PLAYING BREAGH

Holes

Whenover Iha manual relers to "ihe mousa bulton®, @nd your mouge has more than ona
bution, use the lefl-hand buten. Braach only Lses tha lef-Rand bunon.

“Clicking® means "psoss the mouse hutton®,  "Shift-click™ moeane “hold down one al the
ghit keys ang puess e mouse by bon &t e Ssme "

The “eurtent maring” raferred o houghout the manuel; s the marna who appaars in e
oentar of the Combal Window and whose stalEahics gppear In the Marra Statsiles
Window, 1

Starting Breach

To play Sreach, boat up the Braach
m Digk ang coubie-cick the
*BA * lcan (Breach will come
up aulormalcally on the Maciitosh)
Whea tha program Iinishas nading,
the Breach e sctean wil appasr
T conbieue, ciel Thae moauss
CHRRE ANy Ky 00 e keyboand.

Eeourity Check

In order o play Breach, you must
comectly complaté a sacurity cheok.
To complela the securly check,
enler the word fom this manoal
whose localion 18 gven by (he
dialog bax. “Words™ am any siring of charssiers with a soace or punctuatian af either end.
Orceyou hiave enlerad the camoctiward, the program will continue

Starting & New Game

Saleci “New.." tiom e Scenand many, An flem seleclor box will appear. All ol he
names [hat appesr are scanano fles These socenario llles contaln all he data for your
comibal sguad, the opponants, and mans ol the combat area.  What you ane going o
creale 5 2 gamefls This ks a combination of a scenane Me and a souad leader ls. Mere
pnthe squad leader e lakar,



Sarinee Achavanuntakul
scanned by Textadv and .pdf created by Underdogs for Home of the Underdogs, http://underdogs.cjb.net


PLAYING BREACH

Onea you have selected a scenans fla, the scenans item sdaeior bex will be replaced

a squad leeder se‘actorbox. This is where you select the squad leader lor you' game
sample squad izader “SMITH" s included with your game. Later on, youl probably wanl
0 croala a squad leader of your own using tha Scananio Bulider,

Mew you hava la nama the gama File in which your current game g gaing 1o be siored.

Onen you have gone this, the program will
save the naw pame lla o the disk and your
gamawill sat

Important — When a game file & creaisd, i
epses the squad leader fle you have
salscted and Incomporaes T into the gama
fie. This ensures that the squad lpader fila
can ke used anly by one scenano at 4 time.
Tha only ways o recover the squad leadar file
arg: win the game in progress or delate the
scanario with the "Delsle..* menu entry.
Deleling 4 game (e culside of the game wil

To aner tha anemy combat phase, shift cick tha ’
used uo their movemant points for tha round, the computer will sulomaticaly anler th
Ersermy Phase.

Each Player Phaso mhes 30 soconds of gama ima,

Enamy Fhasa - When the anamy stack phasa beging, the maring stafstics winoow will
changa |t fite 1o “Atacks® and the lagend "E nemy McvemenL....* will appasr.

Eneny troops appasr in the combat window anly when they & atiacking your mern.
Althe ond of Ihe eramy phass, the player phese begins agaln.




PLAYING BREAGH

Movement Polnls

Each marina ks given a corimin quantly of movement points (mp). All of the marine
acilviies exoep! for changing i@ view scals (mora on that keter) fake up @ carlain numGer
of points. For exampe, maving onio @ clear mrein squane cosis 2 mp, while firing a gun
takes 5 mp. The combat activiies such as taking an obiect, fiing Ine gun, moving, ard
using &n cojest can ollbz milxed atyour discreticn durng the sama um.

It you do not have sufficient mg for the activity you want o perform, the computer will
inform you with an aled bax,

i all of the movemant palats fer the current marine have been exfulsted, the program wil
automatically acvance o the next marine in the squmd.

Movement palnte far snch maring are based cn: the maring’s sult ype, the winlity of fhe
miasing, and the marine's curmant encu minancs.

Deploying Your Squad

The mannes in your sguad Always enter the scanade through e entry square. Tha entry
souane must be cear In order for your marines to enter. | a marine (s unatla 1o entar, iha
program will jsmp ko the enemy combat phase.

You ezn eontinue meving a marine untl he runs out of movemeri pains, gats swnned,
o you chick the Noxt icon. Each time you click Next. the program will edvance 13 the nax!
marine in the squad who ks |n the combal zone. |5 not stunned, and has &t leasl one

menamant galnt.

In sddition, you can make asy manae who = viskle in the combal window the currant
mavire by holding cown the Alternate key amd ¢licking the desired marina. (Macininsh
players should use the Option key inslead ol Ine Allerale kay.)

Since mannes cary only thelr gunas and anmer Into ascenaic, many scanatios provide a
staging area whire e marniss plck up addtional equipmaent which has been placed near
il enbny SQuae.

It detectors and crask unite aro avalblable, use tham whenever possible. By saving nma
searching loryour ohjacts, you raise 10 0dds of successiully completing your mission.




FLAYING BREACH

Enolmbrencs

Tharg arg fiean dflorant iypes of objects which may be found n a scenano. Each of
thosa chjocls has an encumbrance valua, Encumbranca i a measurs of the objecls
bl Coviously, the bulloer the iype of obiject, the tewer of ihem the manine may cary.
Camying & large nurmiber of encumbranca points has two disadwaniages. One, fhe weighl
reduces the number of avalable mg's per lum, Two, mannes carning a large quansty of
encumbrance peints gre more ey (o be selecied &5 a tapel by enemy lomes.

Misslon Briefing

The mission briefing ls a short description ¢f your combal misaion,

Briglings ‘waually Inclide inlarmalion d§ o the end strength of enery you will be
lighiing and kinis as 1o the lecation of any mission ofy

Vintory Conditions

The wichory condilions dra:

Rescug prisorers — You must rescus all of the prisoners in (he scenario il this is one ol
the viclany condillona

Caplura data packs — This wodds Ihe Sme wily 45 rescue Prisonens,

Exil combat zone - All ol the mannas n your squed must find and use the ox't squam if
this; is one of $1e viemry condidons

K w% apponenis — At least n% of the cpponents [ the scanarie must be xiled I this is
eni of the vielsny condifons,

Scenarn me Fnll = All of 1he sther viclory condilions in he game musl be sanstiod
betarn (ha dme ml &epies. All scenanos have aume Wmil.

Al of 1he vistory conditians am nan-sxclusive, that is. more than ane may be in effect far a
givit scenarin, Thus, in orgier 19 complate a Boanans pou may have Lo reacus prisoners
and move all of the squad's marnnes through tha oxit square bedors the lme lmiL expies.




PLAYING BREACH

Misslon Status

By vaing the Mission Status funciion, you can tall which victory condiions have bean
satisfied and which need mone work,

Thepossibla stalus dapiays are:

Victory Conditian Complets Incomplete

Rescue Prisanis All prisonars recoverad hlot all prisoners recaverad,

Capiure Dalapacks All datapacks recovered ot all datapacks racovensd.

Kill % Opponents Kl phjectie complisted Moo casyalfiag neadnd
Fighling the Enamy

1i the enamy is using grenades and rockets, avoid cusianng your marines. Tﬂhm
laast one square batween sach ane. This way, you &vold having three or four cas
from = single granade biase

GConvarsely, grenades and rockels are mosl eflective against clusters of the anony.
Unisss you have @ large quantity of granades o rockets, [t |s wisest nat io “wase” thesa
woapons againg single tangols.

Batie robols Bre vay dangerous aoponents. Twa hits from thelr cannon ase enclgh Lo
ciestroy virtualy ary marine. In addidon, they move guickly and their armor |s quite 1ough,
Il is  good idea 1o use gronades against balte tanks before Irying Io desiroy them with
Your marine's guns,

Improving Your Squad Leeder

Your overal chisctve ls to improve your squad leader. You do this by sucoesshully
enmplatng scenarios. -

The mare active & squad leader 14, the mora lkely he will sea sama kind of improvement al
the end of & successiul scanarls, Shoolng accurasy is vary imporant but cracking and
detecting skills #hauld be honed as well

It is rumared that squad leaders who ane excelisnt shots and have a passing knowledge of
aatacting and cracking are sent io & special advanced iraining achool (STAR) which gives
them the skils recesaary to complate a STAR level scenaria,




FLAYING BREAGH

Saving & Gama In Progress

In order to save & gama |n progress. you must be al the beginning of tHe Pliyer
Movement phase.  You may selest menu enlives, but clicking aty of e icans or Ihe
combal window will prevenl you from saving your game. THIS |5 [ha oaly point &t whick
you can sava the game before quizing.

Closing a Game Whhout Saving

Selact “Close” trom the Scenarp meny. Whan tha program asks you if you want 19 3ave
the game, click No. '

Quitting Breach

Use “uir from e Scenardo menu fo axt the pregram. ¥ you select this at the Beginning
of tha Player Movemant phase, you will be the option of saving yaur progress
before closing, Alary other polat, the prograrn will gult withowul saving.




THE BATTLE DISFLAYS

Tha Combat Window

The combal window s the |arpest windsw on the scroen. Ounng the player combat
phzap, ha curment pisyer mating will aweys aopaar in tha center of tha combial window.
During the enemy cambat phase, ha current anamy marine will sppear in the center of
Mz comilyal winoow,

The Marine Stalistos Window

The marine statistics window has several fanctions. During the Engmy Combal phasa,
inlormation on enemy atmcHs ame shown n lhe madne s@islics window. Ourng the
Player Combal phass, this windtrw displzys the bafte snatsics for the cwren! player
marine. Thesestalisfics are.

Maves—the number of moves k3 in the carent madne’s um.

vita! - the witility of the cument masine. 1 the vitally drops below 30%. 1l will ba displmymcl
i red &8 awaming (Maciniosh versios axcluded).

Hoaih - the hoalth of the cument masing: 1l this goss 1o 0%, Me madne & dead. When
the curmenl madne's health lalls below 50%, t wil bo dsplayed in red 83 @ waming
(Macinipsh versoh exgiuded).

Erc - B curent encumbrancn of the marne (ool the modmum encumirance).  This
figure will be dispiayed In green | 1t 1 greater than 0. This seves as a reminder that ihe
s r is carying an object (Macintosh vession excluded).

Shoal — the accuracy of the current marne's shooling.  If the masine is aiso a psionic
talent, this is2 measuta of his stun accuracy’ & wel,

Dotoc — the percentage chance the cumenl marng has of successiuly cperaling a
u“m'-

E::k—lhu perceniage chance the current marine hs of successhully cperating a crack
Amviio — the current marine's ammuntion supply I hia gen. This ligure doss nol inchedo

ammuniion In amma cips he may be canying. Ammo dios must be used in ordar for feir
ammi to be added inlo this lgure.




THE BATTLE DISPLAYS

Counddgwn Timer
The countdown timer digplays ihe amount of limae remaining in e scenarin.

Wideview Displry

Tha wideview display s 2 21 by 21 cemposita map of Iha tomain surraunding e curent
maring. It can be ayed by clicking on the Change Scale icon. Inlormalisn 1ar s
wideview s provided by other marnas moving through $ie aroa, soouls Using detectors,
and inflirators ysing crack unis. When scouls use wideview, opponants appear as
fiashing green sguares on he Alar 5T, and &% grey scuanes on e Maorosh,
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THE IGONS

Drop Object |@m¢ |

Click Thizicon todropan obyecl

Adialog box will ppear with a list of all tha abjects tha curant marine s camying. MNo'e that
the manne's gun and anmor will not apeear on this st as they may notibe removed, If the
maine s carrying more than live dhyects, e space balween the dialdg bax scroling
arrows will im gray. Clck on tha name of the oojectyou want 1 drop and fhen oick "TK.

Thera are eoversl ressans you might wan! i drap Samething A very good reason i thal
you no langar want o cary something becadse of s encumbrance penally. You might
want to bansfer an objact from one masing (o anciher, In aclallion, the works only If

You drap L.

A gropped chiject always lands directly undernesth the eurmant madng. Only one abjast
may e in 8 souare 2 tima

It takes 1 movement poini o drop anob)act.

Use Shaft

Click this loan whenavaryou ane on alifshatidropshat that you want 1o usa,

¥ the comesponding square above the Mlishafl (o helow the dropshalt i biocsed by
amother madne, the mouse polnter will change inlo a stop slgn. I the comesponding
wwhmmumnnnrmllumwmmlnuwum

It takes 5 movement pdints to use a shail

o[BG

Clic this fcon 1o 1ake anobeot.

You can take any abject dirnatly adjncon! to or it the same sgquare &5 the curmant masine.
Tha ahgect must ba visible; you cannol teka an object dirgctly from another marine.

Thia Mowss parniar will tum into a painting kand. Click 1his an the obiect you wish 1o Eke.

Some chiecls have special messages wiitten on them. These messages appéar
whenevar the object s Laken

1




THE ICONS

Whengver an object B tken, i inpeasas the marne's iolal encorbrance.  Encumbeance
alfects the number ¢ mevemant paints pour madne will receive at the beginning of a tum.
mmymmnmwummw

Ittakes 1 mavemant point to takn an object

A diziog box will appesr with a iist of oll the objects the curant marine is camying. | the
marine is camying maore (han fva sbiscts. the space betwaen the dialog bax scrolling
arroies wil tum grey. Cck an the name of the object you wand to use and than click "0k
All ol tha obiects and thoir psos an detallad in the secion "Objacts and Their Lises.”

Tha abjects require varying amaounts of movamant 0onts to use, Thay &ne;

Ay s -.*
fpd

5
B

|

|

7

B

5

i

16
[y
A
A
A

Clies this leon Lo opén & deor
adfacant io fhe curment maring. Efl R 7

The mause point will tum into a small key. Place this key over tha door you want & opan
and dick ihe mousa. Hyou have enough movermant points, the door wil apen.

12




THE ICONS

The doors mquire varying amounis of
movemant paints lo open. Glass doors
require 3, Stweol doors reguira 5, and Power
doors reguire 10.

Fire Gun/Psionic Stun T |

Click this fcon o fire the curenl marine's
fun.

Thé gun will fine in tha direction that tha
marine faces. Each lring consumes ong
rownd ol amme.

Whenewves (i icon 3 cliakad ana (hanp is al
i3zt ona round of ammd In e curenl
marivd's gue, a beam ol eragy will ba
prmitiod. This beam will travel it 2 siraight line away from the marne undi it stikes: a wal,
solid rock, a shalt, a cldsed door, & fual tank, an oppanant, or ane of your own men.

When a beam stops (n & particular square, tha computer delermires whathar of nol the
beam hit the agel. m]hhaﬂmhmﬂmn'mmrmpumhg; It ke
beam coes hil the larget, a “splash® ol energy wil appear on the laget. This true
for the cppononts as well. i the beam Rils an opponent the amount of health damage
that the gun generatas is subtracted from 1o cpponants health, minus tha amount of

protection his armorprovices.

Sui Gun

Protoction Damagu
Squar Lsaner 5% 4%
Wies tsbar E% 0%
Scolt = 16%
infiiiruior -Iﬁ'.? 15%
Psicnic Talent i 1%
Enermy Marina 25 30%
Kian ﬁ 15%
Boa 15%
Crrmriored % 4%
fatia Robot TE% Ll
Audogun T5% 4%

] talaate carry @ gur which |5 only eftectie &0ei~el i)lred of camagad spaanas.
biting gewrmes 45% damage:

13




THE ICONS

For examgla, an enamy madne (sull piotection = 30%) is hit by & shot from your squed
inader {gun damage = 75%). The resull is that the anemy marine would lase 43% beallh
[Fo%- 30% = 45°% G2s).

The same hokds truo for your cwr marines. Mot hal i 19 posshie (o shoot your own
irocps by mishaks, so ok befom you Tre.

Fued 1mnks ara useful to hit 85 long as you arent too close fo them when they exglode.
Being In the midsts of a foel tank explosion @& the equivalent of standing oo a dema
charge when it goes off. However, f you can positien your maines cormeclly, this effect
can ba explcitad with Impressha rgsuls. Aword ofwaming: lusl Enks will chaln—react.

Pgionic Talen type mannes execute psionic attacks by shift clcking 1ha gun joon.
Enemies succassiuly swunned by A psionic @len) will not be abla to move or fire during
lhe next enemy atack ohase.

Firdng a gun requires 3 movement pointa. A prlonlc attack roquires 10 movemeant pais,

%

Click this Bullon to switeh cumant marinas. Thes will advance you 1o the next masing in
your squad or, If you have just moved the las! marine in the squad. leop back te the squad
\sader. Sl click the Next button 1o enter the Enamy Combat phase.

Click this bunon 1o get a "wide angie” view ol the surmounding terraln. Infermation for fhis
widrvigw I8 provided by other rmarnnes moving Tough the area, Soouls using detecions,
and infiltrators using crack wnits. When scouts use e wideview, opponents will appaar
85 ftashing green sguares on tha A 5T and és groy squanes on the Masiniosh,

14




THE MENUS

About Breech. ...
The “Aboul Breach...” eniry displays a dialog bax with information abolil the program
version and ralease dale

*Mew.. " I8 used to starta new garme. This i@ & three siage prooess.

Fitst, selgct the scenasio you wish toplay. Nest. select a squad [aadar. If thera aren't any
squad leader Nes on he disk, you will haw o crazla & new one with tha Scanario Bullder
nogram. Finally. enter tha name under which fis curent game i to ba saved.
Whean all this has baan done, Breach will create a gama file, which means that yau now
hava B gamein progreas an the disk.

Resume...

Lo "Hesume. .." o conlingg a game already n progress.

Delals...
Lise "Delnte,.." o dalete game filgs. An itam salector will eppear with the namas of al the
games in progress. Salecl ity one of hesa,

Nota thad duleling a game flewil restons the incorpe ratid squad leader flia.

Save
*Save’ will seve your cument progresa to the disk and continue pley. You may only save at
tha beginning of the Cormbatl Phase.

Cloge

Usa "Ciose” lo sipp agama In progress. |f you salect this al the beginning of tha Combat
Phase, you will be givea the oplion to save your progress before closing. At any cther
characiz-'s point, e program will slop tha currant gasms withoul savng.

15



THE MENUS

E

Cult

Use "Cuir 1o exit the program, I you salect this at the boginning of the Combat Phass,
you will he gven tha option 10 Esve gour progress belom coging. Al any othér point. tha
program will quit without saving.

Mission Briefing
mmmmmmmwmmm tha mission and
poesibly cluas 23 'o the locations and strengihe of your ebjacives.

¥ictory Candiions

Tha wvictory condibions dlaicg box clsplays the shjectives which musl be compiled in
orcier i win tho gamo,

Mission Status

The mission sialus dislog box displays whedher or not sach of the scenano’s objecilves
have bean Mt

16
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YOUR MARINES

Basic Charmpierlsiics

Movement Foinis = Each marine 's given a
ceitain amount of movemant peints at
beginning of his wm. Almost all of the
actviies a madre can perform  use
movemant points (M) For example,
moving onln a claar fermain Bauare costs 2
mip, whilks fifing = gun likes 3 mp.

Combat activilies such as taking an object,
Bring fha gun, meoving, and using an object
can allba micad &t your dscration.

I' yois do not hewa Rufficiam mp for tha
mClivily you want 10 perfom, he compuie
wil inforrn you with an alert box.

W all ol the movamant points for the curmenl
marine have beon exhausted, the program
will avtomabeally advands to 1he next madng
in tha squad ¢r oop back fo the sguad
lsader il you were on the (st marine in the
squiad

Movement points allocaled o each marne
fgra based of Me mafine's sul type, Ma
wilaity of the marine, and tha marine's current encumbmnos.

Vitalily — Vilaity I & maeasure of how well-rested & maring s, The higher the vitaity, the
riom mowes A marne has pallable in subssquenl beme, If & marne were al the S0%
wvimlity evel. he would heve 50% of his maximum number of moves availabla.

At the begnning of @ gama, & marine’s vilafily s alays 100%. As a mavine moves sbout,
Fﬁﬁhlﬁhmuhmﬂﬂhﬂmﬂmm. S= il & marine with 100%
witality fired & gun {3 mo) his new wvitality would be 5T%. Iy is ianid At tha rate of
hewtie dhvidad by 8, which means the madsmum rafe of ¢ I3 25% per um
(100% haalth / 4 = 25%).

i a marine's vitalty is 0%. then the marine is considered stunnad, and ha may not move
until the nexl reand,

Heaith— Health is & measurement of g amaurt of demages a masne can absorh telore
cying. When amarine's haalth drops to 0%, he has died

17




YOUR MARINES

Above 508 hoelth, a madine cannot be kilod whie taking his. Bolow 50%, howeve:, &
marine can dia while being HiL even I the kil does not drop his health 1o 0%. As ke
marins's healih talls closer to 0%, |he Eweihood of this occurming i much graatar,

Encumbrance - This |s a measuts of how rmany cojects a madng can cary.
Canying a large numbar of encumbvance pains has two disadvartages. One, the waight
reduces the number of avaliable mp's per turn. Two, the maring s more (lkely 1o be
selected as a target by enemy forces.

Shaofing = Shoeating s fie measurement of & marne’s eccuracy with a gun. For madnes
with peionic tafent, his iz also a maasure of thair accuracy with psionic stuns.

Deiecting- Detecting & the measurement of how well amarnine sses adetector.
Cracking — Cracking i the measurement of how wall a marinn uses a crack unit

Movement

As wilh any otheor funcion, moving your marng will gonsuma Ssome movement poimis
Ench bergin type (grass, rocks, grakng) consurnes a diferent amount of mo when it is
entared. In order o move your currant maling into o new square, he must have al ieastas
many mg as and requirsd 10 anter e squan.

Temain Type MP Haguured Tamain Type WP Required
Clear 2 Compar 5
Dint 2 Terminal 5
Grass 2 Bad ]
Light i Bureay B
Hlmrm & Tabla 5
Pocky Dirt 4 Smalt Chair 4
Rubhle 4 Warker (-]
Swin Fiadd 8 Entry & Exil 3
Steppang Sienes 4 Machinacy a
Gralng 3 DirWater 4
Shatt 5 Emply/\Walnr 4
Opien Door i Cammand Chalr 4

The current maring wi | abways oooupy the cenlaral the combat window.

18




YOUR MARINES

Mariries can move in the lour compass directions. To mowve Te
Bouare on his cortent row or column, Elmply click L mouse on I,
intg the squere or as kir a5 s possible belore running inls a
movamant painls.

I the marine does nol have enough mp 10 Move o the square, the squara s not ol &
typa that the marnn may aocupy, the sauars i cecupled by another player masing, or the
squar |s already oocupied by an opponant, e mouse painter will tum rio & stop sign,
ndicating moveménl B nol allowed.

To change a marine’s facing without having 1o mave the marine from his current square,
hald eilher ghilt kay dewn and click on the adjscent squara you wish the marine to face.
Thils takes 1 mowemant paisl {ma).

In addition, you can make any marine who (5 vislohe In (he cambal window the curren
marine by holding down the Allernate key and ¢iching te desired marie. (Macniosh
players should use the Cption key instead of the Allemale fey.)

masine o a padicular
The maring will marah

will or running out of

Combat

Guns — All marines cany rifle-type eneny wadpons called *blasien”. Your marines cany 4
di'erant types of blasters. Each specialty carmes a speciic one. These guns may not be
wansfarmed or exchangad nor can they be destroyed by enamy fire.

Specialy

£guad Leadar
Maraudar
Soout
nfratar
Pslonig Talent

Pelonic talords carry & gun which & only sffeciive againgt Injured of damaged
GRPONENS,

Ragardiass of strenglh, all use anz round of amma per firing. I addifion, al
of the biashars use mm:ﬂ'

Lise caution when shocling around fuel lanks! A hil from any blasint will cause them to

It takes 3 mp o lire a blasier.

?
35993 {
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samg square as the curan] marine, Demo charges wil
ha sama fashion as biasters. Caution must ba axerssed

Cantion: ©Once & demo charge has bean actvated, [t cannot be eborted, Eul will explada
al the and of tha current manne's lum,

A madne musi héve 2t least ona rocket and one launcher in crder to lira.

When a rocket b lired, Il Favels In @ siialght ling uatl It hils a vad taget (Lo, awall, &
maring, elc) or leavas iha adge of the combat 2ane.




YOUR MARINES

Rockets will explode areund hendly troops. Rocke will ass detonate fual @nks in the
marne fhion 45 blasiers. Caulion must be exercised when using mckets!

Rockats explode In & 3 by 3 pattam, with the warget in the center. Each squate recaivis
the euivalent of a bl from 5 90% blaster

Caullare Firng rockels at tamgets nol readily visila may resdltin damage 10 other marnes
ordestruclion of nacessany mission objectwes.

Pefonic Shum - Orly marines wilh the speciafty of peionic ANt £en MEka A psions slup
amack M A stun ameck |3 successil, the affected terost wil be stunned far the nexl
combat round.  In addiion, since viality can reganemie ef a rate of 35% per round
minxhmum, it will take sevors) rounds betora the allecied faget & back le Tull mavement

strangih.

Psignie elyre will not ravel hrowgh closed doore or wals, | posaltle o stun your own
roops, sa ook balora you sun|

Types of Marlnes

Souad Leader — The squad leader is your main charastar This |2 fhe grly ype of manne
wha |5 created independentlyal any scenarios,

Thin <anga goal of Breach is {5 Improwe {rils character, 30l i very impormn that he
(or :f':? does lEnl gt kiled in
cambgl. I b happens, he
squad leader's Nlewil be prpsed.
On tha ether hand, in crdar lo
HTIEFOVE Your umd  [AAders
attributes, ha m:llh: At itagral
part of any mission. As the
mission diffculty kevel risss, you
wi find it more and more
necessary o use lhe squad
leador in dangerous sliuations.

Squad lendars Mave a4 wory
powarful blaster (73% damagel
and hevy protective armoe. A
souad leader is the only matne
in & scusd who cad abborh
snvpral nltE from a bate robod
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YOUR MARINES

Maraucs — The marauder s the basic marine. They camy & heavy blaster and they have 8
fairy high level of mobilly. iy oy -

Maraucers usually compiisa tho majosity ol any squad.
Seout— Scouts have very light, fastarmor, and carry the same guns as marauders.

Scouts usually cary detecters. They and Used whin 1t 8 imponant 1o survey the batie
£rea or find mission objectives {(poeshie praon weas, slic).

Intitraior— inflirators have the sams armor as scouts but a slightly lighier gun.

Infitrators usually camy crack units.  They are used when you need te floor plans for tha
curcesil laval,

Faioniz Talen! — Psigric lalens wear lhe sama smor &5 scouts and infiliratons but they
camy avary waak gun. This gun is anly afferctive against heavy woundod anemy froope.




THE OPPONENTS

Basic Characteristics

Al ol the Inteligent enemies wil
puard any missian cbjectves that
gre I ihelF ared I a manfe s in (ke
samE pred a5 adainpack, them aren't
any player mannes around, and
eapiuring dampacks 1s an ohjeciive,
then the asemy will guamd the
datagack unti 4 prayes manng entars
iho araa:

Tha emaller leteligent  onomies
Ewﬂurd:,, marimes, alions) will Lso
& shafts.

Enemy marigs, ovedords, and
alions all can have paionic ablliy.
Owverlords and allens almes) always
ga. Their lendency I$ I3 stun they
target In ong round and shont them
in theriest

Marlnes ' DT

The enemy marines ars all of the marauder ype, but cerai scenaties have woakened ar
erhanced marines o simulals squad Waders, scouls, el

Eneamy masnes will usp rockets and grenedes QanEL your Yops.

Beasts ame slow and their enly amer is their de, But in lame quantives they <an be vary
dangerous. Baasts altzck by biting end a bite & the equivalent of a 45% blasiar hil. A
banst oan ondy atteck adjacent squares.

Allens
Aliens ave Bghtly armeres and very lasl. They will use an elfecive combination of pgionic,

grenads, and mockel aftacks agalngt your mannes  Fortunakely, fheir blasiers are rather
waak and amoal inoffetive againgt maraudars and Soued leaters.
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THE OPPONENTS

=

Battle Robots

Batte robots are e Modl dangerdus ol all aoponants. A bate rabat s very mobile 2nd
e twin Dlastar cannen |t camies wil destroy all but the uckies! marina with jost two hits.

Robote do not usa rockets o gronaceas.
Pobots canro! sse shatts bul ey can pass trough doors,

Owertords

Cwerords are the efie ol the
enefy manines.

Overdords  come  equipped
with & shoft range vitvoswend
wiiich GENEraes 55%
damaga. Using the
virboswerd, the overlond can

only attnck adiacent squanps,
but sverords almost invanably

are peionic talenis.

Overords have wvery lite
amod, relying Wnalead on fast
and coadly attacks. When
lorced inte & defenzive
w oy ae quicldy

Oweronds dob mol  use
grenades or mckats.

Autegims

Autoguns are the fxed sguivaient of batie robols. The only diflerences betwesn e
o are that auing urs don't move and that they genaraly are mora acourss.

Thass are alsa very dang erous opponants and musi be Feated with extrame caution.




OBJECTS AND THEIR USES

Encumbrancs Polnls

Théra ara #oen dfigrent lypes of otjecis which may be found in @ scenana. Each of
thoae chjscts has an encumbrance velue. Encumbrance (s a measume of the object’s
bull. Owiously, Bie bulkier ihe ype of abject, the fewer of theam the marine mey cary.

Object Enoumiwance Pgints

Grenade
DamoCharge
Stimulant
Amma
MacikR
Rockeot
Lavuncher
Crack Link
Datector
Shislg
Grav Bkt
Prisorior

Datapack
'd;'.".""w'" & large number of encumbrance points ans subject to movement paint

e Bl R R SR B e B

What They Are and How to Uss Them
Grenade— A shof-range energy grenade.

VWhan a grenade s selecied, the mouse pobrler lums Indo & crosshalr. Placs this
crosshalr gver any point on the same row of COWMM 28 ha cumenl maring and click. The
maving goes ndt need ta be fasing the lugel

Demo Chirga— A medium rang s energy demallizn changa.

T e ot 2 g

3 . SR BOuUaY
h-ﬂt:mﬂﬂ ;ﬂmmmrumlmam turn s over (running out of mp's, salecdng
ancther marina, or dicking the "Next® bution) the demo charge wil exploce.




QRJECTS AND THEIR USES

Stimulant — A cne-use syringe of a palent melabolic acoelarador. A shal of sEmulant wil
ralse the marne's vitally level by 50%, up 1o 100% maaimum. If the marne's heaih &=
50% or bens, theve i the possibality thathe may die from hearf-shock

Whe a Etirlant & ealectad, the curment madine will Use Be stimulant,

Agreng Ofip — Holds ammanissn fer he Slaners el sach masne cames. The amme cin
is compalinie wilth &1 of the d feorl types of blasters.

When an ammo ciip 2 selacied, the curent marine will add the contents af the ammo clip
o his current amma supaly. Each clip holds 50 rounds.

w—mmmmmlmmmmrﬂhﬁlmwwmﬁ.mwmﬁ
MEEETWIIT-

When tha medhkil is selecied, the current mavine will usa i

Aochat — Basically & flying versicn of the grensde. A rocket mist be fired with a

Whien & rocket is selected, the sumrant marine must also have A laencher in ordst 10 ose L
The rocket will be Fred n 1He direciion of the curment masne's facing &nd will fty until it hits
& fargel or [eaves (heplaying feld. A rocke! has lhi same desiuctive force as a grenade.,

Lapnoher— A light mulliple-use rocket launcher,

When & launcher i selected, e current manne mue! niso hava a rockal n order 19 vse ik
A rocket will be fired in the direction of tha curant masine's Tacing and will Hy unnl it hits a
targed or lasves e playing feld,

Crack U — A crack unil |s a specil device primarly niended for use by Inflivator {IF)
marinas. ¥ Il is sugcesslully operated next o a computer or terminal, it will dumo al of the
Moot plans kor the curmenl level fom the opponenl's compuler sysiem.

When a crack unil is selected and successiully oparated, it will ravodl 24 of the wall and
Intenor squdres on the curten! MAnna's ewal and ntagrate this data with any lendscaps
which has already Bean revealed by movement, elc2iera. If [he curmenl maring is nof mext
to & terminal of computer, (e crack unit will not reveal any new infarmation and i will show
oiily the info mation whidh has boen gatherad thus far.




ORJEGTS AND THEIR USES

Defecior — The dalactor 3 a specel device pomariy infended for use by Scout (BC)
rrainise which cresles 8 radar gcan of the sumaundng ferraln. 1 operaind by a8 Scout, the
detzctar will also reveal any Bnemy marines within mnge and display them as flashing
graan anuRres on (ke Alad ST and as groy souanes an (ha Macinkosh.

Whan & crack uni is selscied ardd successfully operated, it revesls 2 17 by 17 arca of the

gurrent level, canteved around the curert maring. hnﬂmmmmﬁmnmmmmﬁ
landscane which has aiready bean reveaiad by movamanl. § the scan is not suotesshul
will shiew only the mformation which has been gathered this far.

Shigid — A shiewd wlll @bsoib any mcoming firearme, vibrosword, o psionic atacks, fisng
of ioe. A shiold cors nol prelect against gronedes, mckels or dema chages. In ondar 1o
protect @ malne, the shield must be in a square betwean the marine and the enamy fidng
at him. I a marine s ih Lhe same sglane ag d shield, (ke shiald will nol groect him. Evary
time & ghlgld is hil, ea s 8 10% chanea il wil bo destroyed.

This phjact doss not need 1o b usod becawss || actvates automaically when diopped.

Grav Salf — & marine using tha graw ball wil flaat above the pround. (gnoring termaln costs
and moveman! resiretons. The cnly lemaln ypes & beall will ol mova Ihmugh are dosed
duaors, solid rogk, and walls, Evary tme & grav bell ls used, there ks a 10% chance thal the
rraring wil crash &t the and ol his .

When a grav bed 8 salected, it remalns active untl the marine ns oul of mavemant
points. you dick the use con 4gain, selact a dfferant marine, or ciek the Next bution.
Conee a grav bell is an, you may nol take or drop ohjects, use shatis, open doors, use
objmcts, fire the gun. or use pelonic power untl the belt has been awiiched off. If the
matine ands M8 lum over sither a Slank or a waler sguane, he wil be kled and mmoved
from (he game.

[afa Pack— Daty packs are Uied fof sloring inlomakan.

A dAlR HACK AN KT B LR

Prisoner— Priscners are captured persanns| from yourowm govemmaent.

A primorer cannet be used




TERRAIN

Intgrigr Terraln
Wiy — Tha walls coma in four typas: mimmﬁmmw Dama dharmpes

wil dagtroy any wpe of wal grenades will destoy only thin and storage ppe walls.
Gurfire will not penetrate walls at all,

Marinas cannu| pass Lrough or fy sbove walls squares using a gravbe|.
Doars— Marines cannol move hrough closad doars,

Gilnas doors requirs 3 mp to open, siad| docrs require 5 mp, and power doors require 10
mg 12 opan.

Marines cannal iy ebove dooms souanes using & gravoelt.

Exterior Tarraln

Waier — Marines cannol pass through weter squares. aftough they can By ower them if
they are using & gravbei.

It & mardne using & gravbell ende his urn ower & waber squane; he will be Kiked and
remaved from the gama.

Soid Roci- Marines cannot fly over or through salid rock squares.

Special Terraln
Ehafls - Shafts requirg 5 mp to enter, and another 5§ mp o use.

The Entry Squane — In ander for your marines 1o erfer the combal zons, this square must
nol b biackes.

Tha Exd Sguare— If tha cumani maring ' on tis squase af the end of his wm, ke will be
remaved from tha combat zona and will no longer be allowed to fight.

Shn Fiakds — Whan a marine pastas throogh & stun fald, thare k& a chance that be wil ba
siunnid and unable © move. This chanoe §s versely proporiional 10 the madne's vitally.
For exampia, it 2 marine with a vifality of 76% passes (hrougn 8 stun field, thew is 8 2%
chance Tt he will b stunned.




Emply {Slack) Squames

= Marines canno! pass through these sguares, althdugh they can
Ry o thewn If thay aee using a gravbal.

If a marine using a gravbel! ends his lum gver a black square, e will be kiled end removed

from Mo game.

Terraln Table
Typa

MP% o Enfer

S peacial C ormimnents. .

VWals [AN Types)
Hail Dintf-all Empty
Hall BlanWHall Emgry
Hiank

Sold Rock

Empy lnienor

Dt

Grass .

Light Viegataton

qum1

Hocky

kiisdor Rubbii

Stum Figld

Waler

Stepoing Stones

Gralifg

Dropshah

Liftskalt

Clasad Doore

Opon Doors

Compuler

Temmindls

Bad

Bureay

Tabda

Small Chales;

Entry Scpare
nby

Exll Souaare

blachines

Half Waterd-all Din

Half WalerHalt Emply

Commangd Chalrg

22382
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&

E
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Cannol oa Nown ower.
{Gan ba flown cvarwith grav balt
Cannot o figwn over.
Cian b M o) Oiiar wilth grav bisit.
Cammol be fiown ower.

Can b floswn ovar wilh grav beil

Cannal be flown ovar,
Czn be flown over with grav celt

Can be Nown ovarwith grav belt




SCENARIO BUILDER

E;-;:h inciudas o scenario butder thal aliows you fo creais your own scemarios or modiy
wleling ones. To slant the ecenano bullder, double clck the “SCENARID® icon
(Maciniost players should vee the “0uit to scenario” option in the Breach program).

File Menu
New — spena tha mapping wincow and crosies a naw Brgach sconardo file.

— opans an exisling soanario fie and dspays il 0 the mapping window. The COpan
mwm&m#mmmﬂn,

Clpss — closes e cumant mapping window and disposes of the scenardo Be. I he
pcanaria fie has bean modified, the computar will ask you I you wish to save o scenario
filg boforg elosing It Clicking the “go-away® bax on the uppar laft comer of tha mapping
window dons tha eama thing as salacting Closa,

Save — saves tha scanaria file curmently (n progress. I the ausrent e is untiled, It acs in
the same laghion as Save As.

Save as - saves the current scenark fle.
Ol — @i Seavaho Bl
EQil Manu

Vitole View — genorales a compressed view af the enlie curment map level Click he
mouss W rewm 0 e
ngrmal megping moda, W
the click coccurs on e
whols view mid, the window
will jumg o the aquivalent
posilien N fhe npormal
magping mode. This saras
BE m Ehorcui for mowing
mulﬂumm

of objects which

jumps o the nexl otject on
ihe list, it movas the map &5

thal the object &5 in Ihe
can'er af tha screan.




SCENARIO BUILDER

Thread = Jumps sequentally h the sl of which have been
plﬂdum %:ummmnﬂwwﬂmw“mhmﬂ
el the opsoneni 1s b8 ha caater of {ha sorean.

Fiif Lavel — s Tha current evel with the cumently selected lermain type. Fill Leva! will nat
Dvanwi il ohjacts or Dpponands.

Copy Level - copies the contents of tha current lavel © ancter level, axcluding cbjscts
and opodnents.

Brigfimg ~ 5 the area whan you enfer information for the player aboul e sSonario you
have creatod. This might ba part of a story, orjust soma echnical information.

On the Alarl ST version, use the Amow kays, Retum, and tha Backspace key 10 edif your
enuy (ine Delete key Is not supparted).

Ent Victary — saln the vicory conditons lor the scenans, Heucis Prigonsms means e
player musl lake @l of He peisorers in he soenado to win. Capiure Daia Packs works Ma
same way. Exil Combat Fone means al of the marines who ane still living must go through
the exit souare. Kl % Opponents requices the player to kil at least the percentage of
opponents antered inthe box towin.

The scanade fima limit must be ant for evary scenands, Tha ather viclory canditions must
ba met belore the emount of time emered in the box expires, Time s jn an
haws minuiesseconds lomal

Tha victory condifions can be vsed in comtination. This means that if you sslect il 20%
:ﬂ r—:.::hﬁmm. you must kil at least 20% of (e cpoonents and rescue @l of the
ones .

Now Maring — ganarates a marine for e player's squad. Name the charactor and saledt

the characier's spedialty using the mais-type butlons. The difforant spaciahies geneme
ditierend basie characiersics. A squad can heve up lo 19 marines.

Mocily Asning — 18 used o changs the basic characieriafics of tie scenario marines. A list
box will uppear with tha names of al te marines curenfly in the squad, Select & marine
by eficking on his namo. Delate will emnove a maring rom the squad. The Change buttan
juwmps to ancthar screen, whars & manne's attributes can be modifiad.

New Lapder — i vsed to genarate Leader, This character ia indapandant of any
scenaria. (You can generams & Leader wirhout opeing Ma map window.) Anar

you have named the Sguad Leader. Create Leadar saves the Squad Leadsr fila, after
ﬂhghrlﬂ!lnm aftributes of the Sguad Leader may nol be medified directy:
ey only increasa through actual combat asperiance.




SCENARIO BUILDER

Exarnina | eacer — showes 3 Squad Loadars ourronl sinlisfice.  After you salect a Squad
Laacter Flendame. his stilstics ore displyed.

Level Menu

Use the Lovel menu 10 select the leval of fe scanarc map being shown in the mapoing
window, There aw 5 lovelsinall

Falatis Kenu
Tha Paleta manu controls the parts & temaln paletis.

Tha blank squares founa on the objacis and apponents paletins wil only erase objsats
and opponents, nat the underlying terrain. I & par will nol eppear whong you have
cicked, then it cannot be placed on that typa of torain. A sconsro can have up to 30

eijects and 40 opponants.

Other Funclions

Clicx any tarrain squars on the palofta to select it Clicking on the map window will place
thatsquare on he map,

Holding a Shift key and dicking on arn enemy chavaster will dispray tha Modily Gppanent
dinlog window. Lisa this to changaopponant atiribuies.

Haiding tha Shilt nrudlﬂuummwnlm gu Lo write a short g which
;llmpwm“whmm“ mhplﬁﬁpﬂum wmh’uqnﬂ.Thumummm
Liss game.

Scenaria Design Notes
Avoid Featuriar
A soenario could have § levals, 20 mavinas in the squed, 40 opponents, and 30 objocts.

Fes:sl the empiation! Scenarios are generaly mora succasalyl if they are quick 1o sian
andplay. Having to move 20 marines through a maze for 40 Player phases is oot ken.




SCENARIC BUILDER

Suparmen No! Wamed Here

hmnu'lllnuld ol ) rarines, sach with the maximum of everything againat a band el

normal enemies. Baring! Winsing all the Eme s not the point of the game. Try and creale
sconarics in which the player must logicaly deploy his lorces. Good scenarios should ba
atestof the playars g ability, nal the rmncom numbar genasaior,

L Mehatts, Cropshats, ang Lever

Tha map in Breach usaes up 1o fve lavels. These levels are organized |ke thafloors ol a
wm.mlm1 being the boftom hve] and Lewel § baing Iha top leve,

A liftshalt always moves 2 meine rom a lower kevel 1o the neat higher one. Thus, usinga
atan on Lewal 3 would move the manne to the correspanding square on Lavel 4. A
ifshafton Level 5 will not work.

AMITM;MMMﬂukW:nmnhmw.m
uaing a dropshaft on Level 3 would move tha maring to e comaspanding square on
Lovel 2. A dropshafton Level 1 will nal work. =

The comezpandeng aoUans Above a Bshaft must e cear in grder forH D work.
Tha comaspoding squane below A dropshalt must b cear in omerlor It o work.

Comagponging squianes on Levaly 2and 3.




THE SCENARICS

=

Inchuded with your game are many soenasdes fhal you can play and mocify. Five of these
scenarios are gutlined and aied below.

Bresduer
by Myt Mietioss & FEIT Lot

Difl iy Raling’ vy

Gyrapmin h#mm“nm“uh—h“hﬂ‘mnlﬁlhl
Fokrowhed Wierld cillgons who am aelng used as tesd subecta.

Saplegy: Keeo mh eyl on ihe mission alelus.  Aspkd spreading your fonces o iieas wheos ey & ol
Faspcipal. )

Towrers
by Bl Lusbs

Diftfimiilty Railings ki dhar
Bynopals: Fscor ar inparial daltzack ot o of 8 heavily-deinnded buildng.

G L] it oapm, el ] disccsr @ ahamaks e (o fhe Bp
SIS v oy e

Ddysaals
By Haypwood Nichals

Difficulry Asing: Hand

Eynepals:. Caphse & Untied Dwnoorste Placets semhip by airinating 805 of (8 oo and momring sny
m-ﬂn-.uﬂrlhuhﬂ

Elrmbigy: Cons v porr sipplies iof nlus it e-aoifae ano deribuls ther manly among wour soaad,

e ol

Difculty Rsling: Very Hard
Eynapebd: Dowiy & well culani ehed UDP wpey desat

Birniegys Dopol lakes plece =n n very g map.  Romimser @ wee T cack unl &8 soon o9 pomiitls
il i S il haves s 18 0 il

tsiard
by Bl Lenfin

Oifficaity Retipg: STAR Lavel
Bysapala: Aslsghs mar mission o rescos Acminal Bagsholiab fram fha deptie of 4 UDP jnstahiation

Birslagy: Speed b of Id dasred — by nel o svar-burden polsesl.  The rcousry ship s due Baat ol e
srnbparcy sl gric soume. Dan? even oot I your scpad inader i o STAR e mernbe.
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IBiE ADDENDUM
Scanario Bulder
Thi Fupction Keys
Mormal Al SR Wl Al Ehifl
FIl MNow  hewbame Totals i Chek Mot ShinChel
FI  Ogen Wodby larie  Cogy Liral H Themd Oppoomt R Seman
A Clonk P Lt FE  Theeme Cigeei Fil Loved
E7  Save Exmmirs Laades Fi  Gal Vicisry Wihcls Ve
7 Sewi Q@ N Fio Brefng Aot Somrarat

1 This i the equimient of pressrg & meuse busin, # vou s playeng wihou! & Toos, U b ey whene
o marval e lees lo cliching the mouss buon,

¥ This Is the equi lent o fokding dowr the All ey 80 peosting tha mouse Buton.

I Ty i thew eegravm el o hikoing dow) [fm $00 liny wed presing s monss borer

A Thiig will Sunlyy s varsion ourbsr of tha Beasa e Bulides,

Changlng Ihe Palalls

Ta changs tha palatin fho upper righi-hand window [Rat sonisins e map plecoa), usa the 7" wwd
T ey

Moving About the Mep

To changs kraly, usa tha "+" and " keya. Tha "+ kay will move 10 & highar laved, the = key will
merod ko = lower leval. The map is maved by using the arroey kays, Each lime you hod down the
#5M gy Bnd SOES a0 aroW ey Il Wik e thE ad 5568 BGUANS In 18t diectias. Tha map miay ba
meved left and right 8 squarss &1 & fme by holdag down he contral key and prassiag e ol o
rhl arrew keye The map i moved up and down 8 ecusres 3l & tirms by holding down e cantrol
iy and prassing lhe page up or page down koys.

Seiscling Map of Palaits Squarss

i you do not have a mouss, (he weypoard s cesd o seiscr squares. Both ihe map and e paleie
window have cursars thal you may move usng the keyboard. Thess cursors Eppesr =
crosshaira The mep cursor s moved by using the arrow keye. By waing the keys dascdbed
Ealow, you can monve e palette cursor around.  Aememosr, withod! the mouss you mest Uae Tk
F2 koy in place ol tha meuss buflon. Nols that the keye ussd la move the palode cursor Brs in 8
dizrmond-shaced patiom 1nal ks thim 008y o Mmemb.

ﬂ“i
<= g




B4 ADDENDUM

Breach

Tha Function Keys

Koy Mol AL BHR Koy Mgrmal Akt Shik
B hew Seund Togghe F2  Coel) AbClckd BHACH
E3 e Fa

F5 el FE Mison St

F Saw A Vidary Condibons

F2  Closs G  FID Miswcr Brefiig  About Besaen

1 This is e squivaient of pressing & mouse buton. | you e pliying WEoU & mouse, e Tis key e
e i) Pelers dn cdaking T rens bursn,

2 Thig it squsaiere af hoidng down Fw Al kry ard pressing fhe moupe buren

¥ This i i mquivale | baldrg o Bva ahill sy and preasing fha mouse Bofian.

Using the leons

¥ you do rol have & mouss, the icons are salecied by Lsing Ihe keyboand. Keys 51°, 27, 37, "W,
5 mnd "8° oparaln T row of icons af the botom of e soreen, The ™17 oy opaaies 1he bafmos
icon Deop Objact, "2° oparetesthe neod (con Uss Shall, snd so on.

The Next Bunon Is cpacaled by pressing (he “N” key.  To “shifl-clck® e Nexd Button, hold the
i iy down wihills pressing the " ey (nOLE; De SUre capa ook i3 not 56t of sise whenever you
oo * W il will mamome shili “tF,

Tha Cranga Scals Bution (s oporstad by pressing the *5% key.

Salecting Map Squarss

If youi da nol Fave & mouss, you use Iha keyboard to salect aqlarss. The moo has a cursor that
you may move Using the Xeyooard. Tha cursor appaans &5 & croosharr. By using the smow wmys,

Ihe ouraot can oe moved sound the map. Remembar, without the mowss you maat us tha F2 key
in plieca of (e mousa bubeon

koles

Tha Breach program cisk is ol boolable. You must irel Dogt your computer from your DOS disk
To run Branch, type "HAEACH" a! the DOS prompt. Tonun the Seanavio Bufidar, fype "SCENARICE
e DOS prompt

When a wide viaw (s dispiayed in Biaach (by using & datector of & scouTs changing the scria),
mreTEma WAl mpoear ke This E




