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End-User License Agreement for DATA BECKER Corp.

IMPORTANT-READ THIS CAREFULLY

THIS END-USER LICENSE AGREEMENT ("AGREEMENT") IS A LEGAL AGREEMENT BETWEEN YOU AND
DATA BECKER CORP. ("DATA BECKER"). YOU SHOULD CAREFULLY READ THE FOLLOWING TERMS AND
CONDITIONS BEFORE OPENING THE PACKAGE TO THE ENCLOSED SOFTWARE PROGRAM.
DOWNLOADING, OR INSTALLING THE SOFTWARE PROGRAM, OR OTHERWISE USING THE SOFTWARE
PROGRAM, MEANS YOU ACCEPT THESE TERMS AND CONDITIONS AND UNDERSTAND THAT THEY WILL
BE LEGALLY BINDING ON YOU (EITHER AN INDIVIDUAL OR SINGLE ENTITY), ANY END USER, AND DATA
BECKER. IF YOU DO NOT AGREE WITH THEM, OR DO NOT WANT THEM TO BE BINDING ON YOU, YOU
MAY NOT USE OR COPY THE SOFTWARE PROGRAM, AND YOU SHOULD PROMPTLY RETURN THE
SOFTWARE PROGRAM FOR A FULL REFUND.

The Software Program is protected by copyright laws and international copyright treaties, as well as other
intellectual property laws and treaties. The Software Program is licensed, not sold.

1. OWNERSHIP

It is hereby understood and agreed that DATA BECKER Corp., a Delaware Corporation with offices at 210
Highland Ave, Needham, Massachusetts is the owner of all right, title, and interest to the Software Program
recorded on the enclosed disk/CD-ROM and all subsequent copies thereof, and associated documentation
("Software") regardless of the media or form in which the original disk or copies may exist. You, as licensee
("Licensee") do not acquire any ownership rights to the Software.

2. LICENSE
A. DATA BECKER hereby grants Licensee a nonexclusive right to install and use one copy of the Software on a
single computer on a single video screen at a single location.

B. It is understood and agreed that while the Software is not "copy protected," Licensee shall not copy the
Software into any machine-readable or printed form except for archival or for backup or modification purposes, nor
shall Licensee modify the Software and/or merge it into another computer program.

C. Allrights not expressly granted are hereby reserved by DATA BECKER.

D. You may install the Software to allow you to use the Software over an internal network. However, you must
acquire and dedicate a license for the Software for each computer on which the Software is used or to which it is
distributed.

3. TERM
A. The license is effective until terminated. Licensee may terminate it at any time by destroying the Software
together with all copies thereof.

B. This license will terminate upon conditions set forth elsewhere within this Agreement or if Licensee fails to
comply with any term or condition of this Agreement. In such event, no notice shall be required by DATA BECKER
to effect such termination.

C. Upon termination of this agreement, Licensee agrees to destroy the Software together with all backup copies,
modifications, printed or written materials, and merged portions in any form, or return same to DATA BECKER at
Licensee's expense.

4. RESTRICTIONS ON USE
A. Licensee may physically transfer the Software between computers provided that it is used on only one
computer at any given time.

B. Except for the initial loading of the Software on a hard disk or for archival/backup purposes as provided for
above, Licensee shall not, without DATA BECKER's express written consent:

1. Copy or reproduce the Software;

2. Electronically transfer the Software through a LAN (local area network) or other network system or through
any computer subscriber system or "bulletin board" system or through the intranet or internet; or

3. Modify, adapt, or create derivative works based on the Software or any accompanying materials.

5. RESTRICTIONS ON TRANSFER

A. Licensee may transfer the Software and this license to another party if the other party agrees to accept the
terms and conditions of this Agreement and you retain no copies. If Licensee transfers the Software, Licensee
must simultaneously either transfer all copies whether in printed or machine-readable form to the same party or
destroy any copies not transferred, including all modifications and portions of the Software contained or merged
into other programs.

B. Licensee shall not sublicense, assign, or transfer the license or the Software except as expressly provided in
this Agreement. Any attempt otherwise to sublicense, assign, or transfer any of the rights, duties, or obligations
hereunder is void. Licensee shall not loan, rent or lease the license or the Software.



6. UPDATES

Enclosed with this package is a Software registration card. In the event that upgraded versions of the Software are
developed, DATA BECKER may, at its discretion, make such updates available to those Licensees that have
returned this completed registration card, paid any required fees, and returned the original Product to DATA
BECKER.

7. LIMITED WARRANTY

A. DATA BECKER warrants the disks on which the Software is furnished to be free from defects in materials and
workmanship under normal use for a period of thirty (30) days from the date of delivery to Licensee, as evidenced
by your receipt.

B. Licensee shall assume responsibility for the selection of the Software and for the installation, use, and results
obtained from the Software.

8. NO OTHER WARRANTIES

OTHER THAN THE LIMITED WARRANTY ABOVE, THE SOFTWARE IS PROVIDED "AS IS" WITHOUT
WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. TO THE
MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, DATA BECKER AND ITS SUPPLIERS DISCLAIM ALL
OTHER WARRANTIES, EITHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. WITH REGARD TO
THE SOFTWARE AND THE ACCOMPANYING WRITTEN MATERIALS DATA BECKER DOES NOT WARRANT
THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS OR THAT THE
OPERATION OF THE SOFTWARE WILL BE UNINTERRUPTED OR ERROR FREE. The entire risk as to the
quality and performance of the Software is with you. Should the Software prove defective, you (and not DATA
BECKER) assume the entire cost of all necessary servicing, repair, or correction.

D. This Limited Warranty gives you specific legal rights, and you may also have other rights that vary from state to
state.

9. REMEDIES
A. DATA BECKER's entire liability and Licensee's exclusive remedy shall be:

1. The replacement of any diskette/CDrom not meeting DATA BECKER's "Limited Warranty" above and that
is returned to DATA BECKER or an authorized dealer with a copy of your receipt; or

2. If DATA BECKER or the dealer is unable to deliver a replacement copy that is free of defects in materials ,
Licensee may terminate this Agreement by returning the product and Software for a full refund of the
purchase price.

10. NO LIABILITY FOR CONSEQUENTIAL DAMAGES

To the maximum extent permitted by applicable law, in no event will DATA BECKER or its suppliers be liable for
any damages whatsoever (including without limitation, special, incidental, consequential, or indirect damages for
personal injury, loss of business profits, business interruption, loss of savings, loss of business information, or any
other pecuniary loss, arising out of the use of or inability to use such Software, even if DATA BECKER or its
authorized dealer has been advised of the possibility of such damages, or for any claim by any other party. In any
case, DATA BECKER and its suppliers' entire liability under any provision of this agreement shall be limited to the
actual amount paid by Licensee for the Software. Because some states/jurisdictions do not allow the limitation or
exclusion of liability for incidental or consequential damages, the above limitation or exclusion may not apply to you.

11. JURISDICTION AND DISPUTES
A. This Agreement and the Limited Warranty shall be governed by the laws of the Commonwealth of
Massachusetts, U.S.A.

B. All disputes hereunder shall be resolved in the applicable state or federal courts of the Commonwealth of
Massachusetts. The parties consent to the jurisdiction of such courts, agree to accept service of process by mail,
and waive any jurisdictional or venue defenses otherwise available.

12. INTEGRATION

This Agreement constitutes the entire understanding of the parties, and revokes and supersedes all prior
agreements, oral or written, between the parties, and is intended as a final expression of their Agreement. It shall
not be modified or amended except in writing signed by the parties hereto and specifically referring to this
Agreement. This Agreement shall take precedence over any other documents that may be in conflict therewith.

LICENSEE HEREBY ACKNOWLEDGES THAT IT HAS READ THIS AGREEMENT, UNDERSTANDS IT AND
AGREES TO BE BOUND BY ITS TERMS AND CONDITIONS.



Copyright

This book is copyrighted. No part of this book may be reproduced, stored
in a retrieval system, or transmitted in any form or by any means,
electronic, mechanical, photocopying, recording or otherwise without the
prior written permission of DATA BECKER CORP.

DATA BECKER CORP does not make warranty or representation, either
express or implied, with respect to this software or documentation, their
quality, performance, merchantability, or fitness for a particular purpose.
This software and documentation are licensed ‘as is’ and you, the licensee,
by making use thereof, are assuming the entire risk as to their quality and
performance. In no event will DATA BECKER CORP be liable for direct,
indirect, special, incidental, or consequential damages arising out of the
use of the software or documentation, even if advised of the possibility of
such damages.

This book contains trade names and trademarks of several companies.
Any mention of these names or trademarks in this book are not intended to
either convey endorsement or other associations with this book.

All rights reserved. No part of this book may be reproduced or processed,
copied or distributed using electronic systems in any form (printing,
photocopying or by any other means) without the written consent of DATA
BECKER GmbH & Co. KG.



Important Note

The procedures and programs described in this document are given
regardless of patent. They are intended for amateur and training purposes
only.

All information, technical specifications and programs in this book and on
the accompanying CD have been produced by the authors with the utmost
care. However, the publishers can provide neither a guarantee, nor accept
legal responsibility or any other responsibility, for consequences resulting
from incorrect information.

The software and hardware designations and trademarks of companies
used in this book shall generally remain subject to the legislation covering
trade names, trademarks and protection under patent law.

The text contained in this book are suggestions and examples only. They
include selective information only with no claims made for completeness.

In addition, although the text has been created with great care, the
publisher and the authors shall accept no responsibility for the
completeness or correctness, for the contents of the text or for the success
of the users actions after following the information given in this manual.
Using the information given in the text is solely at the user's own risk.

The names and addresses given in this text are fictitious. Any resemblance
to persons alive or dead is purely coincidental and unintentional.



[L.1  Installing and starting the game 3|
. INCW [CALUTES uueeeeeeeeeneeeeeeeeeesesnessssssssssssssssssssssssssssasssssssssanananane 5|
B.1  Starting the new missions 6 |
B.2  Playing against the computer using multi-player maps........ 8 |
E.3 Multi-player games on a LAN 9 |
B.4  Multi-player meeting point 11 |
W.  New units, structures and upgrades ............oeecssessssssssnss 13 |
#.1  Natives 13 |
B.2  Mexicans 18 |
E.3 Desperados 21 |
U.4 Settlers 23 |
Playing the game on the INternet ........oovueesvrsssesssssssessasees 24
Playing the game on the INternet ........oovveessvessaesssssssessasees 24
5.1  Joining a game 27 |
B.2  Starting a new game 28 |
Level editor ...uuueueenensuinsunsensunnseissensuessassnsssessasssessasssssane 29
6.1  Basic functions 29 |
6.2  Editor menu bar 30 |
6.3 Creating a map (level) 32 |
6.4 Landscape paintbrushes in the command pane................... 33 |
6.5 Placing objects on the map 35 |
6.6 Adding different peoples (players) 37 |
6.7 Starting a game with your own level 39 |
6.8 Special tips for creating maps 40 |
7. Web Site and SUPDOTE .ueeeeeeueersueessveesvrsssensanesssessassssasssssesns 41

8. Credits and acknOWIeA@EMCRLS........ueeeeeeeeeeeeeeeeeeeeeeeenenesnnnee 41 |







Getting Started

1. Getting started

This chapter tells you how to install and set up the program, and it
provides tips on getting started.

1.1  Installing and starting the game

Insert the America Expansion Pack CD into your computer’s CD-ROM
drive and follow the instructions on the screen.

If Setup doesn’t start automatically after you insert the CD into the drive,
click the Start button in the Windows taskbar, then select Run and enter
X:\Setup\Setup.exe on the command line, replacing X with the letter of
your CD-ROM drive.

Click OK to confirm and follow the instructions in the installation
program.

To run the program, select Programs\Data
Becker\America\America Expansion Pack from the Start menu. If
you selected a different program group when you installed the software,
you will find the program command there.

A0 AVA &8 EG 4 W sl

INo peace beyond the line!

Start singlesplayer-campaign

>

Once the program starts, the first screen you see is the main menu. From
there you can access the new single-player missions and open or join a



America Expansion Pack

multi-player game. You can also change settings, view the credits and exit
the game as usual.

Please note that, of course, you must have the original DATA
BECKER game America installed on your PC before you can
install the America Expansion Pack. If you do not already have
the original America, please visit your local software retailer or
simply order directly from www.databecker.com.



2.

New Features

New features

The America Expansion Pack adds a whole range of new and exciting
features to America.

New missions:

You can now rob Fort Fox, play cat-and-mouse with the cavalry and tame
the Wild West. America’s four cultural groups (peoples) have eight new
exciting missions in which to challenge each other in the struggle for gold,
land and power.

New units, structures and upgrades:

In the America Expansion Pack, you get four new units, four new
structures and four new upgrades. You can learn new skills—such as
invoking the warrior spirit or clearing occupied buildings—in the Tepee of
the elders, boot camp, Chinese restaurant or wood mill. New saboteurs
(desperados), tomahawk throwers (natives), pioneers (settlers) and
armored stagecoaches (Mexicans) add a whole new set of tactics to the
game.

Play on the Internet:
If you have Internet access, you can now play America against thousands
of other Wild West fans on the Internet.

Level editor:

To keep things interesting, you can use the level editor to create new maps
whenever you want and use them to play against the computer or other
America players on a LAN or the Internet.

New multi-player maps:
You can take up this challenge right away since the America Expansion
Pack comes with 30 brand new multiplayer maps.

Improved Al:

Your units now have a wider roaming radius, enhanced fighting skills and
faster reflexes, making them more intelligent and efficient. However, your
computer opponent has new skills as well, so you will have to fight hard for
your survival in the Wild West.
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3.

3.1

Basic functions

This chapter contains all the information you need to get started with the
game.

Throughout the manual, we assume that you have already played America.
If not, first read the manual for America to familiarize yourself with the
game’s basic rules and technology.

Starting the new missions

The America Expansion Pack adds eight new missions to the original
game—two per people.

If you prefer, you can also play just the original missions even after
installing the expansion pack. To play the new missions, first start the
America Expansion Pack by selecting Programs\Data
Becker\America\America Expansion Pack from the Windows Start
menu. If you selected a different program group when you installed the
software, you will find the program command there.

A0 AVA KA AV A" WV 4L
INo peace beyond the line!

Start singlesplayer-campaign

-~

From the main menu, select Start single-player campaign and then set
up a new player on the screen that appears.
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Click OK to confirm and select the people whose missions you want to
play.

To do this, click the button representing the desired people. Then select a
mission for your people from the next menu. Before you can play the
second mission for a people, you must have survived the first one for the
same people.
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Click Level of difficulty in the menu that now appears. You can vary the
game level for your computer opponent between very easy, easy,
medium and difficult. Now click Play to start the mission.

3.2 Playing against the computer using
multi-player maps

The America Expansion Pack gives you 30 new multi-player maps that you
can use to compete against friends on the Internet or over a local area
network (LAN). If you don’t have a network, you can use them to play one-
on-one against the computer.

If you want to use one of these new maps in a game against the computer,
select Start single-player campaign from the main menu. The program
prompts you to select a player name. Either create a new player or select an
existing one from the list on the left.
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In the next menu, click one of the four people buttons to play the single-
player campaigns or select Use multi-player map to use one of the 30
new maps in a single-player game against the computer.

The Use multi-player map button takes you to a menu where you can
specify game settings on the Multiplayer meeting point screen. For
more information about the available settings, see Chapter 3.4.

3.3  Multi-player games on a LAN

You can use the 30 new multi-player maps that come with the Expansion
Pack not only to play games against the computer or with friends on the
Internet, but also on a local area network (LAN). Here you can either be a
host—opening a game on your own computer and inviting other players to
join—or a regular player who joins a game on another person’s computer.
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Opening a multi-player game

You can start a multi-player game with up to eight participants over a local
TCP/IP connection (LAN).

Note: The player with the fastest
computer should be the one to open the
game.

Click Open multi-player game on the main menu and enter your player
name on the next screen.

Click Next to confirm.

Now specify the desired game settings on the Multi-player meeting
point screen. For more information about the available settings, see
Chapter 3.4.

Joining a multi-player game

10

To join a multi-player game, select Join Multi-player game from the
main menu and enter your player name on the screen that appears. Then
click Next to confirm.

The computer displays a list of all multi-player games currently running on
your network. Click a game in the list to select it and open the Multi-
player meeting point screen. For more information about the available
settings, see Chapter 3.4.
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3.4 Multi-player meeting point

This is where you specify settings for the multi-player map you want to use.

|2 Players] - horh twix

Raw materials

Game speed

Select player’s people
First choose which people you want to play. Click the preset people to open
a menu where you can select either Natives, Mexicans, Desperados, or
Settlers.

Select the computer’s people

Follow the same steps to select your opponent, who will be played by the
computer. In the table, set the entry in the Player column to Computer
and then select a people for this player. The number of players displayed on
the Multi-player meeting point screen depends on the map you
selected. Although the map limits the number of players allowed, you can
still use a four-player map even if there are only two players. Just
deactivate the excess players by setting the Player entry in the upper table
to Closed. Human opponents on other computers can choose their own
people.

Select map
Click this button to select one of the 30 new maps.

11
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Just pick a map from the list that appears and then click Take map to
confirm.

Game type

You can choose between the following game types: Everybody for
themselves,(you must destroy all enemy units to win), Kill leader (you
win when the last enemy leader is dead) and Destroy main building (the
player whose main building is the last one standing wins).

Game speed
Use this option to vary the speed at which the units move and carry out
their tasks.

Raw materials

Select the raw materials to set the initial conditions for each player. Select a
low, medium or high supply of raw materials or one determined by the
map.

Population limit
Set this option to a number between 75 and 200 units per people. If you
have a slow computer, it’s best to choose a lower population limit.

Computer Al

Click the preset level of difficulty under Computer Al in the menu that
now appears. You can vary the game level for your computer opponent
between very easy, easy, medium and difficult.

Chat
While specifying your settings on the Multiplayer meeting point
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screen, you can chat with any other human players who are currently on
the same screen.

pting point

Player name People

[2 Players] - gold rush

R:

Just enter your remarks on the command line and press Enter to send.

4. New units, structures and
upgrades

This chapter introduces you to all the new units, structures and skills
available in the America Expansion Pack for the different peoples.

4.1 Natives

The technology of the Native Americans was no match for that of the White
Man. Consequently, the Natives’ main weapons against the increasingly
advanced repeating rifles of the invading settlers and pioneers were an
unflagging warrior spirit and love of freedom.

Native units

13
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o
Tomahawk thrower
Place of production: Training tepee
Prerequisite: Tepee of the elders
Cost: 100 food units, 75 gold units, 1 living space
Life energy: 240
Damage per blow: 14

Character traits:

¢ The tomahawk thrower is one of the Natives’ strong elite units. He has
a great deal of life energy and can attack repeatedly, fighting to the very
last breath even after being struck or wounded by the enemy, which
makes him a formidable opponent.

e After receiving proper training in the camouflage school, he is an
expert camouflage artist and swimmer.

e He’s not the best rider, and tends to find leather defense shields an
unnecessary burden. The tomahawk thrower follows the ancient ways
of the warrior, preferring to keep his hands free so that he can hurl the
tomahawk at the enemy at a moment’s notice.

Native structures

Tepee of the elders

Prerequisites: Chief’s tepee, medicine man’s tepee
Cost: 450 wood units, 400 gold units

Energy: 1200

Function: Invoke warrior spirit

Native Americans attached enormous importance to preserving their
forefathers’ traditional way of life. They honored the way of the warrior in
the tepee of the elders, which you must set up before gathering the
tomahawk throwers who follow the ancient traditions and rules of their
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tribe. Here you invoke the powerful warrior spirit that strengthens all
fighting units for a certain period of time.

The tepee of the elders has room for two warriors at a time, who must then
use their strength to defend the structure. This makes it a well fortified
base that plays an important role in defending the camp and holding
important waypoints.

Native upgrades

E\—_. -.":l
i’
L--'a- : _é

Warrior spirit 1

Function: Briefly boosts morale 5%

Applies to: All military units. Surrounds units with a visible aura.
Place of production: Tepee of the elders

Cost of development: 100 food units, 100 wood units, 200 gold units
Cost of execution: 75 units of magic energy

e
1
LR

Warrior spirit 2

Function: Briefly boosts morale 10%

Applies to: All military units. Surrounds units with a visible aura.
Place of production: Tepee of the elders

Cost of development: 100 food units, 100 wood units, 200 gold units
Cost of execution: 75 units of magic energy

A
lag i
(o
Warrior spirit 3

Function: Briefly boosts morale 20%

Applies to: All military units. Surrounds units with a visible aura.
Place of production: Tepee of the elders

Cost of development: 100 food units, 100 wood units, 200 gold units

Cost of execution: 75 units of magic energy

15
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The warrior spirit places fighting units in a kind of trance, during which an
acute awareness of the power of their ancestors and the importance of the
fight for freedom makes them totally fearless.

Native skills

'
7.
-
& -
Invoke warrior spirit

Function: Briefly boosts morale by 5, 10 or 20 percent, depending on the
warrior spirit upgrade level.

Applies to: All military units. Surrounds units with a visible aura.

Place of production: Tepee of the elders
Cost: 75 units of magic energy

To invoke the warrior spirit, select the Tepee of the elders, then look for the
warrior spirit upgrade buttons in the menu for this structure. First click
Warrior spirit 1 to check out the first level, and then select Invoke
warrior spirit to place your warriors in a trance.

You'll need at least 775 units of magic energy to invoke the warrior spirit.
Check the menu for the Tepee of the elders to find out how much magic
energy you have. In our example, you have 75 units: exactly what you need.
After you invoke the warrior spirit, 75 units are deducted from your total
magic energy, which then builds back up gradually.



New units, structures, and upgrades

Invoking the warrior spirit surrounds your fighting units with a visible
aura. This makes their already strong morale even stronger in battle. But

watch out: The warrior spirit lasts only for a short time.

17
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4.2 Mexicans

The Mexicans relied heavily on their fortifications for protection. As a
result, the settlers and Natives preferred to attack the less heavily guarded
Mexican outposts, cutting them off from their supply chain. To avoid
leaving their outposts defenseless and exposed to enemy attacks, the
Mexicans used armored stagecoaches to protect their valuable transports
of goods.

Mexican units

E_'_":I
L

Armored stagecoach

Place of production: Wood mill

Cost: 200 wood units, 2 horses, 100 gold units, 2 units of living space
Life energy: 600

Damage per blow: Depends on number of guards

Character traits:

e The units who man the armored stagecoach receive greater protection
while inside the vehicle. They shoot with normal strength from inside
the stagecoach.

e An armored stagecoach can be manned by any two units. Following the
Enlarge stagecoach upgrade, the armored stagecoach can hold four
units.

¢ You do not have to place the stagecoach in an optimum shooting
position, for it can defend itself even while moving. It is a good choice

for patrols or when traveling across battlegrounds.

e Destroying the stagecoach kills all the units inside.

18
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To place a unit inside an armored stagecoach, first select the desired unit
and then right-click a stagecoach that has enough room inside.

To move one or more units out of an armored stagecoach, select the
stagecoach and then click the Remove units button in the stagecoach

menu.

Mexican structures

L--: i
Wood mill

Prerequisites: Command post, fort

Cost: 300 wood units, 200 gold units

Energy: 1100

Function: Produces armored stagecoaches, enlarges a stagecoach

You must have a wood mill before you can produce armored stagecoaches,
which can shelter up to four units, depending on their size.

Mexican upgrades

19
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Enlarge stagecoach

Function: Adds space for 2 more units to an armored stagecoach
Applies to: Armored stagecoach

Place of production: Wood mill

Cost: 400 wood units, 50 gold units

20
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New units, structures, and upgrades

Desperados

Because the desperados consistently fail to breach strong fortifications in
their raids, they are adding a new member with special skills to their gang:
the Chinese saboteur. You can sign him up in the restaurant and then use
him to clear and capture enemy defense structures.

Desperado units

Saboteur

Place of production: Restaurant

Cost: 80 food units, 100 gold units, 1 living space
Life energy: 100

Damage per blow: 8

Character traits:

e The saboteur can remove three units from all enemy structures that
provide shelter to units, and then capture the empty structures. Each
time he performs one of these tasks, the saboteur gives up his life.
Thus, if an enemy fort is manned by eight units, you need three
saboteurs to enter the structure and remove all eight of the units
inside. Because the saboteurs die in the line of duty, you also need an
extra one to send into the empty structure and change it to your color,
thus capturing it for your people. The saboteur can also change the
color of all Native traps.

e The saboteur can camouflage himself following an upgrade in the
restaurant.

e He carries a pistol and can upgrade to greater fighting power using the

following upgrades: protective clothing 1-3, self-healing and pistol 1-2.

21
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To clear or capture an enemy structure, select one or more saboteurs and
then right-click the desired enemy structure.

Desperado structures

Restaurant

Prerequisites: Base, drugstore

Cost: 300 wood units, 200 gold units

Energy: 800

Function: Produces saboteurs and the camouflage upgrade.

To sign up saboteurs, you must first have a Chinese restaurant, where you
can also develop the camouflage upgrade for saboteurs.

Desperado upgrades

Camouflage

Function: Lets desperado saboteurs camouflage themselves
Applies to: Saboteur

Cost: 500 gold units
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New units, structures, and upgrades

Settlers

The Natives and desperados have higher mobility, which makes it more
difficult for the settlers to flush them out of their hiding places and draw
them into open battle. New instructions from Washington call for the
increased deployment of frontier-wise pioneers, who have the flexibility
and speed to pursue fleeing Natives on land or water.

Settler units

Pioneer

Place of production: Boot camp

Cost: 100 food units, 110 gold units, 1 living space
Life energy: 160

Damage per blow: 25

Character traits:

e Armed with sticks of dynamite that he can throw quite far.
e An upgrade lets him swim.

Settler structures

Boot camp

Prerequisites: Headquarters, fort

Cost: 200 wood units, 150 gold units

Energy: 1000

Function: Produces pioneers.

You need a boot camp before you can produce pioneers, long-distance
fighting units of average speed.

Settler upgrades

Swim

Function: Lets pioneers and trappers swim
Applies to: Pioneers and trappers

Place of production: Trapper’s cabin

Cost: 300 food units, 50 gold units

23
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5. Playing on the Internet

To play the America Expansion Pack against friends on the Internet, you
must have Internet access, and the Expansion Pack must be installed on
your computer.

You can play the America Expansion Pack under GameSpy Arcade
without incurring any additional expenses beyond your Internet
connection costs. The GameSpy Arcade Launcher is installed along with
the America Expansion Pack. For further details on playing games with the
GameSpy Arcade Launcher, and to download the latest version, go to the
GameSpy web site by clicking GameSpy Arcade Web Site in the
America Expansion Pack program group on the Windows Start menu.

The GameSpy Arcade Launcher starts from the America Expansion Pack
program directory. Before you can play the America Expansion Pack under
GameSpy, you need to set up a GameSpy profile. If you have already done
this, just enter your profile name and password on the login screen and
click Connect to confirm. If you haven’t created an account yet, you can
do so free of charge.

a Al
Select your prafile, enter your password and Connect. Special
Or create a new profile by running the "wizard. Upgrade
Infarmation
Erofile: [{YPR e
plaper
Pagzward: I ******* mermbers
¥ Bemerber My Password click here
| Forgot My Password @
| E it | I Login ‘izard | I LConnect l

Just click Login Wizard on the login screen and following the
instructions displayed. The wizard prompts you to enter your name,
mailing address and e-mail address.

After you log on, the GameSpy Arcade Launcher displays the Welcome
dialog box. Click the X in the top left corner of this dialog box to close it
and display the main area of the GameSpy Arcade Launcher.



Playing the game on the internet

The GameSpy Arcade Launcher provides
many different functions and interesting
information about online gaming. This
manual describes only the steps you need
to take to play America on the Internet.
For more information, go to the GameSpy
Arcade web site by following the link in
the America program directory.

LCHELON

America Addon:

Select America Expansion Pack from the Games category on the left of
the GameSpy Launcher window.
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&) GameSpy Arcade 1.08c

GameSpy Game Server Staging Room  Players

Hew Brofile... [l
Laog Out

Edit Prefile. .. Ctrl+E
Delete Prafile

Options... Chil+F

Flayer Matching...

Open URL... Chil+0
Show Download Manager Chl+D

Exit

LCHILON

If you don’t see the program, select Scan for Games from the GameSpy
menu in the main window of the GameSpy Arcade Launcher to search
your hard disk for games that you can play using GameSpy Arcade. This
adds the America Expansion Pack to your list.

Now click America Expansion Pack under Games on the left of the
GameSpy Launcher window.

You will see a list of servers, sorted by Number of players, Game type,
Ping or Map to be used, along with a list of the people currently in the
chat room.

Because all players must load America games simultaneously on the
Internet, you first have to find a game that is looking for more players or
open a nhew game of your own.

Now decide whether you want to join an existing player group that is
looking for more players (enter the room) or set up a new player group of
your own.

The GameSpy Arcade Launcher gives you access only to those rooms that
are looking for players and have not yet started a game.
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5.1 Joining a game

To join a game of America that has been set up but has not yet started,
double-click one of the America game rooms (server entries) displayed
under America Expansion Pack in the GameSpy Arcade Launcher.

Auladea Al [ w GJ;::; w w Cancel smmﬁ

The Players column shows the number of people in the room, while the
Ping column shows the quality of your connection to this server.

Double-clicking a server entry takes you to the staging area, where you can
chat with other players and arrange a time to start playing the game.

ameSpy Arcade 1.08¢ [Unregistered)
eSpy Game Server Stagng Room PlayerSpy Links Help

si

Sign up for your
favniite FREE ® McLeoud {Host)
Beliemetnewsieters:|

As soon as everyone is ready, click the Ready button. The player who
opened the room on his computer (host) must now click Launch Game to
start the game. The America Expansion Pack now starts on all computers
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and automatically opens the Multi-player meeting point screen (see
Chapter 3.4), where the host can specify game settings.

Starting a new game

Click Create Game to start a new game of America and invite others to
join in.

Enter a name for your new room, set the maximum number of players and
choose a game type.

It’'s a good idea to give your room a
name that is easily recognizable to
other players, such as America bomb
twix/Everybody for themselves (map
name/game mode) . This helps other
players decide whether they want to join
the game.

Now you can chat with all players who enter your room, and arrange a time
to start the game.

After all players have clicked Ready to show that they're ready to play, you
can start the game. You can tell when each player has clicked the Ready
button because a green light appears next to their names.

Click Launch Game to start the game. The America Expansion Pack now
starts on all computers participating in the game and automatically opens
the Multi-player meeting point screen (see Chapter 3.4), where you
can specify game settings.
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6. Level editor

The level editor is a stand-alone windows program that lets you create your
own maps for America,

which you can then use in games against the computer or friends on the
Internet or a LAN. To start the editor, select Programs/DATA
BECKER/America/Level Editor from the Windows Start menu. If you
selected a different program group when you installed the software, you
will find the program command there.

Be sure to close America or the America
Expansion Pack while modifying maps
(levels) using the editor. You have to
save a map and then close the editor
before you can load your maps in
America.

6.1 Basic functions

The level editor window is divided into four areas.

Menu Bar

General
Map Level Map

Command
Pane

Use the menu bar to create new levels, load existing ones, configure the
editor view, and select editing commands (such as Undo or Redo).

On the level map, edit the landscape by holding down the left mouse
button and “drawing” with the mouse.
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The changes this makes to the landscape depends on the paintbrush
properties of your mouse, which you set in the command pane. You can
select different landscape paintbrushes to scatter objects like bushes,
cactuses or rocks across the map, set the starting points for different
peoples and place individual units on the map.

Check the general map at any time to get an overview of your entire level
and decide whether the overall map looks the way you want it.

Editor menu bar

This chapter describes the level editor’s main commands, which you
execute by selecting them from the editor menu bar. Next to the
description of some commands on the menu bar is a small icon, which you
can click directly.

Level menu

New level
Creates a completely new level (map) for America.

Open level
Opens a previously created level so you can edit it.

Save

Saves the level you are working on in the current directory. If you are
saving a new level for the first time, this command automatically opens the
Save as dialog box, where you can select a folder.

Save as

Lets you save the current level under any name in any directory. The
command opens a dialog box where you can select the target folder and
enter a name.

Close
Closes the current level file. If you made any changes to the file, the
program first asks whether you want to save the level. Select Yes to save
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the changes or No to close the level without saving the changes. Chose
Cancel to return to the work area.

Edit menu

Undo

Cancels the last change you made to the level map. This command lets you
undo the last 15 operations.

Redo

Restores the last change to the level map that you just canceled using the
Undo command.

Select

Activates Select mode so you can reset your current paintbrush properties
and select individual elements on the level map using the mouse pointer.
Then left-click individual elements to select them or hold down the left
mouse button and drag a frame around multiple objects to select a group of
elements.

Delete
Removes one or more selected objects from the level map. You can also
press Delete on your keyboard.

Small paintbrush

The size of the paintbrush determines the width of your brush strokes
when drawing on the level map. The small paintbrush works best for touch-
up work after you have finished arranging your landscape.

Medium paintbrush
Use this brush to draw small forests on your landscape or create transitions

between different areas of your map.

Large paintbrush
Use this brush to create large landscape features on your level map.

View menu

Toolbar
Displays and hides the toolbar containing the command icons.
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Status bar

Displays and hides the status bar at the bottom of the editor window. The
status bar displays the progress of individual operations as well as the
current editor mode.

Show grid
Displays a virtual grid on the level map, which makes it easier to align
objects precisely and estimate distances between objects on the map.

Display shading
Turns shading on and off for objects on the level map.

Zoom out
Changes the size of the level map view, making it easier to change large
areas of the landscape. Click this command again to return the view to its

previous size.

Creating a map (level)

Select New level from the Level menu or click the New level button on
the menu bar to create a new level.
A dialog box appears where you can set the basic properties for your

scenario.

zl
(RN (o merica level 2001.09.12 18:06:33
Lovelsize[128 ] ® [128 =]

Landscape type |Steppe landscape

Initalzation brush [Fertle soi =l

Iritial valdes
Defauilt sattings for sl players

‘wiand supply |mnn7
Gold supply ITUUUi
Food supply lmuu—
Gunsuppl [0

Cancel

Level name
Enter a name to be used for your game scenario. The usual format is [x
players]—map name, where you replace x with the maximum number of

players who can play your map.
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Level size

Determines the size of your map; the first number represent the height,
while the second specifies the width. To change the dimensions, open the
drop-down menu and select one of the preset values: 128, 256 or 384.
Change the size of the map to accommodate the number of players.

Landscape type

You can chose one of two different landscape types: steppe and meadow.
These settings do not affect how your units behave, but merely give your
map the look of either a desert region or fertile land.

Initialization brush

Lets you select the type of paintbrush to be used to fill in a new level. For
example, if you set this option to Deep water, the entire level initially fills
with water. Naturally, you can modify and edit the level manually once it
has been created.

Initial values:
Use this window to set the amounts of wood, gold, food and guns that the
players have at their disposal when the game begins. The default settings

are:
Wood: 1000
Gold: 1000
Food: 1000
Guns: 10

Click OK to confirm your settings and generate the level. At first, the entire
level shows only the selected basic landscape type.

6.4 Landscape paintbrushes

To change the playing surface, first select the landscape type you want to
use under Landscape paintbrush in the command pane on the left of
the level editor and then chose a brush size from the menu bar. Now design
your landscape in the work area by holding down the left mouse button and
dragging the mouse across the level map. You can choose three different
brush sizes: small, medium and large.
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The landscape types Fertile soil, Steppe/Meadow, Rocky
wasteland/Rocky meadow, Wasteland/Grassland, Rocky soil and
Path are normal soil types; all land-traversing units can cross such terrain
and build structures there. They all have a different appearance and help
make a level look more three-dimensional, detailed and realistic.

Land units can cross Rocky/Sandy desert, Dry/Solid rockbed and
Waterfront landscapes, but not build structures on them.

Using Shallow water, you can build fords that can be crossed by land-
and water-traversing units.

Water and Deep water are landscapes that are accessible only to boats
and units who can swim, such as the various Native units and pioneers.

All land units can cross Plateau landscapes, but only if you provide a path
to connect them to lower elevations. Units can then use these paths to
reach higher elevations. Steppe/Grassland (level 1) and
Grassland/Rocky terrain (level 1) differ only in appearance, the
second level merely representing an increase in elevation. Once again you
have to provide a path to make these areas accessible. This is the highest
possible terrain type.

The Pine forest and Leafy forest landscape types are automatically
filled with trees, which players can turn into wood.

%, America LevelE ditor - [3 Players] - hexapond.ulf

Fleady. 31888 y

Note: Always make sure there is a
sufficient supply of wood on a multi-
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player map. Assign each player a
forested area from which they can start
gathering resources.

Select the Zoom out function to draw larger map segments. This gives you
a better overview of the displayed map to help you find your way around.

However, in the zoomed-out view, you can only use the landscape
paintbrush, you cannot position objects on the map. In this mode, you can
also vary the brush size.

Select the Zoom Out button or menu option again to return from the
zoomed-out view to the normal view.

6.5 Placing objects on the map

Once you have completed your landscape, you can add objects to the
scenario.

The Objects menu contains all objects that you can place individually on
the map and are therefore not listed under Landscape paintbrush. They
not only help your landscape look prettier but also add useful features that
change the “feel” of the game.

All objects from Trees to Bushes have subcategories and are thus
available in different sizes (the only exception is the Cactuses object,
which can only be placed on a Steppe landscape). In addition, there are
different variants of each size which differ in appearance. The editor
randomly places different object combinations on the map, such as various
colors of deciduous trees. However, you can select a specific variant by
right-clicking the selected object (several times, if necessary).

While bushes, cactuses and rocks can be used as decorative items, they can
also make certain areas off-limits to development since players cannot
build structures over these objects. These features allow you to set
minimum distances for watchtowers near fords or limit the territory that
players can develop.
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Gold mines can be placed only in mountainous regions (Elevation1 or
Elevation2). There are two types of gold mines: those that face southeast
and those that face southwest. To place gold in the mine, right-click the
mine in the work area and then set the amount of gold in the window that
appears.

3

Paths can be used to connect different elevations. This category is divided
into paths that lead to the northeast and those that lead to the northwest.
You can store guns, wood, gold and food in Warehouses, and players can
fetch these raw materials with their transport wagons. To set the number of
goods stored, follow the same procedure you used for the gold mine: Right-
click the warehouse to open a menu from which you can select the item and
quantity.

The Animals category contains horses, cattle and buffalo, which you can
add to your map. Keep in mind that placing buffalo at the starting point
makes life easier for players initially, while hiding cattle and horses in
different places on the map adds tension later on for battles between the
players. You can earn up to 25 gold units per cow when you send them to
an animal processing facility.

Note: Placing buffalo near a player
starting point helps players lay in a
store of food quickly right at the
beginning of the game. Use this strategy
to get the game going.
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To remove an object from the map, select it with the mouse and press
Delete on the keyboard or select Delete from the Edit menu. Holding
down the left mouse button while dragging a frame around multiple objects
selects them all at once and lets you delete several objects at the same time.

6.6 Adding different peoples (players)

Once you have finished creating your map, you need to add player starting
points. To do this, double-click one of the idle players in the command
pane. This opens a window where you can specify different settings for the
new player.

<~; Ametica LevelEditor - [3 P
E

s 4 3
Player name | [ETEENS \wha's playing?

& Human
People [Fandom ~
Player color i
C ellow i
© Bl
1000
C Bieen ==
= Red ipply (1000
 Purple

€ Pink el {1000
C Dange
 Turquaise Rl

[EA8x 87T 4

Under Player name, type a name for the player, such as Player1 or Sioux.
From the People drop-down menu, select the people you want to assign to
this player. If you want players to be able to choose their own people at the
beginning of a multi-player game, select the Random option. Then assign
the player a starting point where the selected party’s basic structure (main
building) and default units (commander and four civilian units) will stand.

Note: If you specify a people at this

point, the player cannot change it later
on during the game.

If you selected Random for a people, the Set starting point command
appears below the player’s entry in the command pane. Select this
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command and then left-click any point on the level map to set the starting
point for this player.

This option is not available if you chose a particular people above. Instead,
you see the Structures, Units, Upgrades and Heroes command
groups in the command pane. Use these commands to set initial units and
structures for the player.

You can set units and structures by
selecting a people for a player instead
of choosing Random and leaving the
choice up to him or her. Like objects,
these units and structures are listed in
the different branches of the selection
tree for that particular player. These
objects also appear in the color
assigned to that player in the miniature
view of your map.

Use Player color to choose the player’s color. In multi-player games, the
colors are selected at random. Be careful not to assign the same color to
more than one player—if you do, one of the two affected players will
automatically get a new color.

Choose Initial values to set the number of resources that are available to
the player at the beginning of the game. While the raw materials that you

set at the beginning of the level are usually assigned to all players, you can
also set different amounts for each player. In a multi-player game, you can
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decide whether to assign the same amount of resources to all players or
whether to use the amounts of raw materials specified by the creator of the
map. However, be careful to keep the game fair for all peoples.

‘Who’s playing? specifies whether the computer or a real person is
controlling this player. Players for whom you select the Random option
under People in a multi-player game can decide whether they want their
people to be controlled by a human player or computer, or whether they’d
rather be deactivated.

Select the Allies option to form alliances between players. However, it’s
best not to use this option in multi-player scenarios since players should be
given the opportunity to form their own alliances during the game. Same
view lets you give allied players a view of the same areas on the map,
provided that one of the two players has lifted the fog of war there.

Click Clear player to reset a player’s properties to the values of an idle
player.

Note that symmetrical maps provide the
fairest starting conditions. On
asymmetrical maps, you can add more raw
materials to balance out defense
problems (or weaken defenses to
compensate for a lack of raw materials).

6.7 Starting your own level

When you are happy with your map, save it in the Levels folder of the
America directory by selecting Save or Save as from the File menu.

Start the America Expansion Pack and select Single-player campaign.
To test your map, select Use multi-player map and then choose your

level from the list of levels.

Your level is stored under the name you assigned to it in the Level name
field of the Level properties dialog box.
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Special tips for creating maps

It is important to keep one thing in mind when creating a multi-player
level: Keep things fair for all players without giving one player an
advantage and another a disadvantage. Symmetrical maps work best since
they give every player the same starting position. When using asymmetrical
maps, you need to make sure that all players have the same number of raw
material as well as sufficient means to defend their bases; there should also
be an equal amount of space between the players.

Design each map so that one player always has one or more direct
competitors while making sure that they all have the same number of
opponents. It would not be fair to place one player in the corner of a map,
where he can be attacked only from one side, while locating another in
open space in the middle where he would have to fight off attacks from
every direction.

Don’t space the players too far apart— this will extend the duration of
attacks, increasing the playing time and making the attacks much more
risky for the player.

In addition, players should be able to find sources of raw materials right at
the beginning of the game, which means resources must be located in the
area of the screen that is visible from the outset. Providing a small forest, a
gold mine and a couple of buffalo helps players gather resources quickly
and gets the game going without delay.

Don’t forget that players should start looking for new sources of raw
materials as soon as possible. If you keep the amount of gold in the initial
mine to a minimum, you should plan to have more mines farther away
from camp where players can mine more gold while being exposed to
greater danger.

Avoid using very narrow maps since players need a lot of space to spread
out. Make sure they have enough room to build structures.

Distributing various bonus items over the map makes the game a whole lot
more fun, especially when multiple players are involved. For example,
consider placing cattle or warehouses in the center of the map where raw
materials are just waiting for players to find them.
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Support - Credits

Web site and support

To find out more about America and the America Expansion Pack, visit
our Web site at www.game-america.com. In addition to the latest news,
tips and tricks relating to the game, you will also find a discussion forum
where you can exchange ideas with other Natives, desperados, Mexicans or
settlers. For technical support, please visit our web site at
www.databecker.com
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