






















Missile Combat is combat using ranged weapons, such as rifles or pistols, or area of 
effect weapons, including all explosives. 

Combat Commands 
Run: Try to either Flee from or Get Closer to an opponent. If you choose to Flee, press the 
Arrow key indicating in which direction you wish to skedaddle. If any member of an 
adventuring party uses a Run command, that command will cancel all other commands 
chosen by other members of the party. 

Evade: Try to evade an attack. This command can also be used when a PC or NPC is out 
of range to attack opponents while other PCs or NPC's are attacking with ranged or area 
effect weapons. 

Attack: Attack an opponent or opponents during combat. If facing more than one 
opponent, or more than one group of opponents, choose who you wish to attack by 
pressing the number corresponding to your selected target{s) . You will have these options 
when you use an automatic weapon: 

Single 

Burst 

Full Auto 

Fire a single bullet at your selected target. 

Fire a burst of several bullets at your selected target. It is possible you 
may hit more than one target when using this option, including targets 
you did not select. 

Fire an entire clip at your selected target. It is possible you may hit 
more than one target when using this option, including targets you 
did not select. Note that this using this option leaves your weapon 
unloaded. 

Unjam/Load: Reload or unjam a weapon. Note that if a weapon is not emply and you 
Load it, the ammunition already in the weapon will be lost. 

Weapon: Change weapons during combat. Your weapon inventory list will appear 
after you have chosen this option; press the number corresponding to the weapon you 
want to change to, and it will automatically be equipped. Note that when you change 
weapons, you cannot attack until the next round. 
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Use a skill or an item other than a weapon {except explosives). When you Use an 
item, a submenu of commands appears: 

Use the item or skill; press the appropriate arrow key to indicate in which 
direction you wish to use it, or press the Spacebar to use the item or skill in the 
space where the user is standing. 
Drop the item. Don't try to recover Dropped items later; for purposes of the 
game, a Dropped item ceases to exist. 
Trade the item to someone in your party; press Fl -F5 to indicate which member 
of the party you want to give the item to. 

Pres Esc to cancel any command. 
Press, to speed up the text scrolling rate in combat, press • to slow it down. 

Weapons and Explosives 
Fl?rida is blessed {sot? speak) with a wide variely of weapons. You may {and probably 
will) encounter customized weapons that do not adhere to these specifications. 

Blades Damage 

Cane kn ife 7-15 

Carving knife 6-13 

Machete 10-18 

Meat cleaver 7-15 

Scalpel 9-20 

Miscellaneous 

Pool Cue 3-10 

Firearms Range Ammo Damage 

.22 handgun short .22 6-15 

.38 police special short .38 6-18 

.45 Colt pistol short .45 10-19 

9 mm Browning short 9mm 11-21 

automatic pistol 

Shotgun medium Shotgun shells 15-25 

Elephant Gun medium .50 15-25 

Remington 700 riRe long 7.62 mm 8-22 

Uzi long 9mm 14-23 

Clown MegaUzi long 9mm 14-23 

MAClO long .45 or 9 mm 12-22orl4-23 

AK-47 long 7.62 mm 16-28 

Ml 6A l Assault riRe long 5.56 mm 9-24 
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Ammunition clips come in these sizes: 
Type Bullets/Shells per clip 
.45 7, 30 
9 mm 13, 30, 40 
5.56 20, 30 
7.62 5, 18, 30 
Shotgun Shells 6 
Explosives Range 
TNT medium 
Plastic Explosive medium 
Grenade short 

Armor 

Damage 
20-40 
40-60 
30-50 

Armor is a precious commodity in the predatory milieu of Florida. Some of it you can 
buy for a reasonable price; acquisition of the more effective varieties requires long 
negotiations involving bloodshed, mayhem, and other rhetorical devices. There are three 
types of standard armor, as described below. Additionally there are other modified or 
unique one-of-a-kind protective devices. While highly prized, protective gear of the 
latter sort is rare and little seen. The only way to ascertain their effectiveness and 
resilience is to try them on and pick a fight. 

Armor Class (AC) determines the quality of a suit of armor. The higher the AC, the 
stronger and more protective the armor is. 

Minimum/Maximum (MIN MAX) tells how much damage a particular kind of armor will 
absorb from any single attack. Any kind of armor - vests, suits, caps, and helmets -
can absorb some damage every round. 

AC MIN MAX 
HELMETS 
Leather Cap l l 2 
Riot Helmet 2 2 4 
Kevlar Derby 2 2 4 
VESTS 
Leather Vest l 2 
Flak Vest 3 3 6 
Shagreen Vest 2 2 4 
Kevlar Vest 4 4 8 
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AC MIN MAX 
BODY ARMOR 
Leather Suit 2 2 4 
Shagreen Suit 3 3 6 
Kevlar Suit 4 4 12 
Rad Suit 5 5 15 

Multiple Armor: One helmet, one vest/jacket, and one type of body armor can all be 
worn at the same time. Wearing multiple armor has cumulative AC and damage 
absorption effects. For example, wearing a Leather Cap, Leather Vest, and Leather Suit 
gives the wearer AC 4 and will absorb 6-18 points of damage. 
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Technical Support 
If you have questions about the program, our Technical Support Department can help. If your question 
isn't urgent, please write to us at: 

Electronic Arts Technical Support 
P.O. Box 7578 
San Mateo, CA 94403-7578 

Please be sure to include the following information in your letter: 

• Product name 
• Type of computer you own 
• Any additional system information (like type and make of monitor, video card, printer, modem etc.) 
• Type of operating system or DOS version number 
• Description of the problem you' re having 

If you need to talk to someone immediately, call us at (415) 5.72-ART~ Monday though Friday bet:v'*'.n 
8:30 am and 4:30 pm, Pacific Time. Please have the above 1nformahon ready when you call. This will 
help us answer your question in the shortest possible time. 

If you live outside of the United States, you can contact one of our other offices. 

In the United Kingdom, contact: Electronic Arts Limited, P.O. Box 835, Slough SL3 8XU, UK. Phone +44 
(753) 46465. 
In Australia, contact: EAE, 4/18 Lawrence Drive, Nerang, Gold Coast, QLD 4211. Phone: (75) 963-
488. 

Limited Warranty 
Electronic Arts ("EA") provides to the original purchaser of the computer software product, for a period 
of ninety (90) days from the date of original purchase (the 'Warranty Period" ), the following limited 
warranties: 
Media - EA warrants that, under normal use, the magnetic media and the packaging provided with 
it are free from defects in materials and workmanship. 
Software - EA warrants that the software, as originally purchased, will perform substantially in 
conformance with the specifications set forth in the packaging and in the user manual. 

Warranty Claims 
To make a warranty claim under this limited warranty, please return the product to the point of purchase, 
accompanied by proof of purchase, your name, your return address, and a statement of the defect. OR 
send the disk(s) to us at the above address within 90 days of purchase. Include a copy of the dated 
purchase receipt, your name, your return address, and a statemen! of the defect. EA or its ?utho~ized 
dealer will, at our option, repair or replace the product and return 11 to you (postage prepaid) or issue 
yau with a credit equal to the purchase price. 

To replace defective media after the 90-day warranty period has expired, send the original disk(s) to 
the above address. Enclose a statement of the defect, your name, your return address, and a check or 
money order for $7.50. 

The foregoing states the purchaser's sole and exclusive remedy for any breach of warranty with respect 
to the software product. 

Warranty Exclusions: EA EXPRESSLY DISCLAIMS ANY IMPLIED WARRANTIES WITH RESPECT TO THE 
MEDIA AND SOFTWARE, INCLUDING WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A 
PARTICULAR PURPOSE. ANY WARRANTIES IMPLIED BY LAW ARE LIMITED IN DURATION TO THE 
WARRANTY PERIOD. SOME STATES DO NOT ALLOW LIMITATIONS ON THE DURATION OF AN 
IMPLIED WARRANTY, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. YOU WAY ALSO 
HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE. 

Limitation on Damages 
EA shall not in any case be liable for incidental, consequential, or other indirect damages arising from 
any claim under this agreement, even if EA or its agents have been advised of the possibility of such 
damages. Some states do not allow the exclusion or limitation of incidental or consequential damages, 
so the above limitation or exclusion may not apply to you. 

Unless indicated otherwise, all software and documentation is © 1990 Electronic Arts. All Rights 
Reserved. 

IBM is a registered trademark of International Business Machines, Corp. 
Tandy is a registered trademark of Tandy Corporation. 

NOTICE 
ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT DESCRIBED 
IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE. 

THIS MANUAL, AND THE SOFTWARE DESCRIBED IN THIS MANUAL, IS COPYRIGHTED. ALL RIGHTS 
ARE RESERVED. NO PART OF THIS MANUAL OR THE DESCRIBED SOFTWARE MAY BE COPIED, 
REPRODUCED, TRANSLATED OR REDUCED TO ANY ELECTRONIC MEDIUM OR MACHINE-READ
ABLE FORM WITHOUTTHE PRIOR WRITTEN CONSENT OF ELECTRONIC ARTS, P. 0 . BOX 7 578, SAN 
MATEO, CALIFORNIA 94403-7578, ATTN: CUSTOMER SERVICE. 

ELECTRONIC ARTS MAKES NO WARRANTIES, EXPRESS OR IMPLIED, WITH RESPECT TO THIS 
MANUAL, ITS QUALITY, MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THIS 
MANUAL IS PROVIDED "AS IS." ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH 
REGARD TO THE SOFTWARE AND THE MEDIA FOR THE SOFTWARE. PLEASE SEE THE ELECTRONIC 
ARTS LIMITED WARRANTY. 

SOFTWARE © 1990 ELECTRONIC ARTS 
ALL RIGHTS RESERVED. 

MANUAL BY MICHAEL HUMES 

© 1990 ELECTRONIC ARTS. ALL RIGHTS RESERVED. 
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