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The Caribbean island of Sa0 Madrigal, iying near the coast of Brazil, has fallen
under the control of a fascist dictator following a bloody military coup. Recent
discoveries made the island the area’s largest producer of oil and chemical
products. The previous democratic govemment had wsed the oil revenue jo
develop the island's industry and economy almost fo westem standards.

A lof of western investment and aid helped the island’s initial development,
guaranfeeing favourable confracts and frade agreements for western business.
After the coup all western assefs were seized and any agreements revoked: the
new president denounced western involvement as imperialism, and is carrently
negofiating new trade agreements with China, who are believed fo have aided
the new president in the coup.

An overt operaion fo restore democracy and to recover our interests is politically
dangerous as the new president seems fo be enjoying a lot of public support for
standing up fo the west. An undercover operation has been sanctioned to remove
the new military junta from power. In this we will be working with the leader of
the previous democratic govemment who is currently trying fo co-ordinate and
raise support for a counter revolution.

You may vse propaganda, political or direct military action fo bring this about -
you will have to decide the most sitable approach in relation to developing
conditions. Public suppori for the democratic faction will be vital if the
opposition leader is to succeed.

Your team will consist of 3 specialists, one military, one political and one
propaganda. Each of these has command of eight deep cover agents who have
infiltrated the island and assumed local idenfities.

Upon the island, hiding in the wild rain forests that cover the island’s south west
region, guerrilla forces loyal fo the rival leader and the opposition will provide
a source of reliable intelligence and support i military operations, if you in fum
supply them with essential food, medical equipment and weaponry. These
people range from studen! sympathisers and rogue rebel factions through to high
ranking govemment officials. Your agenfs will come into confact with these
people and they will assist you with your overal! mission.

Once the President has been deposed, and the seaf of authority wrenched from
the dictatorial powers that be, then and only then can the rival leader be safely
retumed o office, and a new govenment for the people formed.

On loading up “Ceniral Intelligence”, you will be offered the choice of first
viewing the Tutorial before going into the game. The Tutorial will show you how
1o set up a mission and how each of these missions affect the state of play.

When you enter the game 3 options are displayed. If you want fo play as a 1st
Class Agent, where the Opposition Party is alveady in deep trouble, winning will
be more difficutt. A 3rd Class Agent is for the beginner, the island is relatively
neutral and defeat is less likely fo happen sooner. A Znd Class Agent would play
somewhere in between these two levels.

Three depariments are available in the game - Political, Propaganda and
Military. Each depariment contains 8 Agents and is headed by a Specialist.

When you access a department the Specialist Screen is displayed showing the
status of your Agents. Each one can be selected by clicking on the name.

Specialists can accept the same missions as Agents and also have an exira sef of
operations in their repertoire. They are experienced Agents and are more likely
10 succeed with high risk missions.

You could use a Specialist all the fime buf there is only one for each department.
Should one be killed or imprisoned, fhen the whole department will have to
close down and your Agents will no longer be available from the Specialist
Screen. Access fo the Agents in this depariment would still be possible but enly
as individuals, and should this become necessary, then you will have to locate
these Agents by finding their position on The Map.
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Selecting an Agent or Specialist for a mission is done by making them active i.e.:
clicking on the Hand Icon and turning it THUMBS UP A Target lcon will then
appear on various screens which, when selected, will bring up the Actions
Window from where you can choose your mission.

The procedures for setfing up each mission are similar, and it is your choice
which mission you require for the fask ahead.

It is possible to have every Agent acfive af once, and you can send more than
one Agent on the same mission af the same fime. However, you cannot select two
Agents from different departments to go on the same mission - they must be from
within the same department,

Some missions are common fo all departments, but each department does have
its own set of specific missions. A full list of all the missions available to each
Agent and Specialist is accessed off the icon at the fop of their respecfive
Specialist Screens - it would be far betier 1o use this information in conjunction
with the Ceniral Infelligence Demo before atlempting a mission.

Any early assault using purely one department will prove to be a mistake. For
example - by using Milifary means only af the start of a game if is unlikely that
any long ferm progress can be made, and you will find your Agents disappearing
into the dark dungeons of Sao Madrigat very quickly.

Agents can in no way remove the President solely by themselves. They must
bring the people fo rise against the Government, creating an atmosphere of ill
feeling fowards the ruling powers that be. This will not happen overnight. But by
developing a balance between-the 3 depariments, and nurfuring a working
relationship with the Opposition on the island, then unnecessary and costly
moves such as loss of Agents can be avoided, and a covert style operation
maintained.

Resources play an important role in missions. Agents are going fo need them to
set up some operafions. When immediate resources run out, and they will, use
what can be found on the island.

Agents are also going to need the help of cerfain people to complete some
missions. Finding out who can be trusted is only going fo be achieved by making
confacts early on in the game. .

THE CPPUSITION FARETY

This location is the main centre for resistance activity on the island. Positioned
in the town of Nueva Laguana, here the major players in the intended downfall
of the Government meet and organise their strategies.

One of these is the Rival Leader, the character who will eventually succeed the
President should you win.

Under permanent monitoring of the state police, life threatening moves will be
made on the HQ and ifs personnel for sure. Regardless of this, the Rival Leader
must be kept informed of Agent missions as much as possible, which means
regular meetings at risky venues.

The reason for this is that the position the Rival Leader holds is one of great
power and it is vital that access be mainfained throughout the game.

Living and working from the Opposition Party HQ, the Rival Leader will receive
intelligence from many sources, some of it good, some completely inaccurate.
This news will be passed throughout the opposition community fo resistance
groups who will be relying on its authenticity fo make their next moves.

The more accurate reports The Rival Leader receives, the befter the chances for
a group lo fake on a successful mission - your Agents should always be first 1o

make contact with precise news.

One group desperately in need of accurate infelligence, as well as basic Military
and Propaganda supplies are the Rebels.

Commanded by the Rival Leader, the Rebels appear as individual rebel units
brought fogether as one strong force by the cause to remove the President.

Found predominantly in Jungle, Rain forest and Wasteland areas of Sao
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Madrigal, they will 1ake on any mission as long as the resources are avaifable.

They will noi work with Agents, but prefer fo operale as a single unit, giving
back up and much needed support where and when necessary.

Rebels need intelligence fo carry out missions. Agents should either contact
them individually or pass news via the Rival Leader who is known fo the Rebels
and can be trusted.

As the country falls info the hands of the Opposition, the Rebels will head
towards the Capital and ofher sites of importance. Conflict will increase and
supplies will run out. The Rebels must be kept strong for the final battle and the
storming of the President’s Palace.

Just as important fo the Rival Leader, another group associated with the
Opposition are the students.

In some cases Iriendly 1o the Rebel cause, they are also in constant touch with
The Opposition Party HQ.

Operafing on both sides of the law, studenfs can be very helpful with
Propaganda campaigns, buf dangerous when it comes fo infrming on opposition
missions.

They will work alongside Agents, who should iry o keep them loyal with bribes
and various low risk missions.

Agents should be wary of Pro-Govemment Students who may appear to be
assisting with missions. They wiil most probably be talking with the State
Police, and could put a whole Specialist Department af risk.

The Opposition is @ large scale movement revolving around The Oppasition Party
HQ. This location should be monitored at all times, and must never be lost to Pro-

Government forces.

Use your Agents in conjunction with these groups and other opposition followers

- then victory is possible. Ignore them and the President will find it all very easy.

THE

The Parliament and President’s Palace are the two locations on Sao Madrigal
from where the Govemment rule. Securily is incredibly fight, having State
Police and battalions of Troops always on guard.

Ministerial moves, like Pro-Government Propaganda, are carried out from The
President’s Palace. Media people offen come here to prepare Broadcasts.
Officials from around the island arvive every day with news and reports from
their regions.

The Parliament is the home of the Military Council, where Generals organise
fheir Troops in the batile against the Rebsls.

The President usually commutes between fhese locafions daily, and has a say in
all matters Ministerial and Mititary.

Strict orders will be delivered to Government figures who will carry them out.

Ministers will mee! with Officials and senior figures on the island. They deal with
people, and often make visifs to the smailer hamlets of the island.

The State Police also come under the reign of The President’s Palace. Minislers
will order raids on Anfi Government locations, and "Snatch Squads” will pick up
Opposition followers off the streets, perhaps never lo be seen again.

Generals fravel between Troop positions 1o brief units on missions. They also
control fhe flow of military hardware that is on the island.



Troops will go on manoeuvres fo spy and make assaults on Rebel positions. They
will also give back up fo the State Police where and when required, for example,
at an Anti-Govenment Demonstration.

The President, along with all Ministers and Generals, have their own personal
security as well as the normal securily of State Police and Troops. It will be
impossible to gain access to them when this type of securily is present.

Government actions for suppressing the Opposition threat are very nearly
incessant, and without the help of Agents, the Rebels will have no chance
whatsoever of ousting the Govemment.

To rid the island of the President it will be necessary for Agents te make contact
with Ministers and Generals, and bring them oato the side of the Opposition.
Government security will sometimes briefly be lax, so this is the momen? when
an Agent should make their move.

Once a Government figure has come over 1o the Opposition, their life could well
be in great danger. Contact must still be maintained so that they can continue
to assist the Rebels. ‘

SAN MAORTEAL

The 1360 characters on the island all have their own personalifies, uses, and
ways of affecting the outcome of each game,

Here are some nofes on how your Agents should approach and maybe interact
with them.

Covering The Hamlet (fhiefs, Town Mayors and Regional Secretaries, they are the
organisers behind demonstrations and rallies on the island. Should either the
Government or Opposition and Agents require one 1o be set up, then these are
the people they will have fo confact.

As they are liable to swap sides without warning, Agents should keep them up
fo date with Opposition moves but must be wary of State Police informers.
Officials are a steady source of intelligence, receiving reports from all around
the island. However some act as the voice of the Govenment Propaganda
machine - so expect much disinformation.

Regularly in telephone confact with Officials and Govemment figures, they
include Directors, Management and Ambassadors. Those on the side of the
Governmeni are easily manipulated info carrying out P Government
Propaganda, and should be approached with extreme care.

Agents will have fo make confact with these people to sef up some Propaganda
Events - for insfance - the Head of all Workers Unions on Sao Madrigal is the only
person on the island who can organise mass industrial acfion.

These are the ground floor workers of Sao Madrigal, ranging from Drivers fo
Engineers, Secrefaries fo Shop Assistants. They represent the majority of the
population, but are in the minority when it comes 1o having any say in the
running of the country.

Shifting supplies around from region fo region and maintaining locations are just
some of the many jobs they carry out.

They will ofien meet together and with Group A Workers, but are unlikely ever
to come into contact with senior figures. Should you see any reports of Group B
Workers meefing with important people then it could give you scope for &
possible Blackmail mission by a Political Agent.

These people ére held in various State Police establishments around the island.
Nobody is safe. Anybody who is suspected of crimes against the Government will
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On The Front

be killed or imprisoned.

Many imporfant characters find themselves in this situafion at some time,
although detention may be only femporary, it could last for years.

Rebel Forces will attempt to free prisoners by making daring night time raids on
High Security locations. A skilled Specialist Agent will be needed if you wish fo
attempt such a mission.

THE TOOMS ard SYFROLS

Here is a brief description of the “Cental Intelligence” icons and symbols.

Screen

The Opposifion Party HQ:
This {ocation, home of the Rival Leader, can be quickly accessed from here.

Student Sympathisers:
A screen is displayed showing each student represented by a flag, the colour of
the flag determining their allegiance. By clicking on the flag the student can be
accessed,

Rebels:
The same as with Student Sympathisers but for Rebel Forces.

Political Prisoners:
All characters currently in defention on the island are shown here.

The Cemefery:

 This shows all the characters who have been killed in the game.

Polifical Department:

-The Political Specialist screen is displayed.

Propaganda Department:
The Propaganda Specialist Screen is displayed.

Military Department:
The Military Specialist Screen is displayed.

Hamlets:
This icon gives you a list of every hamlet on the island. By clicking on a chosen
hamlet its position is overlaid onfo the map.

Towns:
The same as with Hamlets but for Towns.

Cities:
As with Hamlets and Towns but for Cilies.

Agent Posifien:
Any area that has a Specialist or an Agent positioned there is overlaid onto the
map. The colour and marking (5 or A) of the symbol coincides with what it
represents.

$iland Allegiance Now:
Shows the current allegiance of the island. Each square is a populated area and
the allegiance is defermined by its colour : RED - Pro / BLUE - Anti / GREY -

Neutral.

Island Allegiance Start:
This was how the allegiance of the country looked at the start of this game.

Character Allegiance Breakdown:
This screen displays a statistical account of the istand population allegiance now.
and at the start of this game. :

Material Pool:
The material supplies currently located at the Specialist Safe House are shown.

Missions available:

On The Specialist
Screens

Here is a list of all the missions available 1o each Milifary, Propaganda and
Political agents. The list will differ depending on which Specialist Screen you are
on.

Back one screen:
This will take you back to the original screen before you brought on the
Specialist Screen.




On The Map

View Telex Intelligence:
If you don't want fo wait for a piece of news to scroll across the screen, click here
and the Telex will stop running. The current message will then be immediately
displayed in intelligence form.

Agent Materials:
The smaller materials icon shows you what materials an Agent possesses.

On The Location
Scren

Allegiances:
This foagles whether the allegiance of each location is shown or not when you
scroll around the lowest level of the map. The Blue Flag represents Anti-
Govemment, Red Flag Pro-Government and Grey Flag is Neutral.

Sector Information:
All the locations in the current visible secfor are shown on the lowest level of the
map. Access to each locafion can be obtained by clicking on either the name or
its icon reference.

Directions:

. Use the four normal compass points to move around the map. Clicking in the

centre of the box initiates the zoom out opfion.

Little Man:
The little man indicates a specific chosen position, and is only shown on amrival
at the map.

-
o4
i}
o
-

Location Status:
This is not an icon but indicates the current sfate of the location.

Location Allegiance:
This is not an icon but shows the allegiance of the location.

Bath of the next two icons are only displayed on the Location Screen if you have
an Agent moniforing in the area.

Materials on sight:
Al the materials at the location are shown.

(Characters on sight:
A list of all the characlers on sight are shown in the Character Window from
where each character can be easily accessed.

Character Update:
Click here fo update the time while siill in the Character Window. This is useful
when you are waiting for someone to arrive at the scene without wanfing o
leave the Character Window.

Character's work location:
This takes you fo where the Character is employed on the map {defined by The
Little Man).

Character's home locafion:
In the same way, this takes you 1o where the Character lives.

Character's current locafion:
This fakes you to the Character's current position on the map.

Intelligence:

On The Character
Screen

The infelligence the character owns. Ranging from GREEN {least priority) fo RED
{the most confidential).

Character's materials:

Any materials the character owns.

Face - |.D.Tag:

Clicking on the character’s face will cause the screen fo clear back to the front
screen. This character is now Tagged' and can be accessed again from the
Porfabie Icon.

Return to Safe House{Agent only):
The Agent will be immediately sent back fo the Safe House.

Select/Da-select Agent or Specialist:

This is used to Select or De-select an Agent for a mission.




On The

Security Badge (Government Figures anly):

This confirms if the character has bodyguards.

Intelligence
Screen

Character Icon Synopsis:

When a piece of intelligence is displayed, icons are put at the bottom of the
information lo represent any locations or characters that are in the infelligence
{The lcon Synopsis). Clicking on a Chamcter Icon will give you access fo that
Character.

Location icon Synopsis:

Clicking on the Location lcon will fake you to the Map, and that specific location
{defined by The Little Man).

Clicking on the right mouse will display the "Portable Icon’ it can be brought on
at any fime, on any screen, and is an exiremely vseful fool in the game.

It contains the 3 Political, Propaganda and Military Specialist Department lcons
which allows quick access fo your Agents without having to go back to the front
screen. Also the two “Tag' icons appear here.

Character Tagged:
Clicking on this will recall fo the screen, the last character you Tagged"

Infelligence Tagged:
Clicking here will recall fo the screen, the last intelligence you had accessed.

The “Central Intelligence” Options are accessed via the Porfable Icon.

Options:

Back to Front Screen:
This icon refurns you fo the front screen.

IO

Should an event or incident of vital imporfance occur in the game then an
animated icon (MICON) will materialise on screen. By clicking on the micon,
access fo some relevant information is possible.

For instance, when an Agent returns from a mission a MICON appears to alert
you of this. There are 3 different Micons for each Specialist Depariment -
Political, Propaganda and Military, so that you do not get them confused.

Clicking on the MICON will bring up the Agent, who can then be interrogated or
selected again as if just chosen from a Specialist Screen.

Another example would be when a Curfew has been imposed on the island. This

Animated Micon will appear -

Clicking on this will display an Information Box explaining the reason for the
MICON.

By then clicking in this Information Box you will be taken 1o the Town or Region
where the Curfew has been imposed.

There are many different MICONS in the game, each one depicting an incident
- ranging from the death of a Government Minister to news of a life-threatening
move on the Rival Leader.

You don't have fo click on a MICON, as it will only stay on the screen for a brief
period of time. However, they do have a purpose and should not be ignored.

THTELLIGERCE

Infelligence is the staple diet of the Spy and every characier on the island
possesses it. Each character makes his or her decisions upon it and base their
allegiance on what they know.

It comes in the form of Book Icons which are displayed in the Character Window,
ranging from low grade infelligence (GRADE 1 - GREEN BOOK) to the highest of
priority (GRADE 5 - RED BOOK). There is also a GREY BOOK which specifies
infelligence of an unknown quantity, which basically means - make of the
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confenis what you wiil.

When you access a characler, more offen than not clicking on a Book Icon will
give you no joy. This is because a characler of a Neutral or Pro-Govemment
persuasion will restrict their intelligence to you.

On the other hand, an Anti-Govemment characier is more than willing 1o divulge
what intelligence they possess o you. You can read reports freely and though
the intelligence may enly concern Rebel followers, it should be possible fo gain
an understanding of how the Oppesition operate.

The problem of restricted infelligence can of course be addressed by atfempting
missions like & Bribe or a Blackmail, or persuading the character to furn Anti-
Govemment, perhaps using force. These are High Risk missions and must be
attempted at some stage.

By using a Bribe, the character’s infelligence may well continue restricted on the
Character Window, though the Agent will obfain a single piece of restricted
intelligence. This intelligence can then be passed fo, say, the Rival Leader, who
would have no knowledge of it.

An Agent should make confact with characters as much as possible, obtaining
and passing intelligence. They can act as go-between for characters whe may
never normally meef or exchange news.

With so much inteltigence circulating around the island, it will be impossible fo
keep track of every ilem of news. What you should be looking oul for are
intelligence reports that relate fo a planned mission, or infelligence you can
specifically make a fresh move on.

TOOH SYHOPSTS
When a characler is accessed and infelligence is displayed, at the botfom of the
infelligence window icons sometimes appear. These icons represent any
characters and locations that are currently being shown in the intelligence

window. By clicking on any of these icons access to either a character or location
can be obtained.

Clicking on a Location Icon will take you to the map where a symliol {LITTLE

MAN;) indicates the position of this location in the sector.Clicking on this symbol
will then immediately take you fo this location. The location will be the location
described in the intelligence.

Clicking on a Character lcon will show the Character that the icon represented
in the infelligence. The character can then be viewed or manipulated as if
chosen from a Characler screen.

There may well be a number of icons at the foot of the intelligence window, as
a piece of news usually mentions numerous characters and locations or has mere
than one reference fo the same character or location. So look at the icons as if
reading the intelligence from start fo finish, only displaying what is shown in the
window. '

If you have not already taken a look at The Central Infelligence Tutorial, do so
now. It shows you how the ICON SYNOPSIS can be used in the game, and it is
something that once grasped will be used extensively when analysing mission
results.

TELEH

Another form of infelligence is The Telex, which is an on running service that
appears on each Specialist Screen. The service is updated daily and is usually
relevant to the Depariment you are viewing on - e.g.; Military news for the
Military Depariment.

The intelligence you see is similar fo Characler Intelligence, but insiead has
been intercepted from various Media/Telecommunication offices on Sao Madrigal
and channelled to a Specialist.

The news could be up to the minute or days old, ultra confidential or trivia. There
is so much intelligence circulating around, it would be unwise fo rely on this
service as your only source of infelligence. But you could occasionally see a
name or location that has some value and might well be worth checking out. This
can be done by clicking on the RED BUTTON which femporarily stops the Telex
and documents the infelligence so the ICON SYNOPSIS can be used fo gain
access 1o these names and locations.

Sometimes it is quite interesfing fo just sit back and watch the Telex-running;




you never know what news might come through next.

L5 NN N N I 1 IS N
This is available on the Front Screen or from the Portable foon. It isa 24hr clock.
The characters of Sao Madrigal usually keep to a normal daily working schedule

and use the night time for play and sleep.

All events, like Meetings and Broadcasts rely on the clock and every piece of
intelligence is Time Stamped.

One of the Options on “Central Infelligence” is fo speed up the clock - an option
more appropriate for an experienced player.

THE ﬁﬁ?

The island of Sao Madrigal is displayed on the front screen. Clicking anywhere
on the map will bring up the smaller quarfer screen map, where you can zoom
in or out and scroll around. This map representsone sector of the island,

By using the available icons on the front screen, it is possible fo overlay
Allegiances and Positions onto the full map. Each small square represents a
sector of the island.

CERTRAL THTELLIGENCE
Its program code is the copyright of Ocean Software Limiled and may not be
reproduced, stored, hired or broadcast in any form whatsoever without the
written permission of Ocean Software Limited,

THIS SOFTWARE 'PRODUCT HAS BEEN CAREFULLY DEVELOPED AND
MANUFACTURED TO THE HIGHEST POSSIBLE STANDARDS. PLEASE READ THE
INSTRUCTIONS FOR LOADING CAREFULLY.

This game has been fested and checked for viruses. Please do nof use any form
of disc utility with any Ocean product as it may corrupt the data and render the
disc unusable.

Technical Support:

If you have any problems running or playing this game, please confact us either
by fax or telephone. The telephone line is open from 10.00 am to 5.00 pm every
weekday (except Bank Holidays). The fax is available 24 hours a day.
Telephone: 061 839 0999

fax- 061 839 0997






