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WORD OF WARNING

1) Remember the name of the game you are playirE (ESPIONACE), yar opporents
will be læking to attack you at dery opportunity. you must be .eady, ever alert.
and y@r key to becoming a Master Spy (The Wnns) is the cunnirE and strategy asso-

ciated with lnttrnatlonal Espionage along with the ability ild nerve to carry out your

gme plan without beirg terminated. Good luck.

YOUR MISSION ( BASIS OF GAME )

2) Your agents musl sel oul from their base sd præeed ac.oss the botrd, which

rcw represents the worlds €pitals, airports and dese.ts etc.

All agenls must nN decide the rcrld s fate in a game of deadly @nflict to reach

the four canisters each coniaining Mlqo-filmed details for lhe Ultimate Weapq.

whichever countries agents bring back all the Micro-filmed inf*matiO hold the key

to rcrld peâæ or rcrld domination. Sh@ld ya have the lnte{ligerce, cwning 4d
sheer nerve to carry out this m6t formidâble of tæks ild return to bæe with the

Micro-film canisters, you are (he wrnær.

GOOD HUNTING



SEM YOU OUEST FOR WORI.D PEACE OR pOMTNATTON

(a) First check yow cmtents whic*r will indude:
A €sstte or Dlsk ( depending on mâchiæ )i
This Guide:

Espimage Sticker ;
Espimage Pæter;
10 Mllllon in de rery ountrflet notei

(b) Nw yw must load the game into yar cmFiter, follry the instructims fû your
machine,

Cmmodore 6i[/128 (Casætte)

SHIFT + RLN,/STOP

Cmmodore 641128 (Diskt

LOAD 'ESPIONAGE',8,1

Spectrum (48k Cassette)
LOAD ' "

Spectrum (128k Cassette)
LOAO - " or use bullt-ln l€ds

Spectrum +3 Disl
LOAD " ' or use bullt-ln ledr

Amstrad i+6,1/6128 (Cæsette)

Ctrl ild enter

Amstrad i+6ill6128 (Disk)

RUN"ESP"

ATARI ST ild Commodore AMIGA
lnsFt dlsk and r6et @mputer

AMSTRAD 1512/1610 or PC compatible with CGA
ESP and Return



coNTROtS

All game conlrol ln ESPIONAGE is with eithe. a joystlck or keyboard, the only

excegtion to this is o the ST and Amiga where the mouse ls usd instead of joystick.

BEFORE YOU CAN PLAY

Before the game starts ya will be requested to ster a shqt wd frm this
Guide, once this is dme the game €n be setup as required.

TIME

The first feature you must define before you play ESPIONÀGE is Time.
You may eithq play with a time limit for the game q rct. the limit may be

upto 99 h@rs ând 99 minutes. Vvhen the limit et is exæded the game will be
stopped ad a victq prslaimed.

ln addition a restriction on time for individual mqes may also be defined, this cil
be either No limit. 60 se@nds d 30 se@nds. lf ore of the lattêr trc is sêt thên this
defines Blitz play - if you do nol m@e within the time llmit yer turn is lost.

SANCTIONING(YES,/NO)

Later in this Guide you will be int.oduced to the cmcept of Sectioning, it is a feature
shich adds a little spice to the play. lf this is your fi.st gme of ESPIONACE thtr
st sanctionang to No. otherwiæ @nsider yourself as a s€ri@s player of ESPIONACE.

HOW MANY PLAY€RS?

Once the p.ogrm has loaded you will be asked to set up how mdy Players
you wish and of wtlat type ( hume r cmputer ).

This is dme by setting the f@r players to oe of three optims: NOBODY,

COMPUTER o. PLAYER. Thas sables aôy combination of human playersand computer
opponents and is by way of a difficulty selætion. i.e. the hardest option is thræ
computeG vs one humân - the fe@r c@puter players the easier they will be to
play against. Human players will be prompted to enter fow letters I they be used

fo. identificatid du.ing the game.

READY 1'O BEGIN 2

Finally the four cdds will aFpear d the scræn,6e has a gun on it, this is
rildom mechanism fo. selecting which players starLs. The player who gets the gun

card mâkes the first move ând each playtr follws this move in a cloclwis diræ-
tion. Yù will now be pres$ted with the main screen and a Fpinler which mdes
with the Joystick.



THE MAIN SEESN

The main scrs is dlvided lnto trc areæ, the b€rd and the status pael.(see
fls 1.1.
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fig.l The Main Scrs, sh@ing the boùd d the left and status panel on the.ight.

At the bottom of the status ped is the OPTIONS bar, if you moe the pointer

wer the OPTION bar and pr6s fi.e the Status ilea ls replaced by 8 OPTION lcms
(sæ fig2.)
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ÏHE BOARD

The bodd is displayed in â square to the left, dÉ to the size of the play dea
it was not possible to show the stire board so the board may be scrolled to rweal
the whole ûea. This is done by placing the pointer @er a strip on the left side of the
board, holding doM the fire butts and mqing the joystick.

The b€rd hæ black, white ild red squùes.
The white define the play areâ wfiere y@r agmts mây mwe æd €ngage other

Agents in conflict.
The black are the rc-go areas of the rcrld, on wtrich you ma), rct mwe or

pass ovg.
At the compæs points of the bærd are the red Base ûeas. Theæ are the

points at which the Agents begin their missiff md end it if succssful.
The other important area on the board is the central area which ls tlp four

squdes in the very c€nter of the board d which re positioned the Micro-film at
the start of the game,

THE STATUS PANEL

Keeping track o{ the financial success or failure of each player is thê Status
panel. lt is also a useful guide as to which play*s turn it ls,that playe.'s Agent is

the ore who is lækir€ der his newspaper.
lf you are playing a gffie with less than four playss ( CmÊrter û Human ) the

abstrt players wlll be repr6ented by slgns beùing the let(ers AWOL. This ls

ESPIONAGE jûgon and meils Absst Without Leeve .
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This lcon enables the b@.d to be vised in clæe-up, rere the symbol repre-
senting the Agent is mde easlly identifled. Once ælected the board ls disPlâyed ln

close-up until the ZOOM lcff is reselected.

As stated abqe, the Ag6ls appear as different symbols acctrding to the scale

at which the board is vised, Fig.4 is a table of these symbols-

PAUSE

Fq what qer reæon you may wish to pause the gahe, mqing the pointer
qer this lcon and præsirg fire will fræze the game till the fire buttq is pr6sed.

?HINT

l( 'Ju te æw to the game of ESPIONAGE,a yo'æ undecided as wtrat to do,

it may be useful to t6t this optim. On ælectiff the cqrF/ter will give its best

mwe ol yur piec6 by tlashing the piece and thê pGition(s) to mde it.

OUIT

Complet6 the game ard relwns you to the seiup sequflce.

HELP

Gives a shst but concise text detailing the ô.iectivs ol the gme.

ç.AUEUIEE MAKES YOUR MOVE

Not only dæs (he computer decide what mqe is best suited to lhe gitualion

but it also movgthe piecesl

LAST MOVE

Sh@s whât the last move was by means of flashlng the board positions cs-
cerned.

SOUNO ON,/OF

Toggles the Sond m/off .



MOVING YOUR AGENTS

ln the previous sectim the Options menu wæ aclvated by moving the pointer

der the appropriate icon Md pressing Fire. Thrs is also the meils by which all

pieces de moved.

When it is your turn you may click 6 one of your pieces and then on the

squùe y@ wish to move lt to.

lf thê târget square is not valid (y@r preæ could mryê there with,n the rules

ol the game ) then it is âssumed that y@ have chànged your mind and wash to

select another piece

To help you decide your'moves quickly, the computer will help you by highlighting

the places on the bodd that a piece may move after it has been clicked apon.

IDENTIFYING YOUR AGENÏS

Depending on if the ZOOM optim is actived not , your Agents will appear to be

ore of trc different symbols. These /e shosin F'93
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HOW YOUR AGÉNTS CAN MOVE

(a) Atl Uack ileas,lhe 4 squûes of the middle sectû and tsmi@tion æntr6 are
NO GO âreas ed Agmts may ffly mdè âround these areas but rct across them,
ercepl to take a Micro- film frm ttp m;ddle sector.

(b) The six Coûier Agffts ( valued at 2 millim each I may only mde diagqall,
across the boa.d (se fig-81,

(c) Thê far Sec.et Agents ( valued at 6 million each ) may mwe in ily di.ætion
across the bc.d (se fig.Cll

(d) The trc Surveillilce Agdts ( valued at 4 million each ) may only mwe fqwards,
backwârds q sldeways (sæ fig.D1)

(e) All pieces may move as may squûes as they wish in the dirætion as outliæd ln
(b),(c) ild {d} but rct through black *eas or the mlddle æctor.
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AG€NT EXCHANGE

This is a classic move which can completely change the game play in @e

secqrd and be totally devastating to your opPoænt. but most importaht the move

allows each player no matter if he or she is 16ing heavily, to turn the game to

his/her adviltage.

HOW TO ËXCHANGE

Where der your Agents are Positioned and rc matter what role (hey play i.e.

Secret Agent, Courier Agst or Surveilldce, they may interchilge with âny member ol

their oM team, no matler what thei. value

1o perform an Exchange is the sme as making a standard move, the only

difference is that both squâres selected contâin Agents which will then take up

respective Positions-

Please nole that should your Agênt be in possession of a Micro- film when making

an exchange, the micro-film travels with the poss€sing Agent.
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HOW YOUR AGÊNTS IERMINATE THE OPPOSITION

Your Agents travÊl in lherr desi$nated lines of trâvel/frre ( spe HOW Your

Agents mde ) ând may take oul ( neutralise or terminâle ) an Agent or Agents. by

trâvelllng atong thûir line of lrevel/fire and as long as you hâve a square aftet an

opposing Agent too be takcn, you may termrna(e

This also conlinues to lhe tÊrmination of more thân one opposing Agent' should the

square configuration allow ( sæ diâgrams Ôverleaf ).

You may move as many whrle squares as you wrsh along your line Ôf trâvel/

fire.
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SANCTIONING

The læt questim you are ækd bêfore the game begins is Sdction (Yes/No)

lf y@ set Sanctlon to Yes then thls is what y@ have agræd to

As in the real world of ESPTON^GE signs of wealness de penalised. lf ân

opposing Agent is in your line of travel/fire. you must terminate. Should you miss

this opportunity intentimally r un- intentionally your pieæ will be removed with a

suitable noi6e or the wqds YOU ARE SANCTIONED!- ( ESPIONACE tdmirclogy for

complete removâl frm ttË situatlon ).
lf y@ are th€ Sanctioning Agent then you will be prompted to SANCTION?

YeslNo.

Flease Note: An Agent in possession of a Micro-film cænot terminate or

sanctio ily other Ag€nt v'4to is in pcs6siq of a Micro-film.

lf you de in possessiqr a Micro-film ffd do not take arcther Aænt who is

rct in possession of â Mlc.o-film, YOU could be SANCTIONEO, ând the Micrefilm
rculd then pass to the Agent you didn t remove-

SÀ HÆ TAIUD TO IERMÀE 
'TfftnËrcRf f cÀt sNdroN sÀ
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DETENTE ; UE GAME STARTS

Detflte is the classic situation regulart discussed by politici4s and slrateglsts

the wrld der.

This is a totally unique situation, which to out krwledge i9 not rePresdted in ily
other game othd tha ESPIONACE. Before cmflict begi6 the first trelve mov6 (

6e mqe per turn fo. æch Player, durirq the dêtate Phæs of the gme| are to Placê

y@r highly trained team of Agents alrywhtre o the bodd, regûdl6s of their normal

mflflmts l.e, lires of travel/fire. Thls ls whqe your Agents ùe only as good as

y@r Êtrategy dlM. Be careftj, €tch your opponsts mdæ and rmmber on

mrye thirtes Detente is at an end and the game of ESPION^GE takæ on all the

lnkigue ihat the word sugg6ts. in fact you may wdl sæ aspects of your opporents'

mture thal you w@ld nwer belide existd. ln the gile whse no q!ilter i5

expected d givs, you will rct beliwe the thoughts that ru through yor mind to

terminate yow opgoænts Agents.

NOTE, No sanctionirE q terminating is allæd in this p€riod.

llE CONFLICT BEGINS; MOVE 13

As already pointed out in the headlng ( yow mission ) the ôject of the gæe

ls to rmqe the Mlcro-fllms back to your home baæ siong with (trmlnstlng as many

of yow opponents &ents as possible, thus lncreâsitlg your vdæ at the erd of the

game.

Pleæe remember if you chæse to attack ùy o. all opposing Agents, Ûd leave

the Micro-tilm where they ile this ls also a ftm of strategy. so' æ ln all other

aspects of this game, the final gme play and tw you win iÊ fitirely uP to you.

HOW TO REMOVE MICRO-FILM FROi,I THÊ MIDDLE SECTOR

Only Secret Agen(s and Courie. Agenls can remrye the Micro-films from the middle

sector. as the Micro-films ce only be taken in a dlagonal move from any square

surroundirE the four Micro-film canisters, thsefore the Suryeillæce Agents wfb only

move vertically ild horlzmtally cenot remove Miqo-films, ( sæ diagram showing

the taking of the Mlcro-fllm by Secret Agents and Couris Agents). Onæ you are

bâck at base ( where your Agenls bege their mission - shom by flags in close-uP

) with ydr micro-{alm, y@r Ags(s value is increæed by Ten million ând this is

added to you. scte.



REMOVAL OF A MICRO.FILM

A Secret Agent or Courier Agent must jump over the Mido-film diagonally,
thus picking up the Micro-film wtiich changes the symbol for that Agent. The Bottm
hâlf of the symbol will appear to have a line of a diflerent colour running thragh it,
showing that the Agent is holdang a Micro-filn.

THE TAKING 8f A MICRO_FILM FROM AN OPPOSING AGENT IN TRANSIT

This ce be achased in the nqmal c@rse o{ the gme wheô an opposing
Agent has obtained a Micro-film ad is in t.Msit. sânctioned or terminated.
The Micro-film tlEn passes to the Agent who terûihated or sanctioned. all types of
Agent cn perform this functim ( see diagram ).

Pleæe note ay Agent in possessid of a Micro-film canrct tsmina(e arcther
Agent who is also in possession of â Micro-film.
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AGENT BACK AT EASE M/ITH THE MICRO_FILM

Once this operation has taken place the Agent ard Micro-film will remain at
base, rct able to re-entû the conflict TIE sctre ls inc.eased by tlE value of the
len million that the mlcro-film is valued ât.



Nt. ÀN ÀGENT 
"VÎT]I 

Â MKNO.FII,M EACT A1 BÀSE REM.âINS ON THE SOUAIE HE EIIT.ERED AIID
CANNOT MOVE AOAIN, (ÀISO CÂIINOÎ 8E TERMNATED OR SÂNCNONED).

THE GAME ENDS

The waluatim of the winær is glveô whs all Mic.o-film trisltrs have bæn

remryed and a.e safely urder the guard ât me or more of the players bases.

GOOO HUNTING




