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LIMITED WARRANTY

Siralegic Simulations, Inc. (*S317) warrants that the diskeite on which the enclosed
program is reccrded will be free from defecis in matarials and workmanship for a
peried of 30 days from the date of purchase. |If within 30 days of purchase the disk-
elle proves delactive in amy way,¥ou may returm it to Strategic Simulations, Inc., 1046
M. Rengstorff Ave., Mountain View, CA 94043 and 551 will replace it free of charge.
In addition, if the diskelle proves defective at any time after the first 30 days, return
the diskalts to 551 and S35 will replace It for a charge of $10.00, Please allow about
four weeks lor delivery,

551 MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT
TO THE SOFTWARE PROGRAM RECORDED OM THE DISKETTE OR THE GAME
DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANGE, MER-
CHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM
AND GAME ARE SOLD "AS IS” THE ENTIRE RISK AS TO THEIR QUALITY AND
PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL 55| BE LIABLE FOR
DIRECT, INDIRECT, INCIDENTAL, OR COMSEQUENTIAL DAMAGES RESULTING
FROM AMY DEFECT IN THE PROGRAM OR GAME EVEN IF S51 HAS BEEN AD-
VISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW
THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR
INCIDENTAL OR CONSEQUENTIAL DAMAGES, 50 THE ABOVE LIMITATION OR
EXCLUSION MAY NOT APPLY TO YOLUL)

The enclosed software program and this Rule Book are copyrighted, All rights are
resarved. This Rule Book may not be copied, photographed, reproduced, or ranslalsd
or reduced 1o any elactrical medium ar machine-readable form, in whole or in part,
without prior written consant lrom 351, The program accompanying this Rule Book
may be capied, by the original purchaser only, as necessary for use on the compular
for which it was purchased.

i@ 1986 by Strategic Simulations, Inc.
All Rights Reserved.

If you are unable to make a backup copy of your disk (most of our games have some
form of copy-protection), you may purchase a backup disk from 551 for 510 plus
%2 for shipping and handling. California residenis, add applicable sales lax.

What to do if you have a defective disk

Each of our games undergoes exiensive playtesting priar 1o its release. Through this
process we hope to uncover, and cormact, any arrors in programming, However, due
to the complax nature of our simulations, some program errors may go undelectad
until after publication. In addition to emrors in the program, there are occasionally
problems with the disk itself, We experience the industry standard of approximately
a 3 1o 5% failure rate of duplicated disks. Belore assuming thal a disk is defeclive,
make sura o chack your disk drive, Up to 5% of the disks relurned 1o us as delactive
will run fine on our computer systems. Ollen the proolem is with a disk drive that needs
senvicing for alignmenl, spead, or Cleanmng,

Should you have a delective disk, please return the disk only (keep all other pars of
the game) 1o our Customer Support Departmeant, along with a note describing the
problam you have encountered. A replacement disk will be provided upon our receipl
of the defective disk.

Should you uncover an emor in the program, refurn bath your gamea disk and any “save
game" disks to our Customer Suppor Department. Piease enclose a descriplion of
what was laking place in the game when the arror occurrad. Upon eorrection of the
program arror, we will return an updated disk o you.

Always make sure to include your name, address, and daylime lelephone number
with any corraspondance. We will do our best 10 see that any problems are correcled
as 500N as possible..
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With your WARGAME CONSTRUCTION SET,
yvou can develop o modal of a militany
situation and then use it in game play, As
vou construct a scenario, you are limited
only by vour own iImogination and the
ratura of the gamea. You can explon o wide
range of conflict situations in rmilifany history,
fantasy, and sclence fiction.

WaRGANME COMSTRUCTION SET consists
of two parts: the EDITOR and thea GAME. Tha
EDITCR |5 used to design the scenario or to
alter a previously created one. The GAME |5
used to play the scenario.

In craating a scenara for the game, you
have full control over the bottle ferain and
the combatants. There are 31 units avaik
abla fo your sda and 31 uniis ovailoble fo
the enemy forces which can be confrolled
by ancther phover or by the computer. Cur
goal is to give you masdmiurm flesdbility and
discretion in represanting sifuations.

You may begin with either the GAME or
the EDITOR. If vou are eager to design o
scenarno butuncertain about how it is done,
tum first to Section W (TUTORLALY Learm how
to use the EDITCOR by follicwing the instruc-
tions in planning and developing a fanfasy
simulation. If vou want more detalled ex-
planations of the elameants, see Section W
(EDITOR.

If vou prefer, instead, 1o begin by plaving
Q game, you can use on of the scenanos
included. Beginners and newcomers fo this
tvpe of garme should shart with the “Returm
to Beta 4" scendario. It is an infroductony
situation with the force size limited and the
objective clear. If you ang ready for o greater
challenge. use "Rommel’s 38's". Again, the
force size s limited, but this time the protlem
is more complesx

After you become familiar with the GAME
and the EDITOR, yvou can rmodify an existing
scenaro of creqate a new ane. Makea sura
vou hove a formofted DOSEDS disk o a
copy of the Scanario Disk recdy. Load the
soenana you want 1o inspeact from the Scan-
aria Disk; when vou have cormpleted editing
it, save it anto the blank disk,

When you use the EDITOR, keeg in mind
the fact that there i no varioble that con
crash the systam. Thewarst that can happen
s that your design will have unanficipated
consaquances. Latvour imagination befreg
to create situations as yet unsaen oy other
plavers. Toke control ond do wihat | howe
baan doing . .. and do it bettar,

IL. THE GAME

The GAME allows you to enact the battle set
up with the EDITOR. There are eight battles

i

included with each vesson of the game
(5 one-player, 3 fwo-player) fo ket you expe-
rience some of the availabla situalions. The-
cretlcally, ary period in militany hisfony can
ba represented in 2ome mannes, but some
military situations cannat De reprasentad as
effectively os others,

A Loading

Alarlk: Insert the disk, GAME side foce up. Turn
the computer on. The garme koods ond uns
autamaticaly. f you have an XL or XE
computer, you oo not have fa hold down
the CPFTION key when fuming on the com-
e

Te play against the computer, prass the
START key for the one-player game,

T play against anather person, press the
CETION ey for the fwio-player gamea.

B. Scenario Selection
After the gome 3 looded, the computer
promgts vou again. Insert the scenaro disk
provided o the scenario disk wou have
cracitad; than press < START>

Frass < SELECT= to take you through the
list of scenario fitles.

Prass <5IART> to load the scenario you
choose to play.

Press <OPTIOM= o retum to the begin-
mingg; this allows you 1o flip over the disk fo
e scenanos on the othear sida.

C. Game Confrol

Wour main controls arg the joysticks and the
thrae console keys: <START>, < SELECT=, and
< OPTIOM= . Contnal the cursan with the proo-
af joystick; use the fire button to ool
inclivicucal units. < START> takas you from one
phase to ancther, <SELECT= unloods trans-
parted units during the Movement Phase.
<OPTIOM> rarmovas all unifs from the map
rand later reploces them) so that you can
saa the tarrain under the unifs,

D. Save Game

Tor sover the gaarme in Progass, press < SELECT:,
Use a blonk fommotied disk or the scanano
disk. The garme i soved Inthe ploce resensad
for Scenarno 5.

After saving the gome, you may edit tha
gamea with the EDTOR or reenter the game
{oy choosing Scenario 5 at the baeginning of
the program) and confinue playing from
whana vou kel ol

Il. ONE-PLAYER GAME

A Introduction

The GAME consists of a series of phases of
play. In each phose, as the events ooeur,
savaral actions and commands are ovail-
able o o,

NOTE Inall coses, the units controlled by the
Furman playar ara rafarmad fo as the Friendly
units and are controlled by joystick 1. The
computar's foreas dre ralarad o as thea
Erermy units.

The phases ane lished below:

Closenvation Phose

. Friandly Fira Phase

. Fiendly Movement Phase

. Enermy Fre Phose

. Fiangly Fire Phicse

. Enemy Movement Phose

. Enermy Fire Phose

. Wictory Phoses

Sove Some PFhose

These phoses must e executed in the
above sequence. One game tum consists of
thve complefion of all of these phases. be-
taikad nlormation abaut the phasas aliows
in Saction I, .

£ ~d O L b b

B. The Main 5creen

Thi first lime displays your position in the
gama turre the cument Phasa i highlightad.
The Phase nomes ane abbrevioted os follows

OB Observation Phose

FF  Fiandly Fire Phcse

i Frandly Movameant Phasa
EF Enemy Fire

Etd Enarmy Movement

The first line ndicates the Phasea.

Below the Phose indicotor is the windons
info the map, displaying one-fifth of the
antirg awailable map.

Below the map are fhe meassoge win-
clovers, The first line gererally is used for unit
identification. With the curscr ovear a friendly
unit (or an enermy unit in the fwo-plover
version), the computer displays the 1D murm-
ber (e.g. #01) and its vital informalion in the
forrn F=nn D=nn R=nn A=nn M=nn
S= n A" The capital leMars am abbreviations
for the unit's Fireposwsr, Defanse, Rangs, A5
sault vialue, Movernent Points, and Strengih;
the r is 9 numibar. This may B [Slloaeed By
an ” if the unit has anti-tank copatility and
an A Iif the unit 1z armosed. For a fuller
explanation of the varous capabilitios see
the EDITOR rules.

Below the information about the unif is o
text area used to inform you of worious
conditions during the garmse,

Al tha bottam, the tum numiber i given,

C. Phases of Play
Observation Phase
In the Chsarvation Phase, the joystick in port
1 activates 9 square cursor. Moving This
cursor to o screen edge triggens the map

scroll until o mop edge s reached,

A3 the cursor passas over aunit, the unit is
identified and some of its charactanstics ara
glven (the form |5 described above), All of
the values e sl while dasigning the seo-
rario with the ECHTOR,

Units mony be dug in ond rnode combbat-
recchy in this phoss onby. To dig in a unitorfo
make combat-ready a unit that is clready
dug i phace thie cursor over the unit, press
the trigger. The status of the unit is displayed
in the message area, Cug-in units may not
ke moved. Dug-inunifs gain an advontage
in defenss (saan in tha unit's slatus infarma-
fiom) and recover maone readily from dam-
oge. A unit may be dug o during the GAME
anly if it is indicated in the EDITOR that 1he
unit is ome that may be dug in, Dug-in units
flash on and off during the Obsanvation
Finasze,

Fire Phase

I the Are Phass, g crosshair apgadrs in the
center of the curscr. o fire vour unifs. ploce
the cursor cver the undt ywouwant to fire; press
the button, Then mowa tha cursor to the area
info which you want the unit to fire; press the
button again. The unit will fire. i there s an
anamy unit in the chosen arsa (a hiddan
unit will show up af this time) and it is hif, it
will undergo domage. Whathear the shot hit
of missed ifs target is indicoted in fhe mes-
sage arad. Tha heavier the cower, the harder
it is ta hit units undar cover, Units that were
rrened during the tum hove alesserchance
of hitting a target.

A unit will not fire i

11 it has fired glreody in the cument Fire
Phicsa,

21 the target area i out of its range.

31 the firlng wnit is Suppressed. or

41 the target area cannot be sean by the
firing wnit (no Line of Sight).

The mesage area indicates whether any of
these condifions axist. f a unit is Suppressed
and you affempt fo fire § the messoge
wiredow inforrns you of this condition, Like-
wise, if g unit is Pinned and you altempt fo
rmove it, he message window informs you of
this Comciiticn,

Movement Phase

In thie Movarmenit Phase, you may move any
unit copable of movement. & unit (s moved,
one sqguare at a firme, wunfil its movement
points are all gone.

To move G unit, plocs tha curssr aver it
and prass, then release, the fire button, The
cursor fums grean and the unit i “picked
up” and may b moved with the joystick.
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The folliowing conditions defing move-
rrent:
1} Eoch square has o different entry "cost”
In movernent points, comesponding to ifs
dansity. Eoch sgquara’s cost s deductad fram
the moving unit's Movernent Points.
2) You con move a unit as long as it has
aufficlent movernent polnts remaining o
enter tha square to which you want it 1o
rrove, When the movernant paints of a unit
recch O, it can no longer ba moved,
31 The cursor fums red when the unit no
langer has aufliciant movament points 1o
conduct an assoult,
4} if a unit enters a sgquare next fo a hicddan
enemy unif, that enemy unit shows up on
thes Frap.
&) W afriendly unif fries fo move away froma
squars rext to any anamy unil, That anadmy
unit fires of the friendly unit.
&) f a fiendly unit fies fo move onto an
anamy unif, an asault moy occur, Assaults
are explained Delow,
5 ¥ a unit entars an area that is mined, the
mines detonate,
8) Vehicles {trucks, tanks) cannal anter
haonvy woods, mear, banks, of water,
&} Mo unit, with the exception of an Engi-
naal, may anter a blown bridge.

10% A Pinned unit cannct be rmoved,

A1) IF {with the EDTCR) a unif Is given the
ability 1o be trarsported, thean it con be
lzaoded ontfo a truck, helicopter, or boat unit
tvpe. o load the unif, move It next fo and
then onto the transporting unit. Tha unit
disgappaarns, and the fraonsporting unit getsa
Blue lina at the top and bothom of it to show
that It is camying something.

12) To unload a unit, ploce the curscr cver
tha unit; press and hold the fire buton
Moving the joyvstick in amy direction whiks
the button is held unloads the unit: it then
can be moved its separate way,

Azzaults may oocur during the mowve-
ment phasa, An gssault oocurs wihen a unit
atternpts to enter a squarne occupked by an
anarny unit. First, the enermy unit fires, After
this shot is resoived, you May maove your unit
anto the enemy cocupied squara. A saries
of explosions occurs, aond the assault s
resohved. There are four possible resulis
13 Your unit wins, and the enermy units falls
beack.

2 Your unit loses. and it falls back.
33 Your unif is eliminaled.
&) The enemy unit is aliminatad.

Emarmy units may assault your foross, Your
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units do not get an indbkol shot during such
assaults,

F o unit that koses an cssault has mo
phace fo which it con fall back, it s alim-
inated. Units do not retrect onto othes units,
into water or river edges, or into the map
borders.

Aftar an assault with a unit, you may
confinue moving the unit ond assaulting
with it as kong as it has sufficlent movemnent

paints.

Enemy Fire Phose

In tha Enermny Firg Phose, enermy units fine af
friendly units. During these shots, identifico-
tion of the targetted unit and eports of hits
and misses appear in the messoge areaq.

Enemy Movemeni Phase

Im the Enerny Movernent Phase, each enarmy
unit moves according o ifs agresshveness
and its strength. A unit given a higher
aggasshvanass (4, 5, 8, or 1) tends o moveain
the direction of yvour forces, in ordar fo
angage them in assoults and combat. A
unit with a lower cggressveness rating fends
to retreat from donger as it comes uncker
withering fire, Such o unit does not move
otharwizs. A unit with aggresshvenass D doss
not move (22 the Bditor Rulas for a fulber
explanation of aggressivensss).

Victory Phase
In the Victory Phase that completas a tum,
you recelve victory points for enemy unifs
gliminated. Tha enamy receivas points for
friendly units eliminoted, The computer dis-
plays F= 000 and E= 000 for fiendly and
enemy points. This is o genaral fally of how
you ane doing.

In addition, you recehe avictony polnt for
each Vichony Square you oocupy at thaand
of each fum.

ll. TWO-PLAYER GAME

In the two-plavervarsion of tha garme, Plaver
O (friendly) condrols his units frorm Joystick
1 and Plavar 2 (anarmy) from Joyshick 2.
The rules for the hwo-plenear varsion ang
the same as for the one-player version
except for tha following diferences,

A. Observalion Phase
Thaie & o Observation Phase,

B. Digging In
Thana is o “digging In” of unifs,

Z. Sequence of Play

Two-Player Turn Sequence

1. Frendly Artillery Flot (FA)
Enermy Artillery Flat (EA)
Friendly First Fre (FF)
Frigndly Moverment (Fh)
Enermy Defanzive Fire {EF)
Friendly Second Fre (FF)
Enemy Frst Fire (EF)
Enarmy hMowvarmant (El)
Friandly Defensive firg (FF)
Erermy Second Fre (EF)
. Wictory Phase
save Game Phose

D. Player Tums

Phoses 2—4 constitube the Friendly half of the
garme hurm. Phasas 7-10 constitube the Eramy
half of the game tum.

E. Fire Capabilities

Each unit may fire only once In each half
turr. Therafors, a unit which fires during Frst
Fre of o given playver tum may not fire during
second Are of the some ployer furm, Similary,
a unit whiich opportunity firas (3ae H. below’)
during the opporent's movement phass
will be unabk to fire during the fire phose
fallewingg that mowsmeant.
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F. Artillery

Motice the oddition of the Artillery Plot phase.
Thesa represant off-boord arillery support
You may omit these phasas if you choosa.
The Arfillery is very domaging to both sides
whian it hits. Arfillery should not be used Infhe
Cperation and Strategic scalessince in thase
scales it acts mone ke ofomic weoponny

Whather a side recaivas arlillery iz defer-
mined during the edifing of he scandaric.
aa thie EDITOR rubas below. Faside getsit.a
black box will appear around the crosshoin
on the screen, To plot the arilkery, move e
crosshalr fo the squane you wont fo farget,
and press the firg button. The location s
stored, and the arfillery londs af the begin-
rirg of the mast tum, You moy plot anly on
one sguare, replofting if yvou make an emor.

To exit the Amilleny Piot Phase, press
CETART> .

Arfillery falls in g chuster cround the plof-
ted sqquane. & unit that s hit has s sfrength
haked immediataly. Atillary domages any
unit that is hit, regordiess of who plotted it

3. Pins and Suppression

In thie Factical and the Tachicoloperaticnal
soales, there i an addifional effect of Fne-
power in the form of Pins and S3uppressions.
Wian a unit s hit, the chonce of being
Finred or Suppressed depands on tha type
of firg It is expenencing. Under small amns

firs, the chanca of Pin or Suppression is small.
It & greater for MG, AT and greatest for HE.

Aounit in cover has a lower chance of
becoming Finned or Supprassad.

A Finmed unit connot move: g Suppressed
urit can naither move nor firg,

& Pinned or Suppressed unit ecowvers
gradually as long as if s mob continualhy
hamrassad Boy ansmy fins,

H. Opportunity Fire

During an ocpponent’s Movament Phase, a
pilenser rray infermupt the moverment by press-
ingg his fire Button, This Brings the playerinto
his Fre Phase. He rmay fire amy unit thot hoas
mot been fired in the current half ium. Units
which already howve fired Tlash dunng tha
Fire Phase. This opporfunity Fire is st like
rearmicl fire, To revart o fhe opponent s miove-
mant. press <5TART=. Movemant may be
infermupted in this way only whilke a player is
actually mioving a unit.

I. Hit EMfects

When a unit is hit, tha unit:

11 may lose soma movermant points due fo
rmlld disruption,

2) may bacome Pinned (no longar abla to
TRCE),

3 may become Suppressed (no longer
able to move of fing), of

4y moy take strangth losses

IV. EDITOR

The EDITOR prosddes, Ineffect. o blonk shaat
of paper and a pencil. You armonge ale-
rrenifs, such as the shope and the apoedar-
ance of tha ferain on which the baffle ks
fought, the full range of unit copabilities,
and the initial deployment of the com-
batanits. The informnation is stored on o data
disk, and the siteation is then avaikable for
enactment in the GAME

The EDITOR rray dlso be used o alter o
scenano that vou hove creatad or that hos
been included in WARGAME CONSTRUC-
TN SET. Assamible vour scenano canafully,
There ar many poamalans 1S Consioear,
—harts are incheded to help you inttally ta
lay oul the format of the forces imsolved., Use
of these charts speeds the aditing process
and keeps emors fo g minimum.

We suggest you play around with the
map drawing routine or follow the instuc-
tions in the Tutorial {Section V) to gat used o
the icons and the procadunes, After even
minimal uss, drowing moaps baecormas aasy.

A Loading
Turn aff evendhing but the disk drive, Insert
the disk, EDMOR side up.



Tum the computer on, The editor looads
and runs automatically, fyou hove an Atad
XL or XE computer, vou do not have ba hald
Ao < OPTION= when tuming on the com-
puter.

You need a Scenario Disk available on
which 1o save your scenarios. Use o blonk,
fomnafted DOS 205 disk or a copy of tha
Scanaric Disk on which scenarios previously
weare soved, Eoch disk hodds up o 4 sce-
nakos and one soved game.

Back up your Jcenarnio Disk if vou choose
fo olter the included scenarios, There anre
b wiays to do this
1) Load each scanarnio on the disk into the
EDITCR and sove eoch fo amcther blank,
previously formaotted disk,

2) Usa the COPY command with DOS.

B. The Main Menu
There ars eight options on the MAIN MEMNLL
each highlighted by the up and down
movarmeant of the jovstick. To octivate, prass
the trigger while the cption of vour choice s
highlighted,

Ir st Coses, pressing <OPTIOMN= rsturms
wold to the MAIN MEMLL

<. Main Menu Opfions

1. Disk Access
This routine loads oF soves scenonos,

Yiou con lood a scenaric from the sample
Loanaro Disk or from the scenono disk you
have craatad. You can inspect and change
the scanarno thab you lood,

First ploce a scenano disk or a blank,
lomatted disk in the disk drive. Then, s
described above, select option 1 with your
Joystich.

The computer displays the names of the
scenanos (no more than 5 on eoch disk
Scandrio #5 5 reservad for saved games;
that is, you may save g garme on any blank,
famrnctted disk of an the scaenano disk and
accass it through selaction #5.

hove the jovstick up ond down to high-
light each scenario nome. If thame are no
scandrios on the disk. the naome ama is
biank.

To lood a highlighted scenaric, press
< 3ELECT=, A second prompt asks vou to be
suie the scenano disk hos boen insated,
Than prass <5TART=> fo bagin loading.

ko save g scenarno, press <START=. The
computer asks you o typa in tha scanario
name which con be up fo 38 characters,
Tipe the scanario nurmibsar first and than the
narme you assign o it

Mote: The scenario will be saved in the siof
highlightad. If thera is already a scanarko In
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that slot it will be overwritten.
To retum to the MAIN MENL, press < OPTION:.

2. Draw Map

This routine ghaes vou o set of temdin icons o
B placsd on the map to make the battle-
fiald.

There are fwo modeas in this routine: the
Selection Mods and the Drawing Mode.

When vou enfer the routine, vou ans
In the Selaction Mode, & flashing cursor
appeans Below the mop, The cwursor is used
to select the specific icon vou want 1o uss
cumanthy. Maving the joystick up and down
reneals more selections in the icon area, The
closs of icons i prinfed below the cons.
Moving left and rght allows you 1o pick o
carain temain icon out of the particulor
class. Inadditkan to the terain classification,
the screan may display L M, or H, indicafing
that the temain is Light, Medium, or Heawy
Cover. With sorme tarmain classes, thamis also
a B indicating that the class blocks the line
of sight. For example, 'WOO DS has an M and
a8, indicoting "medium cowver” and "locks
line of sight”; while CTREST hios onby an L
Indicating “light cover” and "doas not Block
line of sight.”

When you kbeate an icon that you want
touse, prass the fine button, A cursor appeans
in the map area; you may move the cursor
in any direction corasponding 1o the joy-
stick direction. Whean the cursor is over an
ared inwhich vou wish to ploce the chosen
icon, prass tha biutton; the icon is deposited.
Tha cursor retains the icon chosen as long as
vou rermain in the Drawing Mode.

Tz retum to the icon Sslection Modea,
move the curscr to one of the EXIT areas
printed on the top and bottom of the map.
The cuscr disoppears, and the icon Selec-
tion Mode is octivated ogain.

Thara dara some foctors you should keep
ir rmind while drowing terrain,

There is o special featune allowing you o
argse an antirg map. Insart the joystick into
port 2 press the fine bution. This replaces the
map with clear icons. Since tha Editer in-
cludes a mop from one of the scenanos,
woul ray wish 1o dao this before drowing your
ST TR,

ROAD and RIVER icons am dasigned to
e contiguous. There ame vertical ond hos-
zontal lcons plus an icon far each comer fa
miake tums or bends, The mears are elther a
fill blue o an edge. The full blus square is
T the Canters of the rivars, the edges for the
Danks. There ore alse hwo comer edges for
miaking bands in tha rivers. Using fwo adges
baside each other with no center creates o
MPTOWET Wil taraay

WOODS consist of hwo canter woods
soyuares for variety and two icons for eoch
edge, The centers should be placed where
you wart therm ta be, and the edges aodded
to make them ssem megular.

BRIDGES placed owver rivers allow all unifs
to poss over the river. When an engineer-
pe unit enters g blown bridge, it rebuilds
the bridge. allowing ofher units fo cross. Itis
nat clear which blown bridge is which. The
first (left) icon is for hodzontal bridges and
the right one for vertical oidges.

in the Factical scale, BUILDINGS may ba
placed apart o rmay be placed right nextto
eqach other fo make larger buildings. The
leftrost lcon inecch class 1s a clear terrain
o it is Thara Tor easy accsss in cleaning
up mistakes. In the building icons, the lost
icon on the nght i3 a squane icon. It is a
Victany: Square. For all game purposss, it oots
like o building/ city square. In addition, when
a Wictony Squore is cocupled af the end of
the tum, the side ococcupying the square
recalves one bonus victory point for ecach
e ooCupiad.

There are three MINE icons. When a
friendly unit enters one of these, the unit
uncergoes a mine afftack, Thefirst rmine ioon
appeans as a solid squara. During tha gams,
this icon oppears as cleor ferain: i should
e used for hidden mines. The second ming
Kon is the standard mine Ieany it is dis
ployved oz it appears on the map In the
garne, The thind s o rood mine con; it isused
for hiding minss akang roads,

There are fricks 1o be used in drowing ROADS
and WOODS,

o ploce o road, go first o the Choose
Loale option on tha MAIN MEMU: salect
Operotion 3cale. b is clear in this scale
whiich way the rood icons bend; thenefons,
roads Can Be dronan acsily, Altar placirkg all
roads, retum o the Choose Scale opfions,
and select the soaks you want fo use forwour
scanano, You should then chack the reads
fo ok sure they are as you wont them,

There i a specikal utility for drowing
winods, Start with thea first full woods icon (the
kcon on the leff), Pkooce this icon Inall areas in
whiich you want woods. Retum o tha icon
salaction mode; press <SELECT=>, This action
andornizes the woods centers and ploces
the woods edge icons around the edges,
thereby speading the enfire process. Shauld
wou wish o use this opfion, place the cantars
at least 2 squares from any other terain so
that the edges do not oversrite the other
tarrain.

To exit the map drawing roufine, press
< OPTICM,

3. Edit Map Colors

With this routing, you can use tha joystick to
change the colos of the mop ond unifs,
Maving the jovstick up ordown changes tha
cobor Moving it left or ight changes the hue
(shada).

There are five clossificotions of colon
"TREES", "ROALSE", " BACKGROUMND™, "LINITS”,
cnc "WATER™,

"TREES” indicates the dark color a dark
green, in il nomal opearation, i is used as
tha main oolor in frees and for shading
lightar colors in buildings and roads.
TROADS”, initially, iz a light Brown, | domin-
ates i rpads in the Toctical Scole ond
Tactical-opearation 3cales. I the Opena-
fional Scoks, "ROADS” is the dark graen of
"TREES".

"BACKGROUND”, the most obwvious color, is
the color of clear, empty femain.

"UMITE", initlally, s the white highlighting of
tha units. Genarally, unless a white back-
ground is fo be used, this color should be left
alone

"WATER”, inifiolky, & light blue, ond is the
codar af the rmeers on the map.

You can check the map and unit icons with
the Deploy Units routine. If yvou change
colos chaeck to be sure you have created
fhe effect yvou want,

4. Edit Friendly Unlts

With this routine | you can define the copa-
kilities of the units you ore ta contral i tha
CICrme:

Mowing the joystick up and down Mmaoves
the pointers up and down. In most cosas,
rroving the joystick beft or Aght alters the
feature of the Chossn unit

LT MUMBER: The identification number of
tha unit is a number batween 1 and 31. To
increase o decrease, first be sure tha < >
rrarkers are on the unit number e, and
than move the joyvstick rght or left. Holding
the bufton down while doing this hastens
the process. During play of the gaome, the
unit nurmber is displayed as#nn, inwhichnn
i5 the unif number comesponding to the unit
ridrmibar salectad hana,

AREPCAWER: Frepower is o number between
1 and 9. Genaraily, It s the degree of
darmage a unit doas o another unit whean it
fires and hits. The higher the number, the
grecitar the darmcge,

DEFEMSE Defense is a number ranging from
0 fo 9. I represants how well a unit tokes
hits. Generally, it is subtracted from a finng
unit's firepower fo get the true damage a hit
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incurs. Examiple: g unit with a firepower of 20
hits a unift with o defense of 15, The overall
damoge dona &5 hit points (See STREMNGTH
for an explonation of hit points). Other fac-
fors, suchs as cover, range, etc, also howe an
affect. Thasa values are simply o starting
pint,

ASSAULT. Assault is a nurmiber ranging from 0
fo 44, It reprasants a bose valus in calou-
lofing assaults. Generally, the higher the
number, the greater thea chance of 115 win-
ring an assault, Inan assault or cvarrun, the
msaulting unit's assaulf foctor isodded toifs
strength. Then the assaulted unit's assoulf
factor is added to its strength plus any
terrain bonus (1 for light, 2 for medium, 4 for
heaw) The fwo results are compared. Inl-
tially, there is a 50% chance of an assaulting
unitwinning. This chance is adjusied upward
of downwarnd depending on the cakculated
result frcrm abona, If the altackers value s
less than the defenders then the bose
chance of success s essened on a pro-
rated basis. If greater, then tha chanca of
suUCCess increqses.

Bacouse of the other varables included,
this value olone does not indicate a specific
abliity, onky a general one, In most coses with
aEsaulter and assualfes of equal strangth,
the one with the higher ossoult factor has
the edge.

MOVEMENMT: Movernent is a number ranging
from 1 to 2 00 fo 99 for enemy units), For
ground unilg, it is the number of movernent
points the unit con move in o given move-
ment phase, For helicopters, it s the fotal
riumber of squares the halicopter can move
(helicoptens are unaffected by emain For
boats, it Is the number of water squares the
boat can fraverse in a given moverment
phose. Movement costs for ground unifs are
listed on the Temrain Effects Chart,

Ir the one-player version, the maovernant
allowance of an enemy (computer) ground
unif is the nurnber of sguares the unit moves,
not the number of movement points a3-
signed to if.

STREMGTH: Strength iz o number ranging
froem 1 to 7. IF represents o multiple of the
actual strangth of the unit (e hit points i
can endure), To get the actual strangth of a
unit that the garme uses, multiply this nurme-
ber by 32 and add 32. Example: A unit with a
strength & hos 224 hit points, Condinuing
with the axample given above in Defense,
the unit with o defense of 15 that was hit by
ang with a firepower of 20 (all else being
equal) goes from 224 to 219 after tha hit. The
essantial idea fo keep in mind is that the
higher the streangih walua, the longer the
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WMIT TYPE
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Roads
Bridge

Blown bridge
Treas

Crasts

Hilltap
Woods

Mines
Busildings
River

Bordar

KEY:
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it surehias in battla. Inan atfack, if o undt's
actual strength is less thon the frepower
directed ot it, the unit s eliminated

RAMNGE Range is a number ranging frorm O
to . It represants the numbear of sgqucanes
thare can be batwean a fiing unit and s
target for the unit fo fire. Unitswith arangs of
0 can assault only; they connot fire, This
anabdas you to smukate larger scales and
still hove some combat ooour.

FIRE TYPE First, th FIRE TYPE chosen deter-
mines how the unit sounds when it fines,
Thiere cre four types of fire usad in the garms
11 56 Cermall arrnis) sounds like g shor crock:
21 MG (machine gun) sounds like O seres of
cracks: 3) AT (onti-tank guny sounds like a
shod whistie and an exploson: and, 43 HE
{mortars and adillery) sounds like a konger
whisting sound follwed by an axplosion.

Second, the thvpe of fire chosen has an
impact also on Finning and  SUppressing
wnits in the factical and tacticabopenational
scales Inthe gams, whean o unif is hit, there
s o chance It will become Finned or Sup-
pressad. Tha chance |5 small if the ottack is
with Sh. greater if the attack is with an MG,
even greater if it is with Al and very high if
the aftack is with HE.

For best effact, choose a fie type that s
appropiate for the unit, Keep in mind it
Fin/ Suppression effects, but do not bose
wvour choice of fire hypea on that alone.

LUMIT TYPE Your chodce of unit fvpe, unlike
thiot of fire type. offects play. Keap in mind
that tha general ciassificotion connot itself

cover all characternistics. Forexomple, Casig-
riating @ unit os a fonk doeas not assure that
it will act as a tank in the game. You have fo
also give [t firepower, moverment, and armor
choracteristics that make it fank-like.
There are curantly @ types ovailabba, The
abbreviations used on the screen and tha
charactarzations follow:
& N{infoningd: Infandey units are assumead to
ba leg units. They may enfer any type of
tarmain,
& TN (Tank): Tank units ore oswumed to be
tonk-like vehickes. They dre not parmitted to
anter watar or heowy woods, They caonnot be
Finned or Suppressed,
® EN (Engineer) Engineer units act as leg
units, In addifion, they clear minas and
rebuild destrovad bridges.
& MR Mororl Morar units are limited
rarga, indiect firg units. They are not subject
to Line of Sight resiictions. but they ane
subject to Range restrictions. The ronge
sl given abong is nol used: instead they
are given a range of about 20 squares.
® SN (Gunk Gun unifs are cannons. They
are similor fo mortars, but they hove no
range restechions.

® SPEneciol) Only the Enarmy units can be
Spacial units. Thay gaenarally act as nomal
unifs do, The one exception s that if they hit
a helicopter. they eliminate it automatically.
This to balance the extreme power of the
helicopters,

The following units are avollable for
Fiendly units only. They are the only types
that oy be used o fransport other units, For
ecample, if you want infandry riding fonks.
design the tank fo act as a fank, but giveita
TR {Truck) unit classification,

& TR (Trock) Truck units are whesled vehi
clas. Theny do not enter heavy woods orwater,
They should be uzed mainky for transpot.
® Hl (Helicopfer): Hellcopter units ame un-
offected by terrain, They move al the rate of
1 sguare per movement point. They are
good for fransport and i given some fire-
power, as gunships They onre not resticted
to Line of Sight firing and con see over most
tarrain featuras,
® 37 (Boat). Boat units move on water only.
They con be tronsported fo walber if ghven
thie copabiliy. They can be used as gun-
boatsoras fransports for units making beach
assoulfs or river crossings.

TRANSPORT. Thisis a ves/no flag. If yes.” then
the unit being edited can be fronsported by

Ctucks, hellicopbers, of boals,

DI 1IN This 1s o yves'no flag. | ™yas,” than g
Friendly unit con “dig in” during the game.
Lse ot your discretion, I s avallable onby for
the one-plaver version of the game,

Al CAPABILITY: This is a yes/no flag. If “yes,”
then tha wnit can fire and Inflict dormoge on
armicy fargets oul to itsranga. I ro,” the unit
can fire ab arrmar only i odjocent

Al DEFENSE This is a ves/no flag. If "ves” the
unit is frected as an armored target and
con be hurt by ranged fire only If the unit
firing at it has AT Copabiify,

DUPLKCATE: Afrer yvou hove assigned a set of
aftribiutas to a wnit, you may use this fectune
to quickhy assign the sarme attdbutes o one
or o ather urits

Set the unit numiber to the number of the
new unif o be created. Move the brockets
down o the DUPLICATE line, and press the
firg Button. A number oppears to the right.
LUz the joystick to adjust this number to the
numbar of the praviously defined unit that
you non want fo duplicate, Prass the buthon
again, and fhe new unit becomes an axact
copy of the priar unit. Repeat the procedure
1o create additional duplicate units,

CHOOSE 1ICOM If vou are on this line and
rrcne tha joystick left or right, you can see
the charocter below change shape. Thana
are many shopes available, Ganarally, you
shiould kesap the units with the light bock-
ground as your unifs and save the ook
bBackground units as enamy unis.

5. Edit Enemy Unils

There are 31 owoiloble enermy unifs Tha
meniu for this routine is sirnilar to the rmanu
for EDIT FRIEMDLY IIMITS. Twia linas araomithec:
Transport and Dig In. One line is odded:
Agaression

AGGRESSION: Aggrestion is a number rang-
ing from 0 fo 7. i vou stop on this line and
push the joystick laft o righl, @ number
dappecrs. Thie number can be roised or
kwared with the joystick rmoves to the laft or
right. It indicates how the emnemy eack
during a game. The higher the number, the
more aggressive the actions of the enemy
it

AUnit with an aggrassion level of 0 does
not move and has a “hold ot all costs” ardar,
Levels 1, 2, and 3 indicate a unit that mainhy
will retreat to battar positicns if under heavy
duress, This retreat is criented upscreen: that
is, the unit retreats fowand the fop of the map.

As The aggression level rsss fo 4 ond 5.
the unit is more likely to leova its position
and charge vour units. This charge is an
irdividual act and generally is orented




toward the nearast unit. At level &, the unit
unconditionally charges the nearest anamy
unit that it con saa. A level 7, the unit
becomes a counterattocker. This means
that as the gome progresses, the unit s
triggered to pursue elantlassly your units
until they ane gone or it 1s gone. A unit with
an aggression level of 7 doas not move until
a counterattack is triggered. The counter-
attack is thggered at random the chance
that it will occur Increases Q3 the tumns
increase. This allows you to set some units in
resanva for the anamy forces, These units, if
put at the top of the screan away from the
main battie, all counterattock at the same
time if they are sat to aggrassion 7.

To summarize, if you want a unif fo act
wirmpy, set aggression at 3 or less. Wyouwant
it to hossle your units, sat it of 4 or 5, f you
want it to hassle and countarattack, sat it at
&, W you want it o counterattock anly, set it
at 7. This givies you some leeway a3 fo setting
up the enemy disposition. For example, you
could hove front line of 1 and 2 aggressions
kevel units, and behind them, a9 group of
tanks with oggression & or 7 who "come 1o
the aid” of tha anarmy front line units, hope-
fully In the nick of fime,

&, Deploy Units

With this routing, you indicate the starfing
kocations of all fiendly ond enemy unifs. A8
a guidedine, keap in mind the ofentation:
wour forcas tend toward the top of the map
offenshealy, and the enemy units tend fo-
wiard the bottorn offenshvely and the top
defensively. Thess tendencies ocour inunits
with aggrassion levels of 4, 5, or &, Therefors,
sat up vour forces initially In the bottom
quarter of tha map: and set up the enarmy
forcas in the top quares. OF coursa, other
arangements ore possible if yvou preder.

DEPLOYING FRIENDLY UNITS To deploy a
fiendhy unit, use the jovstick to place the
cursar over the unit, and than prass the fing
button. A cursor appears on the maop. Uss
the joystick to move this cursor to the desired
location for the unit at the stard of thea gama,
and therm prass tha fire bufton, Affer theunit
s ploced, control reverts to the unit icon line

DEPLOYING ENENY UNITS: Bach enemy unit
can ba in ona of thres spots af the start of
the game; therefore, you have to spot each
gnermy unit 3 timeas, You will not know which
of the three |s the actual kooation wnlil The
unit shows up in play. A number next to the
unit ID and the sound of beeps indicate how
rmany placements remain.

You can spot a unif twice in the some
place, increqsing its chance of starting
thera. If you spot it in the some place three
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fimes, it is automatically placad thaase ot
the start of the game.

FEATURES: Units that hove been deploved
are indicated by g bluea line above and
babkow the unit. The screen appears as it
does in the mop diowing routing, bat in-
shead of femain lcons, fhee are unit icons.
Yol can see under a flashing cursor the unit
disposition (friendly ar enarmy) and thea unit
mumiber. Moving the joystick left and right
moves the cursor left and dght, Moving it up
and down baings in the next set of units.

Units alreody deploved con be re-spotted,
simply By moning the cursar to anathes looa-
flon and pressing the fire butfon. Units can
b un-spotted by pressing the SELECT key,

T return to the main manu, peass thea
CFTION ke,

SPECIAL FEATURE: To wipe out all deploved
units, insart the joystick into porf 2 and press
trwa fire Dutton. This removes all frisnchy ard
arnamy units rom the map, and they may
be re-deploved. Since the Editor inchedes
units from cne of the scenanas, you will need
1o do this bafore deployving your own unifs

7. Print Map

This routine gives you an ACSH representa-
tion of the map. The printout is rotated
ninety degreas so that the right side of the
printout will be the top of the maop. In the
printout, X is border, + ame roads, # one
bauilding)/ cities, & are rivers/water, and - are
minor ferain featunas.

4. Choose Scale
This routine changes the appearance of thea
map and sets up some changes in the
game, mdinly in the bulldings ond roods
In thie Strategic scalea, rivers ara changed
also.
In the Cperational and Strotegic scales,
units are not pinned or suppressad by firs.

9. Artillery Optlon

Artillery can be toggked on and off for the
twio-player version by pressing the OPTION
kewy. It artillary s on, both players receive
arfillery each turm; it off, neither ployer re-
CEVES N,

V. TUTORIAL

A, Intreduction

Al games begin with [deas about seffings.
choracters, and goals. Asthaideas bacome
more cleary defined. scenarios arg de-
veloped. Some of the original ideas ore
dropped a3 others that seem mare appro-
priate arise and are incomporated In fhe
plons, The WARGAME CONSTRUCTION SET
has easy aditing features that allow you

great flexibility in comying oul your designs.

This futcnial illustrates the entire process,
from thinking in general about the tvpe of
gamea to antaring tha details into the com-
puter and saving vour efforts, Follow our
siggestions for cracting the game scanara,
developing the praliminany plans on paper,
drowing fhe map on the screen, entering
the data, and then saving the information
on 2 disk.

B. Planning the Game

1. Ganre

With the WARGAME COMSTRUCTIOM SET, you
can simulate conflicts in many gennes: his-
torical battles of any period, literarny classics,
fontasy, science fiction, etc. For this first
futorial game, we hove chosan 1o help you
dasign a small fantasy scenario.

2. Theme and Plot

Hoving chosan fantasy, we thought of a
story ling that will allow our charactens fo
fight for the tiumpgh of good over avil

The necromancer tul has bean tarmor-
izirg the poor reskdents of aminor barcny for
the past sevveral roonths. The banom, with fesw
man of his own, hos anlisted the aid of a
group of fineront odventurers. i our froops
succeaad in fighting their way past bdul's
minions and in destroyving the necromancer
and hiz laboratory, they will be rewarded
grecithy.

3. Map 5cale

In a scanaro basad on a el stuaion, he
mop scole s of pimony impotance. Basing
VoL computer map on an already axisting
Mg, you must decidae what scale will bast
raprasent i

In a fantasy or sci-i scenario, the scale is
of leser importance. B may be orbitrarnily
chosan o even leff undefined as itwill be in
this tutorial garme,

4. Map Size

Your choice of mop size should also be
influenced by the type of scenonio plkanned.,
In o gmulkation of a historical battle, vou
should include the entirg region in which
the battle was fought,

To becadaen the salection of sfratogenns
avaikable o the players, alsc includs arsas
that might hove been used, but were not,

In addition to the tvpa of scenaro, the
number of units to be included in the sCe-
rmanio shiould detemine the mop size. Too
many units on a small map may create
congestion and a lack of mobility, Too few
Units on o laege rmap oy result in g difficul,
fedious march to be Close endugh o an-
gage the anarmy. These effects moy be
desirable in some few circumstancas, but
miore offen are inappropriote,

For our game, we will use a very small
{15 = 158) mdp.

5. Sketch Maop

You will find it useful 1o sketch your map on
graph papeds fast, Draw your active map
areq and then the temain, following the
some sequence that s mocommendad for
daveloping the map on the comgputer (out-
lined in Section D2).

&, Mumber and Scale of Unils
Tra numiber and scale of units ama closaly
related, The maximum number of units on
each side i 31; the unit scale must aooome
modate this limitation. For exaompla, you
may declde that in o plateon action, the
units will reprasant squads, firetearmns, and
inclividual soldiers, This choics will affect tha
nidrmbser of units comprising the plofoon,
In our games, you will use individuals for
the adventurers, lxhul, and some of ktul's
rminions, Less warthy mindons of ol will
raprasant growns of a dozen OF Mo lesser
balngs.

7. Unit Design

ATTRIBUTES: Hoving made praliminany deci-
si0ns as to unit scake and number of units,
wou should be ready fo assign numearical
values, Make a chart sienlbor o the example
in Figura 1A, Across the tap, fill in the unifs
that you wish o include in the scenario.
Then, considar the affributas of each wnit,

It is helpful o dafing nomms lor these
values. This is mone easily done for attributes
such as Assault and Strength as they have a
comiparativehly namsw ranges and thea anth-
metlc median can serve as a useful nomm.

It s more difficult to select normng for
Ronge and Movement as in most Coses,
thase hove to be smnaller than the median
value to ba meaningful. In making both
decisions, map scale should be considerad.
In salecting Movernent ratas, ferain mowe-
rrarit costs ana also an important focton. Be
sure the values chosen leave room for vari-
ance upswands or downwands,

Firepower aond Defense must be bak
anced corefully ogainst each other. Eszan-
ficlly, for every increment of 32 by which
Frepower exceads Dafensa, the Strangth of
the target will be decregsed by 1. This
meaans that a small differance botwoeen
nomal Frepower and normmal Defense will
credte a scenaro with few losses, A wide
diffarance will result in greater cosualities
and more rapid alfrition of wnits. Use this
relationship fo create desired effechs in your
scananios. fa unit repredants A Kge oigan-
[zations, s ellimination should ot ocour
recaciby as that of a unit reprasanting a single
man.
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For wour puposas, a moderate difference
will work best; units will fight it out in o few
furns, The norms sslected are foward the
Iower and of the scale; this ollows for the
creation of samea veary powerdul units,

It is less crucial fo assign nomns o the final
oftributes: Fre Tvpe, Unit Tvpe, Transpor-
ability, Dig-in Abidlity, Anti-tank Capability,
and Anti-tank defense,

Forour tutorial garme, the norms salaectad
e shown in Fgure 18 Note that side two
differs slightly In format from that of side one.

OME OR TWO PLAYERS: Bafore dasigning the
units, consider whether the scenarnio will be
plovved primarly by one solifaire ployverorby
o opponants. Although any sCenono may
be ployed by either one or two plavers.
certain design featunes are mone suited 1o
eqach mode, If o scenarnic s designed farone
mode and played in the other, a lack of
bakance may result,

In a two-playver scenarko, forces shauld
b bolonced appeoximately. A slight adge
in matarial moy be ghven to ployer teo to
offset the lock of fronsporation ability; but
cvarall, the fwo players should be axpactad
o play a faily even gome, In g one-player
scenano, the computer-opponent canmot
be axpactad 1o play with as much varve
and flexibility, Thus, the computer shiould be
gven an edge. This may be done by an
achvantags in the numbsar of units or the
shrength of its undfs or by assigning the
compular tide confral of ane or more objes-
tives which provide "free” victony points as
long as they nermaln controlled by the come-
putar's fonces,

Whan designing vour units, rermemibser fo
sat the Aggression leveal of unils for player
P even if the scenario is primarity designed
for two plavers. This will allow solitalne ploy
without additiondl adjustrment.

For cur tutorial gome, you will be design-
Ing o one-plover scenaro. fo provide bal-
ance, you will give the computer side axta
wunits and control of g single objective ot the
start of the garme,

C. Character (Unit)

1. The Adventurers

Syhvan of the Giode: An elf bowman of great
skill. Thin of ehes as guick and lithe, but
sormeswhial frail, Sybean should have an axceal-

lent missile. good movement speed, but
below overoge physlcal characternstics.

Sharty Brophur: A dwart wamiorn, stout and
hearty, Dwarves are typically sirong and
haalthy, Shory should be given above aver-
age physical charactedstics. Howewvear, his
short legs oafl for o reduced moveameant

speed. He has no missie weaapons 1o speak
of. Shorty con remove traps and jun-rig
bricges.

Sty the Dipe A thiel or scoul, lighining fast.
Swifty has an excellent movement speed,
but below overage physical and combat
walluas, Swifty can remove raps and jurg-rg
bridges.

Tarkus Starkilfer & great lizardrman wanror,
The epitome of a physical wamicr, Tarkus
should be rated wery high in all physical
catanorios. His thick hide actt at prataction
from most missile weapons, but his bulk
rrickes for reducad movermant.

Hunk Howwar: A mercenary, soldier of for-
tune. Hunk, a heclthy specirmen, wear
armes and iswall practiced with sweord and
bow, Ha is an allaround useful fellow with
no outstanding sfrengths or weaknesses.

Shazar the Wire: An aldedy mage. Shzar is
weak ond slow, but practiced in tfhe mystic
arts. He can hurd Balts of magic at his foos,

Vicfor von Vion: Amaster duelist Victorisone
of the word's greatest swordsrmen, He rejects
rmissile weapons because he thinks them
urmianly.

Sistar Kote: Apriastass of storms, Kate isa frail
young woman of great piety. She can
surnimicn forth huge bolts of lightning frorm
avan cloudlass skies.

Grunbar the Anciens: Ahuge. fire-breathing
dragon, Without peer in any category,
Snunbar is by for the strongest of the adven-
turers. His only disadvontage is the short
range of his braath. Grunbar can fiy.

2, Ixful ond his Guardicans

[KTUL MAvwizened sorcararand necromance,
el Peces @ waard whikch protects hirm from all
mngad aotacks, He will not leave his labor-
atory, preferring ke have his minions do his
Bidding. behul can hurl tremendously destruc-
tivie balts of magic o any placa in the workd,
He doas this by using the polantir in his
EHIS58550n,

SKELETOMS: Thare are dorens: of animatec
skalatons, aach ammed with swond and shield,
They are guite vicious and uHerty fearlass,

JOMBIES: Therne ofe dezens of danimctes
corpsas. Slighfly sturdier than skeletons. 2om-
bigs are just as fearass,

UMDEAD ARCHERS: Animcited wamior ghouls
tul has animated the remains of o mer-
cenary archer company which had been

led unsuccessfully against his minions, Mow
they. too. are his minkons.
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URGND THE GLAMNT: A twenhy-foot tall uman-
oid, Urgnd the Glant lives ona hill near Iktul’s
lob and has fomed an alliance with the
necromancer. He s fomidaoble in physical
combat, capable of huding huge rocks over
great distancas.

SOLEMS: Magically animated stone statuss,
betul Is surmounded by his four golem body-
guards at all fimes. Anyone appreaching
kbl miust pass thamm. Thioy are rmassive and
virually indestructible.

3. Aggression Seftings

Eetul, his Golarn guards, and Ungnd the Giont
are expected to guard their posts fo the
ceath. The archers should snipe af infruders,
but stay under cover. Themfore, fo camy out
thesa aims you should place these char-
acters carefully and set their aggression
levels ta 0 1o prevent movarment,

4. Units
Each adventurer is ona unit for a total of nine
for slde one.

ketul and the giant are aach one unif for
slde hwio. In oddition thare are four golams
{one to stand on acch spoce horzontally or
vertically adjacent to bdul), two archar units,
two zombba units, and three skeleton units,
The total for side hwa is thifesn units, giving
the computer the suggested fifty percent
advantage.

Write in the unit numbsas 1 through §
next to the names of the odventurers and
tha numbers 1 through 13 nasd 1o those of
the enemies. See Figure 1.C for the corm-
pleted chart.

0. Al the Computer

1. Preliminarss

a. You read an initialized 0O8 208 disk on
which to sove your completed scenario. f
wou do not have a 0OS 2 05 master, make o
copy of the Scenaro Disk providad in the
game: save the scenarnio on the copy.

b. Boot the WARGAME CONSTRUCTION SET
Edifor Disk, Use your joystick to move the
highlight up and down among tha options
on the opening menu. Press the joystick firs
buttan to activate a highlighted option.

. Before vou begin fo create the scanaro,
press the <OPTIOR= key o toggle the off-
boord arillery option 1o off. There is no off-
board support firg in tha scendano devel-
opead in this tutoal.

2. Creafting the Map

Use the joystick to move the highlight 1o
option 2; press the fire button, Placa your
joystick in port 2 and press the fire button. You
will see a field of green clear femaln squares
on your screan. Sumsunding the lielkd i3 a
brown border congisting of "border” icons

FIREPCIWER S | 3F | 32| 2F) 32| 6d4] 32 ] e MICHRM = 32
DEFEMSE B |24 8 [32]24] 8 |14] 4 MNORM = 18
ASEALILT Ele]|s|nm)sjv]9] 2 MRk = T
WACVERENT 21224 6 [16]12]16] 16 MO = 14
STREMESTH 4 1 &]l3|6]6]2]4 2 MORM = 4-5
RANGE BlO]jOjO]|5]|&]0]20 MR = 5
ARE TYPE MG 54| 54 54 | 5A| AT| 5A | HE MR = 58
LIMIT TYPE I JEMIEM ]I | IM] M| M MRT MR = INF
TRAMSPORTABLE | % [ Y | Y [ Y ¥ |Y¥] Y] Y MORM = ¥
Oz N O WORM = ¥
AT CAPAELE MIMNIMI[NIN]Y]M] Y MOEM = N
AT DEFEMSE MM MY Y |MIM]M MNORM = M
ASERESSVEMNESS

Figura 1.C
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which rounit mcy anber, Retum your joystick
to port 1,

a. EDGEIMNG THE MAP AREA: You will ses a red
Blinking cursor and seres of lcons, Below
these at the bottom of the scraen, The icons
ars identifisd. Pull back an the joystick wrdil
a brown sguane appearns above the wonds
CLEAR-BORDER. Push the joystick to thea right
unftil the red icon cursor is around the brown
squae (the border icon) then press the
buttan. A white cursor will appear an the
e wincion,

Lz thee jovshick to move the white cursor
te the [2wer right hand comer of the map,
Be coreful when moving the cursor af the
fop or bottorn of the screan near aither EXIT.
I your Cursar accidantally leawas the map
window, you once agaln must locate the
brown square below the map window and
press the fire button when the red cursor is
on it The white cursor will appear in the map
window as bafors,

When your cursor s In the lower ight
haind Somed, iHwill Be dbove a Brosst Bondar
icon. Move the cursor sixtesan spaces o the
left, and press the fire bufton. A brown
border icon will appear, thara should ba 15
grean spaces befween this border Block
and tha right hand mop edge. To quickly
creata tha left edge of your map areq, hold
the fire button down aond push foreard on
e joystick. This will stack 16 of these brown
bBorder blocks verically. Then hold the but-
ton down and push the jonstick 1o the nght,
The op edge of your map will Be guickhy
droven in, You may thicken the borderasyou
desire. We recommend o double row of
bordar icons to vary chearly dalimit the mop
areq, After vou complete the border. move
the cursor near aittar EXIT, and it will dis-
appEear from the mop windonw,

if you place an icon (such as the border
icon) incomacty, you can erass it easily. Exit
the window: pick up o clear green square
with the curson place the grean sguane over
e incomaectly place won; and press the
button.

With the border complale, you will be
ready fo place the terain on the mop. Hove
your sketchrmop ready (See Agure 2.48). This
tutoricl recommends a paricular order of
plocerment. For lober scenarkos, you may
dewvalop your cwn prorities.

b. ROADS(Fgurs 2.BY Roads (light brown in
color) will be ploced first. They make usetul
kndrmarks by which to gauge the place-
man! of othaer lamain, Pull bock on Tha
joystick until the rood (cons oppeor below
the map window. Ploce the kcon cursor
araund fhe fiest vartical road icon (the thind
frorn the et Presa the fire button; the white

curscs will appaar in the mop window.
Move the white cursor to the position of
thve first wartical rood segrment on vour sketch
miapx prass the button. Move the cursor to
the location of each of the other vertical
mad sirefches, and press the button ot
each ons You may wish o usa the ninth
rad icon fo odd vardation to vour vertical
neacds. The two vertical read icons ara inter-

changeaable,

The road icons reprasent the following read
positions

. Harizontal

. Barizanbal

Wartical

Crossrond

Top-to-right

Top-to-left

. BoMom-to-laft

. Boltom-to-right

Wartical

10. Horizontal

Confinue salecting and placing read lcons
o complete the rood,

Mote that o rood oy make anly ninety
degres bends You must use a sarfes of
bends to simulate diagonal roods.

g, RIVERS: Cycle hrough the icon sets until
vioul find the river koons (blue in color). There
are ten available.

Upper bank

Upper Dank

Lerwhar cark

- Upper laft bank for beand

Lower left bank for bend

Uppear ight bank for bend

- Lower right bank for bend

Right bank

Left bk

- Full riviear

satact the full river icon ard dicne tha dver in
the Moy window (a5 In figure 2.0). Exit the
map window, Salact the bank icons as re-
quired toenclose each rivericon (as in Figure
2.0, The multiple upper bank may be used
o acd variety. You must decide which kcon
1o ploce of the spot wheare the rood crossas
e rivier. Thare ane fwo bridge icons (vertlcal
and horzontal) and two interchangaable
blown bridge lcons. Substifute a blown
bridga for the verlical mad icon which
pravicushy sponined the rver (0s in Fgure
2.E). Usa the blown bridge kocon on the right.

O OO Ll pa

DO M RWN -

-

d. HILLTOPS: Thera |5 only one hilltop ioon
(Brown within black) which may be used o
represent sither a single knoll or tha slopa at
the adge of a large hill. Both uses appear in
our tutorial gome, Floce the hiltop icons as
indicated In Agure 2.F.
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& CRESTS: Crest icons (black) ae used to
reprasant ises of lass dgnificance than hills.
Thera are hwo icons provided. The first icon
best suits representing singular featuras,
such s enfrenchrmants. it also con be used
o cover a large area of rough ground, Tha
second lcon bather sults represantation of
continuous crest lines; it is ussed for this pur-
pose in our futorial gome. Flace tha second
crast icon as indicated in Figure 2.6,

L BUILDINGS: There are several building
icons (o combination of brown, blua, and
black). With the exception of the last icon,
all may B2 used inferchangeably. The last
icon s an cbjechive icon; i will be explainsed
later In this tuteral. Place the building icons
o indicated in Agure 2.H.

g WOODS CENTER AND AUTO-EDGING FEA-
TURE: There are two woods centar icons
(block).

o use the "outc-edging” feature, select
the laft (darker) woods center icon and
place it in the mop window, s shown in
Fgure 2.1. Then exit the mop window., Prass
SELECT and all woods will be edged for you
(oS showm in Figune 2.00.

Mote that no woods cenfer were plaoced
vertically or horzontally aodjacent to axisting
tarrain featuras so that no termain woulkd be
destroved by the autc-edger. The auto-
edger place: an appropriate woods edge
icon on ol nor-woods spoced adjocent fo
wood canter and also replaced some of the
dark woods centers with light woods for
iversihy.

Individual woods edge icons and trees
may also be odded for variety, as shown in
Fgures 2K and 2.L
h MINES: Ming icons (brown and black)
may represant traps as well as mines,

Tha first mirve icon (solid Block) repre-
sants hidden mines it should be used in
clear temaln only.

The sacond mina icon raprasants visibla
mines or traps.

The third mine icon i usaed o place
hidden mines in verfical mod segments.

Flace the first and third icons o represent
fraps, as shown in Fgures 2. M.

L DBIECTVES: A player recaeies one point
at the end of each tum in which one of his
unifs occupdas an aoblective.

In owrfartosy gome, the objective repre-
sents dul's lab, Place i as shown in Agune 2.4,

} EXMMG THE DRAW MAP ROUTIMES. Press
CPFTIOM to retum bo tha main meaniu.

4. Editing Friendly Units
Usa thee joystick to mowve the highlight fo
opticon four and press tha fire bufton. Refer o
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vour unit design chart (Fgure 1.5). The
odventurars are the friendhy units, and bdul's
minicns are the enamy units,

Mote that the on-scresn mang s veny
similar to the menu used in designing the
unit chart, The active line of the menu is
marked with angular brackets. Push the
fowstick farwsarnd ar pull it bockwand 1o move
the brackets. Push the joystick left or ight to
change the valueas listed in tha rght-hand
CObmIn.

&s you begin, the brackets should be on
the line kabelled UNIT NUMBER, Friendly urnit
rurmiber 1 is Sylvan, Pull the joystick slightly o
mowve the rockets down one line fo FIRE-
POWER. Push the joystick left or rght until tha
value to the right of FIREPOWER reads &4
[ Svivan's finspower),

Pull the joystick back again to move the
cursar down to DEFEMSE Sat Sybvan's defanse
to & the number on your chart, Continue
setting values for Syhvan until you reach the
ine laballed TURKN OF ENTRY.

TURM OF ENTRY s used to bring reinforce-
ments intc the gorme o predetemnined
points. Since thara are no reinforcaments in
our game, the TURN OF ENTRY for all units
should be sef 1o 1.

After satting Syhvan's TURN OF EMTRY.
mowee the brockets down to the line labelied
CHOOSE K2OM. (The DUPLKCATE line is ex-
plained in the next section) Af the bottorn
center of the screan, you will 588 a single
small lcon which will represent the unit
during play. This icon can be changed by
pushing the joystick left or right. \We recom:-
mend that frendly units be assigned icons
with white bockgrounds, and enemy units
be assigned icons with dark backgrounds.
Choose an icon 10 reprasant Sylvan,

Move the brackets bock up to the line
kobelled UMT MUMBER. Push the joystick fo
tharight to changse tounit nurmber 2, Shorby,
et Shorhy's attributes, ond proceed to as-
signing the atfributes foraach of tha fiendly
unifs.

4. Edil Bnemy Unils
Usa the joystick to move the highlight to
cption four, press the fire button. Note the
difference between the screen display and
that userd in setting friandly units, The TRAMNS-
PORT and DIG IN flags are gone. A new
categony, ASGRESSION, has been added.
A unit's aggrassion leval determines its
actions in o solltgire gome in which the
arvarmy units are conrtralled by the computer.
in two-plaver scenanos, vou do not need
need to saf the aggression leval, Howeaver,
since you might want to play the scenario
whean no opponent is available, you prob-
ably should sat the aggression level in eoch

scarano that vou dasign. Uss only hwoof the
saven aggression settings. sefting 0 {(stang
fasty ond sefting & (charge any opoosing
unit on sight’). You will find on explanaticn
of oggression ievels In Section V.5 of this
ruleboak,

Sat all valuss for enemy units 1 and 2.
Mote thot units 3 and 4 are Identical to unti
2. The ovailoble DUPLECATE featura makes
duplicating units quick and easy. Continue
cesigning the anermy units until all thitean
cre complstad. Than prass the <OPTIOMN=
ke fo retum fo the main menu,
CUFLICATE To duplicate unit 2. set the UNT
HUMBER 1o 3 (the nurmibsar of the rew unit o
ba craatad). Move the brackets down fo the
CUPLICATE line; prass thee buthon. A nurmbser
will appear on the nght. Use the joystick to
odjust this nurnber fo 2 (tha number of the
unit 1o be usaed asa pattem for the new unit).
Press the button again and unit 3 will be-
corme an exact duplicote of unit 2. Repacat
the procedurs o make unitd onother exoct
cduplicate,

5. Deploying Unils on the Map

Deploying units on the map is a simpke
process, There is one imgortant restriction:
no Pwio Units may be deployed in the samse

ELare.

Bafore deploying the units vou howve
made, you must clear the units contained
in tha Editor. To do this, put your jowstick in
part 2 and press the fire button. When the
Editor's unlts hove disappeaed, rebum the
joystick to port 1.

Refer to Fgure 2.0 and Figure 2 P for ref-
erance. Each nurmiar on the mop represants
a unit, Nurmibers representing friendly units
[odventurers) arg underined.

Yo will s8e a o of icons af the boftom
of the screan. Push or pull the joystick fo
cycle thiough the icons. Push tha joystick left
to right fo select individual icons.

Flaca tha icon cursor arcund the con of
frigrcity unit 1; press the fire butfon, A white
cursorwill appear in the molin map window,
Place tha white curssd dground the gpacea in
which you wish fo deploy friendly unit 1:
prass the button.

Tha unit will = deployad on the mog,
and thewhite curson will dizoppear from the
main mapwindow. Thaicon balow thamap
(ond the kcon on the mop) will be finfed in
Blue to inform you that the unit has baan
deployed.

The following three poges confain Rgunas
2.A theough 2.P; these figures ilustrate the
sap-by-step process of drowing the map
an the scraan.
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VI. SCENARIOS

There are five one-plaver and three bao-
pRaver scanarios. A scenano, though. is not
exclusively one- o hwo-plaver, it can be
played aither way, However, each scenario
i5 intendad spacifically for one of fwo play-
ars. Thus g one-plaver scenono accounts for
the intelligence limitations of the computer
If played as a two-plaver game, the friendly
phaver |3 at o disodvontages. The intedli-
gence ol hisopponant is{usually) drastically
greaterthan that of the cormputer. This must
ke considersd when creating o situation
which con be plaoved with one or fwo play-
ars. Mote also that the movement rates of
the emarmy units differ in the hwo varsions. In
the one-playverversion, the maovernent rates
org the number of squanes the unit will
rrcave, and in the hwo-player varsion it is the
number of Movement Points the unit hos.

In fhe two-player scenarios, both sides
are copabla of achieving a victony. Due to
the lexibilify of this pockoge, specific victory
lesvels are left 1o the players. Basically, if you
feal you have baaten your apponant, you
probably have,

SIDE 1 OF SCENARIO DISK

1. Rommel's 88's (WWII)

AVE DWISIONS. That's what Rommel wiote
cn his map owver thie French town of Aros. 50
iImpressed was ha at the initial ferocity of the
British/French aftack thaot he wiote “five
divisions™ right on the map for historians
o ponder, parhaps forever, What achually
attacked was an arder of mognifude owser,
approximately 4 bottalions. Yel it s inker-
esting to imagine Rommel, possibly in some
carkered hut with only o kamp for lght,
scratching those words on that map, while
outside things seemed to b coming un-
dore in unexpechad fury,

This one gets hot fast, You hove two
victonous columns busy with thedr drive fo
the coast in Jure of 1940, The British have
launched o dasperate counterattock of
apprcximately 4 boftalions of armcs and
infartry, Moy of the British fanks were Matil-
das and had such heavy amor that stan-
dard Germon anti-tank wedponny of tha
Gy was ineffective, Only a lucky shot could
stop one. When this ineffectveness became
apparent, Rommel had to callup tha 884k
antl-alrcraft guns frorm the tail of the columin,

Designer: Rogar Damon
MNumber of Players: Rommel's B85 i3 in-
tanded for 1 ployer,

Map: The map represents an aea around
twi villoges in Franca,

Scale: The scale of the mop B approx-
imately 25 meaters per square. Units repre-
sent squads for infandny and individual fonks,
gung, ond ME's with crews

Urits:

Friandly Raxrcas

=5 ...o0n0. regular Infantry

&=, 12, 13 . are not usad

10-11 ..... medium machine guns(30 cal.)
1314, 23 .. 37TMM anti-fank gun
15=M ... Panzer Il tarks

1719 ..., Czech 38T tanks

-2 Paonzer Il fanks

7 SR 47mM anti-tank gun
24-29 ... trucks

J0-31 ..... 88MM anti-gircraft guns

Enemy forces are a mik of infaniry, machine
guna, heany Matilca fanks and infantry fanks,
Objective; 3top the enemy counterattack
by elirminating all enamy units.

Gome Length: & turns is excellent, 7 good.,
and B or mare, fally poor.

2. To Cross a River

Fiver crossings ame amaong the most rsky of
standard military opengticns, They imalve o
large mumibber of forces and offen result ina
large number of casualties. In this scenario,
e setting is maore moderm with the inclusion
of the helicoptars. This prasants some kaen
probdkams for the defender, as the transport
capakilify and the movermeant ronge of tha
hedcophers are unaffectad by the river.

Dasigner. Roger Damaon

Number of Players: This scenanio is infended
for 2 phavers

Map: The map mpresants a section of iver
near a town with one bridge crossing. The
bridge haos been partially demolished, Mo
units recry cross it wndil # is repaired by the
Enginesrs.

Fcale: The scale b approximiately 50 meters
per square with units representing infantey
platoons and fank companies.

Uniits:

Friandly (Diayer 1)

1-12 ... Regulkar infanbny

13=17 .. Tank Platoons

18, 22 .. Engineer Taarms

9= .. Trarsport Helicopters

23-08 .. Boats
20-1 hMaotcdized Fald Adillery
Enemy (player 2)

1-12 ... Regular infantry

1320 .. Anti-Tank Guns

2M=22 .. Felkd Adillary

23-24 . Mobile Anti-Alrcraft Units
25=30 .. Tonk Platoons

i 1y I is fat usad




Objective: Playar 1 is to cross the river in
force and rebuild the bridge with his Engl-
maars 5o tha arrmor can gel across the river.
HFayer 1 is fo establish o bridgeheod by
eliminafing all @narmy units in tha buildings
of the town across the river,

zame Length: Mo Flaver 2 units in the town
at the end of 10 turns is a Player 1 Victory.
MNone at the end of 12 lums s a drow.
Anything else & a Player 2 Victory,

3. Abuse on the Meuse

This is the Battle of the Bulge. Fiayer 1 i5 the
Feman playerand Plover 2 is the Armerdoan,
British. It demonstrates tha shategic level of
the Construciton Set. Unit ranges for fire ane
only 1 square, this mokes the Assault the
primary force for taking ground,

Dasigner: Roger Damon

Nurmnber of Players: The game iz intended for
2 plonyers.

Map: The map represents an aea of Ger
rmany Bedgium/ Lusermbourg/ France around
which the Battle of the Bulge was fought.
The Garman border 5 at the bottorn and the
Meuse River runs frorm the upper right drea
to the upper left,

Scale: Eoch unit is a division and o square
represents an ared of roughly 5 miles,
Unifs:

Friendly (Ployer 1 — Garman)

1-8 . ... Armored Divisions

9-10 ... Luftwaffe infantny

11-26 .. Infaniry Divisions

27-28 .. Panzer Grenadier Divisions
29-30 .. Armored Regiments

- RS Conps Artillary

Enemy (Flayer 2 — American)
1-8 ... Amnored Divisions

Q40 ... Albome Divisions
1-26 .. Infaniry Diviskons

27=28 .. British Arrmorad Divisions
29-30 .. British Infantry Divisions
=y FE Conos Artilleny

Objective: The German player(Player 1) hos
the Inifiotive and is to push elentiasshy
towards and acrass tha Meausa River and gat
as many units on the victory squores os
possicka by game’s and. Plaver 1 should
have a +10 point advantage by gamea’s
end to win declsively. Player 2 wins deci-
svaly if he prevants the Gaman Plaver from
crossing the Meuse with more than 2 unifs.
Any other rasulf is o draw.

Fome Lengih; The game shoukd and affer
7 turns.

4. Retumn to Beia 4
Bata 4 is an astersid dch in nickel. 5o nich
that the orginal cwnens were invaded by o

.

rival mining fachion and ousted from their
hald, On conaguening tha Asteroid, deferses
wara sat up for the inevitable ehum of the
ongingl cwners. Outraged at the refusal of
the Federation fo intervensa in this form of
fwatt, the Spoce Mine Comporation scourad
the systeam for the bast mearcanarias and the
best offenshve weaponny and moved tofake
back tha astarodd. You command thasa
forces.

Designer: Roger Damon

Mumber of PMlayers: This & inlandad as o
1-player gome.

Map: The map s o section of the astercid
dround The maain mine polal. 1F s crossed
with desp crevosses which only vour pro-
peded Infontry and hovercraft can cross.
Scale: Each unit represents one team of
& man, oronavehicle, Each squars is approx-
irmcatehy 100 meaters,

Units:

Frigndly Unifs

=14 ... Stomn Troopers

17=28 .. Assault Hovercraft

27-1 .. are not used

Objective: At all costs, you are o wipe out
the 4 enamy missile launchers at the top of
the mop near the mine porfal. This will
wiaaken the enamy sulliciantly so that the
astencid may be Ioter retaken.

Game Length: You have B turns fo accorm-
plish your mission.,

SIDE 2 OF SCENARIO DISK

1. Dalta Force Rescuo
Irtarmalice:al temcnists have kidnapped three
top NATO officials: General J.J, Jackson, his
alde W.H Smith, and Special Ervoy KPP
Cooper. The terorist’'s demands cannot be
met, The situcation s ropidly decaying. Delta
Farea, analite courterterarist unit, has bean
called in to rescue the hostoges befone tirme
N ot

The scenarno starts with Delta Force haw-
Iing konded at an abandonad distip south
ol thie tarrarist camp.

Dasigner: Arlon Horris

Humber of Players: This i infended as a
1-player scanario.

Map: The map repesents the aea around
the main termcrist compounds. In the lower
fght across the river is the first termorist camp
in which ana of the hostages is being held.
I the top dght comer i3 the main.camp in
which the obher hwo hostages are baing
held,

scale: Eoch unif represents one vehicle, one
team, of indhidual rme.

Units:

Frienaily Unifs

y I Delta Fomce Cormmandsr
2 ...... Fost Attock Patrd Craft

< R Delta Forcs Team Alpha
4 ..., Delta Forcae Team Bata

- et Dalta Fonce Taam Charlie
o PR Apache Helicopter

7-8 ..., Block Howk Helicopters

. AR JJ Jackson

{1 W.H. Smith

5 o [ K.P. Cooper

12 ... Support Bircraft

13-15 .. NMC-40 Wamior Dune Bugay
16 G iaaa Hummer Jeep

17=31 .. e fnot used

You will be facing a mixture of termonist guands,
patiols, and some 548 5AM lounchers.

Objective: You are to rescue the one hos-
tage in the lower camp and the hwa in the
upper. They will oppear as the gome pro-
grassas. They shoulkd be looded aboard
sorme twpe of fransport and retumed o the
aiffield fram which you will start. Getting
fhree hostoges onfo the victory squares by
the and of 15 tums is o decisive victony, Less
than three by tum 14 B a major victony.
Anytning past tum 16 is meaningless as the
resCue tramsport will hove aliready laft, On
tum 10, you will recelve some helicopter
suppoat,

Game Length: 16 tums

2. Fulda Gap

Werld War Il has begun, Your position s in the
Fulda Zop region of West Gemmany. You
have received a massage from your forword
ocbsarvens that a kange Soviet tank force is on
the way. To make mattens worss, thene hove
bean scobersd repors of airbomea units
landing in the area.

Designer: Arlon Haris

Number of Players: This scenario is infandad
for 1 player.

Map: The map represants an dea in West
Zarmany near the border of Eost Gamany.,
Your forsard helicopter base i ot the bol-
tom af the map. Near the canter of the map
s 0 small village garrisoned by West Germnan
forces with Leopard tanks. Scotterad across
the top of the map are 3 British Sheddan
tanks acting a3 forward obsarsers,

Scale: Vehicles are individual tanks, trans
ports, and helicopters, Other units are MG
fearms and TOW missile feams. Bach sguans
Is approxirmataly 50 meters across,

Unmifs:

Frigndly Unifs

4.5 ..., Apache Helicopters
a9 ... Huey 500 Helicoptears

10-12 Huey Cobrra Helicopters

13-15 .. MS51 Sheridan Tanks

16-19 .. Amercan M-1 Abrarms Tanks
20-23 .. Weast German Leopard |l Tanks
24-25 .. Marouders

2627 . L5 Ranger MG teams

25-30 .. U5 Ranger TOW tears

5 1 R Ranger Commandear

1-34. 23 . ae not usaed

You will be tacing Soviet T-80's, T-72's, T-55's,
BMP-1 transports, and some aifboma Troops.

Objective: Bosically, yvou ame fo stop the
Soviet advance. I any Soviet tank crossas
the river at the bottom of the map, you ave
lzst. IF you howe units in the village at the
center of the mag and there are no Soviet
units in this villoge or advanced bevond i,
Yo have wion.

Game Length: 10 tums

3. First Bull Run

Ir the first mojor engogement of the Amerl-
can Civil War, Union froops attemnpted o
flank the Confederate line. It was in this bot-
He that the firm stance of Thomos Jaockson's
troops ecmed him the nicknarme *Stonewall.”

Designer: Jaffrey A Johnson

Number of Players: Bull Rur is designed asa
hwio-plover scenarno

Map: The map covers the main battle area
wast of Bull Run, from Sudiey Springs in the
rorth fo Mew Markedt,

scale: Eoch unit represents one half of a
brigade or a loose collection of batterias or

Conairy COMmpanies.

Units:

Friandly Units

Army of the Potomas (Beaumgand)

1,2 ... 15t Brigodes (Bonhom) Kershow)

3,4 ... 3rd Brigode (Jones)

9 ... dth Brigode (Longstrest)
7,8 ... 5th Brigade (Cocke/ Bvans)
9,10 .. &th Brigode (Early)

11 ... Cavaley

12,13 . Artillery

Ay of the Shanandoah (Johnston)
14, 15 . 1st Bigade (Jockson)

1% 17 . 2nd Brigode (Barfon)

18, 19 . 3rd Brigade (Bea)

20, A . 4th Bigade (Smith)

22, 23 . Arfillery

24-3 . ara not wsed
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Enemy Uiniis

Ay of Mirginia (McDowell)

1-& ... st Division Infantny (Tyen
T8 . st Division Arfilleny

2=12 .. 2nd Divigion Infantry (Hunter)
13 _ ... 2nd Division Covalry

14, 15 . 2nd Division Ardilleny

16=21 . 3rd Division Infaniry (Heintzelman)
22,25 . 3rd Division Artillery

24-27 | 5th Division Infantry (Miles)
28-31 . are not used

Dbjective: As ot Bull Run, the ochjectve of
baoth commandkars i destruction of the
Qpposing ammy.

ame Length: Ten huns of until one ployer
concedes,

4. Castle Siege

This scenarno i3 a fictional siege of o castle in
Ihe kate 12th centurny. Tha castle is delendead
by aleven towers with catapults as wellasa
small number of men-af-arms and orchers,
There are olso & gates which the attockers
rmust srash fo gain enfrance 1o the keep
Designer: Robart W, Calfes

Number of Mayers: This soenario is desigrsd
for 1 plovyer.

Map: The map represents amedieval costle
dgnd the drea immediataly surounding it
Scale: Eoch unit represents one siege an-
gine ora small group of men, Bach square is
about 15 meters across,

Units:
Friendliy Unifs
=10 .. Archars

1118 . Men-at-Arms

19-23 . Manflets (Movable walls with
IFTCess 2its)

24-25 . Siege Towers

25=-29 . Catapulfts

A0-31 . Tebuchas (Huge catapults
copable of hurding S00-1b. stones
00 meters)

Enamy units consist of siege fowers with

catapults, & gotes, men-at-arms, and archers

Objective: Take the castle. Hold it against

the relieving forces that may arrive alb amy

fime. Exra points are owarded for occu-

pying keeap.

Game Length: 14 tums

Vil. DESIGN GUIDELINES,
HINTS & COMMENTS

In Ganeral
Irmagination is the key to fully exploiting the
fectures of the WARGAME CONSTRUCTION

|

SET. T help stir your imagiration, | offer the
following guidalines on how 1o uss various
ospects of the packoge,

Wargare design has a unigue char-
aeteristic: The plaviald and tha porameters
ore alreody there, although sfill to be deci-
phamad. The ovarall situation is highly visibla,
but it needs o be understood and infer-
preted by the designer. Unlke the desigrar
of an adventurs goames, which regquirgs an
gxcellent story ling, or an arcade game,
which reguires a challenging sihuation, the
Aasigrar af g wargams bagins with a largs
part of the work alrecdy done, Since 50
rrvany of the pararmebers are set by history,
T prirmee araa of tha designacs affort isin the
cnganization and execution of those pang-
rreters The numibers ana all thane; how they
intaralate is for the designer to determins,

Dasplte all fhe ghvens, wangame design
it formigdable. Wargaomeas reflect the real
wiorld, and the real world s increditly com-
plex. Insignificant details cluster with others
1o create o major tuming point. Cther details
that appear major canvaporize inthe faoce
of histony

Tha cantral concept of this construction
set is to first define the variables and then
make them as easy 1o manipulate as pos-
sibde, The designer's focus can hurn then fo
wrenching o game out of the avallable
daba, The key s undestanding the con-
shuction s2t's ability 1o manipulate tha daia:
helping vou o affain that understonding is
the purpose of this guide.

Don't womy if things arent perfectly
wiorkied out whien you start phaying a design.
A good overgll plon is o assemble the
situgtion fo a point whene yvou think it effec-
thvaly represants what you want. Then play if
through o few fums, toking note of discrep-
ancies, You will feel whane the problems ane
A o good play in football, you will need o
clear understanding of the result yvou want
wour scenano to achieve, Adjust your vari-
ables to approach the deasired result,

Keepin mind thot there is no one aspeact
of the construction setwhich ensunas a good
game, The three prime ingredients are the
unifs, the deployrmant of the units, and the
map. The poper use of these ingradients
coupled with a central idea{e.g. crossing o
river undar fire defeating a supericr force in
a flanking manauver) almost always will
rasult in your creating a good game,

The Units

Daciding what twpe of units to genarate in
what guantities can be o major stumbling
block for the beginner. For the: first fenw firmes,
it Fray hed o vou to usa the values from ora of
the included scenarios centered around

the same scale and time perod you want fo
reprasent, Just rermernber that a unit doesn't
mean anything if it iz alone on ablank map.
While the femaln is important, mone 5o arg
the opposing units. In creating a fiendly
infanfry unit, you are, in effect, creating an
arnarmy infandny unit. | may not be an iden-
tical unit, But the pararmeater ranges should
be close and the values betwesn the two
f@des properly coordinated for the desined
resutts.

Initiclly, decide on the basic layout of the
forces and make notes o that editing will
go quickly and smoothily. Your notes, once
crganized, will also help vou decide wheana
1o deploy the unifs. Don't haesitate to use the
duplicate function in the manner descriped
ir the instructions to make similar units.

Fre-planning the basic porameters of
the units is vital. This is especially 5o if you
dre wiorking on o scale where the pleces
represent individual units. To gat the ef-
fect of individual units, you nead claar unit
differenfiation.

This is evident in the Rommel's B58's sce-
naric. | wanted Garman tanks o wither
under thea fire of the British tanks and British
tanks to hald up against repeated hits by
Sermnan tanks and anti-tank guns. A clean
differantiation and relationship betwean the
forces wos important sinca the major unifs,
thie tanks and anti-tank guns, wene indihvid-
ual units. This affected the result | wanted,
which was for the British armor o have the
initial mpact followed by the greater Im-
pact of the German B8,

But situations are not always so clear cut,
such was the case In the river crossing sce-
naric. | had no histoncal pramdguisite inmindg,
though there are many available. My in-
tertions were simply o epresent a force
aitempting a rver crossing. Mevarthalsss,
the friendly units had to intemstate with the
ErEmy units

The following guidelines on specific s
pacts of unit construction should olso be
ket in mind:

Frepower/Defense

These two values work fogether, though from
opposite sides of the coin (that is friendly
firepower relotes fo enemy defense andvice
versa) Frepower of A minus Daefensa of B
equals Domage. Mew Strengih of B equals
Oid Strength of B minus Domage. Strength
works, roughly, in “chunks” of 32, and is
aexplained balow,

The process of hitting a unit is nct in your
direct control. It is a function of the range to
the target and the cover the target oocu-
ples plus the decrease in accuracy of g
firireg writ that has moved. Cover offects fhe

chance of hitting the target, but, once hit,
these factors come Into play.

Thus Increasing of decreasing o unif’s
firapowar ar dafense by 1 has little effect. The
ke is the way they work topgethar.

Assoull

Azssoult values are miore insolved in thair
gome inferaction. If unit A has an Assault
walue ol & and Unit B hos on Assaulf wvalue of
&, then, all else being equal, thee is a 50-50
chanca of aithar of theam winning an assault,
Factors which vary thess odds ane: The fire-
power of the units{the greater the Tirepower
of ore unif, the bettar it will doy: the sirength
of the units (the unit with the greater strength
will do better)k ond the ferain occupied by
the assulfed unit {the hadaviar the tergin, the
harder it & 1o pry the unit frorm 1) However,
the assoult values play the most important
role ond affect the cutcome the most, Thus
a unil with an assault value of 14 will alrmost
Alwcrys win over o unit with a1 o0, regard-
less of strangth, firepower, and ftergin,

Urdike Firepower/ Defense, differences of
1 con creabe faidy significant effects in the
G,

Using Assault values wisaly can craate
S0MME vary unigue effects. Elite, undarstrength
units can be very steadfast in holding thedr
positicn, Assaulis alao wod veny wellin “'zons
of confrol” type games where ranges are set
to 0 and assaults are the only mode of come-
Bt This ghves o msch langer feal to the scale
of the simulation while still emaining in the
framework of the system

Movement

hMovarnent values are based on Movement
Paints. Units expend movement points os
they move, The nurmberof reovermeant points
aapanded i depandant on the unit typs
and the terain the unit I otermnpling fo
enter. Denser terain requires a higher ax-
pendiiure of movarment pointe Halicoptar
units expend only one movement point for
each square entered. Boats expend ona
movament point for each watar sguone
entered. Boats cannct mowve on land.

All other units expend 1 point for roods,
2 points for clear. 3 points for light temain,
& poinfs for woods and hillfops, and 8 points
for riverfwatker and ciky/buildings.

Sorme thought must be given to fiming in
deciding how many movameant points fo
ghva a unit. Assumes, for example, that there
is a rivier 10 squares wide which Infantry must
oross in boots, F the boats hove 10 move-
ment points, the infantry will get across
without undergoing very much anermy fire.
This all put eliminates the river as a defansive
Barrniar, . horwever, the boots howe 4 move-
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ment points, e units will undergo two tums
of fire frorm the opposite shome before londing

Thus the number of movernant points
given a unit depeands on the map and how
much that unit is to occomplish. In o stua-
tion whara units ssem to be getting foo
much accomplished at too little o price,
often feasing the movement points can
remedy thea problem.

Sirengih
Every point of strangth a unit has is equiv-
clent to 32 domoge polnts. For evary 32
camcge paints a unif undergoes, its stength
I5 reducad by ane. Thus gunitwith o defense
of 1 and a strangth of 0 will be elirminated if
fired ot by a unit with o firepower of 33,
This value can be freated in g more rela-
tivee way, however, Think of it as the staying
power of tha unit. The lower the strength,
the greater the chance of the unit wither-
ing oway under firg. Units can recover lost
streangth by ramaining “out of action.”
Units with very low strength but high
firepower, defenss, and assoult values can
ke braught to bear against o force supedor
in strength but with much kess punch to
create sorme excifing play. Such a stuation
requires sorme dellcate fine funing, bul the
possibility is there for some quick, hot action.

Range
This value, mone than any other, determinas
The scale of the game. The maximum range
forunits needing a line of sight is 20 squares.
hartar unit typsas hove a range of atout a
screen and o half, verfically, and are not
affected by sighting restrictions. Sun unit
Wpes may shoot all over the maop with no
sighting restrictions

Ganarally for tactical scales, the highest
range should be A, kor operational lewvels,
10 to 12 s long. For operational/strategic,
4 or 5 should be the maximurm range. At the
grategic level only arillery units should
hove any range over 1.

Transpori
Onby thrae unit types can transport ofbher

units TR(Truck). HL{Helicoptear), and BT (Boaf).
These types are diferent frormn each other
Trucks ara limited to ground moverment and
their movement s affected vy temain, Hedl-
coples egpand omne movamant point par
squore regardiess of the temain yvpe, Boats
are only pemrnitted o move on water or
bridges. They expend one moverment point
for each of these temain types.

Do not ket the labels lirmit wou. & fruck
hpe may hove firepower, armor, and g
good maln gun, The lcon chosen may be
tank shapad, The and result wiowld B atank
that can tronsport infantny,

]

Helicopter types can also hove as wide o
range of capabillities c: any othar tvpe.
Create o glider or fransport hype unit that
brinigs froops into the main battle area. Give
them frepower and moke gunships,

Boots maad mot e liméted to houling unifs
acrass the walar, They can have firepower,
armor, and o GN {(Gun) waapons fype o
enable them o Blast away at amnything on
the map, With the proper scale, they can
then act ke gun boats or even destrovers,

shretehing things further, Boots canevan
be made into forfresses, Give thern a high
enough defense o they cannot ba alirm-
irated by firm and a high encugh assoult
rating that other units connot assault thermn
effectivaly. Than, irfantny can hide inside
these “boats”™ and recover from domoge
cut of harm's way.

An intaresting varionce s the enemy
Special (3P unit tvpe. Such a unit has
standard copabilities, gven mommally, But
as a dpacial unit, it becornes a helicopters
nightrnare. if it mernaly hifs a helicopter, thot
halicoptar is gone, It was included to keap
helicoptars from running amok. It has o
bonus feature: It cannot be pinned ar sup-
prassad. Thass units must be knocked out
before helicopters can roam fresly.

Putting It All Together

Four critical foctors define the interactions
betwaen the fiendly and enemy units.
Thess are Arepower, Defenses, Assault, and
Strength, Armor and Anfi-Ammor copaodites
dlso credate interactions, but more clearly
than the other fachons.

After vou hove set up some initial values,
comparne whal happens with whot you wish
o achisve, If cedain units are disappearing
too fost, you can incredse their Strength or
Defonse. This is prefemed o reducing the
Firepower of all the cpposing unifts Yet sorme-
fimes, a global reduction of fachkons battar
approaches the result you want, Consider
o0 how long o unit is around. Unless yvou'e
working o modem scenano with toctical
nuclear weapons division should not dis-
appear with ana hit. Strength & the maojor
foctor in how long o unit survives, Firepower
and defanse affect how much g unit is hurt,
but, within the constraints of the system, o
unit cannct lose more than fwoe Strength
paints with a naemial kit

Cr sat the strength of o unit ot 1 and
cdjust its firepower and defensea so that only
a fera paints are knocked off per hit. I work-
ing from this angle, keeg in mind though.
that if o unlt's net firepower is greater than
o target’s actual strength. it will eiminate
that target. 5o, keep defense arcund 12 and
firapoar around 15 ar s It will then take

appreximately 23 hits to eliminate a unit
ot counting terain and eooveny).

Remembar that there are two ways o
keap a cerain unif from hamning another
unit, One iz 1o make the defanse of the tar-
get unit stronger than the firepower of the
firing wnit. The second s to make the target
armnored and o deny the firer armor copa-
bilities. The lather is Imalevant, however, whan
the range i3 one square.

There is absclutely no way 1o insure that
unit A will gliminote unit B with one shot.
hing o much greater firspowear than unit B's
dafarse helps, buttemain defenss and a ran-
o e kill™ factar built into the game sys-
tern preciudes surs bets. (This “no kill” factor
occurs randomby. When it does. aunitt, othar-
wise eliminafed, gets o second chanca)

Map and Scale

if wou are modeling o specific stuation and
hiovia a good map of tha asa, drawing the
map shoukd not be oo dificult. Fyou'ne
doing a free-form map, put what you want
wihiarg o want it Ina milibary situction, the
tarrain is a key foctor; but whatewver it oy
b, The Combatants fave b work with it You
can design the temain and make the gome
work better, Bul nature iz very random and
vary imeguldar. Things aré not put in thair
places with amy intent, It just 5. § o mmllitony
force encountars a fiver thal ssems impass-
able, it has to deal with it Ifthens is no good
Cover In an appicach to any anamy posi-
Hen, than the approcach must be mades in
the open. 5o ket your imoagination oam In
placing ferain with little thought as to the
actual miltary stuation. Once the map s
designed, it con be surveved and o sifug-
hon can ba built arsurd it

Detarmining a scale for o scenano I3
probabdy the most difficult part of the whole
developmental process becouss varous
glemants of a scenarko intemalate in mary
wiolys. The scale choice in the Construchion
et main menu is mainly for the mop
appearance and should be fied to the
movarmant rotas and rangeas of the units.
Do not use the strategic map scale where
bulkdings are little dots if your infantny can
shioat up to 8 squares. That would be allow-
ing their rfles fo shoot for milles.

Since frue scale s depandant on weo-
pon ranges and movement rates, | will offer
my inferprefation of the actual soabkes reprre-
santed by the Scole Selectopfion in femns of
disfonce across acch square.

TACTICAL — approrirncteby 20 to 100 meatars
CCICISSE,

TACTICAL/ OPERATIONAL — from 100 to 500
et Gomss,

OPERATIONAL = frorm 500 meters o 1 or 2
kllormatars ccross,

ETRATEGES = from 1 or 2 Kilometens acmoss on
up to 10 ar even more,

Therefore vou shoulkd first detesrmineg the
scale for rangas and movemeant rates, The
map scale should support this decision.
| feel that the range scalke is by far the most
important, in designing a scenario, | declde
right frorn thee start how far infantny will shoot
and how far the tanks will shoot, This ceter-
minas the general scale of the scenaro. For
instonce, if lwort o game with a high tos-
fical feal the highest ranged weapons
{tanks, AT guns) will have a range of 20.
Lessar weapons (MG's) will hove a range of
10 fo 4. Infartry will have o renge kess than
10 and genenlly around & or 8.

When chocsing ronges. keep in mind
That you do not want to represent the max-
imum range of a partlcular weapon. You
shoukd be after the effective range. Though
o M1 rifle could shoot much fartbar than
200 yards, hitting arything at that range
can e o problem. Atank shell can frovel for
rmiles, But rarely did a tank fire of ancthear at
o rangs of mone than 500 to 1000 yords.

Mote qlso that there are mony infan-
gibles involved in rangad Tiing. Temain is
raredy flat. Rolls, rises, weeds, and brush all
limit effective range. \Weathar also has an
effect, Fog, haze, rain, and even night con
come info play, 5o you needn’t go over-
boord in youwr calculations and be abso-
lutaly precisa. sl con be mans imgortant,

In the operctional and strategic scalkas,
ranged firing can be totally eliminated by
sefting ranges to 0. This drosfically Increases
the wight pat on assault volues as it is tha
anly way in which a unit San B aftacked
with no ranged firing.

Methods in Modness

Throughout the development of this prod-
uct, |hove been asked g lot of questions by
vy ploytestars, Hede dre the answers o A
taw of tham.

&, Why do cities cost 3o many movemeant
points fo antar?

A Look of it this way. In toctical scales, the
bulldings reprasent ona or a few buildings. In
he oparaticnalstrategic scales. they are
towns and, when clusferad, clfies. Since a
unit on a buikding square receives all the
cefansive benefits it has fo offer, | declded fo
charge for it. Thene is no bather tamain from
which to make g defensive stand. Lnits in
Euildings are first, hard to hit, and second,
hard to hurt whean hif. The bonus receaived for
BEing in a city whean assoulted | egulvalent
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o an incregse of 4 assault factors, To recee
these bonuses, o unit must hove the timea
(movernant points) to effectively daploy in
the mognificent cover,

& Yes bulwhaot obout anattockerthat just
wants to roll through a clty/bullding squorne
in an atternpt to keap his offensiva moman-
fur at a peak?

A Theta are no fendhy cities in enamy ter-
ritory. Ar army on the march will not moll
right through an enermy city. I represants
o kind of abstacla to odvance, Are there
ary forces therae? Again, it will foke time fo
deploy. And If the offacker stays thera, he
foo will receve the defensive benefits it
offers should he be counteraffacked.

& Whot, exoctly, doas Strangth represant?

A Strength is o reprasentation of how much
firepower a unit con bring fo bear. It Is a
combination of morale and numibears. inthe

more tactical levels. It hos more of a tend-
ency to represent actual numbers of mean/
tanks Af the scales increqss it fends fo
represant monake maore, Don't think of itaz o
cold, hard figure of how many man ars
fhers, i B meant to be a represaentation of
the unit's comibat effectheana:s

& Wy doas o unif survhee when it i3 fined af
ond a "Target Hit" massage appedns?

A The target hit messoge i on indicator
that an effect has been achieved through
the firepower broght to bear on a particularn
unit. it is net a litenal kit inall cases. The only
situation where one hitwill eliminate aunit s
where the net firepower of thie firng unit(the
firepaower minus the defensa of the targat]is
greater than the remaining strength value
vetrength tirmes 323 of the target. On the
othar hand, with a miss the target will be
totally unaffected. Thus with a hit, though o
unit may not lose any strangth, it still may
bBecome supprassaed or pinned.
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