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Introduction

You are about to step onto a stage populated with a
world of characters—generals and guerrillas,
shopkeepers and workers, aristocrats and ambassadors.
As soon as you appear on the stage called Chimerica, a
small nation in Central America, everyone's attention
focuses on you. Chimerica has just overthrown a
thoroughly unpopular dictator, and you are the new
Presidente. The fate of the nation is in your hands.

As a key character in dramatic circumstances, you will
have face-to—face encounters with other strong-willed
characters. Full of advice about what they think you
should do, they will be quite frank about their reactions
to your decisions.

It will not be possible to please everybody. Will you give
the cotton cultivators what they ask for and ignore the
wishes of the landless laborers? If you do, your schedule
may soon be interrupted by an angry crowd massed
outside the National Palace.

The next step is up to you. All of Chimerica...all of Latin
America...all the world...wait to see just what course of
action you have in mind.



About this manual

There is no elaborate system of rules and procedures to
master before you can begin playing Hidden Agenda.
Most people will benefit from looking over the
information in the Quick Start section, but you can
master the mechanics of playing the game in a few
minutes.

Later sections of this manual offer more detailed
discussion of game play, additional suggestions and
background material designed to enrich the experience
and put it in context. You may wish to read this after
you play through the game once or twice.

See the Reference Manual for historical information on
Chimerica, descriptions of political parties, charts, and a
glossary of terms.

This manual has three sections:

®  Before You Begin describes the hardware and
software requirements and tells you to make the
working copy you will need to run Hidden Agenda.

®  Quick Start tells you how to start the program and
describes basic keyboard operations and on-line
help. “Playing Hidden Agenda” highlights the
principle game features and actions you will perform
as Presidente of Chimerica. Read this section if you
want to jump right in and try Hidden Agenda.

8 [Instructions provides an overview and explains each
program feature in detail.



Before You Begin

Hardware and software requirements
To run Hidden Agenda, you need:

IBM, Tandy, or true compatible computer
One 3-1/2" disk drive or two 5-1/4" disk drives
512K memory

Color graphics adaptor card (CGA) or any graphics
card that emulates CGA 640 x 200

® DOS 2.0 or higher

Optional hardware
® Hard drive
B Printer

For information on how to set up your system, printer,
or other hardware, refer to the related hardware

manuals, You will find the specifications you need there.

Making a working copy

As a convenience to registered users, Hidden Agenda is
not copy protected. This allows you to make a copy of
your software to use as a working copy. Use your
favorite copy utility to make a backup copy.

Once you have made a backup copy of Hidden Agenda,
be sure to write—protect your backup copy and your
original program disk. Put the original in a safe place
and work only with your backup. Please do not give a
copy to anyone; that is a violation of copyright laws.

Quick Start

Starting Hidden Agenda
Floppy drive users

Insert your operating system disk in a drive and turn
on the computer.

If you are using a 3-1/2" disk drive, insert the
Hidden Agenda disk into the disk drive.

If you are using two 5-1/4" disk drives, insert Disk 1
into drive A and Disk 2 into drive B.

At the A> prompt, type ha or agenda and press Enter.
Within a few seconds you will see the Hidden Agenda
introduction screen. At this point, you are ready to
begin the game.

Hard drive users

If you want to install Hidden Agenda on your hard
drive, follow these steps:

Turn on the computer.

Create a directory for Hidden Agenda using the DOS
Make Directory command. For example, type
MD \ HADIR and press Enter.



B If you are using a 3-1/2" disk drive, insert the
Hidden Agenda disk into the disk drive. Then, use
the DOS copy command to copy all the files. For
example, type COPY A:** C:\HADIR, then press
Enter.

® If you are using two 5-1/4" disk drives, insert Disk 1
into drive A. Type COPY A:** C:\HADIR and press
Enter. Then remove Disk 1 and insert Disk 2 into
drive A. Again, type COPY A:*.* C:\HADIR and
press Enter.

Basic operations

Choices are made in Hidden Agenda by selecting icons,
buttons or drawers. The term select means you highlight
an item by using the up and down arrow keys on your
keyboard then choose it by pressing Enter. Whenever an
item is highlighted and you press Enter, an action takes
place. Be careful to notice what is highlighted before you
press Enter.

selected
option

Fnsu]ar Stakility

On-line help

On-line help is available if you need more information
about the program feature you are currently using.
Whenever you need help, select the question mark icon.
A help window will appear. After you are done reading
the information, press any key to close the window.

When you are in the Presidente’s office, select the Help
drawer for information on the office features.



Playing Hidden Agenda

This section is for players who want to jump right in and
play Hidden Agenda, with very little instruction before
beginning. For more details on Hidden Agenda, read the
Instructions section. For history and background
information on Chimerica, refer to the Reference
Manual.

1 Start the program.

2 Signin.

Type in the name you will use during the game.

3 Hold your first press conference.

A group of reporters asks you three questions. Your
answers define your goals for your term as Presidente.
Select an answer to each question.

4 Become familiar with your office.

This is your office in the National Palace. From your
desktop select a desktop icon or drawer to move to other
areas of game play.

Here's a brief description of the desktop icons:

Contacts. Choose Contacts to review the dossiers
(biographies) of members of the Junta of Insurrection,
appoint them as ministers to your cabinet, or request
that they resign.

Consultations. Choose Consultations to meet with the
ministers you have appointed, select issues to discuss
from their agendas, and make decisions about important
matters of state.

Encounters. Choose Encounters to meet with
Influentials—business leaders, union officials,
ambassadors from other countries, etc. Discuss issues of
greatest concern to them.

Logbook. Read the logbook to review decisions you have
made recently.

Reports. Read Reports to see what the domestic and
international press say about you and review charts of
important social and economic indicators.

5 Review the news.

Select the Reports icon. Choose Press Digests to see what
the newspapers have to say about you.

When you are finished reading the news, select the
miniature desk icon to return to your office. (This is the
way you'll always be able to return to your office, except
when you are in the middle of an Encounter or
Consultation or when an Influential decides to interrupt
your schedule.)

6 Appoint a cabinet.

Select the Contacts icon to appoint ministers to the four
posts in your cabinet.



Select Party Dossiers. Read the party dossiers. Then
review the dossiers of the members of each party. These
people are all members of the Junta of the Insurrection.

Decide who to appoint to your cabinet posts. When that
person’s dossier is on the screen, select “ Appoint to...”
and a list of available posts appears (Agriculture,
Defense, External Affairs, and Internal Affairs). Now
select the post for that person.

After appointing a full cabinet, return to your office.
7 Face the people.

From now on, the game consists mostly of talking to
Influentials in the Encounters section and ministers in
Consultations. In Encounters, Influentials decide what
issue they wish to discuss with you. In Consultations
you have a choice: each minister presents an agenda
from which you can select an issue to discuss.

From time to time an Influential will decide not to wait
for you to visit and will interrupt you. When this
happens, you have to make a quick decision either to
accept the Influential’s proposal or accept the advice of
the advising minister. (For further information, see
“Interrupts” in the Instructions section of this manual.)

You will also occasionally receive memos from
Influentials and ministers telling you of some action
taken without your consent. (For further information,
see “Memos” in the Instructions section of this manual.)

10

8 Make decisions and watch time pass.

Time in Hidden Agenda is divided into moves, seasons,
and years. There are three seasons per year and three
years in the game—unless you are voted out of office, or
overthrown! You can check what season and year it is by
looking at the calendar in your office.

During an Encounter, Consultation, or Interrupt, each
decision counts as one move. Every nine moves, an
animated screen lets you know that a season has passed.

Time does not elapse when you are in the Contacts,
Reports or Logbook areas.

Though there is a lot more to know about the world of
Hidden Agenda, this is all you really need to start the
game. Good luck, Presidente!

11



Instructions

Overview

Chimerica’s struggle to oust the dictator Farsante is
finally over. By the time he left, his legendary corruption
and brutality managed to alienate all sectors of
Chimerican society. None of the groups that opposed
Farsante were strong enough to dominate this
post-Farsante era, so they have joined together in a
coalition Junta of the Insurrection.

The Junta has decided that someone must lead
Chimerica in its hour of need. By popular mandate, that
someone is you. You are now Presidente.

Your powers as Presidente

The powers granted to you by the Junta are vast but not
unlimited. Your policy options in Hidden Agenda are
presented through dialogue in face-to—face Encounters
with members of the public known as Influentials, or in
Consultations with the ministers of your cabinet. In each
dialogue, someone gives a short speech explaining his or
her position on the current issue and proposes what you
should do. You decide which proposals to accept, but
keep in mind that you do not have the power to make
proposals of your own.

The Junta

Your fellow Junta members represent three very
different political parties and usually argue radically

12

different points of view. The Junta members you appoint
to each ministry determine which policy issues you hear
about, and they carry out your decisions. Each of the
three parties contains three Junta members which gives
you a total of nine people from which to pick your
cabinet. Since there are only four ministry positions, you
can make one party dominate the cabinet or you can try
for a more balanced coalition. You can also elect to
change your cabinet by demanding the resignation of
one character and appointing another in his or her place.

Options change as the game proceeds

As time goes on you may find your range of options
diminishing as certain characters depart into exile, die,
or resign in disgust from your cabinet. Influentials
unhappy with the course of events may interrupt your
schedule and force you to quickly decide on an issue.
Ministers may pretend to accept your decisions but then
proceed to follow “hidden agendas” of their own. The
Junta may lose confidence in you and demand your
resignation. Someone on the Junta may even try to
overthrow you. If this happens, whether you remain in
office depends on how much support your policies have
among the people of Chimerica.

Passing time

Every time you make a decision, time passes. Your term
in office can last for up to three years provided you
aren’t overthrown or voted out of office. The Junta has
indefinite plans for elections, and you decide when or if
they occur.

13



Gauging your progress

There are several ways to gauge your progress
throughout the game.

®  Excerpts from four different newspapers provide
clues about how your decisions have been received.

®  Charts track social indicators like the Infant Mortality
Rate and economic indicators such as the Foreign
Exchange Reserves.

® The characters themselves tell you right away
whether they are pleased with your choices. They
may complain about the consequences of your
decisions or praise you to the skies.

The Verdict of History

Whatever way the game ends, you will be able to read
the Verdict of History, an excerpt from an edition of an
encyclopedia written nearly a century after your term of
office. It discusses the history of Chimerica and your

tenure as Presidente. After reading the Verdict, it is up to

you to decide whether you won the game or lost.

Playing Hidden Agenda again

The long-term challenge of Hidden Agenda is to play it
many times and compare what happens when you try

different approaches. For example, the game looks very
different when played with a cabinet dominated by the
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National Liberation party than if the Popular Stability
party advisors predominate.

A word about game-playing style

Although Hidden Agenda rewards a careful, methodical
approach, such an approach is not required. The game
can be played in many different ways. Some people read
every word of every character’s biography before setting
up a cabinet; others appoint the first face they see and
move on. You can gather information from as many
sources as possible before making any decision. For
example, you can read the historical information in the
Reference Manual for an overall picture of Chimerica's
past and present problems. Or, you can make quick
decisions on the spot. Another approach is to quickly zip
through the first time you play to get a feel for the game,
and then play again so you can figure out what all the
fireworks were about. There is no right or wrong way to
play the game; each of these styles produces a rewarding
experience.

15



A game begins
When you start Hidden Agenda (see Quick Start section

for information on starting) the following screen
appears:

by

Jim Gasperini
SYSTEMS DEBIGN
Gregory Guerin
Jim Gagperini
Ron Martinez

GRAPHICS
Angela Greene

flidden Agenda W

A POST-REVOLUTIONARY GANE

Press Enter, and your signing—in ceremony begins.
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Signing-in ceremony
Enter your name. After typing in a name, press Enter to
move to the next name box.

Congratulations, Presidente! Hith the
completion of a formal slinlng-ln.cemung,

your terw as Presidente of Chimerica will
officially hegin, Please sign the official
fors and get ready for your first press
conference.

In the 2nd Last name box, enter your mother’s maiden
name. If you make an error in entering a name and want
to go back and correct it, use the up or down arrow key
to move the cursor. When the cursor moves to a name
box, use the Backspace key to erase the name and type in
the correct name.

A word about Spanish naming conventions

In Spanish-speaking countries people use two last
names, their father’s surname and their mother’s maiden

17



name (2nd Last). The father's name comes first, and the
mother’s name last, but the father’s name is used the
way we use “last” names. For example, the full name of
the President of Costa Rica who won the Nobel Peace
Prize is “Oscar Arias Sanchez,” but he is usually referred
to as “President Arias.” “Sanchez” is his mother’s name.

When a woman marries, she keeps her father’s name. In
place of her mother’s name, however, she will usually
use her husband’s name, prefaced with “de.” Margarita
Penon de Arias, the wife of President Arias, was known
until her marriage as Margarita Penon Gongora.

You may want to follow this style in entering your name.
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Press conference

Your first press conference begins immediately after the
signing-in ceremony. Your screen looks like this when
the press conference begins:

enS presses
toward you, " -esulen?e Taglop,"
one calls, "there has been wuch
talk recently of the need for

"Justice,’ Rhich of these would

be most important in achieving a
More just society?”

Protect citizens Iron violent repression
Elininate government corruption
Ensure free distribution of information

The reporters ask you three questions. Your answers
establish your goals as Presidente. Read the reporters’
question, then select the response you feel is appropriate
(see the Quick Start section for instructions on selecting

19



options). When the questions are finished, select the
desk icon and an animated screen appears and provides
you with information on the current season.

In the First Year of your Presidency, the
Egrqest Season ends and the Dry Season
gins. ..

Press any key to continue, and you land squarely in the
Presidente’s office, ready to begin playing the game.

The Presidente’s office

From your office you perform most of your actions. Your
desk holds five desktop choices and four drawers. The
calendar on the wall keeps track of game time elapsed.

20

Your office appears on the screen as follows:

 JERR
One

OSERSON

RESTORE A

The icon that represents your office is a desk. Whenever
you want to return to your office, select the desk icon.
Sometimes the desk icon appears dimmed. When that
happens, the icon is not active, and you cannot return to
your office at that point.

Desktop options

The five desktop choices lead to other screens as
represented in the following charts:
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. Agriculture Minister
Consultations Defense Minister
Internal Affairs Minister
External Affairs Minister

Agriculture
Minister Dossiers Eﬁi??‘;‘]f
Contacts —i [l

Party Dossiers

Ignacio Nunez Laranjera
Christian Reform Liliana Ortiz Lanza
Francisco Ferrante Oberon

. . . Gloria Jimenez Flemin
National Liberation ‘[ Julio Olivares Las Casags

Manuel Calderon Iglesias
Bernardo Whitmyre Alvarado

Popular Stability‘l: Antonio Alejos Espinales
Francisco Rosario Rosanes

Logbook —— Meetings 1-9
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Encounters — Influentials

l

[
Landless Laborer
The Teacher
Coffee Grower
US Ambassador
Guard Leader
Trade Union Leader
TNC Representative
IMF Representative
The Campesino
Army Colonel

~ Press
Digests

Reports

~ Progress __|
Charts

|

USSR Ambassador
Rights Activist
Shopkeeper
Coftee Worker
The Doctor
Cotton Cultivator
Sub—comandante
The Bishop
Industrialist
Banker

Cuban Consul

— Chimerica Ahora
El Independiente
Edition Mondiale
— USA Yesterday

— Military Expenses
Social?' enging

Infant Mortalit

Land Distribution

Food Crops

Export Crops

Hard Currency Earnings

Currency Reserves, etc.
— Loans and Aid
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