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THE STORY

YOU ARE B.J. BLAZKOWICZ, TOP
REPUBLIC SPY AND TERMINAL ACTION
SEEKER. AFTER BUILDING YOUR
REPUTATION AS A ONE MAN STRIKE
TEAM, YOU NOW REPORT DIRECTLY TO
THE PRESIDENT, WHO SENDS YOU ON
PERILOUS MISSIONS OF PARAMOUNT IMPORTANCE.
SOMEHOW, YOU ALWAYS MANAGE TO GET THE JOB
DONE AND GET OUT ALIVE—THERE’S MORE MEDALS
THAN MATERIAL SHOWING ON YOUR UNIFORM.

THESE ARE THE CHRONICLES OF A SERIES OF
INCREASINGLY DEADLY MISSIONS, CULMINATING
WITH AN ATTEMPT ON THE MASTER STATE'S COM-
MANDER-IN-CHIEF, THE STAATMEISTER.




THE CONTROLS

CONTROL PAD: PRESS CONTROL PAD UP TO MOVE
FORWARD AND DOWN TO BACK UP. PRESSING LEFT OR
RIGHT MAKES YOU SPIN IN THAT DIRECTION.

X OR Y BUTTON: PRESSING THIS BUTTON WHILE YOU
MOVE MAKES YOU RUN IN THAT DIRECTION. A LITTLE
HARDER TO CONTROL, BUT HELPS YOU COVER THE
DISTANCE MORE QUICKLY.

A BUTTON: FIRES THE WEAPON YOU ARE CURRENTLY
USING.

L BUTTON: SLIDE (STRAFE) LEFT.
R BUTTON: SLIDE (STRAFE) RIGHT.

SELECT BUTTON: CYCLES THROUGH THE WEAPONS
WHICH YOU ARE CARRYING.

START BUTTON: SHOWS THE AUTOMAP.

MOUSE

(MOUSE CONTROLS CAN BE CHANGED IN THE MENU SCREEN.
SEE PAGE 6)

LEFT CLICK: FIRE WEAPON

RIGHT CLICK: MOVE FORWARD
RIGHT DOUBLE CLICK: OPEN DOORS
MOVE FORWARD: RUN FORWARD




MENU SCREEN
Sl | YOU MAY CHOOSE ONE OF
Paskadiar THE FOLLOWING MENU

Skill: Norhal

Stefas sl 3 ITEMS BY MOVING THE

Hﬂuﬁ

Ciant sl CURSOR UP OR DOWN AND
s { PRESSING ANY BUTTON:

START GAME: THIS, OF COURSE, STARTS THE GAME.

PASSWORD: TAKES YOU TO THE ENTER PASSWORD
SCREEN.

SKILL: THIS LETS YOU SET THE DIFFICULTY OF THE
GAME. ON THE EASY SETTING, BULLETS ONLY DO
HALF THE DAMAGE TO YOU. ON THE HARD SETTING,
BULLETS DO TWICE NORMAL DAMAGE AND THE
ENEMY WILL FIRE FROM FARTHER AWAY. ON THE
NORMAL SETTING, DAMAGE AND ENEMY BEHAVIOR
ARE NORMAL.

STEREO: ALLOWS YOU TO TURN STEREO SOUND ON OR
OFF. IF YOU ARE USING A NON-STEREO-CAPABLE
TELEVISION, YOU SHOULD SET THIS TO OFF.

MOUSE: IF YOU ARE USING A MOUSE, THIS
DETERMINES WHICH BUTTON IS USED TO MOVE
FORWARD AND OPEN DOORS. THE OTHER BUTTON IS
USED TO FIRE YOUR WEAPON.
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PASSWORD SCREEN

IF YOU CHOOSE “PASSWORD” FROM THE MENU
SCREEN, YOU WILL BE BROUGHT TO THIS SCREEN.
MOVE THE CURSOR TO THE LETTER YOU WISH TO
ENTER AND PRESS THE A BUTTON. IF YOU ENTER A
VALID PASSWORD, YOU WILL BE ABLE TO START THE
GAME FROM WHERE YOU LEFT OFF. YOU RECEIVE A
PASSWORD IN THE BONUS SCREEN EACH TIME YOU
COMPLETE A LEVEL.

(SEE PAGE 9)

MISSION SCREEN

IN THE SCREEN YOU WILL SEE A BRIEFING OF THE
UPCOMING MISSION. YOU MAY LEAVE THIS SCREEN
BY PRESSING ANY BUTTON.



GAME SCREEN

AT THE BOTTOM OF THIS SCREEN
IS A STATUS BAR SPLIT UP INTO
THE FOLLOWING SECTIONS:

FLOOR: THIS SHOWS WHAT FLOOR OF WHAT EPISODE
YOU’RE ON. IT'S THERE TO REMIND YOU HOW FAR
YOU HAVE LEFT TO GO.

SCORE: THE NUMBER OF POINTS YOU HAVE EARNED
SO FAR.

ITEM: THE NUMBER OF POINTS YOU HAVE RECEIVED
FOR FINDING TREASURES, EVERY TIME YOU COLLECT

A TOTAL OF 50 ITEM POINTS, YOU WILL GET AN
EXTRA LIFE.

YOU: A REMARKABLE LIKENESS, DON'T YOU THINK?
PAYING ATTENTION TO THIS WILL NOT ONLY ALERT
YOU WHEN YOU ARE LOW ON HEALTH, BUT ALSO WHEN
YOU ARE BEING HIT FROM THE SIDE OR FROM BEHIND.

H.P.: THE PERCENTAGE OF HEALTH YOU HAVE
REMAINING. CAN YOU GUESS WHAT HAPPENS WHEN
THIS REACHES 07

SHOT: THE NUMBER OF SHOTS YOU HAVE LEFT FOR
THE CURRENTLY SELECTED WEAPON.




BONUS SCREEN

FOR EACH FLOOR YOU COMPLETE, YOU WILL BE GIVEN
BONUS POINTS FOR DISPATCHING 100% OF THE
ENEMIES ON THAT FLOOR, FINDING 100% OF THE
TREASURE HIDDEN, AND/OR FINDING 100% OF THE
SECRET DOORS. YOU WILL ALSO BE GIVEN A BONUS

IF YOU COMPLETE THE FLOOR WITHIN THE PAR TIME.
YOU ALSO WILL RECEIVE A PASSWORD TO CONTINUE
THE GAME AT THIS POINT.
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THE MISSIONS

MISSION ONE: ........ DRESDEN STRIKE

LOCATION:.....ccoo000ee CASTLE OUTSIDE OF DRESDEN

OBJECTIVE:......c.... TERMINATE HANS GROSSE
AND ESCAPE

IN THIS EPISODE, WE FIND B.J. BLAZKOWICZ
CAPTURED ON A MISSION TO UNCOVER THE PLANS
FOR OPERATION EISENFAUST. HE'S SENT TO A
DUNGEON FORTRESS AND SUBJECTED TO HARSH
INTERROGATION. IN A DESPERATE ATTEMPT TO
ESCAPE, HE OVERPOWERS HIS CELL GUARD. ARMED
ONLY WITH THE GUARD’S PISTOL AND KNIFE, HE
MUST ESCAPE FROM THIS PRISON...IF HE CAN.




MISSION TWO:........ADARK SECRET
LOCATION:.....cccon0nee CASTLE ERLANGEN
OBJECTIVE.:............TERMINATE HANS GROSSE

THE INSANE SCIENTIST HANS GROSSE HAS
DEVELOPED A FULL LINE OF THE MOST FEARED TOOL
OF MODERN WARFARE - THE CHEMICAL WEAPON.
YOU'VE BEEN ASSIGNED TO STOP HIM FROM HIS MAD
TASK. CASTLE ERLANGEN SITS ATOP A SMALL
MOUNTAIN, ITS MASSIVE STONE WALLS TOUCHED BY
A THIN CLOUD OF MIST. NO ONE KNEW THE LOCATION
OF THIS CASTLE UNTIL A FEW DAYS AGO. YOU WERE
RUSHED THERE
IN HOPES OF
CATCHING THE
SPARSE GUARD
UNAWARE.
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MISSION THREE:....OPERATION EISENFAUST

LOCATION:.....ccconnees DR. SCHABBS’' RESEARCH
LABORATORY
OBJECTIVE:............ TERMINATE DR. SCHABBS

YOU MUST FINISH THE MISSION YOU STARTED IN
MISSION ONE BY FINDING OUT IF OPERATION
EISENFAUST - A PLAN TO CREATE THE ULTIMATE
SOLDIER - IS REAL. THE MANIACAL DR. SCHABBS
HAS MANAGED TO GRAFT A WORKING GUN ONTO THE
CHEST OF THE RECENTLY DESTROYED, AND THEN
BRING THEM BACK TO LIFE! SOMEWHERE IN THE
DEPTHS OF HIS LABORATORY, DR. SCHABBS AWAITS
YOU WITH HIS RE-ANIMATION SERUM. DEFEAT HIM
OR HE WILL TURN EVERYBODY INTO

MUTANTS!
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MISSION FOUR.:...... TRAIL OF THE MADMAN
LOCATION:.....ccconnuee MOUNTAIN FORTRESS
OBJECTIVE.:............ TERMINATE UBERMUTANT

TRANS HAS BEEN TERMINATED, BUT HIS WEAPONS OF
WOE ARE READY FOR WAR-WAGING! HIDDEN IN THE
DANK DUNGEONS OF THEIR MOUNTAIN FORTRESS ARE
THE PLANS FOR THE FIRST WAVE OF THE CHEMICAL
NIGHTMARE. YOU MUST FIGHT YOUR WAY TO THE
VERY BOTTOM, AND BATTLE THE UBERMUTANT, WHO
GUARDS THE PLANS. YOU BEGIN YOUR ADVENTURE
HAVING DESCENDED IN THE CASTLE'S ELEVATOR.
YOU ARE LOOKING FOR THE MAP ROOM THAT IS
GUARDED BY THE UBERMUTANT. THESE MAPS WILL
LEAD YOU TO THE SECRET BASE WHERE THE WEAPONS
AND SOLDIERS ARE BEING AMASSED. YOU'VE GOT TO
FIND THEM
FAST- BEFORE
CHOKING
CLOUDS OF

~ NASTY GAS

"~ POUR OUT OVER
 EUROPE AND
THE WORLD!
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MISSION FIVE:....... CONFRONTATION
LOCATION:....cccovneee CASTLE HEIDENHEIM
OBJECTIVE............. TERMINATE BLACK KNIGHT

CHEMICAL WAR IS ABOUT TO BE WAGED ON A
MASSIVE SCALE UNLESS YOU CAN STOP THE EVIL
BLACK KNIGHT FROM UNLEASHING HIS BURNING
GASSES! YOU FOUND THE PLANS HIDDEN IN THE
MUSTY DUNGEONS OF THE MOUNTAIN FORTRESS,
AND THEY LED YOU HERE - CASTLE HEIDENHEIM,
PERCHED ATOP A SMALL RISE BETWEEN TWO
MASSIVE MOUNTAINS. INSIDE ITS FORBIDDING
STONE WALLS ARE TONS OF CRACK TROOPS AND
THE GROTESQUE BLACK KNIGHT HIMSELF!
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MISSION SIX:.....cccc.. STAATMEISTER’S LAST STAND
LOCATION: ..ccon000000ee CASTLE WOLFENSTEIN
OBJECTIVE............. TERMINATE STAATMEISTER

IN THIS EPISODE, YOU'VE BEEN ASSIGNED TO
SHATTER THE MASTER STATE BY TAKING OUT ITS
NEXUS - THE STAATMEISTER. YOU SEARCHED FOR
HIM IN HIS BUNKER, BUT HE HAS FLED TO CASTLE
WOLFENSTEIN, A TITANIC FORTRESS DESIGNED TO
DEFEND AGAINST INVASION. YOU MUST MAKE IT
PAST NUMEROUS GUARDS, TOUGH ELITE GUARDS, AND
CRACK-SHOT OFFICERS ALL THE WAY TO YOUR FINAL
CONFRONTATION WITH THE STAATMEISTER. AND YOU
CAN BE SURE THAT HE'S READY FOR YOU!




16

THE I'TEMS

THERE ARE MANY DIFFERENT TYPES OF ITEMS
SCATTERED ABOUT THAT YOU CAN PICK UP TO HELP
YOU ON YOUR WAY. YOU PICK UP ITEMS MERELY BY
WALKING OVER THEM. NOTE THAT YOU CANNOT PICK
UP HEALING ITEMS IF YOU ARE AT 100% HEALTH.
AND YOU CANNOT PICK UP AMMO IF YOU ARE
ALREADY CARRYING THE MAXIMUM AMOUNT.

DINNERS: AFTER CLEARING YOUR HOSTS

FROM THE DINNER TABLE (YOU'VE ALWAYS
HAD BAD TABLE MANNERS), YOU SHOULD

PICK UP SOME FOOD TO GO! THESE DINNERS ARE
PACKED WITH NUTRITION, AND WILL HEAL

10% OF YOUR HEALTH.

FIRST AID KITS: THE BAD GUYS HAVE BEEN
INTERCEPTING RED CROSS SHIPMENTS AND STOR-
ING THEM THROUGHOUT THEIR STRONGHOLDS.
THESE KITS ARE THE LATEST THING IN MEDICAL

TECHNOLOGY, AND WILL HEAL 25% OF YOUR HEALTH.

AMMO: THESE GUARDS ARE ARMED TO THE
TEETH. GRACIOUS EVEN IN DEFEAT THEY'LL
LEAVE THEIR AMMO FOR THE TAKING! PICK-
UP UNUSED AMMO FOR 5 BULLETS.

ANIMO BOXES: THESE ARE SPARE CACHES
OF AMMUNITION. PICK THEM UP FOR 25
FREE BULLETS.
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ANMIMOPACKS: THESE ARE HUGE AMMO
PACKS WHICH WILL INCREASE THE MAXIMUM
NUMBER OF BULLETS YOU CAN CARRY. IT NEVER
HURTS TO HAVE A FEW EXTRA ROUNDS ON YOUR HIP.

KNIFE: YOU ALWAYS HAVE A KNIFE. IT WILL HELP
YOU OUT IF YOU NEED A SHAVE, BUT ISN'T
MUCH GOOD FOR ANY OTHER PURPOSES. TO BE
USED ONLY WHEN YOU HAVE NO BULLETS!

PISTOL: YOU ALWAYS HAVE A PISTOL, AND WILL

START THE GAME OUT WITH ONE. THIS IS THE

WEAKEST OF THE GUNS, BUT MUCH BETTER
THAN A KNIFE.

MACHINE GUN: THIS MACHINE GUN IS THE
PRIMARY WEAPON OF THE ELITE GUARDS.

IT'S AN EFFICIENT AND POWERFUL WEAPON

THAT IS USEFUL FOR ATTACKING MULTIPLE

ENEMIES. YOU CAN HOLD DOWN THE FIRE ‘i
BUTTON FOR RAPID-FIRE.

CHAINGUN: THE CHAINGUN USES THE GATLING GUN
PRINCIPLE OF A ROTATING BARREL. IT'S A DESTRUCTIVE
MACHINE THAT WILL CLEAR THE ROOM. HOWEVER,

IT HAS A HEALTHY APPETITE FOR AMMUNITION. YOU
CAN HOLD DOWN THE FIRE BUTTON FOR RAPID-FIRE.
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TREASURE: THE STAATMEISTER HAS A TWISTED
OBSESSION FOR TREASURE AND OTHER ARTIFACTS.
HIS ILL-GOTTEN BOOTY IS STORED WITHIN THE WALLS
OF HIS IMPENETRABLE FORTRESSES. WHEN YOU
COLLECT TREASURES, YOUR “ITEMS” SCORE WILL
INCREASE. WHEN YOU REACH 50 ITEMS, YOU WILL
GAIN ONE EXTRA LIFE.

SCEPTERS

. CHESTS 5
CROWNS -'_.

KEYS: SOME OF THE UPPER LEVELS ARE WELL
M SECURED WITH LOCKED DOORS AND ELEVATORS.
YOU’LL NEED TO SEARCH THE LEVEL FOR KEYS
INTO THESE AREAS. THERE ARE TWO TYPES OF
LOCKED DOORS IN THE ENEMY'S FORTRESSES. SOME
DOORS REQUIRE THE GOLD KEY TO OPEN, AND SOME
REQUIRE THE BLUE KEY.

ONE UPS: HIDDEN WITHIN SECRET ROOMS OF
THE FORTRESSES ARE ITEMS THAT GIVE YOU
THAT EXTRA URGE TO KEEP FIGHTING!
GRABBING ONE OF THESE ITEMS WILL BRING YOUR
HEALTH AND AMMO TO THEIR MAXIMUM LEVELS, OR
GIVE YOU AN EXTRA LIFE!




THE ENEMY

GUARDS: THE GUARDS ARE THE GRIST FOR
STAATMEISTER’S MILL, BUT CAN BE AN EFFECTIVE
FORCE IF FIGHTING IN GROUPS. THEY WEAR NO BODY
“ARMOR” AND CAN BE BROUGHT DOWN BY A SINGLE
SHOT. CARRYING ONLY A PISTOL, THEIR FIREPOWER
ISN'T EXACTLY MENACING. GUARDS ARE SLOW TO
REACT AND MUST STOP AND TAKE AIM BEFORE
SHOOTING, MAKING THEM PARTICULARLY VULNERABLE
TO MACHINE GUN ATTACK.

ELITE GUARD: THE ELITE GUARD ARE WELL-
TRAINED AND CAN RARELY BE SURPRISED. MOST
WILL BARK A WARNING WHEN THEY BECOME

AWARE OF YOUR PRESENCE. THIS CAN MAKE FOR

AN EASY HEAD COUNT. HOWEVER, SOME ARE
TRAINED TO BE SILENT. WEARING THICK VESTS AND
CARRYING A MACHINE GUN, THE ELITE ARE DIFFICULT
TO BRING DOWN AND PACK A HEAVY PUNCH. IF AN
ELITE SHOOTS YOU AT CLOSE RANGE, THE ENCOUNTER
WILL BE BRIEF - BECAUSE YOU'LL BE TOAST!

OFFICERS: OFFICERS ARE USUALLY SILENT UNTIL
THEY SPOT YOU. THEY CAN RARELY BE SURPRISED
AND THEY ARE FAST, INTELLIGENT FIGHTERS.
OFFICERS WILL MOVE TO THE LEFT AND RIGHT
AS THEY FIRE, MAKING THEM DIFFICULT TO HIT
AS WELL AS DRAINING YOU OF AMMUNITION. AN
OFFICER’'S WEAPON OF CHOICE IS A PISTOL.
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THEY WEAR LIGHT VESTS AND CAN TAKE ABOUT
HALF THE DAMAGE OF AN ELITE GUARD. DON'T
UNDERESTIMATE THEIR ABILITIES. IN CLOSE
QUARTERS COMBAT, THESE GUYS WILL MAKE LIFE

MISERABLE... AND SHORT!

MUTANTS: MUTANTS, THE PRODUCTS OF DR. SCHABBS’
TWISTED EXPERIMENTS, DON'T MAKE A SOUND UNTIL
THEY SHOOT, GREETING YOU WITH THE CRACK OF
GUNFIRE. THEY ARE EXTREMELY AGGRESSIVE UNTIL
THEY FALL. MUTANTS ARE EQUIPPED WITH A
PISTOL IN THE CENTER OF THEIR CHESTS,
AND THEIR CLEAVER-TIPPED ARMS MAKE
MINCEMEAT OUT OF ANY CLOSE FOES. THEY
WEAR NO ARMOR BUT CAN TAKE ALMOST AS
MUCH DAMAGE AS AN ELITE.

MUTANT RATS: DR. SCHABBS’ TEST ANIMALS ARE
LOOSE! THESE MUTANT RATS ARE FAST AND VICIOUS
AND BIG, BUT ONE SHOT SHOULD TAKE THEM DOWN.
SINCE THEY DODGE SO WELL, IT’S BEST TO GET THEIR
ATTENTION AND WAIT FOR THEM IN A DOORWAY. IF
YOU DON'T WAIT UNTIL THEY ARE IN CLOSE RANGE,
YOU'LL WASTE A LOT OF AMMO.




HELPFUL HINTS

*EVERY LEVEL HAS HIDDEN STUFF. NOT ONLY COULD
YOU USE ALL THOSE POWER-UP ITEMS, BUT YOU CAN
GET A NICE BONUS FOR FINDING ALL OF IT, TOO.

*YOUR CAPTORS MAY BE RUDE HOSTS, BUT THEY
WOULD NEVER HIDE ANYTHING THAT WOULD BE
NECESSARY TO ESCAPE. KEYS AND ELEVATORS CAN
ALWAYS BE REACHED THROUGH NON-HIDDEN
PASSAGES.

*PUSHWALLS ARE USUALLY IN ALCOVES, CORNERS,
OR THE ENDS OF HALLWAYS. (BUT NOT ALWAYS!)

*THE DOORS AND WALLS ARE NOT COMPLETELY
SOUNDPROOF. FIRING YOUR WEAPON IS LIKELY TO
BRING NEARBY GUARDS RUNNING TOWARDS YOU.

*DON'T STAY IN A DOORWAY WITH THE GUARDS IN
THE ROOM BEYOND. IF YOU DO, THEY CAN EASILY
SNEAK UP FROM THE SIDE AND SHOOT YOU.

*THE CLOSER YOU ARE, THE MORE DAMAGE YOU
CAN INFLICT.

*THERE MAY BE SECRET EXPERIMENTAL WEAPONS
WELL HIDDEN SOMEWHERE IN THE FORTRESSES.
THERE MAY ALSO BE SECRET ELEVATORS.

<1
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90 DAY LIMITED
WARRANTY

90 DAY LIMITED WARRANTY IMAGINEER GAME PAKS

90-DAY LIMITED WARRANTY:

IMAGINEER AMERICA, INC. WARRANTS TO THE ORIGINAL CONSUMER
PURCHASER THAT THIS IMAGINEER GAME PAK SHALL BE FREE FROM
DEFECTS IN MATERIAL AND WORKMANSHIP FOR A PERIOD OF 90 DAYS
FROM DATE OF PURCHASE. IF A DEFECT COVERED BY THIS WARRANTY
OCCURS DURING THIS 90-DAY WARRANTY PERIOD, IMAGINEEER WILL
REPAIR OR REPLACE THE GAME PAK, AT ITS OPTION, FREE OF CHARGE.
REPLACEMENT OF THE GAME PAK, FREE OF CHARGE, TO THE ORIGINAL
PURCHASER (EXCEPT FOR THE COST FOR RETURNING THE GAME PAK) IS
THE FULL EXTENT OF OUR LIABILITY.

TO RECEIVE THIS WARRANTY SERVICE, RETURN THE DEFECTIVE GAME
PAK ALONG WITH A DATED PROOF OF PURCHASE AND YOUR NAME AND
ADDRESS TO AN AUTHORIZED IMAGINEER DEALER OR DIRECTLY TO
IMAGINEER AMERICA, INC.:

IMAGINEER AMERICA, INC.

18317 N.E. 90TH STREET

REDMOND, WA 98052

ATTENTION: RETURNS DEPARTMENT

(206)867-5790
THIS WARRANTY SHALL NOT APPLY IF THE GAME PAK HAS BEEN

DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, MODIFICATION,
TAMPERING, OR OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR
WORKMANSHIP.

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTIBILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND
ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT
SHALL IMAGINEER AMERICA, INC. BE LIABLE FOR CONSEQUENTIAL OR INCI-
DENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR
IMPLIED WARRANTIES.
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