THE LEDWARS





The story so far…





In the early years of the 21st century, the idea of true genetic engineering became a dominant topic at universities around the world. With the discovery of the general purpose genetic coding algorithm (GPGCA) which had seemed a dream to some, suddenly became close reality. 





Scientists were thrilled with the new possibilities offered to them, and it took only a few years before the use of GPGCA started changing society in an unseen way. It was as if man had become invincible. At last there was a cure for both AIDS and cancer; and finally paralyzed victims of car accidents could be made to walk again. A golden age seemed imminent, and there seemed to be no limit to the future of mankind. Humanity was on the verge of conquering the entire universe. 





Naturally this was too good to be true...





There was an accident. There always has to be one, doesn’t there? The exact cause of the accident hasn’t been determined, but what we do know is that it started in research center Agammemnon during the spring of 2017. Apparently a prototype of a “gene reactor” blew up, and something changed. Again, we do not know what that something is. We only know of the change, because of the way we lead our life now. 





And boy, has it changed… 





In short, the rule now is: If you don’t take X amount of the Liquid Evolution Drug (LED) a year, you die. With a population of over 8 billion people this is a problem, because LED isn’t something you find everywhere. 





As a species we were lucky that we discovered the existence of LED, and that something like the Internet existed. The process needed to grow LED plants and refine the LED has been online since the first minute the scientists at found it, and several corporations have been producing it ever since.





At a price of course.





Though LED is something which is easily produced, you need fertile earth to grow the LED plants in. This means that you have to set up a system in which you can quickly seed and harvest LED plants. The governments of the world didn’t have the dynamism necessary to quickly satisfy the worldwide demand for LED, so the multinationals have taken over. Using their lean and quick distribution mechanisms they were able to supply that which had become one of the basic necessities. 





But of course they were charging…





Millions, perhaps billions of people died because they couldn’t pay for the LED and the governments of the world have collapsed. 





LED is now the equivalent of money, and for most people surviving means working for the corporations. Not everyone chose this path. All over the world movements have organized themselves in an attempt to capture the LED manufacturing plants. Both the corporations and the newly founded movements have raised armies and waged war against each other.





These wars have become known as “THE LEDWARS”





�
Manual





Starting Games


To start a new single player game, select new single player game from the menu. You will have the option of selecting three difficulty levels. 


Note: While you are playing you can also adjust the difficulty, but this option affects other parameters in the game. The difficulty level you can select from the menu affects the amount of LED you start your missions with. The difficulty slider in the options screen affects the aggresiveness of the computer opponent. 


Between each level you will see a mission briefing. After viewing this, click on the continue button. Your mission will then start. If you want to exit to the main menu, press the ESC key. You can also abort the cut-scenes between missions by pressing the ESC key. 





During the game you can access the OPTION SCREEN by pressing the ‘o’ key. In the OPTION SCREEN you can adjust the GAME SPEED, the GAME DIFFICULTY, the AMOUNT OF MESSAGES displayed, the LED GROWTH SPEED, as well as the SOUND volume.





Starting a multiplayer game


Select new multiplayer game from the main menu. A multiplayer setup screen will appear. 





1) You need to select the type of multiplayer connection you want to play. 





To do this, click on the arrow next to provider. A combo box will pop up where you can select the service provider. 





2) You need to either create or join a session. 





To create a session click on the create button. To join a session, click on the down arrow next to sessions. If no sessions are available, you will not be able to join. 





Tip: Sometimes you need to retry to find a session. To do this, click on update sessions. 





3) If you are creating a game, you need to select a scenario. 





Click on the down arrow next to scenario and select a scenario from the list that appears. After you do that, wait for other players to join in. Their names will appear in the list to the right of the screen. If you want computers to join the game, click on one of the eight down arrows to the right of the screen, and select computer. 





4) When your set up is how you want it, and the other players have joined the game, click on begin to start multiplayer play.





Goal of the game


You, the player, start as a field manager for the LEDUS Company. You are young and ambitious, and want to climb as fast as possible on the corporate ladder. Currently CEO is John Faber, a cruel and cool leader who knows how to turn a profit. The only way you can impress him, or more importantly the board of directors if you ever want to take his position, is by crushing the competition which has been conquering LEDUS’ harvesting plants at a steady rate.





How to play


While playing LEDWars there are two things you need to take care off. First, you need to manage your resources so that you can pay your troops and buildings. Second, you need to form armies with which you can crush your enemy. To be achieve these two goals you need to build a base. The next three sections explain how to do all of this.





Note: Unless otherwise specified, clicking means click with the left mouse button. The right mouse button is the universal cancel button, which means that if you selected something, you can cancel the selection by clicking on the right mouse button.





Resource management


LEDWars is game where good resource management is as important as tactical combat skills. First and foremost there is the resource called LED. You need plenty of it to drug your troops with, but getting it is a bit of a problem. LED plants grow only in Terra Ledda. You can recognize Terra Ledda in the game, because it looks brown, just like earth would. 


If you don't plant LED seeds first you will stare all day at Terra Ledda without seeing any LED plants. 


To grow LED plants, you need LED seeds. You plant LED seeds with a ...SEEDER... The Seeder takes his seeds from a SEED FACTORY which is a factory that generates SEEDS. You must assign the seeder to a spot of Terra Ledda, and if it is loaded up with any seeds in its storage space, the seeder will, as ordered, plant the seeds.  Once out of seeds it will automatically go back to the seed factory for more seeds. 


Tip: If you want the seeder to go to another seed factory, select the seeder and then click on the seed factory you want him to go to.


Once the seeds have been planted, you won't instantly have plants. As time goes by, seeds will grow into prime quality LED Plants. LED plants must be harvested and refined to created real good LED. You start this process with a HARVESTER. The REFINERY builds the harvester, which is where it will return LED plants for processing. Using a patented and very secret system, the moment a harvester arrives at a LED refinery, the LED plants are transformed into LED. 


Tip: If you want a harvester to go to another refinery, select it and click on the refinery you want it to go to. 


Besides LED and seeds, there are two other resources that needed to enable your war machine. POWER must be supplied to all of your buildings, and OIL is needed to build several types of units and buildings. To get power, you build POWER PLANTS. To get oil, you need to build either an OIL DRILL, or an OIL PLATFORM. You can only build these facilities on OIL SPOTS. Oil spots are those black things that you occasionally find on your map. Oil drills can only be built on land, while oil platforms can only be built on water. 


Tip: The resources you gather will need to be stored. Usually there is storage capacity in the building that generates the resource, but when that building is full you will need to build additional buildings to store your resources, or you will forfeit the remaining resource.





Building


To build something, you need to command a CONSTRUCTION VEHICLE. With it you can move around the map, and tell it to construct buildings. To construct a building, click on the construction vehicle, and select one of the buildings that will appear to the right of the screen. As you make more buildings, you will notice that newer types of building options will appear. This is because some buildings require another building to be constructed first. Every building has its price. If you do not have the resources necessary to construct a certain type of building, it cannot be built. 


Tip: If you can’t build a unit or building, it is because of one of two things. In the early mission you don’t have access to all the units and buildings or you haven’t built the prerequisite building. 





Some buildings produce combat or resource management units. To build a unit, you click on that building and choose it from the menu at the right of the screen.  Several icons will appear from which you can choose the unit you want to make. Units, like buildings, come at a cost. If you run out of certain resources you will be unable to build new units. 


Note: Some units only become available if you have built certain types of buildings. 


Tip: You can order a building to create several units of the same type by repeatedly clicking on the icon that tells the building to create a unit.





Moving and attacking


Movement is done by either clicking immediately on a unit, and ordering it to move somewhere.  


Tip: You can draw a rectangle around several units, and tell them all to go somewhere. To get a selection rectangle, hold down the left mouse button, and drag the mouse until the selection rectangle is of the required size. 


If units are selected and a structure or enemy unit is clicked upon, your armies will attack it. 


While playing you will notice that there is an ‘s’ or an ‘x’ under each unit. This indicates if the unit is in SENTRY or in ACTIVE mode. Units that are in ACTIVE mode are much more aggressive in attacking the enemy. Units in SENTRY mode will only attack an enemy if it is shooting at them, or sometimes if they feel like it. You put a unit in SENTRY mode by selecting it and pressing the ‘s’ key. You put it in ACTIVE mode by selecting it and pressing the ‘x’ key.





You can also transport multiple units in vehicles. To put units in a transporter, select a number of units and click on the transporter. The units will automatically enter the transporter until the capacity of the transporter is exhausted. 


Tip: It’s not necessary to bring a sea transporter to the coast for land units to enter it. If you click on a sea transporter, it will automatically go to the coast.


Air units from time-to-time will return to a facility that holds oil to refuel. Air units will crash if you run out of oil. You can prevent air units from crashing by landing them on the ground. If an air unit is standing in a green circle, which appears when you click on a building that stores oil, then it can refuel.


If a unit has to do an action in a building, such as repairs, you must click on the unit and then click on the building. However, if the building is not yours, the unit will attack it.


Creating new scenarios


LEDWars includes a complete scenario editor which you can use to create your own games. 





To start it up, run the program LEDEDIT.EXE. 





You can load in old maps, or make completely new ones for play in either single player or multiplayer mode. 





To run a map in single player mode, from the main menu select OPEN, and then select the map you created from the window which appears. 





To run it in multiplayer mode, you need to COPY the map to the MULTI directory, which you’ll find in the file directory where you’ve installed LEDWars. 





Note: You must copy maps to all the computers, which will play on that map in a multiplayer game. 





Buildings available in the game








�LED Refinery


Need: Quantum Plant





The refinery is key to your resource management. In it the LED plants are refined into LED. You can also build harvesters in a refinery. Finally, refineries also store LED.








�


Seed factories


Need: Quantum plant





You need seed factories to produce seeds. You also need it to build seeders. The more seed factories you have, the more seeds you produce. Take care, making seeds costs a small amount of LED. Like with refineries, seed factories store seeds.








�


Quantum plants


Need: Nothing





Quantum plants generate power. The more you build, the more power you get. If you do not have enough power, buildings cease to operate.








�


Oil drills


Need: Quantum plant





Oil drills pump oil from the earth. You can only build them on land oil spots. An oil spot is recognizable because it appears as a black patch on the map. Oil drill can store oil.








�


Oil platforms


Need: Oil refinery





Oil platforms are the sea equivalent of oil drills. You can only build them on oil patches that are in the water. Oil platforms also store oil.





Oil refinery





�


Need: Harbor, Oil drill





Oil refineries increase the amount of oil, oil drills and oil platforms pump from the earth. They also act as large storage facilities for oil. 





�





Storage facilities


Need: Quantum plant





Build storage facilities when you don’t have enough capacity to store your LED or seeds.








�


Barracks


Need: Quantum plant





In barracks you can train infantry units and rocket troopers. 





Vehicle factories





�


Need: Oil drill





Vehicle factories are capable of producing tanks, jeeps and land transporters.





Advanced vehicle factories





�


Need: Vehicle factory





These buildings can produce heavy tanks, disintegrators and rocket launchers.





Research facility





�


Need: Radar, Advanced barracks





Building a research facility allows you to build additional units.





Radar





�


Need: Quantum plant





When you build a radar, you get a small overview map in the left lower corner of your screen.





Advanced barracks





�


Need: Barracks, Radar





Advanced barracks allow you to create units like saboteurs, cougars and paratroopers.





Harbor





�


Need: Radar





A harbor allows you to make oil tankers, destroyers, cruisers and hovers.





Airport





�


Need: Advanced vehicle factory, Radar





In an airport you can make fighters, bombers, choppers and air transporters.





Morphing center





�


Need: Research center





The morphing center is the building where you can make LEDMan units.





Repair center





�


Need: Morphing center, Advanced vehicle factory





Select a unit and send it to the repair center to be repaired. Air and sea units can’t be repaired.





Units available in the game





Infantry units





�


Must build: Barracks


Produced in: Barracks





The backbone of every army, these units are only effective when used in large quantities or when you need to kill a unit or building without defenses.





Rocket troopers





�


Must build: Radar


Produced in: Barracks





Ideal against air units, rocket troopers are weaker than infantry units and are slower moving.





Harvesters





�


Must build: Refinery


Produced in: Refinery





You need harvesters to get your LED plants into the refinery. They are a prime target for enemy units, so you should defend them well.





Seeders





�


Must build: Seed factory


Produced in: Seed factory





Seeders turn fertile earth into fields of LED Plants. Weaker than harvesters, they are an easy shot for any unit with offensive capabilities.





Jeeps





�


Must build: Vehicle factory


Produced in: Vehicle factory





Jeeps are fast vehicles that can transport light units such as infantry, saboteurs or rocket troopers. They are also ideal recon vehicles.





Tanks





�


Must build: Vehicle factory


Produced in: Vehicle factory





Fast and well armored, a troop of tanks can inflict heavy casualties among the enemy. 





Land transporters





�


Must build: Barracks, Vehicle factory


Produced in: Vehicle factory





Fast with an average carrying capacity, land transporters offer a fast way of moving slow units over land. 





Heavy tanks





�


Must build: Advanced vehicle factory


Produced in: Advanced vehicle factory





Slow heavily armored vehicles with awesome firing power make them terrible weapons of war. They’re so heavy that if you drive over a LED field with them, they’ll crush the field's plants.





Rocket launchers





�


Must build: Research center


Produced in: Advanced vehicle factory





Not very well armored, Rocket Launchers have the longest range of all the units in the game. They are ideal anti-air/anti-cruiser units.





Disintegrators





�


Must build: Morphing center


Produced in: Advanced vehicle factory (only in multiplayer)





These high tech weapons can wipe out anything with a single blast. Fortunately for the enemy they take a long time to reload, and move quite slow. 





The LEDMan





�


Must build: Morphing center


Produced in: Morphing center





Slow, not very well armored these units lend their strength from their capability to shoot incredibly fast. Put three LEDMen in a land transporter, unload them in an enemy camp, and the enemy will never know what happened to him.





Saboteurs





�


Must build: Morphing center


Produced in: Advanced barracks





Select a saboteur, click on an enemy building and that building will either become yours or explode. They fit nicely into a helicopter, cougar or jeep.





Cougars





�


Must build: Advanced Barracks


Produced in: Advanced Barracks





The fastest unit in the game, these units when they become available are the best way to infiltrate deep behind enemy lines. They can also transport light units like infantry, saboteurs, paratroopers or rocket troopers.





Paratroopers





�


Must build: Advanced Barracks


Produced in: Advanced Barracks





Better trained than infantry units, and only slightly more expensive, these guys make up better armies.





Construction vehicle





�


Must build: Repair center


Produced in: Advanced vehicle factory





Without this unit you can’t build anything, so take good care of it. 





Oil tanker





�


Must build: Oil refinery


Produced in: Harbor





This is the only unit that can build oil platforms on sea. It’s very weak.








�


Hover


Must build: Barracks


Produced in: Harbor





The hover can transport several units over seas.





Destroyers





�


Must build: Harbor


Produced in: Harbor





Destroyers are fast, and what’s more they can take out air units. If you build a fleet, make sure to include a lot of destroyers to protect your cruisers.








�


Cruisers


Must build: Research center


Produced in: Harbor





They’re strong, they have massive firepower, they are slow and have a very long range. Nobody but air units messes with a cruiser.





Choppers





�


Must build: Airport


Produced in: Airport





Capable of carrying a saboteur, they make excellent recon vehicles.





Fighters





�


Must build: Research center


Produced in: Airport





Fighters are very fast, and can take out anything they want unless there is sufficient air defense. Their only problem is that they haven’t got a large fuel tank.





Bombers





�


Must build: Research center


Produced in: Airport





After the fighters have cleared out the air defenses, bring in some bombers. They fire up to 6 rockets at once at a rather steady rate, pulverizing anything below them.





Air transporters





�


Must build: Airport


Produced in: Airport





Capable of carrying quite a bunch of troops, air transporters can hurt a lot if their cargo is interesting enough.





Hotkeys


·	'c': Localize your construction vehicle


·	'x': Make current selection active


·	's': Make current selection sentry


·	SHIFT+'q': Quit game


·	'r': Toggle radar


·	'h': Jump to last spot where you were attacked


·	'o': Toggle options screen


·	CTRL+'1'..'9': Create bookmark


·	'1'..'9': Jump to bookmark


·	CTRL+F1..CTRL+F10: Record current selection


·	F1..F10: Jump to and select recorded selection


·	SHIFT+F1..SHIFT+F10: Do not jump to but select recorded selection


·	'a': Make friends with unit side you are pointing at with your mouse


ENTER: Send messages in multiplayer mode
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