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Thank you for buying this product. It is the result of a great deal
of hard work and careful thought, and we hope that it will give
you many hours of enjoyment.

We are proud of our games, but we know that they can never be
perfect. If you have any ideas about how we can improve, we
would be delighted to hear from you. Please take the time to fill
out the enclosed registration card. We can then add you to our
mailing list and keep you informed of new products and special
offers as they come out.

Please check your technical supplement and tutorial booklet and
the file on your game disk entitled README.TXT for information
on the changes made and additional features added to HIGH SEAS

TRADER after this manuscript went to press.

HIGH SEAS TRADER Copyright © Impressions 1995




b 91 SosToic : e ol @2
Credits

Chris Foster
David Lester

Concept
David Lester

Programming
Chris Gurski

Art Direction

Py

‘\ Chris Beatrice
Graphics & Animation
-

fIJ-l"é

__..-
g =

ey

$275%
ak
—
————

Speech Recording and Production

——

e
P
H

‘4 I
L 3] T T
T '

L ——

1
e

9

v STTeR=F1TeY T14L4
A 2118135100 - hry

S —
iR

—-—
—
-

it

o




D High Seos Trader

-
F
oA
§ ’,
P
> ~
¥ o 7
N A, Pl
- J
! o
7/ ="
Sopi B AD =
0
\ QA
1 4
! —_—
s r.r S :“:',
ol -~ - .
- (] - = e
b = v .
. bt
£
A o
“ 5
— -
e
< by
= '

- —
RO vt
}‘. ¥ reaad

b " s o
. e
\ = .
~ -
¥ Wy :4 t
b ‘
P — -
= : - =
%"-'- ] I
~ R N
e s Sbye . v e
T -—-l\__ " ¥ i — o — | :
pidet e Ayat e 4 e
- -
e -
o ¥ e
t1-
AN 3 < -
et -~
oy T3 SRsait - el 4 <
""“___‘-._‘-..Al' - - ey ‘—'_ﬁmw:_:
—— --:'::':__d"" S

Game Manual

Where do I Start? 8
woied| Installation 8
w]l Game Overview 8
“=ll Game Time 9
The Interface 10
Keyboard Commands 11
. | Getting Started 11
"% Game Options 12
Planning your Voyage: The Ports 13
54 The Tavern 14
g} The Market 17
The Charthouse 19
Helmsmen 20
The Docks 21
The Bank 26
Navigation Mode 27
Meeting Other Ships 31
The Cabin 32
Combat Mode 39
Firing Cannon 40
Labor 42
Boarding 43
Plunder 45
Evading the Enemy:. 46
Automatic Battle Calculation 46
Purchasing an Estate 46
f Taxes 47
Factors Affecting the Economy: 48
-'T' Sailing Tips and Strategy Hints 48
Designers’ Notes 50

6)




D  High Seas Trader

“Welcome to the gllgh Seas *."':r:\“
It is just past dawn and a warm tropical wind driges"_::’ .

through the calm waters of the Caribbean Sea,~Affer a

you approach Santo Domingo eager to peddfe yourc
and firearms, from Europe, and to pack,g;oﬁ: hold wit

spices and snlkﬂhat fetch thWfﬁgNtiv Wor!d; Fj?;?:?gg:*:‘
The year is 1651 m@%mr@ﬁi"d a wobden saili s

international ochan'nadc 10 W swljf vqsseﬂéi loyal ¢
and a sound busmess'strat you at.your trm:m
you great wealth and stm;@n .your m home,’ ety

W ,.-

 —
(! e T

.r Y iu'“ H
As youw%'ysour island de ) ’ﬁgure looms onthe
to the It draws near anid yéu recognize it auf'p‘;'Eé' Indiaman, ..
a monau:}t ong merchant & built in lhetsryle of an-a ;;:-:'m
country.,. rehe&‘as t&matnonﬂ relaﬂdus Hirrce
changmg you' <
the approaching c 133
to fggggﬂge:. ‘ s,
In an;gii;x; 58
its ﬂafg;-‘t’h‘&d'b

and snapptgﬁin__

SRttty
Your crew scrambl
the outlaws? I§-y¢
armed? Can yo

to the pinnacle inyo n s
Y Tek
The ships square off.
ter the morning calm, I .
- J’fl.,“ﬂ" = M —-r-v" -
Py e o

e iy

Sne, 1651

9W£klayaufmmyd'm{¢mdm6£nmmyuﬁprucia% r
the irade winds en roule fo Jangiers, ahere T hope fo profit smarily
from a hold filled with jewels and silk. T know my depariure has frou- 1
bied you, and as explanation T offer my family siory.
Eony ago, myﬁdé‘tr was a greal Uiscount, serving :famf{y ¥
the Earl af fots mnfy. gfw, the Eard died while Twas still a child,
passing hiss Fitle fo s san- a young wrelch whose spici was soon cor-
rupled by his nemfound power: s T know the lale, no sooner had the
new ruler inherded fiis station when he &y&m fo serze vas/ M&}ry: of u
farmland from the peasaniry Jor birs own, growing fal from lre forced 3
slave labor qf hiiis counirymen. u
Tn honest and maoral man, my ﬂrlﬁr fook Liim fo fask, mﬁ:.s-
ing lo partake in the thievery and decei of the new regime. Sadly, his
virfue was no mﬂ/:fﬂv the rvya/fhooﬁ'm The wretchied earl lasbhed
oul willy vengeance, siripping my ﬁlfdr J Ay property, bi's weallh, and
his's ditle, and o(n’why my ﬁuw{y ﬁw ourn‘y&fﬁ:f fhomeland Tlhe cor-
rupl earl was in ﬁlwnfcfmyvv‘ﬁarfh misdeeds and put lo death. Dul
ol Bafoce ing filliir dind paiadhess; & abadie of 12 st o Kool Boke
Now, on the /;fyf.rm, T seek to Nywhmyﬁnu@': Lost
fronar. %ay omn melile, Toan climb lhe ranks qrweuﬂfmo(:fdm
untél 7, &fc.ﬂyﬁﬂfw‘ before me, am a Ukscount. On{y then mf.ay
;Wmfwfmr{y(&nmﬂu&. "“.’ﬂjp" fenny /.

Untel we meel agarn,




& Figh Seas Trader

Where Do I Start? &

To get the most enjoyment out of your e
ble, we reco d that you i ec
Supplement an ' th this
have finished with.the ial, we s you
Overview section ofithis ma ‘ou gan then
the manual to get a TSt ame’
just refér to thosé sectio ith the parts of
find most interesting or ¢

Installatio 4 I{

For complete'ins ns install Hig ( Seas
to e game, h ifiyou e i
to Sup A~

Ga

In High Sea

and 18th cen

ing between po

ket. To do so you

business strategy. At po

soldi i -

about pirates, plagues, : Wi

P

the pinhacle

B 7

trade, and you will decide which goods to deal and which ports to
visit. But when you set sail, beware: you will surely run into other

ships, hostile as wi iendly. Be prepared to fight.

Your long-term ge rise in the ranks of the merchants’ guild
by increasing y: g in four categories: daring, honor, loyalty,
andnobsliff by status and wealth increase, you may buy larg-

AN, carry greater weapons and more cargo.

AT Begif a8 a

_ en advance to Journeyman,
Tradesman, Me

’rchant, and finally to Viscount -

; e N e\éh.,t_gi high seas, then hoist
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* Arrows are a special form of button that usually appear in
pairs. When an arrow is next to a number, use it to raise or lower
the number. Wheran arrow is between two numbers, use it to
transfer commodi one column to the other. Click on an
arrow the same way you click on a button or hot spot to give a

nst arrows, you can change the display more
ﬂg\arrow and holding down the mouse but-

The Game Interface

tells you to click on or select something, you’ sh ild ﬁ' '
item with tl;e left mouse button unless ,@»f e
use the nght% Bt

Most of the timeé:yourmeouse pointer wi
you are at sea a !
it will look like ﬂ:e ens of a teles

ports ad oher Rrps 3 hold down the <AIt> ke, and at the

your.keyboar pard. See your Technical
e&oth&. lceyboa:d com-

or initiag actions.
to enter the tavern, ang
m 3

ily when p

“Done.” Clicki
and are ready to
click it to access
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“Restart Game lets you begin a new game.

*Load Game t3
game, click on the'ni
Load button. : l

‘Save : J aves the current game. Click this button, then
lick-on-aco in. that appears, and type in a name for
e, and press <Enter> on your key-

kes you to a list of saved games. To load a

your name and hit <Enter> to continue. Choose a _'..' g B m K e

clicking the appropriate box. You will represent your
ply the ocean trade routes. Your nationality m]l :
your home port will be, and will affect the w3
ships from allied or enemy nations. T)rpc pame
hit <Enter>‘and you will ente, meé_por

‘resume the current game, and End

i e‘&t_)rts

aration is requi ey uI eed to
nd cargo. You may hire extra hands to
b nk, or upgrade '\ hip and
R W
Ol t.u
jationality
rtsofdif-
ity The
of Eharts,
Ve 2

switched

back, and -
“Game Speed adjus t¥or each of
your ship will tra place to access

is 1; the fastest is
higher settings.

'.'"-".‘ 1B 7Y

the chart screen with your mouse poifiter.

()
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The Port Screen

Enter
Tavern — ]
Enter
Market = 7]
N
Enter Enter Leave Enter
Bank Charthouse Port Docks
The Tavern

On any port screen, find the “Enter Tavern” hotspot with your
mouse pointer and ¢lick to go inside. Here you'll run into a motley
assortment of characters. Click on the characters to see what they
have to offer. To leave the tavern, click on the “Leave Tavérn”
hotspat at the tavern door;

Bartender; The bartender may have some useful gassip to
help you decidé:where to sail and which goods:to deal. He'll tell
you about changes to-the political scene, and events affecting specif-
ic ports and regions. The bartender’s gossip will not always be up-
to-date. You may also click the Spend Money option to buy
drinks for your crew, which will boost morale for long stretches at

sea.

|
i

5(1!716 marmal g

Crew members: You will find three types of laborers that you
can hire on to your crew: apprentices, sailors, and soldiers. Each
crew type has different skill levels in firing cannon, boarding, bil-
ging, and raising satl; and each will react differently to shipboard
conditions. Apprentices work cheap, but their speed and skill levels
are low. Sailors are better but more expensive than apprentices.
Soldiers are-highly'skilled in combat, and expect to be paid accord-
ingly~low-wages will have the most serious effect on their morale.
You'll start the game with a crew of sailors, but you may want to
add apprentices; soldiers, or.additional sailors as time passes. To
hire crew members, click on the apprentice, sailor, or soldier figure
in-any tavern and use the left and right arrows to indicate how
many of each type of laborer you need. The morale of any crew
you hire will affect the morale of your erew overall.

The Tavern Screen

Bartender Apprentice Leave Tavemn Soldier

Dealer

Passenger Sailor
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nobility rating and are necessary to advance through the higher

Passengers: In the taverns, you will run into people - . ranks pf the merchants’ guilc{. When you begin to collect treasures,
passage to various places. Some will be traveling empty and you will need an estate at which to store them. In your home port
others will carry cargo. Some will offer you payment while others tavern, dealers wi L OfféF to scll you estates when you can afford
will ask for charity. Taking charity cases will imp ottt hohor them. There are thiee estate sizes, having space for two, four, or six
rating. Spies, escaped prisoners, and smugglers may J ose ce Buying.an Estate) Upgrade your estate as your
seeking passage. They may pay you well and ¢

may increase your standing back home. an,n i

Tt

A fespectable estate will be vital to advancing your

‘ [

types aboardymay mean trou \
smugglers cant \ N %
Note: A pass 1 4 s e
P4 -
among your first ps. et /7| N\
\ ‘?13 . ?3‘,},,1;“ pot on Eh.y pohscreen with your
| b, 8 > | . . Here you’ll see a list

Dealers: As your wealt W,you will be.co .
ers ped g:a[l so!‘ts of p S § such as jewels, pamings, .. titled “B
and arti §'[11esé‘aare for you ‘you may ot =
sell ther kr The‘fswﬂl cost quitéa bit, but will ihicrease

A B

A %\ S
ll‘ [ N S

rt>The column

one tos f{

vailable at the ma:kég The Qty
itity. of each item curre : -

I’l!‘

|
"]

bk dad

The Market Screen

N G?"‘Phtﬁ ber-beside the '“G.Lq-; is the number o tonsthatyou
will transferwith each click of the mouse. This will save you from

@
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having to click 100 times, for example, to buy 100 tons o!
thing.

Each ship has an available cargo area, measured in tonss
is used to store cargo, supplies, passengers, and 0
Tonnage Used you'll see two numbers separated
number is the number of tons already occupiqjv

The second number is its total capacity in .,
number rise as you purchase cargo and faﬂ‘a.wtﬁl

au

prices. ists 4 s 10 hi
on the 1!’ tem
button i ice 2
N‘I
turn 3
- - I
Tht' : - 1
Accept after yi
and before yo
The Cancelb

have made and

The Teave button - pOft scree =

s i
- —

Game Manual 2>

___In order tos d_'_';‘ ¥ :pqrt to port, you'll need to build a collection
‘ of charts, or = ifferent geographical regions. You may travel
:“ through-amarea | ch yeu do not have a chart, but if do, your

will be 1 ou*tl{un the risk of mutiny. In addition
egions, you may want to update your
: ew navl’gauonal hazards and new areas
‘be 3"«:. eréd‘and*aglded to the charts. You

art of ngteﬁ}_Eumpc, up-to-date as

" hotspot on ?i‘lmport and click
e. Inside, you'll see a map.of e.world with
erh g some commonly ﬁa\eled coastal
res represent the charts you'aln dy"have
s the. rrmtl)ar selected chiar u or
chartsup fo ;’4”
cat hat 2 of‘ cady

S [ that pa u Cul2
- the d says “Chart 1/3,” for example, it means
that the arrently selcctcd chart is number l of a total of 3 avail-
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able charts. Cycle through each chart until you have seen t

Each chart has a number in its upper left corner. This is g
the chart in years. As a chart gets older, its information/

ing box.
If at any point you would like to hire a helmsman with a different
salary or skill rating thai you one you have, just hire a new one in

any charthouse, and'l & will automatically replace your old one.

Charts will also include information about con
for the skull-and-crossbones on your
recent piratéraid. Rocks and sa
your ship, night

i

looks like a grol for ‘_u operation is no small

group of roun i Tepairs, upg Qﬂgyom equipment, and buy

trade winds, whi¢h will ur travels, These, things are done at the
: iny-port. Uséyour mouse pointer to

»

v POt screen, and click to
y \

wof which dock to enter. \

as time ps

To hire a hel
corner of the arth
looking for work:Click

. bl 22 srith und 2. The nambet above the arrows is
of available helmsmen. e pre o it | b3 = - number of OEthe --"""." aboard your ship. The
A screen, will appear telling you the skill Tevel and monthly satary "8 "number listed after-the “weight" heading"is the number of 7ms cur-
for each availa'BTe um-"“'ﬁgﬁf‘% 5 <..~.-!;n'| 3 : j feﬂt’y "'-*1:':'::-‘."-"'-; hé cost listed fof each item is its cost per

)
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.'....., =

ton. When you buy a ton of rations, the unit number w:Itﬁiﬁi:, :
according to how many units weigh one ton. For exampley gfy'cnj

buy one ton of meat, you are buying 50 units. The prices. hsted are
the prices for one ton of supphes

the screen.

Note: To'keep your crew healtlyy, you will nmf ) miﬂfma m:@‘p&g“ '_ " :
meat, fruit, and Wfﬂ' Fruit wilf spoil ¢ owr time and therefore it a‘@&ara’
more rapidly thay medt:Rum is hot- necessary for health, but your c‘{ﬂni‘ i
morale may drop if ﬁ)rftd into ménegr fbr a@n entire voyage, - $350

Materials: [0 buy mat,cnals (sa;ldoth planks, smallatrns, .'md ey
ammunition), select the Materials Button on the outfit dock (imm \
Dockm Ou.gﬁzm Mam—mls) Youwﬂl need materials to malq‘é'cinnr

non- puncrumd hulls. Masts can unlj bé tepaired at port,” szll al-ms
(muskets and pistols) will bcmzl;lg 2 boarding combat situation.
Buy matc,nals the same way. ycru. Bﬁy :anons ]ust a5 w;th ratiens

e liireases

To buy ammlmmon, selcct thq ;hqbut!on bcneath }bnmmm on e
the Materials pahel. Choo‘ﬁe which.of thj:dt different types: of
ammunition .tb Bw“rouhd shot is a good all-purpase ammmiiuon; ree
chain shot 1sgbodon_saﬂs~ andgﬁgcshmsgop&at-m Crew.

the outfit dock to make régau‘s on m,smp rﬁw'n@;an Outfm
Cannion/RepainYou'll-see a schematic répresentation-of your ship.......
and its components: lower hull and tpper hull, three masts, three

®

gamz %nﬂﬂl @

sails, and eight cannon ports.

Each port has a quality rating based on the ability of its crafts-
men. At the top leftidfthe screen is the quality rating of the port:
poor, average, goqd,vetygood or excellent.

Slmliar!y, each Cotnponent on your ship has its own quality rating,

'mdu;anngﬁwwﬂ.l it will perform and how well it will hold up in

~eombat: If a.repdir i§;made at a port with a lower quality rating

“than the compoﬁggt ,mpalred, the ranng of the component will

Selec: a compbnent 1o tepair or upgrade by ‘clicking on the compo-

" nent in’ t.he sahefﬁahc.l'he red areas md!cate damage When you

......

The Repalr Dock

Upper Hull Lower Hull Cannon Port

Set Repair Level

Sail Mast

®)
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select a component, several points of information are displayed of
the left side of the screen: its name, its quality rating, and

age).
If the component is damaged, you may repair it g
nght arTows next to the Repaxrpercemage A.s you

accept the rgga:r percentage sclectcd. Clickifg
action. ) .

AI‘,‘L
.... Tyt ' J
* “

Upgrade button,
deducted from
rise. . |
u

You'€an use
artillery: Out the schematic

Saker, Demi-Culve
smaller cann v
ones are t
the arrows to sw

the number of canfionsan
bank can hold only one

Buying a Ship

If you are succ

you will eventually outgrow your ship.

When this hap ou can trade in your vessel for a larger and
faster a larger crew, more cargo, and heavier
Entexr, Dock option to see a list of ships
available for p pott, along with the overall damage
rating igi te, lieavy) and cost for each. Select
o take a ick its components to see
the ide ship, click Buy and con-
fi ur p ill ask you if ‘you would like to sell
our o i ship.at a time, your
until you our old ship.
There o choose from, including cargo
shi loads); Fluyt, M d East
1 d i for speed to ns);
i ough you are a
mbat abili u
you move: ised:  grow along
E !
anno
8 00
20-200
24-250
Corvette 16 6100
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Frigate 350 fast 32
Fourth Rate 600 medium 64
Selling a Ship
To sell a ship, select Sel/ Sbfp from the Docks opﬂon Am 'inil : -
appear telling you the price offered and asklng you to chﬁml f‘hc e
transaction. N
Remember 1o empty the mrgp sugpplfa :ma’ arpis from d sblp &ﬁrg - \
Yyou sell it. : - ‘.
£
= by |
Commissioning a Ship 8
If a used vessel is just not good-enough, you can'have a newone ‘-5
built just fof you. Select Commission Ship from the Docks patiel. A ?‘

screen will appear, telling you the ship, rypes you cdn Lhoose from,
the cost, and how lang the construction w:ll take. When ciaeume

has passed réturn to the port to claim your new ship. Just § sell yom‘
oldone,wdthenewonewdlhegmntoyou. HE 3

I'TT

w

"_‘-,p;kpqq!v

L

Note: If you do not have.a sﬁ@ wTJm L you commissiop a new ong, time - ¢
will advarce rzntammrmlfy 50 you an pm;eqd with the pesi S . _':' 3

The Bank

Placing money in the barlk is a goociwqy to {wd putnng aﬂ,mm’. —
eggs in one basket. If your ship'is captured or sinks, all'pfthe,gohi 5_
you had aboard it is lost. But tfye[l hnvepwmough mency ina

bank, you'll have the option of refummg fo-port as a passenger; =
buying a new ship, and starting over.

®

4

5ame Manual ﬁ

After you place money in a bank, you can only withdraw it from
the same port or from a port of the same nationality as the port
where you made the.deposit. Once you have placed money in a
bank, you can not sperld.it until you withdraw it. And take note:
the bank’s interestirate is the percentage of your deposit that yox
must pay | 1hc baflk armually. Inlcrcst w1[l be deducted automatlca]ly

cach-nation. wllﬂi‘ﬂe a dlfi’erent one.

To make a deposxt or w:thd rawal find the Enter Bank hotspot on
any port screen. Usr.the ltft and right arrows to transfer funds
between your vaulxa.nd the: ‘bartk. The Unit button changes the

Spersclick” mcremem ad;usrmem Select Pone to complete the tran-
sactmn .

Navigation Mode

Rations Supply

Materials Supply

Arms Supply
Crew Labor / shi
Changr View Enter Cabin Scl'.lcr:::tic
Steering Wheel Raise/Lower Activate
Sail Combat Mode

®



D  High Seas Trader

Navigation Mode

To set sail from any port, click on the Leave Port hot
find yourself at the helm of your ship looking e
the top of the screen is your view; at the bt
trols. As you sall, you will control your.shi
mode and nédvigation modé, Gert;
in one mode of- '.‘- sother.

find it, you may be in the

by clicking the - )

To sail, chck on !'m sailio

ing on f the §
The ite o yougntrol .
lows: |
38 _
4 ;
Co i YO [ € ||

|| et

_ {_ !__‘_

water, and rum; planks,

Crew Labor Display: Below ynﬂf?&;lpass, he number of

Hame Manual e

each type of crew member (soldier, sailor, apprentice) is shown.

Steering Wheel: Click on the right side of the wheel to turn
to starboard; click'of left side to turn to port. Hold the mouse
button down to spin‘theswheel continuously.

1 ontrols: The left and right view controls
ree increments. Clicking the center con-
forwa.rd view.

o .and‘dgactlon of the wind.

splay t6 the right of the sail shows a
mg wf&.ln y&\q line of vision. Your
ays be.in the middle.

vith hghter shades enting shallow

small  ammunition  sailcloth planks
soldier sailor apprentice
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water. Land is shown in green, and other ships are shown Meeting Other Ships
dots.
g s ; . When you see a from a friendly or neutral nation, you have
Cannon Button: This switches your ship between tion 4
ol it conbi A W hgsc:ile shig SR 4 s, the option to hail i, T6 hail a ship, just sail toward it and click it
you will be switched automatically to combat m ly with your telescop P When you are close enough, a box will appear
switch back to navigation mode when there 0 1B — .?': ' - T M ikeito bail th ship:
view. /’_, J_/ 7 o —~When y e captain welcomes you aboard, you
Cabin . While i v AN - have seve ay.request supplies, ask the other cap-
will t:ke ol e d eck:om - @f ' tain for updated or.end the encounter by selecting Sai/
Bat ode. this - e Away. When reg i icon for the supply you wish
¢ % - _to trad ise- the ' %:tons requested. Your
First Mate | rst |
¥ L‘J YO
button activates km £ s . . VSN
etions will ihds ,&1 be colored by the

countries as well as :betbwrn and sup-

| 'ywtoas&ﬁrmp Iy
hip will not attack you a b{;tum

a courst chclu
tion on ’I'here
you are by a m

reach your:
becomes:a rre butto

AN ] i/ ol
Sl:i]@&: ma El'hls | ‘}h':,;:‘ght side of the pane : s/ .'ﬂ-
e

-

}1\.‘:‘“‘ '

indicates th d. D t L T ' ,:-
whetygon upper hul ails, masts, ATeagen sou: fp¥feon
can H w.”‘ ’ ] ' l\.‘[‘:ﬁ- ‘ ers p
es. 11 ~IN 441 ¢
Eé- . ll! }\ e |
Note: Da '& 1
ur ship’s tich :
P e i i
Telescope: _ yint-
er becomes a )
into magnified vi Savee
- r ship -- your trading
asSISt of your 1 rdsandchartsaxekept
s ST : = - below '« Ha‘"h our cabin. Chiek the Cabi 'ton on ve
e SN ;‘_§‘§dﬁ-— S 2 “deck.1n :
-'“""1-""'- controls-to go-below &?EI‘E""‘“-—"“

® ()
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The Cabin

View Guild Ratings View Titles  Game Options  Repair Ship

Exit Cabin

View Records

Browse Charts Set Rations

With your mouse pt}‘mter Imk'amnd L your ofﬂt:: to ﬁnd fﬁc
htspots that activate the foflowing items. i s

l-v-.
L.

J\r'otfr be&bm 53!1'0::;1@;'@ ﬁ@g-m namgam mmi:

rmepsy I3visesnaasns. =1

seeamapaf’ woﬂ&pa fhelgf_t&deofthc scrccnmdmmfor'.‘.‘f::,:

mation pancl 01 the rights This map compiles all of the navigasion
information on the charts you have purchased. Move your m

S B i a9

pointer to the edg,&‘oflﬁt SM&MW :

TR TSR b aawl,, e
- - .,

The small ship you sec 4 poremarks :'::lé’t'aﬁ@ﬁ, —-
cles represent the ports included in'yo _“_m':m_“ Mﬁ :
for symbols tepresenting rocks, sandbars; and: recentpuait attacks.
To get information about a port, select it. The selected port symbol

®

- smiowse; Thenycick the

gamc Jﬂanual e

will turn red and the information panel will display the port’s
name, nationality, size (outpost, settlement, village, town, or city),
its exports, and anjasecent event that might affect trading there. An
event will only beﬁi.m&if you have heard about it from a bartender
in a tavern.

- ;There amfd\ubutlons at the bottom of your information panel:

= ow My - .

—~Fhe Weorld button s sw:tchcs the display to show the world map,
and shows you vtﬁ:chﬁ)arts ybu have, represented as squares on the
map, mcludmglhe age:ofthc charts in years. Click on any location
here to/Center tbe smﬂlmg map on it,

'Ehe List bmlmiigi'ﬂic ports rh.at arésincluded in your charts.
CT:ck on the mmcnﬁa ppji to see its" Iocanon and some informa-

non abo.ut it b .
3 Thl; Dwubmtmﬁa}ggiy‘bu back to your Gabm

-~

rrae 4
oun by gy

Thc-CamIiu&m is _yo‘ur tool for setting a cqu:se and is

TS A S iy

explamed btloW‘:::

Setﬁng a G&mse::"__-m" '

To set a/ dourtt,ﬁ:;ﬁ, determinie

‘ﬁ:m&ro

PAdtan

may walif to.h;gmghr your ch

. ‘- 00 lorl

Tt nolisé pointer nt in
stird Eanog_ afl chclt ere must
e
e betw: "and your
S ' e.,

e our allotte a.course
to your desnmum You can.end-a.cousse anywhere, but you will
usually want your last waypoint to be as close as you can get it to

®
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the destination port.

After you have set your course, you may either steer yourt shlp o
yourself using the course indicator arrow on your compass, ‘r you
may hand the wheel over to your First Mate. To do, the l;mer, click
on the First Mate button, either while setting the course. or on-the

helm controls up on deck. You'll see your ship moving'a&&éé the
scrolling map, following the course you set, Your frip’ mﬂ'oﬂy be

mlerrupted if your First Mate has somcthmg to’ repor:. He marsct.—'

a ship in the distance, for example, and wl[l give you thc oppom:ml
ty to investigate, ;

When you reach Iand the sereen will return fo your helm. botik to :
the coast to find the port. When you'elick-on-the port, a scredn
should appear, asking you.if you want to'entéfthe port; If the
screen does not appear, just hoist your. sail and steer mannally
toward the port and select it agam when you are clo‘se enough tos
enter. !

The Chart Screen

Port

Course

Waypoint

Recent Pirate
Rocks Sandbar Raid

Q)

5amc Manual g

The Record B_ooks

The bookshelf in féiﬂ'«eabm holds five record books to help you
keep track of your voyages:

The 'I'rallin; 1og' lists the last known buy and sell prices for
each: commodﬁq at‘each ‘port which you have visited. You may also
access the- demg:l.q f] ront" the market screen of any port. See The
- Market foran &

Thejonrual l.:sn your wealth on board and in banks. It also
lists the poilttqal status of‘your nation‘relative to the other major

seafanng nanom (pn;my neutral ally).

“may aﬂ’ect the tnds:

The Recorllth:g gnves a compfete account of your income

)rou pa:d fOr 1t.

L Click Neat ta the mrn pagt. Glu:k anto tuin back to Lheprev:ous

 page. Chieck the cargo rhumﬁabt sgehow much of each commodi-

yis aboard: and how much you phidffor it. Check the passenger

j .mamfeSt: for a teeord of each_m his o hﬂﬁmmtmn,

mﬁmiﬂg ﬁﬁrhbw mﬁny of each typ&eE ;aborer you have
yom'pwa.&:e. n‘IOnthly Mg&tﬁ&ﬁ ‘éﬁw ‘member, and the total
AT es:for the group. Use the lefeand right arrows to raise

or lower w fn;mﬁmwpe. Consult the Crew,Log o sec the
hcalth artdmoraleofyour CIew. .

®



b  High Seas Trader Game Manual

excelled to such a degree, and achieved such a high social standing

Health and Morale that your nation returns to you your family’s title and lost honor.
This ends the games,.
Health and morale are lowered by combat losses, sto ; ! T 2} T«
3 i You will have a rical rank for each ability, which is updated
through unknown waters, and poor rations. When ‘mor , ethiri that affects it, T sionior your mnk,

there is a chance that some of your crew will at ea-ch e yeu
port. When morale is very low, there is a '

health declines, crew start to die. Morale e :
crew’s perfotmance in combat; (,:_‘::’,.‘. o~

ting on the wall of your cabin. Your rank
sented by the four climbing sailors. The
at the bottom of each mast.

ur Cugrent title. At the bottom are sev-

g li:::ffafl;o; g £xce o ’ um , afistics which'are | o,determine when you will advance to
g05d, go::)d, meiod, poor, Ay 4 i : gs” statistic indicates the lowest
g i i u to qualify for the next title. The
To improve health, yo food . y cates h hliﬁ'(bt average of your
getting meat @ it in ty of e The A\!Qrage Now” statis-
rough d combat. To orale, raise
rations, raisé wages, ent at a tav i N m - |
crew wi her ale. . dtings meet the | e required average
Note b as i) . ' R the
on morale. A il 4
Y| \g\ if \ | :
1L SR 1 N b
! . \ I H n a bat-
] ! - srdealie T

Guil = N ] ol ime you help a pass-
Your rise i ?
your perfo el . ! .
nobility. As yo i — [y JADK Wil increase caet time yowcarry spies
status with a p - or prsoners from meland, and each time yo!
advance to Jo
and then to Viscount. : :
wea — - - Nobili mi NODILY “will increase . you v .-' it ore and
sures. When you have a ' 3 have more potis-and 35 Jou enter new regions of the world like Africa

@
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and the Middle East.

7 1B\
Titles . .*ﬁ' 1AY

In order to make official your rise in sta "&

your home port every so often. When you

earned it (See Guild Ratings above), yo‘n wﬂbﬁe gﬁ&f :: %
honor of yoﬂiagw title. :'Eb::-’n; - - i : :“%:
To view your cmﬂl cl;Ek on th.e’gIass dite B B &

wall of your caﬁn.‘i[here is ﬁ ﬂ"‘fl edal for becoming “h I3t

when you have dttaufﬁ that Jev there i 1s 3

mcdals, 1 S, % Mﬁk S
N""‘””U”“)W'mff’ the' frigin , Yo wig  be i itea ‘;‘L =

Wﬁ@c # ”faml'AP """ n{yﬁﬂr‘m all h..:.-‘-.

and Co _ bpmbg:fﬁaﬁd»d ' sie

) ¥
e & » = -
sized shi MW“" utnd ma Fiiteaes 2
Pi B A% 1+ h O £ 1:3 - b o & it
8 R UL S X il BBR
fo8 N MRS [ i
-\Q :: l:’:.:l tl:l!l '.‘\ ::: "‘:Nl: t
SPezs 2 4 ) - :'I!‘I ::ﬂ |' l{:”':‘:“: "":
Rat 2% UNIE \ e
= :I:. 'i-' ‘)‘- ::.,* A o fa '::‘,: .: :lv
5 -:1 . ,o.l‘ﬁ"..:*l o - ; l"l::
To mana mﬁ}up $ T3 di if'Ei r
cabin. at g t the po . ter, 223
. gcl 28 : 4 ions of
0 be given, choos
none, mea or ext :
of “servings,
for one crew _ ‘. 3
per person per
» B Lk e - -
S St ats . - >
s s — e :‘ih"""—-'m._.

GHame Manual e

None = 0 units
Meager = 0.5 units
Adequate = i
Extra = 1.5
_ Note: Each mﬁ‘ iy ires twice the rations of a crew member!
: Sea"-~
w}ﬂc at “{ but you must have enough
ish thg repaq It takes one unit of the
h for sails, planks for hulls) to repair a
> '.'- %wt .“.“
by storms, sanidbars, Tocks, or battle.
at sea, its qualrty.rating will drop to

click on the ship-in-a bottl,
¢ way you would at po ;;

percentage, and:
in gold, the

e repair,‘as well
oo |
e sail a it rises to
ired :
t

cked, either by
y natmn. When you are

vessel, younm o be in ‘¢combif mode.

®)
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“v-n r—
-

To switch from navigation to combat mode, click the Camhﬁe
ton on your ship’s control panel. (When you are under attat:k
will be switched automatically.) )

You'll notice a few changes: -

The Cazbin button becomes an Aure button. Ci‘i?;i‘rtig ﬁily'e the

results of a battle calculated zmtomam:a]]}r if you*ao ngt"ﬁﬁjtgdo -
battle manuaI]y

The First Maic button is now: aSwfcnarer button. Chck it to sur- T
render to an enemysYou ;houlg! sumndcr only ifyou haye. m gy
money in a banktg buy éWshlp and mntmue the gsniq‘il'ﬂ'ﬂm \
event, you will travel as a vagabond wthe pDrT. ehiat holds your

When you 5w1tch= to tombatmadc, y'(mr supphes dl@play-mﬂ’ turn
into a Lanna,n bank grid. Tht ghd gontains two, fqur,-é; éjﬂ;‘t can~.
non squafes lined With Spaces. fQ‘r ﬂght crew memﬁm (four

Indnrldually Chck orr the Bmg&‘ﬁuﬁ.on 10 swm:h betwem tvﬁ),:E?;i >

When th&gﬂd‘is set” 011 1wo
will autoljmtk‘aﬂy fire t"my cmqtiﬁ thhat 51& thn the gzld lS
set to four, clicking one cannon control will automafically fire twol -
cannon banks; et half the'cinnons-on that side ofthe - ship. When |

the grid is’ seﬁg e@it,'?btrvhﬁmntrplrcaeh caﬁno& Bahk md‘.\rldq- ’
ally. : T . .: Foiio

nxﬁm!mmogﬁ,' ""’binﬂﬂip_ﬁﬁﬁ it

When you are i ~ .
s—n--e f. !angfgcg,-i(-oy-..- Py

sails,” and will ﬁ@tmﬂwﬁmm‘ nmptmr_ -t

PERETw &0 tctb ThAbe N Fope @y aa -
A B LA LS T -
mode. 22 = —

493 b3 v .-b-
-u-;-e.-;t-too-..l-oy—.. -

Note: W’bmpu are :umﬂéﬂwwhm&f&;&"

L 5 hws

to &:ﬁi’a‘ﬁdhwwﬂ_ﬂﬁ'mmﬁ = - .

;

5ame Manual e

Firing Cannon

To fire your cannonl}mu will first need to make sure the cannon
banks are manned.:Look at the eight spaces surrounding your can-
non controls on the combat control panel. If a space is empty, the
baalt lsunménned.-'lb man a bank, cllck on It You'll see a ﬁgure

To take aim, yon mmrmaneuver your ship so that one of its sides
is facmg your target. Use;gour view'controls to make sure you have
either'a port or starboard ¥iew. When ‘your enemy is within range
&ﬂd at the cenfter éf thumen click:a cannon bank on the same side
you are wewmg‘iﬁ;ﬁ_m Ifyou are looking at the correct view, you'll
see a burst of cannon fire; If your shet hits, you'll see a flash on the
enemy shxpwhcm the iﬁﬂt ﬂnkes Cannon accuracy is based on

Small Arms
Supply

Ammunition
Supply

Cannon Banks Overview Ship

Map Schematic

()
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your artillery’s range and on the angle of the ship relaﬁve@

it is broadside, it presents a wider target.

After a cannon fires, it becomes inactive momentarily it is
reloaded. When a cannon control is darkened, the b: bagks it
represents are being reloaded. When the control is Jit agai p

loading is done and you may fire. 4
7 i
Pk .
During combat, you can expect to take sg@'pfuﬁ.—'f our § -
shake when‘you are struck, and any damage in wil i
indicated in our ship schematic on: éfiﬁhl i ”‘. =5 N
control panel. t‘. . .';,."" o e T3 %
+ -
Damage to youc_sa'b,wdl sloﬂ‘yeu—,@{n, gﬂmage‘ to ’yo s
hull will cause Qu to take in ' water,an ¢ to you T332
y niwater,
will cause you to :take ﬁ?ﬁhmng amo)iﬁts of ﬂtcr, | Sistas
.I : “A!;II:;‘ - "‘“::' mu\ Saae
:; o : wl--.a S = -
R & R A N
L9 & N j;. i1 et .
F me - ™ ¥y il - s
R R LSRN ¢ il B8
@ o Iy ‘ r B RS
selectﬁl : lﬁniﬂ R .l" ;J:J .:l: ': :i:??.:; .-
r Wi ip . - # 'R e - -—e-
i W\ . X i AR
"1 1] N r > #
Toyselect a m&\ﬁ ' :
a ] contr
ch und,
the am tton «
nition
the num o
Labor . _~—
- .
The ship’s crew creates
work - de ! 5 AP ;
able to do about half the work that soldiers” i o P

(®)

Game Manual e

Labor is assigned to three tasks: sailing, cannons, and bilging
(pumping water from of the hull). When you raise sail, you auto-
matically assign créw.to sailing; you man cannon banks by clicking
squares the cannofi €ot
assigned to b;lgc duty
7

itrol (see above). The remaining crew are

is bilge duty. If your crew members die,
first'to suffer. If your bilge crew is killed off,
f there'are no crew members left to bilge or
r ship wi]!-be crippled.

emaq: indicate the need for bil-
sh:p’f;L taking in more water

: ns yo eed to assign more crew

is either Iowmng your sails or by

yanks: The ext ‘will automatically

ty. The vertical bar [ t.to the left of the

t )] indicate the water ﬁw.l on'board. When

i op of the bar, your boat*vnll ﬁnk.

When you
f i‘l ted automati-

-~

: “M unn“ ;.1 [1¢ l
numbef of ‘Cfew members, the types of crew members, the number

ds on n many factors “the
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of small arms aboard, and the morale and health of the -":3:;‘
Any small arms aboard will automatically be given to the’ldld?&"s:

first. Their boarding ability is greatest. JI8 A

_,.--
§ ‘,,‘

When you board, an animation screen will appear above ,gpahel At
the top of the panel is a bar that represents the relam'agmﬂ

strengths of the two crews. This bar will changgfor mdlﬁmtﬁy -----
course of the battle. The bar is divided into,twé"colors! fhgalnb&g

section represents the strength of your cn',w and thc reé’mgaﬁ‘giﬁ
the strength of){our enemy. 1

'",..--'__,. / i}
§ ‘

,..-l'

As the battle progresses cheek thc crew numbers to sec ergw et
is losing:members faster. Wakh thié main color bar sEuﬁ gmdxcate -
who is wmmng the bat(Je Qn'the ffefender s mde af d'léhagg.jh,on: .

- s B Ay L i

Combat
Resolution
Bar

appear; You Tiow have
.qﬂi‘ﬂmd edemi'js';ﬁam% Th r screen. wmkuust dike the

Game Manual ﬁ

distance from the end, is a line. When the attacking side’s color
pushes the defender‘s color over the line, the attacker has won the
fight.

The board scremi@des three buttons:

Retreat: If yzh-mltlated the attack, you have the option to

Q?M duting the course of the battle. But if you click
' tﬁt‘mmat ut‘@gm.oﬂr enemy will have the opportunity to board

your sh;,ﬁ:

nent is attempnng to board you, the Retreat

-
.:: et -4

Pause Th&'PQmﬁ)ﬁﬂa{ stops thq action. Click it again to

/ fhsier ynu h&qmﬁlﬁﬁigdg séa the plunder screermwm

r&ijuty'ﬁa seize any cargo ybyrvan-
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Evading Enemy Ships

[f a larger ship attacks you, or if you are outnumbcrcd;‘you may
try to evade the enemy. Just hoist your sail and head in th:t)pposne
direction from the attacking ship until it is out of slgﬁl
switch to navigation mode and continue your course. You'ﬂlould PR
consider the other ship’s size and speed in dec!dlng wheth’#?td .
attack or evade. L2

A note on Cambw' Incombat _you may ram anarfm' sbzp. 5&1:‘&3
results in massive ddmage 10" bm‘: s/nps in,r not a wise, tamc'

Automatlc Battle Calculatlon

artlllery baxtle automancally eak;ulated Do this 1fy.uu do not: w’khj e
to take control of the fight. Click:the Auzo button'and, a&'eta I
pause, a pancl will appear tcﬂmgyou the’outcome of the battlea In i
autocornbat all shlps £urrmt1y moh'ed in combét w:ll be consnd- 355

eredy

Estate deamwﬂl@pé&r wl‘lﬁm ygs;tm[wme S S
soon as you have enough money to- pnm’mean l:liewise,' : 2
when you own an estate, dealers will ; apgmas som“zs"gm’h;m .
saved enough to buy-a. {amm&‘htﬂﬁ:w your nobility -
ranking and provides a plamﬁn‘"yon:tg‘éiérepﬂg reasures. If you ~ ~
buy treasures before you own an estate, mm?wu'odnm m trea-
sures than your estate can-hold, you will-have“to Xeep them aboard

game Manual @

your ship, where they may be lost.

Estates may haye spaces for two, four, or six treasures. When
you own an estate, a iew “Visit Estate” hotspot will appear on your
home port screen that'ﬁyuu may click to visit your estate. After you
have purchased a'néw treasure, you will carry it in your cargo hold

until-you-candbring it to_your estate. When you visit, your treasures

-wrﬂ‘ﬂ‘ansﬁ:r alnomgucally to your estate. To exit the estate screen,
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Y

your possessions to pay the price. too low.

* Use the tradewinds to your advantage. You will travel faster
when they are at ‘ it back. Trade winds are stronger than winds

Factors Affecting the Econo g J' f

The international economy is anything but 1-completé list of strategy hints and tips, see the Technical

disease, and locusts tend to drive up the-pri ____Supplément an orial bogklet.
like tea, cotton, tobacco, grail i '

just as good can | iceés. Pirate rai

to choke inve 1V€ prices ug ;

In addition, a port may fall unde icH ca

plies of such g 0 vand o

increase pri ars i ing po

will hear about such eve sip with b:

skilled t makes wi latest n N

.f'
7

AdidL

”
\ - ]

into a : (6} i ' o
you may
* Rocks ang : a
* Some ] : I
Other water is too s
* Wa ! = :
change periodically. i : N e -
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: " 4 you sail into the wind, but slows your ship’s progress in the same
ngh Seas Trader 48 % way that tacking would do in the long run. The “First Mate” and
Designers’ Notes Mm “Auto-Combat™ fe were also included for those of you who

; 7 A 1A prefer haggling toﬁand shooting.
by David Lester & Chris Fogﬁ«.'::'ﬁ \ &;
"y Y ythe game actively discourages the player from
For the last few years we've wanted to do two products, — 1 ife ers who wantonly attack other ships will
others: a space game where you play a “I—b:jé’ob”-‘fypf aracter, -~ ; e’s enemy, and will eventually be overcome.
warping d space making.a buck hefe; Wﬁ A - 'This do 2 you can’t go out and have some fun with
scrapes there; and a really gomﬁas,cmﬁt game L ons, bt vt,\_to be careful when choosing who you

aeed to find another source of

High Seas Tra £ Wentinto production (then called * “ asaediis
; : pmmdes

Hunter”) it was tﬁ .be the space game. Brobleg;- ! rading

ed to stick vcry*mu@ with i:"'lm l)g'ffllt,qﬁ e agh 5‘

confusing it with a ﬂ?@'t_ sm:eng;ne; on: Em,her and, we : ern when ﬁm{ﬁ tl'us‘ ggme ‘was to make the

weren't quite satisfied & ptsyhsﬁur 2D, turn-based { and variable "!Inllke some of the other

would foel: : ‘::_";1‘*-:, the game sta the ‘locations and
i 8 be based on historical datai-however, the

pohncal and loglstlca{,gyentk-ghat will

with th h'@l ald us
had ]usl:deﬁlopedand pro h h
use a ﬁrst pefson pe Ve

roadsword; and :hi

chm *wenl
&aﬁaﬁdéws bq '_”'-'

Gl S e
When ing-
game ge _
you're trying to cn
would be a st

ments were suppose
high-seas, without'
So we could have inclu

forced %La

R LT 3 i U . . gt -

more abstract sy
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between their own perspective on the world, and analyzin i _ ; s ataadlies

progress of their other ships, diluted the first-person exper Braes Coovriaiit 01905 § J
gave the player too much to do. aliCopyright @ 1995 Impressions
jght © 1988-91 Haruyasu Yoshizaka

Finally, we wanted to use these notes to address o
that the game does not include: slavery. Looki
that the great mercantile empires of this perigé
and around the repellent practice of slavestfa
supplementdescribes these dagk events’in
that docume
tory surround
entertain. It rtw i{
him for “bad” es. 2
sidered acceptabl¢ by th
and wec!loght i abho -
and selling oth hum
alterati'

making 1t.

Nopnmonofdn.smmualmybecopmd.mpmdmd.
ctronic medium or machine-readable form without the

E PROGRAM IS LICENSED BY IMPRESSIONS
THEIR NON-EXCLUSIVE USE ON A
TERMS SET FORTH BELOW.

But enot --_ k.

g AC wmwmmum
mnﬁuuymmmpwrmmm

©®
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