ected scenario fromthe disk.

Add - Adds scenarios fromadditional Breach 2 scenario disk (available
directly fromOmitrend). See "Additional Scenario D sks" on page 13.
Quit - End the gane.

Squad Leader W ndow

Create - Creates a new squad leader. You will be required to enter a nane
for the Squad Leader.

Exani ne - Shows the current stats for the sel ected Squad Leader.

Del ete - Deletes the Squad Leader fromthe disk.

Ganes I n Progress W ndow

Make - Starts a new gane. You will be allowed to enter a nane for the
gane.

Play - Play the sel ected gane.

Stop - Stop a ganme in progress and nake the Squad Leader avail able for
ot her ni ssions.
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Just Starting Qut?

If you are just beginning to play Breach 2, the first thing you will want
to do is nake a Squad Leader character. You can use the one you created

for the sanple scenario or nake a new one. |f you want to nake a new one,
select the create button and enter a nane. |If you want to reuse the sanple
Squad Leader, you will first need to check and see if he is available. |If

you conpl eted or | ost the sanple scenario, he should already be avail abl e.
If you just saved the sanple scenario in progress, you will need to sel ect
it and use the stop button.



Once you have a Squad Leader avail able, select on of the easy scenarios

and sel ect the make button. Enter a name for your m ssion and press
return. When asked for the skill level, select beginner. The mssion wll
now appear on the Scenarios in Progress list. Select that mssion and then
the play button. Now you're ready for battle!

Addi ti onal Scenario Di sks

You can purchase additional scenario disks directly fromOmitrend. You
can al so create scenario di sks of your own using the Scenario Buil der
program The "Add" button allows you to access these additional scenario
di sks. The button will do two different things depending on the type of
di sk drive you are using:

Hard Disk - If you are playing on a hard disk, selecting the "Add" button
will copy scenarios froma scenario disk in the first floppy drive onto
your hard di sk.

Fl oppy Disk - If you are playing on a floppy disk, selecting the "Add"
button will allow you to replace the disk currently in the drive with

anot her scenario disk. |If you select a currently avail able Squad Leader
before selecting "Add", you will have the option of noving the Squad Leader
to the other scenario disk. For instance, suppose you purchased a scenario
disk fromOmitrend. You want to use your favorite Squad Leader " Conrad"
with the new missions. You would select "Conrad" fromthe Squad Leader
list (presunming he is available), then select the "Add" button. A wi ndow
wi || appear asking you if you want to nove "Conrad" to the other scenario
disk. If you select the yes button, "Conrad" will be noved to the new disk
and you will be able to begin new mni ssions.

13
THE GAVE SCREEN
The Game Screen
The gane screen is where your Squad Leader conmands his missions. The
large map in the center of the screen displays the surrounding terrain,

obj ects, and opponents. The surroundi ng wi ndows and buttons are used to
control the scenario.
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The Map W ndow

The map wi ndow di splays the terrain surrounding the currently sel ected
marine, with the marine at the center. The windows is broken up into an
invisible 9x9 grid in which you can nove your nmarine. Sone sections of the
terrain may not be visible at the experienced skill level. This is due to
the fact that you cannot see through walls or closed doors. At the top of
the window i s a bar showi ng the name of the mission being played.
Bracketing this nane is the rank insignia of the m ssion Squad Leader. The
map wi ndow al l ows you to do the foll ow ng

Move the Current Marine - The current marine (at the center of the display)
can be noved to another location in the map wi ndow. When he reaches his
destination, the nap window is shifted to place himback at the center of
the wi ndow and new terrain is displayed. The marine can only be noved onto
valid terrain squares (see the Terrain section) that can be seen and only
as long as the mari ne has enough novement points.

Marines that are standing in a square with snoke will not be able to see
any of the surrounding squares, and thus, will be unable to nove. The nap
wi ndow wi || appear with the marine at the center and the surroundi ng
squares will all be grey.

Moving the marine is done by tracing a path fromthe square he is in (at
the center) to the destination square. |If you don't have a nmouse, skip to
the next paragraph to learn howto trace a path with the keyboard. Tracing
a path with the nouse is done by pointing at the current marine, pressing
and hol di ng down the nouse button, then noving the pointer along the path.
As you trace the path fromone square to the next, the number of novenent
points remai ning (displayed in the marine statistics window) wll change.
You can backtrack the path if you make a nistake. Wen the path has been
traced to where you want the marine, rel ease the nmouse button
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To nove the marine using the keyboard, press the "P" key to begin tracing a



path. You can now use the keyboard keys to trace the path in 8 directions.

Each time you press a key, the path will extend one square in that
direction. As you trace the path fromone square to the next, the nunber
of movenent points renmining (displayed in the nmarine statistics w ndow)
wi | I change. You can backtrack the path if you make a nistake. when the
path has been traced to where you want the marine, press the mddle key on
t he keypad (the "5" key).

Move the Map Cursor - The map cursor is used for sone of the keyboard
conmands. It is turned on and off by pressing the F6 function key. It
wWill turn on automatically upon starting a scenario if you do not have a
mouse. The map cursor appears as small brackets surrounding a map square.
The map cursor may be noved around the map by pressing the arrow keys in
the direction you want to nove the cursor

Sel ect Another Marine - |If there is another marine on the map you want to
control, you can select himas follows (if you don't have a mpuse, skip to
t he next paragraph). Point to the marine with the nmouse pointer. Hold

down the "Alt" key and click the nousebutton. That nmarine will then becone
the current marine and the nap will shift to display himat the center

To sel ect another marine with the keyboard, first make sure the map cursor
is on. The map cursor is turned on and off by pressing the F6 function
key. Select the marine by noving the map cursor to his location, then hold
down the "Alt" key and press the "Z" key.

Change the Current Marine's Facing - The direction the current marine is
facing can be changed as follows. Wth a nouse, nove the pointer to one of
t he ei ght squares surrounding the marine, then hold down the shift key and
click the nmouse button. Wth the keyboard, nove the map cursor to one of

t he surroundi ng ei ght squares, hold down the shift key, then press the "Z"
key.

Fire a Wapon - The current marine's arned weapon can be fired at a square
as follows. Wth the nouse, just pint to the square and click the button
Wth the keyboard, nove the mouse cursor to the square and press the "Z"

key. In order to fire at a square, the marine nust be facing within 45
degrees of the square. Oherwi se you will have to change the nmarine's
faci ng.
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The Marine Statistics W ndow

The window to the right of the map displays statistics about the currently
selected nmarine. At the top of the window is the nane of the marine. The
stats displayed are:

Movenent Points - The nunber of nobvement points renmaining this round.
Vitality - The current vitality. A warning box will appear here if the
vitality drops bel ow 30%

Health - The current health. A warning box will appear here if the health
drops bel ow 50%

Encunbrance - The current encunbrance |evel

Accuracy - The marine's shooting accuracy.

Detect - The percentage chance of this marine nmaking a successful detect
with a detector.



Crack - The percentage chance of this narine making a successful crack with
a crack unit.
Ammo - The nunber of rounds available in the marine's anmo clip.

dicking the nouse at the top of the wi ndow (where the marine's nane is
shown) will display a list of all the narines in your squad. Keyboard
pl ayers can display this list by pressing the "L" key.
The Tine Renumi ni ng Di spl ay
In the upper right hand corner is a display showing the total renmining
time in the mssion. Wen this nunmber reaches 00:00: 00, the mssion wll
end. Each round consunes 30 seconds of mission tinmne.
The Buttons
The rest of the ganme screen contains buttons that performvarious
functions. You can select a button by clicking on it with the nmouse, or by
pressing the keyboard key that is assigned to the button
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The Arm Weapon/ Det onate Renptes Button (or "A" Key)

Pressing the arm weapon button will bring up a wi ndow enabling you to
sel ect which type of weapon you want the currently selected marine to use

when shooting. Displayed will be selections for Unarned (no weapon), Three
types of guns (described in the Objects sectionO, and Psionic Stun
(described in the Marines section). |If a marine is not carrying a certain

type of gun, or does not have psionic ability, the appropriate selection

wi || be unavail able. The word "Unavail able" wi |l appear beneath sel ections
t hat cannot be selected. To select a weapon with the nmouse, just point to
the check box to the left of the weapon nane and click the mouse button. A
check mark will then appear in the box (unless the weapon is unavail abl e).
To select a weapon with the keyboard, press the first letter of the weapon
nane ("U' for Unarned, "S" for stun pistol, etc.)

If you hold down the shift key when clicking the mouse button (or pressing
the "A" key w thout a nobuse), a wi ndow wi |l appear asking you if you w sh
to detonate renbte charges. See the Objects section for nore information
on renote charges and how to use t hem

The Open Door Button (or "K' Key)

Pressing the open door button will allow the current marine to open a door
he is standing next to. Wth the nouse (after pressing the open door
button), point to the door you want to open and press the mpouse button

The door nust be next to the current marine. Wth the keyboard (after
pressing the "K' key), press the keypad key corresponding to the direction
of the door. For exanple, if the door is above and to the left, press "7"
on the keypad. |If it is directly to the right, press "6". |If you are on
t he door, press "5".

The Use Shaft Button (or "S" Key)

Pressing the use shaft button will allow the current narine to change
levels by using liftshafts or dropshafts (see the Terrain section to



identify these shafts).
The Take Object Button (or "T" Key)

Pressing the take object button will allow the current narine to take an
obj ect he is standing next to or standing on. Wth the nouse (after
pressing the take object button, point to the object you want to take and
press the nobuse button. The object nust be next to the current marine or
the mari ne nust be standing on the object. Wth the keyboard (after
pressing the "T" key), press the keypad key corresponding to the direction
of the object. For example, if the object is above and to the left, press
"7" on the keypad. If it is directly to the right, press "6". |If you are
on the object, press "5".
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The Drop Object Button (or "D' Key)

Pressing the drop object button will display a window listing all of the
objects the current narine is carrying. The window is |large enough to
display up to 5 objects at a time. |If the marine is carrying nore than 5
objects, you can click on the up and down arrow keys (keyboard players can
press the "PgUp" and "PgDn" keys) to scroll the list. Select the object
you want by clicking on its nanme (keyboard users can use the up and down
arrow keys). To drop the object, click on the drop button (or "D' key).

To cancel the drop, press the cancel button (or "C' key). No nore than one
obj ect can occupy a single square, so you cannot drop one object on top of
anot her .

The Use Object Button (or "U' Key)

Pressing the use object button will display a window listing all of the
objects the current marine is carrying. The window is |large enough to
display up to 5 objects at a time. |If the marine is carrying nore than 5

obj ect, you can click on the up and down arrow keys (keyboard players can
press the "PgUp" and "PgDn" keys) to scroll the list. Select the object
you want to use by clicking on its nane (keyboard users can use the up and
down arrow keys). To use the object, click on the wi ndow s use button (or
"U' key). To cancel, press the cancel button (or "C' key).

What happens now depends on the object you selected to use. See the
hj ects section for instructions on the use of each object.

The Scal e Button (or "W Key)

Pressing the scale button will change the nap into a "w de angle" view of
the surrounding terrain. |Information for this viewis provided by the
current marine and ot her marines noving through this area, detectors, and
crack units. Only terrain that has been seen by marines or detected by the
detectors and crack units will be displayed

The wi de angl e view consists of a 21x21 area with the current marine at the
center. Terrain squares are represented by col ored squares to distinguish
the terrain pattern. Wen scouts use the wide view, all opponents will
appear as orange squares. There is also a 40% chance that scouts will pick
up hidden proximty charges which will appear as yellow squares.
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The Next Marine Button (or "N' Key)

Pressing the next marine button will change the current marine. The
current marine advances to the next narine in the squad list. After you
have noved to the last nmarine in the list, pressing this button will cycle
back to the first marine in the list. Renenber, you can also directly

sel ect any marine appearing on the map. See "The Map W ndow' earlier in
this section for nore information.

The Next Round Button (or "R' Key)

Pressing the next round button will advance to the eneny conbat phase.
After the eneny conpl etes nmovenent and conbat, the tine remaining will
decrease by 30 seconds and return you to the beginning of the player phase.

The Save Gane Button (or F1 Function Key)

Pressing the save ganme button will tenporarily halt the mission. |If you
are at the beginning of the player phase, you will be able to save your
current location. Oherwise, if you |leave the mission at another point in
the round, your location will not be saved. Your progress since the |ast
poi nt you saved will be |ost.

The M ssion Orders Button (or "QO' Key)

Pressing the m ssion orders button will display a window listing the
victory conditions that nust be net in order to wind the scenario. A check
box appears to the left of each victory condition. A check nark will
appear in the box if the victory condition is satisfied.

The M ssion Briefing Button (or "B" Key)

Pressing the mssion briefing button will display a window with the m ssion
briefing. You should read the briefing upon beginning the scenario.

Di splaying the Map Gid (F7)

Pressing the F7 function key will cause a grid to be placed on the map

wi ndow that outlines the terrain squares. Beginners will find this useful
to help in tracing novenent paths. Press this key again to turn off the
grid.

Turning Of the Sound (F8)

Pressing the F8 function key will turn off the sound. Pressing the key
again will turn it back on.
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YOUR MARI NES
Basi ¢ Characteristics

Al'l marines and Squad Leaders share the followi ng basic characteristics:



Moverment Points - Each narine is given a certain number of nmovenent points
at the begi nning of each round. Alnpst all of the activities a marine can
performrequire nmovenent points (MP's). Conmbat activities such as taking
an object, firing the gun, noving, and using an object can all be done in a

single round until the novenent points are exhausted. |[|f you do not have
sufficient MP's for the activity you want to perform the computer wll
warn you. It is not necessary for a marine to use all of his nmovenent
poi nt s.

Unused novenent points will not accunulate. A marine with no novenent
poi nts remai ni ng cannot be selected with the next marine button. Wen the

nmovement points are exhausted, the conmputer will automatically select the
next marine. |If no marines remain with novenent points, the player phase
will end.
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Vitality - Vitality is a nmeasure of how well-rested a marine is. The

hi gher the vitality, the nore noves a marine has avail able in subsequent
rounds. |If a marine were at the 50%vitality |level, he would have 50% of
hi s maxi num nunber of noves avail abl e.

At the beginning of a mission, a marine's vitality is always 100% As a
mari ne noves about, his vitality is reduced at the same rate as his
nmoverment points. If a marine with 100%vitality fired a gun (3 nmp's), his
new vitality would be 97% Vitality is replenished at the rate of the
heal th percentage divided by 4, which means the maxinumrate is 25% per
round (100/4).

If a marine's vitality drops to 0% the marine is considered stunned and
he may not nove until the next round.

Health - Health is a nmeasurenent of the physical condition of the marine.
When a marine's health drops to 0% he has died.

Encunbrance - This is a neasure of the load on the marine. Each object the
marine is carrying contributes to his encunbrance. The greater the
encunbrance, the fewer novenment points the marine will have each round.



Opponents will be nore likely to target a nmarine that has a heavy | oad
Accuracy - This is a neasure of the shooting accuracy of the marine. For
marines with psionic talent, this is also a neasure of the accuracy of
psi oni ¢ stuns.
Detecting - This is a nmeasure of the marine's ability to use a detector.
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Cracking - This is a neasure of the narine's ability to use a crack unit.
Ammo - This is a count of the total nunmber of amm rounds in the marine's
amo clip. You can add to the nunber of rounds by using an ammp pack. The
marine will not be able to fire any guns if there are no rounds in the amo
clip.
Cl asses of Marines
Marines fall into the follow ng classifications:
Squad Leader - The squad | eader is your main character. This is the only

type of marine that is independent of the mi ssions. Squad Leaders have
ranks as foll ows:

Abbr evi ati on Rank

EN Ensi gn

2L 2nd Li eut enant

1L 1st Li eut enant

LC Li eut enant Conmander

CM Comander

CcP Captain

CO Comuodor e

AD Adnmi ral

RA Rear Admiral

VA Vice Admira

FA Fleet Adnira
Newl y created Squad Leaders begin as Ensigns. Upon a successful conpletion
of a mssion, there is a possibility that the Squad Leader will inprove his
Accuracy, Cracking, and Detecting skills. |In addition, depending on the

i mprovenents, he may be pronoted in rank. Once the rank of Fleet Adnmira
is reached, no further pronotion is possible.

The chance for advancenent depends on how nuch the Squad Leader
participates in conbat. In addition, advancenment in cracking and detecting
skills requires the successful use of these devices by the Squad Leader
during the mssion.

Once the Squad Leader reaches the rank of Admiral, he has devel oped a
psionic ability that can be used just like the Psionic Tal ent nmarines.

The gane will keep track of several other statistics for the squad | eaders
i ncl udi ng nunber of m ssions, nunber of kills, and conbat tine. These
stats can be examined fromthe Assignment Screen. Qher stats from

conpl eted missions will be saved.
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Mar auder - The marauder is the basic narine. They carry heavy arnor and
have a fairly high level of nobility.

Scout - Scouts have very light arnor, neaking themfaster than narauders.

Infiltrator - Infiltrators have nedium arnor and an average degree of
mobility. Infiltrators are very adept at using crack units.

Psionic Talent - Psionic talents wear the sanme arnmor as scouts. They have
the ability to stun an opponent with their ninds. An opponent so stunned
will be unable to function in their next phase. In addition, since
vitality regenerates slowy, it will take several rounds before the
opponent is back to full novenent strength. Psionic stuns will not travel

t hrough doors or walls. It is possible to stun your own troops, so be
careful. You cannot stun any opponent that is not a life form (Fun
Enpl acenment s, Robots, Bipeds, and Seekers). 1In addition, tanks cannot be

stunned as their arnmor protects the aliens inside.
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OPPONENTS
The Opponents
There are a variety of opponents your squads will encounter during their

nm ssions. These opponents are quite intelligent. Their general strategies
and met hod of attack are described in this section

Beast

The Beast is a carnivorous creature resenbling a small Tyrannosaurus Rex.
Beasts wal k on their hind legs. Their attack is by biting and thus, nust
be in an adjacent square to attack. They are senm-intelligent and can
snel |l out an opponent. They are attracted to | oud noises, including
gunfire. Fortunately, Beast are sonewhat slow. Their hide is thick and
sonewhat resistant to laser fire.

Mar auder

Marauders are sinmilar to your own narines. They carry laser pistols and
may have grenades, rockets, and other offensive weapons. They may al so use

canp suits, naking themhard for you to see on the map. |In fact, marauders
with camb suits will be alnbst inpossible to spot in dense terrain such as
rubble and jungle. Marauders are highly intelligent and will use the

surrounding terrain to the best of their advantage.
Alien

Alien soldiers are lightly arnored and, as a result, are very fast. Aliens
al nrost al ways have psionic abilities. They have the capability to emt
beans of energy fromtheir bodies. These beans have a bit less strength
than a standard | aser pistol. Aliens may al so carry grenades and ot her

of fensi ve weapons. They are fairly intelligent and will use a conbi nation
of their beans and psionic attacks very effectively.



Terradon

Terradons are primtive flying animals. They attack by swoopi ng down and
biting the victim Because they are constantly in flight during conbat,
Terradons are extrenely fast and nmaneuverable. Their scal ed body does not,
however, provide much protection from attack

Gun Enpl acerent

@un Enpl acenment are stationary defensive posts that operate by programed
instructions. They will attack any marine that comes within range. They
fire a dual beamthat has al nost twice the power of a laser rifle. GQun
Enpl acenments are stationary and will not nmove. They can, however, rotate
the guns to fire in any direction
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Wadgel
The wadgel is a small, weasle-like creature that attacks by firing quills
fromits tail. Wadgels are not known for their intelligence. They wll
attack al nost anythi ng novi ng, except another wadgel. Their small size and

low intelligence makes a single wadgel nore of a nuisance than a danger
However, in large quantities they can be quite dangerous.

Tank

Tanks are floating platforms that hover approximately 75 centineters above
the ground. They are controlled by small, highly intelligent alien
creatures froma control cavity inside. Tanks have a single-barreled |aser
cannon and are highly maneuverable. They also have a heavy arnor plating,
maki ng themdifficult to destroy.

Robot

Robots are intelligent, programmed machines. They are all copies of an
original that was designed to seek out and destroy an individual nanmed Dr.
Smith. During the copying process however, the program was scranbl ed.
Robots will now attack any of your marines, thinking they are this Dr.
Smith. They fire a formof plasma energy fromtheir claws. Robots tend to
attack with the precision of a well designed conmputer program This nakes
their nethod of attack somewhat easy to predict. However, due to the power
of their weapon, the robot should be taken quite seriously.

Bi ped

Bi peds are robots that walk on two |l egs. They contain a single |aser
weapon of equivalent power to a laser rifle. Bipeds are senmi-intelligent
and are capable of using the terrain to their advantage. The arnor on a
bi ped i s adequate, but not inpenetrable.

Seeker
Seekers are small floating orbs of unknown origin. Sone say they are

remmants froma |long dead race. Obs will destroy any hunan life formit
encounters. They have the ability to warp space around them allow ng them



to pass through walls. Obs usually have psionic abilities and al ways have
a beam weapon that can fire in any direction. Seekers can only be
destroyed with rennote charges. Any other weapon may tenporarily disable
the seeker for up to 5 rounds. These are extrenely dangerous opponents and
shoul d be avoided at all costs.
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OBJECTS
The Objects

This section lists all of the objects and how they are used. Follow ng the
nane of each object is the nunber of encunbrance points (see the Marines
section for a description of encunbrance points) they consune and the
nunber of novenent points it takes to use. For exanple, the snbke grenade
appears as "Snmoke Grenade (Enc 1 - MP 5)." This neans a snoke grenade uses
1 encunbrance point and take 5 novement points to throw

hj ects are used by selecting the use button. See the Gane Screen section
for a description of this button

Dat aPack (Enc 1 - MP 0)

A Data Pack is a small cartridge that stores data. Sone missions will
require that you nmust either capture or destroy DataPacks. Capturing a
Dat aPack means that they nmust be taken and held by your marines. There is
no way to use the DataPack

Prisoner (Enc 1 - MP 0)

Sonme missions will require that you rescue prisoners. Rescuing a prisoner
nmeans that they must be taken and held by your marines.

Rocket Launcher (Enc 7 - MP 0)

Rocket | aunchers are needed to fire rockets. |In order to use the | auncher
to fire a rocket, you should select the rocket itself after pressing the
use button.

Snoke Grenade (Enc 1 - MP 5)

Snoke grenades are small pal msized devices that, when thrown, will expl ode
in a cloud of snoke. This snoke will last the duration of the round.
Opponents caught in the snoke cloud will be unable to function. QOpponents
around the cloud will be unable to see through it. Wen selecting the
snoke grenade fromthe use button, you will be allowed to select the square
you wi sh to toss the grenade into. The marine need not be facing this
square. Pint the nouse at the square and click the nouse button. Fromthe
keyboard, use the nap cursor to select the square, then press the "Z" key.
The throwi ng range is 3 squares.

Personal Shield (Enc 2 - MP 0)
A personal shield is an el ectronic device that absorbs energy froml aser

hits and expl osive devices. Its function is automatic once the marine is
carrying the shield. Shields nornmally absorb approxi mately 20% of the



energy from an attack.
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Grav Shoes (Enc 4 - WP 10)

Grav shoes are el ectronic boots that, when worn, cause the nmarine to hover
approxi mately 23 centineters off the floor. Once worn, noving onto any
terrain square consunes only one novenent point (2 for diagonal nobves). In
addition, grav shoes will allow marines to traverse deep water and bl ank
terrain squares. Wen wearing grav shoes, the marine will be unable to use
any other objects except guns.

To wear the grav shoes, select themfromthe use button. To renove them

sel ect the use button again. |Instead of the normal use wi ndow appeari ng,
the marine will, instead, renove the grav shoes. Gav shoes will be
renoved automatically at the end of the marines turn. There is

approxi mately a 5% chance that the marine will be injured upon renoving the

grav shoes. In addition, the marine will be killed if he renpbves the grav
shoes over deep water or blank terrain squares.

Neut ron Bomb (Enc 2 - MP 6)

A neutron bonmb is a flat, disc shaped object about 31 centineters in
diameter. When thrown, it will explode, releasing radiation deadly to life
fornms. This explosion will do no damage to the surrounding terrain or
nmechani cal opponents. \Wen sel ecting the neutron bonb fromthe use button
you will be allowed to select the square you wish to toss the bonb into.
The mari ne need not be facing this square. Point the nouse at the square
and click the nouse button. Fromthe keyboard, use the nap cursor to

sel ect the square, then press the "Z" key. The throwing range is 3

squar es.

Canoufl age Suit (Enc 5 - MP 0)

A canoufl age suit (also known as a "cano suit") will cause the marine to be
al nrost conpletely invisible when worn (except to seekers which use a form
of radar). Marines will be harder for the eneny to detect when on dense
terrain like jungles and forest. A suit is worn upon taking it. In
addition, due to its bulk, it is inpossible to carry a canp suit w thout
actually wearing it.

Laser Pistol (Enc 1 - MP 3)

A laser pistol is the standard i ssue weapon of the FWSF. It can inflict a
fair anpbunt of damage to any opponent it hits. A laser pistol is arned by
selecting it with the use button or the armbutton (both will do the sane
thing). It consunes no novenment points to armthe weapon. The weapon is
fired according to the instructions in the Gane Screen section of the
manual . Firing the weapon takes 3 novenent points. Each discharge of the
weapon consunes 1 amo round.
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Laser Rifle (Enc 2 - MP 3)

A laser rifle is a prem umweapon. It can inflict substantially nore



damage than a laser pistol. A laser rifle is arnmed by selecting it with
the use button or the armbutton (both will do the sane thing). It
consunmes no novement points to armthe weapon. The weapon is fired
according to the instructions in the Gane Screen section of the nanual .
Firing the weapon takes 3 novenent points. Each discharge of the weapon
consumes 2 ammo rounds.

Laser rifles can only be fired a maxi nrum of five times per round. After
that, they overheat and will not cool down enough to permt operation until
t he next round.

Stun Pistol (Enc 1 - MP 3)

A stun pistol will stun any opponent it hits. It inflicts little damage to
t he opponent. A stun pistol is armed by selecting it with the use button
or the armbutton (both will do the sane thing). It consumes no novenent
points to armthe weapon. The weapon is fired according to the
instructions in the Game Screen section of the manual. Firing the weapon
takes 3 nmovenment points. Each discharge of the weapon consunes 1 anmo
round.

Crack Unit (Enc 9 - MP 9)
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A crack unit is a special device prinmarily designed for use by the

Infiltrator marines (although any narine class can use one). |In order to
use a crack unit, the marine nmust be standing on or next to a conputer or
control panel. |If the crack is successful, it will dunp all of the floor

plans for the current level fromthe opponent's computer system

To operate a crack unit, select it fromthe use button. A w ndow wil
appear if the crack was not successful. Either way, the map w ndow wil |
clear and display the entire 50x50 | evel represented by col ored squares.
If the crack was not successful, only the data gathered by the narines
noverments will be displayed. Oherwise, all wall squares will be
integrated with the data al ready gathered. Wen finished view ng the map
press the nouse button or any key on the keyboard.
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Detector (Enc 9 - MP 15)
A detector is a special device primarily designed for use by the
Infiltrator marines (although any nmarine class can use one). a detector

wi Il pick up opponents and proximty charges and relay their positions.

To operate a detector, select it fromthe use button. A wi ndow will appear

if the detect was not successful. |If successful, the map wi ndow will clear
and display a 21 x 21 area surrounding the current marine. The surrounding
terrain will be represented by col ored squares. The bright red squares

represent eneny units. The bright yellow squares represent proxinmty
charges. Wen finished viewi ng the map, press the nbuse button or any key
on the keyboard.

Medikit (Enc 3 - MP 9)

A nedikit is a small, non-reusabl e package used to heal wounds. When
consuned, it has the effect of increasing the health and vitality of the
marine by up to 50% a nmedikit is used by selecting it with the use
but t on.

Anmo Pack (Enc 2 - MP 8)

Ammo packs contain 50 rounds of amunition to be used with weapons. An
amo pack, when used, will release the rounds into the amo clips built
into every marines uniform These rounds are actual ly power charges,
maki ng them conpatible with all weapons. An amp pack is used by sel ecting
it with the use button.

Proximty Charge (Enc 5 - MP 0)

A proximty charge is a small expl osive canister that detonates when any
obj ect noves into the same terrain square. Proximty charges have the

expl osi ve power of a grenade. The proximty charge will not be visible, if
pl aced onto dirt, grass, or high terrain squares. Scouts have a 40% chance
of detecting hidden proxinmty charges (see the description of the scale
button in the Game Screen section for nmore information).

To use a proxinmity charge, sinply drop it. It will not be arned until the
mari ne noves off of the square. To pick up a proximty charge, nmove to an
adj acent square and take the object as normal
Foxhol e Maker (Enc 7 - MP 20)
The foxhole maker is a portable, powered shovel that automatically forns
foxholes in grass or dirt. To use the foxhole maker, select it with the
use button.
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Chronokl eptic Tablet (Enc 1 - MP 1)

The chronokleptic tablet, if taken, will tenporarily accel erate your
nmoverment ability. This means that in the follow ng round after taking the



tabl et, your marine will gain 15 novenent points (although it consunes 15
nmovement points in the current round). This is useful in the event you
require a marine to performsome task (such as noving into a conbat area,
setting a proximty charge, and |eaving) that requires nore novenent points
in a single round than nornal

The tabl et can be taken by selecting it with the use button
Rocket (Enc 3 - MP 5)

A rocket is basically a propelled grenade. It has a range of 50 terrain
squares and the expl osive power of a grenade. The marine nust be carrying
a rocket launcher in order to fire a rocket. Wen fired, the rocket will
travel in the direction the marine is facing. To fire a rocket, select one
with the use button. A rocket will continue to travel even after | eaving
the map wi ndow until it hits a target or the | evel boundaries.

Grenade (Enc 1 - MP 5)

Grenades are snall pal msized devices that, when thrown, w |l explode where
it lands. Grenades are fairly powerful and can level light walls. Wen
sel ecting the grenade with the use button, you will be allowed to sel ect
the square into which you wish to toss the grenade. The mari ne need not be
facing this square. Point the nmouse at the square and click the nmouse
button. Fromthe keyboard, use the nap cursor to select the square, then
press the "Z" key. The throwi ng range is 3 squares.

Remot e Charge (Enc 5 - MP 10)

Rempt e charges are radi o controll ed expl osive charges. They will detonate
when one of your nmarines sends a coded destruct conmand. Renote charges
are nore powerful than grenades and will actually bring down heavy walls.
The charges are arnmed by selecting themw th the use button. This wll
drop the object in the square in which the marine is standing. The charges
can be detonated at any tinme, fromany |level, by holding down the shift key
and clicking the nouse pointer on the armbutton. Fromthe keyboard, hold
down the shift key and press "A". Al renote charges that have been arned
will respond to the destruct signal. It is not possible to selectively
detonate armed charges. Any nmarine can detonate a charge, not just the
marine that armed it. You can disarma charge by taking it.
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TERRAI' N
Terrai n Squar es
Each square on the scenario map contains one terrain square. The terrain
squares are described in this section. Followi ng the nane of the terrain
is the number of nmovenent points it takes to enter that terrain square.

For exanple, the entry for table appears as "Table (5 nmp)", neaning it
takes 5 novenment points to enter a square with a table.
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Heavy Walls (2mp)

Mari nes can wal k on all heavy wall squares, but cannot cross from one side
of a wall to another

Thin Walls (2mp)

Mari nes can walk on all thin wall squares, but cannot cross from one side
of a wall to another

Shafts (5np)

Shafts are transport tubes that carry nmarines fromone |level to another

You can pass through a shaft square w thout actually using the shaft. In
order to change levels, you will need to select the shaft button when in a
shaft square (see the Gane Screen section). It is dangerous to stand in a
shaft square fromone round to the next. |[If an eneny decides to use the
shaft, the marine will be crushed by the shaft vehicle. Conversely, you
can destroy any opponents standi ng on shaft squares by using the shaft from
anot her | evel

Power Door (2np)

Mari nes cannot pass through cl osed power doors. A power door can be opened
with the open door button (see the Gane Screen section). Opening a power
door requires 10 novenment points.

St eel Door (2mp)

Mari nes cannot pass through cl osed steel doors. A steel door can be opened
with the open door button (see the Gane Screen section). Opening a steel
door requires 5 novenent points.

d ass Door (2np)

Mari nes cannot pass through cl osed gl ass doors. A glass door can be opened



with the open door button (see the Gane Screen section). Opening a gl ass
door requires 3 novenent points.
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Tabl e (5mp)

Tabl es occupy a good portion of the terrain square. You can, however,
stand in the sane square.

Chair (4m)

You can traverse squares with a chair.

Controls (5mp)

These are control panels that interface with alien conputers.
Dresser (6mp)

Dressers occupy a good portion of the terrain square. You can, however,
stand in the same square.

Bed (5np)

Beds occupy a good portion of the terrain square. You can, however, stand
in the same square.

Term nal (5np)

These are terminals that interface with alien conputers. Crack units are
able to tap into these ternminals to downl oad dat a.

Machi ne (6mp)
These are sonme formof alien machine. Their purpose is unknown to you.
Stun Field (8m)

These are fields of energy. When passing through a stun field, there is a
chance the narine will be stunned.

Transporter (6np)

Transporter pads, if stepped on, will transport you to another area.
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Fuel Tank (0mmp)

Fuel tanks contain highly explosive chemcals. |If they are hit with a

strong | aser blast or grenade, they may expl ode. Marines cannot enter a
square containing a fuel tank.

Conput er (5mp)

Conputers are alien nmachi nes and you cannot use or access them Crack



units can interface with these nmachi nes to downl oad dat a.

Wor ker (6np)

Wor kers are rather unobtrusive sen -human sl aves that function in a
zonbie-like state. They cannot attack or defend. You can stand in the
sane square as a worker.

Lockers (6mp)

Lockers occupy a good portion of the terrain square. You can, however,
stand in the same square.

Bl ank (1np with gravshoes)

Bl ank squares are areas of enpty space. They usually exist between ships
in mssions that take place aboard spaceshi ps. Bl ank squares cannot be
entered unless the marine i s using gravshoes.

Met al Fl oor (3np)

Metal floors are steel gratings. The texture of the steel makes wal king a
bit nore effort.

Pl ai n Fl oor (2np)

Plain floors are usually found inside buildings. They are made of a
concrete material.

Deep Water (1np with gravshoes)
Mari nes cannot enter deep water squares unless they are using gravshoes.
Shal | ow Water (4mp)

Shal | ow water is water up to one neter deep. Marines can traverse shall ow
wat er .
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Dirt/Water (3np)
These squares are a conbination of dirt and shallow water, a shoreline.
Grade (5mp)

Grades are transitions fromhigh terrain to normal terrain. The steep
sl ope nakes these hard to wal k on.

H gh Terrain (3mp)
High terrain is el evated about 9 neters above the normal | andscape. It

provides those on it with a strategic advantage. Accuracy in shooting wll
be i ncreased sonewhat when firing froma high terrain position.

Dirt (2m)



Dirt is firmy packed soil and is easy to traverse.

Grass (2mp)

Grass is easily traversable.

Foxhol e (6mp)

Foxhol es are small holes in the dirt that provide sone cover. Marines or
opponents in foxholes will have a defensive advantage, nmeaning it is harder
to hit soneone in a foxhole. 1In addition, danage from grenades and charges

will be | essened.

Li ght Vegetation (4np)

Li ght vegetation is conprised of tall underbrush and bushes. It can be
traversed.
Jungl e (9np)
Jungle is very thick vegetation. It can be traversed, but is extrenely
difficult.
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Forest (6np)

Forests are tall trees and thick underbrush. It can be traversed, but with
sonme difficulty.

Entry/ Exit (3np)

Entry and exit squares are the neans by which to enter and | eave the

scenario. Marines will enter, one at a tine, fromthe entry square. To

exit a narine, leave himon the exit square when selecting the next marine

or next round button. There is only one entry and one exit square in a

scenari o.

Qccupation (2nmp)

Cccupation squares are strategic locations in a mssion. The victory

conditions may require your marines to hold or occupy a certain nunber of

t hese squares. Holding an occupation square neans sinply to stand on it.
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THE SCENARI O BUI LDER

Runni ng The Buil der Program

Breach 2 includes a scenario builder that allows you to nodify other

scenarios or create your own. See the CGetting Started section for

i nformati on on how to run the buil der program on your conputer.

The Buil der Screen

The buil der screen consists of three wi ndows. Upon running the program



only two of these windows will appear at first. The wi ndow in the upper
right contains terrain squares. This is referred to as the "Palette

wi ndow'. The w ndow below that is the "Info wi ndow' and contains

i nfornmati on on the scenario nmap and the currently selected terrain square.
The third window is the map window. It does not appear until you open a
scenario for editing. A bar above the map wi ndow will display the nane of
the scenari o when one is open

Starting a New Scenario (F1)
The F1 function key will begin a new scenario (provided one is not already
open). The map wi ndow wi || appear and the terrain for all levels wl

default to a plain floor

Opening an Existing Scenario (F2)

The F2 function key will open an existing scenario for editing. A w ndow
wi | | appear displaying names of existing scenarios. The windowis |arge
enough to display up to 5 nanes at a tine. |f the disk contains nore than

5 scenarios, you can click on the up and down arrow keys (keyboard pl ayers
can press the "PgUp" and "PgDn" keys) to scroll the list. Select the
scenario you want to edit by clicking on its name (keyboard users can use
the up and down arrow keys). To open the scenario, click on the w ndow s
use button (or hold down the "Al't" key and press the "U' key). To cancel
press the cancel button (or hold dowmn the "Alt" key and the "C'" key). To
open scenari os on another di sk, see page 41 under "Accessing Additiona
Scenari o Di sks".

Saving a Scenario (F3)

You can save the currently open scenario to the disk by pressing the F3
function key. This will not close the scenario, allowi ng you to continue
editing. To save the scenario to another disk, see page 41 under
"Accessing Additional Scenario D sks"
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Closing a Scenario (F4)

Pressing the F4 function key will close the currently open scenario. |If
you have nade any changes since it was |ast saved, you will have the option
to save these changes.

Quitting the Scenario Builder (F5)

Pressing F5 will quit the builder program |[|f a scenario is open and
changes have not been saved, you will have the option ot save the changes.

The Cursors (F6)

If you have a nobuse you can skip this paragraph. Pressing the F6 function
key will display cursors on the map and pal ette wi ndows. These cursors
appear automatically if you do not have a nouse. The cursor on the map

wi ndow i s noved using the four arrow keys. The cursor on the palette

wi ndow i s noved by using the I, J, K, and Mkeys for Up, Left, Right, and
Down respectively.



The Map Gid (F7)

Pressing the F7 function key will draw grid lines in the map w ndow
(assuning there is a scenario open). This will make it easier to place the
terrain squares in the proper location. Pressing this key again will turn
of f the grid.

The Pal ette W ndow

Haeauy Hall
Light Hall
FPower Door
Hetal Door
Glass Door
Open Door
Shatt
lerminal
Telepor te:
LoHMputer
Fuel Tank

F

Dbjects in BREACH 2

=dFR==EZO0TMMIARD>

] ipation
Soguare
Datapack
Frisomner

Terrain and Dpponent s

Deep Hater
Shallon HZ8
Lrade
LGrass
Dirt
Forest
High Terrain
Foxhole
Rubble
Jungle
Beast
Biped
Seaker
Turret
lank
Robot
Fluing Rept.
Alien
Harauder

g el

AL NOWAWN= IO TASAE D



Samoke Grn
Shield
Gravshoes
Meutron
bo iy
Canosuit
Laser Fst
Laser Rfle
Stun Pistl
Crack Unt
Detector
Medikit
Armmo Pack
Prox Chra
Tablet
Frhle Mk
Focket
Grenades
Remote C
Stun Field
Metal Flir

Objects (useable)d & Misc.,

3
- o o F, - -
e eas s s re s e e

e NI S

L L R Rt R R S

C=HNDOWOZIrAL=I0T monNneED

The pal ette wi ndow di splays all the terrain, object, and opponents that can
be placed on the map. The "[" and "]" keys will change the palette. The
"[" will nove up the list and the "]" will nove down the list. The palette
types are Walls and Doors, Interior, Exterior, Objects, and Opponents. you
can select a palette square with the nouse by pointing to it and pressing

t he nmouse button. Keyboard players select a palette square by noving the
pal ette cursor to the square and pressing the mddle key in the keypad (the
"5" key). The selected square will appear in the info w ndow.

The Map W ndow

This is the wi ndow where you build the scenario nmaps. The map wi ndow

di spl ays a 9x9 section of the nap at one tine. The info window will show
you the current |evel being displayed and the (x,y) coordinate of the
center square. The nap wi ndow can scroll around the entire 50x50 area of a
scenario level by using two sets of keys. The first set scrolls the map
one square at a time. This is acconplished by holding down the shift key
and pressing the arrow key in the direction you want to scroll. The ot her
set of keys nobves the map 8 squares at a tine. These keys are "Hone",
"End", "PgUp", and "PgDn" to nove Left, Right, Up, and Down respectively.
You can change the |evel being displayed by using the "+" and "-" keys.
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The foll owi ng commands can be done within the map wi ndow:

Placing a Palette Square - The currently selected palette square can be

pl aced on the map by pointing to the map square and pressing the nouse
button. Keyboard players can nmove the nap cursor to the square and press
the "Z" key. Note that there are certain restrictions on placenent. For

i nstance, a deep water square cannot be placed on a map square that has an
opponent or object since it cannot be traversed. For details on these
restrictions, see the Terrain section.

Speci al considerati on nust be nade to renoving objects and opponents that
you have placed in error. The "Blank" squares |ocated on the object and



opponent palettes work to erase opponents and objects. |If placed on the
map, they will not affect the actual terrain but will instead renove the
obj ect or opponent.

Addi ng Text to Map Squares - Map squares can contain a line of text that

wi || appear when a player nmarine wal ks over it for the first tine. Text
can be added to the square by holding down the "Al't" key and clicking the
nmouse on the square. Keyboard players can hold down the "Alt" key and
press the "Z" key after selecting the square with the map cursor. There is
alimt of 20 squares per scenario that can have text.

Addi ng Text to Cbjects - (Cbjects can contain a line of text that will
appear when a player marine takes the object for the first tine. Text can
be added to the object by holding down the "Shift" key and clicking the
nouse on the object. Keyboard players can hold down the "Shift" key and
press the "Z" key after selecting the object with the map cursor

A wi ndow wi I | appear showi ng the destination X, Y, and Level. You can

sel ect the coordinate you want to change by clicking on it with the npuse
poi nter. Keyboard players can use the tab key to nove fromone to anot her
The backspace key will erase any nunbers in the box, allow ng you to type
new ones. Wen finished, click on the Gk button to save or the Cancel
button to cancel. Keyboard users should hold down the "Al't" key and type
either "0 for Gk or "C' for cancel
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Modi fyi ng an Opponent - Opponent characteristics can be nodified fromthe
defaults set when the opponent is first placed on the nap. Qpponents are
nodi fi ed by holding down the "Shift" key and clicking the nouse on the
opponent. Keyboard players can hold down the "Shift" key and press the
m ddl e key on the keypad (the "5" key) after selecting the opponent with
the map cursor.

A window wi |l appear with all of the current stats on the opponent. You
can click the nouse on any of the boxes containing nunbers to edit the

i nformati on. Keyboard users can use the "Tab" key to nove from one box to
t he next.

The heal th check boxes and the check box for psionic ability can be changed
by clicking the nouse pointer in the box. Keyboard players can hold down
the "Al't" key and press the key corresponding to the first letter appearing
to the right of the box. For instance, to change the health status to good,
hold down the "Al't" key and press "G'. Wen finished, click on the Ck
button. Keyboard users should hold down the "Alt" key and press "O'

Special Note: Setting a Marauder's bonus noves to the maxinumw Il all ow
himto use a canp suit. Setting an Alien or Marauder's encunbrance | evel
higher will allow themto use nore rockets and grenades.

Nam ng a Scenario ("N')

Pressing the "N' key will display a wi ndow allowi ng you to name the
scenario and set the difficulty level. You can click the nouse pointer in
a check box to set the difficulty. Keyboard users can hold down the "Alt"
key and press the key corresponding to the first letter appearing to the
right of the box. For instance, to set the difficulty to medium hold down



the "Al't" key and press "M'. You can click the nouse pointer in the check
box to set the difficulty. The edit box on the screen allows you to enter
the nane for the scenario.

When finished, click on the Gk button to save or the Cancel button to
cancel. Keyboard users should hold down the "Alt" key and type either "O
for Gk or "C'" for cancel

Setting the Victory Conditions ("V')

Pressing the "V' key will display the victory conditions wi ndow. You can
click the mouse pointer in the check box to set the conditions. Keyboard
users can hold down the "Al't" key and press the key corresponding to the
first letter appearing to the right of the box. For instance, to set the
"Exit Conbat Zone" condition, hold down the "Alt" key and press "E'. Note
that you cannot select both "Destroy DataPacks" and "Capture DataPacks"
since this would not make sense. For the same reason, you cannot sel ect
both "Hold n Occupati on Squares" and "Exit Combat Zone"
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There are several "text boxes" on the screen for entering nunbers such as
the tine imt. These nunbers can be changed by clicking the nmouse pointer
on them (or using the "Tab" key) and then entering the nunber. |If a nunber
al ready exists in the box, you can use the backspace key to delete the
nunbers.

When finished, click on the Gk button to save or the Cancel button to
cancel. Keyboard users should hold down the "Alt" key and type either "O
for Gk or "C'" for cancel

Filling a Level ("L")

You can fill an entire level with the selected terrain square by pressing
the "L" key. You will not be allowed to fill with object, opponents,
shafts, transporters, or entry/exit squares.

Filling the Screen ("S")

You can fill the entire screen with the selected terrain square by pressing
the "S" key. You will not be allowed to fill with object, opponents,
shafts, transporters, or entry/exit squares.

Viewing the Entire Map ("W)

Pressing the "W key will cause the entire 50x50 |evel to be displayed in
the map wi ndow. Each square is represented by a colored block to
differentiate the terrain types. Once the level is displayed, you can use
the nouse pointer to restore the window to normal, but at a different

| ocation. For instance, if you click the nmouse pointer in the | ower |eft
portion of the level, the nap will return to nornmal. You cannot nove to
anot her portion of the level fromthe w de angel view w thout a nouse.

Creating Marines ("R")

Pressing the "R' key will display a wi ndow for creating new narines. You
can click the nouse pointer in a check box to set the class of the marine.



Keyboard users can hold down the "Alt" key and press the key corresponding
to the firs letter appearing to the right of the box. For instance, to set
the marine's class to "Infiltrator”, hold down the "Alt" key and press "I".
The edit box on the screen allows you to enter the nane for the marine.

When finished, click on the Gk button to save or the Cancel button to
cancel . Keyboard users should hold down the "Alt" key and type either "O'
for Gk or "C'" for cancel
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Modi fyi ng Marines ("F")

Pressing the "F' key will display a list of the nmarines created so far.
The window is large enough to display up to 5 nanes at a tine. |If the
scenario contains nore than 5 nmarines, you can click on the up and down
arrow keys (keyboard players can press the "PgUp" and "PgDn" keys) to
scroll the list. Select the marine you want to nodify by clicking on his
nane (keyboard users can use the up and down arrow keys).

There are three ways to nodify a marine:

Delete - Cick on the delete button (or hold down the "Alt" key and press
"D') to delete the selected narine fromthe scenario.

Qutfit - Cdick on the outfit button (or hold down the "Alt" key and press
"O') to outfit a marine. This nmeans you can sel ect objects you want the
marine to be carrying into the scenario. A window will appear with a |ist
of all of the objects and the quantity the narine is carrying. You sel ect
the quantity to change by clicking on it with the nouse pointer (or using
the "Tab" key). At the top of the screen are displays showi ng the nunber
of free objects (there is alimt of 60 per scenario), the nmaxinmm
encunbrance of the marine, and the current encunbrance of the marine. You
cannot exceed the maxi num encunbrance for the narine, give himnore than 15
obj ects, or exceed the 60 object |imt for the scenario. Wen finished,
click on the Ok button (or hold down the "Alt" key and press "O').

Exanine - dick on the exam ne button (or hold down the "Alt" key and press
"E'") to examine and edit the marine stats. You can click the nouse on any
of the boxes containing nunbers to edit the informati on. Keyboard users
can use the "Tab" key to nove fromone box to the next. Wen finished,
click on the &k button (or hold down the "Alt" key and press "O').

When finished, click on the Done button. Keyboard users should hold down
the "Al't" key and type "D".

Editing The Briefing ("B")

Pressing the "B" key will display the briefing window You can type in or
edit a briefing for the scenario. The briefing usually contains the
background on the nission, plus an overview of the m ssion objective and
possi bly some hints.
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Chai ni ng Scenarios ("C")



Pressing the "C' key will display a wi ndow all owing you to select a
scenario to chain to once the currently open scenario is conpleted. The
wi ndow is |arge enough to display up to 5 nanes at a tine. |If the disk
contains nore than 5 scenarios, you can click on the up and down arrow keys
(keyboard players can press the "PgUp" and "PgDn" keys) to scroll the |ist.
Sel ect the scenario you want to chain to by clicking on its name (keyboard
users can use the up and down arrow keys). To select the scenario, click
on the wi ndow s chain button (or hold down the "Alt" key and press the "C
key). To cancel, press the renmove button (or hold down the "Alt" key and
press the "R' key).

Thr eadi ng

You can "t hread" objects, opponents, and terrain text by pressing the "O
"P', and "X' keys respectively. Threading neans that the map w ndow center
will shift each tine you press a thread key, placing objects, opponents, or
terrain text at the center. For instance, suppose you have placed 5
objects in the scenario. Repeatedly pressing the "O' key will nove the nmap
fromone object to another allowi ng you to |l ocate all of the objects.

Di splaying Totals ("T")

Pressing the "T" key will display the total nunmber of objects, opponents,
and terrain text you have placed on the map. Cick on the Gk button (or
hold down the "Al't" key and press "Q') when you are finished view ng the
total s.

Undo ("U")

Pressing the "U' key will renmove the last terrain squares placed since the
last tine you selected one fromthe palette.

Accessing Additional Scenario D sks (F9)

You can edit or create new scenari os on another disk by pressing the F9
function key. This will allow you to renbve the current disk and repl ace
it with a disk of your own for creating your own scenarios, or a scenario
disk fromOmitrend. This really only applies if you are playing on floppy
disk. If you are playing on a hard disk, you can still change to anot her
scenario disk on the floppy drive, however there is no need since hard

di sks allow for so much storage.
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SCENARI O LI ST

G otto Gave Preserve
Difficulty Rating: Easy

Synopsis: A FWscientific shuttle has crashed in the G otto Gane preserve.
We have located their position with the craft's energency beacon. rescue
the scientists on board and destroy all computer datapacks so they don't
fall into unfriendly hands.

Strategy: You don't have a lot of time. You nust get to the crashed
shuttle and rescue the scientists before it sinks. Followthe river to the
crash site. Renenber, your orders are to rescue and not to waste tinme



killing everything in sight.

Ri ver Crossing
Difficulty Rating: Easy

Synopsis: The UDP is on one side of the river and you are on the other
Sonme of your men have been equi pped with our new Grav Shoes. Mst of the
enem es troops don't have this capability. Elimnate at | east 50% of the
eneny troops.

Strategy: Most of the UDP troops don't have grav shoes so use this to your

advantage. Also renmenber that rockets can hit things past your field of
Vi ew.

O ficer Rescue
Difficulty Rating: Medium

Synopsi s: Rescue a captured FWSF tactical officer
Strategy: Use your snoke grenades to confuse the eneny.

Wat er Landi ng
Difficulty Rating: Medium

Synopsi s: You're being dropped off a short distance fromshore, within
wadi ng di stance of the coast. Locate the trails that go inland and occupy
two inmportant junctions until FWforces arrive.

Strategy: You've been picked by eneny radar so sonme UDP troops will
probably be waiting for you. Secure the area you'll be dropping into the
first round with your scouts so there won't be any surprises.

Eneny Listening Post
Difficulty Rating: Hard

Synopsis: You are ordered to attack a snmall UDP |istening post in the
jungl es of Kam Capture any datapacks you find.

Strategy: After capturing the datapacks try to use the UDP's transporter
facilities to get to your pickup point.

Hill 501 Assault
Difficulty Rating: Hard

Synopsis: You are to destroy all UDP datapacks that control their defense
positions on and around Hi Il 501.

Strategy: Most of the UDP troops are in foxholes. Use explosives to weaken
t hose positions before using |laser fire.
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UDP Troop Garrison
Difficulty Rating: Very Hard

Synopsis: We're transporting you right into the interior of a UDP Terror
Troop Garrison. You only have 20 min. to elininate 60% of the eneny,



rescue our undercover agent and transport back to your |anding craft.

Strategy: Don't rush your squad | eader into conbat right away, wait a few
turns. Use your scouts to soften the eneny up first.

Alien Encounter
Difficulty Rating: Very Hard

Synopsi s: An unknown Alien race has ki dnapped an engi neering officer from
one of our Dagger class vessels. Rescue the officer and retrieve any
conput er datapacks that may shed sone |ight on these strange alien beings.

Strategy: The aliens 3 level ship is easy to get lost in since all levels
are of simlar design. Keep track of where you're at and where you're

goi ng.

Mazes of Doors
Difficulty Rating: Very Hard

Synopsis: W' re sending you into an unknown nulti-layered mlitary
facility. Retrieve datapacks and prisoners.

Strategy: Divide your squad into two teans so each teamw Il be able to
check out the two | anding areas.

Seeker and Destroy
Difficulty Rating: Very Hard

Synopsi s: The UDP has devel oped a very |lethal anti-personnel weapon called
the seeker. Destroy the seeker production datapacks that run the factory's
conputers

Strategy: Good luck on this assignment, you'll need it. The seekers are
tough to destroy and can go al nbst anywhere, and through anythi ng.

Squad Leader Strategy and Tactics

1. Take your tine. In many of the scenarios (but not all) tinme isn't a big
factor. Don't rush head on into situations where nenbers of your squad
have low vitality. Waste a turn here and there to bring vitality back up
to (or close to) 100%

2. At the beginning of any scenari o make sure your |anding (entrance) area
is secure. Use the scouts in your squad (the ones with |arge anount of
novenment points) to explore your |anding grid.

3. Wen your Squad Leader is just starting out and accuracy and extra
nmovement points are |low, use himas a clean-up man to gai n advancenent and
experi ence. Have another squad nenber weaken an opponent with a grenade or
a |l aser shot before going in for the kill

4. Use the crack unit as soon as possible. It's hard to win when you
don't know where you're going.

5. Conserve your explosives (grenades, renote charges, etc.) and try to
use your | asers when possible.
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QUI CK REFERENCE

The followi ng are summari es of the key commands you can
use once you |l earn the basics
There are ot her

This is provided for your
section covers only the main comuands.

required for

nost of these nmain commands.

the manual dealing with these commands for

The Assi gnnent Screen

WIXTOTVZIMOO >

Tab
UpAr r ow
DnArr ow
PgUp
PgDn

The Gane Scr

SCHVwIUVOZrXOW>

Access additional scenario disks

Create new Squad Leader

Del ete sel ected Squad Leader

Exani ne sel ected Squad Leader

Make a new gane

Play the sel ected gane

End the gane

Renove the sel ected scenario

Stop the sel ected gane

Change t he sel ected wi ndow
Move the select bar up
Move the sel ect bar down

Scroll the scenario |ist up

Scroll the scenario |ist down

een

Arm Weapon/ Det onat e Renot es
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