




















































Frank 
"Hitman" 

Hennessey 

EX'fRA: 

A member in good standing, Hector Alvarez was born in 
Margarita, Venezuela and is therefore familiar with South 
American terrain and its sweltering temperature. Being a 
relatively new member, he is eager to take on with almost 
anyone who will give him the chance. 

Agile and able, slippery and swift, Johnny Edwards has 
managed to slither into range unnoticed, sight up his unsus­
pecting target, then disappear before the smoke dissipates, 
time after time, mission after mission! 

A longtime member, Ice Williams has been primarily used as 
a sniper since joining the organization. Undaunted by the 
prospect of working for those of unknown reputation, he 
instead prides himself in helping those new to the mercenary 
game establish themselves. 

Speck T. Kline is one of the more able and less demanding 
mercenaries within the organization. Taking it apart and 
putting it back together, so that it's once again in working 
order, is a hobby and a living for this nervous mercenary from 
lower Manhattan. 

"Mouthpiece" is a fitting title for wee. Willy Augustin, a 
personality trait that he excels at like no other. Weasel has 
been with A.l.M. for over five years, and besides some serious 
fisticuffs with Ears Stockwell, his history within the organiza­
tion remains uneventful. 

A two-time world champion trapshooter, Timothy Jenkins 
has turned in his clay pigeons for the chance to engage in some 
live action. Dedicated to duty, the cynical "Leech" has a 
tendency to be over enthusiastic, and a reputation for being 
slightly hard to shake. 

The flexible Doctor Clifford Highball has honed his shooting 
skills with a needle and rifle, and is a devout member of A.l.M. 
for the past six years. Though more versatile than most 
doctors, he still maintains the medical hard-line about fees for 
service. 

Undisturbed by the scent of death, Frank Hennessy is a 
member in excellent standing. A private, yet personable 
individual, the Hitman has a proven track record and a no 
nonsense disposition. A note of caution: he suffers from 
buoyancy difficulties. 

EX'I,RA: 

Fresh meat to the mercenary game, Lance Fisher joined the 
organization after a short stint with the Indiana National 
Guard and an even shorter stint, a weekend, in Grenada. He's 
perfect brownnoser material eagerly awaiting his first assign­
ment. 

Doctor Margaret "Stella" Trammel was the first female to join 
the ranks of A.l.M .. As a non-specialist, she worked her way 
through med school as a soldier for hire during spring and 
summer breaks. She now practices mercenary medicine with­
out the prevalent medical attitude. 

Doctor Eli Summers has been a devoted member of A.l.M. for 
over seven years. Though a poor shot, with no hope of 
improvement, he has hung in during some of the most 
devastating assignments, only to sign up for another with little 
hesitation. 

Elroy B. Tolken was one of the key men inside the Watergate 
hotel when Gordon and company were discovered. After 
serving his time, the longest of those sentenced, he joined 
A.I.M., and has since plied his trade without legal conse­
quences. 

Appropriately known as "Wolf', Peter Sanderson has been 
tracking down the enemy and acquiring a well-rounded 
knowledge of all mercenary disciplines as a member of A.l.M. 
for the past four years. His reputation is that of a proven 
professional. 

Back on probation, Bruce Bonner has skirted the edge of 
reality and toyed with demonic fantasy since childhood. 
There exists a serious difference of opinion as to whether he 
should remain within the organization. However, qualified 
explosives experts remain hard to find. 

Under evaluation for possible eye problems, Walter Yuntz has 
been with A.I.M. long enough to show substantial improve­
ment in his marksmanship, but it hasn't happened. For the 
time being, we suggest he'd be used for his competence in 
other fields. 

The laid-back Kirk Stevenson has been with A.l.M. long 
enough to acquire a respectable experience class and salary. 
A decent shot and a technical wizard, "Static" worked for 
years as the lead sound technician on the never-ending 
"Grateful Dead" tour. 

Elroy B. 
Tolken 



Robert 
James 

Sullivan 

EX'I'IU.: MERCENARY PROFILES 

As his nickname, Turtle, suggests, Herman Regents is by no 
stretch of the imagination one of our most agile members. He 
is, however, one of the swiftest ... He has seen plenty of action 
in North Africa, and was also a decorated officer on a major 
metropolitan police force. 

A member in excellent standing, Len Anderson has been 
fighting for truth and justice since his teens. A onetime 
member of the Green Berets and a longtime member of 
A.I.M., his salary may seem excessive, but his extraordinary 
abilities easily merit the price. 

Another member on probation, another explosives expert, 
Marty Moffat has stood too close to too many explosions and 
as a result requires a baby-sitter more than a commander. On' 
a more positive note, he is definitely one of the least discrimi­
nating members on file. 

Cautious, light-footed and extremely agile, Earl Walker is 
considered to be one of the best second story men in the 
business. And even when he's been fingered, his sharp eyes 
and deadly aim have eliminated the dilemma of witnesses! 

As a supposed member of the clergy and as a member of 
A.I.M., the Reverend Clyde Potter has toted superior fire­
power and carried the burden of sinners for nearly twelve 
years. If you can handle the "Voice of God" within shouting 
distance, then the price is a sin. 

The youngest child and only daughter of the legendary 
Colonel Leon Roachbum, Megan Roachbum has decided, 
like her brothers Gary and Larry, to join the family business 
and work for A.I.M .. Despite a strong desire and extensive 
training, "Sparky" is unable to swim. 

Originally an obstetrician, Doctor Mitch Shudlem has come 
a long way in the treatment of battle casualties. Like most 
members on the medical staff, he's weary of financial risk, but 
committed to the well-being of fellow team members. 

Robert James Sullivan is a distinguished member of A.I.M. 
and is known in the business as a fearless "finisher." When the 
chips are down and the enemy's jugular is exposed, there's no 
better man with a knife in his hand than "Scully." 

EX'fR.ll: MERCENARY PROFILES 

Though Howard Melfield has slowed with age, he continues 
to serve as an effective member of A.I.M .. Despite his obvious 
lack of specialization, he is devoted. Displaying no loyalty to 
his peers, he'll relay all the team scuttlebutt with the precision 
of a poet. 

A once-heralded professional wrestler, Carl Goodman is a 
recent addition to A.I.M .. He is often referred to by those who 
knew him during his ring days as "It," because of his size and 
manner. However, those who have seen him in water call him 
"Rock." 

Caught between the world of war and the world of wiseguys, 
Vincenzo Massimo has opted for the life of a soldier of fortune. 
Able to fix anything (including college basketball games), he 
is fast approaching his first anniversary within the A.I.M. 
organization. 

Captain Bob Adams retired from the Air Force at forty-one. 
He was a decorated F-18 pilot with extensive combat experi­
ence. Bored, and eager for action, he joined A.I.M. a year ago, 
and has made the transformation to field combat rather easily. 

Captain 
Bob 
Adams 
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Name Salary Health Agility Dex. Wisdom Medical Explos. Mech. Marks. Exp Class Notes 

Dr Mark "Needle" KranbiJJID 1900 92 80 81 
Gary Roachhmn 315 83 68 59 
Samuel Garver 2750 75 58 55 
Glen "Boss" Hatchet 2950 80 . 76 84 
I esley " Smoke" Peterson 560 78 87 80 
Jimmy l !pton BOO 84 82 73 
Dr Ahmad Koolhan 1750 74 77 61 

88 98 6 34 2 
~-- 60 14 22 1 ------ 91 22 65 ----- 71 53 99 ---- 44 90 20 ---------- 47 16 92 

3 
WinkE Dickerson 240 92 80 68 
Mary Beth Wilkens 330 77 90 36 
Rudy "! ynx-Eyed" Roberts 3300 81 79 86 
I t Bud Hellar 1100 73 79 75 
Victoria Waters 2850 79 85 72 

------ 80 0 22 55 1 

------ 71 23 50 19 99 3 

------ 69 19 8 18 78 2 
85 16 28 90 80 3 

I any Roacbbum 140 46 72 54 
Edward "Ears" Stockwell 375 72 67 58 

58 49 82 7 50 1 
79 22 18 26 54 

Mt1rray "Moses" Ebstem 1900 49 39 29 
Patrick "Screw" Phmips 1500 82 66 71 
Helmut Gnmther 490 82 79 76 

89 29 31 88 84 5 
68 4 24 82 64 3 
72 14 25 40 69 1 

RusselJ Hunter 1650 74 . 71 89 68 0 71 30 64 3 
Ivan Dolvich 1500 94 90 95 83 5 40 10 91 2 
Dr Bernie Glaveless 2650 69 39 48 85 94 0 4 75 3 
"l Inusual1y Ruthless" Reuben 35 57 45 39 
M11rray upaps" McGil]jc,,tty 2800 38 14 4 
Col !.eo Kelly 4700 95 87 91 
TexR Colburn 275 71 71 57 

28 0 1 0 32 1 
88 18 6 9 85 9 
81 13 0 67 4 
52 0 2 32 1 

Fidel Dahan 1500 88 83 64 71 3 97 6 2 
Hurl E Cutter 400 100 81 71 55 44 0 0 
Biff Apscott 95 73 74 71 
Maj Spike Scallion 6000 77 69 86 
Dr Raffi tto I eevon 100 70 93 14 

58 0 0 
53 76 

2 
~rhia "The Foxn Guzzman 515 77 85 100 
Sidney Netrleson 4000 80 70 91 
Mike 12000 97 95 94 
Hector Alvarez 410 79 84 88 
Johnny "Snake" Edwards 1150 65 89 86 
lee Wmiams 1300 90 88 87 
Speck I Kline 365 69 51 77 
Wi lly "Weasel" Augustin 180 56 44 36 
Timothy "I eech" Jenkins 1150 63 58 70 
Dr Clifford Highball 3000 73 60 53 
Frank "Hitman" Hennessy 1800 80 81 40 
I ance Fisher 230 76 69 61 
Dr Margaret Trammel 3500 85 24 75 
Dr Eli Summers 1400 81 73 58 
ElroyB Tolken 345 63 54 88 
Peter "Wolf' Sanderson 1850 87 73 84 
Bn1ce "Skjrz" Banner 90 48 60 51 
Walter Y11Dtz 650 82 55 62 
Kirk "Static" Stevenson 3100 79 66 95 
Hennan "Turtle" Regents 250 53 8 21 
Corp I en Anderson 6500 96 83 89 
Marty "Kahaam" Moffat 210 71 93 91 
Earl "Magic" Walker 5600 90 99 98 
Rev Clyde Potter 740 74 46 41 
Megan "Sparky" Roachbmn 205 52 68 88 
Dr Mitch Shudlem 3800 83 71 88 
Robert James Sullivan 7500 90 90 96 
Howard "Carp" Melfield 575 55 54 52 
Carl "It" Goodman 155 95 55 74 
Vincenzo Massimo 385 73 75 74 
Capt Bob Adams 1200 81 68 66 



I~X'fllil: (~IJS'fO:tll~ll SIJI,I,Oil'r 
In United States and Canada 

See inside front cover for support phone numbers 
and hours of operation 

As you play Jagged Alliance and read its manual, you may think of ways we can 
improve our products . If you do, we want to hear from you. Send your 
comments, compliments, criticisms and suggestions to: 

Product Development 
Sir-tech Software, Inc. 

P.O. Box 245 
Ogdensburg, NY 13669 

If your game isn't working as you would expect it to, feel free to call us at (315) 
393-6644 or fax us at (315) 393-1525 (sorry, no game hints .. . tech support 
people don't play the game, so they'd just be making it up anyway). Technical 
Support lines are open Monday through Friday, 9 a.m. to 5 p.m. (except 
holidays). You may also write to us. 

Technical Support 
Sir-tech Software, Inc. 

P.O. Box 245 
Ogdensburg, NY 13669 

When you call, fax or write, please have ready your computer make, amount of 
memory and extended or expanded memory. Additionally, please inform us if 
your computer has any special start-up programs or memory resident programs. 
For the fastest service, be at your computer and have your computer on. 

Getting a busy signal on the hotline when you dial us? When a game is first 
released, that's not uncommon - lots of people are trying to get through. 
Remember, you can still fax us. Our phone lines are typically less busy on 
weekend. If you can save your call 'til then, you might want to consider it. 
Weekend hotline hours are 12 noon to 4:00p.m. You may write to us. We have 
someone waiting to answer your letter. 

Hints Hotline 
Sir-tech Software, Inc. 

P.O. Box 245 
Ogdensburg, NY 13669 

Please return your warranty registration card. Doing so will guarantee you the 
fastest possible repair or replacement of a damaged diskette. We'll also be able 
to let you know about upcoming and newly released Sir-tech products ... so you 
can share in the fun. 

I~X'I'Illl: (~IJS'rO)II~Il SIJJIJIOJl'r 

In United States and Canada 

For on-line support of Jagged Alliance and other Sir-tech products via 
CompuServe, contact us in the Game Publishers B Forum (GO GAMBPUB). 
Our CompuServe ID numberis 7 6711,33 . You may also join your fellow garners 
in the Garners Forum (GO GAMERS) . By joining CompuServe and the Game 
Publishers Forums, you can get the latest product updates, read new product 
announcements and download demos of upcoming Sir-tech games. If you are 
not already a member of CompuServe, call (800) 524-3388 and ask for 
representative 451 to get your free introductory membership and $15 .00 on­
line usage credit. Sir-tech neither endorses nor implies an endorsement of any 
on-line information service. 

If your disk has become unreadable within 30 days of purchase, return it with Repairs 
a dated, original receipt to Sir-tech Software, Inc. for a free replacement. After 
30 days, enclose $10.00 to cover costs of media restoration or replacement plus 
$2.50 to cover shipping and handling. (NY residents, please add 7% sales tax 
to the total of repair and shipping.) Prices are subject to change without notice. 
Please include the following information in your package. Failure to do so could 
delay processing time: 

Original master diskettes 
Warranty card (if not already sent to us) 
Letter explaining problem and computer configuration 
For free replacements within 30 days, original and dated sales receipt 
(it will be returned to you) · 
For replacements after 30 days, $10.00 repair charge plus $2.50 
shipping handling fee and tax if applicable 

Please call ahead to determine availability 
Product updates from Sir-tech are available for $15.00 for media update plus 
$2.50 to cover shipping and handling (NY residents, please add 7% sales tax to 
total of update and shipping). Prices are subject to change without notice. 
Updates are frequently available on CompuServe as well. Please include the 
following in your package. Failure to do so could delay processing time: 

Original master diskettes 
Warranty card (if not already sent to us) 
Letter requesting the update including computer configuration re­
quired 
$15.00 update fee plus $2.50 shipping handling fee and tax if appli­
cable 
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JNJ)I~X INJ)I~X 

A.l.M., Contacting ....... ........... ....... ... ...... 3,4 
A.I.M., Exiting .. .. ... ... .. .... ... ........ ... .... ..... ..... 7 
A.l.M., Hiring Mercenaries ...... .. .. .... ... ....... 7 
ABORT Button ... ..... ............... ... ... ..... ..... . 22 
Action Points ..... .......... ........ ... ...... ... .... 27,29 
Action Points, Status Bar ... ... ...... ........ .. ... 17 
Adding Guards to a Sector ... .... ............... . 13 
Adding Tappers to a Sector ...................... 12 
Agility, Statistic .......................................... 5 
Aiming Guns .............. .. .................... ........ 30 
Assignment Button ..................................... 9 
Assignment Screen .............. .... ........ .. ...... 8,9 
Assignment, Doctor .................................... 9 
Assignment, Fire ........................ ................. 9 
Assignment, On Duty .......... ........ ........ .... ... 9 
Assignment, Patient .... .. .......... .. .. ........ ...... .. 9 
Assignment, Repair .................... .......... ...... . 9 
Assignment, Rest ........................................ 9 
Assignment, Train .. .... .... ............ .......... ...... 9 
Automap ................................................... 16 

Backing Up .. .... ...................................... .. . 19 
Balance ............................... .. ... .. ...... ........ . 15 
Begin Game (Sleep) .. .... ........ .......... ...... .. .. .. 3 
Biography .. ............ ..... ........... .... .......... ....... . 4 
Blue Flags (Buried Objects) ...................... 24 
Bob ......................................................... 7,30 
Boom ......................................................... 32 
Breath, Movement's Effects On ................ 19 
Breath, Status Bar .......... .. ........ .. .. ........ ..... 17 
Breath, Swimming ...... ...... .... ........ .... ........ 23 
Buildings .... .......... .... ...................... .. ......... 24 
Bullets, Taking ............ ........ ........ ..... .. ....... 31 
Buried Objects .......................................... 24 

Casualties, Workers' ................................. 33 
Combat, Action Points ............ ............ ..... 27 
Combat, Continuing a Tum .................... . 29 
Combat, In Other Sectors ............ .... ........ 26 
Combat, Rules of ..................................... . 25 
Combat, Taking Turns ........ ....... ........ .. .... 29 
Combat, Time Change .... .... ..................... 29 
Compressed Time .. .. .......... ....................... 18 
Configuration ........................ .... .. .......... ...... 3 
Contact A.l.M ......................................... 3,4 
CONTinuing an Action ............ .. ...... ....... 29 
Contract, Getting .... .. ....................... .. ........ 7 
Contract, Offering ........ .. ........ .. .. .... ............ 7 
Contract, Refusing .. .................... .. .. .. .......... 7 
Control Panel ...................... ........ ................ 3 
Control Panel, Options While in Play ...... 22 
Cost of Workforce .................. ...... ............ 13 
Crouching ................................................. 19 
Cursor ....................................................... 18 
Cursor, Hand .... .......... ...... ................ .. .... .. 20 
Cursor, Special Use Cursors .. .. .. ............ .. . 20 

Damage, Taking .................... ........ .. .. ... 31,32 
Death, Preventing .. .. .................. .. .. ........... 32 
Defense, Guards ................................ .. .. .... 13 
Destination Cursor ................................... 19 

Dexterity, Statistic ...................................... 5 
Difficulty Level ................ ...... .... .... .. .... .... ... 2 
Doctor ................... ............. .. ..... .. .... ............ 9 
Doctor, Performance ...................... ........... 10 
Doctor, Damage ........ .. .... ...... .... .. .... .... . 31,32 
DONE (Combat) ............................ 20,29,33 
Doors, Opening .......................... .. ............ 20 
Dropping I terns .. .... .. .... .. .... .. .. .. .. .. .. .. .. .... .. . 11 

Elvis (Wasn't Sighted on Metavira) ........ No 
Enemies, About ........................................ 33 
Enemies, Deaths ....................................... 34 
Enemies, Targeting ................ ..... .............. 29 
Enemy Sectors ...... .................. .. .................. 8 
Exit Game .. .... ........ .................. .. .......... ...... . 3 
Exiting, A Very Bad Day .. .... ................ .... 22 
Exiting, A.I.M ............................................. 7 
Exiting, Assignment Screen .... .. ........ .... .. .. 11 
Exiting, Compressing Time to Finish Day 18 
Exiting, Financial Panel ................ .. ...... .... 15 
Exiting, Map Screen .......... ....................... 16 
Expenses .... .. .......... .. ............................ 14,15 
Experience Class, Gaining .......................... 6 
Experience Class, Skill ...... .. .......... .............. 6 
Exploring, Tips ...................... .... .. .............. 23 
Explosions ... ........ .... ... .. .. .. .. .. .. ...... .. ...... .. ... 32 
Explosives, Skill .......................................... 6 

Fallow Trees ........ ........................ .. ........ .... 12 
Fallow Trees, Owned at End of Day ........ . 34 
Fallow Trees, Production .. ........ .. ........ ...... 14 
Fast Scroll, Movement ........ ........ .. ............ 19 
Finance, Team ............................................ 9 
Financial Panel, Exiting .. .... ........ .. .... .. ...... 15 
Financial, Paying Mercenaries ........ ...... .... 35 
Financial, Production Picture ................... 14 
Finding Buried Objects ...................... .. ..... 24 
Finding Mercenaries on Field .................. . 17 
Fire ............................. ... .... ......... .. .... .. ......... 9 
Firing Guns .. .... ........ .. ........ .......... ........ ..... 30 
Firing Mercenaries .............. .. .............. ........ 7 
Firing, Likelihood of Hit ........................... 31 
Firing, Options ...... .. .................................. 31 
French Onion Soup .... ...... .... ....... 1/28/94,32 

Gaining Sectors .. ........ .. .... ...................... ... 25 
Game Options, Main Play Screen .. .......... 22 
Game, Quick Restore ............................... 22 
Game, Quick Saving ...... ...... .... ................. 22 
Game, Quit .............................. ........ ........... 3 
Game, Restore .. ........ .. ........................ ........ 3 
Game, Save ............................................. .... 3 
Gases ......... ....... ...... .. .... .... .. .............. ....... .. 32 
Gear ............................................................ 5 
Gila Monster .. .................. .. .... .......... .. ....... 23 
Guard Management .................. .. .............. 21 
Guards Button .... ........ .............................. 13 
Guards, Adding/Removing from Sector ... 13 
Guards, Casualties .................................... 33 
Guards, Help in Combat ........................... 29 
Guards, Hiring .... .. .......... ............ .............. 13 

Guards, Management ........ .......... ........ .. ... 21 
Guards, Moving From a Sector ........... 21,22 
Guards, Retreating .................. .. ........ .... .... 26 
Guns with Scopes, Concentration ...... ...... 30 
Guns, Aiming ............ .. ...... .. .... .. ...... .... ..... 30 
Guns, Description of Basics .............. .. ...... 36 
Guns, Firing ............................ .. ................ 30 
Guns':--Firing Features ............................... 31 
Guns, Jammed .......................................... 31 
Guns, No Use While Swimming ........ .... ... 23 
Guns, Refire .............................................. 30 
Guns, Reloading ....................................... 31 
Guns, Targeting an Enemy .. ...... ............... 29 

Hand Cursor ........................ .. .. ........... ...... 20 
Harvest Ratio ............ ............. ........... .. .... .. 14 
Healing .............................. ... .... .... .. .. ........ 32 
Healing Mercenaries .......... .. ............ .. ......... 9 
Healing, How Much? ................................ 10 
Healing, Using Medical Kits on the Field 20 
Health, Statistic .......................................... 5 
Health, Status Bar ................ .......... .......... 17 
Health, Workers' and Enemies' ................ 33 
Hearing ....................... ... ................... ...... .. 23 
Helicopter Transport .................................. 7 
Help .................................... 1-315-393-6633 
Hiring a Workforce .............. ...... ............... 12 
Hiring Mercenaries ........ ............................. 4 

Icons, Ghost Guards ........................... ...... 22 
Icons, Guards ...................... .... .. ...... .......... 13 
Icons, Sector & Automap View .... ........... 17 
Icons, Tappers .. .... ........ .... ......................... 12 
Icons, Trees ...................... .. .. ............ ......... 12 
Income ................................................. 14,15 
Increasing Salary, Workforce ........ ............ 13 
Info ........................................................ .. .... 5 
Initiative, In Combat ................................ 29 
Interrupts ....................................... ........... 29 
Inventory .. .. .. .. .. . .. .... .. .. .. .. .. . .. . .. . .. . .. .. .. .. . .. . . 10 
Inventory (Gear) ......................................... 5 
INVentory Button, Main Play ........ .. ........ 21 
Inventory Pool .... .... .. .... .......... .............. .. .. 11 
Inventory, Quick ........ .. .. .. ...... .................. 18 
Inventory, ViewingAssignment Screen .... 10 
Items, Buried .. ............. .. ....... ............ ......... 24 
Items, Description of Basics ...... .......... ...... 36 
Items, Dropping .................... .................. .. 11 

~~=:: : i:..tt.tt:·:::::::::::::::::::: :: :: :: :::::::: : ::::: .~~ 
Items, Magnifying/Inspecting .................... 20 
Items, Main Play Screen ........ ................... 18 
Items, Merging ..................................... 11,20 
Items, Picking up ...................................... 20 
Items, Picking up in Inventory Screen ..... 10 
Items, Placement in Inventory .... .......... .. .. 10 
Items, Repairing ........ .. ................................ 9 
Items, Searching For, Hand Cursor .......... 20 
Items, Swapping - Main/Secondary .......... 18 
Items, Taking Apart .. ............................... 11 
Items, Trading .. ................... ................ 11,20 

Items, Using ....................................... .... .. . 20 
Items, Water Damage ............................... 23 
Items, Working Status ...... .. .......... .... ...... .. 10 

Jammed Guns .............................. ...... ....... 31 
Kill ................... .... ............. ... ..................... 39 

Levels ...... .. ........ ....... .......... ...... ..... ... .. .. .... .. . 6 
Line of Sight ......................................... .. .. 23 
Linked Sectors .. .. .. .................. ... ........ ....... 25 
Load Game .................................................. 3 
Losing Sectors ...... .... ...... .... ... ........ ............ 26 

Main Hand .... .. .................................... 11,18 
Main Hand Attachment .............. .... .. ....... 11 
Main Office Screen .......... .... .. ........ .... ...... ... 2 
Main Play Screen ...................................... 16 
MAP Button ................ ............................. 21 
Map Screen ................................................. 8 
Map, Guard Management .. ...................... . 21 
Map, Reviewing Your Position ................. 21 
Marksmanship, Skill ....................... .. .......... 6 
Max Aim ........... ...... .......... .. .......... ............ 31 
Mechanical, Skill ........................................ 6 
Medic ...... .. ..... ............... .... .. ............... .... ... 32 
Medical, Skill ............ .... .......... .. ...... .... ........ 6 
Memphis (Pumpkin Man Is There) ........ Yes 
Mercenaries , Action Points ................. 17,27 
Mercenaries, Backing Up .............. .. .. .... .... 19 
Mercenaries, Biographies ............................ 4 
Mercenaries, Breath, Status Bar .... ........... 17 
Mercenaries, Crouching ...... ........ .... .. ....... 19 
Mercenaries, Combat Options, Firing ...... 31 
Mercenaries, Deaths ........ ...... .................. . 34 
Mercenaries, Description of ............ .......... 38 
Mercenaries, Finding Buried Items ........ .. . 24 
Mercenaries, Finding Items .. ...... ...... ........ 24 
Mercenaries, Firing ...................... .. .......... 7,9 
Mercenaries, Firing Guns .... ......... ..... ....... 30 
Mercenaries, Gear ......... ............. .... ......... .... 5 
Mercenaries, Healing ...... ............ .. .... .. ...... .. 9 
Mercenaries, Health, Status Bar .. .. .. .... ..... 17 
Mercenaries, Hearing ...................... .. ....... 23 
Mercenaries, Hiring ..................... .. .... .. .... 4, 7 
Mercenaries , Inventory ........ .. ........ ...... ..... 10 
Mercenaries, Likelihood of Hit .... .... ...... ... 31 
Mercenaries, Line of Sight ............. .. ......... 23 
Mercenaries, Locating on Field .... .... ........ 17 
Mercenaries, Main Hand .. ...... .... ...... ........ 18 
Mercenaries, Movement, Swimming ........ 23 
Mercenaries, Moving All .......................... 19 
Mercenaries, Moving in Main Play ........ ... 19 
Mercenaries, Muting .. ............................... 17 
Mercenaries, Not Paying ............ .............. 35 
Mercenaries, Panels on Main Play Screen 17 
Mercenaries, Payment .... ...... ........ .. .......... 35 
Mercenaries, Personal Options ................ . 17 
Mercenaries, Placing in a Sector ................ 8 
Mercenaries, Portrait, Firing Options .... ... 31 
Mercenaries, Refusing Contract ................. 7 
Mercenaries, Searching & Using Hands .. 20 



INilEX INili~X 

Mercenaries, Secondary Hand ................ .. 18 
Mercenaries, Selecting for Action ......... .. . 19 
Mercenaries, Sneaking .... ... ....... ............... . 19 
Mercenaries, Switching Places ... .... ........... 19 
Mercenaries, Turns in Combat .. .... ... .... 29,30 
Mercenaries, Trading Items ....... .......... 11 ,20 
Mercenaries, Training ..... .. ..... .... .. ... ..... ....... 9 
Mercenaries, Vest Pockets ........................ 18 
Merging Items (Main Hand Attachment) 11 
Money, Bringing it in ... .... .. ........ ............... 14 
Move All Meres .... .. ... ...... ................ .. .. ..... 19 
Movement, Action Points .. ... .... ..... .... .... .. 27 
Movement, Effects of .... ....... ........ ... .......... 19 
Movement, Moving All Mercenaries ... .... . 19 
Movement, Special Options ........... ..... ... .. 19 
Movement, Swimming ........ ..... ... .............. 23 
Movement, Switching Places ............... ... .. 19 
Moving ............... ..................... .. .... .. ... ... ... . 19 
Moving to Another Sector ... .. ......... .. ... .... 21 
Moving, Backwards ................. .............. ... . 19 
Moving, Sneaking .. ... ...... ...... ..... ... ... .. ....... 19 
Mute ......................................................... 17 

Norm .... .... .... .. ........ .............. ... ....... .. ... 5,7,35 
NRA (oh, they'll probably hate my joke) . 30 

Real Time ..... ......... ... ..... .... .... ...... ... ... .... ... 18 
Refiring Guns .. ................... ... .. .............. ... . 30 
Reloading Guns ..... ........ .... ........... ..... ...... . 31 
Removing Tappers from a Sector .... .... ..... 12 
Repairing Items ...... ... ...................... .. .. .... .... 9 
Repairing, Effectiveness . . . . . . . . .. . . . . .. . .. . .. . . . . .. 10 
Reserve Points ............. ......... ... ............ .. ... 31 
Rest .. .. .... .... ...... .... ....... ... ....... ........ .... ... ..... .. 9 
Restore Game .............. .................. ..... .. ...... 3 
Restore Game, Quick Restore ............. .. ... 22 
Revenue .. ... .... ........ ............... ........ ... .... 14,15 
RSVPNTS ...... .... .. ... ..... ..... .. .. ..... .... ..... .... 31 

Safety Move, Movement ....... .. ... ..... .. ........ 19 
Salary Button, Increasing ........... .. ... ........ .. 13 
Salary, Statistic ............... ........... .... .......... .. . 5 
Salary, Team ... .. .... .... .. ..... .. .. .............. ... .. .... 9 
Salary, Workforce ..................... ... .... ......... 13 
Sap, Production .. ..... .. ... ..... .... .............. .... . 14 , 
Save Game ... .... .. ... ......................... ....... ...... 3 
Save Game, Quick Save ... .. .. ... ........ .. .. ..... 22 
Saved Games, Reviewing ..... .. ............. .... ... . 3 
Scopes, Required Concentration ..... .... ... .. 30 
Searching For Items, Hand Cursor ..... ...... 20 
Secondary Hand ... ........ ............ .. ...... .... ... . 18 

Tappers Button ......... .... .. ...... ....... ........ .... . 12 
Tappers, Adding/Removing from Sector . 12 
Tappers, Casualties ............................... .... 33 
Tappers, Hiring ... .. .. .... .. .. .... ... ....... ... ... ...... 12 
Targeting an Enemy .................................. 29 
Team Button .... ...... ...... .... ... .. .... ...... ... ...... ... 8 
Team Finance ..................... .... ... ..... .... .. ...... 9 
Team, Expenses of ........... ........ .•......... ...... 25 
Team, Info About ... ........ .. .... ... .. ......... ........ 5 
Team, Members on ..... ... ..... .... ... .... ... ...... .... 7 
Team, View .. ... .... .... .. ...... ....... ... ....... ... ........ 3 
This writer/ Wonders if anyone will .. ....... 28 
This writer/ see this . Does anyone .... ... .... 28 
This writer/ actually read indexes? .... ... .... 28 
This writer/ hm- if you see this, write ... ... 28 
This writer/to us - the first 5 people .... ..... 28 
This writer /to write to us and say, ........... 28 
This writert'I saw this in the index ..... .. ... 28 
This writer/and Pickles do not wear ... ...... 28 
This writer/ sneakers" win a free .............. 28 
This writer/strategy guide! .. ....... ..... ... .... ... 28 
TimeofDay .... .. .. .. .... .... ... ...... .. ............. .. .. 18 
Time, Changing from Real toT urn-based 29 
Time, Different Types .... .. .. .... ....... ... ...... ... 18 
Time, For Guards to Move ..... ... ... ... ......... 22 

Total Salary Button ... ..... ............. .. ............ . 8 
Trading Items ... .. .. ... .... .. .... .. ..... ... ... ..... 11,20 
Train .. ... ... .. .............. .... .. ....... ...................... 9 
TRAVerse Button ...................... ..... .. ........ 21 
Trees Button ... ............ .............. ............ .... 14 
Trees, Icons .... ... .. ... ................................... 12 
Trees, Owned at End of Day .... .. ... ...... ..... 34 
Trees, Production ............................ .. ....... 14 
Tum-based Time ... ... ... ... ... .... ....... ...... .... .. 18 

Using Items .... ... ....... .......... ... ........ ... ... .... .. 20 

Vest Pockets .... ..... .... .. ..... .. ... ... .. ... ... .. .. .. ... 18 
Vests ... .... ..... .... ....... ..... .... .. .... ............ ....... 11 
View Team ... ............. .... .. ... ......... ....... ... .... .. 3 
View, Adjusting .... .. ........... ............. .......... 16 

Waterways .. ...... .. ... ......... ......... .. ............... 23 
Wimp Brigade ........ ..... .... .......... .................. 7 
Wisdom, Statistic ... .. ... ... .... .... .. ... ...... .. .. ...... 5 
Worker Casualties .. ... .. .... .. .... .... .. ... .......... 33 
Workers, Deaths .... .. ........ ... ......... ....... .. .... 34 
Workers, Hiring ............ .. .. ... .............. .. ..... 12 
Workforce Salary ... .... .. ... .... ..... .... ..... ... .. .. . 13 

Sector Number .. .. ..... ..... ...... .. .......... .... ... ... 18 
On Assignment, Meres ....... ....... .. ..... .... ...... 7 Sector, Adding/Removing Guards ... ..... .... 13 
On Duty ........ ........ ....... .... ........................ 8,9 Sector, Adding/Removing Tappers .. ...... ... 12 
OPTions Button ..... ...... ...... .. .. .................. 22 Sector, End of the Day Round Up .. ... ... .... 33 
Options, Main Office Screen ....... .. .. .. .. .... ... 2 Sector, Entering/Main Play Screen .. .. .... ... 16 
Orders, Giving .. ...... ... ... .... .. ... ..................... 9 Sector, Evacuation .................................... 26 

Sector, Gaining Control of .. .. .. .... ...... ...... . 25 
Party .... ... .. ...... .... .. ..... ......... ....... ........ .......... 5 Sector, Gaining Linked ................... ... .. ..... 25 
Patient .......... .. .. ... .. .. .. ...... .... ... .. .... ..... ...... .... 9 Sector, Losing .... .. ..... ..... .... ................. ... .. . 26 
Paused Time .. ..... ...... ............. .... .. .. .. .... ..... 18 Sector, Moving to Another .... ... ..... .. .. ...... 21 
Paying Mercenaries ... ..... .. .. ... .................... 35 Sector, Overview of a Complete ... ... ......... 15 
Personal Options .... ......... ... .... ........... .... ... 17 Sector, Placing Mercenaries in ... ... .... ......... 8 
Personal Options, Max Aim ... .. .. .............. 31 Sector, Traversing into Enemy Territory .. 25 
Personal Options, Reserve Points .. .. .... .. ... 31 Sector, Viewing Status While in Game ... . 21 
Perspective, Adjusting ...... .. ... ... ................ 16 Sector, Yours & Theirs ......... .. ... ... ..... .. ... .... 8 
Phased Time (Tum-based) ................. ...... 18 Selecting a Difficulty Level .... .... .... ... .......... 2 
Pickles (a dumb clue) ... ... ...... .... ... .. ... .... ... 28 Show Paths, Movement .. ... ... ........... ... .. .... 19 
Placing Mercenaries ...... ........... ...... ... .... ...... 8 Shut Up, Mercenaries .. .. .... ... ........ ........ ... . 17 
Portrait ......... .. ...... .... ... .. .... .. .. ....... ............... 4 Shut Up, Step Sounds ....... ............ ....... .... 19 
Processing Plants, Viewing ... .... .. .. ... .... .. ... 14 Signs, Reading, Hand Cursor ....... ....... ..... 20 
Production .... ... .................... .... .. ....... .... .. .. 14 Skills, Basic ...................... ...................... ..... 6 
Production Ratio ..... ..... ... .. ........................ 14 Sleep (Begin Game) ... ....... ..... ..... ..... .... ... . 3,8 
Projected Balance ..... ........ .... ... .. .... ... ........ 14 Sneakers (Yet another clue) ....... ..... .... .. ... 28 

Sneaking ..... ............... ..... ........................ .. 19 
Quick Inventory ...... .. ..... ........ ..... ............. 18 Start New Game ............ .. .... ........ .......... .... . 2 
Quick Restore .... ..... .... ... ...... ....... ... .... ....... 22 Starting Game (with team) ... ... ....... .. .......... 8 
Quick Save ............. .. .... ...... .... .. ..... ...... ..... 22 Statistics, Basic .... .... ...... ... ........ ... .. ............ . 5 
Quick Start ................... .... ... .. ............ ... ... ... 3 Statistics, End of Day ......... .. .... ..... ........ .. .. 34 
Quit Game ........ ... ....... .. ... .. .... .. ............... .... 3 Statistics, Increasing and Reviewing .. ... .... 35 

Statistics, Viewing in Main Play Screen ... 17 
Rating, End of Day ...... ..... .... ..... ....... ... ..... 34 Step Sounds, Movement .. ...... ... ... ... .. ....... . 19 
Reading Signs {Using Hands) .... ... ...... .... .. 20 Swimming ... ............ ........... ..... ......... ... .. .. .. 23 



Notes 
Hot New Sir-tech Products! 

Software Netum onll'l /IIIII/ for/!('(' ((/((//(}~I 

Jagged Alliance Speech Pack - Add to the intense world of Metavira! . CALL 

Realms of Arkania: Star Trail -Winner offour 1994 RPG of the Year Awa;ds! 
Part II in the international, award-winning Realms of Arkania series! East ofThorwal and deep 
into the Orclands, an old rivalry comes to a head - feuding between Elves and Dwarves begins to 
overshadow the ageless Ore terror! Featuring state-of-the-art graphics, eight direction, animated, 
isometric combat, revamped automaps, print option for character generation and information, 
digitized speech, and a rich story line, Star Trail will introduce you to the next level of role­
playing! VGA, Hard drive. Supports Roland, AdLib, SoundBlaster and popular sound cards. 
Specify disk size: 3.5" or CD-ROM .................................. .... .......... .. .......... ...... .. ............ $59.95 

Realms of Arkania: Star Trail Speech Pack- Get everything! If you have 
the disk version of Star Trail, this add-on speech pack will bring Star Trail to blazing life! VGA, 
Hard drive. Supports Roland, AdLib, SoundBlaster and popular sound cards . 
........ ............... ........... ............ .... .... ............. ... ....... .. ....... .. .................. ......... ..... ... ........... .... $19.95 

Realms of Arkania: Blade of Destiny -The first installment in the Realms of 
Arkania Series of fantasy role playing games. Get yourself in on the ground floor with this 
internationally acclaimed system! The core of Germany's #1 role playing system! VGA, Hard 
drive. Supports Roland, SoundBlaster, AdLib and popular sound cards. 
Disk size: 3.5" ... .. ......... .. ........ ........ ... ... .............. ... .. .. ... ... ...... ...... .... ... .. .... .. ...................... $39.95 

Wizardry Trilogy 1: Witness the evolution of the software industry through the first 
three Wizardry scenarios. Proving Grounds of the Mad Overlord, Knight of Diamonds and 
Legacy ofLlylgamyn. A perfect companion piece to the Trilogy 2! Specify disk size: 3.5" or 5.25" 
Low density. ....... ........... ... ...... .... ..... ........................................ .... ..................................... $49.95 

Wizardry Trilogy 2: Heart of the Maelstrom, Bane of the Cosmic Forge and Crusaders 
of the Dark Savant, all award-winning games, make up the Wizardry Trilogy II. Over 500 hours 
worth of gaming! Experience each of them! Specify disk size: 3.5" or 5.25" ............. $59.95 

Books 

Jagged Alliance Strategy Guide -The insider's view of the system that makes 
Metavira tick! Learn how to master mercenaries, earn their favors and improve their performance. 
Tricks only the development team could know! ...................... .......... .. .................. ......... $19.95 

Realms of Arkania Star Trail Clue Book -Everything you want to know 
about the Star Trail Universe. Maps! Interview and more ..... .. .............. ................ ...... . $19.95 

Realms of Arkania Blade of Destiny Clue Book -The inside scoop on 
Arkania complete with maps, interviews, strategy and more .................. .... ................... $19.95 

Wizardry: Crusaders of the Dark Savant Clue Book- The huge book 
that unlocks the most challenging fantasy role playing game ever! Get the hints and the answers 
With maps, monsters, messages and an items list! .. ...... .... ................ ........ ...... .... .......... .. $19.95 

Wizardry: Bane of the Cosmic Forge Clue Book. ...... ............ $12.95 

Heart of the Maelstrom Quick Hints Guide . .. .... ... .......... .. ........... $6.95 



ove ties 

Wizardry Dragon T -Shirt -Wear the original Wizardry dragon! The shirt features 
its dragon namesake along with the famous Wizardry logo. Black. Specify size, Lor XL. Allow 
4-6 weeks for delivery ... .. .... .... ......... ... ......................................... ................................. .. $17.95 

Wizardry Dragon Jacket -Originally released only to members of the development 
team and select industry reviewers, the Wizardry jacket is now available to the public. This 
exclusive jacket is emblazoned with unmistakable embroidery (not an "iron-on"), the classic 
Wizardry dragon and logo across its back. A zip up front and inner-lining will keep you warm 
on those chilly castle mornings. A must have for any Wizardry fan. Black. Specify size: L or 
XL. Allow 4-6 weeks for delivery .. ........... ..... ..... ........ .............. .. ............. ... .. ........ .... .. .. $89.95 

Wizardry Hat -The most recognized name in role playing, Wizardry, is featured complete 
with sword on this white baseball cap. A perfect helmet for any gamer. ... ... .. ... ...... ... .... $9.95 

Order Form 

Description 

• Allow 4-6 weeks for delivery of 
T -shirts or jackets 

• All amounts in US Dollars 

Price Qty Total 

Subtotal ____ _ 
Add Shipping (see below) ____ _ 

Subtotal ____ _ 
• All prices are subject NYS Residents add 7% Sales Tax ____ _ 

to change without notice. Total ____ _ 

SHIPPING CHARGES -PER ITEM 
Item To USA Canada Overseas 
Wizardry T-Shirts/Jacket each ................................ $4.00 ... ..... ....... ... .. $5.00 .......... .... $16.00 
Trilogy Software each .... ....... ... .... .. .......... .... ..... ..... ... 6.00 .............. ........ 7.00 ................ 10.00 
Software or Cluebooks each ........................... .... .... ... 4.00 .. .................... 5.00 ......... ...... ... 8.00 
Heart Cluebook each ..... ........ ....... .. .. .... ..... ..... ........ .. . 2.00 .. .... .. ... .... ... .... 3.00 ... ... ... ......... 3.50 

Nrune ________________________ __ 
Admess ___________________ __ 
City ___________ _ 
State _ Zip ________ Country _ 

Phone ------------------------
Computer Type ________________ _ 
Disk Size: 3.5" 5.25" CD-ROM 
Graphics: EGA VGA SVGA 

Method of Payment -- Circle One 
•SORRY, NO C.O.D• 

Visa MasterCMd Check/M.Order 

Signature ____________________ _ 

CMd# _________ __ 
Exp. Date __________________ _ 

Mail This Form to: Sir-tech Software Order, P.O. Box 245, Ogdensburg, NY 13669 
Credit Card Orders Only- Call Sir-tech's Sales Office at 1-800-447-1230 

DISCLAIMER 

Neither Sir-tech SoftwMe, Inc., the author(s), distributor(s) or seller(s) of this 
product shall have any liability or responsibility to the purchaser or any other person 
or entity with respect to any liability, loss or drunage caused or alleged to be caused 
directly or indirectly by this product, including but not limited to an interruption 
of service, loss of business and anticipatory profits or consequential damages 
resulting from the use or operation of this product. This product will be exchanged 
if defective in the manufacture, labeling or packaging, but except for such 
replacement the sale or subsequent use of this program material is without warranty 
or liability. 

Note: This product is copyrighted and all rights Me reserved. The distribution and 
sale of this product are intended for the personal use of the original purchaser only, 
and for use only on the computer system(s) specified herein. Renting this product, 
or duplicating and selling or renting or otherwise distributing this product, in any 
form, is hereby expressly prohibited. 

EPILEPSY WARNING 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patters or flashing lights. Exposure to certain light patterns 
or backgrounds on a television or a computer screen or while playing video or 
computer games may induce an epileptic seizure in these individuals. Certain 
conditions may induce undetected epileptic symptoms even in persons who have 
no history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience any 
of the following symptoms while playing a video or computer grune: dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any 
involuntary movement or convulsions, IMMEDIATELY discontinue use of this 
product and consult your physician before resuming play. 




