cementdocs.com

hitp:/ [www.tepla

|SBN 1-888533-00-5


Mike
ReplacementDocs


s ST

o —

v ,L

BLUE BYTE SOFTWARE INC.
33 South Roselle Road, Suite 201 - Schaumburg, IL 60193 - USA - Tel: (708) 539-7950 Fax: (708) 539-7951
Note: After April 20th, Tel: (847) 534-7950 Fax: (847) 534-7951
http://www.bluebyte.com

BLUE BYTE SOFTWARE GMBH
Eppinghofer Strasse 150 - 45468 Milheim-Rubr - Germany - Tel +49 (0)208 - 450880 Fax +49 (0) 208 - 4508899

BLUE BYTE SOFTWARE LTD
22 Billing Road - Northampton - NN1 5AT - Great Britain - Tel +44 (0)1604 - 232200 Fax +44 (0)1604 - 24553



BATTLE ISLE 2220 4 INTRODLUCTION

INTRODUCTION

BATTLE ISLE 2220 - SHADOW OF THE EMPEROR is the
latest in the Battle Isle series of strategy games from
Blue Byte Software.

BATTLE ISLE 2220’s combination of present-day and
future technology together with a futuristic story will
test your tactical skill to the utmost.

This BATTLE ISLE 2220 - SHADOW OF THE EMPEROR
booklet is divided into 2 parts. One is the Tutorial and
the other is the Manual. The Tutorial steps you through
the various weapons, controls and scenerios to give you
an overall familiarity of the game. In the Manual you will
find detailed information, examples, and step-by-step
instructions to help you master all the features of
BATTLE ISLE 2220 - SHADOW OF THE EMPEROR.
BATTLE ISLE 2220 is easy to operate, and may seem to
be an easy to understand program with relatively few
features. But appearances are deceptive! The various
tool symbols, menus, sub-menus, and dialog boxes con-
ceal a wealth of features that you should familiarize
yourself with before you start playing. We advise you to
first read through the manual starting on page 28 and
then play through the 8 missions in the Tutorial to famil-
iarize yourself with the game.

Your Battle Isle Team
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TUTORIAL MAP 1

nattle isle D tutoria

TUTORIAL PART |
Welcome to the BATTLE ISLE 2220-SHADOW OF THE EM-
PEROR Tutorial.

BATTLE ISLE 2220’s ease of operation and intuitive user in-

terface hide an extremely complicated program. To fully en-
joy BATTLE ISLE 2220, please familiarize yourself with the
basic operations described in this Tutorial before beginning
the game. It is advisable to play through all eight missions in
the Tutorial before play commences.

Like most Windows programs, BATTLE ISLE 2220 is controlled
almost entirely with the mouse. In the following Tutorial, to “click”
means place the mouse cursor onto the object you want and press
the left mouse button once. To *double click”, press the left mouse
button twice.

To install BATTLE ISLE 2220, please refer to the instructions
in the accompanying Reference Card. This Tutorial assumes
that the game is already installed on your machine. Start the
game as described in the Manual, and the Disk Access
Menu will appear, after the introduction is finished.

Click on the yellow square next to the Start Individual Map
instruction to open the Load Missions Window which
shows all the missions in the current Battle Set. There are
three Battle Sets to choose from "Shadow of the Emperor”

Multi-player Games” & *Tutorial”. Click on the bottom ar-

row at the top right of the window, next to the name of the
current Battle Set until the word “Tutorial” appears in the
box. Click on the box next to Tutorial 1, and the computer

will load the first map of the Tutorial.
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From top to bottom:
X-Button

Maximize Button

Info lcon

Movement Button
Technotrax

Mobile Fortress
Movement Range Icon

You will see a dialog box asking you to select a level of diffi-
culty. For beginners, select the Normal level. Click on the X-
Button in the bottom right-hand corner, to close the window. In
each of the next two windows, set players and set alliances, click on
the X-Button for Tutorial purposes

Two windows of different sizes are now open. The larger one
is the Mlap Window where all the action takes place; the
smaller one i1s an Overview Window which lets you look at
the entire map. Both windows can be manipulated just like
in normal windows. They can be moved, maximized, or mini-
mized. To begin, enlarge the Map Window by using the maxi-
mize button and observe the layout (see also Map Window
section).

You will see three forested areas with a road winding through
them, a mountain at the bottom right, a farm with comnfields
in the top right-hand corner, and a flashing cursor. The cur-
sor shows which hexagon has been selected on the map. A
number of combat units are spread over the map; the color of
each unit shows which player it belongs to. On this map, your
units are dark green. Your opponents troops are blue. In the
SHADOW OF THE EMPEROR and TUTORIAL Battle Sets you
will always control the dark green units. These represent the

Empire’s troops.

TUTORIAL MAP 1

Ilustrations of vehicles in the Map Window usually repre-
sent several vehicles; for example, a picture of one tank actu-
ally represents ten tanks.

Tip: the game runs one turn at a time. The computer will not
begin to do anything until you have finished your move, so
don’t rush, you've got plenty of time to think about each
move.

In this scenario, the farm is under threat from two enemy

Assault Guns, and you only have one Technotrax right

BATTLE ISLE 2220 1 1 TUTORIAL

near the farm to defend it. The rest of your troops are scat-
tered all over the map, so it’s vital that you get them back to
this Technotrax as quickly as possible to defend the farm.
Near the mountains there is a Mobile Fortress. It looks as if it
could be useful in this situation, but you need to know exactly
how strong the unit is.

To find out the unit’s characteristics, first click on the Mobile
Fortress so that it is highlighted by the cursor. Then click on
the Information Icon on the Control Bar (located at the bot-
tom of the screen) which will open up the Info Window
showing a drawing of the unit and all its significant details.
(You can also call up a smaller Brief Info Window which sum-
marizes significant information about the unit by clicking on
the icon next to the one you have just clicked). You can look
at the other units’ details in the same manner; the Info Win-
dow and the Brief Info Window always show information
pertaining to the selected object.

As you can see from the window, the Mobile Fortress con-
tains a large number of heavy armaments, but its range of
movement is limited.

The "range” always indicate how far the unit can travel on a
road. The range will usually be smaller when the unit has to
travel over other kinds of terrain. Now close the Info Win-
dow, or drag it to the side.

If you double click on the Mobile Fortress, a small window
containing more icons will appear. This is called the Chip
Window. At the moment we are only interested in the Move-
ment lcon.

If you click on this icon you will see a change in the Map
Window; most of the hexagons will turn red. Only the area
around the Mobile Fortress which stays its original color is
the area within which the unit can move.

A unit’s range is much farther when traveling on asphalt than

when traveling over fields or land masses. Double click on

Hlus.:
Samurai
exact position

Change Player Icon
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the road hex which is furthest away from the
unit to the north and is not red, and the unit
will travel to that hex. The white coloring in-
dicates that the unit has been moved this turn,
and cannot be moved again until the next

turn.

The enemy guns are still too far away for us
to attack. The Chip Window which has just
opened will not be of any interest to us until
later on, so close it by clicking on the X-lcon.
Let’s take a look at the Buggy below the for-
est. Double click on the Buggy, then click on
the Movement Icon. The whole forest will
turn red which shows that the Buggy cannot
travel through this type of terrain. BATTLE
ISLE 2220 automatically shows you where a
unit can and cannot travel.

In this particular case we have no choice but
to move the Buggy around the edge of the
forest. Double click on a hex to the left of the
forest, next to the road, and the Buggy will
go there.

Now let’s look at how to attack. Find the
Samurai tank in the bottom right of the map
above the mountains and move it up as close
as possible to the right of the left enemy as-
sault gun - the Samurai should be right next
to it. As you see the assault gun on your left
is hemmed in between the Samurai and the
Technotrax. Because it has to worry about

several enemy units at once, 1t is automati-

cally in a weakened state. This is to your ad-
vantage. Another manoeuver called “block-
ing” also places the enemy at a disadvantage;
this occurs when your units are positioned
in adjoining hexagons, thereby blocking the
attacking unit. In both cases you receive bo-
nus points to your units’ battle scores, so at-

tempt these maneuvers whenever possible.

Back to the Samurai: when the tank has
moved the Chip Window appears. This is the
window we saw earlier when we were mov-
ing the Mobile Fortress. This time we are not
going to close the window. As soon as you
click on the Attack Icon, the computer will
show the units which you can attack. Double
click on the illuminated Assault Gun on the
left located on a red base hex. A new win-
dow will open, showing the artillery that the
Samurai possesses - one 100mm cannon and
a 20mm gun. To the left of the name, the am-
munition supply for the tank is listed. Un-
derneath the name the weapon’s power and
its possible targets are shown. If the tank is
lit up, for example, the weapon can be used
against ground-based units. At the end of this
line you will find two more numbers: the first
one shows the minimum distance between
the weapon and its target; the second one in-
dicates its range. The Samurai’s 100mm can-
non has a strength of 560 and a range of 1, so

it can be deployed against other ground-

BATTLE ISLE 2220 1 3 TUTORIAL

based units and ships.

Click on the "SELECT
WEAPON BUTTON" (the
yellow button) next to the
100mm cannon, and battle
begins.

The computer will show you
an animated picture of the
battle or a quick review of the
session, depending on the
setting. The Setup Menu sec-
tion in the manual tells you

how to change this setting.

If you click again on the
Samurai in the Info Window

you can see how many tanks

From top to bottom:
Buggy

Attack lcon
Experience value
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you have lost. The number of tanks you have
left is shown to the left of the drawing. There
are also two stars directly underneath it. You
receive a star every time you score a direct
hit on an enemy unit. This is the Experience
Value of your unit; the more stars your unit
has, the higher its experience level. If your
unit destroys an enemy unit in one move, it
receives an additional star or experience level.
Now move the Ranger which is located be-
tween the two forested areas, next to one of
the Assault Guns (remember the “hemming-
in” manoeuver), and attack it. As you will see,
when the Ranger has completed its attack it
can move again. You should take advantage
of this to make rapid advances. The second
move is carried out in the same way as the
first; double click on the hex you want the
Ranger to go to, and it will be out of range of
the enemy’s guns.

Click on the Change Player lcon and wait
until you can move your units again. Move
your Mobile Fortress along the street and get
as close as possible to the Assault Gun so that
there is only one hex between it and the
enemy’s Assault Gun. Now, attack with your
135 mm cannon. Being that you are attacking
from a distance you are on safe ground out-
side the range of the enemy’s guns. Then
move your Buggy as close as possible to the

two Assault Guns.

The Buggy has ground-to-ground missiles
with a range of 2 and is able to fire from a
considerable distance. This special character-
istic is described in the Info Window.

Click on the Change Player Icon again and
when the computer has made its move move
the Buggy to the rear of the Technotrax, so
there is only one hex between the Buggy and
the enemy’s Assault Gun. Now it can attack
the enemy, as described earlier, but 1s also on
safe ground because it is outside the range of
the enemy guns. If you like, the Buggy can
make a second move to take it well away from
the dangerous area.

At this time, we suggest that you continue
playing on your own. Experiment with ev-
erything at your own speed, and get to know
your own capabilities and those of your op-
ponent. You can interrupt the game at any
time and take it up again later where you left
off - just save your game using the Disk Ac-
cess Menu. If you destroy all of your enemy’s
units first, click on the Change Player Icon
and the computer will recognize that you
have won the game. Choose the next mis-
sion map or exit the game

Another tip: when you have completed mov-
ing your units or have chosen not to move
them, make sure to end your turn by clicking

on the Change Player Icon on the Control Bar.
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The computer will then make its move. When it has com-
pleted its move, it is your turn again, and you can move any
or all of your units. The game continues in this way until
either all your units or all your enemy’s units have been com-
pletely destroyed. In this tutorial you can interrupt the game
at any time and load the next map. If, however, you are play-
ing a campaign and successfully complete a mission, the next
map will be loaded automatically. Between the moves, sta-
tistical information showing the course of the battle will ap-

pear (see Manual for further details).

TUTORIAL MAP 2

You may have been wondering why there are so many ra-
dar stations on the first map. The reason is that recan-
naissance is an important element in BATTLE ISLE 2220.
All vehicles and infantry carry their own radar equipment
which tells them what the surrounding terrain is like and
which buildings or units are nearby.

In the first map, the radar stations allowed us to see the whole
map easily. If you load the map Tutorial 2, things get a bit
more difficult. About one fifth of the total area is visible while
the rest is hidden under a green surface. A few buildings can
be seen; presently, there is no sign of the enemy anywhere.
Do not be over-confident!

In the lower portion of the map you can see two groups of

units. In the right-hand corner there is a Ranger, two Demon

From top to bottom-
from left to right:
Mine

Ranger, Buggy
Change Player lcon
Radar Station

units, and a group of tanks
with Technotrax and Samu-
rai units, and further to the
left there is a small group of
Demon units. The group on
the right seems to have a far
greater range of visibility
than the one on the left.
You'll see why if you click on
the units in the Info Window;
this shows an eye with a

number next to it, indicating
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the reconnaissance range of the unit. The
Ranger has a range of 5, while the tank only
has a range of 3; so the Ranger can “see” fur-
ther, and is therefore ideally suited to recon-
naissance work. If you have already recon-
noitered an area and later move away from
it, the visibility will become smaller again -
you may be able to see buildings but not the

enemy units stationed there.

Back to the map: your reconnaissance units
have reported that a heavy artillery emplace-
ment, a Pulsar 3, is located in the northern
section of the forest. Your task is to find this
emplacement, destroy it and drive the enemy
out of the forest. You will have only won
when all the enemy units have been de-

stroyed.

Move the Technotrax on the left to the upper
edge of the area of visibility. What has hap-
pened? It has fallen into a trap - it has been
attacked by an intelligent mine. At this
point, nothing can be done. The battle will
run its course automatically. Since there are
two enemy mines the tank has to defend it-
self twice.

A word to the wise when playing: never move
outside the area you can see unless you are
absolutely certain what is out there!

You should always know how much fuel

your units have. This is shown automatically

when you click on the vehicle (if one of the
Info Windows is open). Try not to waste fuel,
because you may find yourself at a disadvan-
tage if you have to send a unit back to base to
be refueled.

Unfortunately, the Technotrax has not sur-
vived the trap. Now move the rest of your
units up and reconnoiter the forest, using the
Ranger to lead the way. Don’t let the Ranger
get too far away from the other units though,
because it is not strong enough to defend it-

self against more powerful units.

BATTLE ISLE 2220 1 7 TUTORIAL

TUTORIAL MAP 3
Of course, there’s more to BATTLE ISLE 2220

than dark forests and green fields. An impor-

tant feature of the game are the buildings or
Shops. In the course of the campaign you
will come across various kinds of shops, but
in this tutorial we will only look at the vil-
lages, towns and Headquarters (HQ).

Load the Tutorial 3 map. At the bottom of
the map you will find several tanks and two
Demon units in your color. Right next to them
you will also see your H@. The colored spot
shows that the building belongs to you; it also

indicates the entrance. The town above your

From left to right:
Headquarter

Mine

Entrance

HQ is colored gray which means that it is
neutral territory. Double click on the entrance
to the HQ to open the Chip Window contain-
ing an open box. If you click on this box, the
Shop Window will appear. The Shop Win-
dow iconsists of two halves: the right half
works just like the Info Window for the units,
while the left half contains information relat-
ing to the shops:

Current

Energy = present energy reserves

Material = available material

Income per turn
Energy = increase in energy per turn

Material = increase in material per turn

The income per turn is divided into two: the
total income of all shops and income only of
the shop selected.

In the center is a bar with six boxes. This

shows which units are in the shop (i.e, 1n



BATTLE ISLE 2220 1 8 TUTORIAL

the garage) at the moment. In the upper box
you will see a drawing of a Ranger; the right-
hand part of the window contains all the in-
formation about it. The flagindicates that the
Ranger can also capture buildings. Under
usual circumstances, only the infantry can
capture buildings.If there are more than six
units there, you can scroll the bar with the
two arrows at the top and bottom edges. The
selected unit will be highlighted, and details

about it will appear in the right of the screen.

Often one of the objectives of a mission is to
capture enemy shops. Let us attempt to cap-
ture the shop which is located towards the
top of the picture. Its color indicates that it is
presently neutral territory. To move the
Ranger out of the Headquarters, click on the
movement cross underneath the energy dis-
play. The Map Window will fade in again,
and you can move the Ranger normally. To
capture the neutral town, double click on the
entrance to the town, and the Ranger will cap-
ture it for you. Leave the shop now by click-
ing on the X-Button,

We now own a Headquarters and a town, but
how can we use them to our advantage? You
may have noticed that every time one of your
units moves or fires, its supply of fuel and
ammunition diminishes. When a unit is dam-
aged in battle, it needs to be repaired. The
shops are used to refuel, re-arm, and repair

your units, It’s advisable to keep the units

with experience (stars) ready for action all the
time, so you don’t lose your bonus points.

You will need to keep a careful eye on the
energy and material supplies in your shops.
In particular, the energy and material sup-
ply only increases slowly from one turn to
the next, so you have to be careful not to use
too much energy or material. Otherwise you
may find your shops unexpectedly empty. If
this does happen there is another way of in-

creasing the precious stocks.

To the north we can see a supply of aldinium
crystals in the center of the map. If we can
obtain at least one of these crystals for one of
our shops, it can be transformed into a large
quantity of material Of course, your oppo-
nent will be doing his best to capture these
valuable crystals for himself, so transporting
the crystals to the shops can easily turn di-

sastrous. In any case, you will need a trans-

Crystal
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porter - on this map, the Armored Personell

Carrier is used for this purpose. Double click
on it and the usual menu will appear. Next
to the Move Icon you will see another one
which looks like a box on wheels. If you click
on it you will open a window which looks
like the Shop Window and serves the same
purpose. (An Armored Personell Carrier can
also be used to transport other units, but you
must make sure you don’t exceed the permit-
ted loading weight).

Move the Armored Personell Carrier on the
crystal which will move the crystal into the
carrier. Then move the carrier into your HQ.
Watch the material and energy stock before
and after moving the carrier into your HQ !
One of your objectives is to capture your
opponent’s heavily defended HQ. The Bug-
gies will be very useful to you in this task,
but don’t forget the Pillbox on the side of the
HQ has a fire range of 3, so be careful.

To be certain of winning this mission you will
need the aldinium crystals because your
shops can only produce material, not energy.
(The same also applies to your opponent’s
shops). Good luck!

TUTORIAL MAP 4

TUTORIAL MAP 4

One vital component of any Battle Isle simu-
lation is the weather. Its unpredictability has
frustrated many a military strategist in the
past, and it plays an important role in
BATTLE ISLE 2220 too, as we will see in the
next map Tutorial 4.

You see a wide plain with a river flowing
through it. Your HQ is located at the bottom
edge, and several ground units are positioned
around it. Your opponent has taken up posi-
tion in a town on the other side of the river
and has blown up the only bridge across it.
Your problem is to get your units across the
river without the help of planes or boats.
Start off by moving your units towards the
river and re-group them there. Click on the
Change Player Icon, and the computer will

carry out actions beyond our field of visibil-

From left to right:
Change Player
Video Recorder lcon
Experience Value
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ity. Then it’s your turn again.

As you see the weather has suddenly
changed. The first snowstorms are beginning
to move across the country, and the tempera-
ture 1s ftalling. Patches of ice are beginning to
form on the river, but it hasn’t frozen over
yet (In campaign mode forecasts usually
describe the weather conditions about two

turns 1n advance).

Make use of the breathing space and gather
your units as close to the river as you can,
then click on Change Player Icon again.

Soon after, winter has really set in, and the
river has frozen over. It’s now or never if your
units are going to cross the river (however,
only the light units will be able to do this -
heavy artillery will simply fall through the
ice). The units’ range of movement is consid-
erably reduced in these bad weather condi-
tions, so progress is slow. As soon as you have
moved all your units, click on the Change
Player Icon. Try to get as many units as you
can on the other side of the river before the
thaw sets. Any units which haven’t reached
the bank when the ice melts will be lost in
the floods. But don’t panic, you have two

turns before the ice starts to melt.

Now the thaw has set in, and the ice has

melted. The ground is soft, and your units

are finding it difficult to make progress. Try

to get to firm roads and re-group as many of

your forces as possible. Don’t forget that this
area is controlled by your opponent.

Your next plan is to capture the town. The
computer may not be expecting you to attack
the town, but it may have taken advantage
of the weather to prepare itself for such an
eventuality...

This mission concludes the basic part of the
BATTLE ISLE 2220 Tutorial. The second part,
for experienced players, will tell you about
the more advanced program functions and

strategic features.

TUTORIAL PART II

TUTORIAL MAP 5

In the third mission we talked about using
the shops to supply our troops. We also have
another way of keeping our units ready for
action: the supply vehicles.

In the bottom right-hand comer of the Tuto-
rial 5 map you will see three vehicles:

A refueling vehicle - it has no weapons and
only light armor

An ammunition carrier - it has a machine
gun and thicker armor than the refueling ve-
hicle

A repair vehicle - it can be used to repair
and refuel units in the field.

The repair vehicle can be of great strategic

;'Id\’.]l"llﬂg,ﬁ‘ L’JE‘.LEIU.S&? it makes iT unnecessary
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to take an essential unit back to the shop to
repair it. A secure, well-organized supply
chain is vital to the success of any mission.
In the supply vehicles’ ChipWindow you will
see an additional Action Icon. If you click on
this, the screen
will change to
give the 1im-
pression that
you are mov-
ing. The map
only changes
appearance
when a  unit
needs supplies
or servicing in
the near future.
Double clicking
on one of the
units opens an-
other window,
where you can define the action (repair, re-
fuel etc.). At the start of a mission all the units
are in perfect condition and ready for action.
That won’t last long!

Remember that refueling, supplying ammu-
nition, and repairing vehicles each represent
one action for the supply vehicle - afterwards,
it can only move when it becomes your turn
again. However, within one action several
units can be serviced. If a supply vehicle has
already moved, it can only service one unit
immediately afterwards. The unit’s normal

functions are not affected by this,

You have no doubt noticed the odd-looking
building right next to the supply vehicles.
This is a factory where you can manufac-

ture new vehicles in addition to the ones you

already have. By double clicking on the en-

From left to right:
Eloka, Action lcon
Refueling Vehicle
Ammunition Transporter
Repair Vehicle, Factary
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trance to the factory you open the Shop Win-
dow. This particular factory doesn’t have any
completed vehicles in its garage.

Now click on the hammer symbol in the
Icon bar. This will show the new units which
can be made with the raw materials available.
(As usual, the list can be scrolled up and
down with the arrows). Every factory has its
own production schedule, so not every fac-
tory can manufacture every kind of unit.

If you select a Buggy from the list by clicking
on it, you will see in the Detail Window the
amounts of energy and material you need to
manufacture another one. As soon as you
decide to make a new Buggy, these amounts
will be deducted from the factory’s stocks.
You confirm the command by clicking again
on the hammer icon, and the new Buggy will
appear in the garage. However, you will not
be able to use it until the next tum.

Now let’s close the Shop Window and take a
look at the left-hand corner of the map. You
can see some heavy artillery with a unit you
haven't seen before, described in your Info
Window as an Eloka SAB Squad. As we
saw in the second mission, reconnaissance is
an important feature of BATTLE ISLE 2220.
The Eloka jams your opponent’s radar equip-
ment, thereby protecting your large units in
the vicinity. Since the enemy can’t see the
unit, it is difficult to fight it. This is particu-
larly useful when you are moving your units
up into enemy territory. However, the

unitonly has a small jamming range, and its

TUTORIAL MAP 6

effectiveness is also affected by the size of the
enemy’s radar. The Eloka is most effective
when 1t is positioned right next to the unit

you want it to protect.

TUTORIAL MAP 6

The situation on this map is not easy to as-
sess; the enemy has his area well-protected.
You don’t know what might be behind the
gray veil. Your orders are to capture the
enemy's HQ. Try to react as effectively as you
can to any situation that arises, and make
good use of the new opportunities to supply
and maintain your units, build new units and
jam the enemy’s radar.

It you are going to be able to move your
troops effectively, you will need a good trans-
port system,

Tutorial B will introduce you to some new
equipment to help you do this yourself by
building or demolishing roads, tracks, and
fortifications.

The Planum is designed to construct roads
and lay track equally well. BATTLE ISLE 2220
has several types of fast trains which require
an unbroken network of track. In the center
of the map you can see that our transport train
has a problem: the track in front of it has been
blown up, and the enemy’s units are getting
perilously close. Luckily there is a Planum
nearby. Double click on it, then click on the
Action Icon in the Chip Window.

The Hammer Icon appears; this represents

BATTLE ISLE 2220 23 TUTORIAL
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“production” in general. Select it, and the

map will turn red, except for the hexagons
where something can be built. Double click
on the hex between the two ends of the track.
Another Window opens containing the con-
struction icons which can be used. You will
see up to three icons: Construct Road, Lay
Track, and Demolish. Click on the Track
Jcon and the gap in the track will close so the
train can travel on.

Of course, you can order your guns to destroy
roads and track if you want to hold up your
opponent’s advance. However, not all units
can do this, only the ones whose small icon
with the building is highlighted in the weap-
ons list can do so.

You can also use the construction vehicle to
set up fortified emplacements where you can
keep tanks or infantry. You do this in the
same way as building a road, i.e., double click
on the construction vehicle, then click on the
appropriate Action Icon. You can choose be-
tween building and demolishing. If you click
on Build Fortification you will see a list of
possible locations which allow you to choose
where to build the fortification.

The general strategic situation on this map
looks bad for you. The enemy has put most
of your heavy units out of action, and you
can hardly hold your position, much less ex-
tend it. To the south of the plain, in an area

not controlled by the enemy, there 1s said to

TUTORIAL MAP 7

be an airport. Your only option is to make an
orderly retreat to the airport, so you have to
rely on the roads, track and transport train.

TUTORIAL MAP 7

In the Tutorial 7 map we are traveling by
water. BATTLE ISLE 2220 has a wide range
of boats and ships, from small, light boats to
heavy battleships.

Our flagship on this map is the Zenith MBS-
19, a battleship with a large arsenal of weap-

ons which can reach deep into the enemy’s

From left to right.
Planum, Zenit, Rex

From top to bottom:
Harbor, Airport
Constructing road,
Lay Track,

Tearing up road,
Build Fortification
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territory. However, the “Zenith” is very slow

and can only be maneuvered in deep water.
Directly behind it is another important unit,
the Rex, a transport and repair ship. This is a
kind of "floating shop™ which can repair and
refuel both other ships and land units, and
provide them with ammunition. It can also
carry the units needed to build a bridgehead.
The two submarines in the port are vital to
the success of this mission. When they are
submerged, it is difficult for the enemy to lo-
cate them. If submerged, the enemy’s ordi-

nary guns cannot get at the submarines; they

- TUTORIAL MAP 8

can only be hit by torpedoes and depth
charges.

Move one of the submarines out of the port
towards your fleet. After you have moved it,
a Chip Window will open; click on the Dive
[con and the submarine will light up. This
means that the sub has submerged and can-
not be seen by the enemy.

The port performs the same role for your
ships as the factory does for land vehicles.
You can recognize the port on our island by
its characteristic shape. You can build, repair
and refuel your ships in the port, as well as
supply them with ammunition.

Before you can land on the heavily defended
coast; however, you need to be concerned
about the enemy’s fleet. Your primary objec-
tive 1s to build a secure bridgehead. Put your
troops on the transport ships and steer for the
coast. If you can capture an enemy factory,
so much the better. As always, it’s very im-
portant that you have a secure supply line.
You have achieved your mission when you

have captured the enemy’s HQ.

TUTORIAL MAP 8

 RX

From left to right:
Battle helicopter
Reconnaissance plane
Fighter plane

Medusa
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&

Left:

HQ Headquarter
Bottom:

Airport, Altitude lcon

The final part of the BATTLE ISLE 2220 Tuto-
rial describes the last type of unit in your ar-
senal: your planes. The player who manages
to achieve "air supremacy” often has the best
chance of winning.

Tutorial 8 map contains a fortified airport
and a town. A reconnaissance plane, two
fighters, and two battle helicopters are on the

runway. First, call up the reconnaissance



el
o
e
i

e

-

S

. ek e - T
S - -
it Wi

- o
: St s
S
. it 0 s 5
i L : e
: -
. i e : -
e o i
G e . - o
3 i G o
: o i -




BATTLE ISLE 2220 29 MANUAL

MANUAL

Battle Isle 220

This manual explains all
the commands in BATTLE
ISLE 2220 - SHADOW OF
THE EMPEROR. It takes
you through a multitude
of tasks by means of
explanations, examples,
and step-by-step instruc-
tions. It introduces you
to all the features of
BATTLE ISLE 2220, in-
cluding the playing screen
and the content and func-
tion of the various
menus. All the basic in-
formation you’ll need
before you start playing
the game in earnest is
covered.
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Battle Isle

Note:
When the pragram is

started for the first
time, the On-line Help
is active. It can be
turped off by clicking
on the appropriate
item in the Setup

Menu.

STARTING THE GAME

Insert the first BATTLE ISLE 2220 - SHADOW OF
THE EMPEROR CD into your CD ROM drive. This
must be done each time the game is to be played
even after the game is installed on the hard drive.
If you have never played BATTLE ISLE 2220 be-
fore, follow the installation instructions in the
reference card,

As soon as the game configuration is complete,
you will see the BATTLE ISLE 2220 symbol in a
separate program group. This can be opened by

TTLE ISLE 2220
ely with the mouse.
rol the cursor which in
‘Sometimes certain op-
be activated by using the enter key on
the keyboard. The various options can be selected,
indicated, and activated by clicking with the left
mouse button.

LOADING, SAVING AND GUITTING THE GAME
After starting the game, the Disk Access Menu
is called up. The Disk Access Menu carries out all
the hard disk access functions.

The Disk Access Menu is subdivided into the fol-
lowing items:

= SAVE GAME

[This option is not shown when the game starts,
as there is nothing to save yet).

+ LOAD GAME

* START NEW CAMPAIGN

* START INDIVIDUAL MAP

* START NETWORK GAME

= CALL UP NE%D%R gAﬂI}ﬂE

oy
T :
L

e

turned of _ l on the appropriate item in
the Setup Menu (after starting a campaign or a
map).

- SELECTING OPTIONS

To open the individual options, activate the yellow
but:ton on the left of the text line, The green but-
:turu: stand for actions which cannot be carried
aut. The yellow buttnns indicate the actions which
| can be selected.

| DISK ACCESS MENU

'SAVE GAME

The command SAVE GAME saves all the informa-
tion entered during the game to the hard disk. You
will be given a Battle Set Number, and you will also
| be told the number of the map played and the
' number of the turn.

The Battle Set Number 1 stands for a campaign
game, the number 2 represents a map from the
Battle Set “"Multi-player Game”, and the number
‘3 is a map from the Tutorial. You can call up the
saved game at any time to continue playing.
When BATTLE ISLE 2220 first starts, it is not
‘possible to use the SAVE GAME option; it will not
‘appear in the menu until a game has started. The
SAVE GAME command cannot be used when yuu

-}!.Oﬁn GAME
 You can load a saved score at any

~ again by selecting the yellow button before enter-
%;lng the text. If you click on LOAD GAME, the SE-
LECT LOAD SLOT menu will open. The saved game
- can be opened by clicking on the yellow button next
~ to the Ime uf :e L .

&M
-

L

one uf th e Battie Bets' “Bhadnw nf the Em-

_ The scores saved in SAVE GAME can be called up
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START NEW CAMPAIGN

This starts a new campaign. A campaign means
that all 20 maps in the BATTLE ISLE 2220 Battle
Set will be played in turn. After you have selected
this item, you will be asked to choose a level of
difficulty which will apply to the whole campaign
(see LEVELS OF DIFFICULTY).

When you lose a map; that is, you do not achieve
the mission objectives, the same map is automati-
cally started again. When you win a map, you are
given a password and the next map is automati-
cally loaded. Keep the password so you can play
the map again in the Start Individual Map mode.
When you pluy a campmgn make sure your units
gain as much expanancs a pp sib

troops accomp
paign, so :

puter opf
later maps. You
well-trained units. Save your games fi
that if you make a mistake you can retu
earlier map! [(see also PASSWORD)].

START INDIVIDUAL MAP
in which a single player

is option allows the play of a single map from

menu to decide
Il control and which
an players. The alliances
are determined I:y the SET ALLIANCES menu.
Note: 4 n
"Shadow of the Em| 1

pleted that map in Campaign Mnde ISaa El:ar:

New Campaign]

=
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SET PLAYER

Click on the yellow button to determine which
player is played by a human and which is played
by a computer.

SET ALLIANCES

Click on the yellow button to select your alliances
when playing a Multi-player Battle Set. Various
alliances are possible, and each player can be a
member of an allce. Players with the same alliance
number are members of the same alliance, and are
therefore fighting on the same side. A dash indi-
cates that the player is not a member of any alli-
ance. He has not signed any treaties with any of
the other players, and is therefore an enemy of
them all. Human players can attack their allies
during the game, but computer players cannot do
this.

Note: No video sequences can be seen in the Start
Individual Map mode.

The X [for EXIT) button will bring you into the
game.

START NETWORK GAME

If you have a local network such as Windows or
Novell, you can start a multi-player game in which
each player plays the game from his own com-
puter. All the players must be authorized to write
on the common network drive through which the
players’ data are exchanged. The Network Mode
is set up with the Network Set Up program which
you can start via your BATTLE ISLE 2220 program
group [see reference card).

To begin, one of the players must set up the net-
work game. The necessary settings are carried out
in exactly the same way as described under START

Note:

Battle isle 2220
distinguishes between
capital and small

letters.

INDIVIDUAL MAP. You must choose a map, set the
difficulty level, and select the players and alli-
ances.

You will be asked to give the game a name under
which BATTLE ISLE 2220 can save it on the net-
work drive. If you don't want to play a game again,
you can delete it with the WINDOWS-Explorer.
Note: BATTLE ISLE 2220 can recognize a total of
20 network games. Any games in excess of this
will have to be deleted before new ones can be set
up.

As soon as the game has been established, the
player setting it up will be asked for his password.
This password will be used later when announc-
ing a turn of the game, and must be kept secret
from the other players. Anyone entering this pass-
word can take over from another player with the

same password.
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Note:
Video sequences
can nat be seen while in

"Start Individual Map™ mode.

T
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LOAD Mlssmus WINDOW
When you select “START INDIVIDUAL MAP” frtml

The player who sets up the game takes the part YOU €an now issue your orders. End your turn by
of the first human player. Let’s assume the follow- clicking the Change Player Icon.

ing players have been selected: The players play in sequence as in all muhn-plm;er ‘the menu, the Missions Window opens. Clicking
games, from the top to the bottom of the player on the “ARROW UP" and “ARROW DOWN" but-

Emipire Computer list displayed by the computer. Any player can quit ‘tons in the top right of the window displays the

Drulls Human the program at any time. three Battle Sets.

Cyborg Human The score of a network game will automatically be SHADOW OF THE EMPEROR

saved on the netwark, so you do not need to save MULTI-PLAYER GAMES ' < 3@% 5

; it separately. As a matter of fact the SAVE GAME JI"Mm:ej

In the above example, the computer makes the button is disabled in this mode. ’ BaEtIﬂ fsle 3;23@'33!’

first moves for the Empire. The first player will Ifa P'aw*‘ quits the program, he can re-enter the up to 20
~  then be asked to enter the Brulls’” moves. Whsn " network game agam at any time. However, the

he has finished all his moves, he finishes his turn  other ‘players will not be able to fﬂav until the
by clicking the changa Player Icon, 1115 score will F"'I"’ "““""" “' ﬂ"‘ qame _ '
- now be saved on the network drive, and the next
' playar wull not he abln to s:sn_;_ his moves until ;lus

Imperial Kais

"'{'.lm yullmh him:nn to aﬁleﬁ% frum &
in. You will then see

,gmga

e

L

sﬁ:plagar, you will be asked to
This p?smntd will apply ﬁh t!;e plaﬁéer from now
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LEVELS OF DIFFICULTY

Before you set off to destroy your enemy, BATTLE
ISLE 2220 allows you to set a difficulty level to
suit your skill and thirst for battle. Once the dif-
ficulty level has been set it cannot be altered as
long as you are in the current campaign, so he
sure you choose the level carefully.

The level you choose will determine how difficult
the game will be to play. It will affect your
opponent’s army, its aggressiveness, and its de-
gree of cunning. If this is the first time you are
playing a strategy game, you should select the
Training Level. The Expert Level is only recom-
mended for experienced players who want to ex-
perience all the difficulties and dangers which the
game has to offer. The difficulty level selected will
apply to the whole campaign.

There are three levels of difficulty:

1. TRAINING LEVEL

The TRAINING LEVEL makes it easier for you to
destroy the enemy. During the game, the enemy
is visible at all times in all the areas of the map
(see also RECONNAISSANCE).

When in Training Mode, the units do not consume
any fuel or ammunition, so they do not need to be
refuelled. However, they will not be able to reach
the next map in Campaign Mode.

2. NORMAL LEVEL

The NORMAL LEVEL gives both sides approxi-
mately the same chance. During the game, the
enemy is only visible in those areas of the map
which have already been reconnoitred.

This level is recommended as a standard setting.

3. EXPERT LEVEL

The EXPERT LEVEL gives your opponent the ad-
vantage. Although the enemy is only visible in
those areas within the immediate range of the
vehicles, he can see the whole map.
Long-distance weapons are most effective the
nearer they are to the target.

This setting is extremely difficult.

PLAYING THE GAME

CAMPAIGN MODE

After setting the difficulty level you will enter di-
rectly into the game in Campaign Mode. From here
you can control the game's functions and decide
your strategy for your military operations. You will
come across sub-menus which are of vital impor-
tance to the course of the campaign.

Two different windows are open: the Map Window
[cop left]), and the Dverview Window (top right].
The game’s main menu is contained within the
Control Bar at the bottom of the screen.

CONTROL BAR

The Control Bar is divided into four sections from
left to right. Unlike the other windows, it cannot
be dragged across the screen by clicking and hold-
ing the mouse button. The following section de-
scribes all the icons in the Control Bar,

The first section contains only one icon, the
Change Player lcon. After a verification check,
control passes to the next player, and the next
turn begins.

The second section contains three icons: the first
brings up the Setup Menu, the second the Disk
Access Menu , and the third, the X-Button, ends
the program.

The third section contains five icons which are
used to turn the five player windows on and off.
From left to right these are: the Map Window, the
Overview Window, the Info Window, the Brief Info
Window, and the Statistics Window.

The fourth section consists of two icons: the Video
Recorder (VCR) Icon and the Mission Briefing lcon.

Tl
(=]
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. Name of the player

. Number of enemy units destroyed this turn

. Units produced this turn

. Buildings conquered this turn

. Actual turn

b &N b W=

. Exit button. Terminates the game

CHANGE PLAYER

This button changes mode and switches to the
next player. As soon as the player has issued all
his commands for the current turn, he clicks on
this button. After a confirmation check which the
player must answer, the computer switches to the
next player.

Changing Player

. Units which have already been moved this turn

. Number of those units which you have lost this turn

. Units which so far have not been moved this turn

. Bar showing the progress of the computer opponent

OPPONENTS STATISTICS WINDOW ([Display)
The chart in this window shows the moves which
are currently being made by the enemy or the
other players. The window switches between the
players. Unless you are playing in multi-player
mode, the computer takes over all the entries for
the players for whom it is controlling. The next
player cannot begin his move until the computer
has completed all its moves.
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SETUP MENU

In the Setup Menu various settings can be made
which control the game functions. To change any
of the settings while playing the game, use the
Setup Menu. To set the various options, click on
the yellow buttons to the left of the text line.

The menu is divided into the fol‘i:wu%;f%ns:
« HEXAGONS

+ BATTLE

» BATTLE DETAIL LEVEL

« BATTLE SIZE

« BATTLE WITH TERRAIN TEXTURE

« VIDEO SIZE

+ MIDI

» BATTLE VOLUME

« VIDEO VOLUME

 « MOUSE CLICK VOLUME

« ATTACK/DO NOT ATTACK ALLIE S
~ » REFUEL UNITS AUTOMATICALLY

* ON-LINE HELP ON/OFF

HEXAGONS
Small, Medium, Large hexagon.

This nnttlng enlargaa and reduces the on-screen y

- good overview, but dues m_:t al’lm
_ details. The large setting shows ol
tion of the map, but allows you

BATTLE

This setting allows you to choose the style in which
you want the battle to be shown. You can choose
3-D Battle, Fast Battle, or Battle End of Turn.

3-0 (three dimensional}

In 3-D mode the whole battle is shown in three-
dimensional scenes. As soon as you have opened
fire on the enemy, the next battle can be wit-
nessed. A window opens containing information
about meeting the enemy and the ensuing battle
and showing the battle. :

FAST BATTLE

If you only want to see the statistics relating to
the battles, select Fast Battle. The lower part of
the window from the 3-D mode will fade in. You
can then read off the result of the battle from the
diagrams and statistics [see illustration on next
page). These diagrams are split im:u three-grnups.
eaéit gr’-uup cu'm:nins- two dis

o i S hetcnghint

. BATTLE DETAIL LEVEL
Wlth Battle Detail Level ',rnu can ehum

es the total value of u___
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BATTLE END OF TURN
During the game, the progress of the battle is
shown via diagram (see Fast Battle). After all the
entries in the game have been made, activate the
Change Player Icon, and all the battles which have
been fought so far will be shown one after the
other.

The sequence can be interrupted by clicking the
right mouse button or by pressing the ESC key.

se of rawluﬁ%ﬁn
battles to

_settings alter

u will be slnmr
: ail sewngagmﬁ
nla t.ha lnw sar.tmg of-

i

. Sum of all effects influencing the result of
the battle ' -

. Number of units you have

. Attacking side '

q, Maneuuerﬂbmty bonus

5 Experience pamtf-;

BATTLE SIZE

The Battle Size refers to the size of the window
where the battle is shown. You can choese from
four sizes - 320 x 200 pixels, 640 x 480 pixels,
800 x 600 pixels or 1ﬂ§4 ﬁmﬂs As with
the Battle Detail setting, th ize setting affects

nge. Please note that some
,narda are not fasl; anuugh to

This .aa‘ttinc'f:impr_'u\ra_s the appearance of the
battle, but it also makes it slower, If you have a

__alnqﬁ--comput;er you should choose a setting with-

out terrain textures so as to ensure an accept-

wghla speed.

B. Name or type of unit

7. Weapon

8. Strength of wéépon
8. Strength af armor
10. Terrain influence




|ng, l: e snl:tlng is HEFI.IEL I.II\IITS MANUAL. For

the computer to refuel, select REFUEL UNITS:
AUTO. In large maps the refueling should always
be done manually, so that the player can decide
what order to refuel the units in based
impartance, '

[see also SHDFS]
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DISK ACCESS MENU

The next icon of the second group in the Control
Bar opens the DISK ACCESS MENU. You should
remember this from the beginning of the game,
and should also be familiar with the various sub-
menus. There is one new item: Save Game. Indi-
vidual scores can be saved in this menu.

The X-Button which allows you to qguit the menu
works differently here than it did at the beginning
of the game - it takes the player back to a game
which has been interrupted.

SAVE GAME
See the description of this menu antry in tjm Dlsk
Access Menu section above.

L . 'W_;,

QUIT/END GAME ‘

G are' activnl:ad and deacti-
\mted hgghulung on ' the five symbols in the third
- mup of the Control Bar.

l:llcltlng on an icon with the left mouse hnl:tnn
activates the window. A yellow border appears
around the icon, and the apprnpriate wmduw
opens, . -

If several wmduws are superlmpnsed on each
~ othen, you can click on the icon of the window you
. Want to see with the right mouse hutton to hung
it to the top.

..Heading from left to nght the icons in the Con-
' trol Bar are: the Map Wlmiuw. the Overview Win-
-dmnf, the Info Window, the Bngi Info Window and
the Statistics Window.

‘The game is operated almost entirely by means of
the Map Window and the Overview Window.

Disk Access Menu lcom

i

.

USING THE WINDOWS

All the Games Windows can be opened and closed
by clicking on the five icons in the Control Bar.
Clicking with the left mouse button on the icon in
the Control Bar will open or close the relevant
window,

All the windows can be moved to any position on
the screen by clicking on the title bar with the left
mouse button and draggfng i -

MAP WINDOW e
In the top right of the Map Wlnduw are two
arrows. Close the window by clicking on the left
down arrow. The window can also be closed like
the other windows, by clicking on its button in the
Control Bar. The right arrow, pointing upwards,
aximizes the wmdnw If the window has been

e mrﬁfiduw cannot be al-

e cursor on the hex you
lected then click with the right mouse button
will center the hex in the middle of the w

SCROLLING .. . _
At the right and hotl:um of the Map W
scroll bars which are used to move the
of the map. _
This can be done by dragging

Click on the yellow box and ma
When you click on ‘the bar
faster. Dependmg whar.

sections.

end of the scroll bm- ‘you can move in the dwwd

" direction in smaller sections.

These windows operate in the same way as the
“normal Windows scroll bars, so you can move the
section of the map to a new p '
scroll bars.

OVERVIEW WINDOW
The Cuerview Window lets you see a small-scale
picture of the whole map. It is easy to make out

concentrations of troops on this map. You will see
colored dots for the individual units, the shops,
and the approximate contours of the landscape -
The red broken hne in the D\ranﬂew W'm;iow ma

fore only be ;
- The sides’ proportions can be changed by cli
and dragging the right or bottom edge wi
mouse button.

From left to right:
_ Map Window _
: Window

L
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INFO WINDOW

In the Info Window you can call up information on
a selected unit; that is, the unit on which the cur-
sor is resting. The Info Window provides details
of the selected object, its size, appearance, char-
acteristics and functions.

This window is used solely to obtain information.
No game commands can be entered here.

The Info Window can be enlarged by clicking on the
square in the top right corner; the animation will
then be four times as big as when the window is
reduced in size. The information contained in the
large window encompasses the information in the
smaller one; however, in a different position.
You can close the Info Window by clicking on the
appropriate icon in the Control Bar or by clicking
on the X-Button in the window.

The Info Window shows a drawing of the unit, and
is divided into a number of areas. The upper por-
tion shows two pictures of the unit to the left and
right of the text box, and three lines of text. The
top two lines show the name of the unit. Under
this is the unit's individual name, if it has been
given one by the player. This line will show the
name of the owner and the individual name of the
unit.

To the right of the drawing you can see shaded
icons with light-colored bases that show the spe-
cial characteristics of the unit. Up to three char-
acteristics are shown for each unit.

FLAG

The small flag icon means that the unit can cap-
ture a shop. This characteristic is usually pos-
sessed by infantry units.

ROAD
The Road lcon can be used to construct roads and
track.

FORTIFICATION WALL

Another icon, a kind of fortified wall, appears as
soon as the unit is able to dig fortifications. For
example, Trenches are considered fortifications.
These offer protection to the units, and can also
serve as obstacles to prevent heavy tanks from
passing.

ALTITUDE

The Altitude Icon shows whether the unit is able
to change altitude. Depending on the type of unit,
it can rise into the air and descend again, or float
on the surface of the water or submerge [see also
Chip Window-Altitude]).

MOVE, DD NOT ATTACK

Some units such as the artillery can be moved on
the map but cannot attack the enemy until the
next move.

MOVE, ATTACK, MOVE

These units are able to move up to the enemy and
attack him in one move, then withdraw again in
the next move.

SERVICE UNITS
Service Units can be used to refuel and repair
other units.

NUMBER IN A UNIT

To the left of the drawing is a dark icon with three
small tanks, and under it is a number showing how
many actual units of this type are represented by
the symbol on the map. This can be any number
from O to 10. Mast units have an initial value of
10, but there are some units which start with a
smaller number. This number decreases as the unit
suffers losses.

EXPERIENCE

This shows the experience value which the unit
possesses. As soon as a unit successfully attacks
an enemy unit, its experience value increases.
There are twelve experience levels, each of which
is represented by its own symbol (see also Expe-
rience Symbols].

On the right of the Info Window you can see six
icons with numbers next to them.

« ARMOR

The shield icon shows how well protected the unit
is. The higher the number, the more difficult it is
to damage the unit.
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* MOVEMIENT RANGE

This shows the maximum number of hexagons the
unit can travel. The distance should only be re-
garded as a rough indication. The actual range of
the unit depends on the type of terrain and the
weather conditions, and may well be smaller than
the distance shown [i.e.. you can travel farther on
a road than on other terrain).

* RECONNAISSANCE RANGE

The eye symbol indicates the radius of the area
[in hexagons) which the unit can reconnoiter. A
unit which is isolated in an unfamiliar area can
reconnoiter the given number of hexagons around
itself.

* ENERGY

This icon shows how much energy is required to
produce a unit of this type in a shop or factory.
[see alsa Shop).

« MIATERIAL

This shows how much material is required to pro-
duce a unit of this type in a shop or factory.
[see also Shop).

» FUEL

This shows how many more hexagons the unit can
cover on a road before it will need to be refueled.
Beneath this number is a small bar: if this bar
extends across the whaole width of the text display,
the unit's fuel tank is 100% full. The size of the
bar changes as the unit travels and consumes fuel,
so you can always tell how much fuel the unit has
left. If the tank is less than 50% full, the color
of the bar changes to YELLOW. It turns RED when
it is less than 25% full. When a unit runs out of
fuel it cannot be moved on the map. If a plane has
no fuel it will crash. Therefore, you should always
keep an eye on how much fuel each unit has at its
disposal.

Units can be refueled in shops, or by special re-
fueling vehicles in the field.

[see also Shop).

Energy and Material

From top to bottom:
Flag

Road

Faortification Wall
Altitude
move/attack/move
move,do not attack
service unit

Experience levels

From top to bottom:
Movement range
Armor
Reconnaisance Range
Fuel
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WEAPONS

in the bottom portion of the Info Window there
are several columns and rows containing informa-
tion about a unit’s armaments. The number at the
left shows how much ammunition the unit has left
for this type of weapon. Next to this is a symbol
of the weapon with a number relating to the
weapon's ability to penetrate protective armor.
The higher the number, the more effective the
weapon is at piercing enemy armar. With this in-
formation you can roughly judge the effectiveness
of the weapon.

Next ta this are six small icons which tell you what
targets the weapon can be used against. Dark
green icons mean that the weapon cannot be used
against this target. The light-colored icons show
the targets the weapon can be used against.
[see also Select Weapon Window)

The icons represent:

* aircraft at high altitude

* aircraft at normal altitude

= ground targets

* sea-based vehicles [ships)

* underwater vehicles

* constructions [track, roads...)

WEAPONS RANGE

Next to the target icons are two numbers which
indicate the range of the weapons. For example,
the numbers 2-4 show that the weapon can be
used against targets on the map which are at
least 2 and not more than 4 hexagons away.

BRIEF INFO WINDOW

The Brief Info Window gives you only the most
important details about the unit you select. Like
the other windows, it can be opened and closed
via the Control Bar by clicking on the Brief Info
Window Icon.

On the left of the text display in the Brief Info
Window you will see the icon with the three tanks
and the number of units on the map, the amount
of fuel left, and Movement Range.

The icons represent

aircraft at high altitude,
aircraft at normal altitude,
ground targets,

sea-based vehicles [ships),
under-water vehicles and
constructions [tracks, roads...)

As in the Info Window, the text display shows the
description of the unit, its type and its name, or
the name of its owner. On the right you will see
the icon for the unit's experience values and the
X-Button which is used to quit the window.
When the cursor is positioned on a shop in the
Map Window, the name of the owner of the shop
will appear in the Brief Info Window. The details
about the buildings can only be seen in the Brief
Info Window, not in the Info Window [see also Info
Window).

On the right hand side you can see the current
amount of ammunition, level of experience and a
square with the color of the owner, The box with
the hexagon shows the battle value of the hexa-
gon where the cursor is located. The higher the
battle value is, the better the unit fights on the
ground.
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STATISTICS WINDOW

By clicking on the Statistics Window Icon in the
Control Bar you can open and close the Statistics
Window. The Statistics Window contains a lot of
useful information about your present position.
Altogether there are six Statistics Windows which
can be accessed by using the tabs or icons at the
top of this window.

You can close the Statistics Window by clicking on
the X-Button in the bottom right corner.

NUMBER OF UNITS

The first window to open contains a graph show-
ing how many units the players have at their dis-
posal in each turn. Each of the boxes represents
five turns, so the Statistics Window shows a to-
tal of 100 turns.

The shape of the graph shows how the number of
the player’s units has changed during the game.
The graph is shown in the color of the player in
the map.

OWN UNITS DESTROYED

This window lists all the units you have lost dur-
ing the last turn. The statistics are updated af-
ter every turn.

If more than six units have been destrayed, you
can scroll through the complete list of the units
destroyed list by using the “up” and “down” but-
tons.

You can also see the type of unit or its name [if it
has one].

When you click on the yellow button next to the
description or name of the unit, the cursor jumps
to the place in the Map Window where the unit
was positioned when it was destroyed. At the
same time the unit's experience value is displayed

in the appropriate icon in the Statistics Window.

ENERGY PRODUCTION

The graph shows how much extra energy is pro-
duced each turn by your shops and by your
enemy's shops. When you capture shops, your
energy reserves increase.

With the help of these statistics you can work out
how much energy is being produced by the indi-
vidual players - each player’s energy production is
compared to the others. Each player's graph is
shown in his own color [the player’s color on the
map). The shape of the graph shows how much
energy is produced by all the buildings belonging
to the player. When a shop is lost or captured by
the enemy, the shape of the graph changes.

MAP DATA

This shows the name of the map, its password,
and the number of turns played. In the box below
the name of the map is the password for the map
which you enter later to load the map directly.
Make a note of this password, as you will not be
allowed to access the map without it. Some maps
do not have passwords and can therefore be
started at any time.

The number underneath it shows the number of
turns which have been played since the game be-

ALLIANCES

This window contains a table showing player alli-
ances.

Each square at the upper and left edges of the
table represents a player, and is in the color of
tle player on the map. By reading off the points
where the columns intersect you can see which
players are allied with each other. The table is
arranged symmetrically, so the bottom half con-
tains the same information as the top half. A
“smiley” means the players at the intersection of
the columns and rows are in an alliance with each
other. If there is no “smiley” at the intersection,
the players are not allied with each other, and will

automatically attack each other.

- Number of units

- Mames /Types of your destroyed units
- Energy Production

- Name of mission

- Passward
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& - Number of turns played
7 - Alliances
8 - Experience of selected unit
9 - Name of the most experienced unit
10 - Name of the second-most experienced unit
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TOP 5
This shows a list of the five best units. The text
display shows the type of unit and its name if it
has one.
Clicking on the yellow button next to the text dis-
play moves the cursor in the Map Window to the
hex on which the unit is standing. However, the
cursor only moves to the hex if it is in an area
which has already been reconnoitered. If the hex
is outside the reconnoitered area, or if there is a
submerged enemy submarma on t rhex,, 1;!1: cur-
sor will not mave th
At the same time the icon
will appear in the St:a isti
MISSION BRIEFING é m
in multi-player games), the
player has a mission to carry out, which is ex-
plained to him in a Mission Briefing. The briefing

Window.

+.” In each campaign [not i

is accessed by means of the Mission Briefing lcon
and gives the player precise details of his mission
objectives. In most cases the Emperor sets a task
which must be achieved. There are certain crite-
ria governing success and failure; e.g., you may
have to capture the enemy’s HQ, or make sure
your own HQ is not captured. Each time a player
completes his task successfully an announcement
appears, the next map is loaded automatically, and
the player is told the next map’s password.

In most maps the player has to fulfill a number

of conditions before he has carried out his mission.

If the player has not achieved the briefing objec-

tives, the same map will be called up again. The
Mission Briefing must always be called up before
starting a new map.

Note: The Mission Briefing can only be accessed
in Campaign Mode,

',“". \ 4 : E% é '

PASSWORD
Apart from the first map in the game, most of the
other maps are protected by a password which
the player must enter.

When the player successfully completes a map, a
text display will tell him the password of the next
map,

Vou should make a note of the passwords so you
can call up the individual maps in the three Battle
Sets.

Whln mwmplete a map, the password will
\ the MAP DATA section of the s

'_ &ee{%lsq «gt%lsﬂps wlqﬂpw]

;nd

VIDEO RECORDER MENU .
t:lir:lung on the Video Recorder lcun opens a win-
dow contalmng a list of the videos previously
shown in the campalgn—.‘bu can select these vid-
eos for mem% £
The name g
shown in the

h l:ham again,

of this
you see the arrai - ons for
scrolling through tha list of the maps which have
already been played. In the central box is a num-

ber referring to the order in which the videos bhave

" been played, and on the left and right is an arrow,

The left arrow is used to select the previously seen
videos, the right arrow is used to select the next
video. - =
To play a video sequence, activate the large arrow
in the center. ' .
Click on the X-Button to end the menu and return
to the game. '

Note: The Video Recorder lcon can only be ac-
cessed in campalgn Mnde '

USiNG THE MAP WINDOW
The Map Window is where the real game com-
mands are given. When a unit is given an order,
it is carried out immediately.

When you have moved and deployed all your units,
press the Change Player button in the Control Bar,
This will allow the next player to enter his moves.
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CHIP WINDOW

This window allows you to pass your orders to the
unit. You select the unit you want to issue com-
mands to by double clicking on it with the left
mouse button.

The Chip Window opens. Like the other windows,
you can click the mouse button on the upper edge
and drag it to another pusitiun on the screen.
The Chip Window always mom to the fw-egrotﬁu
If it is hidden by another wmduw, it cnmes to the

ond. 1 (90 gasuyy
When U?té ﬁ&t to quut the Chip Window, clu:k on
the K-Buttan . y :

The Chip W‘ndnw contains various chnps or icons
which can be selected. The chips vary according

to tha context in whmh r.hev are used so that: a

hip Window are:

g on this ican.

: at Icon consisting of four
arrows pointing to the four points of the compass.
This icon is usually available orﬂg once per turn to
each unit; om::g numg has been ‘moved it cannot
" emepunn !:o &hm rule are umr.s

moved again. b
As a gemmgl rule units ca

v

m@g

ically after a prnmmaéelg une ﬂqﬁ- >§ ,f
) 1

ady been moved, the

Note:

If you attack your ally
or capture one of his
shaps, he will became
vour enemy immedi-

ately.

Note:

The Mission Briefing and
Video Recarder lcons can
only be accessed when in

campaign mode

From left to right:

Mission Briefing fcon
Video Recerder lcon
Movement fcon
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« ATTACK ICON

When a unit is within firing range of the enemy,
the Chip Window appears again, this time with an
Attack lcon in it. The Attack lcon means your unit
can attack.

If you click on this icaon, all the targets which the
unit can attack are shown with a red base. Double
click on the red area to attack the object inside
the area. This object may be one of the other
player's units, a road, a fortification, or a track.
If you click outside this area the attack is salled
off. '

Note: Do not attack at once with all the battle
units at your diapn.nal_\__ St__ratagicaﬂy. it may be

~more advisable for your units to stay in their em-

plawmem.s and wmt for the enemy to attack. Once

- the ﬁrst Iarga uffensme ‘wave is over, it is often
. easier for ynur own r.rnops to advanr.ey [See also

SELEG‘!‘ WEAPUN WINDOWI '

;’SELECT WEI\PDN WINI'.‘.'DW

When vuu have double t:lu:kad to choose an ubgec!: :

you want to attack, the Select Weapun Window
- appears, Like t;he other windows you can click on
its upper edge and dmg it around the scma This

is hidden by other wmdnwe

ons which can be used to attnck These are rep-
.. msentetl as described in tha Info Window. When

guu have made your selectinn press the yellow

the enemy unit.

button. ‘next to l;he wnapnn and the unit: wlll attack

at‘.ﬁack click. on the )(-But:tun.

.' i a:ﬂumthat the unit can carry out. erendmg on

- the type of unh: uthar icons appear wl-uch allow the
unit to build, r‘ap&m refuel, etc. .
If & unit is not moved from its position it can cam;

out up to SiX tﬁlffernnl: actions. If it has been moved

in this turn it can only carry out one action.

r.rg;;ches "\
”-‘%;«-ea;;a
iy FIDAD IGonN,

When the Rual:l Icnn appenrs ynu ‘can buiid a road
‘window always moves to the furugmnd when il:i"

W you want to leave the meml without jntt:atmg an

« HAMMER SYMBOL

The hammer symbol means the unit can construct
items: it can dig ditches [usable as defensive
trenches], build roads, or lay track. When you
select this chip, the hexagons where you cannot
build anything will turn red, while the other hexa-
gons will not change color. If you want to build
something, double click on one of the hexagons
which are not red, and the action will be carried
out,

& FORTIFICATION iCON

Trenchea/dmches are considered to be fnrtifma-
tions. These are par‘ncularty important when your
forces are on the defensme as grnund troops and
guns can fight much more effectively if they are
in trenches. Homver. they can also turn out to

‘bea dlsad\rarftngu because many of the armored
.~ units such as heavy tanks cannot cross them The
_ heaw units must drive ‘around them, su careful

planmng is esseﬁ”tlat before you start to dlg

" on the he)t yau have selected. ‘With roads you can
- move your units more. qulcilly and easlly than over
In the window you see hars cantammg I:he weap-

open conntw Natumlly, this is also true of your
enemy's units. As soon as the road has fulfilled

its purpose and is no Ioager needed by your units,
-~ you shuuld make it mqmssahla Your enemy will

find an extensive rml:wﬂrk of roads very ‘useful!
Roads and tracks can cross, s0 vau can construct
an ideal l:ranspurb network in which there is dlrar::
access from the roads to the raiway.
The Road fcan can also be qsad to build bridges,

"'farﬁ!gea may ber nmasarv to move your ¢ unn;s over
-shslluw water or across a rme:-.

. Tl"\j to destroy t‘unl:ls in enemy’ I;errﬂ:nw or bgtv.reen

the front hnes This way you make it hardar for
the enemy to move his troops. -

Attack lcon
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» RAIL ICON

To lay railway track, use this icon in the same way
as when building roads. A well-planned rail network
allows you to transport material easily in freight
trains; however, the track can alsa be used by your

enemy. If he manages to connect your tracks to

his own rail network, he will be able to move his
armored battle trains right up to your positions.
Like roads, bracks can also be demolished after
use. '

' [sée Demolit_ion ,_!cnﬂ}.

. UEMOLITlUN ICON
. When the Demalition lcon appem you can destroy
[ a :onstructmn such as a fomhcatlan road or

. népmp ICON

ndl in their dascnptmn in thd lnfh Wmdnwl

you don’ l;wm"n: ’
. repairing a unit’
ducing a new unit in a ~shop.
When the unit is repaired it
point, sa da not repair a unrl: unless it has suffered
~ more than 50% damnga
%’ii Units caa a!s’u be repaired in ;:artam huuldings
Befure it can hg ru@a:t‘&d the unit mll hmre to be
° moved to the building. .
 Note: Usually, there is r'mi:"'\anuugh energy &ml
_material avaﬂahla to repair all your dumagat! units.
‘Fberafnra, think curafu!ly on which urm:s ynu, wam&
repalrad ami in what arder. -

ing or el»-

loses.one e:perience v

. rgads and ra:lways m

. Nm teg'

i

}-}am ne:* aﬁymbal

. Da no after almtuc@ s -
Ra:l/T: ack . ‘ 9

Tra nspowwﬁ
Uema#miﬁn Cﬁmge ‘ﬂama
: i e
era-n _ Bht
Note;

Try to destroy the

enemy ;:un!:m ed

a'hém supp!y

.

mncem“&'} avai’iabf& tu"r&'pafr all of your Iﬁimﬂyed
units, sa think earefully wkém‘l units you wanu w:
ba repatrad am:i in Whaﬁ orcfer

-
-
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* REFUELING

Refueling is symbolized by a fuel drum. Vehicles
which are running low on fuel can be refueled by
selecting a refueling unit such as a tanker. (See
also fuel gauge in Info Window section).

You refuel a unit by moving the tanker next to it
as if you were attacking with it. Start the refuel-
ing by clicking on the drum symbol and then double-
click on the target vehicle. The fuel gauge bar will
now show that the unit's fuel tank is 100% full.
Units can also be refueled in shops.

You can save yourself the trouble of refueling if
vyou select “REFUEL UNIT: AUTO.” in the Setup
Menu. As described earlier, the units will then be
regularly refueled and repaired automatically by
the computer.

Note: When you select "REFUEL UNIT: AUTO.” you
have no choice about which units are refueled and
in which order. The computer selects the units at
random, and does not take into account that im-
portant units should be i-2paired and refueled
before unimportant ones.

* ALTITUDE

Some units are able to change their altitude by
ascending or descending/submerging. Planes can
fly at two altitudes, and submarines can stay on
the surface or submerge.

« ASCEND / DESCEND

You can alter the altitude of a unit by using the
“Arrow up/Arrow down” buttons. The unit’s new
altitude is shown at the end of a move.

When you select the “Arrow down” button the unit
sinks. That is, a plane will descend to its normal
altitude and a submarine will submerge beneath
the surface. When a submarine descends it will
have a light-colored border to show it is now at a
different altitude, the same applies to plane fly-
ing on high altitude.

You will not be able to see submerged enemy sub-
marines.

* DO NOT ALTER ALTITUDE
When you activate this icon the unit remains at
its present altitude.

» TRANSPORT UNITS

A transport unit can carry other units.

When you double click on a transport unit, a box
symbol appears in the Chip Window. Clicking on
this symbol opens a Shop Window which allows you
to see the contents of the unit. You are able to
see all the types of units inside the transport.
By selecting the Movement Icon for a unit in a
carrier you can take the unit out of the transport
vehicle.

[see also Shops).

Note: You can use transport units to get to your
target more quickly. For example, transport heli-
copters can carry infantry behind enemy lines.

*« NAMING YOUR OWN UNITS

You can give the unit a name by using the Ques-
tion Mark lcon in the Chip Window.

Both your own and allied units controlled by the
computer can be given a name using this icon. The
name can be up to 16 characters long and can be
changed as many times as you like during the
game. You can’t give a name to enemy units,
The name is also displayed in the Info Window, in
the third line of text under the drawing.

e
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SHOPS

Shops are buildings on the map which units can
enter. There are various types of shops, including
factories, plane factories, ports, transport ve-
hicles, depots, and special buildings such as head-
quarl:er's.

Shops belonging to the enemy and his allies can
be captured by certain units such as the infantry.
If you capture an enemy shop, all the units in it
are also captured and become your property.
Note: If you capture or occupy a shop belonging
to one of your allies, the alliance is immediately
ended.

Factory shops can manufacture and repair certain
units. You can move a unit into a shop to refuel
and repair it.

If you double click on a shop on the map, the Chip
Window with the appropriate Box lcon will appear.
To see the contents of the shop, click on this icon.
Make a note of how important a particular shop
is for manufacturing your units, and which shops
must not be allowed to fall into enemy hands,
Shops may be hidden by natural features such as
mountains or hills, so study the map carefully. If
you can find these hidden shops they may contain
valuable booty such as crystals.

As a rule, the various shops look very similar to
each other. To find out for certain what kind of
shop it is, you will have to find out the shop’s name
from the Brief Info Window.

HEADQUARTERS

Headquarters are a vital part of your camp: if you
lose your headquarters this can often lead to you
losing the game. On the other hand, if you can
capture the enemy’s headquarters, this may bring
about a decisive swing in the war and enable you
to win the game.

You will usually be told in the mission briefing
whether the headquarters must be defended or
not.

Any kind of vehicle can enter the headquarters,
including ships, tanks and even planes. As long as
the energy supplies haold out they can be repaired
and refueled in the headquarters.

Note:

Use transport units to reach your
targets faster. For example,
transport helicopters can drop
infantry units behind the lines of
the enemy.

Note:

If you select the setting "Refuel
units: Auto.” the sequence of
repairing and refilling your units
is determined by the computer.
The computer does not care
which units you consider to be
more important and as a result
it may not make the same

decision as you would!

Note:
Conquering a building occupied by your
ally cancels the alliance!

Nate:

Consider which building is
important for your praduction
plans, and which buildings
must not be left to enemy.
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FACTORIES

There are various kinds of factories. Some of them
can only take certain types of units, and others
can only manufacture certain units. Depending
where the factory is located it may be a plane
factory, a port with its own shipyard, or a nor-
mal vehicle factory. As well as manufacturing cer-
tain types of units, depending on their location,
the factories can also repair and refuel damaged
units. As each shop has its own supply of materi-
als you need to keep a close eye on the supplies
of energy and materials.

DEPOTS

Depots are important supply buildings. Like the
factories, they can repair and refuel units.

If a unit is in danger it can be moved to a depot
for a short time to hide from the enemy. Be sure
to move your troops to safety if the depot itself
is under attack and there is a chance it may fall
into enemy hands.

TRAINING CAMP
Repair and refueling can also be carried out in the
,l:r'ainlng camp. For every tratmng camp you own,

. M shauld try to :g;mlru:au_ many towns
as pndsihia, as 'tha enargy rmmins‘in m-ﬁ and

the ﬂmty-manufamd_ units in the facﬁ%ﬂw \ﬁﬂ

SHOP DESCRIPTION
Double click on the Box lcon in the Chip Window
and the Shop Window will open.

The Shop Window is divided into four parts:

* On the left is a diagram of the shop showing
what kind of shop it is - factory, headquarters,
depot, village etc. The name of the shop and its
owner are also shown.

* A three line text box shows you how much en-
ergy and material is available in the shop at
present.

* Underneath this are details showing the player’s
income from the shop in each turn, On the left is
the amount which the shop has contributed in
energy and materials, and on the right is the in-
come which the player has gained on the whole
map.

* The weight symbol indicates the maximum weight
of units which this type of shop can hold. Each
shop can only hold a certain weight.

The X-Button to leave the shop is in the lower
menu bar. %

If the shop is a factory, there will be a production
button in the lcon Bar, shapad__hlm a hammér .

nl.lt'.
A unit must be selected hq clickllig on il;ﬁ"piétui‘e

in the middle bar before it can be repaired, refu-

eled, or removed from the shop.
There are eight parking places fnr transport ve-

hicles and up to sixteen for stationary shops which

can be displayed by scrolling with the arrow but-
tons. A unit can be selected on its parking place
by clicking it: the unit will then appear as an ani-
mated graphic in the right-hand part of the Shop

tlm mmement hi.ltbuﬂ ui!d i;ha unit will ha i;akqn
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! Window. You can also find information about the
selected unit in the Info Window.
A unit can be moved out of a shop by selecting it
| and then clicking on the Move lcon. You will be
shown the map and the hexagons onto which the
unit can move. If you want to cancel the action,
double click on a red area.
Repairing and refueling is also done by selecting

the unit and clicking on the appropriate icon. Note:

When you click on the Hammer Icon, you will Try to conquer as many

change to Production Mode. The large red Ham- towns or villages as

mer lcon will appear on the shop’s display, show- possible!

ing that the Production Mode is now active. All You can have your units

the units which can be produced using the shop’s repaired using the energy

special capabilities and reserves of energy and and material resources of
materials will be shown in the parking places. these towns or villages.

Producing a unit is done in a similar way to repair-
ing and refueling - click on the Hammer lcon to
start production, and on the X-Button to stop

production. The new unit will be in the shop, but
you cannot move it out of the shop until it is your
turn again. The amounts of energy and material
used to produce the new unit will be deducted from
the shop’s reserves. .
lf nha shop does not hm enough e"narg\j' or ma-

CFIYSTAI.S
 Crystals are valuable deposi ;
can be found on various maps. They ca
 lected by moving a transpor helicopter

plane onto them. They will t:%w e mo

wvehicle and taken away. You can also 1oa
unload crystals from one vehicle to another.

When the vehicle enters a shop the crystal will be
. unloaded, processed and transformed into a ma-
terial value, thereby increasing the material value
of the shop by the value of the crystal.




BATTLE ISLE 2220 58 MATERIAL ENERGY EXPERIENCE

Crystals can be transformed into material and
energy in any of the shops, and can then be trans-
ported as energy and material “packets” to other
shops.

Of course, crystals can’t defend themselves, so
they can be attacked and destroyed by your op-
ponent.

Your material reserves are vital to produce and
repair your units, so you should try to capture any
crystals you find at once and take them to your
factories. Make sure the enemy doesn't attack
and destroy your transports when they are car-
rying crystals. On the other hand, of course, that's
precisely what you should try to do to him!

ENERGY

Energy is available to all a player’s shops via a
“global grid”. If, for example, a shop's energy
gauge reads 37 and its material gauge 14, this
means that the 14 units of material are only avail-
able in this shop, and the material units in the
other shops are not affected. The energy reading
is a global reading, and if it falls from 37 to 30
after repairing or refueling a unit, the reading in
all the other shops will also fall to 30.

EXPERIENCE

Each unit gains experience in battle. There are
twelve degrees of experience, and the higher the
experience level, the more effective the unit will
be in battle. As soon as a unit has been involved
in a battle and gained experience, its offensive and
defensive values are automatically adjusted. The
various experience levels are represented by mili-
tary symbols. Each unit’s levels can be read in the
Info Window or the Brief Info Window.

When you have successfully completed a map in
Campaign Mode, all your units are moved to the
next map. You retain the experience level you have
gained and can use it when you deploy the unit
later. You should do your best to protect your
more experienced units so they can be used in the
next map.

However do not forget that the enemy’s units gain
experience as well. In later maps they may even
become superior to your own. So it is vital that
your units gain and hold on to as much experience
as possible so you can deploy them against the
enemy.

At the end of the map your damaged units are
automatically repaired, but will lose one experience
point as a result.

BATTLE ISLE 2220 59 WEATHER

HEMMING IN

A unit is “hemmed in” when it is under threat from
two or more sides at once. You can weaken an
enemy unit like this, as its defensive value falls
when it is threatened from several sides. The unit
becomes uncertain and weaker because it has to
defend itself from several directions at once.

BLOCKING

An enemy unit which has “hemmed in” one of your
units can be “blocked” in return. You can block the
enemy by moving several of your units next to the
unit which is hemmed in. This will give you tacti-
cal superiority, and the enemy will be forced to
withdraw.

The experience level of your units is important in
this maneuver: it is ineffective to block the enemy
with weak units.

WEATHER

The weather often plays a decisive role in BATTLE
ISLE 2220, and certain weather conditions will
test your strategic skill to the maximum. Rain,
storms, frost and heawy snowfalls can certainly
hamper your progress and limit your actions, but
you can also try to use these apparently unfavor-
able conditions to your own advantage. For ex-
ample, as the weather gets colder, light units are
able to cross a river as it freezes over. When there
is snow or heavy rain the roads and railway are
vital if you [or your enemy] want to move your
troops.

Note: Try to destroy your enemy’s road and rail
infrastructure to prevent him from moving his
troops.

STAMINA

If you don't manage to complete a mission the first
time, have a second or third try! If you are still
unsuccessful you will have to change your tactics
and work out a new plan. To achieve many of the
mission objectives you need a lot of good strate-
gic planning. There is usually more to it than just
attacking the enemy’s forces!

Note:

Try to destroy the infrastructure
of the enemy in such a way, that
his mast impartant supply lines

are hindered.



BATTLE ISLE 2220 BD INDEX

Action lcon 20; 22

Altitude 24; 44

Armored Personell Carrier 18
Attack lcon 12; 52

Battle 4; 9; 10; 19; 31; 32; 35; 38; 39;

40; 50
Battle Detail 39
Brief Info Window 11; 42; 46; 55; 58

Campaign 35; 36; 50; 58

Campaign Mode 35; 36; 50; 58

Change Player 14; 19; 34; 36; 39

Chip Window 11; 12; 16; 22; 23; 44;
51; 52; 54; 55; 56

Control Bar 11; 36; 42; 44; 46; 48

Demolition 53
Disk Access Menu 9; 14; 30; 36; 42

Eloka 21

Energy 17; 58
Experience 13; 44
Expert 36

Factory 55
Fortification 22

Hammer 22; 57

Information lcon 11

Load Missions Window 9; 31

Map Window 10; 11; 17; 36; 42; 43;
46; 48; 50

Material 17; 57

Medusa 24

MIDI 38; 40

Mission Briefing 50

Movement Icon 11; 12; 51; 54

Music 40

Network 32
Normal 10; 40

Overview Window <10; 36; 42; 43

Planum 22

Range 46

Ranger 14; 15; 16; 17; 51
Repair 56

Rex 23

Road 22; 44; 52

BATTLE ISLE 2220 61 INDEX

Samurai 12; 13; 15

Save Game 42

Select Weapon Window 46; 52

Setup Menu 30; 36; 38; 40; 54
Shop Window 16; 18; 20; 21; 54; 56
Shops 16; 54; 535

Start Individual Map 9; 31; 32
Statistics Window 35; 42; 48; 50

Technotrax 10; 12; 14; 15; 16
Training 36

Video Recorder 50
Videos 40

Weapon 486; 52

Zenith 23



BATTLE IsLE 2220 (@ cReDITS

The Team:

PRODUCER

PROJECT MANAGER & PROGRAMMER
ART DIRECTOR

MUSIC & SOUND FX

COMPUTER OPPONENT

3-D ROUTINES

ADDITIONAL GRAPHICS & MAP DESIGN
MAP DESIGN & TUTORIAL

MANUAL LAYOUT

PROGRAM TESTER

VIDEO PRODUCTION

FILM & VIDEO DIRECTOR

CAMERA

LIGTHING

RECORDING & HEAD OF PRODUCTION
MAKE UP

EDITOR

IDEA FOR STORY

SCRIPT & STAGE DIRECTOR

CATERING

THOMAS HERTZLER
PATRIC LAGNY
THORSTEN KNOP
HAIKO RUTTMANN
THOMAS HAUSER
RAINER REBER

JANOS TOTH

ARND BEENEN

IMI GRAFIK DESIGN, BOCHUM
SEBASTIAN PENZKOFER
ARND BEENEN

PETER OKORN
ANDREAS NITSCHE

FREE RUN FILM &
VIDEOPRODUCTION GBR, BOCHUM
THORSTEN KNOP

MICHAEL WACKERS (FREE RUN)
MARCO MARTENA

HAIKO RUTTMANN

BARBARA HANS

WOLFGANG WALK

PATRIC LAGNY

STEFAN PIASECKI

DORTE ARNSFELD

PETER GROTHE
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RECORDING/SYNCHRONIZATION
RECORDING STUDIO

SOUND

DIALOG DIRECTION

MUSIK-CLIP

SOUNDTRACK
BAND

BLUE BYTE, MULHEIM
TVIP, MIOERS

HAIKO RUTTMANN
WILLI MEIER
WOLFGANG WALK
HAIKO RUTTMANN

SHADOW OF THE EMPEROR
STILL PATIENT?

ANDREAS KERCHER

TIMO KALUZA

MARKUS BECK

THORSTEN KRAMER
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90-day Warranty and Software License Agreement

Blue Byte Software, Inc. warrants that the media on which this
software program is recorded will be free from defects in
materials and workmanship, under normal use for a period of SO
days from the date of original purchase. Defective media which
has not been subjected to misuse, excessive wear or damage
due to carelessness, may be returned during the 90-day period
for free replacement-provided you have previously returned
your product registration card to Blue Byte Software, Inc.

This computer software product (the “Software”) and user

manual are provided to the Customer under license from Blue
Byte Software, Inc. and are subject to the following terms and
conditions, to which the Customer agrees by opening the package
of the Software and/or using the Software. Granting of this
license does not transfer any right, title or interest in the
Software or user manual to the Customer except as expressly
set forth in this License Agreement. The Software and user

manual may not be duplicated or copied for any reason. The

Customer may not transfer or resell the Software or user
manual. The remedies provided above are the Customer’s sole
and exclusive remedies.

In no event shall Blue Byte Software be liable for any direct,
indirect, special, incidental or consequential damages with
respect to the Software or the user manual. Except as provided
above, Blue Byte Software makes no warranties, either
expressed or implied, with respect to the Software or user
manual, and expressly disclaims all implied warranties, including,
without limitation, the warranty of merchantability and fitness for
a particular purpose.

Battle Isle is a trademark of Blue Byte Software GmbH. All
other product names are trademarks of their respective
owners.



