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BATTLETECH ° Reference Card for the

Commodore 647/128"

o

I. What You Need

Commodore 64 or 128
*One 1541 or 1571 disk drive (or equivalent)
*One or two blank disks (for copying your play disk)

I1. Copying Your Original Diskette

Before playing BATTLETECH, you MUST make a copy
of the PLAYER side of the original disk that came in
your package. The disk that came in your package is
write-protected, thus you will not be able to save to it.
Removing the write-protection and writing to the disk
will invalidate the VERIFY procedure that you use if
you are having technical problems.

It is advisable to make a copy of the BOOT side as
well. This will insure that you do not accidently erase or
damage your only copy of the game. When the copy
procedures are finished, you will be able to play from
the back-up copies; put the original disk away for
safekeeping.

Remember, any copies of your original disks may
only be used in accordance with the licensing agreement
found in your package.

Copy Procedure-PLAYER disk
1. Turn off your Commodore 64 or 128 and all

peripherals.
2. Remove any printer interfaces and fast DOS car-

tridges. BATTLETECH is equipped with its own fast
DOS.

3. Turn on your Commodore 64 or 128 and all
peripherals.

4. Insert the BOOT side (side 1) of your original disk.
5. At the prompt, type:

LOAD “MAKEPLAYER” 8,1<RETURND>.

6. At the next prompt, type: SYS 4096<RETURN>.

7. The computer will now prompt you for the PLAYER
disk (your original disk side 2), and the COPY {(your
blank disk). It will inform you when the copy procedure
is complete.

Copy Procedure-BOOT disk

You can use any commercially available disk copying
program to make a copy of the BOOT side of your
original disk onto a blank, formatted disk. Follow the
instructions of your copying software.

I11. Loading the Game

1. Turn off your Commodore 64 or 128 and all
peripherals.

2. Remove any printer interfaces and fast DOS car-
tridges. BATTLETECH is equipped with its own fast
DOS.

3. Tum on your Commodore 64 or 128 and all
peripherals.

4. Insert the BOOT side (side 1) of your back-up disk.
5. At the prompt, type: LOAD “*” 8,1<RETURN>.

In a few moments, a demo will begin; press the space
bar to begin the game. If this fails, consult Section V1.

Starting a New Game or Restoring a Previous Save

A question will appear asking you if this is your first
time playing BATTLETECH. If it is, or if you wish to
begin a new game, select YES and a new game will start.
If you select NO, you will be asked to choose the
number of the save which you want to restore. Sée
Section V for information on saving and restoring.




IV. Communicating with the Game

All BATTLETECH commands are entered through
simple keypresses or joystick snovements.

When you encounter a menu, move the highlighted
bar up and down in the menu using the joystick or W
for up and X for down. Choose the highlighted selection
by pressing the joystick button, the space bar or the
Return key. Note that the bar will initiaily highlight one
selection; this is not a hint or a pre-selected choice, just a
place to put the highlight bar.

Any Yes or No menu can be satisfied with the Y and
N keys, or by highlighting the appropriate response
using the joystick or A for left and D for right and then
pressing the joystick button, space bar or Return key.

As long as you are not in combat, and no other menu
or window is on the screen, pressing the space bar will
bring up the Main Menu (described in the Instruction
Manual). Some of the commands described in the
Instruction Manual may not appear in the Commodore
version and the order of the selections may be aitered.
The functioning of the existing options is identical to the
description in the manual.

. When the computer shows you a descriptive passage
or an informational display, it will wait for you to
examine it. To continue game play, or to go on to the
next screen, press any key.

Any or all of the following key instructions will tet you
control your party’s movement (and similarly menu
choices):

Joystick Movement
Pressing the joystick in any direction will move you in
that direction.

Standard Movement Keys

The keys centered around the S key may be used for
movement commands. The W, D, X, and A keys will
move you North, East, South, and West, respectively.
The corner keys will move you diagonally; Q, E, C, and
Z will move you Northwest, Northeast, Southeast, and
Southwest, respectively.
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V. Saving and Loading Your Game

Any time you can access the Main Menu (you must not
be in combat and no extra menu or window may be
visible), you may save your position in the game, or
load a previously saved position. The game allows you
to keep a maximum of six game saves, numbered one
through six, at any one time.

Saving Your Position

1. Select Save Game from the Main Menu.

2. A menu will pop up, allowing you to choose a
number from one to six {or to choose Cancel and return
to game play). Each number is a position to which you
may save your game, Select one of them.

3, Follow any prompts to swap disks in and out of the
drive.

4. The game will save. You may wish to write down the
position number you are saving to and where you are in
the game.

Restoring a Previously Saved Position

1. Select Load Game from the Main Menu.

2. Select the position number from which you wish to
restore, or select Cancel if you wish to return to game
play.

3. Follow any prompts to swap disks in and out of the
dnve.

4. The game will load, and you will return to the spot at
which you made the save. |

5. If vou select a position at which you previously had
not made a save, the game will revert to the beginning
of the game, as if you had begun a new game. Try
loading again from a position you had successfully
saved to.

[f you encounter any problems with Save Game and
Load Game, refer to Section VI.
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V1. Troubleshooting

Startup Problems

If the game fails to load properly, or fails to play
properly, check each of the following items. If none of
these offers a solution, consult your dealer for assis-
tance.

1. Make sure all connections on your computer are
plugged in, connected properly, and all power switches
are turmed on.

2. Make sure all disks are inserted correctly and that all
drive doors are closed.

3. Inspect all disks for any visible damage.

4. Remove any printer interfaces and fast DOS car-
tridges. BATTLETECH is equipped with its own fast
DOS.

5. Turn off all devices and try again. The problem may
only be momentary or caused by previously run
software.

6. If you suspect that the trouble is caused by a problem
on vour disk, erase your PLAYER disk, and recopy the
side 2 of the oniginal disk to a new disk (see section II).
If this does not provide a solution, insert your ORIGI-
NAL disk into your computer and use the VERIFY pro-
cedure (see below) to check for damage to your disks.
7. If ali else fails, you can call the Infocom Technical
Support Hotline at (617) 576-3190. Please note that this
number is for technical problems only; not hints.

Save Game, Load Game and Other Problems

1. Check items 1-4 above.

2. Make sure you are using your PLAYER disk, not the
original disk.

3. For Save Game problems, make sure your play disks
are not write-protected.

4. Try again, the problem may only be momentary. If all

The VERIFY Procedure

You can check to see if your game disk is damaged by
using the VERIFY command. This procedure will take
several minutes to run; use it only if your back-up disks
will fepeatedly not load or play correctly.

1. Insert the BOOT side of the ORIGINAL disk into your
disk drive. |

2. Type: LOAD”VERIEY” 8,1<RETURN>.

3. Type: SYS 4096<RETURN>.

After you have successfully issued the VERIFY com-
mand, the program will begin a verification procedure.
When that has finished running, a message similar to
one of the following will appear:

GOQD-This means that the disk has not been damaged
and the data is intact. If you are having any problems,
they are most likely hardware related. It is also possible
that there is a bug in the program. If you suspect that
lherie is a bug, please call the Infocom Technical Support
Hotline.

NO GOOD-This indicates that the data on the disk is
damaged. Repeat the VERIFY procedure a few times; if
possible, run the procedure on another computer (such
as your dealer’s). If the game ever responds positively,
the data is intact and you must look elsewhere for the
cause of any problems you are encountering.
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I. The Screen Layout

The BattleTech environment is composed of
three windows.

The Upper-Left Window serves several [unc-
tions. As you move about in the game, it
describes the direction in which you are
moving. During combat, it prints descriptive
reports of each action performed by the bat-
tling forces. (These descriptions may be short-
ened or stopped altogether by selecting Brief
or None when the computer prompts you to
select Combat Messages at the heginning of
each battle.) Lastly, at any time, a briel, ani-
mated outtake imight appear in this window.
These brief segments pop up on their own to
provide extra visual detail and flair to cerlain
situations.

The Lower-Left Window lists the characters in
your party, along with bar-graph representa-
tions of their three main attributes. (See the
enclosed Field Training Manual for an explana-
tion of each attribute.} During combat, this
window becomes the command window. All
options that you might need during combat
will appear in this window, and you can
maneuver through these commands just as you
would in any other menu.

The Right Window displays an overhead view
of your characters and the surrounding terrain.
This window will occasionally be partially or
completely obscured by text descriptions of
events and other pop-up windows or menus.

II. The Main Menu

As long as you're not in combat and the Right
Window is unobscured, you can always press
the space bar to bring up the Main Menu. This
menu includes several options:

Return to Game - This cancels the menu and
lets you get back to what you were doing.

Change Game Settings - Selecting this com-
mand brings up another menu;

Change Movement Rate - Normally, you
move one space per key-click. This com-
mand allows you to change this rate, from
one space to two or four. -

Set Combat Speed - Using this cominand,
you can customize the speed at which
combat progiesses. Most people will want
combat to breeze along at a quick speed, so
the game begins with the combat speed
set to fastest. Those who want to slow
things down, allowing them to spend more
time reading combat inessages and view-
ing the animation, will want to choose a
slower combat speed, or Keypress, which
tells the computer to pause alter each
action and wait for you to press a key.

Sound On/Off - This lets you toggie the
sound on and off.

Change Outtake Frequency - During com-
bat, animated outtakes will occasionally
appear to visually enhance the experience
of combat. This comimand allows you to
choose the frequency with which these

ocuttakes will appear.

BatdeTech and MechWarrior ate tegistered trademarks and Bat-
tieMech and ‘Mech are trademarks of FASA Corporation. The Cres-
cent Hawk's inception is published by Infocom under exclusive
license ltom FASA Corporation, the trademask owner.

Board game design, characters and vniverse £ 1988 FASA.

The Crescent Hawk's Inception 13 a tademaik of Infocom. inc.

01988 Infocom, Inc.
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Quit Game - This command allows you to
end your play session. Don’t forget to Save
Game (in the Main Menu) befotehand so
ll’fl?t you'll be able to take up where you left
off.

Cancel - This canc;els the menu and lets
you continue playing.

Allocate Men in ‘Mechs - This allows you Lo
redistribute your men among the ‘Mechs you
control. (This command won't appear until
there is a "Mech in your party.)

Inspect Character - This iets you see detailed
information about the health, abilities, and
inventory of any character in your party.

Heal Characters - This option lets your party
rest and allows the party member who is most
qualified as a medic to heal any injured play-
ers. {(Even someone with no medical training
has a chance to give minor first aid to the
wounded.)

Load Game - You can at any point restore your
game to a save you've previously made. See
your Reference Card for details.

Save Game - This lets you save yout position in
the game so that you can revert to that position
later, using the Load Game command. See your
Reference Card for details.

Show Overhead Map - Because the geography
of BattleTech is so huge, the game comes com-
plete with an expanded map that shows you
more area in less detail than the normal terrain
window. After accessing this map, you may
scroll through it by pressing any arrow key.
The map will then scroll in that direction,
sl_fmwijng you any area that you have already
visited.

III. Movement

Depending upon your hardware, you may use
the keyboard to move around the BattleTech
geography (see your Reference Card for de-
tails). You may travel in any of the eight cardi-
nal directions, as long as yout path is not
obstructed.

Normally, each time you indicate a direction
with the keyboard, you will move one square in
that direction. If you're moving through open
terrain, you may wish to change your move-
ment rate (with the Change Game Settings
comunand in the Main Mepu) so that you can
move around more quickly.

I[V. Combat

When you are attacked, you will be given
several options. First is the option to fight or
flee. By choosing to fight, you always enter
combat: but if you choose to flee, you will not
always escape.

Second is the option to have the computer
fight for you. Choosing No tells the compuier
that you'd like to conduct your battle manually.
By choosing Yes, you allow the computer to
conduct the battle for you. The computer is
reasonably intelligent and can fight as well as
a somewhat experienced player. If the com-
puter seems to be losing the fight, pressing the
space bar tells the computer that you'd like to
take over at the beginning of the next round.

The third choice is among the three levels of
combat messages — the blow-by-blow battle
descriptions. Verbose messages explain each
action in detail. Brief messages are shortened,
providing only essential information. If you

choose None, the computer will provide no

messages at all.




_ Lastly, you can choose whether or not to see
combat graphics. If you select Yes, you will see
each aspect of the battle recreated in animated
detail on your overhead map. If you select No,
yout won't see the graphic depiction.

(If you select no combat graphics and no
combat messages, you won't see any displays
until the battle is over, unless you hit the space
bar and enter manual combat commands.)

Manual combat is quite straightforward and
easy to master. Weapons need only be tar-
geted; the precise aiming and firing is done
automatically. Using the scanning feature, you
‘can quickly obtain information about any unit
on the battlefield, such as what kind of weap-
ons it's firing or how close it is to'death.

When you select one of the movement
commands below (Move, Walk, Run, or Jump),

you are told how many movement points your
unit has and are prompted to move the cursor
where you want to go. As you move the cursor
with your keyboard, the computer locates the
shortest route to the cursor, and indicates it
with a trail of arrows. The computer will
automatically move the trail around buildings

and other obstacles.
If you exceed the number of movement
points your unit has left, the cursor will change

color; any further moves you indicate will be
put toward next round’'s movement.

When you've moved the cursor to your
desired destination, hit the space bar to con-
firm your choice and return to the combat com-
mands menu.
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Movement in cuinbat is not only a means of
getting from one place to the next; it's also an
effective means of dodging enemy fire. The
more you move about, the less chance your
enemies have of hitting you. (Of course, your
targeting may suffer a bit as well.) .

When moving, you may wish to proceed in a
zig-zag motion, or back and forth from one spot
to another. To do so, select a imovement com-
mand and move the first leg of your zig-zag,
confirming it with the space bar. Then select
the samie movement command and enter in the
second leg of the zig-zag, and so on until
you've expended your movement points.

Assuming that you are conducting combat
manually, you will be giveh a combat com-
mands menu before each round of battle.
Below is an explanation of each command at

your disposal:

COMMANDS FOR INFANTRY COMBAT:

Move - This allows you to move your men up to
their allotted number of movement points. (See
the above description of combat movement for

details on how to move.) Once you Begin
Fight, you will move toward the destination
you have selected.

Clear Moves - This clears any previous orders
to move, allowing you to enter a new move-
ment destination, or just stay where you are.




COMMANDS FOR
BATTLEMECH COMBAT:

Walk - This commands your "Mech to walk up
to its allotted number of movement points. (See
the above description of combat movement for

details on how to move.) Once you Begin
Fight, you will move toward the destination
you have selected.

Run - This commands your ‘'Mech to run. You

can go a bit further, but at the expense of some

extra heat. Heat is the BattleMech's enemy; it

taxes the efficiency of the ‘Mech and may

gltimately cause a complete electrical shut-
own.

Jump - ‘Mechs equipped with jump jets may
employ them as a means of movement. This
may allow the 'Mech to travel farther than

Walking or Running if it is in rough terrain.
Jump jets are not very efficient, however, so

they tend to generate a good deal of extra heat.
Jump can, however, be used when Walking
and Running are inhibited by heat.

Kick - When your ‘Mech is alongside an enemy,
you can Kick the enemy as a means of attack.
Kicking is an effective means of attack, as it
does considerable damage without generating
as much heat as conventional weaponry.

COMMANDS USED IN BOTH INFANTRY
AND BATTLEMECH COMBAT:

Use Weapon - This command is used to target
your weapons against enemy units. First,
select the weapon you'd like to fire (humans
won't have a choice — they can only carry one
weapon at a time). If this weapon is already
targeted, you will be asked to confirm your
decision to retarget it. Then, select its target
withdthe Next Enemy and Target Here com-
mands.
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Computer - This tells the computer to enter the
next round’s movement and weapons com-
mands for the current unit. You may instruct
the computer to fight for any or all of your
troops. Note that the computer will only enter
commands for a unit; to execute the commands
you must still select Begin Fight (see explana-
tion below).

Scan Unit - This initiates a sophisticated scan
of any nearby units. When you begin a scan,
the computer will prompt you to choose be-
tween a scan of Friends or one of Enemies.
Once you've chosen, the computer will scan all
units of the side you've chosen (using the Next
Unit command) until you select Done.

When you scan a ‘Mech, the computer will
repotrt what class of '‘Mech it sees and its direc-
tion in reference to your position. You then
have the option of seeing a Detail Scan, which
includes the status of a ‘Mech's armor, internal
structure, heat level, and weaponty.

Scanning a human will show his physical
well-being, his weapon, and his direction in
reference to your position.

Next Unit - Using Next Unit allows you to
issue orders to the next member of your group,
if there is one.

Flee - If the odds weigh too heavily against
you, Fleeing may prove the smartest option.
You will not always manage to escape, how-
ever.

Begin Fight - Once you've directed all move-
ment, scanned any nearby units, and targeted
all desired weapons, you must confirm your
actions by telling the computer to Begin Fight.
The battle round will then commence.
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THE WSP-1A WAGSP

OVERVIEW STATISTICS

The WSP-1A Wasp was the [irst recon ‘Mech to Mass: 20 tons

be mass-produced for the Terran military. Since  Chassis: 1A Type 3
its initial production in 2471, the ‘Mech has Power Plant: GM 120
spread to all parts of Human-occupied space. o ' q-

Old Star League records show that thousands Crulsing Speed:.66.5 kph

of Wasps were constructed in the four centu- Maximum Speed: 95.1 kph
ries preceding the Succession Wars. Though Jump Jets: Rawlings 52
many of these have worn out or been de- Jump Capacity: 180 m

stroyed, estimates show that more than half

this total is still in operation. Further, some Armor: Durallex Light

Wasp designs are still being constructed in Armament: .
some areas of the Successo? States. The large 1 Diverse Optics Type 2 Medium Laser
number of Wasps available for use should -1 Bical SRM Twin-Rack |
ensure that it remains among the main light Manufacturer: General Mechanics, Inc.
recon ‘Mechs of the Successor States for Communications System: Duoteck 65
centuries to come. ' Targeting and Tracking System: Radcom TXX
The Wasp design has always been used for
general scouting and reconnaissance duty. Far Type: WSP-1A Wasp  Toans
too lightly armed and armored for battle, its Tonnage: 20 Tons 20
speed and maneuverability can generally keep Internal Structure: y)
it out of major confrontations. Engine: 120 CM 4
Walking MPs: 6
Running MPs: g
Jumping MPs: 6
Heat Sinks: 10 0
Gyro: 2
Cockpit: 3
Armor Factor: 18 3

Weapons and Ammo:

Medium Laser Right Arin
SRM 2 Left Leg
Ammo (SRM) 50 Left Torso
Jump Jels Right Leg
Jump Jets Left Leg

Jump Jets Center Torso
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BATTLETECH Bedienungskarte fur den

COMMODORE 64/128
Dieses Blchlein erklért Ihnen wie Sie das infocom Spisl in thren Computer laden und enthait auch ein paar andere,
ndtzliche Informationen.
|. WAS SIE BENOTIGEN - * Commodore 64 oder 128 * Ein 1541 oder 1571 Laufwerk (oder ein gleichwertiges) ¢ Ein
oder zwei leere Disketten {um {hra Spieldiskette zu kopleren)
. KOPIEREN DER ORIGINAL DISKETTE - Bevor Sie lhr BATTLETECH Spiel spielen MUSSEN Ste eine Kopie der
SPIELER-Seite, der original Diskette aus der Packung, machan. Die Diskette aus der Packung ist auf Schreibschutz
eingestellt und daher kinnen Sie nicht aul diese Diskette speichern. Wenn Sia den Schreibschutz entfernen und auf
der Diskette speichern dann wird der VERIF Y Vorgang, den Sie verwenden wenn Sie technische Problema haben,
ungllitig.
Wir empfehlen Ihnen, daB Sie auch eine Kopie der BOOT Seite machen, Digs gewadhrleiste!, daB Sie nicht zufdllig die
einzige Kopia des Spiets 10schen oder beschédigen. Wenn Sie den Kopiervorgang vervolistandigt haben, kbnnen Sie
die Kopien benutzen und die Originale sicher aulbewahren. Bitte beachien Sie, dall jegliche Kopien nur gemaf der
Lizenzregelungen, die inihrer Packung enthalten sind, benutzt werden knnen.
Kopieren der SPIELER Diskette - 1. Schaiten Sie ihren Commodore 64 oder 128 und alle Pheripherengeréte aus.
2. Entfernen Sie jegliche Druciterschnitistetfen und schnellen DOS Kassettan. BATTLETECH ist mit seinem eignen
schnelien DOS ausgestattet. 3. Schalten Sie lhren Commodore 64 oder 128 und alle Peripherengeréte ein. 4. Lagen
Sie die BOOT Seite (Seite 1) lhrer original Diskette ein. 5. Nach der Eingabeaufforderung LOAD
"“MAKEPLAYER"8,1,<RETURN> eintasten. 6. Nach der ndchsten tingabeaufforderung SYS 4086<RETURN>
eintasten. 7. Der Computer fordert Sie nun aul, die PLAYER Disketle (thre original Diskettenseite 2) und die KOPIE
(ihre leere Diskette) einzulegen. Er tellt hnen mit, daB die Kopte komplett ist. Kopieren der BOOT Diskette Sie kbnnen
jegliches standardmaBige Diskettenkoplerprogram verwenden, um die BOOT Saeite ihrer original Diskette aut eine
leore formatierte Disketle zu kopisren. Folgen Sie dan Anweisungen lhrer Kopiersoftware.
IIl. SPIEL LADEN - 1, Schalten Sie thren Commodore 64 oder 128 und alle Pheripherengerate aus.
2. Entlernen Sie jegliche Druckerschnittstetien und schnellen DOS Kassetten, BATTLETECH ist mit seinem eignen
schnellen DOS ausgestaitet. 3. Schalten.Sie lhren Commodore 64 oder 128 und alle Peripherengerate ein. 4. Legen
Siedie BOOT Saite (Seite 1) lhrer koplerten Diskette ein. 5. Nach der Eingabeaviforderung LOAD ***,8,1,<RETURN>
eintasten. Nach einigen Augenblicken arschaint ein Demo. Driicken Sie dig Leerasts um das Splel zu starten. Wenn
dies eriolglos ist, ziehen Sie Abschnitt VI zu Rate.
Neues Spiel starten oder ein vorher gaspeichertes Spiel tontsetzen. Es erscheint eine Frage, die Sie fragt ob Sie
BATTLETECH 2um erstanmal spislen, Wenn dies der Fall ist, wahlten Sie YES und ein neues Spiel startel. Wenn Sie
NO wahien werden Sie gebeten die Nummer des gespeichernen splels, das Sie fortsetzen wollan, zu wahlen. Abschnitt
V enthalt weitere Informationen Ober speichern und lortiselzen des Spiels.
Vi. Verstandigung mit dem Spiel - Alle BATTLETECH Belehle werden durch einfachen Tastendruck oder
SteuerknOppelbewsegungen eingegeben., Wenn ein Menl erscheint schieben Sie den erheliten Balken aul- und
abwans mittels des SteurknlUppeis oder driicken sie W {ir autwans und X tir abwarns. Wahl des erhellten Abschnitts
orfoigt durch Druck auf den Steuerkntppelknop!, die Leeriaste oder die Ricklaultaste. Beachten Sie, daf der Balken
zu Anfang ainen Abschnitt ernelit; dies ist kein Hinweis oder eine voreingestelite Wahl sondern nur eine Stelle, an der
der Balken aulbewahri wird. Jagliches YES oder No Men(0 kann mit den Y und N Tasten gesleuert werden, oder indem
die passende Antwon mittels des Steuerknippels oder Tasie A fiir links und Taste D f0r rechts hervorgehoben wird,
und dann durch Druck auf den Steuerkn(ppelknop!, Leertaste oder Rucklauflaste. Wenn Sie sich nicht im Spiel
befinden und kein anderen Men() oder Fenster auf dem Bildschirm ist, erschaint durch Druck auf die Leertaste das
Hauptmen{ (im Handbuch beschrieben). Einige der im Handbuch beschriebene Balehle erscheinen nicht in der
Commodore-Version und die Reihentolge der Wahi kbnnte anders sein, Die bestehenden Optionen {funktionieren auf
die gleiche Weise wie im Handbuch beschrieben wurde.
Wann der Computer thnen eine Beschreibung zeigt oder ein informelles Vorilhrungsspiel, dann wanet er bis Sie sich
dies angesehen haben. Um das Spiel fortzusetzen oder auf die nachste Bildschirmseite zu schalten dricken Sie eine

beliebige Taste.
Jegliche oder alie der folgenden Tastenbedienung ermoglicht Innen ihre Bewegungen zu steuern (und auch Mentwahlern),

Joystick (Steuerknlppel) Bewegungen Durch Druck des Steuerknippeis in gine bestimmte Richtung bewegen Sie sich
In diese Richtung.

Bewegungen Standardtasten - Die Tastendie die S-Taste umgeben, werden fUr Bewegungsbelehle benutzl.. Die
W, D, X, und A Tasten bewegen Sie jeweilig nach Norden, Osten, Stiden und Westen. Die Ecktasten bewagen Sie
d:agnnal Q, E, C,und Z bawegen Sie jsweilig nach Nordwasten, Nordostan, Stdosten und Sudwesten.
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V.LADEN UND SPEICHERN DES SPIELS - Jedesmal wenn Sie in das Hauptmen( kommen (Sie drfen nicht mitten
in einem Kampfsein und kein exira Meni oder Fenster darf auf dem Bildschirm sein)kdnnen Sie Ihre Positionim Spiel
speichern oder elne varher gaspeicherte Position laden. Das Spiel armdglicht thnen zur gigichen Zeit maximal sechs
Spiele zu speichern die mit 1 bls 6 numeriert sind.

POSITION SPEICHERN 1. Withlen Sie Save Game (Spiel speichern) aus dem Hauptmeno. 2. Es erscheint ein Menu,
das Ihnen armbglicht eine Nummer von 1 bis 6 zu withlen (oder Sie kdnnen Cancel (riicksetzen) wahlen und 2um Spiel
zurlickkenren). Jede Nummar ist eine Position auf der Sie thr Spiel spaichern kdnnen. Wahien Sie eine von diesen. 3.
Folgen Sie jeglichen Bedieneranweisungen, die Sie anweisen Disketten in das Laufwerk einzuiegen oder zu entiernen.
4. Das Spisl wird gespeichert. Es knnle niitzlich sein die Positionsnummer aul der Sie speichern, aufzuschreiben und
auch wo Sie sich im Splel befinden.

Fontsetzung eines vorher gaspeicherten Spiels. 1. Wahlen Sie Load Game (Spisel laden) aus dem Hauptmenu. 2.
Wahlen Sie die Positionsnummaer, dessan Spiel Sle fortsetzen mdchten, oder wahlen Sie Cancel (rlicksetzen) wenn
Sie zum Spisl zurlckkehren mchien. 3.Folgen Sie jeglichen Bedieneranweisungen, die Sie anweisen Diskelten in
das Laulwerk einzulegen oder zu entfemen. 4. Das Spiel wird geladen und Sie kehren an die Stelle 2urick, an der Sie
gespeichart haben. 5. Wenn Sie eine Position wahlen zu der Sie vorher noch nichts gespeichent haben dann schaltet
das Spiel auf den Splefanfang zuriick; so als ob Sie ein neuas Spiel bagonnen hétten. Versuchen Sie noch einmal zu
laden, von einer Position die Sie vorher schon einmal erfolgreich gespeichert hatten. Sollten irgend waeliche
Scl'ﬁwiarigkelten bei Save Game (Spiel speichern) oder L.oad Game (Spie! iaden) haben, dann ziehen Sie Abschnitt VI
Zu Rate.

VI. FEHLERSUCHE - Startprobleme - Sollte das Spie! nichl richtig geladen werden oder nicht richtig lauten dann
Uberprifen Sie bitte die folgenden Dinge. Wenn digse Uberpriifung das Problem nicht 16st, dann sollten Sie Ihren

Handler um Hille bitten, |

1. Uberpriifen Sie, daB alle Anschiiisse zu hrem Computer richtig installien sind und, daf alle Netzanschlufischalter
angeschaltetl sind. 2, Uberprifen Sie, daf allen Disketien korrekt eingelegt wurden und das die Lauiwerkilren
geschiossen sind. 3. Uberprifen Sis, daB die Diskelten nichl beschédigt sind. 4. Entiernen Sie jegliche
Druckerschnitistellen und schnellen DOS Kassettan. BATTLETECH ist mit seinem eigenen schnellen DOS ausgestatiel.
5. Schalten Sie alle Geréte aus und schalten Sie kurz danach wieder ein. Das Problem kdnnte voribergehend sein
oder durch vorher benutzte Software enistanden sein. 6. Wenn Sie vermuten, daBl das Problem duich ein
Diskettenproblem verursacht wird, dann idschen Sie die Player (Spisler) Diskelle, und kopieren Sie Seite 2 der original
Diskette emeut aut eine andere Diskette {sieha Abschnitt It}. Wenn das Problem dadurch nicht geldst wird, legen Sie
Ihre ORIGINAL Diskette in lhran Computer ein und benutzen Sie den VERIFY (prlfen) Vorgang (siehe unten), um zu
Uberpriffen ob die Diskette beschadigt ist. 7. Wenn auch dies nicht hillt, dann ruten Sie die Infocom Technische
Boratungsnummer an ++ (617) 576-3190. Bille beachten Sie, da diese Nummaer nur {0r technische Beratung besteht
und nicht {tr Hinwaeise. )

Spiel speichern, Spiel laden und andere Probleme: 1, Uberprifen Sie Punkt 1-4 oben. 2. Gewahrleisten Sie, dall
Sie die PLAYER (SPIELER) Diskette benutzen und nicht dig original Diskette. 3. Bei Problemen mit der Speicherung
des Spiels Oberprifen Sie, daB dig eingelegte Diskette nicht aut Schreibschuiz gestellt ist. 4. Versuchen Sié es noch
einmal, das Problem kdnnte nur vorUbergehen sein.

Der VERIFY (PRUFEN) Vorgang: Sie kdnnen Oberprtifen ob die Spieldiskette baschiidigt ist, indem Sie den VERIFY
(PRUFEN) Befehl verwenden. Der Abtauf dieses Vorgangs dauert mehrere Minuten; verwenden Sie ihn nur wenn thre
kopierten Disketten nicht korreld laden oder laulen. 1. Legen Sie die BOOT Seite Ihrer original Diskelle in thre Lautwerk
ein. 2. LOAD"VERIFY" 8,1<RETURN-> aintastan. 3. SYS4096<RE TURN> sinlasten.

Nachdem Sie den VERIFY (PRUFEN) Betlehl erfolgreich durchgellhnt haben, beginnt das Programm einen
Uberprofungsvorgang. Nachdem dieser Vorgang endet, erscheint eine Nachricht dhnlich den unten angegebens
Nachrichtan: GUT- Dies bedeautet, daf die Diskette nicht baschadigt ist und dle Daten intakt sind. Wenn Sie Probleme
haben, {40t sich dies hdchstwahrscheinlich.auf thre Geréte zuricklOhren. Es ist auch moglich das Sie einen Virus im
Program haben. Wenn Sie vermuten, daf Sie einen Virus im Program haben, dann rufen Sie bitte den infocom
technischen Beratungsdiens! an. NICHT GUT- Dies badeutet, daB die Daten aut der Diskelle beschadigt sind.
Wiederholen Sie dan VERIFY (PRUFEN) Vorgang mehrmals; wenn mdoglich lassen Sie den Vorgang auf einem
anderen Computer ablauten (z. B. auf einem Computer lhres Hdndlers) Sollte das Spiel je positiv reagieren dann sind
die Daten Intakt und der Grund f0rdie Probleme liegt an etwas anderem,




BATTLETECH

NUR FUR BENUTZER VON C64-COMPUTERN

Spiel starten
1. Schatien Sie thicn Commadore 09 nder |28 und alle Penphenegerae ab.

Y Emnfemen Sic dle Druckeranschlasse und DOS-Kasscisen. BATTLETECH ist mit einer ¢igenca suhietien DOS-
Verseon ausptriatiet.

3. Schalien Sie Thren Commodore &1 oder 123 und alle Penphencecsite an.
i Legen Sic die BOOT-Seite (Seite 1) Ihrer Sicherungsdishenie ein.

{0 Nach Jer Systemmeidung geben Sie ein: L0AD “*° 8. 1<RETURND. [n einigen Sehunden beginal die
Spickiemonsiration. Dricken Sic die Lecnasie, um das Spicl 20 beginnen. Wean s nichi funkuoaien, sehen S
unier Kapirel Vi nach.

Start eines neuen Spiels oder Einlesen eines gespeicherten Spiels

Det Compuier fragl. ob Sie BATTLETECH 2um ersien Mal spicken. Wena dies der Fall ist oder Sie cin neues Speel
beginnen wullen, aumonen Sic ma YES. Ein neues Spicl begunn. Wean Sie mu NO anwonen, werdea Sie ersoche. die
Nummes der gespeichenien Panic eintugeben, dic wicder aipgelescn wendea soll. Siche Kapiel V mit genaucrea
Informatonen zum Spewhem und Wiederinksen.

STATISTIK

Masse: 23 Tonnca

Fahreestell: 1A Tep

Knait; CM 1Y

Geschwindigken 86.5 Kph

Matimale Geschwindighei 95.1 Kph

Senkrechictanter Rawlings 32

Sprungknit: 18D m

Panzer. Durailer Ligh

Bewatfnune: | Diverse Opucs Type 2 Medium Laser
{ Bical SRM Twin-Rxck

Herwteller General Mechancs, Inc.

K ommunikations-Svstem: Ducreck &3

Ziel und Yerfolyumgs-Syuem: Radeom TXX

Tvp: WSP-1A Wasp  Toanen WAFFEN UND MUNITION:

Toanage: 20 Tons bl Typ Positson

[nieme Siruktur; I Mitnlerer Laser Rechier Arm

Motor: 1X0GM SRM2 Linkes Bemn
Gehea MPs; Munition {SRMMS0 {inker Torso
Laufen MPy: Senkreciisanier: Rechtes B
Sptneen MPs: Senbrechisianer Linkes Bein

Hea Sinks: {1 Senkrechustaner; Cemer Toro

Kreiset:

Cockpit:
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