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I. INSTALLATION

The original Sudden Strike has to be installed on your PC in order to
install Sudden Strike Forever. Place the Sudden Strike Forever CD in
the CD-ROM drive of your computer. The installer should start auto-
matically.

If the installation program does not start automatically, the AutoPlay
function of the CD ROM drive is probably deactivated. In this case,
you can start the installer manually by double clicking the file

Setup.exe on the Sudden Strike Forever CD.

Then follow the instructions of the installer. After the installation
is completed, you can start Sudden Strike as usual via the link on
the desktop or the start menu, and then you will be able to enjoy all

the new features.

II. THINGS THAT HAVE CHANGED

LAYING MINES 3. CALCULATED UNLOADING

OF UNITS

In the original Sudden Strike, the soldiers loid mines

exadly where they were standing. For the add-on, the In contrast to the original game, individual unifs can
controls were slightly changed: be faken out of vehicles or buildings in Sudden Strike
Forever. As soon as an object containing infantry is
highlighted on its own, its infantry units appear in the
top left of the screen. By left-dicking on the respective
soldier; he will leave the vehide or the building.

Highlight the units which are supposed to lay the
mines. Select"Lay Mines" from the Orders menu. Then
dick with the right mouse button on the place where
the mines are supposed fo be laid.

REPAIRING BRIDGES

In the original game, the supply trucks have fo be
driven on the bridge in order fo choose "Repair
Bridge" in the Orders menu.

Now you can highlight a supply truck any fime you
want, select "Repair Bridge" from the Orders menu and
order the repair by rightdicking on the domaged
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III. THIS IS NEW

FOUR NEW CAMPAIGNS

On the single player screen, you can now choose
between the original compaigns, the add-on cam-
paigns and the single missions.

There are four new campaigns available in the add-on
campaigns: one in the perspeive of the US froops in
Western Europe in autumn, one in the perspective of
the English troops in North Africa, one in the perspec-
five of the German froops in the wintry Russia as well
as one in the perspective of the Russians in Eastern
Europe.
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NEW SINGLE MISSIONS

There are seven new batfles in the Single Mission
menu. They are indicated with the abbrevition "SuF".

NEW MULTIPLAYER MAPS

A huge number of new multiplayer maps are part of
this add-on as well. Together with the adjustable
paramefers of the multiplayer mode, they result in
many inferesfing variants. You can find more details
on this in the section on the multiplayer mode.




DIFFICULTY LEVELS

You can adjust the difficulty level between
"Campaigns” and “Single Missions" on the selection
sereen in Sudden Strike. There are three different dif-
ficulty levels: Easy, Medium and Hard. The medium
difficulty levelis equivalent to the difficulty of the orig-
inal game.

The adjusted difficulty level affects all single player

missions, the original missions as well as the new ones.

NEW GAME ELEMENTS

BINOCULARS

The generals in Sudden Strike Forever have binoculars
which enable a commanding view of the area, but
only in the set direction.

In order to make use of the binoculars, highlight a
general and select "Binoculars" from the Orders menu.
Then right-cick on the point on the map, in whose
direction the general is supposed to look.

GAINING EXPERIENCE THROUGH
OFFICERS

Units close to an officer gain experience on a fempo-
rary basis, but the experience is lost again when the
officer falls or the unit moves too far away from
him.

o]

The experience is presented i the sfafus bar through
two numbers: The first represents the unit's own expe-
rience, the second the unit’s experience including the
officer's bonus (the latter only appears if there is an
officer nearby).

DRIVING BACKWARDS

Since the tanks in Sudden Strike have armours of dif-
fering strengths, it can prove useful to position one’s
unifs towards the enemy.

Thus, the sirong front armours can cushion possible
hits (for that, you could already use the "Tum" fundiion
in the original Sudden Strike). In Sudden Strike
Forever, there is the possibility of withdrawing without
exposing the back fo the enemy. In order fo do this,
select the tank and right-dick on a point behind it.
Then it will drive backwards to the selected location.




NEW TYPES OF UNITS

As wel as several new tanks, infantry, transports and
buildings, there are also new types of unis in Sudden
Strike Forever.

HEAVY HOWITZERS

Heavy howitzers have an extremely wide range and
can cause a lot of domage. They have the disadvan-
tage of not being able fo be towed by soldiers. The
only way fo move them is to connect them to a truck.

LIGHT HOWITZERS

Light howitzers can also be moved by infanry unis,
just ike the howitzers in the original Sudden Strike.

Their range and firing power is lower than the range
and power of the heavy howitzers, but the light how-
itzers have the advantage of two different firing
modes: an indirect one for wide range use and the
direct one for dose targets.

HEAVY MORTARS

Heavy morfars have a wider range and impact than
the morfars of the original game. They have to be
loaded into frucks or connected to them in order o be
moved.

PORTABLE MORTARS

There is a new infantry unit in Sudden Strike Forever,
which is equipped with a portable mortar. This most
mobile form of artillery can cause heavy damage,
espedially if it is employed for guenilla strategies.

CHARGE CARRIERS

The Germans in Sudden Strike Forever have mobile
bombs called charge carriers available. They explode
as soon as they are dose enough to an enemy unit or
when they are destroyed. When exploding, they can
cause immense damage.

MEDICS

Apart from the familiar ambulances, there are akso
infantrymen equipped as medics in Sudden Strike
Forever. They heal wounded infantry units in the sur-
rounding area. You can order them to heal a wound-
ed infantry unit by simply right-dicking on the unit.

MULTIPLAYER

LOBBY SUPPORT

Sudden Strike Forever supports GameSpy Arcade,
which makes it possible to start multiplayer games
over the Interet without any froubles. A direct con-
nection to the Infernet is required since a proxy con-
nection is not sufficient.
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Capture delay: This refers to the fime a Zeppelin
group can be held uniil it is defined captured.

Time-out defeat delay: When a player hos no
Zeppelin for longer than this fime, the game is lost.

Time is represented in Minutes:Seconds. In order fo
change one of these values, left-cick on the displayed
time, enter the new fime and confirm with the enter

key.

IV. THE SUDDEN STRIKE EDITOR

Tool Window

Main Window

This program helps you create maps and missions for Sudden
Strike. The editor comprises all functions which were ko avai-
|able for the mission designers from Fireglow. You can find the
editor in the start menu or directly on your desktop under the
name "Map Editor".

Other Windows

BASICS

SURFACE OF THE EDITOR

The most important fundtions such as saving and load-
ing maps and missions are to e found in the menu
bar. The tool tree indudes everything you need in
order to place objects on the map.




Further windows can be opened in the Edit menu.

All windows can be moved and their sizes changed.
You can ako place windows outside of the main win-
dow.

MAPS AND MISSIONS IN SUDDEN
STRIKE

Maps in Sudden Strike define the place where a mis-
sion fakes place. The ferrain and the sfofic objects are
part of the map.

Missions define the troops taking place in the mission
and their behaviour. Apart from the map, a mission
consists of the following elements: unit positions at the
start, script switches, fext oufput, sounds, particular
objeds, locations, reinforcements, etc.

MY FIRST OWN MISSION

This sedtion is only a short infroduction to the editor
More detailed explanations will follow further below.

o Start the editor.

®  Select the option "Load Map" in the Map menu.
Double dick on the map with the number 001 in
order to load it

Seledt the option "New Mission" in the Mission
menu. Confirm with the button "0K".

Select the option "Units" in the tool window.

Click on the bution "Add New" in the tool win-
dow.

Use the slider to select a unit in the window that
has appeared.

Click on the empty rectangle fo the lower left in
order o adfivate this unit. Click "0K'".

Place the unit on the map by left-dicking. You
can akso diick on several spots and so place seve-
ral units of one type.

Seledt the selection box "Player" in the very bot-
tom of the tool free and adjust it fo the set-
fing "Enemy’”.

Click "Add New" agin, select a new unit and dick
on the pidure in the lower left of the window
and dlick "0K".

Place the opponent’s units on the map.
Seledt "Scripts" from the Properfies menu.

Click on "New" and enter "Vidory" in the text box
at the fop.

Click on "Units of Player" in the lowest window;
now the sentence element will appear in the fo
most window.

Click on the <<*>> symbols and complete the
sentence fo: 'The adive units of the player oppo-
nent amount to (.

Click on the window in the middle.

Seledt "Finish mission as" and complete the sen-
tence to "Finish mission as vidory”.

Click "0K'".

This script is complete now. Repeat this acion
and create a saript with the name "Defeat”. lis
sentences should be "The aciive units of the play-
er player amount to 0" and "Finish mission as




Exit the script window by dicking "0K".
Select "Save Mission" from the Mission menu.
Click on an empty save slot and dick "Save”.

Enter a name for this mission.

Select "Compile As Single Mission" from Mission
menu.

Enter the name which s o be displayed for this
mission in Sudden Strike and dlick "Save". Please
do not use any special characters.

Start Sudden Strike. You can find your new
mission under "Single Missions'.

MAPS AND HOW TO

CREATE THEM

LOADING MAPS

(reating good maps is a lot of work. If you enjoy the
adual creation of a mission more, just load an exist-
ing map and go on reading the section on mission cre-
ation. In order to load a map, select the Map menu
and the option “Load Map" in the menu bar.

CREATING NEW MAPS

Seledt the option "New Map" in the Map menu. Enter
the name and the pattern of the map.

MAP SIZE: THE FIELDS

A map consists of fields in Sudden Strike. Typical map
sizes are befween 128x128 and 512x512 fields.

Please bear in mind that missions can only take place
on up to 256x256 fields. If you create a bigger map,
a smaller area of the map in which the mission s to

take place hos to be selected for the mission.

Maps bigger than 256x256 are usually used in order
to run a series of missions. The selected areas which
are used for the missions on the map can also over-
lap.

PATTERNS

If you would like to create a new map, you have to
determine the basic pattern of the map first.

A pattern consists of the number of images used for
showing a certain season and/or cerfain types of fer-
rain. At the time being, there are four patterns in
Sudden Strike: summer, beach, winter and desert.

TERRAIN

Foch field of a map belongs to a homboid image.
These images fogether create the terrain. The images
themselves do not have fo be determined in this edi-
tor but the desired terrain has to be set in the comers
of the fields.

There is a number of ferrain types in each pattern.
These can be selected with the option "Terrain" in the
tool tree. The tool tree is displayed by checking the
option "Tooliree" in the Properfies menu.

After selecting the ferrain, it can be drawn onto the
map with the mouse while holding the left mouse but-
fon.

The option "Set Brightness" is also under the option
“Terrain'" in the tool tree. I this s selected, two further
sliders will be displayed in the fool tree. They serve the
purpose of adjusfing the size of the paintbrush and the
brightness when drawing the terrain. Different levels
of brightness are an important factor when it comes to
making maps appear more realistic.




There are 100 normal fimers (numbers 0 to 99) and
a specal countdown fimer. If the special countdown
fimer is set, the fime remaining will appear in the
upper left comer of the screen in the game. The other
timers are not displayed during the game.

GROUPS

Groups are the most important elements of scripting
(the logic behind the missions). An overview of the
groups can be found in the Groups window.

Each group has five variables which determine its
behaviour.

Al Behaviour: Determines the group's hasic behaviour.
You will find more on this subjedt in the sedtion about
units' behaviour. Since the desired behaviour s often
largely dependent on the type of units it is advisable
to collect fanks, frucks, infantry unis, etc. in separate
groups.

Al Group 1 and Al Group 2 refer o other groups and
are paramefers for the Al's behaviour. Al Location 1
and Al Location 2 also determine the Al's behaviour.

MULTIPLAYER MISSIONS

Muliiplayer missions differ greatly from Single
Missions. For example, units cannot be placed on the
map, but are only available os reserves. Set up a gate
for each player (Gate A for Player 1, Gate B for Player
2, etc.). Also set the number of players and teams for
the game by using the "Properfies” opfion.

Inamultiplayer game, markers on the map represent
zeppelins.

Reserves should be defined for the zeppelins and cer-
tain reserves should be defined fo be placed on the

map at the start of the game.

COMPILING MISSIONS

In order for a mission to be usable with Sudden Strike,
it must be compiled and saved in the right place.

For single missions, select the option "Compiled Single
Mission" in the Mission menu. Before doing this, how-
ever, make sure that the frigger in the script confains
the command "Set next mission to campaign failed".

For multiplayer missions, select the option “Compile
Multiplayer Mission" in the Mission menu.

Campaigns are saved in a slightly different manner.
Maps and missions are saved separately. Select
“Compile Map" and “Compile Campaign”. (In order to
make a campaign start with the mission you have re-
ated, find the file sudtest.ini in the Sudden Strike direc-
tory and change the variables "map” and "mis". To
replace the original Russian campaign, set the variable
map to the number of your map and the variable
mis] o the number of your mission. For the German
campaign, these are the variables map2 and mis2, for
the Allies’ campaign map3 and mis3 are concerned.)

When you have completed the mission, start Sudden
Strike and go to the appropriate menu (Single
Mission, Mutiiplayer or Campaigns). Your new mission
will be listed among the others.
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V. APPENDIX

GROUP BEHAVIOUR

In the following section, the optional group behaviours and a
short description of their effects wil be listed.

Each behaviour has certain seff-explantory sub apfions.

Behaviour:

None

Alloc1:

Not in use

Alloc2:

Not in use

Al Group 1:

Not in use

Al Group 2:

Not in use

Description:

The units have no special fasks.
They will hold position and defend
themselves when atacked.

Behaviour:

Infantry - Guard Location

Alloc1:

Guarded location

Alloc 2:

Guarded location

Al Group 1:

Not in use

Al Group 2:

Not in use

Description:

This group should consist of
infantry units only. It will proceed
to the designated location and
remain there. If the group indudes
artillery units, these will not leave
the group, irrespeciive of the set-
tings spedified in the sub options.
The sub opfions for taking and
holding arfillery units only apply
to furrets which are not part of the
group.

Behaviour:

Infantry - Track Group

AllLoc I:

Guarded location

Alloc2:

Guarded location

Al Group 1:

Followed group

Al Group 2:

Followed group

Description:

The group will move to the sped-
fied location and remain there. Ifa
unit of the group that is fo be fol
lowed comes info range, it will be
watched by the units for as long as
it remains within range. Arillery
units will not move. They will only
be used if it becomes necessary.




Behaviour:

Infantry - Crew Howitzers

Behaviour:

Tanks - Track Group

Alocl:

Guarded location

Alloc I:

Guarded location

Alloc2:

Spedial target location for how-
ifzers

Al Group 1:

Not in use

Al Group 2:

Not in use

Description:

Similar to "Guard Locafion”, but
arillery is targeted at Al Location
2 by default.

Behaviour:

Tanks - Guard Location

Alloc]:

Guarded location

Alloc 2:

Guarded location

Al Group 1:

Not in use

Al Group 2:

Not in use

Beschreibung:

The group moves fo the specified
location and remains there. This
group should consist only of vehi-
des capable of firing independ-
ently. These include tanks,
Jugdpanzer, armoured trans-
ports, Nebelwerfer, etc. Weapons
which are fired manually - eg.
Katyushas or Calliopes - should
not be induded in such a group

Al'loc2:

Guarded location

Al Group 1:

Followed group

Al Group 2:

Followed group

Description:

The group will move o the spedi-
fied location and stay there. If a
unit of the group that is fo be fol-
lowed comes into range, the unifs
vill guard it for s long as it
remains within range.

Behaviour:

Transport - Assist

Alloc:

Location in which the transports
areto be found while they are not
needed.

Alloc2:

Transports may ako be found
here while they are not needed.

Al Group 1:

Supported group

Al Group 2:

Supported group

Description:

This group should consist of frans-
ports only. The Al groups deter-
mine which groups are to be sup-
ported. Transports will help move
units, especally cannons, from
one place to another. If a cannon
is attached o a transport, the can-
non group’s behaviour will defer-
mine the transport’s behaviour
uniiltis no longer attached to the
cannon.




Behaviour:

Transport - Move to Location

Alocl:

Target location

Alloc2:

Target location

Al Group 1:

Not in use

Al Group 2:

Not in use

Description:

Simply moves transporfs fo the
target location. Units which they
are currently transporting will be
unloaded ot the farget location.

Behaviour:

Supply Trucks - Repair

Alloc]:

Location where units are repaired.

Alloc2:

Another location where units or
bridges will be repaired.

Al Group 1:

Not in use

Al Group 2:

Not in use

Description:

This group should consist only of
supply trucks. These will try fo
repair all nits in the vidnity. If
there are no units which need
repairing, the supply trucks will
move o Al Location 1. If bridges
need repairing or pontoon
bridges need fo be buili, the
respediive options must be select-
ed. Ako, these objects should be
selected and sitvated in Al
Location 2.

Behaviour:

Rocket Launcher - Move to
Location

Alloc 1:

Stopover location

Alloc2:

Stopover loaction

Al Group 1:

Not in use

Al Group 2:

Not in use

Description:

This group should consist only of
rocket launchers. They will move
to the specified location, remain
there, and try to find fargefs to
fire at.
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LICENCE CONTRACT

rantee for a period of 30 days, or, as for as it causes a longer
period of warranty, is taken over from the first guarantee peri-
od (DV Software Enfertainment AG yields this guarantee steps
and product services only, when it is proved, that the software
product was obtained legally.

No further warranties. (DV Software Entertainment AG
and their suppliers exclude, as far as this is permitted by prac-
ticable law, any further warranty, as well as the liability for
occuring or failure of an explicit or facitly agreed condition.
This includes especially the concludant legal warranty for mar-
ketable quality, for the suitability for a special im, for pro-
perty, for the non-violafion, concerning the software product
and the sfipulation, which assigns service activities, respective
for shortcomings in the field of service acfivities.

5) LIMITED LIABILITY

As far as this is permitted by practicable law, (DV Software
Entertainment AG and their suppliers are not liable for speci-
al damages being based on accident, or mediate damages, just
as little as for any following damages, especially for compen-
sation for the loss of husiness takings, for the interruption of

business operation, for the loss of business information or any
other financial damages, arising from the use or an impossibi-
lity of the use of the software product, or from the guarantee
or abstained guarantee of service activities. This even applies,
if DV Software Entertainment AG was drawn to the possibili-
ty of such damages. In any case, (DV Software Entertainment
AG’s entire liability will be, by instruction of this EULA, limited
to the amount you actually paid for the software product. All
this resiricitons are not valid, if CDV Software Entertainment
AG caused the damage wilfully.

6) FINAL RESTRICTIONS

Should restrictions of this contract be not legally binding in
whole or in part, and/or not practicable, and/or loose their
legal force later, the validity of the remaining restrictions of the
contracts shall not be touched. This also applies, if it should be
proved, that the contract includes a settlement gap.

Instead of the ineffective and/or impracticable restriction or
for filling the gap, an adequate settlement shall be valid,
which, as far as legally possible, approaches best to the inten-
ded settlement.
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