














SAVING AN ADVENTURE IN PROGRESS 

Sleep - Sometimes you may want to take a break from 
your adventuring. In order to do so, you hit the sleep icon 
on the control panel after which you will be asked for your 
Alien Fires Character disk and then the name which you 
wish to save the current adventure as. Note that you can­
not "save and play" in Alien Fires, you must reboot your 
Amiga in order to resume a saved adventure. For important 
details regarding Alien Fires Character disks, please see 
the Alien Fires Instruction section of this manual. 

QUITTING WITHOUT SAVING 

You can quit Alien Fires - Part I, 2199 AD at any time 
without saving your current adventure by rebooting your 
Amiga. 

Interacting With Characters 

Characters are an integral part of Alien Fires, 2199 AD and 
you will find that your character's success in interacting 
with other characters in the game will determine the over­
all outcome of your character's mission. 

Characters in Alien Fires, 2199 AD are exactly like real 
people; each and every one of them reacts differently to 
particular circumstances and all of them have friends and 
long term "memories". Many of the characters in Alien 
Fires, 2199 AD have vital pieces of information that they 
may tell you if you ask the right question(s] or offer some­
thing in return. It's up to you to find out exactly what those 
questions or that something might be. However, since you 
can communicate and trade with characters just as you 
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would in real life, you should find this process quite natu­
ral. But be forewarned, characters in Alien Fires do not 
take kindly to insulting behaviour! 

COMBAT - OR FIGHTING WITH CHARACTERS 

Fighting with other characters in the game is a special 
form of interaction with its own set of commands and 
options. All combat takes place on the special Combat 
Screen of Alien Fires, 2199 AD. The corn bat screen is 
comprised of four major parts: 

Weapon - The top line of the screen indicates the name of 
the weapon that your character is fighting with. If this 
weapon is a firing weapon, an ammunition gauge appears 
next to the weapon's name indicating the number of rounds 
left in the weapon versus the maximum number of rounds 
possible for this weapon. The current color of the gauge 
changes from shades of green, if the weapon is nearly full, 
to shades of red as the weapon runs out. 

Opponent - A picture of your character's opponent appears 
in the centre of the screen. 

Combatants - The generic outlines of your character and 
your opponent's character with all currently armored loca­
tions shaded. Below your character's outline which appears 
on the left side of the screen is a running total of your char­
acter's Hit Points. 

Options - Combat options appear centred at the bottom of 
the screen. 

The combat session which your character is in continues 
until either your character or your opponent runs away or 
dies. 
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Picking A Fight 

There are two ways to get into a fight or combat in Alien 
Fires, 2199 AD. One is to let your character start it by click­
ing on the figure of the other character that is on screen. 
The other occurs when your character's actions or presence 
has aggravated the character on-screen to the point of vio­
lence. Either way, you will find yourself in the special 
combat mode of Alien Fires, 2199 AD. It is only fair to 
warn you that if your character picks a fight with another 
character, your character runs the risk not only of dying, 
but of facing the vengeance of your opponent's friends. 

Options And Interaction During Combat 

Options during combat are restricted to those that are 
directly relevant to the fight at hand. There are four options, 
three of which appear on-screen, the fourth being your 
character's inventory which is associated with the right 
mouse button. The four combat options are: 

F' gh
1
t - attack your character's opponent using the cur­

e y selected weapon. 

Panic - attempt to run away from your opponent. This 
option will not always succeed. 

Dodge - Select an evasive action for your character that 
makes him a more difficult target for his opponent. 

You can change your character's current weapon or reload 
a firing weapon by clicking the right mouse button to bring 
up your character's inventory and either selecting a new 
weapon to change weapons or selecting the ammunition for 
the current weapon in order to reload. 
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Damage and Armor 

There are seven locations for damage and armor in Alien 
Fires, 2199 AD. These are the head, chest, abdomen, and 
the right and left arms and legs. Armor used by your char­
acter can protect any number of these seven locations. Up 
to two pieces of armor can be used by your character at 
any one time. 

During combat, damage is reported on a hit by hit color­
coded basis by location. Every time a combatant takes a 
hit, the location of the hit is highlighted by a color corres­
ponding to the degree of damage done to the character. The 
more damaging the hit, the closer the color is to red, the 
lighter the hit, the closer the color is to green. Each hit is 
also accompanied ·by a numeric damage value. This value 
indicates the actual damage done to the character himself. 
This value also takes into account any protection offered 
to the character by armor covering the damaged location. 
Note that it is possible therefore, for a character to have all 
or part of his armor destroyed during combat. This is what 
has happened when a previously armored location (a 
shaded area on the character) reverts to an unshaded area. 
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Limited Warranty 

Jagware Inc. provides a limited warranty on the media 
which this software is distributed on. Defective media 
returned during the 90-day period after purchase will be 
replaced free of charge. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WAR­
RANTIES, EXPRESS OR IMPLIED, ORAL OR WRITTEN. 
JAGWARE MAKES NO WARRANTY WITH RESPECT 
TO THIS SOFTWARE, ITS QUALITY, PERFORMANCE, 
MERCHANTABILITY, OR FITNESS FOR A PARTICULAR 
PURPOSE. 

IN NO EVENT WILL JAGWARE BE LIABLE FOR INCI­
DENT AL OR CONSEQUENTIAL DAMAGES OF ANY 
KIND IN CONNECTION WITH THIS SOFTWARE 
PRODUCT. 

Some states do not allow the exclusion or limitation of 
implied warranties or liability for incidental or consequen­
tial damages, so the above limitation or exclusion may 
not apply to you. This warranty gives you specific legal 
rights , and you may also have other rights which vary 
from state to state. 

All programs and documentation are Copyright 1987 Jag­
ware Inc, unless otherwise stated. 
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