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Welcome to Baitie Bugs™

You may think they're funny, but don't you dare underastimate them. That itsy-bitsy
spider bites. That geeky long-leggec grasshopper will jump you and kick your guts
out. That busy bee will buzz deep behind your lines—after he drops bombs onyou,
he will sting you until you die. [t's nothing parsonal—it's just their nature. It's what
they do.

Meet the Battle Bugs: profassional insact soldisrs who are tougn, skilled, brave, and
completely disciplined. They will follow your orders without hesitation, and fight to
™ the death. But so will the enemy bugs—miscue an attack, and the enemy will
anninilate all of you without remarse.

Asa Batfie Bugs™ general, you face acampaign of 56 battles that progress from simp!e Boot Camp exercises
to vast, sprawling conflicts such as Dessert Storm. While every pattle is winnable, few are easy. There are
22 types of Battle Bug, and the number, type, and deployment of each is cifierent for 2ach ballle. When the
numbers areagainstyou (and they usually will be), you will nesd to use terrain, mobility, formations, timing,
and special weapens and tactics in your strategy to achieve the mission objective. Sometimes the objective
is to capture food, such as Plop Tarts or Excramints. Sometirres, it's to beat the game clock. Sometimes,
the only goal is o survive.

The game records your solo campaign victories automatically, and lets you save addilional campaigns at
any point. With continued success, you will gather a thoraxful of gleaming medals from Queen Elizabug.
In GENERAL VS, GENERAL mode, you can face off with a friend cn any battlefield, and sat “orders time" to
nalance the odds.

However you choass 1o play Baffle Sugs, get ready for hours of inlense strategy game play. The pun-filled
battlefields and cartoon characters are for fun, but the challenge is for real—don't you dare uncerestimat it. &H = @ <
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Note: On a three-bulton mouse,
clicking the middle button is the
same as pressing [Space].

oP @ & s
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GETTING STARTEL

Using This Manual

This manual helps you get the most out of Battle 5t

* @ & @

Getting Started shows you how to install and starke:

Game Play provides instructions for the Enlislment and Campaign screens, Lours the Batlle Scraen
Control Panel and Command Menus, and ends with a simple Tutorial.

Reference describas the array of bug, ordnance, terrain, and food types, and offers sirategy hints.
Technical Help offers troubleshooting, memory configuration, and customer service information.
On-Line Help is available from the TV in the Batile screen. {For details, see page 13.)

README Any changes made to Baitle Bugs after the manual was printed will be outlined in the
README file. To view the file, simply change to the driva and directory whers the game is installad,
type README. 2nd press [Entar].

Controls

All you need to get around in Battle Bugsis & mouse and the know-how to use it. Use the mouse f¢ control
the pointer, or "cursor,” onthe scraen, and click on buttons, signs, arrows, switches, and bugs to select them
or perform an action. For most commands, just point to the itam and click the left mouse button once, or
“click." Afewactions require you to “drag” the mouse (hold the left bution down while moving the mouse)
oruse the right mouse button *righi-click.” Many commands also have keyboard shorfcuts. Keysare shown
in brackets: [Enter], [F1], [Ctrl}+[X] are examoles.




System Requirements

To run Baltle Bugs, you will need the following minimum software and hardware:

e AnlBM® PC® compatible computer withan 833860 better processar, and &t least 2 MB of ra1c|
accass mamory (RAM).
Microsoft® MS-D0S® version 5.0 or above,
Expanded memory manager (EMM386 [inclucad with Microscft® MS-DOS® 5.0 ane
QEMM-386™. or equivalent).

e Ahard disk. Baifle Bugsta<es about 8 megabytes (MB) of space on your hard drive. If yourﬁ'sy?}tem i
uses some tyoe of disk compression utility, such s Stacker®, you will nesd approximately double the

indicated hard drive space (since the game files will not comprass as much as your compression.

software will estimate), - G
e AVGA graphics card and YGA color monitor. {

e AMicroscft compatible mouse
e A144Mb, 35" floppy arive,

Recommended f »
e Sound Blaster® or 100% compatinle sound card. -

e SmartDrivedisk caching software (included with Microsoft MS-D0S 5.0 and above and Windows™ 3. 1}
e AnSYGA graphics card and SYGA color monitor with VESA criver,

Memory Requirements

Even ifyou havethe minimum 2 MB of RAM, Baftfe Bugsmay not run correcily unless the RAM is configured
(set up) correctly for the game. You will need al least 587 ilooytes (KB) free conventional memory for
800x600 graphics (577k for 640x480), and 256 KB free expanded memory (EMS) for the digitized sound
effects. To configure expanded memery, you will need a memory manager such as EMM3885 or QEMIM385
by Quarterdeck.




| BaTTLE BUGS

I Baitle Bugs DOES NOT siart correctly, use the MS-D0S MEM command to see if you nead to free up
some of your computer's memory. From your MS-DOS prompt, type MEM anc press [Encer]. “Largest
execuiahle program size” is your free conventional memory; “bytes free EMS” is your expanded memory.
I you co not have enough memary, you probebly have resident or “background” programs and cevice
drivers taking up memory thal the game needs.

The simplest way (o sel up your systemn's memory correctly is (o use the INSTALL program 1o creale 2
"boctdisk.” For more information, please sze "Configuring Memory “in the Technical Suoport section.

Note: Ifyour system opens Windows IIIS"ﬂ“iIIg Battle Bugs

on start-up, exit o Ms- DDS before  Tha Battle Bugs INSTALL software automatically cotimizes the game settings according toyour computer's
instalfing or rur spead, graphics, sound board, and input devices. You can use INSTALL to specify the game's default
location cn the hard drive, change preferences, and make a boot disk

i Important

' ﬁiﬂ‘,ﬁ?ywpy e, tions assume that you are using floppy drive A: and hard drive Gz, If not, please sutstitute
gamefilesare compressem
disk space, and will not run tinfess
decompressed by the INSTALL
program. If you have trouble
running the instalfation program
fiself, see the README file on Disk
1 for directions on manual
fnstallation.

ine, insert the Battls Bugs Disk #1 into drive A:.
| and press [Erter] .

Type INSTALL Eﬂre -

Follow the cn-screen instro

O g Tr

%
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Changing System Preferences

After installation, you can change the sound davice or display mode the gama will use. Follow these steps:
. Change to the directory where you installed Baftle Bugs.
2. Inthe BUGS directory, type BBGONFIG [Enter].
3. From the Baftie Bugs Configuration Selector menu, select tha appropriate “Change..." option, and
salect the new device or mode.
4. When ready, select "Save Current Configuration anc Quit” and follow the on-screen instructions.

Running Baftle Bugs

1, Change to the diractory where you installed Saffle Bugs.

2. Torunthe game, type BUGS and press [Enter].To move past the title screen, click the mcuse or press
[Enter] or [Space!.

Copy Protection

When you slart Ballle Bugs, you come face to face
with two surly rhinc beetle sentries. You will be
asked to enter the symbols on a given page number
inthismanual. Turntothatpage, click enthe correct
symbols in seguence, and then click DONE. If you
click the wrong symbo!, use BACK UP to remove it,
and then re-enter the correct symbaol. You want very
much to ba correct—once annoyed, rhino beatles
stay annoyea.

fﬂfﬁ‘
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Napoleant
Beavregard Nesh
Timatly
Sitting By
doxeph Stalant

Stormin’ Normon

RETIRE

Enlist

GAME PLAY

Enlistment Screen

Once you have started Sattle Bugsand made it past
the sentries, select a play mode in the Enlistment
strean:

The default moce is GENERAL VS. COMPUTER,
which lels you play a solo campaign. With this
option, you take on varied computer-contrelled en-
amy [orces in a series of battlas for specified objec-
tives (the first baing survival). Enlist as a new
genaral or select an existing general to go o the
Campaign screen.

If yau want to play in two-player mode, click on
GEMERAL V/S. GENERAL on the chalkboard. This
option lets you play head-to-head with a human
oppenent commanding the enemy forces. You will
then go to the Campaign scraen and choose 2 pattle.

This option lets you create & new general name for solo campaigns. Click ENLIST, and you will ba prompted

2§ =g

to type in your new general's name. When the name is typed correctly, click on OK or press [Frter], and the
name will be entered on the Duty Roster. Battles won by your general are automatically saved 2s 2 campaign.



EXEETY

. Retire . Note: You may enlist up to ten
2This option lets@femove an existing general (and campaign) from the Duty Roster. When you click %’;f}ef?fs on rg;e Du?; ?'osrer; After
" BEHRE, youwil mpted tosslect the general on the Duty Rosterto refre. Simply clickonthe general's % You Wk need fo;ceu/p

] B : axisting general before enlisting a
name{qg the Dgl;q Rostef, andthe name will oe removed along with all of its saved games. -

Exit o _ _
Toe:-utBaer—“Ba leEnlistment screan, click
the EXIT s;gn«-‘»’k&!}; ~errpted ‘Quit Battle Bugs?”

click:OK, amdseu will go directly to DOS. / St u Levels

Bont [ cunp I| it Simple {o
Dot U 2: Ml Bombe

i L] s SAVE Bt plil Paonand Fligrht 1 WERDIER
c CAMPATEN Buut Coap < 1 liot o Qe i itin
M u m pu Ig n ‘ r een ; Ii::t Lo u; o1l l:m‘;;;‘:sr ':\ws i NLM s

Gong of Four 1
Lasfterves

%, Once you have selected a play mode and a general

= A AN 1 ~
" (for GENERAL VS. COMPUTER mode}, you chaose ( @ Bt B A i
a spacific battle in the Campaign scraen. \ i! - ("-T'F"\ <-‘-1§’
In GENERAL VS. COMPUTER made, you fight a WS e R ere
solo campaign. The battles grow progressively *"’" e T e A
more difficult. While youmay go back toany battle PRy S Smmmer e MR P
you have won or saved previously, you cannotskip sy’ & g - Vi

a battle until you have lost it at least three times.
Baltlas you have skipped are shown in rec until you
win them.

e

L BENLISTMENT|
OUrIcs

InGEMERALYS. GENERAL (two-player) mode, there
are no campaigns: each baille is separaie. This
allows you and your human opponent to select 2 =4 {ﬁ‘ 2 ;]
hattlefield to contestyour skills. See “Choose Battle”
on the next page. 7
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Begin Campaign
This s wnere you start with @ new general. Click BEGIN CAMPAIGN to go to the briefing for Boct Camp 1:
Dirt Simple. This s the first halle n sach new campaign. |

Continue Cumpulgn I

ur general’'svictories are saved aulomﬁtscall,f Ifyour selected gensral has already won at least one Dc.ﬂ g
will have at least ur=campargn mprogress hat,nu Gcﬁ continue. Click CONTINUE CAMPAIGN to begin
B next hattlp in the camnavg‘]

aral at any:poinl—ev&r in the thick of battle. If you have
esume that campaign at that point. Click RESUME
e list, and click OK. You will re-enter the campaign

'-a ¢ campaign. To replay a batlle, click
nd you will begin that battle from

n-_

Efoselectabaltlefield for you
skipped by anyone on the Duty
ant, and you and your cpponent

will gu




Review Decorations
Click this option to see the cacorations awarded o
the current general by Queen Elizabug, With contin-
ued success, the sash across your thorax will go
from blank to fully festooned.

Save Campaign

You save campaigns from the Batlle Screen (via
Channel 3 Save Campaign aption or the [F3] key.)
Youwill pop outofthe Battle Screento the Campaign
screen, and then be prompted to name your saved
campaign. Type a campaign name into the taxt box
and clicx 0K to save it. You will then return to the
baitle.

Todelete an existing campaign, click on the campaign
name from the list and then click DELETE. When
prompted to “Celete the campaign...?" click OK.

Enlistment Office

Toreturn to the Enlistment screen to select a different general or player mode, click EMLISTMENT OFFICE.

Exit

Toexit Baitle Bugsfromthe Campaign screen, click the EXIT sign. Whan prompted “Quit Battle Bugs?” click

0K, and you will go directly to DOS.

L EOO
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The Battle Screen

The Briefing

When you begin or continue g campaign, you will
proceed 1o the briefing for the next battle. Listen
carefully as the win conditicns and special foog
objectives of the battle are explained in the slide
show. In many cases, defending or seizing specific
objectives is a greater priority than eliminating the
Boot Camp 3: : e BOW  cnemy.

Food Flight

OPLERATION:

If you resume a saved campaign, you will re-enter
the battle at the pojnt it was saved.

Note: There are
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B"“_“e Display ' . . . Note: The [F9] key lets you switch
This is where all the action takes place. Atthe top, you sae the actual battlefield wnere youwill surveyand  petween 800x600 and 640x480
cammana you troops. The action is paused until you start it with the Stopwatch on the Control Panel below.  graphics (if your system supports
Other items on the Panel include the Command TV, Status Display, Bomb Detector oution, and Exit sign.  both).

Onge you start the clock, the enemy will move to

capture the objectives or ann'hilate your troops, so

have your strategy ready. I you lose the battle, you

can RESTART BATTLE right away, or INSPECT the

battlefield to analyza the defeal first. If you lose the

pattle three times, you will gat the option to go
- ONWARD to tha next battle.

Tomovearound on larger baltlefields, hold the right
mouse putton down and crag the cursor in the
direction youwantto go. The screen scrolls when the
cursor reaches the edge. You can also use your
ATOW Kays.

Exit  Command TV Stapwatch Bomb Stalus
Detactor Dispiay
Button
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Command TV
Changing Channels. Click onthe Up and Downarrows to changethe TV channel (CH). Youcanalsopress
the number keys (1], [2], [3], [4], and [5] to ge directly to the corresponding channel,

Music/Sound. Click the “note” or “spezker" swilch balow the arrows to switch Music and Sound Effects
on or off. You can also switch Music on/off witn the [M] key, or switch Sound Effects on/off with the [S] key.

Current View * Change Channe! Music  Sound Effects

12
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Channel 1—Battlefield Map. Overnead view of the batflefield. The green box outlines the area currenlly  Nole: Click ona bug to sefect it (you
displayed: drag the box or click on the map around it to change the view. Blinking red dots indicate Wil see a marker above its head).
enermy units; blinking green dots indicate your forces. You can then give or change its |

Channel 2—Bug/Food Info. Describes the selected bug or [pod tem's ttributes, including walkand jump/ ;ﬁif& ngsﬁafa"aifg”ss:g i’;i
flight speed. (If nothing is seiected, CH 2 shows local programming.) description on Channe! 2,

Channe! 3—Game Opticns. These include SAVE CAMPAIGN, LOAD CAMPAIGN, RESTART BATTLE,
salect a NEW BATTLE, or exit to the ENLISTMENT OFFICE. Click on the appropriate sign post for the
zction you want. You can also use thess ksyboard shorlouts: RESTART BATTLE [Backspace], LOAD
CAMPAIGN [F2], SAVE CAMPAIGN [F3], REPLAY PREVIOUS BATTLE [F4].

Channel 4-—Local programming.

Channel 5—Help channal. Click on the yellow arrows to see help screens for the Command Menus,
Bombing Manus, Ordnance, Status Display, and Keyhoard Shortcuts. You can also tune directly to
the last Help screen displayed by pressing [F1].

Stopwatch

In GENERAL ¥S. COMPUTER {solo campaign) mode, the waich shows betlle lime remaining. Click on the
switch to pause or unpause time while you strategize. (You can also pause time by selecting one of your
bugs or pressing the [P] key.) You must achieve victory bafore the allotted time runs out, o you lose.

In GENERAL VS. GENERAL (two-player) mode, the stopwatch works quite differently. It iracks “orderstime”
separately for both the generals. Only when your orders time is running can you give or change orders, or
selecta unitand view its satus: click the green button for “Us”, anc red for “Them.” The pause key for "Us"
is [Tab], for “Them" is [F]. (See the “General vs. General” section, page 21, for more.)
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Note: Flying/jumping bugs can watk
or stand and fight without losing
energy. Al bugs regensrate fastest
when stanaing stifl.

Note: Commanderbugs give nearby
troops enhanced Attack and Defanse
strengths.

Note: Attack strength measures the
relative power of the bug's attack.
Defanise strength is like armor: a
defense of 2 blocks 20% of an attack,
7 Blocks 70%, efc.

14

Status Display

The top of this display shows the currently salected bug's vital statistics. The green bar shows Life force
remaining. When the Life bar turns completely red, the bug dies ard disappears. Injured bugs can heal, bul it
takas time.

The yellow bar shows remaining Encrgy for bugs that can
fly or jump or perform other special tasks. When the

Energy barturns completely red, the bug can no longer fly Grasvhopper

or jump (butcan stillwalkand fight.) Displayed belowthe : & —
anargy bar Is the bug's Atiack {A) and Defense (D)
strengths, plus any 2 paint bonus from a nsarby com-
mander bug. Iftheknifeandforiconisdisplayed, the bug
i3 withn the capture region for some piece of food.

Forhoth sides, the Battle Status table zttha bottom shows
the current number of remaining soldiers, the number of
pointsforcapturac food objectives, and the points needed
to win. (Ifthere is a dash under Win points, that army can win only by destroying the enemy).Whean one side
ortheother is assurad of victory, the battle ends. Tha lower left panel displays one of the individual fights going
on in the battle—click on this panel to scroll that fight into view on the battle screen.

Bomb Detector ‘
Press on this button, or press [Cirl] - [Shift] to sae which bugs are packing bombs, rockets, cheese, or cther
orenance. (Click an & speaific bug's bomb pouch to see his exact weapons m'igglory.]

Exit T .
To exit Baftle Bugs from the Battle scraan, click tr= EXiT sign. When prompted “Quit Bame BJQ'&?“‘Ci ck OK
and you will go directly to DOS. You can alsc use tha [Ctrl1+[X] or [Esc] key. i
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To select one of your bugs in the Batile Scresn, click on him. This selects the bug (see the marker over his’
hiead?) and pops open his Command Menu. To select a bug in a crowd, hald down the [Alt] key and click
to select each bug in sequence. Different bugs will have different commands available, degending on
whether they can jump or fly or are equipped with bombs. {Unavailable commands are gray.) See “Group
Commands,” pags 18, on how to select and cormmand groups of troops.

As you move the mousa cursor over the command manu, notice ths orange highlight indicating the current
selection. When the option you want is highlightad, click. You can give commands by selecting the bug,
dragging the cursor to the command you want, and then releasing the mouse button. To cancel o dersul\
progress, prass [Spacsl. Once orders are given, you
rmust re-select the bug to change or stop the order.

Movement Commands

All bugs can move on the ground. Ground movement
commands are shown with orange arrows. “Aarial”
bugs can alse jump or fly hrough the air as long as
they have anergy. When movemen: commancs will
ba carried out by air, they are shown with yallow
arrows on the Command menu. Energy consump-
tonby jumpers is non-linear: it fakes less enargy to
make two half-inch jumps than one 1-inch jump.

" Note: You canniot give commands

to enemy bugs, but vou can stilf
sefect them and view their status
displays.

Note: Ground commands have
orange arrows. Aeriai commands
have yellow arrows. Group
commands have green arrows.

Nate: Bugs cannot remember very

long orcomplex paths. Move them
in stages, f necessary.

15
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For agrial unifs, the Switch Aerial Maods command
(orange and yellow arrow) lets you specify ground or
aerial movement for the selected bug. By dafault, flying
or Jumping bugs will move by air. You can make them
walk to save their energy or avoid attacks by skyrockats.

The Go to X command tells the bug to take the most
direct path it can to the paint you click an next. You can
only send it to places it can figura out how to reach on
. its own {shown by an X cursar). Jumping or flying bugs b

Note: The most direct path isn't Will travel airborne {yellow arrows) unless you diract i
alvays the fastest or safest, them towalk (orange arrows), or they run out of energy.

The Go to Bug command tells the bug to take the most
direct path it canto the bug you click on next, and attack
itifitis an enemy.

The Custom Path command lets you drag out a custom path for the bug to follow. When you reach tha end
point of the path, left-click to end it. For some units, you may right-click &t points along the path to ng've.
ihe unit perform an action there: take off or land (ilisrs), jump or land (jumpers) or cut cheese (stink bugsg#

The Moth anc Water Boatman arz transports
rhino beet'e). Use the Go to Bug com
selectthe fransportand usethe Unloae
not unloac autormatically, If a tr

i port pick up a passenger. At {ne des
assenger commana tegrop off the passenger, if the
it bugiis klled,,s0.is any eurrent passenger: 4

- a

F By ST
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Bomhing Commands
Bugs carrying bombs, rocks, cheese, or other weapons have a Bomb command (oouch). (The Bomb
Detector bulton identifies everyone on the battlefield who is carrying bombs.) Only pillbugs and ants can
throw bombs. While any flier except the moth may
have bombs, it must be airborne to drop tham.

To throw a bomb, sslect the bug and point to its
bombing submenu to select the boma. You will see
ac'rele around the bug showing its throwing range.
Clickwhera you want the bombto fall. For rocks and
skyrockets, you select a specific bug to farget.
Restart time te trigger the throw.

Note: Bomnbs can hurt your troops,
too-aim them carefully.

To drop a bomb, select the flier, point to the bomb
pouch to opan the bomb submenu, and click on a
bomb. This opens tha aerial bormb menu (to move
this menu, drag on the gray tab). Click the cursor on
the enemy bug you want to bomb. Then seleat if you
want the bug e return to its starting point after the
bomb run (click Home) or another spot (Click Go to
X, and then the spot).

The Stink Bug alone hasa "built-in” bombing ability.
Given enough energy, it can let looss the temporary
aquivalant of a cheese bomb, and tums intoacheese
if killed.

17
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Miscellaneovs Commands
The Stop command tel's the selected unit(s) 1o stand in place, lancing if need be.

&=
\*".

L

-

The Attack mode command {crosshairs) lefs you switch between attacking any enemy bug you run into, or
allacking a specific bug only (the default mode).

The Adjust Defensive Perimeter command (circ'a} commands the sslected unit(s) tc attack the firstenemy
A ) & thatcomes withina specified circle. Move the mouse to adjust the barbed wire defensive perimeter in or oul
! & % fo cover the arca you want defended.

Group Commands
You can select groups of bugs and command them
fomove, stop, oradjust their defersive perimeter. To
give a group command, first select the group by
dragging a selaction box around the group in tha
battle screen. Then click on a particular bug in the
group to give the command. Notica that the com-
manc menu arrows are green for group commands.
For movament commands, the group must be anla
toarriveatthe destination inthe sams formation they
are in when you select them. Unless every group
member has a valid destination, the command will
not lake effiect. '

[




Tutorial

Ta take the combat tutorial, first prepare for your combat as described in the preceding Enlistment and
Campaign Sereen sections. In GENERAL VS, COMPUTER mede, select ENLIST and create ageneral. When
the ganeral's name appears on the Roster, select it and click BEGIN A CAMPAIGN. This will start the first
battls, Boot Camp 1: Dirt Simple. The briefing will begin immediately.

When the Battle Screen opens, you will sae your
troops—ihe two green ants. You will see the anemy
unit as the blinking red dot on the Tv's GH 1 Battle
Map. You can tour the battlefielc by holding down
the right mouse button and dragging the cursor
whera youwantthe viewto go. You can also drag the
greenautline onthe hattliemap. Ifyouwish, youmay
click on the TV channel buttons to tour its many
charnels and help screens.

This mission is simple: have your two ants beat up
. the one enemy ant. Click on one of your ans, and
select the Go to Bug command. When the bug head
zppears on the tip of your curser, move the cursorto
the enemy ant. When you see the orange “target
designator” box surround the enemy ant, click. Now
when you start the action, your ant will take the most
directrouteit cantohoma inonthe enemy and attack
it. Repeat for your other ant—if they effectively
double-team the enemy, they will both survive.
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Click the stopwatch to start the time running. Your ants will march over 10 the enemy and start pounding
on him. While the ants are fighting, click on each in turn to see now they ara holding up, as shown in the
status cisolay. Af two-to-ons odds, the enemy should not 'ast long.

Atthe end of the batile, click INSPECT to inspect your victorious battlefield. This lets you see the condition
of the surviving units, helpful in analyzing & defeat and getting ideas for new lactics. For example, notice
the first ant to attack fock damage, out the other is unscathed. [ you like, you can tune fo TV CH3, and salect
RESTART BATTLE. This lets you try other approaches: for example, try drawing & custom path for your ants
that helps them walk fasfer and atfack soaner—time is vital in many batiles. When ready, click ONWARD
to proceec.

Fach of the Boot Camp battles demcnstrates a particular tactic or weapon. Replay them, trying every
aliernative you can think of to increase your victory margin. Be assured that in later battles, you wil! need
ry possible advantage you can get. I you lose a battle three times, you will get the option o go Onward

g Wﬁﬂgﬂgm% :

Hrrey T Ea

20



General vs. General Mode

In twe-playar mode, the Control Panal stopwatch
tracks "orders lime” separately for both the “Us”
(green) and “Them” (red} generals. Both players
have a chance to give initial orders. Cnee the battle
starts, you can give or change orders, or selecta unit
anc view its status, only when your orders time is
running. If you run out of orders time, you can give
nomorgorders for therest of the battle, and must rely
on your troops' instincts for victory. If both players
run out of time, the battle is declared a draw.

us  THEBM
You moy change :: }
the initial ‘} @
vilves of the

orders clocles it
ot wish.

When you start a battle, you will have a chance to set the orders clocks for each player. This allows you to
“handicap® and dalance the oads for diffsrent players or forces. Click an the arrows ar scroll bars to set the
agread-on allotment of ordars time for 2ach player.

Both sides may then give the'r initial orders, with “Us” forces geing first. (Do not peek!) Tnen tne action
staris—to pause the action and give orders, click on the green or rad bulion as appropriate for your side.
While you ara giving commands or viewing troop status, your precious orders time is running—click on
your button ta stop your orders clock as soon as you are done. Only one ganeral can give orders ata time,

|
|
so don't hog the mouse. -
21
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REFERENCE

Bug Dossiers

Ant: Theantisafastwalker,
and can thraw bomnbs far-
ther than the pillbug.
Alleck: 6/ Defend: 3

Assassin Bug: This
stealthy bug can pass un-
™ deecied through defensive
perimaters and deliver one
powerful blow.

Attack: 2 / Defend: 0
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Bee: The beeisastrong
fighterwith superior range,
and makes an excellent
long-range bomber.
Altack: 13/ Defend: 4

Gockroach: Averystrong
defender, tha cockroach is
alsoimmunetopo'sonand
harmiul terrain.

Attack; 6/ Dafend: 7

Commander: A com-
mander gives attack and
defensabonusastofriendly
bugs within his command
radius.

Altack; 6/ Defend: 5

Diving Beetle: Of the
bugs that can cross water,
the diving bestls is by far
the best fignter,

Altack: 15/ Defend: 6

Flea: A fast walker who
can make short jumps, the
flez is & weak fightar,
Attack: 4 / Defand: 7



Medic Ant: The medic
ant can heal injured bugs,
bul needs energy to do it.
“Mecics do not fight at all.
Altack; 0 / Defand: 0

Grasshopper: Thegrass-
hopper is a very powerful
jumper with a modsralely
potent attack, but is a very
weak defender,

Aitack: 8 / Defend: 1

Pill Bug: Pill bugs can
throw bombs (though net
as far as anis). They are
tough defenders, and are
immune {o explosives.
Attack: 7 / Defend: 7

Jumping Spider: A
weaker jumper but a stron-
ger defender than the
#grassnopper, and the fastest
walker of all.

Attack: 8 / Defend: 4

Mosquito: The mosquito
is the fastest flierand has
a sharp bile, but Is a waak
defender.

Allack: 8/ Delend: 2

Praying Mantis: This
bughasanextramely pow-
erful aftack, and can ovar-
whelm any bug except a
rhinoceros beetle. It can-
not fly.

Aftack: 16 / Defend: 5

Moth: The moth can aeri-
allytransportone other bug
{except for rhinoceros
beetles and other frans-
ports). It cannot drop
bombs.

Attack: 2 / Defend: 1

RhinocerosBeetle: The
most pawerful fighter of all,
therhino bestlewalks atthe
same speed, regardlass of
terrain.

Affack: 16/ Defend: 7

Lightning Bug: A mod-
erately good fighter, the
lighting bug is a stronger
flier than the mosguito, but
weaker than the bee.
Attack: 10/ Defend: 3




Rohber Fly: This bugcan
steal bombs fromenemies,
out can carry enly one at a
. lime. Itis the only unit that
| can disengage from batile.
tflies.

Attack: 4/ Defenc: 2

Wasp: The wasp Is the
most powerful fighter of all
the fliers.

Attack: 15/ Defend: 6

Spider: This bug is the
only unit that can attack
. multiple bugs simuta-
b, necusly. [tis most affective
~ againstacrowd of enemies
occupiedwithanother unit,
Attack: 14 / Defend: 4

Water Boatman: This
hug can cross waler while
carrying one other bug (ex
ceptfor rhinoceros bestlas
andothertransports). Ithas
areasonably strong attack.
Aftack: 10 / Defend: 4

Stink Bug: As long s it
has anargy, this bug can
breakwind, confusing foes.
" |t is immune to cheesa
hombfumas, andiurnsinto
acheese itsel when killeg.
Aftack: £ / Delend: 2

Water Bug: Thisbugisa
weak fighter thal walks
slowly on land but very
quickly on water.

Attack: 4 / Defend: 2
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Quick Reference

Start Game Type bugs [Enier] in your \BUGS dirsciory
Change Preferences Type bbeonfig [Enter] in your\BUGS directory
Music On/0ff h]

Sound Effects On/0ff 5],

Skip Animation ‘Spacs]

Dialog Boxes .

Highlight Option ‘Tab]

Select Highlighted Option (Enter]

Cancel (Esc]

Battle Screen

Scroll Display Arrow keys or right-drag

Select Bug Left-click

Select Bug in Crowc

Cancel Current Order

Pausa {1-player)

Pause (2-player)  Us
Them

Help{TV CH 5)

Tunz TY CH1-5

Bomnb Delector

Load Mew Campaign

Save Campaign

Replay arlier Ball'z

Restart Battle

Quit 1o DOS

Switch Video Mode

[VESA driver req.)
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[Al+_eft-click
[Space]

[P]

[Tab]

(F]

[F1]

[1]..[5]
[Clril+[Shift]
[F2]

[F3]

[F4]
[Backspace]
[Esc] or click Exit
[F]

Gommand Icons

Goto X

GotoBug

Custom Path

Aerial Mode On/Cff

Stop

Defensive Parimetar

Attack Modz

Select Bomb

Unload Passenger

Break Wind (stink bug only)

Fly Home
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Ordnance

Ordnanca is imited and precious. To gal the biggast possible bang out of each weapon, first try to get the enemy to bunch up. Then you can
hurl r drop in your explosives, poison, or cheese, and spread the pain through the whole crowd. Naiurally, the enemy will maks great efforts
to knock out your weapon-carrying units. Know who and where your bombers are, and protect them until they unleash their weapons.

Only ants and pillougs can use ordnance dn the ground. All fliers except the math can carry and drop ordnance, but must be airborne (o do
it. The robker lly can steal ardnance from the other side and then attack with it. (For fliers, keeo energy levels and enamy skyrocksts inmind.)

Bombs pack a bodacious impact over a goad-sized area. Four or fiva will knock most of the stuffing out of even a rhino beetle or cockroach.
Keep in mind that the pillbug 's immune to explosives.

Firecrackers are moderate explosives—two or more will kill weaker units,

Limburger Cheese hornbs donotharm bugs directly, butwi'l delay or confusethem. Use cheese to stall an enemy advancewhile you position
your forces. Remember—when you cut the cheesg, it cuts both ways.

Poison sickens nearby bugs and saps their energy. It 's very effective against jumping or flying bugs that need energy for full ffsctivanass.
Only the cockroach is immune to poison.

Rocks are rocks. Simple and diract. They affect only a single target, and have more impact when thrown from & high place.
Skyrockets knock down airborna liars al great d'stances, and two or more will kill weak or weakened fliers. Find out which enemy fliers are

carrying orcnance, and «eep rockets to resist their atiac«. Befter yet, knock them down over harmful terrain or strong defenders—ths enemy
will certainly try to do it to you.



Terrain

Terrainaffects different bugs (n different ways. Most
obviously, only Diving Beatles, Water Boatman,
and Water Bugs can cross liguids. (On the other
hand, these bugs are slower on dry surfaces.)
Terrain thatis notf climbable can be crossed only by
jumping or flying bugs.

Counter, floor, and cardbeard surfaces allow top
spead for fast walkers, while grass, mud, cole slaw,
tar, and other stickier stuff will dramatically affect
walking speed. The ponderous rhinc beetle walks a
the same pace across any terrain. "Glowing” tar-
rains such as refrigerator glorp or bleach are harm-
ful to all units excapt the cockroach.
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Food

Note: You cannot capture an  Foodisoftenthe mission objectivainabattle, asimporiant {if not more so)as taking outthe enemy. Different
unclimbabie food item by sitting @ food items have different point velues: for example, a pspperon slice is worth anly one point, buta whole
jumper or flier on top of it Big Buns Burger is worth eight.

Te capture food, your troops must move into the
food's “capture area” and control the item long
enoughto raiseyour llag. aselectedunilis inafood
capture area, a knife and fork icon is displaved in its
Status Display.

To contrel the fooc, all enemy forces must be driven
fromthe capture area. More valuatle food items take
more time and/or units te control. Nearby enemies
will usually drop evarything else to keap you from
gaining or keeping cantrol of a valuable foac item.
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Strategy Hints

1. Before starting a baitle, evaluate the battlefield. Determine the number and type of troops you have, and
compare thamto the enemy forces. Are there commander bugs, ar any bugs with boms or other weapons?
You may want to focus your attack or defense on them. If there are food objactivas, figure out which ones
are the most vital in regards to point value or position. Look to see where the terrain will help or hinder the
mavements of your forces.

2. Develop a strategy to wipe out the enemy or capture the food based on the tactical scenario. Should you
aftack or defend? Where are the strongest enemy threats, and how will you counter them? Where can you
aexpect the enemy attack? Can you set up traps or diversions? Should you hold back resarve forces? How
many? Where? Do you need to annihilate the enemy forces, ar just outmaneuver them?

3. Anticipate the snemy with your initial orders. Gat your troops in position to head off or counter expected
moves, or it may be too late,

4. Monitor the action closely and control the clock. At any time, you may click on the stopwatch or a bug,
or press [P] to stop the action and glve or change commands. If one of your bugs wins a fight, don't just
It it siand there twiddling its antennae—send it to help somewhers glse. % 2

5. Altack in coordinated teams. Bugs can fight cff only one unit at a time (except forsg
ganging uponanenemy, lead with the strongast defender. Hitas many enemies as possible
Where necessary, sacrifice a bug or two to divert or delay enemy forcas. Above all, learn abe
anilities of each bug and usa tham.

6. Remember, you hava the ultimale advantage—RESTART BATTLE. As horribly as they might die, your
troopswill spring back tolife, aager &s everto follow a general who is justa little more experignced this time.
Good Luck!
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TECHNICAL HELP

Troubleshooting

Problem: | have installed Baffie Bugs on a compressed drive, and it does not run.

Possihle solution: 5aiife Bugs may neec mora disk space. Comoression sofiware estimales avai'ahls
aisk space using an expected compression ratia of 2 fo 1 or more. However, many Bafile Bugsfiles will
not comprass much. This means you may need to frae up (o twice as much space as the compression
software says.

Problem: After upgrading to MS-DOS 6.0, 1 can no longer run Balife Bugs. | keep getting an “Out of
Memory™ error,

Possible solution: If you have installed MS-D0S 6.0 and run the MamMaxer ulllity, it may have
configured your computer's memory so that there 's no longer encugh conventional memory fo run Bafile
Bugs. See your MS-DOS 6.0 manual, or try the Boaot Disk cption in the INSTALL program.

Problem: My computer has at least 2 megabytas of memary, but | receive a messags saying that I do not
have enough conventional or expanded memary.

Possible Solution: Satfie Birgsrequires 587 kilobytes (KB) of free conventional memory, and 256 KB of
expanded mamory (EMS) for the dgitized sound effecis. Your computer’s conventional memory may be
taken up by background programs or device drivers, or not configurad corractly. Try creeting a Boot Disk.

Problem: Iy computer has at least 4 megabytas of memory, but even after creating a boot disk, | still
raceive a message saying that I ¢o not have enougn memory to run the game.

Possible Selution: Your boot dis« may require further modifications to load your cavice drivers correctly
into upper memory, See the “Customizing the Boot Disk” section, or cansul: your compuier system manual
or manufacturer for assistance.
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Prablem: My program locks up in the copy orotection scraen.

Possible Solution: BBCONFIG may not recognize the inferrupt (IRQ) or address you are using for your
sound card. You can re-sel BBCONFIG manuzlly in the BUGS diractory with the following command:
BUGS MSDIXYYY using the following varizhles....

W=Music on
S=Sound on
D=Display mode: enter 8 for 800 x 600, 6 for 640 x 480 Note: For information on installing
X=IRQ (usually 5 or 7) Battle Bugs or changing system
YYY=address (usually 220 or 240) sound card settings, see “Getting

Example: Typs BUGS MS815220 [Fnier] in the \BUGS directory to configure the game for 800x600 Started” on pages 210 5.
graphics, a sounc card IRQ of 5, and an address of 220. See the README fils for more information.

Problem: My mouse is not responding. o
Possible Solution: Your mouse driver may not be loaded for MS-DOS programs. You will nead to edit il
the AUTOEXEC.BAT or CONFIG.SYS files on the hoct disk to nelude your mouse driver. i '

Problem: | have a SCSI drive and Batlle Bugs doas not work properly.
Possible Solution: There are incompzibilities betwsen SMARTCRY.SYS and SCSI drives. Do not u
SMARTDRVY.SYS for Battie Bugs if you have a SCS! drive. :

Problem: | am gatting vertical white bars or other graphic anomeliss in the gama.
Possible Solution: You may be using a mousa driver that is not fully comp
2100% Microsoft compatible mouse. -
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Error Messages
This secticn offers possible solutions for error messagas vou may encounter.
YOUNEED XXX MCRE BYTES OF FREEMEMORY AVAILABLE TO RUN THIS GAME. Try using & boot disk.

GENERAL FAILURE READING DRIVE (floppy crive etter). You may have alow-density drivethat cannot reac
the high-density game disk(s).

CRE ERROR.

DATA ERROR READING DRIVE (A or B or C or D)

SECTCR NOT FOUND READING DRIVE Aor D

These mean you have & faulty game disk, and should return it for a replacement.

ASSERTION FAILED...
The program cannot [oad a file because of insufficient memory, or because the file is missing or carrupted.
You snould be zble to avoid this by keeping your files in the default dirsctories and configuring your PC
correctly for the game.

Manual Installation

IF you have trouble with the narmal Batife Bugs insiallation, you can iry installing the program manually.
(You need to be familiar with MS-DOS Copy commands to do this.) For full instructions, see the README
file onthe Batile Bugs Disk 1. You may view or printthisfile using your MS-DOS EDIT utility, the Windows
Motepad, or your praferred word procassor in its tex:-only maode.

Configuring Memory

Even if your system has tha minimum 2 megabytes (MB) of RAN, Baifte Bugs may not run correctly unless
the RAM is configured (set up) correctly: you nead ablsast 587 kilobytes of free conventional memory for
800x600 graphics (577k for 540x480 grapnics), ana 256 kilobytes of free expanded memory (EMS) for the
digitizec sound effects.



If Baitle Biigs DOES NOTstart correctly, use the MS-DOS MEM command to see if you nead to free up some
of your computer's memory. From your MS-DOS prompt, type MEM and press [Enter]. “Largest
exacutable program size” is your frae conventional memory; “bytes free EMS” is your expanded memory.
It you do not have enough memery, you probably have resident or “background” programs and device
drivers laking up memory that the game needs. This means you will need to free up memory for Batfle Bugs
by removing one or more of these programs, or moving them into “ugper memary.”

Freeing up Memory

1. Fyoucannotrun Baifle Bugshecause of lowmemory, try the Install program's “Make Bootable Floppy
Disk" option as described below. A boot disk is a fast ang effective way of freeing mare memory Lo
run the game.

2. I you continue to have problems even with a boot disk, try customizing the boot disk’s
AUTOEXEC BATand CONFIG.SYSstart-up files. See “Customizing the Boot Disk,” below, for detalls.

3. Consult your DOS and mamory manager software documantation for detailed information about
system mamory and how to optimize it.

Creating a Boot Disk

A hoot disk is the smplest way to configura your computer's memory for running Batfle Bugs. The Battle
Bugs Install program has 2 “Make Bootable Floppy Disk™ option that makes creating a boot disk easy. If
you set it up successfully, all you will have Lo do is put the boot disk in your floppy drive and restart the
computer to configure its memary correctly and launch the game.

Although the “Make Bootab'e Floppy Disk” option doss a very good job of configuring most systems, it may
nothe avlzto properly recognize every possible sound card, mouse, or disk-canlrolling device driver. This
means that you might have la make additional changes to the boot disk to get the program running. If you
are having troudle starting the game, try "Make Bootable Floppy Disk"—it can't hurt. If it does not work,
however, sea the “Customizing the Boot Disk” saction, elow.
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Note: Some computers are set tip
to ignore boot disks. If your PC
starts normalfly even with a boot
disk in drive A., you will need to
consult its documentation or
manufacturer for a solution. If the
game sl will not run, orthe drivers
for your mouse or sound card will
not load correctly, you will need fo
customize the start-up files
manually as described in the
following section.

32

“Make Bootable Floppy Disk” Option

You can use the Install program fo format and create 2 Batffe Bugs boot disk for your computer's Az drive,
Before you start, havea blank or formattable floppy disk for your Ax drive ready. (Al files on itwill be erased.)
1. Start the Install program fram the Battie Bugs directory on the hard disk, or from disk #1.

From the Installation Choices window, select “Make Bootahle Floppy Disk.”

The Install program will guide you through the process—follow the on-scresn prompts carefully.
Insert the olank disketie into your Az drive when prompted. Instal| will use DOS commands to format
the floppy disk and write all the necessary start-up files to il

Lo 2

When the procass Is finished, exit the Install program. You can then re-boot your computer with the boot
disk in the Az drive.

Using a Boot Disk

The boot disk you have created with the Install program’s “Meke Bootable Floppy Disk” option contzins 2

stripped-down varsion of your usual start-up files. You must start {or restart) your computer with the boot

disk in the A: drive for it to work. (Note: a boot disk will work only in the A: drive).

1. Place the boot disk in the A: drive and start the computer. {If your computer is already running, exit
any programs and restart the system with your PC’s Reset buttan, or use [Ctril+[Altl+[Dell from the
keyboard.)

2. Thecomputer willstartup using the bool disk’s memory configuration. (Ifyou created the boot disk with
the Install program from within the Batife Bugs directary, it will also try to start the game autornatically.)
Otherwise, start the game manually by entering BUBS‘as usual in your Baftle Bugs directory. {(To return
your computer to its narmal setup later, just restart it again without using the ooot disk.}



Customizing Your Boot Disk

To customize a corfiguration for your specific system, you can edit the CONFIG.SYS and AUTOEXEC BAT
stert-uo files on the boot disk the install program created, or create a new Boot Disk from soratch.
CONFIG.SYS and AUTOEXEC.BAT are simple text files that you can edit using your MS-DOS EDIT utility,
the Wincows Notepad, o your preferred word processor in its text-only mode. On your hard drive, these
files te!l your computer how to arrange its memory for ncrmal operation. On the boot disk, these files tell
your computer how to arrange its memory specifically for running Baitle Bugs.

Warning: Manuzlly altering the CONFIG.SYS and AUTOEXEC.BAT start-up files can be a trial and error
process. When opening a file to edit, triple-check to MAKE SURE you are working with the
files on your hoot disk in the A: drive. Otherwise, you may change the CONFIG.SYS and
AUTOEXEC.BAT files on your hard drive instead, which in turn may impair the normal
operation of your system.

If ,l'EILJ pref er to create a bcut disk fmrr scrat r;f you will nee{l aTresh!y Tcrmattﬂd sy&ém d{&ke&e Fo‘rl"': it

anything.
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These examples show a “minimum configuration” that will let you run Bafte Bugs on most PCs. The lines
in your start up files will differ according to your system's drivers and directory names, and the version of
1MS-DOS you use. (NOTE: Parentheses indicate comments thal are NOT part of the file.)

Sample Boot Disk CONFIG.SYS File
DEVICE=C:\DOS\HIMEM.SYS
DEVICE=C:A\DOS\EMM386.EXE RAM 256
(For digitized sound effect. You may use a differant sxpandeg
DOS=HIGH,UMB |
(Loads DOS irto Upper Memory)

FILES=30

BUFFERS=20

BREAK=0N

LASTDRIVE=2
DEVICEHIGH=C\MIOUSE\MOUSE.SYS

(Only if using a mouse. See “Mouse Drivers,” below.)
DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE
(Only if using DBSLSPACE. See “Disk Compression Drivers,” below.)

Sample Boot Disk AUTOEXEC.BAT file

@EGHO OFF

PROMPT Battle Bugs Boot Disk $P$G

(If you are woring with files created with “Make Bootanle |—|UD|35| Disk.")
PATH=C:\DOS

SET COMSPEC=C:\COMMAND.COM

(W1l use your actual COMMAND.COM location)

LOADHIGH C:\MOUSE\MOUSE.COM

34 {Only if you do nof use MOUSE.SYS in CONFIG.SYS. See "Mouse Drivars,” next page.)




C:

(From “Make Bootable Floppy Disk.” Changes to hard drive.)
CD C:\SIERRA\BUGS

(From "Maks Bootable Floppy J|sk Changss to current Battle Bugs directory.)
BUGS

(From “Maks Bootable Floppy Disk.” Starts Battie Bugs.)

Todisable aline in one of your start-up files, you can just type REM in front of it. For example,
REM DEVICEHIGH=C:\MOUSE\MOUSE.SYS wi |GISEib|E he mouse driver. To re-enable it, just
take the REM back out again. -

Mouse Drivers
Ifyou haveamouse, the Install program will have assumed that you want to be able to use |twnh Har ftie Bugs,
and put a mouse statement on the boot gisk. This means you should have cne mouse driver ling in either
your CONFIG.SYS ar AUTOEXEC.BAT file—hut not both! For exampla:
DEVICEHIGH=CAMCUSEWOUSE.SYS (Used in the CONFIG.SYS file an'y)

LOADHIGH C:\MOUSEWOUSE.COM {Used in the AUTCEXEC.BAT file only)

Ifyou havea cifferent mouse driver name (MOUSE EXE, IMOUSE, GMOUSE, HPMOUSE, efc.) or if you kesp
the driver in a different directory (CAMSMOUSE, CADRIVERS, etc.) the path and driver name will be
different. Ses yeur mouse manual if unsure.

Mouse Hints
[fyou do notwant to use a mouse with Battle Bugsatal,, "REM" the mouse drivar statement from your boot
disk’s CONFIG.SYS or AUTOEXEC.BAT file as described above. This wil free up memory.

Use MOUSE.SYS rather than MOUSE.COM or MOUSE.EXE, if possible. MOUSE.SYS is smaller and takes
less memary. Make sure you do not have a mouse driver ling in foffrthe CONFIG.SYS or AUTOEXEC.BAT
files. If you co, remove cne, because you are needlessly cading fwo mouse drivers into memory.
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Disk Compression Drivers

I you use disk compression on your hard disk, you must includs the correct disk comprassion driver
siatement on your boat disk, or your mouse or other drivers may not load correctly. The example
CONFIG.SYS shows tne correct statement if you are using the CBLSPACE utility frem MS-DOS 6.0—6.2.

I you are using Stacker 3.1 or later, use the following I'ne ‘nstead:
DEVICEHIGH=C:\STACKER\STACHIGH.SYS
For cther utlities, refer to your manuzl or confact the manufacturer for complete instructions.

Reminder: For the poot disk fo work, you must REBOOT your computer with the boot disk in your A: crive.
Place the boot disk in drive A: and press your PC’s Reset button, or [Ctrl]+[Alt]+[Del]. Your computer will
now reboot, using the start-up files on the boot disk in A:. Have a great time!

Additional Boot Disk Instructions

If you have a modem, you can downloac additional boot disk instructions from the Sierra Bulletin Board
Service, or BBS. Thefile to download is BDALL.EXE or BDALL.ZIP (BDALL.Z'P is compressed—you will
need the PKUNZIP shareware utility to open it} After downloading this fils, select the instructions that will
best match your system and program neads.

In the U.S., the BBS rumber is 206-644-0112; in the U.K., the BBS number is (44) 734 304227
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CUSTOMER SERVICES

The best customer service in the industry.

“You don’t just buy our games—you huy the support of the whole company.”

Sierra On-Line is dedicated to helping you with sach and every question or problem. Wnether it is memory shortages, software compatibility, or

any other issue affecting our products, we guarantee your satisfaction.

Customer Service

Contact the Customer Service Department for questicns pertaining ‘o returned merchandise, back orders, defective merchandise, and general
game information. In the U.K. and Furopa, use these contacts for Tachnical Support, Returns, and Diract Sales as well,

United States United Kingdom
Sierra On-Line Sierra On-Ling Limited
4 Brewery Court
Customer Service The Old Brawery
P.0. Box 85007 Theale, Reading, Berkshire
Bellavue, WA 98015-8507 RG7 5AJ United Kinggom
Call 1-800-SIERRA-5 Call (44) 734 303171
(1-B00-743-7725) Fax (44) 734 303201
Fax (206) 562-4223 9:00 a.m. - 5:00 p.m., Manday—Friday

Continental Europe

Coktel Vision

Parc Tertiaire de Meudon
mmeuble “Le Newten”

25 rue Jeanne Braconnier
92366 Meudon La Forét Cadex
France

Call 33-1-46-01-46-50

Fax 33-1-46-31-71-72
Hint line 33-1-36-68-45-50
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U.S. Technical Support
Inthe U.S., contact the Technica! Support Dapartment for help in instaliing or configuring your Sierra product, or resolving hardware or software
compatibility issues.

Automated Technical Support 1 (206) 644-4343

Sierrz On-Line offers a 24-hour Automatec Tachnical Support line with recordad answers to the most frequently asked technical questions. To
access this service, call 1 (206) 644-4343, and follow tne recorded instructions to find your spacific topic and resclve the issue, If this fails fo
solve your problem, you may still contact our Technical Support Department as described below.

Technical Support Department
I you are unable to resolve a problem with your game using this manual or through the Automated Support ling, contact our Technical Suppaort
represantatives directly. You may call, write, or fax us with your questions, or contact us via BBS e-mail.

If you choose fo write, fax, or e-mail us with your request, please provide detailed information on your compulter system and the nature of your
| problam. In addition, please include your address and telephone number should we need to call back or send you further information.

1.S. Technical Support Sierra U.S. Technical Support is also available through:
Sierra On-Line Sierra BBS: U.S. (206) 644-0112 or U.K. (44) 734 304227
Technical Support CompuServe: GAMAPUB (S'erra D 76004,2143)

P.0 Box 85006 Prodigy: Technical Support ID- WBWW55B

Ballevue, WA 98015-8506 America Online: Keyword Sierra (Private Emall DynamixTS)

GEnie: Private E-meil to SIERRA.SUP
Call (206) 644-4343
Fax (206) 644-7657
3:15 a.m. - 4:45 p.m. PST, Monday-Fricay

Lsa
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Sierra on CompuServe

Sierra offers technical support and patch files via its CompuServe forum, as well as produat demes, hints, and reviews. Members of CompuServe
can type GO GAMAPUB and Ieave a message for us at Sierra (CIS 1D 78004,2143). 1f you are not currently a member of CompuServe, call toll-
free (800) 848-8199 and as« for Representative 461 for your FREE introductory membarship and usage credit.

Patch Disks

If you have sooken to a Sierra Technical Support Representztive or have read about an available patch (repair) cisk In our magazine interAction,
please send in your request to the address below, or contact us via BBS. Let us know the game, version number (VER# on the front of your game
Cisk(s})), and the disk type you have.

Sierra On-Line

Patch Disks

Dept. 10

P.C. Box 485

Coarsegold, CA 93614-0485

U.S. Direct Sales
To order games, hint books, or hardware, redeem coupons, use special discounts, or Lo find outwhere you can purchase Sierra games inthe U.S.,
contact our Direct Sales Department.

us. For direct orders:
Sierra On-Line Call 1-800-75/7-7707
Direcl Sales Fax (206) 562-4223

P.0. Box 53250
Bellevue, WA 98015-3250
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The Sierra No-Risk Guarantee!

THE PROMISE: We wan you to be hapoy with every Sierra product you purchase. Period. Complete and return the anclosed owner regislration
card, and we will be able to serve you beiter if you contact us with a problem. If you are unhappy with one of our software praducts for any reason,
you can return it for an exchange or full refund within 30 days of purchase. (If it was purchased retail, please include the original sales raceipt.)
Note: his policy applies to the original cwner only.

THE OMLY CATCH: You have to tell us why you don't li<e it, so we can improve. If you send it back and tell us why, we'll do our best to make you
happy. -

Software Warranty & Replacements

It your Sierra software or disk fails within 90 days of purchase, we w'll replace tfree of charge. Toreplace faulty sofiware, return the CD or diskete
#1 directly to us. Includs a copy of your sales receipt, a note stating your game machine or computer type, and the type of disk{s) you nead. More
than 90 cays after purchase, you must alsc include a $10.00 U.S. (£6.00 in U.K.) replacement charge.

Inthe U.S., raturn your software to:
Sierra On-Line Fulfillment

P.0. Box 485

Coarsegold, CA 93514

Aftn: Returns

Cversaas, raturn your disk(s) to the appropriate Sierra Cusiomer Service center, marked “Aftn: Returns.”
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Game Credits
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Craig Nelson

Design
Dennis Caswel
Craig Nelson
Stephen Lewis
Mark Holmes

Programming
Dennis Caswel

Graphics and Animation
Stepnen Lawis
Mar Holmes

Music
Byte-Size Sound

Sound Effects
Halestorm

Voice Characterizations
Dennis Caswell

Internal Speaker Digitized Sound Driver
Craig Nelson

Other Sound and Music Drivers
THE Audio Solution

Design Consultant
Bill Darrah

Special Thanks
Bill Lanphear
Matt Cryscale
Tom MacDavitt
Tom Schumacher

Manval Credits
Writing

Bill Lanphear

Dennis Caswell

Kurt Weber

Editing
Kurt Weber

Design and Layout
Cameron Mitchell

Publications Manager
Fevin Lamb
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Index
Atack Strength, 14

Briefing, 10

Baitle Display, 11
Begin Campaign, &
Bomb Detector, 14
Bombs, 17,24
Baoct Disk, 31

Campaign Sereen, 7
Chenging Preferences, 5
Chesse, 17, 24
Commands, 15-18
Command TV, 12
Configuration, 30
Continue Campaign, 8
Control Panel, 11-14
Controls, 2

Copy Protection, 5
Customer Services, 37
Custom Path, 18

Decorations, 9

Defense Strength, 14
Defensiva Perimeter, 18
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Energy, 14
Enligtment Scraen, 6
Exit Game, 14

Firacrackers, 17, 24
Food, 26

(Game Play, 6

Getting Started, 2

General vs. General Modg, 21
Go to Commands, 16

Group Commands, 18

Hazarcous Terrain, 25
Hints, 27

Inspect, 11
Installation, 4

Life Force, 14
Limburger Cheese, 17, 24
Liguids, 25

Medals, 9
Movament, 15
Music, 12

Objectives, 10, 26
Onward, 11
Ordnance, 17, 24

Paih, Custom, 16
Paison, 24

Requirements, 3

Resume Savad Campaign, 8
Retire, 7

Rocks, 17, 24

Rockats, 17, 24

Restart Battle, 11, 13

Save Campaign, 9, 13
Skip Battle, 11
Skyrockets, 17, 24
Sound Card, 3, 5

Sound Effects, 12
Starting Game, 5

Status Displey, 14
Stop, 18

Stopwatch, 13

Strategy Hints, 27
Surfaces, 25

System Requirements, 3

Technical Help, 28
Terrain, 25

Throwing Bembs, 17, 24
Time, 13
Troubleshooting, 28
Tutorial, 19

Two-player Mode, 21

Weapons, 17, 24
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IT IS ILLEGAL TO MAKE UNAUTHORIZED COPIES OF THIS SOFTWARE
This sofiware is protected under federal copyright faw. Itis iltegal to make or distribute copies of this software except to make a backup copy for archival purposes
only. Dupiication of this software for any other reason including for sale, foan, rental or gift is a federal crime. Penalties include fines as high as $50,000 and jail terms
of up 1o five years.

Sierra On-Lins, Inc. supports the industry’s effort to fight the iNegal copying of = @
personal computer soffware. Repart Copyright Violations To: == S I E R R A

SPA, 1730 0 Sireet N.W. Suite 700, Washington, D.C. 20036 - (202) 452-1600 =3

This printed manual, its on-ling counterpart, and the software described in this manual are copyrighted. All rights are reserved. No part of the manual or the described
software may be copied, reproduced, transiated or reduced fo any electronic medium or machine-readable form without the prior written consent of Sierra On-Line,
Inc., 3380 146th Place SE, Suite 300, Belfavize, WA 98007,

® and ™ designate trademarks of, or licensed to Sierra On-Ling, Inc. © Sferra On-Line, Inc. 1934 ANl rights reserved. Printed in the USA.

QEMM-386™ is & frademark of Quarterdeck Office Systems. IBM®, PC® are trademarks of International Business Machinas Corporation. Microsoft®, MS-005,
Windows™, HIMEMN", are trademarks of Microseft Carparation. Sound Blaster” is a frademark of Creative Labs, Inc. Stacker® is a trademark of Stac Flaectronics. Adiib®
is a trademarx of AdLib incorporated. Batile Bugs™ Is a trademark of Epyx. Software © Epyx, 1994,

Limitations on Warranty
UNAUTHORIZED REPRESENTATIONS: SIERRA WARRANTS ONLY THAT THE PROGRAM WILL PERFORNS AS DESCRIBED [N THE USER DOCUMENTATION. NG GTHER ADVERTISING,
DESCRIPTION, OR REPRESENTATION, WHETHER MADE BY A SIERAA DEALER, DISTRIBUTOR, AGENT, OR EMPLOYEE, SHALL BE BINDING UPGN SIERRA OR SHALL CHANGE THE TERMS
OF THIS WEARANTY.

IMPLIED WARRANTIES LIMITED: EXCEPTAS STATED ABOVE, SIERRA MAKES NO WARRANTY, EXPRESS UR IMPLIED, REGARDING THIS PRODUCT. SIERRA DISCLAIMS ANY WARRANTY
THAT THE SOFTWARE !5 FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED WARRANTY OF MERCHANTABILITY SHALL BE LIMITED T0 THE NINETY (80} DAY DURATION GF THIS
LIMITED EXPRESS WARRANTY AND 1S OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED. SGME STATES DO NOTALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY
LASTS, S0 THE ABGVE LIMITATION MAY NOT APELY 10 YOU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NGT BE LIABLE FOR SPECIAL, INCIDENTAL, CONSEQUENTIAL R OTHER DAMAGES, EVEN (F SIERRA IS ADVISED OF OR AWARE 0F THE
POSSIBILITY OF SUCH DAMAGES. THIS MEANS THAT SIERRA SHALL NOT BE RESPONSIBLE OF LiABLE FOR LOST FROFITS OR REVENUES, OAR FOR DAMAGES OR COSTS INGURRED
ASARESULT OF LOSS OF TIME, DATA OR USE OF THE SDFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THEACTUAL COST OF THE PRODUCT. IN NQ EVENT SHALL SIERRA'S LIABILITY
EXCEED THE PURCHASE PRICE OF THIS PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, S0 THE ABOVE
LIMITATION OR EXCLUSION IAY NOT APPLY T0 YOU.

YOU ARE ENTITLED TO USE THIS PRODUCT FOR YOUR OWN USE, BUT MAY NOT SELL OF TRANSFER REPRODUCTIONS OF THE SOFTWARE, MANLAL, OR BOOK TO OTHER PARTIES N
ANYWAY, NOR RENT GR LEASE THE PRODUCT 10 OTHERS WITHOUT FRIOR WRITTEN PERMISSION GF SIERRA. YOUMAY USE GNECOPY OF THE FRODUCT ONA SINGLE GAME MACHINE,
COMPUTER, OR COMPUTER TERMINAL. YOUMAY NOT NETWORK THE PRODUCT OR QTRERIWISE INSTALL IT OR USF IT ON MORE THAN ONE GAME MACHINE, COMPUTER, OR COMPUTER
TERMINAL AT THE SAME TIE. 43
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