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1. Introduction

In this episode of the Ankh series, Assil, the involuntary guard-
ian of the Ankh, and Thara, who has had to help Assil out of a
tight spot many a time during previous adventures, now live to-
gether. Happy and content, they while away the time in a cosy
home of their very own.

Much to their regret, the hard-earned rest
and relaxation from the trials and tribula-
tions of the past doesn’t last long.

An earth-shaking event is in the mak-
ing: the Battle of the Gods. Not only is
every man, woman and child in Egypt
threatened with a reign of terror

and chaos under the yoke of Seth,
the hands-down favourite. Assil’s

link to the Ankh forces the couple

to be drawn into the middle of an
otherworldly confrontation of epic
proportions.

Will Seth truly be able to carry out his
fiendish plan to gain control over Egypt,
and then show the Egyptians just how
terrible fear of a god can be?

After being banished to the netherworld,
will Osiris finally be able to take revenge
on Seth?

What does the Ankh have to do with
all of these events?

And last, but not least: If you kick a palm tree on a lonely island,
what drops down? Find out and help Assil and Thara master
another hair-raising adventure as they save Egypt from disaster
along the way!
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2. User tips

Like “Ankh” and “Ankh - The Heart of Osiris”, the games before
it, “Ankh - Battle of the Gods” is very easy to play. The features
and operation are identical for the most part, but a few new as-
pects have been introduced.

Even if you're an old hand at games who
has seen everything, the following .
pages may contain a tip here and
there that could be useful.

There are no dead-ends in the

game where you can block yourself
from reaching the solution to this ad-
venture.

In other words, be creative and look for
problem-solving solutions that might not
be the most obvious ones.

You're going to need them at times, too,
because “Ankh 3” has a number of unusual
surprises in store for you!



3. System requirements
Minimum

Microsoft Windows XP, Windows Vista

Pentium IV 2 GHz/Athlon 2.4 GHz

512 MB RAM

DirectX 9.0c-compatible video card with 128 MB RAM
(MX series and XGI Volari are not supported)

1 GB free hard-disk space
DirectX 9.0c

Recommended
Microsoft Windows XP, Windows Vista

Intel-/AMD CPU 3.0 GHz
1 GB RAM

DirectX 9.0c-compatible video card with
256 MB RAM (MX series and XGI Volari
are not supported)

1 GB free hard-disk space
DirectX 9.0c




4. Installing
“Ankh - Battle of the Gods”

It is expressly recommended that you close all running applica-
tions before beginning the installation setup for “Ankh — Battle
of the Gods” on your computer. The same applies for screen
savers and anti-virus software.

1. Place the “Ankh - Battle of the
Gods” CD in the CD-ROM drive.

2. If the autostart function is
active on your computer, the
game will now be installed
automatically. Follow the in-
structions on the screen.

If the autostart function is not active on
your computer (which means you do not
automatically see the installation mask on
your screen), please do as follows:

a) Click on Start in the Microsoft
Windowvs task bar.

b) Then click on Run and when the
dialogue field Open follows, enter the
letter designating your CD-ROM drive.
Follow that by entering “setup.exe”
(e.g.: “D:\setup.exe”)

As an alternative: L

a) Access Windows Explorer.

b) Click on the icon for your CD-ROM drive where “Ankh
- Battle of the Gods” is indicated, then select Open to access
the CD.

¢) Double-click on setup.exe to begin installation.



The computer program creates a link on the desktop during in-
stallation as well as a program icon in the Windows start menu.

To play the game, select Start/Program/Ankh - Battle of the
Gods/Ankh - Battle of the Gods.

4.1 Installing DirectX 9.0c

DirectX 9.0c software is also installed during installation if it
does not already exist on your computer. The game requires
a correctly installed version of DirectX 9.0c.

4.2 Uninstalling the game

To remove “Ankh - Battle of the Gods” from
your computer, select Start/Program/Ankh -
Battle of the Gods/Uninstall on the menu.

Follow further instructions as they
appear on the screen.



5. The main menu

You are located in the main menu when “Ankh - Battle of the

Gods” begins.

You can also retrieve the main menu at any time while playing
the game by pressing the button on the keyboard. You
can find the following options on the main menu:

Name Function

New game

Starts a new game.

Continue game
(when starting to play again)

Loads the game saved last.

Continue game
(while game is running)

Closes the menu; the game
can be continued.

(only while game is running)

Load game Loads a previously saved
game.
Save game Enables you to save the game

currently being played.

Settings

Allows you to change game
settings.

Credits

Displays the people who were
involved in developing “Ankh
— Battle of the Gods”.

Game hints

Displays a screen with hints
on how to play “Ankh - Battle
of the Gods”.

End game

Ends game and returns to the
Windows level.




5.1 Saving your game

Access the menu by pressing the
button on your keyboard. Then click on
Save game to save the current game status
in order to continue playing from this point
later on.

The corresponding menu appears. Click on
a free save game slot and then on Save. The
game will now be saved.

To replace a saved game with another one,
click on the corresponding game and select |
Save.

Click on Yes to confirm your choice, or on
No to select a different save game slot. The
new game will be filed in the slot of your
choice.

To delete a particular game status, click on
the save game slot and select Delete.

5.2 Loading a game

If you would like to reload a previously
saved game, click on Load game on the menu. The load menu
appears. Select a game and click on Load. The game now
resumes where you last saved it.

5.3 Adjusting settings

You can change the game’s default settings during a game, too
(restarting “Ankh - Battle of the Gods” is necessary for some of
the graphics settings). Here you have the following options:



Brightness

Changes the graphics’ brightness.

Resolution

Changes screen resolution. A higher
value brings better picture quality, but
also requires a faster PC.

Degree of detail

Changes the general quality of graphics.

Full-screen effects

You can change the special graphic
effects of “Ankh - Battle of the Gods”
here if your PC is older.

Music volume

Changes the background music volume.

Sound volume

Changes the volume of sound effects
and of speaking characters.

Subtitles

Select this if you want to see the sub-
titles for that language. We recommend
switching this option off for a more
cinematic experience.

Fadeable inventory

You can use this setting to fade the
inventory in or out using the Return key
on your keyboard.

To be able to enjoy “Ankh — Battle of the Gods” on older com-
puters, too, you should set the values for resolution and degree
of detail as low as possible.

If necessary, switch off the effects as well. Additional effects are
deactivated automatically at a low detail setting.
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6. Controls

The game software for “Ankh - Battle of the Gods” is controlled

completely using the mouse. The mouse cursor adapts itself to

match current game situations.

1. Use the left button on the mouse to control Assil’s
(or Thara’s) movements and to look at objects in your
surroundings.

2. Use the right button on the mouse to carry out special
actions. The cursor image on the screen changes to match
the action indicated!

The mouse cursor can take on the following forms:

Icon Action Description

Walk | Assil moves to the selected position or
as close as possible to it. Once Assil is
moving, a double click makes him run.

Look | Your character looks at an object on the
at screen and receives more information
about it.

Take If possible, Assil picks up the selected
object and stows it in the inventory. An
inventory bar is displayed on the edge of
the screen. There is no limit to the num-
ber of objects that can be picked up.

&V 7| 7

Talk Assil talks to a person. If you click on the
mouse during a conversation, Assil moves
to the next sentence.

Use This can be selected to use an object
directly by clicking on it with the right-
hand button and then dragging it to
where you want to use it, or to combine
it with another object and then use them.

i<
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Icon Action Description

To combine, click with the right-hand
button on the object desired and drag it
over the second object. The combination
is completed by one more click on the
right-hand button. Click on the combined
object with the right-hand button and
drag it to where you want to use it.

Open | Opens a door, a wardrobe or a crate.

Read Accesses the contents of scrolls, letters
etc.

Eat Assil consumes something edible.

Swim | Thara swims in water
in (unlike Assil, who is afraid of water).

Enter | Assil leaves a location and enters a new
one or goes outside.

S| 8| Y| @ | oY

6.1 Special keyboard commands

Display current tasks: By pressing the key you can call
up a list containing your current tasks.

Display inventory: If you have activated this function in the
menu (see above), you can use the “Return” key to fade the
inventory in and out.

Aborting interim sequences: If you do not want to watch a
film sequence to the end, in most cases you can abort the
sequence by pressing the [Spacebar].
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1. The inventory

Assil and Thara will need quite a number of items to solve the
many puzzles they encounter on their way. Depending on
which character you happen to be using, he or she is going to
be able to obtain lots of objects under all kinds of different
circumstances. They will accumulate in the inventory during
the course of the couple’s exploits.

1. Click with the left-hand mouse button on an object to
examine it.

2. Click with the right-hand mouse button on an object to
use the object. The object will be fixed and
held by the mouse cursor. Now click on
another object (on the screen or in the
inventory itself) with the right-hand mouse
button in order to combine the objects
with each other. Click on a person to give
that person the object or combined ob-
jects.

When more objects are located in Assil’s
or Thara’s inventory than can fit on the

screen, arrows appear to the right and left.
You can move through the inventory using
the arrows.
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8. Special features

At certain points in the game it is possible to change back and
forth between controlling Assil and Thara in order to solve
tricky problems and complete a task. In those situations, a
special “switch characters” icon appears in the bottom right-
hand corner of the screen. Simply click on the symbol to
change characters.

If Thara and Assil are not in the same place, an object
you want to use can be exchanged from one char-
acter’s inventory to the other by clicking on the ob-
ject, then clicking on the “switch characters” icon.
This saves you a lot of running to and fro.

In some chapters, the game automatically
switches from one main character to the other.
In these cases, for the time being you are
naturally no longer going to be able to use the
objects the other main character has in his or
her inventory.

By pressing the X Kkey, all objects on the screen
you can interact with (“hotspots”) receive a “I”
symbol, an exclamation point to indicate their lo-
cation. You can skip film sequences by pressing

the [spacebar].
Press the key to display your current tasks.
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9. Game hints:
The first minutes of the game

At this point we should like to help those poor souls who are
wondering how on earth to rescue Assil and Thara from their
burning house. Well, you know, it’s really quite simple. Come to
think of it. You disagree? Well... read on but do remember that
it’s far more fun to find out by yourself...

Please note: The following paragraphs con-
tain game spoilers - read on only if you are
absolutely stuck!

Alt: We want to take this opportunity
to offer some support to the poor
souls who are wondering: “How am
I going to rescue Assil and Thara
from a house on fire?” It's as simple
as 1, 2, 3, of course. And of course
you shouldn’t read this section un-
less you are really stuck! )

As the game opens, Assil and Thara are out
on the sundeck. The house catches fire.
Assil makes his way down as the stairway
collapses. Now a floor below Thara, he
needs to put together a soft landing for
her to get down safely, too. You can now
take control of either character.

Improvisation is called for to escape the

flames. The slatted frames beneath the mattress plus an item
that connects the two enables a makeshift rope ladder to be
assembled that can be used to escape. Next, the flames that
prevent them from leaving the bathroom through the window
must be doused by flooding the room. Plug the drain as well as
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the overflow with some cloth-like objects to enable the water
level to rise.

Though the fire has now been put out on that floor, Assil faces
a new problem because he refuses to go into the water (He has
been afraid of water since the first episode of Ankh.).

Fortunately, Thara simply swims across
to the window sill and finds an ironing
board. By adding a slight modifica-

tion, she turns it into a surfboard,
which Assil can now use to cross the
water.

Having left the bathroom, they are

now perched out on the window

ledge, only to find that a statue of a
falcon is barring their way. Combining a
certain powder with a certain liquid pro-
duces a chemical reaction that removes
this obstacle.

The next thing to do is find something
that protects hands so that the prickly
vines can be removed. This enables the
couple to jointly pry open the shutters
outside the kitchen window.

Getting rid of the smoke in the kitchen
also requires teamwork. Have one

of the characters climb up on to the
sundeck and find the bird’s nest. The
other character uses flour to cause an explosion in the
kitchen flue that propels the nest a few metres into the air.

You are now just a few “puzzling” steps away from rolling Assil
and Thara to safety in an oversized supplies jar, leaving the rag-
ing inferno behind.
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10. Hotline and support

If you have questions or wish to receive technical support, you
can e-mail support@xider-games.com.

Frequently asked questions (FAQs), patches, game hints etc. can
be found at:

www.bhv.de/ankh3

Visit the official game web site, too, and exchange views with
other players in our forum:

www.ankh-game.com
We look forward to your visit!

The XIDER Games Team
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12. Copyright / license
agreement

1.

This software and its manual are protected by copyright laws,
in-ternational copyright treaties and other industrial property
rights. All title, ownership rights and intellectual property rights
in and to the software (including but not limited to images,
photos, animation, video, audio, music, text and ,,applets”) are
owned by bhv or its licensers.

You have the right to install and use one copy of the software
on a single computer to be used by a single user. You have the
right to make a back-up copy solely and exclusively for your
private use. Any other type of use, duplication or distribution is
prohibited. You are not permitted to rent or offer the software
to others.

You are prohibited from reverse engineering, decompiling,
disas-sembling, modifying, supplementing or creating deriva-
tive works of the software. The software is licensed as a single
product and its individual parts may not be used separately on
more than one computer.

You may pass on the software to a third party only under the
condition that you remove the software and all of its compo-
nents from your computer, retain no copies and hand over all
copies of the software (components contained within, data
media and docu-mentation) to the said third party, who then
agrees to these license conditions. Third party transfer immedi-
ately invalidates your user rights to the software.

Great care has been taken in assembling the texts and images
for the software. However, the possibility of inaccuracies, mis-
takes, omissions and typographical errors cannot be completely
exclud-ed. bhv and the authors of the software bear no legal
responsibility or liability for such mistakes or any resulting loss
or damage.

Copyright © 2008 bhv Software GmbH
Novesiastr. 60

D-41564 Kaarst (Germany)
support@xider-games.com
www.xider-games.com
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13. Health warning

Some people are susceptible to epileptic seizures or loss of
consciousness when exposed to certain flashing lights or light
patterns in everyday life. Such people may have a seizure while
watching images or playing certain video games.

This may happen even if the person has no medical history of
epilepsy or has never had any epileptic seizures. If you or
anyone in your family has ever had symptoms related to
epilepsy (seizures or loss of consciousness) when exposed to
flashing lights or patterns, consult your doctor prior to playing.
We advise that parents should monitor the use of video games
by their children.

If you or your child experience any of the following symptoms:
dizziness, blurred vision, eye or muscle twitches, loss of
consciousness, disorientation, any involuntary movement or
convulsion, while playing a video game, IMMEDIATELY dis-
continue use and consult your doctor (particularly since
experience of any of these symptoms could lead to injury
>from falling down or striking nearby objects).

Parents should ask their children about the above symptoms
- children and teenagers may be more likely than adults to ex-
perience these seizures.






