HOGS OF WAR







THE STORY

GETTING STARTED
CONTROLS

THE GAME

MAIN MENU

TRAINING

HOG RANKS AND \WEAPON SKILLS
PLAYER HINTS

PICK-UPS

VEHICLES AND ARTILLERY
CREDITS

TECHNICAL SUPPORT

& 1 A W N

12
13
14
15




THE STORY

He who controls the swill controls the universe. It really is that simple.

Swine scientists have discovered an untapped supply of swill in the
uninhabited archipelago of Saustralasia deep in the South Pigsific
Ocean, and every Hog Nation wants the land as its own. Gone are
the days of scratching around for drips of swill. Saustralasia’s 25
regions are drenched in the stuff. And the only way to ensure that no
one else gets their filthy trotters on the delicious swill is WAR.

From the rather British Tommy5s Trotters and Uncle Hams Hogs from
the other side of the pond, to the Sushi Swines and the Sow-A-Krauts,
this is a World War like no other: to possess every last drop of swill on
the planet.

Let us not romanticise these battles though brave hogs.

There will be slaughter and butchery. Your job will be to bring victory
to your chosen nation, to save your own bacon and make a meal of
your enemies. With victory comes great reward. So great in fact that
your brave boars will be as happy as pigs in... well, you get the idea.

With any luck, we'll all be home in time for Christmas.
So what are you waiting for? Chop, chop!




GETTING STARTED

To install Hogs of War

Insert the game CD into your CD-ROM drive. If your CD-ROM drive
has AutoPlay enabled, click the “Install Hogs of War" button and
follow the instructions. If AutoPlay is not enabled, double-click on the
"My Computer” icon on your desktop. Double-click on the CD-ROM
drive icon. Follow the installation instructions. If Hogs of War does
not begin installing immediately, double-click on autorun.exe.

Minimum System Requirements
Windows® 95/98 (NOT compatible with Windows® 2000)
Pentium™2 266
64MB RAM
4X CD ROM drive
500 MB available hard drive space

Direct 3D™ compatible video card with at least
8MB of video RAM (Voodoo 2 requires 12 Mb)

Multiplayer: Up to 4 players LAN, TCP/IP network

Non supported cards : Voodoo 2 8Mb, Savage 4, Savage 4 Pro+,
Savage 2000 (Viperll), Permedia 3, Sis 6326, Sis 6326 DVD, G 100
and Riva 128 zZX




CONTROLS

As long as you aren't ham fisted, controlling your squad of swine
couldn't be simpler. If it all seems a bit baffling for now, read on and
return to this page for future reference.

While In the Interface

Cursor Keys — Scroll through the various menu items

Return — Select a menu item

Backspace — Go back one page during menu choices

Esc — Go back directly to the Main Menu

During the game

Cursor keys — Move your pig around the landscape

Right shift key — Make your pig jump.

Backspace — Enter or Exit buildings & Vehicles.

Hold Right Control — Now use the cursor keys to control the camera

Esc key — Will pause the game and bring up the
options menu

Return — Open the weapons menu

While in the options menu
Cursor keys — cycle through the available options
Return key — confirms your choice

While in the weapons menu

Cursor keys — cycle through the available weapons
Space Bar — confirm your choice of weapon
Backspace — Close the menu without selecting a weapon

Once you have chosen your weapon

Different weapons are controlled in different ways, and some of these
controls aren't appropriate to all weapons. Start by pointing porky
towards the target.




Hold Right Control — Now use the cursor keys to aim your weapon

Space bar — Fire your weapon or when applicable hold
down to increase power, release to fire, and for
some weapons press again to detonate

Backspace — Will deselect the current weapon if you change
your mind

Some weapons, such as grenades and mortars, can't be aimed
directly, but are lobbed. In this case:

Page Up — Will shift the trajectory upward on the
angle-o-meter
Page Down — Will shift the trajectory downward on the

angle-o-meter

Finally, if you don't like the default keys why not access the Options
from the main menu screen and configure your own keysl!

THE GAME

If you are to successfully capture and exploit Saustralasia you must
command your Hogs of War to seek and destroy the enemy across
25 different regions. You will make do with the limited resources that
we can grant you, and be thankful for them. It is through your
cunning, your skill, your bravery and downright pigheadedness that
whatever side you choose will be victorious in the field of battle.

As well as a limited arsenal, you have to maintain a rather small army.
Protect your pigs, and they’ll have the chance of promotion.

With on-the-job training, your swine shall soon learn more skills and
acquire the use of a wider range of weaponry.

Saustralasia itself is split into six different islands, and you must
conquer each of these in turn. Start in Hogshead,
before marching into Trotsville,
Saustralia, Bellyopolis, Arstria and
finally reaching the Isle of Swill.

By the end of the campaign, little
piggy, you will have many trotters in
many different pies.




First things first, you must decide which army you wish to fight for in
this game. Choose wisely, because once you've committed yourself to
one side, no one else will want to go anywhere near you with
anything other than a barbecue skewer.

Decide between Tommys Trotters, Piggystrokia, Sow-A-Krauts, Sushi
Swine, Garlic Grunts and Uncle Ham’s Hogs, then prepare to do battle
with those you have snubbed.

Its not commonly realised, but pigs have a strong sense of fair play.

As such, every soldier must calmly wait its turn to deal death and
destruction. When its your armys turn to fight you are given a limited
amount of time to plan and execute your attack (keep an eye on the
timer in the bottom right of the screen). You can walk, run, jump and
later swim nearer to the enemy, or you can save your bacon and just
run away. Position yourself for an attack; choose your weapon and
fire. Make sure you get it right, because no matter how quick you are
on the draw you only get the one attempt. Miss and your turn is
over. Each pig is given one attack period, alternating between the
armies. When everyone has had a go the first pig is allowed to attack
again. War has never been so polite.

MAIN MENU

Each time you start Hogs of War you can choose a one player or
multi-player game, change the audio and video options or remind
yourself of the controls.

One Player Mode
You can load an old game from this screen in the future, but
for now you need to start a New Game. Pick your desired army from
the six choices and press Return to confirm your choice,
or rename them to something more
. personal if you wish.



You have a squad of eight little piggies (five plus three in reserve), from
which you can select your pigs for each mission. Only the highlighted
swine will find themselves on a transport vehicle and winging their
way to the battleground. The rest are let off the hook for now. Perhaps
you will want to keep the same team together - after all they can
reach the higher echelons of the promotional ladder the more service
they see, or perhaps you'd rather rotate your privates to keep the team
fresh, and your squad plump and well-rounded.

In the Squad Select screen you can move the cursor between the
eight-team members. These are the default porkers for the next
mission. If you press Return on one of them you are given a menu of
three more options. Rename the individual pig, swap him with a
swine currently on R&R, or if you have some promotional points spare
raise him up the ranks.

The rasher ranks are fixed. Promotion takes your basic Grunt through
the ranks of Heavy Weapons, Medical, Espionage or Engineer to the
lofty heights of an Officer.

Since you have no Promotion Points when you start the game you
won' be surprised to learn that you return to the Squad Select screen
between every sortie.

Once you have settled on your swine squad move the cursor highlight
to Start Mission for your briefing. Keep a good squad together forever by
using the Save Team menu option, and bring them back in future
missions using the Load Squad option.

Multi-Player Mode

While playing with yourself is undoubtedly good fun, playing with
someone else tends to be more satisfying. Up to four teams of piglets
can take it in turns to knock six shades of swill out of each other on one
small battlefield. It can get rather messy.

Start by selecting the multiplayer option from
the main menu screen and choose
which option you require. You can
either gather your friends around
one PC by selecting the required
number of players (human and cpu)
before selecting done to go to the
mission set up screen or play via IPX or
TCP/IP by selecting the network option’




IPX
After selecting IPX you can choose to either Host a new game or join
any existing games.

If you host the game it is down to you to set up the required mission in
the resultant screen (see multiplayer options below) before going on to
select your own team.

All players who join an existing game will simply need to select
their team and prepare to fight.

Use the chat functionality in the multiplayer menus to communicate
with your opponents during the game set up.

Once all the players have chosen their team the host can start the game.

TCP/IP

After selecting TCP/IP a box will be displayed for you to insert an IP
address, if you know the IP address of a machine that his hosting a
game insert the address and hit the Return key, that game should then
be displayed in the game lobby along with the option to host your
own game if you so wish. Note if you leave the box blank and hit the
Return key you will enter the game lobby to host your own game.

As with IPX it is down to the host to set up the required mission, with
the other players simply selecting their required team.

MULTIPLAYER OPTIONS

Survival (last pig left alive wins) - Novice
The terrain and the number of pick-ups are aimed at the novice soldier.
As opposed to...

Survival - Expert
Terrain and pick-ups biased towards the combat veteran.

Survival - Strategy

Specially constructed levels that demand a bit more thought. Note,
some levels can only be played with particular

numbers of teams.

. Death Match (first to frag limit is
the victor)

Killed pigs will re-sspawn until a player has

amassed enough points:

2 points for a kill, -1 for a loss



Generate

The Generate option creates a landscape from random, rather than using
pre-designed terrain. Choose this game mode and you are presented with
six further options, Survival: Custom, Random and Code, and Deathmatch:
Custom, Random and Code.

Custom gives you the option to tweak particular level properties before
generation begins. Select your own landmass, theme, number of
mines, height, vehicles (mirrored for all players), the sky and pickups.

Random generates an individual landscape, but also provides a special
code for the terrain. If you find its a location you like, or you want to
replay it, write down this code and enter it in the final option. You can
even use your own keywords to generate battlefields. Ever wondered
what nature would make of your boss’ nickname? Try it out here.

Field Conditions
Come here before starting your level and you can mess around with
some of the games details. Specifically:

Pigs: Select the number of pigs in each team (default depends on
number of teams).

Turn time: Make the game more difficult by reducing the number of
seconds per turn.

Deathmatch limit: Select the number of points you need to win a
Deathmatch.

Health: Select the starting health level for each pig (default depends
on pig rank).

Sudden Death: Pick a turn at which to suddenly reduce the health of
all pigs to just one.

Select pig: Pigs normally take it in turns to play. With this option
enabled, you can choose which of your porkers will fight at the start of
each turn. Use Page Up and Page Down to cycle between each pig on
your team, but don't dawdle too long — you
only have 10 seconds to make
your choicel




TRAINING

Like any poor sap drafted into war, your first stop in the single player
game is boot camp. Here you are given weapons training, taught how
to negotiate tricky terrain, and how you can interact with the battlefield
- deliberately or accidentally.

HOG RANKS
AND WEAPON SKILLS

Your best chance of conquering Saustralasia is to ensure that you keep
your pork fresh. Lose three swine on one level and the first to die is gone
for good. Lose four of them and the first two shall never return from hog
heaven. Lose all five and you have to do the level all over again.

If you find these losses unacceptable, retry the level and do better. Its
certainly to your advantage to bring your entire squad through the
campaign.

One of the advantages of keeping your hogs healthy is the award of
Promotion Points. You are always presented with

one point for finishing a level, and a point for getting all five through
without dying. Theres also up to five bonus points available on some
levels, but it would spoil the fun if we told you where to find them.

Every pig in your team starts as a Grunt. With one promotion point you
can reward a single pig with another rung of the career ladder.

Your first choice is what they should specialise in; once selected they
cannot change their career path. The Heavy Gunner gets the more
powerful weapons at the expense of speed. The Medic can heal other
pigs. The Espionage direction gives you hiding and theft abilities, while
Engineers handle explosives. Each career path

has four rungs, before the pig becomes
an Officer, opening up every skill and
weapon.

To help you choose which direction you
want to take early on, this field manual
presents the abilities of the first
promotions, compared to the Grunt.



Rank GRUNT GUNNER ORDERLY scout SAPPER

Career Heavy Weapons | Medic Espionage Engineer

Max. Health | 50 75 60 75 80
\Weapons Bayonet Trotter Rifle Rifle Trotter
Rifle Pistol Grenades x3 Poison gas Shotgun
grenade x1
Grenades x3 | Bazooka Knife Knife Mines x3
Healing hands x3 | Hide TNT x1

Pick pocket x1

PLAYER HINTS

= Espionage pigs (all career progressions) — do not appear on the
mini-map!

= Engineering pigs (all career progressions) - can see the minefields!

= [n order to achieve a squad of Heroes, with the ultimate skills, all
available promotion points have to be acquired from each mission, so
do not lose any pigs and find all those extra bonus points!

= Remember to press the Spacebar to detach from the jetpack before
you come crashing down to earth.

= When your piggy.is parachuting in, use the Cursor keys to gently drift
your parachuting porker to a perfect position on the map.

= When your piggy reaches the rank of Commando he will be able to
swim.

= Selecting certain skills (such as the Air strike) will present you with an
aerial view of the map - move your crosshair with the cursor keys to
select your target. With air strikes you can also use the
Page up and Page down keys to rotate
the angle that your transport
Airship will come in from.




= |f you don' see the power bar appear when you have selected a
new weapon, then it will always fire at full power...many a porker has
come a cropper by underestimating the power of the mortar.

= Look out for the red area on your Angle-o-meter - it shows the range
of angles that are unavailable to you for the current weapon.

= Don' forget a piggy that is hiding away from the world gets a little
bit of extra protection from its disguise - it could mean the difference
between life and death.

= If your porker gets in a Medic tent and manages to stay inside it until
he gets his next turn, he will receive a handy health boost.

= |f your trooper is lucky enough to find himself inside a
MASH tent, then instead of a meagre health boost, he will be cured
back up to full health - well as long as the tent doesn't collapse
around his pointy ears before his next turn.
Ah... the miracles of modern medicine

PICK-UPS

As you explore the landscape you will find supply crates, which can of
course be captured by either side. There are a number of unique
weapons to be found on the battlefield, many of which are limited by
ammunition. We won't spoil the surprise now, but should a pig in
possession of a pick-up be pulverised, some of his new weapons will be
left alongside his smoking boots.




VEHICLES
AND ARTILLERY

In some levels you might find an abandoned tank, artillery or a pillbox.
These can be occupied and abused, by pressing backspace when
nearby. Once captured, the Return key shows the possible abilities of
your new weapon.

= Be careful who you drive into when you are in a tank, because friend

or foe it'll give them a nasty knock. Good for taking a bit of road rage
out on your enemy though, eh?

The troop carriers can be handy for picking up a group of your
chums and driving them all across the map in one go. Just drive into
one of your team-mates and he will oblige by jumping in with you -
use the Eject skill in the weapons menu to send the little porker back
out into the open air.

Oh and dont drive vehicles on water unless they are amphibious,
theres a good chap.

Finally, we would warn you that its best to abandon a vehicle before
it is destroyed. Its death throes can cause you a large amount of
damage. Talk about smoky bacon.

Now that you have familiarised yourself with the important
tips and tricks held within this top-secret tactical manual, you
will be able to bend and break the rules of war. Go ahead,
little piggy, and fight for your right to freedom! (And swill,
naturally). Good Luck!
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LIMITED WARRANTY
INFOGRAMES END USER LICENSE AGREEMENT

PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE
BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THESE
TERMS, PROMTLY RETURN THE PRODUCT IN ITS PACKAGING TO THE PLACE WHERE
YOU OBTAINED IT.

GRANT OF LICENCE:

INFOGRAMES (hereinafter “the Licensor”) grants you a non-exclusive licence to use
this disc and any accompanying documentation (hereinafter collectively known as
‘the Software'|subject to your acceptance of the following provisions.

USE:

You are permitted to use the Software in machine-readable only on a single
computer, except that the multi-player executable file may be installed on more than
one computer solely for the purposes of enabling multi-player play in accordance
with the Softwares documentation. You may copy the Software only to install it on a
single computer and for backup purposes in support of your use of the Software,
except that the multi-player executable file may be copied for the purposes of
enabling multi-player play in accordance with the Softwares documentation. If you
copy the Software you must reproduce all copyright and other proprietary notices
that are on the original copy of the Software.

RESTRICTIONS:

You may not use, copy, modify or transfer the Software, or any copy thereof, in
whole or in part, except as expressly provided for in this Agreement. Any attempt to
transfer any of the rights, duties or obligations hereunder is void. You may not rent,
lease, loan, resell for profit or distribute the Software, or any part hereof. You may
not reverse engineer, disassemble, decompile or translate the Software or otherwise
attempt to derive the source code of the Software except to the extent that reverse
engineering cannot be contractually restricted.

NO WARRANTY:

THE SOFTWARE IS LICENSED TO YOU ON AN “AS IS" BASIS, AND THE LICENSOR
(INCLUDING ITS SUB-CONTRACTORS, SUPPLIERS AND/OR RESELLERS) MAKES NO
EXPRESS OR IMPLIED WARRANTIES OF ANY KIND, INCLUDING WITHOUT
LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A
PARTICULAR PURPOSE, SUITABILITY FOR PURPOSE, SATISFACTORY QUALITY AND
THEIR EQUIVALENTS UNDER THE LAWS OF ANY JURISDICTION AND YOU ACCESS
THE SOFTWARE ENTIRELY AT YOUR OWN RISK AND OF YOUR OWN VOLITION. THE
DISCLAIMER OF WARRANTY REFERRED TO ABOVE CONSTITUTES AN ESSENTIAL
PART OF THIS AGREEMENT AND ANY AND ALL USE OF THE SOFTWARE




HEREUNDER IS ONLY AUTHORISED SUBJECT TO YOUR ACCEPTANCE OF THE
PROVISIONS RELATING TO 'NO WARRANTY" AS DETAILED ABOVE. THIS CLAUSE
DOES NOT EFFECT YOUR STATUTORY RIGTHS AS A CONSUMER.

TITLE:

Title, ownership rights, and intellectual property rights in the Software shall remain
with the Licensor. The Software is protected by copyright and other intellectual
property laws and by international treaties. Title and related rights in the content
accessed through the Software is the property of the applicable content owner and
is protected by applicable law. The license granted under this Agreement gives you
no rights to such content.

TERMINATION:

This Agreement and the licence granted hereunder will terminate automatically if
you fail to comply with the provisions contained herein. Upon termination, you must
destroy any and all copies of the Software and any related documentation.

LIMITATION OF LIABILITY:

IN NO CIRCUMSTANCES SHALL THE LICENSOR (INCLUDING ITS SUB-CONTRACTORS,
SUPPLIERS AND/OR RESELLERS) BE LIABLE TO YOU OR ANY OTHER PERSON FOR
ANY INDIRECT, SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES (WHETHER
FORESEEABLE OR NOT) NOR FOR DAMAGES FOR LOSS OF BUSINESS, LOSS OF
PROFITS, LOSS OF CONTRACTS OR ANTICIPATED SAVINGS, LOSS OF GOODWILL,
WORK STOPPAGE, COMPUTER FAILURE OR MALFUNCTION (WHETHER
FORESEEABLE OR NOT) IN CONTRACT, TORT (INCLUDING NEGLIGENCE), BREACH
OF STATUTORY DUTY, PRODUCT LIABILITY OR OTHERWISE ARISING FROM OR IN
ANY WAY CONNECTED WITH THE USE OF THE SOFTWARE OR THIS AGREEMENT AS
SHALL APPLY HAVING REGARD TO THE LAWS OF APPLICABLE JURISDICTIONS. IN
NO EVENT WILL THE LICENSOR BE LIABLE FOR ANY DAMAGES IN EXCESS OF THE
AMOUNT LICENSOR RECEIVED FROM YOU FOR A LICENCE TO THE SOFTWARE,
EVEN IF THE LICENSOR SHALL HAVE BEEN INFORMED OF THE POSSIBILITY OF
SUCH DAMAGES. YOUR STATUTORY RIGHTS AS A CONSUMER ARE NOT EFFECTED
BY THIS PROVISION.

NON-ASSIGNMENT:

For the avoidance of any doubt, nothing in this Agreement shall entitle you to in
any way assign or transfer any or all of the rights granted to you in accordance with
the provisions of this Agreement to any third party.

GENERAL:

This Agreement represents the complete agreement concerning the licence granted
hereunder and may be amended only by a writing executed by both parties. Any

action related to this Agreement will be governed by English law. If any provision of
this Agreement is held to be unenforceable, that provision will be removed and the
remaining provisions will remain in full force.
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