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ARTISTS' BIOGRAPHIES

FPETER MOLYNEUX - PFPRODUCER

“IN POPULOUS WE SIMULATED & WHOLE WORLD, |IN POWERMONGER WE
SIMULATED A COUNTRY, BUT IN SYNDICATE WE ARE SIMULATING A CITY. THIS IS
REALLY HARD TO DO BECAUSE THE MORE DETAIL YOU FUT IN THE MORE
PROBLEMS YOU HAVE. FOR EXAMPLE, EVEN SEEMINGLY EASY THINGS LIKE
PEOPLE CROSSING ROADRS HAD TO BE DESIGNEDR. IN FACT. THE CODE THAT
SEAN PRODUCED FOR ROADS |S HUGE.

"IN THE DESIGN | WANTED THERE TO BE A FREEDOM FCR THE GAME PLAYERS
TO DO ANYTHING THEY WANTED, SO IT'S UP TO YOU. FOR EXAMPLE, YOU CAN
SHOOT A TREE AND SOMETHING WILL HAPPEM WHETHER OR NOT IT'S OF ANY
RELEVANCE TO THE GAME. SYNDICATE HAS MORE GRAFPHICS, MORE SOUND AND
MORE DESIGM THAM ALL THE PREVIOUS BULLFROG GAMES FUT TOGETHER. |
HOPE YOU ENJOY IT."

SEAN COOPER - ASSISTANT PRODUCER/PROGRAMMER

“l STARTED WORKING AT BULLFROG BEFORE POPULOUS WAS RELEASED AS A
GAMES TESTER AMND, SINCE | HAVE ALWAYS BEEM INTERESTED [N
PROGRAMMING, TRIED TO CONVINCE EVERYONE | WAS GOOD ENOUGH TO BE
TAKEMN OMN AS A PROGRAMMER. FLOOD WAS MY FIRST GAME, BUT AFTER THAT |
REALLY WANTED TO DO A PROJECT WHICH WOULD BE REALISTIC. IT'S MY
FEELING THAT THE 'LIVING CITY ELEMENT OF SYMDICATE IS THE REAL
ACHIEVEMENT — IT CERTAINLY TOOK THE LONGEST TIME TO WORHK OUT.

"SYMDICATE HAS TAKENM ME THREE YEARS TO WRITE, BUT OMNE OF THE
REASONS IT HAS BEEN SO LONG IS THAT WE JUST KEPT ADDING NEW
FEATURES, | HOPE YOLl ENJOY SYNDICATE. | CERTAINMLY FEEL | PUT A PART OF
MYSELF IM THE GAME — YOU'LL HAVE TO DECIDE WHICH FART!"

FHILLIF JONES - COMPUTER INTELLIGENCE/PROGRAMMER

“| STARTED WORKING FOR BULLFROG IN 1992 AS A PLAY TESTER. DURING
THAT TIME | WAS GIVEN THE TASK OF CONVERTING THE BULLFROG INTERVIEW
DEMO (WHICH APPEARED ON A MAGAZINE COVER DISK EARLY THAT YEAR) TO
THE PC. | THINK THE FACT THAT IT TOQK ME JUST OVER A WEEK TO LEARM
HOW TO PROGRAM PCS IN ASSEMBLER AMD CONVERT THE DEMO CONVINCED
PETER THAT | WAS AN EXTREMELY TALENTED FROSRAMMER!

“MY FULL-TIME PROGRAMMING STARTED WITH PorPuLous |l oN THE PC WITH
MARK WEBLEY. FOLLOWING THAT WAS SYMDICATE. | AM CURRENTLY WORKING
ON AN AS YET LUNTITLED PROJECT FOR THE PC wWHICH WILL HOPEFULLY BE
AVAILABLE NEXT YEAR."

Artists’ Bios - 3
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MIKE DISKETT - AMIGA PROGRAMMER

“ABOUT SEVEN MONTHS AGO | STARTED MY FIRST PROUECT, WHICH WAS A COVER
DISK OF THE GAME PSYCHO SANTA FOR A BRITISH MAGAZINE CALLED THE ONE. My
MEXT TASHK WAS CONVERTING SYNDICATE ONTO THE AMIGA. MY BIGGEST PROBLEM
Was THE SPEED, WHICH MEANT RE-WRITING ALL THE GRAPHIC ROUTIMNES.”

MARK WEBLEY - AMIGA PROGRAMMER

“I WORKED N PoOPULOUS || PC AND SYNDICATE ON THE AMIGA. THE BIGGEST
PROBLEM CONVERTING SYNDICATE TO THE AMIGA WAS THE AMOUNT OF
MEMORY AVAILABLE. WE MANAGED TO SQUEEZE IN ALL THE FEATURES
WITHOUT MEEDING TO REMOVE AMYTHING.”

GUY SIMMONS - AMIGA PROGRAMMER

"WHILST AT COLLEGE | WAS WRITING DEMDS ON THE AMIGA AMND HASSLING
GAME COMPANIES TO GIVE ME A JOB. EVENTUALLY BULLFROG CAVED IMN AMD
HERE | AM! SINCE STARTING I'VE DONE PoPULOUS |l ©ON THE MACINTOSH AND
EARLY VERSIONS OF SYMDICATE ON THE AMIGA.

“THE FIRST SYNDICATE CONMVERSION ON THE AMIGA WAS SLOWER THAMN A
DEAD SHMNAIL. AFTER MUCH OPTIMISATION THE SPEED IMPROVED
CONSIDERABLY, AND AFTER MIKE GOT HIS GRUEBY PAWS ON IT OUR DREAMS
WERE SURPASSED.”

CHRIS HILL - ARTIST

“MY VISUAL IDEA FOR SYNDICATE WAS TO CREATE A DARK STYLE TO THE GAME.
YOuU WILL NOTICE THAT THE ROOFS OF ALL THE BUILDINGS ARE DARK - THIS IS
BECAUSE THE STREET LIGHTING ILLUMINATES THE DARK PARTS. THERE WAS
S0 MUCH MORE | WANTED TO PUT IN IN TERMS OF GRAPHICS, ETC, BUT you
HAVE TO PUT A FULL STOP SOMEWHERE. | REALLY THINK THERE ARE MORE
ANIMATIONS 1IN SYNDICATE THAM IN ANY OTHER GAME | HAVE SEEN. GAMES
MNOWADAYS TEND TO GLOSS OVER THOSE SMALL DETAILS BUT | DECIDED THAT
IT'S ONE OF THE REASOMNS SYNDICATE IS SO SPECIAL."

4 - Artists’ Bios

PAUL MCLAUGHLIN - ARTIST

‘] ORIGIMNALLY WORKED FOR EMERALD SOFTWARE IN IRELAND, REMEMBER
PHANTOM FIGHTER AND TREASURE TRAPT MEITHER DOES ANYOME ELSE
JUDGING FROM MY ROYALTIES. | HAD A BRIEF STINT WITH VIDEOGRAPHICS
EEFORE COMING TO MY SENSES ANMD RETURNING TG THE WORLD OF GAMES
WITH THE HELP OF THQSE NICE BULLFROG PEQPLE:

I HAVE WORKED on PorPuLous I, POWERMOMNGER PC AND MNOW THE MOST
AWESOME GAME EVER - SYMNDICATE.”

ALEX TROWERS - LEVEL DESIGNER

“MY¥ FIRST DUTY AT BULLFROG WAS TOQ ENTER THE FINISHING TOUCHES ToO
DESIGM LEVELS FOR CYEER ASSAULT. | WORKED ON PROJECT W WHICH LATER
TURMED INTO POWERMONGER ANMD WAS RESPONSIBLE FOR LEVEL DESIGM AMND
SOME OF THE GAME DESIGM. NEXT wWas THE WORLD WaR | DATA DISK AND THE
MASSIVE PoOPULOWS I,

*THE REST OF MY TIME FOR THE PAST YEAR HAS BEEN DEVOTED TO SYMDICATE
ON THE PC. WORKING ON ALL THE LEVEL DESIGN AND A LOT OF THE GAME
DESIGN AND GAME PLAY. THE BIGGEST PROBLEM HAS BEEN THE SIMFPLICITY 1IN
THE LEVEL DESIGH; IT HAS VERY MUCH BEEMN A CASE OF LINKING THE FACTS
TOGETHER AND GLOSSING THEM WP TO PRODUCE AS VARIED AMD INTERESTING
A GAME AS POSSIELE. NOW THE GAME WILL ACTUALLY CARRY ON WITHOUT
YOU, AMND EVERYTHIMG HAS ITS OWN LIFE.”

RUSSELL SHAW - SOUND

“l STARTED IN THE SOUND BUSINESS WORKING FOR GERRY ANDERSON ON
PROJECTS SUCH AS DICK SPANNER ANMD SPACE POLICE. AFTER WHICH | MADE
THE MOVE INTO THE MUSIC BUSINESS AND HAD THE PRIVILEGE OF WORKING
WITH MANY TOF BANDS.

“MY FIRST BULLFROG PROUJECT WAS SYNDICATE, WHICH | FOUND BOTH
EXHILARATING AND EXTREMELY FRUSTRATING; PUTTING SOUND TO A GAME IS LIKE
BUILDING AN ARTIC LORRY AND THEN TRYING TO PARK IT IN NEXT DOOR'S GARAGE!”

Artists’ Bios - 5§
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INTRODUCTIDN

As the world's multinational corporations grew, their profits began to rival those of sma)|
countries: Soon they owned small countries and corporate influence was felt at the highes
ievel of world government. Smaller Gorporations were swallowed Up like so much plankton in
the wake of three behemoth mega-corporations, one U.5.-based, one Europe-based and
one based in the Far East. These became the only effective world government, unelectad
undemocratic, but contralling the lives of the people through commerce,

Then the European corporation perfected the CHIP. Inserted in the neck, the CHIP
stimulated the brain stem to alker your every perception of the outside world. Better than
any drug, the CHIP gave hope to millions by numbing their senses to the misery and
squalor around them. One CHIP would convince users that the sun shone and the birds
sang even as they walked through the constant aoid rain drizzie. Another that they were
nlamorobs or handsome — they'd look in the mirror and see a different face — while the rest
af the world would see them as they really were.

The CHIF was a technological revolution and sold countless units with the slogan ‘Why
change your world when you can change your mind’, It also left the user open to auto
suggestion and pave the corporations the perfect tool for manipulating the populace.

Like any new and potent drug, control of the CHIP mesnt control of the people. Soon the
corporations were at war amaong themselves, desperate to monopolise CHIP manufacture
Bt the corporations’ thirst for power left them open to infiltration.

With money earned throush pirating CHIP technology, crime Syndicates bribed and
murdered their way into corporation boardrooms. It wasn't long before the Syndicates
became the contralling force all over the globe, with a finger in the pie of evary transaction
crimingl or otherwise, worldwide.

And I Ehe’ crime Syndicates of tomorrow those in control don't need uzis for back up
Teams of custom-bulle eyborg agents hunt down rivals and traitors, end spread the
influence of the Syndicates across the olobe

10 - Introduction
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GAME OVERWIEW

For you. the future is now.

45 3 young executive in a small European Syndicate you're looking to make your mark. You
pbserve from & contral platform In &n alrship high above the teeming city strests @s your
agents, controlled by CHIP technology, spread the shadow of your terror. Equipped with the
latest In hi-tech weaponry, their cyborg bodies souped up with extra powerful limbs — the
best that Syndicate money can buy — your finger rests on the pulse of their every reaction,

The CHIPs inserted in their necks control IPA linteligence, Perception and Adrenaling] levals.
With these, you set the degree of an agent’s operational independence during missions, (Far
information on the stratagic uses of IPA Levels, ses Flaying A Mission — IPA Levels ]

Each mission takes place among the canyons of concrete and steel, the mazes of sirests
and sawers, that our cities have become. The population goes shout its business — maving
amang the traffic, commuting on trains, rushing to and from work — unaweare of the
vinlence sbout to explode around them. Casualties smong the good citizens in most cases
bring a swift response from local law enforcement agenoies, Equip your cyborgs with a
special pass and the police believe theyre working with the authorities; they're free to
continue the slaughter unhindered.

There are over 50 named missions for vou to choose between, but before you choose ong,
you need to develop an overall strateqy for world domination. Tactical considerations vital
to the ascendancy of your Syndicate include the mainienance of an adeguate mission
Budget, the skills and experience built up in the Cryo Chamber of potentisl agents, and
developing your aown manoeivering skills.

A Syndicate executive must be a master of strateqy, assessing @ missian environment and
planming asent moves. An exgcubive must also have the reflexes of a steroid-addicted
Sprinter and & remorseless lust for power to commit acos of gross vidlence, yet sleap
Soundly at night,

Still think you've got what it takes to make it in the Syndicate?

Game Overview - 11



OBJECT OF THE GRME

The aim of the game is to spread the dark stain of your Syndicate’s colour doross the
surface of the entire globe.

The warld map is divided into various territories. From your home base in Europe you
invade adjacent territories and, hrough the violent subterfuge of your agents, wrestle them
from rival Syndicates. Having done so. raise taxes on the focals to increase your profits and
punish them for serving the wrong Syndicats.

But raising texes can make you very unpopular. And furious natives leading popular

rebellions can eat into Syndicate profits. So keep an eye on foreign interests and pick off
troublemakers with your teams of agents,

s And while you're busy expanding your Syndicate's empire abroad, rva
agents are working in your own back yard to de-stabilise your
Syndicate. Ensure agents are briefed to weed out traitors whose
aetions might bring about your downfall

By meeting all the challenges, destroying all targets and gaining
=%, control of all the territaries, your Syndicate triumphs.

12 - Dhject Of The Game

AUICKSTART

KEY COMMANDS

Esc Guit to Main Menu

P Pause game

F1 Toggle on/off sound effects

F2 Togale on/off music

Control D Self-destruct (if equipped with Version 2 or 3 chast]
Spana Bar Go to Mission Debriefing after mission

Cursor Keys Wove mission view

MAIMN MEMNL

W rx CONFLGURE COMERn
W s BEGIN HISSIAN e
B3 Lokb BN SKRUE GRAE
W re AESTRAT GEARIIE

B ARUDT 10605

To play Synelicata immediately, highlight Eeagin Mission from the Main Menu with the cursor
and left-click. Your Syndicate retains the Bullfrog name and logo and you play the game
without personalising it, but this doesn't affect game play itself.

Buickstart - 13
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The World Map display has one flashing territory, At the start of & game this is the only
territory with a mission currently available. The Territory Box with population level and tax
rate information is dispiayed at the bottom of the screan. [To find out more abous this see
Raising Taxes.] Left-click the Brief window to enter the Mission Brief screen.

[EE TS
MISSIAN BRIEF

i et e o e e
BESASFIRATION B
INTCLIGEACL RLPORTS MAVL IRGICATCO A0 lfkasasccsnsssennesas [iF]]
e el R R S S it P Ao I e ) A

e, [EREEREEERERE R ENHAMNCE

AAD USIRG THLA To Ccaup s
MLRCCANHLS.

MIE EASE BAS R0k SCT WP JUST OUTSIOC

ORL OF OUR CITICS ARD T POBPULACE SEY ey
PAVL MCOSATLD DISTURBLARELE CAUSLO Ly | il (- |F e [ T e T
WS TOOOPE

[ERkesey | o "

The mission name and 2 written mission deseription are revealed. To expand on the
Mission Brief left-click Info. Likewise to enhance the Mission Map, left-click the Enhance
box. Extra infoand enhancements cost money, which Is deducted from the Budaet figure

AL this stage you have no cholce but o Accept this mission, which you do with a left-click

14 - Buickstart
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The Team Selection screen opens. Here you Equip and Modify your agents in preparation
far the mission. All four Agent Boxes are highlightad in green, but four agents is overkill on
this first mission. Two are adequate, so de-select the other two by right-clicking their
boxes, Left-click in either of the remaining egents’ boxes and you can start mission
oreparations [note the broken flashing highlight linel. Left-click Equip to reveal the
equipment currently available and Purchase whatever seems sppropriate based on your
judgement, budget and the mission outling, From the equipment list, left-click a particular
wEapon to open the weapon description window. The Purchase option becomes available —
left-click to confirm purchase, or left-click on the weapon window to return to the
equipment display.

To Equip and Modify your agents simultaneously, left-click the group icon in the centre of
the Agent Boxes. Dnly one anent icon is displayed, however.

For information on researching more eauipment options and higher modification versions,
gee Hesearch,

Buickstart - 15
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Similarly, left-click Mods and & list of Version 1 modifications (s displayed. These can be
purchased as were the weapons.

Left-click Agent Box 2 and the agent display shifts accordinaly. Equip and Modify this BOEnt a5
befare. Remember, you've & long way to go to world domination, so be frugal ar suffer later!

Now left-click Accept and the mission begins.
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The Mission Status screen displays all the information necessary to the success of 4

mission. On the left are the agant Status Boxes with agent icans. Beneath each Status Box
are the [PA Level bars,

16 - Buickstart
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These |et you adjust the cyborgs' levels of Iﬂt&llsgenne Perception and Adrenaline. For fine
adjustment of these levels position the cursor and left-click to the mght of the centre ling.
Alternatively, press both mouse buttons together to boost 8l three [PA Levels to maximum,
Be careful, as boosts soon wear off and the agent’s responses suffer accordingly.

Details of this can be found in (B4 Levels.

The Health Bar next to each Status Box indicates how much life is left in the cyborg. When
the white hits the fioor so daoes the agent, who falls over in & pool of blood.

Left-click one Status Box and it 15 highlighted in orange, This is the active agent. His/her
inventory of weapons is listed below. To arm an agent during the mission, left-click the
tlesired weapon icon from the inventory.

BUILCHNGS 4 easarasaransasasssnsavenaput] g agasansnsssansusasssass JASEETLOCATON
L e e e e e ;{;:-,T.,.."nnn..---...-.-.-"ENEAWAGENM
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r‘,rl,.rﬂ_m,ln,ﬁ-............................. Eﬁ% | i%.q..u......................gmﬁwgg

The Scanner shows a display of the Mission Zone with buildings displayed in blue, road and
rail routes in grey. Your agents are the yellow circles, enemy agents red and the target a
white flashing dot, The target emits a beep and corresponding radar signal that leads your
anents ta him. The civilian population is a swarm of white specks, while police are displayed
a5 blue flashing circles. You can move around the Scanner with the cursar and the Mission
Zane display changss accordingly to revesl the new area

More information is available in Scanner,

Buickstart - 17



In the Mission Zone your agents are numbered 1-4. To move the active agent(s), place the
cursor shead of himvher and left-click; the agent walks toward this location, To increase
walking speed, increase the level of adrenaling at the |PA Level bars. To move all the agants
at once, first left-click the group icon in the centre of the Status Box display, While the
agents are grouped, they respond to commands a5 a uni

To fire, left-click a weapon icon from the inventory. Aim with the cursor and the targeting
icon appears. Now right-click with the mouse to fire. When the targeting icon turns red
your foe is within range for the chosen weapon, |F you're pressed for time, enter Panic
Mode by pressing both mouse buttons together. Agent IPA Levels shoot up to maximum
and & weapon is drawn and fired automatically. For details of this see Panic Made.

IF'you now pay the target a visit, you can teach himvher never to tangle with the Syndicate.

After & mission you are taken to the Mission Debriefing screan.
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18 - Quickstart

if the mission has been successiul, left-click Accept and you visit the World Map to chonse
another territory and another mission. First, raise taxes on the citizens to boost your
remaining budget. One or two of the territories adjacent to the ane in which you have bean
victorious are flashing; choose between them by left-clicking, and then left-click Brief.

If the mission has been unsuccessful, any agents killed and money spent are gone for good.
After the first mission you have no choice but to take another bite of the cherry and try
again. Left-click Brief for the same territory and you're back at the Mission Brief screen.

For information on replacing dead agents see Tear.

Note: If you've a choice of missions, you might want to come back to any yvou fail later
on, when you've gained experience of how to control and appropriately equip your
cyborg egents,

Buickstart - 19
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WIAIN MENU OPTIONS

Use the cursor B highliaht the chosen file and left-click to open. Yol can also do this using
functions keys F1 - F5 an your keyboard.

F1. CONFIGURE COMPANY

Customize your Syndicate by choosing logo, oolour and name. For more information see
Configuring. Your Compary.

Pick a mission territory, Bquip your agents and pit your Syndicate against your global rivals
For details see Freparing To Flay Syndicate.

F3. LOAD AND SAVE GAME

Preserve current game status or reload previous games of Syndicate. See Loading And

Saving A Game,

F4. RESTART GAME
Things not progressing too well? Kinda get the feeling & particular game of Syndicate |5

cursed? Simply return to Main Menu and left-elick Restart Game to go back to the
beginning and start again,

F3. QUIT TO DOS

Logging Out message appears. You Buit Syndicate and return to DOS.

20 - Main Menu Options

CHAPTER 1 — CONFIGURING YOUR COMPANY

Lefi-click Configure Company to reveal the Select Detail To Change box.

SELECT DETAIL TO CHANGE

FOLLLT GLTAL TO Chbfl

DUHSTONIEE

iy e SRR EE T T LOGD & NAME

Fersonalise your Syndicate colour end |ogo, Syndicate name and plaver name here.

CHOOSING SYNDICATE COLOUR

Left-click the Colour And Logo option. Scroll through the colour list with left-clicks to the
arrow icons, and then left-click OK when the desired colour appears. There are eight
colours to choose from.

CHODSING SYNDICATE LDGD

Left-click the Colour And Logo option. Scroll through the logo list by left-clicking the errow
icons, then left-click OK when the desired logo appears, The logo list coptaing 40 logos,

The chosen colour/logo combination appears in the left hand corner of the screen.

CHODSING SYNDICATE NAME

Left-click OK to return to the Select Detail manu. Left-click Company Mame, type in your
ehosen name and confirm wish 2 left-click to QK.

Chapter 1 - Configuring Your Company - 21
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CHOOSING PLAYER NAME

Left-click Your Name, type in the name af your choice and then left-click OK.

Naote: If you make a mistake while typing, Use the Backspace button to erase the name
one character at a time dnd then re-write it.

The chosen Company Name and Your Name should now appear beneath the logo an the left
hand side of the screen. Click Accept to complete the company configuration.

Return To Main Menu

I 2t any time during this process you wish to return to the Main Menu, simply left-glick Menu

22 - Chapter 1 - Configuring Your Company

CHAPTER 2: SELECTING A MISSION

Highlight: Begin Mission with the cursor and left-click to enter the Syndicate giobal arena.
The World Map screen is revealed,

\WORLD MAP
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This is divided |nto 50 different sized slices. Colour coded according ta the controlling
Syndicate, the slices bear no relation to current conceptions of national boundaries but are
salely the result of decades of inter-Syndicate rivalry [see Equipment & Ternitories).

After & successful mission, the Waorld Map changes. The territory in which you have been
suecessful is now your Syndicate's colour, and the Territory Box reveals population Status
and Tax Rate. These two factors go together like ham and eggs. Raise the taxes too high

and the populace gets annoyed — just check the Status! That's when they can become

rebellious and need some discipling, Syndicate stylel

NEVUI CALENDAR

The day, date and year display in the top right of the sersen throughout the Syndicate
challenge is reckoned sccording to the New Calendar [N.C.). This was introduced as the
tlobally accepted calendar, regardless of race and religion, when the information revalution
Rad progressed to such & degree that calendar differences threw up unnecessary barriers
i communicetion
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TERRITORY BOX

The Territary Box glves details of;
Territary Name: Based on the traditionally most dominant nation in the territory.

Population: The higher the population, the maore difficult the mission to conguer it. But the
greater the reward as you've more people to tax!

Current Tax Bate: A5 you start the game the Tax Rate for each s unknown. Only after
successfully completing a mission is the territory's Tax Bate revealed. For details of how
and when you can increase this figure see Baising Taxss.

Move the cursor around the different termitories and left-click to reveal detsils in the
Territory Box.

BRIEF

Only when the word Brief appears in the Brief window is & mission available to capture &
territory. A left-click here takes you to the Mission Brief screen.

Return To Main Menu

Left-click Menu at any time to return to the Main Menu options.
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The Mission Briaf screen displays the mission brief, your mission Budget, Info and
Enharce options

MMISSION DUTLINE

The text gives an outline of the mission including drop point, defensive and offensive tactics,
sUggestions for suitable weapons and possibly the |ocation of the target. The Mission
Outline is expandad if you choose to buy Info.

BUDGET

The figure &t the top of the right hand column is the mission Budget. This is used to buy all
the weapons, peripherals and modifications your agents need to succesed, so spend it
wisely! You can also opt to invest some of it on further mission Information and an
enhanced Mission Map,

Throughout the game the cost of equipment and info is debited from this figure, while
orofits from texation end weespon sales are added. This money can be used for further
tooling up your troop of cyborgs, or put inta Besearch in arder Lo perfect still more lethal
Weapons and still more powarful modifications (for more info see Research.

When you've thrown all the cash eway on unsuccessful missions the game doesn't end, but
life beoomes very difficult. Agengs are sent inta action without extra equipment or further
modifications. At this point the sell-destiuct option can come in handy (see SelfDestruct],
But remember, when all your agents are dead the game reglly is over
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BUYING INFO

Left-click Info and vital mission information is added to the Brief — for a price. You don't
fiave to buy, but unless you've a pack of Tarot cards extra info comas in very handy.

This information is displayed on additionsl peges of mission text, Scroll through these by
Ieft-clicking the |eft and right arrows as appropriate.

MISSION MAP

The miap shows the area in which the mission takes place. Initially very indistinet, the clarity of
this map can be improved — for @ price [see Enhancel. Left-click in the desired direction of
maoverment to see more of the map, or hold down the left mouse button ta pan smoathly across

The drop zone flashes red and white. Enemy agents are also displayed, flashing in red
Streets and transport routes are grey, while buildings are blue. The location of the target
i5 not revealed &8s yet — you have to Begin Mission before you can find that out.

ENHANCE

Left-clicks on Enhance improve the definition and simultaneously incresse the cost of the
Mission Map, This is deducted from your budget. You can move around in this map with
the mouse if you simultaneously hold down the left mouse buttan

If you dor't fency your agent’s chances at & given Brisf, left-click Map to return to the World
Map screen. Left-click temritories until you find a mission and brief mare to your liking.

Accept

Having assessed your chances of completing the mission, left-click Accept. The Team
Selection screen sppears.

Return To Main Menu

Alternatively left-click Menu to return to the Main Menu options.
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CHAPTER 3: PREPARING THE TEAM
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AGENT BOXES

Select, equip and madify agents using their Agent Boxes. All four are highlighted in green
and Ehe agent currently on display has a flashing, broken outline. Left-click in another box to
change agent,

Oepending on the degree of difficulty you expect ta encounter. the mission budget and any
other tactical considerations, you can grepare as many agents as you like for & mission Lo a
maximum squad size of four. It's often easier to keep an Bye on Just a couple of agents
when the bullets, bombs and lsser bolts are flving, And dead 80ENts are |ust so much
wasted Syndicate moolzh,

Ue-select with a right-click and the Agent Box goes hiank. To re-activate a de-selected
8gent, right-click in the Agent Box anain. (For more information see Team. |

GROUP

A left-click to the group icen in the centre of the four Agent Hoxes lets you Equip and Madify
the cyborgs all at once. This can save you considerable time &t the Team Selection stage.

Anather left-click to the group ioon leaves you free to customise your cyboros individually.

Now Equip and Modify ready for a mission.
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EQuip
Esch agent i already supplied with 2 single pistol, but they need far more than this 1o

survive Bgainst enemy oyborgs and succeed in missions requiring specific equipment

Thie Equip box should already be highlighted, Purchases are listed to the bottom right of the
ggent ieon, But don't just window shop — your agents nead some wicked weapons if they're
o survive Syndicate.

As with the Info and Enhance options. it is Up to you to balsnce expenditure against the
rEqUIrements of 8 mission,
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At the beginning of the game you have only five equipment options: persuadertron, pisto
shotgun, scanner and medikit. Research money s needed to perfect more [see Research)

Left-click an item in the Equipment List fo open the YWeapon Details window and find out
Mame, Cosp, amount of Ammoccarried, effective weapon Range and the unit cost of ammo
orShot.

Only by playing Syndicate do you learn the idesl weapon for each mission enviconment, but
for tactical hints and details of specific equipment uses see Equipment Dekalls,

PURCHASE

Left-click Purchese to confirm purchase of an item. Weapanry and peripherals are listed
next bo the Eguipment VY indow.
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Lefi-click the Weapon Details window to close it and reveal the Equipment List again.
Alternatively, click Equip to return you to the Equipment List, from where you can repeat the
process. So kit out your CHIPped-out agents some more; they're soon ready for real mayhem.,
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Mow your agents have the gear, they need the brain, muscle and sinew to help them use it
To tune your cyborgs' physiques to perfection, left-click Mods and a list of possible
modifications appears over tha Eguipment List. Choose between designer limbs, syes,
heart, chest and brain to produce the ultimate killing machine.

Highlight the desired modification with a left-click. A description of its attributes appears
over the Mods list, :

Confirm by left-clicking Purchase, The Mod appears in the appropriate box beside the
agent symbol. Your budget drops accordingly.

VERSIONS

Each physical madification comes in three versions, As the game begins, only Version 1 is
avallable and money needs to be invested on Research before you can get your hands an
Versions 2 and 3. The higher the version number, the more current the technology and the
grester any advantages. But they also carry 8 greater price tag, so be prepared to pay
through the nose.
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Legs: Move your agent st much greater speed sround the Mission Zone than conventional legs
Arms: Allow an agent togarry & larger amount of equipment unhindered.

Eyes: mprove awareness of oncoming hazards and better an agent’s accuracy when firing,

Chest: Modify a cyborg with 8 metallic chest Eo help it survive direct hits during opposition
attacks. Also contains 8 massive explosive charge that is triggered in Sel-Destruct mode

[ser Self-Oestruct]
Heart; A bigger heart improves oversll physical strenath and durability

Brain: Even the Version 1 brain is better than that currently installed within your agent's
nogain. Vital for guick, correct decision making under pressure. Also. the higher the version
brain instailed, the greater the effects of the Persuadertron for more information see
Wespans — Parsuadertran).

Left-click Research to enter the Research screen.

RESEARCH SCREEN
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Althouah responsibility for the victory of the Syndicate rests on your shoulders, you're nnil,
=

entirely without support. Syndicate scientists are working feverishly to develop mare lethg
weapons and modifications for your oyborgs,

But a5 the old saying goes, ‘'no bueks — no Buck Rogers!, It's up to you to channel funds Nt
Hesearch, from where new designs are added to the Equipment and Medification lists.
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EQUIPMENT DEVELOPMENT

When the Research screen js opened, the Equip box is highlighted and your Equipment
Development options detailed in the Research Options window, These are usually in
categories, but individual weapons are also sometimes listed. On the right is an inventory
of your existing equipment. Consider the demands of farthcoming missions and the
equipment your agents are lacking before deciding on the Research Option to ba developed.

Choose & category with & left-click and then left-click Besearch. The minimum and
maximum Dev Cost is revesled in the window. Adjust this with Funding + and Funding -
buttons. The new Dev Cost is deducted from the mission budget, When you're happy with
the cost and time of development, left-click Accept.

MODIFICATIDN DEVELDPMENT

Left-click Mods and your Modification Development options are listed in the Research

Options window, If Version 1 legs don't get your agents out of troutle fast enough, it might
be time toinvest in Version 2. Highlight and left-click on Besearch to reveal max. and min.
Dev Cost, which can be adjusted with Funding + or Funding -, and is deducted from the
mission budoet. Left-click Accept to get the ball ralling.

Note: Your technicians need to fully develop any
Version 2 modification before Version 3
updates hecome available for research.
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Want that leser real bad? Speed up development by increasing funding. Budget looking a
lirtle thin? Reduce the =peed of development and save some regdies. These adjustments
can be made using the Funding + and Funding - options,

FUNDING +

Left-click Funding + to inject cash into the Dev programme of Equipment and Modifications
The Dev Eost figure increases with each click, butt development time is reduced [see
Develoomernt Graph)

FUNDING -

Left-click Funding - to reclaim cash from the Dev programme for other budogtary
requirements, The Dev Cost figure goes down with sach click and there is a subseguent
incresse in development time (see Devalopment Graphl,

DEVELOPMENT GRAPH

The Development Graph is an at-a-glance indicator of the state of development for any
Matdification or piece of Eguipment. Datailed on the vertical axis is % Completion and on
the horizontal axis are Days to Completion. The ling shows this completion/time ratio and
becomes shaded sleng its length to make the time to completion even more graphic,
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The mitial Dev Cost 5 based on 100% Completion being schieved after 10 days: |f Dev
Cast 15 Increased with left-clicks to Funding -+, the angle of the ling on the araph increases
toward the vertical, Development time 15 reduced, down to @ minimum of 1 day.

|f Dev Cost is decreased with left-clicks to Funding -, the angle of the graph ling becomes
more shallow. Development time is increased, to @ maximum of 10 days.

The Mission Debrigfimg sereen tells you how long & particular mission took in game Gime,
and from there you are also told the remeining days to development completion,

Confirming Development

When all budgetary limitations have been taken into account and the desired cost/time
threshold reached, left-click Accept to return to the Mission Screen.
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Left-click Team to select your agents from the Cryo Chamber. At the beginning of &
Syndicate session you have eight agents available with identical attributes, the first four of
which are numbered sccording to their Agent Hox. The remaining chembers register as
Empty, but can be filled with captured agents as the game goes o,

Equipment purchases and Modifications to your agents give them mare specific mission
uses. They also gain-experience with their weaponry as the game progresses. In this way
you should develop an envigble selection of cyborg killing talent for your Syndicate.
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knemy agents caplured using the Persuadertron are added (o the Cryo Chamber. They
oring any weapons and experience with them. and can also be modified (see Equipment —

Fersuadartron). But this isn't easy, so don't theaow away the eight lives at your disposal.

Hemember; any agents killed during a mission are dead and oone forever so make sure
your pool of mission personnel doesn't dry up, or it's Game Cver

CHOOSING TEAM MEMBERS
Left-click Team to open the Cryo Chamber, nighlight en agent with the cursor, and then

lefi-click for Equipment and Modification details. To make the highlighted agent operational
now left-click one of the four Agent Boxes.

De-select an agent with & right-click to the numbered Agent Box,
REPLACING DEAD AGENTS
When an agent is killed, its Crya Chamber registers as Empty and the Agent Hox is de-

selected. To make one of the remaining agents operational, first left-click Team to open
the Cryo Chamber.

Left-click the dead agent's box far the grean broken line highlight. Now right-click the
chosen agent from the Cryo Chamber, and the Agent Box number appears beside it
[Change to anather stored agent with a left on right-click ) This cyborg can now be
Equipped and Modified reaty for service with the Syndicate.

When your boys and girls are ready to go ot and play, left-click Accept. The Loading Game
MEs5a0e appesrs and the mission begins,
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CHAPTER 4: PLAYING A MISSION

[ince youve adealiztely kitted out your cyborg servants, you're ready for a mission.
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The Mission Status screen displays all the information you need to lead your Syndicate
anents to their target.

STATUS BOKES

The operational status of your agents is displayed in the Ste_ltus Eux_es_ numbered 1 — 4,
Each has an agent inon that responds to movements and hits in the Mission Zane.

HEALTH BAR

This ain't where cybargs go for a little A'n'Al The Health Bar ta the immediate right of the
Status Box indicates remaining life. These oyborgs can talfe some punishment, but when
there's more black than white on show it's time to take evasive action.

The Health Bar can be restored using a Medikit (see Equipment & Territories).

Chapter 4 - Playing A Mission - 35



CHANGING ACTIVE AGENT

The active agent’s Status Box is highlighted in orangg. To change sctive agent simply left-
elick another Status Box.

To switch active agent you can also left-click a numbered agent directly in the Mission Zong.

IPA LEVELS

With the three bars you control injections of drugs which alter intelligence 011, pereeption
Pl and adrenaling (4] levels in real time. These drugs modify the behaviour of an agent
when left to its own cybemetic devicas, Accurate control of IPA Levels s essential if you
are Lo progress to the higher echelans of your Syndicate.
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Adrenaline — controls speed of reactions.

Perception — improves precise firing and alerts an anent to danger earlien,

Intelligence — controls an agent's reactions to & given situation.

An agent with high adrenaline and low intelligence reacts quickly but erratically — he may
fire wide or too soon.

Raising intelligence may prompt an agent ta get out of & risky situation rather than risk his
life. This is especially true in combination with higher perception.

If'you want your agent to wak blindly into certain death, lowen ntelligence and parception together.

I's & good taetic to crank up IPA Levels if leaving agents on lookout within the Mission
Zone. They fire to defand themselves while awaiting the next command.
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ALL LEVELS TO MAMALN — AGENT REACTS GLVCKLY AND [TH 4 HIGH
OEGREE OF OFERATIONAL INDEFENDENEE

ADRENALINE TE MAXLM ONLY — ASENT MOVES QUICKLY BUT YOU!
MAY NEED T TAKE CONTROL OF FIRIMG AND OTHER RESPONSES.

INTELLIGERICE 8 PERCECTION HIGH, ADAEMALINE LOW — REGPONSGE TIME
SLOWY BUT FIRIG ACCURACY ASSLURER

DARK SEGMENT SHOVS AMOLNT OF DRLE LSED.

Left-click to the rightof the centre line to increase |PA Levals.

The red, blue and brown hars show dosage of the drug; the darker segment of these bars
indicates the amount of drug used up. When the dark segment achieves the same extent
85 the normal colour bar, the effeck of the drug begins to diminish, The length of the level
indicator falls off accordingly.

The centre line moves to the right ta show drug dependency; future injections need to be
greater to heve the same effect.

Hetarding IPA Levels to the left of the centre bar with a left-click reduces dependency, do
iis when an agent is under no real threat. The longer an agent's [PA Levels are restad, the
greater the improved performance when injected later.

Note; In Group Mode any [PA Leval adjustments to a single agent affect them all,
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Frn_m your vantage point high above the city you observe proceedings and monitor the
actions of your egents. To help you plot sgent moves, wam you of advancing enemy oyborgs
and locate the target, the control airship is equipped with a Scanner which reproduces an
aerial view of the Mission Zange.

As with the Mission Map [see Mission Briefing), the city's structures are displayed as blue
blocks, while roads and access routes are grey,

Your agents now appear &8s throbbing yellow circles, as do any people, police or enemy
agents caught in the grip of the Persuadartron (see Weapons — Persuadentron). Mission
targetis] flash white/yellow on the Scenner when under the influence. Remember that to
complete the mission these too must make it to the evacuation zone.

Enemy agents throb red, so keep an eye on the Scanner to spot them: while unfriendly
soldiers, auards etc. who may pose & threat are displayed as white flashing circles.

The 4_:iui|ian popuiation s Just so many white specks, as are dead agents from whatever
Syndicate. The police are displayed as flashing blug circles.

Vehicles are shown on the scanner as white squares.
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The target can be located by the radar locator line given off, and corresponding audible
signal (see Target). If the mission requires you to reach an evacuation zone after the targat
has been dealt with, this emits the same radar logator as the target. VWhen the locator line
airns red on the Scanner, your agents should be in range on the main sereen.

MOVING THE SCANMER DISPLRY

Maove the cursar to the edge of the Scanner and the Mission Zone display moves
correspondinaly; right-click a specific place on the Scanner and the Mission Zone display

zooms £o it

Yo can move agents around the Mission Zong using the Scanner glone; left-click with the cursor
zhead of your agent(s) in the desired direction of movernent and the yeliow circlels] move.

MOVING YOUR AGENTS

Your agents appear in the Mission Zone numbered 1 — 4. To plot a course position the
cursor shead of the active agent and left-click. This can &lso be done from the Scanner

[see Scanner].

If an agent is no longer on view in the Mission Zone [you may have sorolled ahead with the
cursor for & look aroundi @ right-click to its Status Box zooms you back to the present
position, with the active agent placed in the centre of the Mission Zong display

if your agent has enterad a building, a vehicle or disappeared into & tunnel, follow the
agent’s dot to trace the route. This also allows you to manoeuvee the cyborg even when out

of sight.
To display more of the Mission Zone, Lake the cursor arrow to the edge of the screen

Note: Direct agents using the Scanner while you look ahead for enemy agents, ete. in
the Mission Zone. Practie menoeuvering using the Scanner and the cursor —
you need excellent close contral if your Syndicate is to triumph.
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To make your agents move more quickly around the Mission Zone VOL C&n Inorease the
Adrenaline level, or invest in higher version legs. Bit the load an aaent is carrying also has
an effet, so you must judge the amount of equipment taken on the mission carefully — too
much could hinder your prograss

Higher version arms give an agent greater strength allowing him/her to carry more
weaponry [see Modifications). Naturally some weapons weigh more than others — for
example carrying & Flamer slows down an agent much more than does a Fistol or an Lz,
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Combine all your agents in real time during the mission using Group Mode. Left-elick the
group icon in the middle of the Status Box display to team them; plot one course and all
the agents follow it. In this way you can have & gruesome twosome, threatening threesomes
or frightening foursome on patral.

To split your agents again, left-click single agent Status Box,
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IN THE MISSION ZONE

Here are sume of the things you can Expect to come across while playing a Syndicate mission.

ENEMY AGENTS (RED CIRCLES)

Cyborgs empioyed by rival Syndicates appear in the Mission Zone dressed similarly to your
own, Wearing |arge overcoats. The many folds of an agent’s overcoat bulge with concealad
wespons and, unlike the police who must wait for arms to be revealed (after all, the cities
of tomorrow arent safe places to walk without some form of protection), enemy agents
don't stand on ceremony when it comes to gunning down your operatives, |f you're not
careful they fire before you can even arm a cyborg, so move quickly.

POLICE (BLUE CIRCLES)

The police of tomorrow have & thankless task. Hampered by the  w~
need [0 be seen to have at least some respect for the law, they B
cannat fire on Syndicate agents until weapons ane drawn and = "y
the streets already awash with innocent [and not so. 255 . P

i a f ] '_:-J:
Innocent] blood. Although well trained, well armed and well ;E—}%E_ﬂg'g m:f'
protected by chest armour and helmets, this helps make 1 4 r;-%" §-‘“

the police sitting ducks for Syndicate agents in need of
target practice. And unlike their cyborg foe, police are only
flesh and blood. Still, when you hear the warning. ‘Police!

Put down your weapons!’; it's a good idea to take noke and o
Uef. that. uzi back in your overcoat — that is unless hat lead =
I8 already spitting from enemy cybarg weaponry.

THE TARGET (WHITE DOT WiTH RADAR SIGNAL) —

The unfortunate sotl who is the mission Target emits a beep, and
Cen b Ioceted on the Scanner by the cormesponding radar signal.

Note: ' you have to enter a building to pursue the target
remember that the cursor becomes a targeting icon
when over your prey, and turns red when a target is in
range of a chosen weapon, ; =

jank
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UEHICLES [UWHITE SBURARES)

Get in cars and trucks or onto traing by lefi-
clicking the desired vehicle. The active agent
walks towerd and enters it. Cursor clicks in
the direction of movement conkrol the
vehicle, Left-elick the vehicle itself to stop

and' get your sgent out.

On trains your egent has to travel to

the next platform  before
disembarking. Wait for the train to -
stop and left-click. Your agent gets off

the train.

BUILDINGS {BLUE BLOCKS)

To open doors and enter buildings, simply left-click with the cursor icon on the selected
tdoor. The door should open and your agent walk straight through.

You can trace the movements of your agent when hidden from view inside a building by
following his/her agent dot on the Mission Zone display. When you want the agent Lo lsave
a building, left-click a looation outside and the agent finds the shortest route to it

SOUNDS

If your neighbours are complaining that they think there's 8 massacre going on, press F1 td
turn off all sound effects. [f you want to keep the noises, sound effects and explosions but
turn off the music, press F2.
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Only the sctive agent's weaponry is displayed beneath the Status Boxes, You must left-
click a weapon before firing. This highlights it in orange — the active agent pulls the weapon
feom under hisfer overcoat, ready to kil It's a good idea to select a weapon well before
you reach your target, where things might be hectic with swift, unnecessary vinlence called
for, But take care — police recognise your cyborgs as Syndicate |ackeys as soon 8s 8
weapan is drawn, and they come straight for vou,

Note: \When all agents are active in Group Mode, the iast sctivated anent has his/her
Weaponry dispiayg_ad.

Alm with the cursor and the targeting icon sppears. When this is red the target is within
range of your chosen wespon. Right-click to fire the agent's weapon once. Hold down the
right button to spray bullets around the Mission Zone with insang abandon.

Ue-select a weapon from the display with a left-click after use to avoid detection by law
enforcement officers: The agent slips the weapon back inside the overcoat.
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The weapans of agents killed in action, whether enemies or your
g.a own, can be retrieved by an active agent. Move the cursor aver
to the smoking remains of an sgent or police officer and the
Grab icon appears. The weapon flashes red in your agent’s
inventary to lat you know if it's worth retrieving. Left-clich
and your man-machine goes to the remains, bends down
and quickly conceals the grabbed weapons in the folds of

his/her overcoat,

If the dead dude had multiple firepower, the Grab icon
reappears after the first weapon has been
claimed. Single left-clicks keep your agent
retrieving weapons until either gl are claimed or
his/her inventory can hold no mare.

DISCARDING WERPONS

When all the ammo has been used up a weapon can become a burden. Drop & selected
weapan from the weapon display with a right-click to its icon, It's Up to you to judge
whether your funds can cover such losses [see Selling Weapons), but you always have the
option of picking it up again later

PANIC MODE

If things are looking bad and enemy agents mounting up around you, press left and right
mouse buttons together to enter Panic Mode: Your agent automatically selects a weapon
and fires a salvo of hot lead, IPA Levels also shoot Up Eo maximum without having to
manually set them.

It 8in't pretty, but it is effective.

A4 - Chapter 4 - Playing A Mission

T

SELF-DESTRUCT

Oksy, sa your remaining agents arg out of ammao and rival Syndicate scum are circling like
vuitures, ready for the kill, VWhat to do now? If you've invested in a Chest Modification
Versions 2 or 3, prass Control D on the keyboard and the active agent biows himself to Hell
in & huge conflagration, taking out everyone and everything in the surrounding area. Your
remaining agents {who you've positionsd well out of range, of coursel can then grab loose
Weapons and continue the fight,

Similarly, Seif-Destruct comes in handy when your mission budget has been swallowed up
on unsuccessful outings. Even an unarmed agent can be a lethal weapon if it suucassful_fl_.r
evades detection and-reaches the target. Press Control B again and the mission is
completed, Self-destruct earlier to relieve enermy agents of the weaponry your cyborgs
tesperately nead.

OEAD AGENTS

If an agent is killed, he or she falls in & messy heap within the Status Enx._[]ead agents forfelt
8l their weaponry and modifications, and are not available for further missions — hence the
Impdrtance of capturing persannel for the Cryn Chamber [see Persusdertron

It's better to watch for hits and respond by switching active agent to give Bog-sucking
ENEmy operatives some well-deserved payback.
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After each mission the Debriefing screen gives you the mission statistics. Thase include
agents killed, agents used, hit percentage — & breakdown of everything that happened
during the mission, If things went badly for your Syndicate, here's where you find out why,

The Debriefing screen also shows the current state of any ongoing Research, and tells you
when new equipment and modifications become availahle.

After successful missions left-click Accapt and the Waorld Map display appears; One or two: of
the territories adjacent to that in which you have trimphed fiash to indicate & Brigf is availahle
Following unsuccessful missions, no new territories are flashing (see Missian Faiurel.
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CHAPTER 5: AFTER THE MISSION

Having successfully eradicated the first target, you are taken to the Mission Debriefing
screen. Left-click Accept for the World Map display and see the impact this victory has
had for your Syndicate.

"l_ FuArtL lE‘FFgE}mWI :"';
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RAISING TRNES

After winning & mission you have earned the right to levy outrageous rates of tax on the
helpless citizens. The Territory Box might indicate & happy population paying '11_1%. buE that
won't keep your agents in uzs and bionic implants! Raise taxes and increase Syndicate profits.

But you'd better watch for population mood changes. f you're hammering them with
Excessive tax demands and theylre anything less than Content, the citizens can turn
rebellious. You could end up fighting an extra mission (and thereby spending extra
Syndicate funds) to bring the territory back in line. Check on the current mood by left-
clicking your controlled territories at the Warld Map screen. Lower taxes if necessary to
Improve the mood and prevent rival Syndicate insurgents taking advantage,

Right-click the up arrow to the right of the current tax figure to raise taxes [0 105
Inerements, or left-click to increase them an agonizing single percentage point 80 & tme,
The money rajsed is displayed next to the tax figure; your head spins as you watch it I'i%E!
Click the down arrow on the Jeft of the tax figure should you wish to lower the tax rate for
SOME INsane reason.

All the cash raised is added to your overall Budget.
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CHOOSE A NEW MISSIDN

Some of the adjpining territories controlled by rival Syndicates have been de-stabilised by
your success. A couple of these flash to indicate they are ripe for & takeover, You are only
alle to expand your Syndicate into these areas, otherwise there is no Brief available in the
Briet window.

Choose a territory with & left-click. Click Brief to reveal the new mission znd budget. As
before, left-click Accept for Team Selection.

RELOADING WEAPONS

FFET o
TEAM SELELTIAN

FIEIE0O0

u.u..ap;ll.)‘q' = i

VWhether your agents have won or lost a territory, those that survived may have fired.
Save an the expense of all-new weaponry by purchasing a reload at a much reduted cost.

Left-click the Agent Box to see the cyborg's remaining firepawer beneath the ggent.
display. Weapons low on ammao have incomplete white bars. A left-click to orie of these
opens up the Weapon Description window, Mow left-click Beload o return a Weapon to
full strengti.

SELLING EBUIPMENT

Trade in wesponry unnecessary to the next mission and boost your budaet for new gear
using the Sell option,
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Simply, highlight. the item to be discarded with a left-click, and then click Sell. The weapon
disappears from the agent’s equipment display on the Team Selection screen. Cash
generated is added to your overall mission Budget. This can be done with all Equipment,
put not with Modifications.

Grabbed weapons are listed along with those you purchased beforehand. You can Sell these
toincrease your budoet, or Reload for use in the next mission

TRANSFERRING EDUIPMENT

You don't have to leave & cyborg lumbered with a truckioad of excess weaponry. Transfen
Bquipment to agent's lacking strategically essential gear at the Team Selection soreen.

To move weapons and mission peripherals among your agents, first select an agent with &
left-elick to its box, The equipment inventory is revealed beneath the agent display. Select
the jterm of eguipment for transfer with a right-click and, holding down the right mouse
button, drag the weapon icon across to another Agent Box and release. Left-click the new
agents box for a look &t the updatad equipment inventary.

MISSIDN FAILURE

If your tactics are inadeguate, the mission fails. The on-screen
instruction to press Space Bar takes you to the Mission Debriefing
screen. From here, left-click Accept for the World Map display and
choose another territory (and a mission you can handlel

Left-click Brief and you're back at the Mission Brief screen. From hers

buy Info and Enhance if necessary, then left-click Accept and it's Team

Selection time again (see Preparing The Team). Agents killed during the

previous sttemnpt are no longer available for missions. You have also lost

their weapons and any money spent on modifications.

Note: if this s still the first mission you've no choice but to try again. But then, if
you're hiaving 5o much trouble with such an easy mission you probably aren's cut
out for the Syndicate anyway,
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i you're so inept that all eight cyborgs supplied by the Syndicate are killed, the game is
over, As an embarrassment and a liahility to your Syndicate, an explosive device hidden on
board the command airship is detonated by the Syndicate Executive and you crash in
fiames into the city. It's a quick death, and for that you should be thankful, but you ain't
exactly going down in & blaze of alony,

Don't say we didr_ft Warn you,
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CHAPTER 6: LOADING AND SAVING GAMES

Left-click Load And Save Game on the Main Menu immediately after a mission t0. preserve
perpitories, mongy and mission status, or beforehand to load an unfinished Syndicate
session. You oan Save up to 10 games.

SAVING A GAME

Tao save & game of Syndicate, highlight Load And Save Game from the Main Menu and left-
click. The Load And Save screen appears.

Highlight & free number end use backspzace or delete to remove the word ‘Empty’. Type in @
name and left-click Save,

LOADING A GAME

To Ioad a saved game of Syndicate, highlight Load And Save Game on the Main Menu and
left-click. The Load And Save screen appears. Highlight the appropriste game number and
left-click Load.
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CHAPTER 7: EQUIPMENT & TERRITORIES

EQUIPMENT

Listed here is the complete set of weapons and mission peripherals made available to your Syndicate.
Firearms;

Pistol. Large calibre hand oun. Medium range projectile
weapon, Very cheap gun that is easily outclassed but
useful as a backup weanon,

Shetgun: Pump action shotoun with a large spread
of shells. Does more damage than the hand gun, but let
down by its |ack of effective range. At close range, however,
this can inflict real hurt,

Persuadertron: A short range weapon that fires a small dose of
chemical which renders the target totally open to suggestion.
When hit, victims momentarily tum blue, lose all free will and

follow the agent who fired around the mission zone like
sheep, Civiliens are shways open to persuasion, and you
need to persuade varying numbers of civilians before the

Persuadertron has sny effect on guards, police or enemy
agents, Also, the effects of the Persuadertron are
multiplied depending upon the version brain installed in
the cyborg using it.
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The chart below shows the number of civilisns needed to persuade guards, police and
Enemy agents.

Version brain. Civilian Guard Paoliceman Anent
Brain o A 4 g (Ef
Brain 1 A 2 B 16
Brain £ A 1 3 11
Brain 3 A i & 2

[4 = always persuaded]

Each category also has attached Persuasion Points. These work in combination with higher
version brain modifications and are as follows;

Civilian =1

Buard = 3
Filiceman = 4
Enemy Agant = 32

Example 1- With brain @ you need 4 cwilisns to control & single guard, However,
because a guard is worth 3 Persuasion Points, you only nesd 1 additional civilian to
‘PersLade a policeman, 1L.e.|

Brain g _ GBxciillans 1 xguard =1 policeman
Fersuasion Foints S 1xd =

Example 2: Thanks to Persuasion Paints, with a version 3 brain you don't need to
persugde B civilians for an enemy agent. The following combination has the same effect:

Brain 3 1 xcwilian 1 xguard 1 3 police =" enemy agent
Persuasion Points 1x1 ) B R Txd =8
Note: Only persuaded enemy agents go into your Cryo Chamber, but you are paid for
any other persuaded personnel which survive to the end of the missian

Uzi SMB: 9mm automatic hand gun, Fast pate of fire and medium range. Flenty of
smmunition and a relatively low cost make this weapon the mainstay of any offensive force.
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Long Range Rifle: Very long renge and extremely aceurate high velocity rifle. A single shot
weapon designed for picking off individual tergets at a distance. Useful for assassination
attempts and long range support fire.

Support Weapons:

Flame Thrower; Produces & stream of ignited |elly that sticks to targets and burns. Very
short range but devastating, An effective anti-vehicle weapon or for close crowd clearance.

Mini Gun: Maotor driven mulb-barreled machine gun, Devastating rate of fire and & decent range
make this an ideal support wespon for any sguad. However, any unmodified agent attempting
to carpy more than ona of thesa may encounter problems with the huge weight invelved.

Laser Bun; Small rifle that uses laser light to form @ beam of high powerad eneray that cuts
through its targets and anyone or anything foolish enough to get in the way. Extremely
powerful with & very long rangs. Ideal anti-vehicle weapon and also effective for sniping.

Gauss Bun: Portable launcher with a supply of three rockets. The rockets themselves are long
range hioh explosives, guite capable of destroying tanks or eliminating large groups of people,

Special Equipment:

Access Card: Plastic card that allows some security doors to be opened that would
otherwise prevent 8ccess (o restricted areas of the city. Also identifies the agent as a
Police officer which diverts Faolice units.

Scanner: Energy scanner for detecting possible threats: \When carried, this item displays
gll the people and vehicles in the suprounding area. Mission objectives are pinpointed by an
identifier beam and emit & coded signal detectable by the scanner,

Time Bomh: High powered explosive that comes complete with timer and detonator.
Explodes after a set time period devestating the surrounding erea, The explosive is not
quitz powerful enough to damage structures but readily destroys people and vehicles: Just
right-click the weapon icon on the active agent display, as if discarding & weapon, to drop
the time bomb. Then leg t!

MediKit; A small pack that contains everything required for minor field surgery. It restores
3 single agent's health but may only be used once.
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\Energy Shield: Personal force field generator, Completely covers the individual with a
! rotective force wall that can withstand all projectile wespans. Dug to the immense power
tdrain, this item has a very short life span.

TERRITORIES

After the fall of the world's governments national boundaries collepsed as countries were
‘carved up by the Syndicates, For administrative purposes the holdings of a particular
dicate were divided into territories of roughly equal population size. It is for supremacy
I these tecritories that you fight throughout the Syndicate challenge.

Eu_nfugiuai upheaval, wars and population movements mean that the ethnic make-up of
hese territories has changed drastically since the Twentieth Century. Now the sole source
f conflict and, ironically, the major source of pleasure is the CHIP and the Syndicates

vhich supply it.

Westarn Europe Central Europe Scandinavia
Aloeria Urals Eastern Europe
Siberia Wongaolia Kazakhstan

Kamchatka Far East China
Libya Irag [ran
Indiz Pacific Him Indonesia
Western Australia Marthern Territories Mew South Wales
Mauritania Migeria Sudar
Arabia Zairg Kenya
South Alrica Mozambigue Atlantic Accelerator
Greenland Mortheast Territories Northwest Territories
Alaska Yilkan Mewfolindland
California Rockies Mid VWest
New England Coldradn Southern States
Mexicg Columbia Peru
Venezuels Brazil Faraguay
Argenting Uruguay
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GHAPTER 8: RIVAL SYNDICATES

The Tao: Orient-based Syndicate formed from the unification of competing Chinese Triads
and Japanese Yskuza factions. Having infiltrated the monolithic Sontushi corporation, Tao
executives found they had their hands on the levers of power from the South China Sea to
the Hussian Steppes. Not since the days of Genghis Khan has an empire of the East spread
50 far Wesk.

Tao agents are well-disciplined and equipped with the |atest hi-tech weaponry, the result of
millions invested in research. Assassinations are generally immaculate with very little
civilian wastage. Agents of the Tao are not & vicious or sadistic adversary, but a
mighteningly efficient one.

LLA.: Starved of state funding for decades, the C.LA. decided to enter the marketplace and
contract out Its services to the highest bidder: Using the espionage and counter-termorismm skills
the organisation had gained keeping the free world secure; the 1A [lndependent Inteliigence
Agency] soon became the favournite third-party agency of international crime associations.,

Asgassination, blackmail and the overthrow of governments to order was a very Iucrative
business and, following & hugely successful and over-subscribed flotation, the |LA entered
the corporate arena. Everything was in place for their ascendancy to the top of North
America’s corporate tree and it was a natural progression into full-time Syndicate operations

l.I.&, operatives are chosen for their massive muscularity. Heavy armaments are the order
of the day, the logic being that a few cilian casualties helps keep the rest of the citizens in
ling: Expect no mercy.

The Castrilos: Unparalleled viciousness is the major attribute of Castrilo agents. Originating
in Cuba just prior to the fall of Communism, this Syndicate began as a political party
dedicated to the miemory of the late President Castro. When they couldn's get what they
wanted through the ballot box, they turned to bombs and bullsts - a far more effective way
of keeping. the masses in line.

Spreading through the Caribbean like & 'flu epidemic, this Syndicate soon established itself
a5 a primal foree throughout most of South Amerjca. A fortune was made by the Castrilos
blackmailing world governments with threats to destroy what remained of the Amazon rain
forest; whanever they're short of a bob or two, Castrilo executives still fike to pull this old
trick. A war of attrition exists between Castrilo sgents and the L.LA. as they attempt to
establish & foothold in the lucrative N. American zone.
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gphinx Inc.: Sphinx Inc. executives bry to expand their Syndiate into rival termitories with an
almast religious zeal, They
gim Lo re-captire the |ost
majesty of the ancient
Egyotians and establish an
empire throughout Africa, the
Middle East and the g
Mediterrangan. Rivals claim this

i5 |USE 8n Bxcuse to commit acts of
vinlenze on'a Biblical scale.

b‘;-f;" e —

Although not the best equipped, Sphinx Inc. agents are injected with an unnatural
dedication to duty. Even alone and injured they fight to the |ast and are far from easy to kill,

Executive Jihad: Caught between & rock and a hard place by the expansionist policles of
both Tao and Sphinx Inc., and neer bankrupted by World Government fines levied for
exporting oil and thereby increasing world pollution, the Jihad is a Syndicate fighting for its
home. But adversity is & grest motivetion and the Jihad executive has seen to it that jts
cyborgs are kill-hungry maniacs. They may be few in number and poorly armed, but you
overlook the Jihad at your peril,

Tasmanian Liberation Consortium: \When they exported criminals to Australia in the 18th
Centlry, the Brits couldn't know what they'd started. Crime was & genetic certainty, and
Australian youths were taught the finer points of maiming and slaughter at their mother's
breasts. Unfortunately, a lifetime spent intoxicated meant that Australian criminals didn's
succeed as well as their international rivals. The Tao easily established a foothold in
Australasia and a lifetime of saki and sushi loaked imminent.

Then, in the Great Lager Rebelfion of 2140, thera was an uprising led by the Tasmanian
Liberation Consortium. From their hydra-electric power-generating island base they cut off
the electricity to the mainland, stunning Tao executives who could no longar operate their
98me consoles. They surged ecross the Bess Strait like beer from a berrel and drove the
Tao from Australia to re-established the Barby as the Australian national pastime,

With & fortune made from exporting weak, fizzy lager worldwide to spend on Research, the
e gained influence and were soon second only £o the Tao (tself &5 a warld power. Their
S8ents tend to be wayward in their gim, mainly because their executive controllers are
dlways drunk, so civillan casualties are high. But TLC agents have no real sadistic streak,
and anly tum nasty when denied access to Vegemite.
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EurnCerp.: By 2100 the European Community was sulfering internal breakdown, The novel
iea of compartmentalising European affairs — with Belgium responsible for gntertainment,
italy for defense, and Britain the continent's cuising — was a mightmare scenario and trouble
inevitable. Centuries-old national rivalries could nor be put aside and the Garmans were [to

use the diplomatie langusge of the timel 'putting down their beach towels on evary sun
lounger in Europe.

In this atmosphere of mutual distrust and aggression the CHIP was perfected. It kept the
populace occupied while, in the backaround, competing governments fall ta corporate
interests and the Syndicates moved in. When the dust had settled only EuraCorp remained
But: EuroCorp’s manopoly of world CHIP production couldn's last forever,

and soon the executive was defending itself from rival Syndicate
; interests on all fronts,

This is the situation into which you are plunged. Defend your
Syndicate and, at the same time, uUse your Bgents to re-
establish EuroCorp's preeminence
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