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Copyright Notice

Copyright © 1998 by Interactive Magic, Inc. All rights reserved.

This manual and the computer programs on the accompanying CD-ROM are co
righted and contain proprietary information. No one may give or sell copies of th
manual or the accompanying CD or other works of Interactive Magic, Inc., to any
person or institution, except as provided for by written agreement with the copyr
holder. Disassembly, reverse compilation, and any other form of reverse enginee
of the programs on the CD are unauthorized. No one may copy, photocopy, repr
duce, translate this manual, or reduce it to machine-readable form, in whole or in
part, without prior written consent of the copyright holder. Any person/persons re
ducing any portion of this program, in any media, for any reason, shall be guilty 
copyright violation and criminal liability as provided by law, and shall be subject t
civil liability at the discretion of the copyright holder.

Limited Warranty

Interactive Magic warrants that the CD-ROM on which the enclosed program is 
recorded will be free from defects in materials and workmanship for a period of 6
days from the date of purchase. If within 60 days of purchase the CD proves defe
in any way, you may return the CD to Interactive Magic, 215 Southport Drive, Su
1000, Morrisville, NC, 27560, and Interactive Magic will replace the disk free of 
charge.

INTERACTIVE MAGIC MAKES NO OTHER WARRANTIES, EITHER 
EXPRESS OR IMPLIED, WITH RESPECT TO THE CD OR THE SOFTWARE 
PROGRAM RECORDED ON THE CD OR THE GAME DESCRIBED IN THIS 
MANUAL, THEIR QUALITY, PERFORMANCE, MERCHANTABILITY, OR FIT-
NESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND GAME ARE 
SOLD “AS IS.” THE ENTIRE RISK AS TO THEIR QUALITY AND PERFOR-
MANCE IS WITH THE BUYER. IN NO EVENT WILL INTERACTIVE MAGIC 
BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM ANY DEFECT IN THE CD, PROGRAM, OR 
GAME EVEN IF INTERACTIVE MAGIC HAS BEEN ADVISED OF THE POSSI-
BILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLU-
SION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITA-
TION OR EXCLUSION MAY NOT APPLY TO YOU.)



f the 
ob-
 of 

er 

 
on-
est 

gic, 
ay 
What to Do If You Have a Defective CD

Should you have a defective CD, please return the CD only (keep all other parts o
game) to our Customer Support Department, along with a note describing the pr
lem you have encountered. A replacement CD will be provided upon our receipt
the defective CD.

Always make sure to include your name, address, and daytime telephone numb
with any correspondence.

Questions or Problems

If you have difficulties with this game and cannot find the solution in this booklet,
please call our Technical Support Line at (919) 461-0948, 9 a.m. to 9 p.m. EST M
day through Friday, and a member of our support staff will assist you. We will be b
able to help you if you are at your computer when you call.

You can also obtain customer service online. We can be reached as follows:

Email: techsupport@imagicgames.com

Web: http://www.imagicgames.com

Interactive Magic and the Interactive Magic logo are trademarks of Interactive Ma
Inc. All other companies or products mentioned herein are the property of, and m
be trademarks of, their respective owners.
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Human Expansion
At the end of the 20th century, the unification of scientific and esoteric 
knowledge, which had long been separate and antagonistic, occurred. T
was initiated by certain human Spirits who achieved transcendental cont
with powers resembling an Infinite Mind. The Infinite Mind had long been
foretold and anticipated by some; denied to exist by others.

The time was right, and the information gained from the contact—the the
retical principles of which were completely unknown—could be used suc
cessfully in real life.

The technology that had the most dramatic impact on human evolution w
the permanent tunneling of space: the creation of so-called Passages w
enabled travel to alien worlds. Humanity’s age-old dream of traveling to 
stars became reality.

A cosmogonical model of the universe, with its planets, stars and galaxie
became unnecessary. The Passages opened ways into zones whose for
was completely unrelated to the scientific concept of metagalaxy. Buildin
and activating a Passage required enormous amounts of energy and its 
nation point was impossible to predict. After activation, a Passage becam
virtually autonomous, connecting two worlds.

Humankind rushed headlong to the new worlds, exploring and colonizing
unthinking and heedless of any consequences. While the finest minds a
ilated knowledge from the new worlds, others bent on conquest rushed f
with vehicles of mass destruction.

These explorers were uncaring of the philosophical aspects of contact w
other civilizations. Secure in the knowledge of their superior intellect, 
humans expanded and conquered new worlds for a hundred years. The 
human culture was significantly distorted under the impact of the rapidly
growing Chain of Worlds. Without even completing the reconnaissance a
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development of one world, the explorers would start building a new Pass
to the next. Fortunately, only a minority of the new worlds became part of
Chain, since the environment on many of them was extremely hostile to 
humans.

Inevitably, the explorers’ disregard and conceit reaped their just rewards

First Contact
The Cryspo were entirely unfamiliar; nothing like the ugly little humanoid
flying UFOs of 20th century imagery. The collective mind of a Cryspo co
ony was totally unintelligible to the humans with their individual psyches.
The colony’s flawless mechanism closely resembled earthly nests of inse
The appearance of the explorers from the Passage was initially overlook
by the colony, preoccupied as it was with its primary function of territoria
control. Conversely, the advance guard of explorers immediately started
slaying these strange beasts, as they had done in similar circumstances
many times before. The consequences of this slaughter were catastroph

By the time people realized their technological inferiority to the new enem
the Cryspo had managed to enter the Passage and had discovered the 
unclaimed territories. Initially they ignored the human settlers, although th
did exterminate anyone foolish enough to get in their way. Disunited and
defenseless, the settlers managed to seal off major cities, leaving the re
the world to the Cryspo. Events progressed rapidly, and the Passage to 
was destroyed, leaving millions of the Softie (as they were later to be kno
owing to their physical helplessness) isolated with the Cryspo. Soon, the
Cryspo sprang a new surprise: the human body served extremely well as
mass for their larvae.

The Clash
The rapidly decreasing Softie population attempted a last counter-stroke
inspired by the Infinite Mind: genetic intrusion. This successfully drove th
Cryspo back and, as the epidemic threatened to harm the Queen of thei
ony, the Passage to the Cryspo home world, Cry, was blocked.

The genetic intrusion unleashed during the clash between the Softie and
Cryspo resulted in a combined genetic structure. In the following genera
tions, biomolecular chaos erased all the original Softie and Cryspo and 
formed the sinister Bouillon of Spawn. The majority of them had no chan
of survival but after a while, three basic varieties of the species—the bio
began to form from the diversity of mutant Lostie. They were all characte
ized by a similar metabolism and psychobiological uniformity.
8
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The Cryspo anatomy proved to be more advanced and better suited for 
local habitat; the Softie complex nervous system proved superior in term
versatility. The Lostie inherited these characteristics from their ancestors
The four basic worlds of the Chain are now inhabited by the three bios, 
whose diversity traces back to the functional division of a Cryspo colony

The Cryspo
The Cryspo colony encountered by the pioneer Softie appeared to be a 
highly organized collective mind of insectoid organisms. However, all wa
not how it seemed. Only one division of the Cryspo manifested intelligen
and the Softie remained ignorant of their existence. It was the Larvae—s
terranean creatures—incapable of fast movement and relatively weak, w
ran the colony. A complicated system of scents was used to control the o
divisions of the colony.

These worm-like bearers of mind were at the top of the colony hierarchy
with the Queen at their head. The Queen did not possess her own consc
ness or identity; she merely integrated the mental primitives of the Larva
Human individualism was alien to her intrinsically collective mind.

Territorial expansion of Cryspo was highly organized, and began with the
invasion of the Queen’s satellites—the Larvae—into the area to be occup
The Larvae controlled the Cryspo combat troops from deep underground
generating pheromones. The Larvae consisted of a simple biological str
ture with a slow metabolism which resulted in a life span lasting eons.

All the creatures in the universe live according to their inherent nature. T
Softie possessed a restlessness of mind and spirit that urged them to ce
lessly search for their raison d’être. Cryspo were free from such high ma
ters: their leading strength lay in the integration of diverse beings by the 
Queen in a complicated but well-organized biological system.

The Clash extracted these drives from both Cryspo and Softie. The few 
produced during the Bouillon of Spawn capable of physical survival inhe
ited a combination of racial instincts producing obscure urges which had 
any meaning.

The Lostie
During the Clash, while defending themselves from the ferocious Cryspo
the last generation of the Softie built underground enclave cities—escav
which became home for their descendents, the Lostie. Although the Los
inherited their brains from the Softie, their subconscious integrated man
weird psychic features of their Cryspo ancestors, which emerged as som
what bizarre behavior in the mutants. It is the influence of these instincts 
9
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has resulted in the bios existing in urban communities—the bunches. Th
endlessly practice cult rituals, the only reason for existence they have. T
bunches have survived only by strict adherence to the conservation laws
developed over time.

A bunch cycle consists of several stages, each of which is closely conne
to the physiology of one of the bios. The completion of each such functio
depends on the scent of a particular Larva which serves as a catalyst. T
complicated Cryspo mechanism of controlling the colony through a syste
of scents evolved into a sophisticated cult, practiced by the Lostie. It 
involved great reverence of and addiction to the scents of the now hidden
unfathomable Larvae who still slowly crawl underground, disunited witho
their connection to the Queen, lost long ago when the Passage to Cry w
sealed.

Present
It is now a thousand years after the Clash. The Lostie have stabilized an
formed aberrant tribes of inbred creatures. Living on the rubble of power
and ancient civilizations, they practice endless cult cycles in an attempt 
establish a rationale for their existence.

The player belongs to the clan of Vangers—explorers, warriors, traders a
pirates—in a world that is only just beginning to wake up from the oblivio
The strange Worlds of the Lost Chain emerge as time passes. They are f
mystery, weird inhabitants and dangerous competitors. Eventually, it will
revealed that the Clash between the Softie and the Cryspo was not coinc
tal: the weird history of the Bouillon of Spawn had been planned by the I
nite Mind specifically to develop a new type of warrior—the Vanger...
10
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System Requirements
The following minimum system configuration is required to run Vangers:

• Pentium 133 MHz (Pentium 200 MHz or better recommended)

• 16 MB RAM (32 MB RAM or more recommended)

• 50 MB free hard disk space (200 MB recommended)

• Windows 95 or Windows NT 4.0+ and 100% DirectX compatible 
drivers

• SVGA video card

• 4x CD-ROM drive (8x recommended)

• Microsoft compatible mouse and driver

• Windows 95 compatible sound card

Installation
You must install Vangers on your hard drive. You cannot play the game 
directly from the CD-ROM.

There are two options for installation: Normal and Full. Both installations
run the game well, but the more information stored on the hard drive, the
ter the game runs.

Vangers is designed for Windows 95 and features an AutoPlay-enabled C
ROM. AutoPlay simplifies the installation of multimedia and gaming titles
under Windows 95 by providing instant access to the most common opti
for the title. An installation menu is displayed to guide you through the 
installation process.
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If you prefer, Vangers can be installed manually. Select the Start button, then 
Settings, then Control Panel. In the Control Panel window, double-click the
Add/Remove Programs icon.

In the Install/Uninstall window, click Install. Insert the game CD into the 
CD-ROM drive.

Follow the on-screen instructions.

DirectX 5.0 Setup
The installer program checks whether your system is compatible with 
DirectX and, if it is, offers to install DirectX 5.0.

If you already have DirectX 5.0 on your system select no; if you do not h
DirectX 5.0 on your system, or do not know, select yes.

About DirectX
Many games and other Windows 95 programs use DirectX, a standardiz
set of tools which allows programs to communicate with and control you
system's hardware. DirectX-based programs use DirectX 'drivers' to perf
many functions, such as painting graphics to the screen or having your s
card play music and sound effects.

When configured correctly, DirectX 5.0 allows all DirectX-based program
to use the same set of drivers to perform these functions. When DirectX 
ers are not configured correctly, some of these functions may not work. 

If your DirectX drivers are not configured correctly, the most common res
is you are able to start the game, but as soon as you try to perform any 
actions or use any options, the game halts or crashes. Alternatively, you 
experience an immediate crash as soon as the program begins to displa
graphics, or you might receive a warning message about your video mo

Should you have any troubles with DirectX installation or its start-up initi
ization by Vangers, you should contact your hardware vendor or call Intera
tive Magic’s Tech Support line for assistance in diagnosing which hardw
components in your system are causing the trouble and how to get help
recting their setup problems.
12
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Vangers is a combination of several game concepts, offering multiform 
gameplay based on unbound real-time action. Play takes place in strang
worlds of the future which emerged as a result of the Clash between the
Softie and the Cryspo (see “The Legend of Vangers” on page 7).

To play Vangers, the CD must be inserted in your CD-ROM drive.

Main Menu
Begin Vangers by selecting the Start menu, then Programs, then I-Magic 
Games, then Vangers, and finally the Vangers icon. Watch the introductory 
video or press Esc on the keyboard to go directly to the Main menu.

Main Menu



Beginning a Game

e 

, with 

 

Beginning a New Game
Before entering a new game you may wish to customize the Options (se
page 17).

1. Select New Game from the Main menu.

2. Use the scrolling arrows to move 
forward and backward through the 
opening dialog.

3. Select the Beeb button (that strange 
multi-legged, pincered creature) to 
begin a game.

The game loads and the opening screen is displayed: the escave Podish
Counselor Leepky awaiting your input (see “How To Play” on page 19).

Remember! Knowledge is a vangerous thing and staying alive is good.

Multiplayer Play
Vangers can be played either over a LAN (local area network) or over the
Internet.

To join a multiplayer game as a Guest:

1. Select Multiplayer from the Main menu.

2. Select Player Setup, click below Name then type in a game name and 
press Enter on the keyboard. Select a color by clicking below Color 
until your choice appears.

3. Return to the Multiplayer options by selecting Back. 

4. Select Join Server.

5. Choose LAN or Internet, as appropriate.

6. Select the game you want to join.

To initiate a multiplayer game as a Host:

1. Select Multiplayer from the Main menu.

2. Select Player Setup, click below Name then type in a game name and 
press Enter on the keyboard. Select a color by clicking below Color 
until your choice appears.

3. Return to the Multiplayer options by selecting Back. 

4. Select Create Server. The Identification screen is displayed.
14
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5. Click below Name and type a name, then press Enter on the keyboard. 
Click below Password and enter a password in the same way then clic
OK. The Server Info screen is displayed.

The password is used to distinguish players with the same name in 
record tables.

6. The server name and game are listed. Click on the name of the gam
access the Select Game screen.

7. Select a game to view the parameters for that game. Leave the defa
or customize the settings, then select OK.

8. The Server Configuration screen is displayed. Select OK, the Server 
Info screen is displayed.

9. Click Start to begin the game.

NOTE: When Team Mode is ON, all players with the same color are on th
same team.

Game Parameters Screen
15
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Multiplayer Chat
Before a multiplayer game begins, and during a game, it is possible to c
municate with other players using the Chat option. Access the Chat Room 
during a game by pressing F12 on the keyboard.

List:  Use the list on the right-hand side to select the recipient(s) of your m
sages. Click on the color of the team to whom the message is to be sen
select All to send to everyone.

Mute All:  Select to not receive messages from other players.

Clear Log: Select to delete all messages logged so far.

Type a message and press Enter on the keyboard to send it.

Loading a Saved Game
You can continue playing a previously saved game.

Select Load Game from the Main menu then select the game to be loaded
from the saved game list. The game is automatically saved every time a
escave is entered. Select Autosave from the saved game list to load the auto
matically saved game.

The game loads and play continues.

Chat Room Screen
16
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Options
The options menu allows you to customize the world environment and ga
play choices. There are three sections:

• Graphics:

Toggle the various options by clicking on the selection.

Tips: Toggle on to receive hints during the game.

Memory:  Choose either Excellent-32 MB or Good-16 MB. In 32 MB 
mode all three camera options (see page 28) can be turned on simulta-
neously and a screen resolution of 800 x 600 can be selected. It is n
advisable to select 32 MB mode if the computer has less than 32 MB

Screen: Select a screen resolution of either 800 x 600 or 640 x 480 
(only the latter is available if running in 16 MB mode).

Deformable Landscape: When enabled the mechos visibly crushes an
surface it clashes with, leaving dents from falls and other impacts.

Keep all Terrain Changes: All visible changes to the terrain are 
recorded. To remove changes, select Clean Up!

This option is resource intensive and should only be selected when 
using a very fast hard disk.

Graphics Options
17
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• Sound:

Toggle the various options by clicking on the ON or OFF, and change 
the slider bar level by clicking on it.

• Controls:

The preset keyboard defaults (see page 35) can be customized. Select 
Customize Controls then select the keyboard control to be changed; th
press the replacement key. Scroll through the list by using Back and 
More and restore the default settings by clicking Restore All.

For example, to change the “Turn over right” control from Page Down 
to R, scroll through the list until “Turn over right - Page Down” is dis-
played. Click on Page Down then press R on the keyboard.

Credits
To view the credits, select Credits from the Main menu, then select Interac-
tive Magic, Buka Entertainment or KD Lab Game Developments Company
as appropriate.

Exit
To exit Vangers and return to Windows, select Exit from the Main menu.

Sound Options
18
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Vangers exists in a space and time far into the future. The Lost Chain of 
Worlds is a series of domains connected by Passages. Each world is cla
fied as either basic or secret. Passages to basic worlds are depicted by 
rayed stars; Passages to secret worlds by 6-rayed stars.

A Vanger’s life involves a mixture of various activities: armed exploration 
huge, uncharted worlds; racing in mechos; hunting or being hunted by fel
Vangers on the surface, in air, on and under water, and underground, all
occurring in areas rife with traps, hideouts and lots of shooting—not to fo
get the exploding vegetation, otherwise known as stinkhorns.

A Vanger needs to climb the social ladder and become the luckiest and m
dominating warrior in the worlds.

Play begins on Fostral, with the simplest mechos and weapons available
main aim is to obtain the key to the Passage leading to Glorx. The key is
some material object that can be won in a fight or picked up from the grou
it is knowledge imparted by a counselor.

To reach this goal, a Vanger needs to win the ritual race of Podish, the 
Eleerection, twice. Between races, a Vanger can either wait in Incubator
spend time exploring the world, trading to increase the beeb balance, fig
ing other Vangers to steal cargos, or fulfilling tabutasks to increase luck 
earn beebs.

On Glorx, the social system of the Beeboorats is grim indeed. Entering a
escave without the authentic token, Rubbox, results in enslavement and
confiscation of all money, equipment and mechos. Any unconformity to t
rules is punished by degrading a Vanger to the start level.

To receive the next key, for travel to Necross and later to Xplo, orders m
be strictly adhered to and tests passed regarding information gleaned du
conversations with counselors. 

When access to the four basic worlds has been achieved, a Vanger can 
concentrate on digging for cirt (very beeb-worthy) and penetrating the se
worlds to discover the ultimate purpose of life, the universe, and everyth
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Escaves
Life for a Vanger begins in Podish, one of the escaves on the world know
Fostral. The counselors who live in the escaves provide information and 
sions. In the store, which is only available in an escave, mechos (the veh
of a Vanger), weapons, wares and other goodies can be bought or sold.

There are two dialog boxes in an escave: the counselor’s at the top and 
Vanger’s at the bottom. Be warned: counselors are frequently rude and 
insulting and occasionally lie; persistence and a thick skin are necessary
qualities for a Vanger. 

Sometimes a counselor may give an item to a Vanger. To pick up the ite
click on it then go to the Trade screen (see page 22) to place the item in an 
inventory bay.

The global clock is always ticking; time does not stand still in an escave.
There are three cycles which govern the Vanger’s universe and they are
named differently on each basic world. The time it takes to complete a cy
varies and can be expedited by delivering the appropriate cirt.

The coloring of the world varies depending on the current cult cycle. Det
mine the current phase of a cycle by painting the walls of the escave—in
Fostral when they can be painted white it is the beginning of the Plump-u
and time to transport an eLeech from Incubator to Podish.

Podish with Counselor Leepky in residence
20
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Buttons in an Escave:

Counselors
Counselors live in escaves, and the information they impart contains ma
pointers regarding what there is to do and the history of their world, as th
know it.

To ask about something in particular, click the Query button then scroll 
through the list using the up and down arrows in the lower dialog box. To 
about the item which is displayed, click the Check icon. The counselor’s 
reply is displayed in the upper dialog box

On occasion, counselors ask Vangers questions. When this occurs all po
ble responses are listed in the query list. Scroll through to decide which 
response to give, then click the Check button.

Counselors are screened by sliding shutters. An enterprising Vanger loo
out for items the counselor may keep around his person, as a quick click 
provide great gains.

 Beeb button:  Click to go up to the world’s surface (see 
page 27).

 Next button:  Read what the counselor has to say, then click 
here to receive more dialog.

 Disk button: Access the saved game list by clicking here. This
icon appears in a different place in different escaves.

To save a game, enter a name and click the Check button. To 
return to the escave without saving, select the X button.

Trade Arrow button:  To enter an escave’s store, click here (se
page 22).

 Query button:  Select to display a list of possible questions in 
the Vanger’s dialog field. Scroll through the list using the up an
down arrows.

Check button:  To ask the question displayed in the Vanger’s 
dialog field, select this. The counselor’s reply (not always 
polite) appears in the upper dialog box.
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Trade
A substantial part of a Vanger’s life is spent transporting items between 
escaves to make a few beebs. The buying and selling of items is done in
store, which is accessed from an escave using the Trade Arrow button.

The left-hand side of the store contains the items that are for sale; the ri
hand side of the store displays your current beeb balance and the Vange
mechos (vehicle) and inventory.

Mechos button:  Select to view the mechos, or parts of mechos
currently available at the store.

Gear button:  Select to view the weapons and devices currentl
available at the store.

Tribeeb button:  Select to view all other wares currently avail-
able at the store.

Escave Arrow button: Select to return to the escave.

The Store where trade occurs
22
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There are three areas in the inventory of a mechos: the weapon bays, th
device bay and the cargo bay. Bays of the same type are the same colo

To view information regarding items in the bays, place the cursor on the 
item; the information field below the inventory bays displays information.

Weapon Bays: Weapon bays can only have weapons placed in them. The
placement of a weapon in the inventory is reflected in the placement of t
weapon on the mechos in the Main map. 

Weapon bays vary in size and shape depending on the mechos. The sin
hex weapon bay holds the special weapons Amputator, Degradator and
Incarnator. See “Weapons” on page 44 for further details.

Device Bay: A device bay is normally sited between the weapon bays an
only a device can be placed in it. When carrying a device, its special abil
can only be used when it is located in the device bay; a device carried in
cargo bay cannot be utilized. See “Devices” on page 47 for further details.

Cargo Bay: Any item may be placed in the cargo bay, assuming there is 
enough space. A weapon or device placed in the cargo bay cannot be fir
activated, respectively. Ammunition is carried in the cargo bay and is loa
into weapons automatically.

Weapon BayWeapon Bay

Device Bay

Cargo Bay

Mechos Inventory
23
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Buying Weapons, Devices or Wares
To view items available for sale, select the appropriate button, Gear or 
Tribeeb (see page 22). See the reference tables, starting on page 37 for a list 
of all the items which may become available.

To scroll through the items available, use the 
left and right arrows below the display. To view 
a list of the items in a category, click between 
the arrows. Scroll through this list using the up and down arrows in the d
play. To view an individual item, select that item in the list. 

Information, such as the price of an item, is displayed below the scrolling
arrows. Right-click on the item’s graphic to view additional information. 
Right-click again to return to the previous display.

To buy an item, click on it. The cursor changes to the item and can be mo
to the inventory bays. 

When in an eligible loading position, a highlight appears around the hex
the item is to occupy. Click to place the item in the bay. The appropriate 
amount of beebs is deducted from the total which is displayed at the top
the inventory. Before an item has been placed into a bay, it can be return
the store by clicking in the display area again.

NOTE: Items replace those already in the inventory bay if the highlighte
hexes are occupied.

Devices can only be activated when carried in the device b
devices in the cargo bay cannot be utilized.

Some wares, such as the tabutask and gluek have special
properties which can only be viewed or used when travellin
around the world. See “Inventory Mode” on page 30 for more 
information.

Weapons can only be fired when placed in a weapon bay; 
weapons carried in the cargo bay cannot be fired. Ammun
tion for weapons, when necessary, is carried in the cargo b
A weapon placed in a right-hand weapon bay is placed on 
right-hand side of the mechos. This effects the angle of fire
and the keyboard control used to fire the weapon. See “Firing 
Weapons” on page 33 for additional information.

Device Bay

A Weapon Bay
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Buying a Mechos
To view mechos available for sale, select the Mechos button (see page 22). 
See the reference tables, starting on page 37 for a list of all the mechos 
which may become available.

To scroll through the mechos available, use the 
left and right arrows below the display. To view 
a list of the mechos, click between the arrows. 
Scroll through this list using the up and down arrows in the display. To vi
an individual mechos, select that item in the list. 

Data such as the speed, armor, air reserve and spiral charging capacity 
mechos is displayed below the scrolling arrows. Right-click on the mech
name to view a brief description of the mechos. Right-click again to return
the previous display.

To view the inventory bays of a mechos, click on the graphic in the displ
The Exchange screen is displayed.

The Exchange screen displays the currently owned mechos on the left; 
one in the store on the right.

Mechos Exchange Screen
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Each mechos has bays which are used to carry items or mount weapon
devices. A weapon or device cannot be fired or utilized unless it is in an 
appropriate position, although it can be carried in the cargo bay 

The amount of space available varies from mechos to mechos. Some ha
lot of cargo space but not much room for weapons; others the opposite.

NOTE: When buying a new mechos transfer the cargo carried by the ol
mechos. Any items not transferred are lost.

X button:  Select to return to the store, losing any changes.

Transfer button:  Select to move all the possessions from the 
old mechos into the new one.

Buy button:  Select to purchase the new mechos. When there a
not enough beebs available to purchase the mechos this optio
not available.
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The World
Much of a Vanger’s life (and death) is passed on the surface of the vario
worlds. It is possible to spend time flying above the surface or burrowing
beneath the surface, or even under water (how long can you hold your 
breath?), but the majority of the action occurs at ground level.

Many ask “What is the purpose of a Vanger?”. Well, there is no simple 
answer. To work hard for the bunches, make a lot of beebs and hone dri
and shooting skills (on the stinkhorns, not your fellow Vangers) is one tra
of thought; to move on to the next world as quickly as possible, destroyin
anything or anyone in the way is another. The extracts from a Vanger’s D
(see “A Vanger’s Diary” on page 63) provide a modicum of enlightenment.

There are three modes to help travel around the world: Info, Inventory and 
Full-screen.

Info Mode
In Info mode there are two information fields displayed to one side of the
map.

For information regarding the Main map and its indicators see Full-scree
mode on page 31.

Info Mode
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To access the list of options, click in one of 
the information fields.

Map:  This option is only available in the 
lower field and is selected as the default. It 
displays the Overview map with mechos indi-
cated by colored dots. The dots are color-
coded according to the mechos color (see 
page 33) accept when a mechos is involved in 
a sacred ritual, in which case it displayed as a 
red dot.

Off:  Turns the list off.

The Chain: Displays a diagram of the Chain of Worlds. When a Vanger h
the ability to travel between two worlds, a line connects them.

Compass: For assistance in navigation, select compass, then the 
place, item or person to be found. The bright orange compass-
beeb appears on the map display, pointing the way.

Camera: There are three view functions which can be toggled: 

Zoom Active: When toggled on, the + and - keys, or the up 
and down arrows on the keyboard, can be used to raise and 
lower the camera. To return to the standard zoom, press 0.

Isometry: When toggled on, the view changes to looking 
from the side and above the mechos. As the mechos changes 
angle, so does the map.

Rotation: When toggled on, the mechos always faces the top 
of the screen. As the mechos moves, the map rotates to main-
tain the facing.

Beeb button:  Use to open doors. When a Vanger approaches a
escave entrance or a hideout, the door may be opened either
using this button, or by pressing the Spacebar on the keyboard.

Arrow button: Use to access Inventory mode. Alternatively, 
press Enter on the keyboard.

Chain of Worlds
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Parameters: Select to view your luck and dominance ratings. 

Luck: Luck ranges from 0 through 100. 

It is increased when a Vanger comes first in a ritual race, or when a 
utask is successfully completed 

It is decreased when a Vanger comes last in a ritual race, when Wee
or an eLeech is destroyed, when a captured Larva is lost, or when a
utask is failed.

Luck affects:

– The number of items in hideouts.

– The likelihood of dropped surface items disappearing.

– The probability if finding private articles in escaves.

– The odds of hitting a target.

– The probability of starting Zyklope with WeeZyk.

– The chance of the Beeboorats noticing any pipka or nobool bein
presented as pipetka or kernoboo, as appropriate.

Dominance: Dominance ranges from -100 through +100.

It increases when you kill another vanger, when you acquire a new t
of mechos, weapon, device or artifact, when you enter a new world 
when you successfully capture and deliver the appropriate Larva.

It decreases as time passes.

Dominance affects:

– Other Vangers attitude toward you—whether they are likely to 
either attack or run away from you.

– The likelihood of being accidentally hit by another Vanger.

– The prices in the stores.

– The delay between your starting the Eleerection or Zyklope and 
others starting.
29
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Inventory Mode
In Inventory mode, the inventory of the mechos is displayed to one side 
the map, from which items can be moved around, loaded, or unloaded. P
Enter on the keyboard or use the Arrow button to access Inventory mode.

For information regarding the Main map and its indicators see Full-scree
mode on page 31.

To view information regarding an item, pass the cursor over it. A brief 
description is displayed in the information field below the inventory bays
Similarly, when the cursor is passed over an item on the Main map, a 
description is displayed in this field.

There are three areas in the inventory of a mechos: the weapon bays, th
device bays, and the cargo bay.

As weapons are placed into position, a number is displayed in the bay. T
number corresponds to the keyboard control which fires that weapon wh
moving around on the Main map.

The device bay is usually located between the weapon bays. When carr
a device, it can only be activated when it is located in the appropriate ba
device carried in a cargo bay cannot be utilized.

Inventory Mode
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To move items around, click on an item in the inventory to pick it up, then
move the cursor to the preferred position. When in an eligible loading 
position, a highlight appears around the hexes the item is to occupy. Clic
load the item into those hexes.

Items can replace those already in a bay by placing the cursor into posit
then clicking. The items are exchanged.

To drop an item from the inventory onto the Main map, pick it up then mo
the cursor over the map and click.

To load an item into the cargo bay from the map, run it over with the mech
If there is not enough space, the item does not load.

NOTE: Some items, such as the tabutask and gluek, need to be read o
activated while in Inventory mode. Do this by right-clicking on the item. 
Information is displayed on the screen or the item becomes active, as 
appropriate.

Full-screen Mode
Full-screen mode uses the entire screen for the Main map, with four indi
tors displayed, one in each corner. Use F1 on the keyboard to toggle Full-
screen mode.

Full-screen Mode
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Additional information, such as your position in an Eleerection, and the 
number of Vangers currently racing, when on Podish, is displayed in the
tom left portion of the screen.

When on Glorx, the number of pipetkas or kernoboos available for harve
ing and the number you have collected so far are displayed, during the P
Show or KernoWar, as appropriate.

The compass, when active (see page 28), appears as a large, orange beeb, 
pointing the way.

There are four indicators providing information regarding the mechos:

Energy and Armor:  Displayed in the top-left corner. The orange se
tion is the energy level; the gray in the lower right quarter, the armo

Active Device Power: Displayed in the top-right corner, this indicate
the energy remaining in the active device, if there is one.

Inventory:  Displayed in the bottom-left corner. Shows the amount o
storage space being used.

Spiral Charge: Displayed in the bottom-right corner. Shows the 
amount of charge remaining in the spiral.

World Map Items
There are many different structures on each world, remnants of the Softie
ies built many years ago. Not all the structures are fully functional and m
do more harm than good.

Armor Repairing Station: When a mechos is damaged and smoking, en
an armor repairing station to fix it.

Beebs: Beebs scuttle and roam around the map, doing whatever it is tha
beebs do. Run them over to earn cash—some are worth more than othe

CopteRig Energy Station: Enter here to charge a device.

Entrances to Escaves: To enter an escave, drive to the entrance then eith
click the Beeb button (see page 28) or the Spacebar to open the door.

Ghorb Power Station: Enter here to quickly restore an energy shield to fu
power and to recharge ghOrb Gear.

Hideouts: There are different levels of hideout. Some conceal hidden item
others provide hiding places for cowardly Vangers. Hideouts are only ac
sible when a Vanger’s luck is good enough. To open a hideout, press theSpa-
cebar on the keyboard, or click the Beeb button (see page 28).

Passages: There are two types of Passage: secret and basic. All Passage
require a Vanger to have the appropriate password and charged Spiral b
they can be accessed by that Vanger.
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Spiral Charging Station: Enter this station to charge a Spiral. A Spiral is a
integral part of a mechos and needs to be charged before travel through
Passage can occur.

Stinkhorn: The vegetative matter which grows on Fostral. These pesky 
fungi cause damage when they explode, hamper mechos movement, an
perfect for target practice.

Mechos: Each mechos is color-coded, depending on where it was bough
official function, as follows:

Driving a Mechos
Driving around the world takes practice. Movement is controlled by eithe
using a joystick or the arrow keys on the keyboard. 

Accelerate by using the Shift key and keep it held down to maintain top 
speed. Alternatively, use the Autorun option (page 34) to maintain top speed 
and slow down by using the Shift key.

Jump by activating the KiD, which is done by pressing the Insert, or A on the 
keyboard; the longer it is held down, the bigger the jump. Jumping uses 
energy and this is reflected in the shield energy indicator.

Use C on the keyboard to apply the handbrake—a must for a fast about f

Use the End and Page Down keys to roll over left and roll over right, respec
tively. This is an indispensable procedure for a quick recovery after bein
turned over.

To use a device (see page 47) to tunnel underground, float on water, or hove
in the air, turn it on using the Page up key and off using the Home key.

For a full list of the default keyboard controls see page 35; to customize the 
keyboard controls see “Options” on page 17.

Firing Weapons
Fire individual weapons by pressing the number of the bay in which they
located (see Inventory mode on page 30) and fire all weapons by pressing the
Control key. To release a terminator, press 4 on the keyboard.

To aim a weapon, point the mechos at the target. Weapons fire from the
position on the mechos, so do not get too close to a target and take into
sideration the side on which the weapon is located.

• Green Fostral

• Orange Glorx

• Blue Necross

• Yellow Ranger (the policing Vangers)
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Tabutasks
Tabutasks are small quests which must be done within a specified time a
gain a Vanger beebs and luck. To read a tabutask, buy it in the store (se
page 22) then go up to the World from the escave, as usual. A description
the task to be performed, the length of time within which it must be per-
formed, and the rewards gained upon completion is displayed. Clear the
writing by selecting F1. While traveling around the World, re-read the 
assignment by right-clicking on the tabutask while in inventory mode (se
“Inventory Mode” on page 30).

A failed tabutask penalizes a Vanger. To avoid the negative effects of a fa
tabutask, sell it back before the time limit is up.

To gain the benefits of a completed tabutask, sell it in the store that origin
sold it.

NOTE: There are three cycles which govern the Vanger’s universe and t
are named differently on each basic world. The time it takes to complete
cycle varies and can be expedited by delivering the appropriate cirt.

In-game Options
Press P or Esc on the keyboard 
to pause the game and access 
the In-game Options menu.

Resume Game: Return to the 
current game and continue play.

Sound: Toggle the ambient 
sounds on or off. Adjust the vol-
ume using the slider.

Music:  Toggle the music on or 
off. Adjust the volume using the 
slider.

Tips: When toggled on, tool tips and on-screen hints are active.

Autorun:  When autorun is on, a mechos travels at top speed and the Shift 
key is used to slow it down. When autorun is off a mechos travels at its s
est speed and the Shift key is used to speed it up.

Abort Game: Leave the current game and return to the Main menu.
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Default Keyboard Controls
To customize the keyboard controls see “Options” on page 17.

Left arrow . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Turn wheels left

Right arrow . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Turn wheels right

Up arrow . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Move forward

Down arrow  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Reverse

Shift  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Accelerate

Insert or A. . . . . . . . . . . . . . . . . . . . . . . . . . . . .Activate KiD (jump)

Home  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Turn device off

Page Up  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Turn device on

End . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Turn over left

Page Down . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Turn over right

Enter . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Toggle inventory

Tab  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Change target

Control  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Fire all weapons

1 (through 3) . . . . . . . . . . . . . . . . . . . . . . Fire weapon 1 (through 3)

4  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Release terminator

C . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Handbrake

F1 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Toggle full screen

F2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Zoom in

F3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Zoom out

F5 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Toggle rotation

F6 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .Toggle auto-zoom

F7 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Toggle auto-tilt

F12 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Access chat room

= . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Zoom in

-. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Zoom out

0 (zero) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Standard zoom

Esc or P. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Pause game toggle

Spacebar . . . . . . . . . . . . . . . . . . . . . . . Open escave door or hideout

S (multiplayer only . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Scores
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Mechos
Mechos

Name and Image Description

Ancient Demon (ATV)

Favorite mechos of desperate rangers, adventurers and rea
gangsters. When you’re bored with having to go-fetch, doing
stupid missions for fat counselors; when you can’t put up 
anymore with too-few-beebs-left-until-next-end-of-cycle: 
come join the tribe of free ramblers. Let the hucksters scratc
their heads trying to figure out where to get stuff and where 
to unload for a maximum number of beebs—your only care 
is the time and locale for a hot date.

Arcan (minibus)

This mechos became famous across the worlds after one 
breathtaking story. The restless scoffers Zeexen told a tale t
a Vanger about the beeb King. They said he was as big as h
a mechos, with huge nippers, fast moving, and ate nothing 
but careless Vangers. So they offered him a deal: capture th
beast alive for good money. Confused, the Vanger prepared
for the hunt properly. The first thing he did was to arm this 
mechos with a special gripper. The end of the story is sad bu
predictable. The mechos is still good for any hunter, howeve
but definitely not for hunting the notorious King

atTractor (ATV)

A unique mechos which was assembled from parts of road-
repairing and tunneling equipment. Stupid Beeboorats are 
simply mad about it. Many have finished their race under the
knives of this monster. Worms, even in heavily armored bug
gies, fall in ditches, feeling a thrill of superstitious horror at 
the sight of the “Carriage-killer”.
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Blade Keeper (minibus)

The favorite of desperate traders from Glorx. They dared to 
poke into the jungle swamps on Necross to get cirt. And how
much stuff they lifted from Xplo, repelling the greedy dumb 
rangers, they’ll tell you themselves. Those who know it will 
tell you in confidence that you only need to let it go on its 
own, and it will take you out of any jam.

BLOCH (raffa)

A long time ago, Transmundane Bios assembled these mar
velous mechos to fight against pullulating beebs that mucke
up their underground plantations. No vermin escaped from 
the brave hunters on these speedy buggies. They became s
good in slaying the poor chiggers that beebs instinctively 
hide themselves in deep cracks just spotting this mechos an
sit there long. 

DOCHOD (raffa)

This dinky doesn’t really look as if it can make many ripened
Vangers sweat and tremble from anger. No race on Fostral 
missed this famous raffa-sled. Having grabbed a cult article
he would rush to the goal leaving many tough guys behind 
and dodging the missiles. Eleepods loved this racer. His mai
headache was how to leave the escave so as not to meet th
vengeful losers.

Excorps (minibus)

This mechos is renowned forever after the ritual races in 
Glorx. Even dumb Zeexen could fill up the bays with seeds 
without losing a little bit, and even managed to spank the go
getters they met on the way. Beeboorats pay for the seeds 
without haggling. If you don’t wanna lose your bonanza, take
it and don’t worry about anything.

Heavy Lady (truck)

Mechos for masters of the road. Rumors say, the same char
transported a Larva for bunches on Necross. Few came bac
from that boogie-woogie dance of death at the plugged Pas
sage. The plumpy lady compelled many to respect her. Man
hot-shot Vangers count themselves lucky to ride this mecho
across the world, kicking up the dust and scattering careles
beebs.

Iron Shadow (ATV)

It was once the motor of hunters for raffa, and it probably was
the only one suitable for that hunt. The wild freaks drove the
agile rattletrap up the mountains while under desperate fire.
The furious swarm had thought that they were almost dead 
and the only thing left was to belch up their digestive muck 
and gulp them down, when the raffa-hunters got away on 
water.

Mechos (continued)

Name and Image Description
38



Vangers

 
 
-
 

s-
 

-

f 
 
ll 

, 

 

ll 
 
-

-
t 
 

Last Moggy (unique)

This one is for a king Vanger. A real escave on wheels, from
which you won’t fear anyone or anything and ride roughshod
over all underdogs. When this metal heap approached Elee
pods’ escaves, they couldn’t tell what shuddered more: their
yellow bellies or the walls. 

Lawn Mower (unique)

Any ordinary Vanger gets perplexed from this slipshod 
mechos. Vangers are used to riding on land rather than mes
ing around in the air. Besides, its story is evil. Rumors say, in
the beginning of time, horrible “soft” Vangers pursued our 
ancestors, trying to grab Larvae. Only underground could 
they find refuge. Another story say there’s a whole world of 
the Softie, anxiously awaiting a chance to rush in here, bring
ing total annihilation. 

Mad Surgeon (light)

This mechos proudly bears the title King of Old. Eleepods 
dug it out while excavating their escaves. Nobody really 
knows how it got in there. However, Zeexen swear that the 
same buggies were in the inventory of the most powerful 
Softie, a fabulous tribe that was in these worlds in the days o
old. They must have been veteran Vangers, as this mechos
won many races by damaging its enemies. Its rusty belly sti
has the spirit of the first weird owners.

MOTOK (raffa)

This wagon is best for those who like to watch a fight from 
the distance. While the spacy nincompoops kick each other
you can always take a moment to grab wares they dropped 
and make away with them. Or you can spank an unwary. An
agile raffa can always get beebs without bother.

Oxidize Monk (light)

This granddaddy has seen a lot in its long life. There are sti
living witnesses on Fostral who saw it triumph in the big race
from Incubator. They mopped the floor with those four bone
headed quizzers Zeexen on their right-on dragsters and 
copped guns from them worth wads. Fortune lives in this 
machine.

Piercator (minibus)

This klutz has long been known as a sign of successful com
merce. Who hasn’t heard of the beebs’ Mother? Curious, bu
every time you stop, the beebs start to swarm around as if it
was smeared with honey. Those beasts just adore their 
Mother, and it’s not a fluke. A Vanger will never be short on 
beebs—that’s what the guys say who tried this vehicle. 

Mechos (continued)
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Queen Frog (unique)

In olden times, Beeboorat patrols rode these mechos huntin
for fugitive slaves. And it’s no secret that a Vanger is a slave
to Beeboorats if he doesn’t play their stupid games. No one
had dared going against this buggy on watery Glorx. Ulti-
mately, no one could safely ride around this world and free 
Vangers decided to give the ‘rats a lesson. There was a des
perate rumble, but Beeboorats did them all in anyway. How-
ever, the patrols were abandoned—the bullies took the hint.
Since that time, this mechos has been awaiting a new moon
struck owner.

The Ripper (truck)

It’s not unknown for the snobby Eleepods to give anything 
for a rattle. They collected heaps of scrap from all worlds in 
their escaves and now hold it fast. He who tries to deprive th
chunk of his treasure comes to grief. A desperate hoodlum o
this craggy buggy gonna get the culprit instantly. Many say 
when they spot it speeding: “When headless steals owt from
Leepky; headless bites dirt under Ripper”.

Rivet Bier (truck)

These mechos are all that are left of the Transmundane Bio
The legend says they were tough tribes with the best mecho
and desperate Vangers. After the bunches captured three L
vae, others decided to settle the grabbers’ hash. Crowds of 
Vangers blocked their escaves, preventing mechos from 
entering or leaving but these big trucks spoiled the game. 
When they came out, crowds of tough mechos would attack
them just like raffas attack a careless trader. But they could 
rarely beat the trucks. The Transmundanes left nice gifts; thi
one is probably the best one.

Sandoll (unique)

This out-of-uniform mechos used to belong to one castaway
Vanger. He met some mysterious inhabitants of Threall that
no one has ever seen, and they told him how to assemble th
monster. After that, many have seen him in different worlds 
carrying out missions for his affiliates. The weapons they 
gave him were so tough that every Vanger would turn aroun
and push the pedal, just spotting him on the horizon. Finally
this mechos was found empty and in a good condition, excep
for a sticky smear. Since than, no one has even dared to try 

Mechos (continued)
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SHROT (raffa)

Raffa are small but agile and wicked. And when these cock-
roaches get into swarms, traders gotta watch their ‘sets wel
On Necross, there used to be a big clutter of rebellious fitter
riding these rattletraps, and they hunted properly. After one 
group shilled a Vanger into a swamp, another one popped u
right from the mud and finished the deal. There was a time 
when snail-like Eleepods couldn’t get their long-awaited cirt 
due to this gang. They had to spend lots of beebs for raffa-
flushers to get rid of this plague. 

SMOK (raffa)

This mechos is raffas’ favorite. You can always hide in a 
chink and wait a pursuit out. A story says, one thief on this 
cart made away from two hunters on trucks after stealing 
hash from an Eleepod counselor. He sort of slipped betwee
their wheels and the two clashed and detonated. Later, how
ever, a couple of ripe stinkhorns shot the guy, but that’s a di
ferent story. 

Spread Spot (light)

If you have completely lost your marbles from the messy 
Vanger’s life, and you’re ready for the last ride into the 
inferno of secret worlds, this one is the best hearse for your
bizarre funeral. Push the pedal and it gets you into a jam in 
beeb’s heartbeat if the bitch goddess stops smiling for just 
one second. 

Wormaster (unique)

Malicious Beeboorats made a few such mechos to poke into
underground incubators of Eleepods. They had long been vi
iting the dark caves filled with dainties before Eleepods 
raised the alarm when their ritual race flopped. That was the
cause of the famous Festival of Terminators. After the next 
foray, Eleepod mercenaries released hundreds of terminato
and fixed the hoodlums’ hash properly. For a long time after
that, diverted mechanisms attacked Vangers passing by. Th
mechos is still awaiting new underground assassins.

Zippax (light)

This tot won its fame on Necross. Its flat body helps it push 
through jungle even a beeb couldn’t do. The fetid swamps 
that gobbled many desperate Vangers just sort of disgorge 
this mechos, refusing to swallow it. There’s no pool on 
Necross that its wide wheels haven’t ridden over.

Mechos (continued)
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Scrap
Scrap

Image Name and Description

Box

The wheels of this box don’t work. What it’s for is unknown. 
Some useless stuff.

Cart

These wheels can only belong to some huge, scary mechos. 
They’re probably good to ride the beebs down.

Cogged Widget

Nobody has an idea where to insert this. Some think it’s some 
strange missile that can go off from careless handling.

Heavy Iron

The one who brought this heavy doodad was definitely loosely 
wrapped. It’s good as a support for ceilings in escaves.

Husker

This clockwork widget once started working on its own in an 
Eleepod’s cellar and nearly cut his scratchers off. The dolt 
though it was a kuzowock.

Put-Put

Complicated bowels of some craggy buggy.

Rattle

Some very nice iron. Some nincompoop once fixed it on the top
of his mechos. He’d been scaring beebs for some time, but 
conked out soon.

Star

This iron was brought from Xplo. They took it out of some old 
rusty machine that came out of the sand after a storm.
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Whizzer

This iron used to cover the entrance of a Beeboorat escave. La
they covered it with a huge Beeboorat and threw the iron away.

Zigger-Zagger

If you shake this doodad, something’s rattling inside. Sounds lik
dried beebs.

Scrap (continued)
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Weapons
Weapons

Image Name and Description

Amputator

Cunning Vangers get this spheroidal widget from the dark 
nooks of Threall. It’s a good surprise for green fitters. When
they spot this nicely shining object on the road, they grab it a
once and put it in their bay. And here begins the fun. The 
mechos gets paralyzed and can’t move a wheel—just hops
and tumbles. Take it with bare hands but quickly!

Beebbanoza Blockade 
“Sos-Ka-Libry”

The invention of the Transmundane Bios, who assembled i
from several parts of the various machines that survived aft
the Clash. The main component used for ammunition is 
beebs—primitive insects living on the surface of worlds and
serving as a medium of exchange for all bunches. The bee
contain many unique chemically active substances, which 
allow them to be used as thermal bombs after special high-
temperature processing. Then, when they are thrown with 
force, they explode on hitting the target.

Crustest Cannon
“Kuwalda”

A construction mechanism of the Softie, used for eliminating
geological barriers, which was later adapted for combat. Po
sesses great destructive capacity that no mechos can surv
Requires external bomb charge, whose secret of productio
was lost long ago.

Degradator

A funny souvenir from Threall. If something in this hell 
made you engage in a hunt for a Vanger, you can’t do witho
this ball. Throw it at the mechos of your enemy and be read
If your gift gets right in the bay, the scamp will get several 
times smaller in size. Then you just trample him like a beeb
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ghOrb Gear
“Salamander”

One of the last inventions from the Infinite Mind, who disap
peared after the Clash, used against crowds of Cryspo. Ge
erates quasi-stable plasmoids possessing significant 
destructive power. Powered by a special on-board energy 
supply which requires recharging. Stationary autonomous 
Ghorb power stations were installed everywhere at the time
of the Clash, and some remain up and running at the prese
time.

Heavy

Incarnator

Damned gift of the inhabitants of Threall. It’s a stealer of 
mechos. If you’re tired of saving up the beebs for a decent 
buggy, take this ball. Track down a worthy mechos and throw
this doodad at it. If it gets right in the bay you’ll become the
new owner of the mechos with all its bowels! The old owne
will get into your crate. They must have made this widget s
that Vangers don’t drowse on the road.

Light

MacHOTine Gun
“Mincelot”

Mighty quick-firing machine gun. It was the weapon of the 
Softie troops in the final stages of exploration. Equipped 
with an on-board ammunition maker, which shapes bullets 
‘on the fly’ from plain soil or dust through special chemical 
processing and subsequent squeezing in the burner under 
high pressure. Energy from the squeezing also gives the bu
let significant kinetic impulse. The catalytic reaction con-
sumes considerable amounts of water, requiring periodic 
refueling from any available source on the surface of the 
worlds.

Heavy

Weapons (continued)

Image Name and Description
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Speettle System
“True Tracer”

Softie mobile rocket launcher for combat in large open area
Uses regular or guided missiles with plasticular charge. Pla
ticular material is characterized by very high molecular 
activity and is effectively reactive with virtually any hard 
substance, destroying it completely. The supply of plasticula
is limited, and this material is relatively expensive, but it ha
a high destructive power.

Heavy

Terminator—“Wasp”

Carries a colony of small insect-mechanisms. After activa-
tion, the colony swarms in the air and attacks any object try
ing to take off. Requires no additional devices; completely 
autonomous.

Terminator—“Wormier”

A variant of Cryspo combat insect-mechanisms that follow 
the locked target under the ground after irrevocable activa-
tion. Requires no additional devices; completely autono-
mous.

Weapons (continued)

Image Name and Description
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Ammunition

Devices

Ammunition

Image Name and Description

Boltoon Pack

Ammo for the Crustest Cannon. Possesses great destructive powe
was used in construction works for eliminating geological barriers.
Production technique has been lost.

OKorOK Pile

A pack of guided missiles for the Speettle system, equipped with a
targeting system capable of recognizing complex ordered patterns
for the effective tracking of target. Carries plasticular warheads.

Pupok Pile

A pack of projectiles for the Speettle system. Carries plasticular 
charge, characterized by very high molecular activity and effective
reactive with virtually any hard substance, destroying it completely

Devices

Image Name and Description

CopteRig

Autonomous device which enables a mechos to go up into the air
then move or stay in hover. Works on the principle of local spatial 
disturbances with inverted gravitation. Powered by a separate sto
age battery, which can be recharged at special stations.

CrotRig

Autonomous device, which allows the mechos to penetrate into th
ground. Works on the principle of momentary low-duration shifts of
spatial grids that temporarily dissociate any hard substance. Does
require frequent recharges.

CutteRig

Autonomous device, which allows the mechos to bridge over wate
barriers. Works on the principle of turbulent paradox. Powered by 
separate storage battery, which can be recharged at special statio
The working period between charges is longer than the CopteRig.

Vector

A device for primitive target-tracking.
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Image Name and Description

Beeboorat

Bios

A rude beeboorattish monkey. If he’s not bellowing songs or shout
ing out orders, then he’s teaching you how to drive the mechos. 
Sometimes he tries to jump out and catch the coming slaves while
ordering them to explode. The best moment for you is when he 
leaves.

Boorawchick

Article

Beeboorat boss in person. He actually appears as a little and clam
ous type. However, it’s always an honor for a Vanger to be this 
dwarf’s personal driver.

Boot Sector

Artefact

If you’ve got rich at last and became a cirt hunter of the first water
it’s time to expand your domain. This gadget can instantly transfer 
Vanger from one mechos to another and even extract him out of a
jam and into the nearest escave. This artefact makes its owner vir
ally invulnerable—he can have several mechos on a world at the 
same time!

Cirtainer

Apparatus

A hermetic container that allows the transport of cirt without signif
icant loss of its qualities. Produced with a special technique that si
nificantly reduces entropy, thus slowing down the decay of unstable
volatile substances.

Conlarver

Apparatus

A product of the Transmundane Bios which allowed them to take 
control over their Larvae and get canned. It’s a trap and a containe
for a Larva. Working principle is unknown. Supposedly it’s based 
on knowledge about the metabolism of the Cryspo colony which 
has been lost.
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Cult Item

An integral part of Eleerection, the Eleepod ritual.

Eleepod

Bios

A worm that ultimately ventured to take a trip. He tumbles about al
the time, whines and grumbles about the joggle, bad connection 
with the pod, and his ill fate. At the sight of a coming Vanger, he 
bubbles from fear and messes up the bay.

Function-83+

Artefact

A very useful thing. Some don’t even believe that it really exists. A
private Passage into any world right in your bay—it’s a good gain,
isn’t it? Rumors say it can even take you where you can’t get with
the Spiral.

Gluek

Artefact

Active protoplasm. It’s a product of Softie civilization. When acti-
vated, it senses any malfunctions in complex mechanisms and 
repairs them automagically. Used to repair mechos on the fly.

Kernoboo

Cult Item

An integral part of the KernoWar, a Beeboorat ritual.

Leepuringa

Article

Painted ugliness—a toy for a greedy Eleepod. A great trap for the
scratchers.

Items (continued)

Image Name and Description
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Mechanic Messiah

Artefact

A fiendish thing. It must be the creation of the hidden inhabitants o
Threall. If you’ve got it, you’ve got a one-way ticket. A Vanger pos-
sessing this thingy becomes completely wacky. He can invoke som
mysterious powers and horrify every next man. What he can’t do, 
however, is postpone his dreadful doom.

Nobool

Article

Some stuff of unknown nature. A good idea is to throw it into some
deep ditch on Glorx. Else Geer’AH gonna find a way to punish the
rascal who tries to present it to him as a genuine kernoboo.

Nymbos

Wares

This is what greenhorns make their first beebs on. Comes from ol
Eleepods. It’s wet, slimy and disgusting. Some love it, however.

Paloch’ka

Article

There’s a supposition that Eleepods use this thing to stir nymbos 
side themselves. But nobody has really ever seen this as the fattie
hide their secrets carefully.

Peelot

Artefact

When you’re tired from driving and trying to catch the agile beebs,
you can use this widget. Show your mechos where to go and it wi
bring you there. Maybe not fast, but reliably.

Pereponka

Article

A Zeexen check list. Zeephra checks poponkas according to it.

Items (continued)

Image Name and Description
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Phlegma

Wares

A jar with mucus. Rumors say there’s a flood of this stuff in Incuba
tor. To avoid suffocating, the inhabitants need somebody to take it
out all the time. Stinks like hell. After carrying it the bay needs a 
good cleaning.

Pipetka

Cult Item

An integral part of the Pip Show, a Beeboorat ritual.

Pipka

Article

Clay article in the form of a jablee seed. Old Oboorez often mis-
takes it for real pipetka. But he will come to grief that gets caught 
with forgery!

Poponka

Wares

A weaved pad, made of some smooth material. Zeexen scribble 
some doodles on it. It’s a fragile and politically important item. 
Needs careful transportation.

Protractor

Artefact

A sophisticated doodad having something to do with Xplo. It’s not a
plain widget: it’s a rare thing in the Chain. Can do some funny 
tricks. Can even protect you. Once you’ve secured it, try not to los
a chance to use it.

Rubbox

Token

A dog collar that Beeboorats put on every Vanger they catch. If yo
lose this piece of tin, the generous Beeboorats will bestow it on you 
again, making you a poor slave. By rubbox, Beeboorats tell how 
useful a Vanger is for them. So, to get out of their embrace, you 
have to play their stupid games and take care of rubbox.

Items (continued)
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Shrub

Wares

A packed Beeboorat stuck full of spikes. Fellow species call them 
“castaways”. Doesn’t yell at all, but groans. Sometimes mumbles 
something about some Bureau. Seems like he’s an unlucky fella. 
Rumors say Oboorez sprouts them in pots by means of pipetkas.

SpuMMy

Artefact

If there’s something scarier than Mechanic Messiah, it’s this mum-
mified body of an unknown creature. All bios shudder from horror 
at the sight of it. Its appearance on a world always was a presage
a coming disaster. This heritage of the Softie makes even the dulle
tremble.

Tabutask

Wares

All bunches use it to make Vangers drudge for them. When you tak
it, you don’t know what’s inside. Then it’s just the luck of the draw 
when you come out to the surface and open it. Vangers who steer
clear of tabutasks soon get poor and become raffa.

Tankacid

Item

Only the toughest and smartest Vangers can get this souvenir from
the darkest of the cursed worlds. The old Beeboorat counselor 
swears that if you put a couple of dried beebs into tankacid and po
it into a hostile mechos, it will dissolve right before your eyes. 
Zeexen gonna give the last beeb for the stuff that gnaws iron ten 
times faster than toxick.

Toxick

Wares

A vessel with some muddy pulp. Yucky stuff. There’s nothing worse
on Necross. If you spill it, this stuff gnaws the mechos’ insides. 
Malicious Zeexen want to poison all the living creatures in the 
Chain with this guck.

Items (continued)

Image Name and Description
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Valorin

Wares

A packed and wrapped Beeboorat. While you’re carrying it, he tum
bles about all the way and yells stupid hymns in a nasty voice. 
Sometimes howls. Very noisy type. But he’s packed well.

WeeZyk

Cult Item

An integral part of the Zyklope, the Zeexen ritual.

Zeefick

Article

Spawn of some yucky beast. Gotta be careful with it.

Zeex

Bios

Restless beast. Never sits calmly; tries to fly up all the way. That’s
just a sort of habit. Tells some odd jokes all the time, while continu
ously giggling and scratching herself with both paws. At times she
breaks up with laughter, pointing at the coming Vangers.

Items (continued)

Image Name and Description
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