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| ‘,Desugn your own graphic umt and’ terraln lcons. sl
efields using icons you create, or the ones prowded on dlsk
~Gwc each unit |ts own unique. sct of attributes. -

GAME DESIGNER I requires no prograrmng know!cdgc. Dcsngmng gamcs is

A An dcsxgn modules are seiected from the Main Menu. Then, each module.

1 ‘or more. dlsk dnvcs
: & RGB or composutc ‘monitor ‘or TV S
ngrﬁv he, fastest opcratlon, 5 12K with a Ramdisk Is rcctmmcndcd ]

and . put -them w

'ln thls rnodule y
tcrraln icons ar

you can chang

f cntry lnto th
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I system- consists of 4separatemodules :
RBUTES and GAME PLAY, .o - -

. W

B FEL N e s o ICONUDESIGN =t s T

DESIGN' module. is your graphics editor. Here is where you:can.do.::
modify the existing icons for the units and terrain features, change':
used in all of the modules, create new icons and change the effects

features have on the units, Here's your chance to exercise your. artistic

dip Creating new maps is casy. T
! smap ardgames if you have one. -

~

1 the ‘whole system is about, We suggest that before yo :

-2:scenario of your own.you play the one provided on the disk..Cr

anced game is not easy. You may discover that you've madeia
©0.easy.or one that is impossible to win. However, editing a‘f

ple using. the_ modules above and that's part of the fun. *;

.

' WHAT KIND OF.G MRS CAN I MAREL TS

GDIyou can make confiict simulations: It is ideal for war games
settings:and-fantasy. combat, Units can represent: ndividual charagte
rmies, WGDI will shelp’ you create one: player. simulations. that are
Using“the keyboard or a_joystick plugged into the right joystick por
entrate on' the S?fé?_egy.'-,The‘.cémputer‘.’,will:take..ga(e of all that. pe
makes boardgames such a chore.” . . Ty gty

57 78 P
x 0 i

The 4'@qtég.iébnt(olfcd fbrcc?}qlan*bé timid o
decide which by assigning each.computer contr.

suicidal in their strategy: You
trolled unit an aggression-

1S explaned in detail.in the following. pages, -~ \ = . ¢
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sedifor:-Fromt the’| menu, hlghfl ‘the:
ess ;th oystock button.. The, screen will go blank until the module is
S’!A#’new enu; wil b_e dlsplayed 10 the’left of center on the screen. In
fithe scrcen isia small' box. ‘Thrs is the actual size the icons

artinl civa Thie

e pca ;'To ¥hc ”thwOf :mo bOX 13 uun 5 :uu\.s aliuai e, 1ind 13
ed'rmng box! Atithe: ‘bottom‘of:the screen are all 68 icons used in the game.
: n“pxck them-up and place: them in the edit, box. change them and put

All,features of the edntor arc explamed below :

!teﬁse‘r écting | draw from, the menu a cursor wrll appear in the edit box. When
- cursor. wlth the: )oysllck or: kcyboard) cach spacc it enfcrs will be
curremly selected color. To: choose: a: different function. press
he ENTER key if you ‘are using. the keyboard) See Appendix A
; ressrng the buttOn wdl leave the cursor m its current.

ve" about the edn box wrt out colorung the soaces you
enu when ready.” :

Q'; ontinue:; drawrng aﬂer you ve moved to'a new area
re back in’ DRAW mode. Each space. mclud:ng the one you
“the. currem color. Choosmg

' cur,jn draw color selec ihrs
' .of .;6 color boxes insthe . center of the screen

c menp il ‘cause’ the ‘edit’ box :
iwill be'erased. ‘This-is a fast way to. do‘the
A .f s

" SAVE ICON
- Choosc - this_1

rows at. the

'SAVE SET

Select SAVE

Tone; you" wan
box matfyou
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,. function to pick up an icon-from the bottom of, the ‘scre and &
mplace:it in the edit box. A small line cursor appears under-the" first icon in“the .
2@ -op'row. Move the cursor up, down, left or right until it is under: the icon.you. :
fer>Wish to’ edit. Then press the button. The icon will be duplicated in the design box . -
and ‘the ‘small box to its left. The original icon is stil in-the box. you'got it from, "1 7
“% Do-not hesitate to edit the one in the edit box, This does not affect the one atuay

#trhe: bottom of the screen. If you make a mistake, you can ERASE it and-start .,

BAAVE (CoN -2 R L R e

EARe T 4

you.

)

‘Choose this function to ‘place an i
.fows at the screen bottom.

ect: ve the entire icon set to disk. SaVng‘thé s
cisct. alrcady on t : :
DESIGN “from the.

et-will replace
: : Ien ‘you. sclec
set-on the disk was load :

)

he disk with the set on the screen. Wh
main.menu. the icon

T

odule:

hisfunction, you can: choose to use any. of the 64 col
COCO-3. Place  the: cursor under the color box: yo
button.Then use’the stick to’ cycle through'the 6.
¥one you want, Press-the button again and that color 4 1
% that you chose. You will \mcn.b,c;askcq It you want 1o SAVE! the- GO
:to" disk, the-original’ color. set or just CONTIN mus
esired letter on: the keyboard, . - it

e ?

u wish

t.to sy Create two’opposing forces, just.
first-army- facing either left or rght’ Then put the icons
ime-and flip_them,: Then _sav;ﬁ;tht:j‘;fﬁpped"vefsi 3

1

¢ ars e TG W
e 2 LR

:artwork on your icon set you need 1o
created affects combat and.

4 P




asia’ movemcn faCtor which- hclps dctermmc how far it can move
Ench tcrrain fcaturc has'a cost 1o’ a unn 16 pass through it.

_ it has. spent all of its factors. it-can move no further that
':;Movcment costs then should be assigned based on how difficult it is for a
rough that type of terrain. We suggest that you scroll through
rovided with the system and see how the costs have been assigned
" ‘thc drsk Notrcc that roads cost only 1 factor ( casy terrain )

‘“

prcss
ANQE To'change thc cost prcss thc button ‘while CHANGE is
hen. scroll through the alloablc costs. Highlight the one you
i This process: comnnucs until all.of. the-terrain .
=that; porm you are rcturncd to the modahcrs

’io 5, O ihrough 7 i chosen is_ the number
- at cntets that tcrram 8 and 9 have spccral

. from a unrts factor.
“Aircraft can pass. through © ;.
.ground umts can emcr~ rhough A

)

or: 'person. can: walk

_,,NT COST 9 ._‘T hr;‘ cost s uscd jo kccp«ground
¢ ghe water. On!y umts dcsugnated ‘as BOATS
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“What effect does this terrain haveton'the . /0 -

, sly a unit in-a-fort will qain strength fromifs .+~ < - 7
tior.. A unit in.the open-on a-bridge is in a very dangerous position, sUnits An .+ i
gded-areas have cover,” . s inli B e RN Sl
ALLOWABLE COMBAT MODIFIERS - . e e ey
"The range allowed is again 0-9 with the number being ADDED to the
strength factor. Again modifers 8 and 9 have special meaning. .- .

- ¢

. e
-~

unit's’

- s e g
!?} COMBAT -MODIFIER  8: Any terrain | 4 -assigned a modifier- of -8:actually
will DEDUCT 1 from the unit's . @@} strength NOT add 8 to ) RS R
OMBAT MODIFIER9: A unit ‘engaged in combat in’terrain:tha
ha']s a 9 modifier will have 2 e —ap Jew deducted from it's ‘strength._factor.

) L

T-ICONS: The top row. of icons are: the UNIT ICONS. These are the: 1
modules use for urits. You. can give them any appearance you like, “but-
22 icons are the umits. Icons 1-10 are one army and.icons’ 13=2;
ther.:lcons 11 and 12. are extra. You may use these two spaces; tc
-around on the screen. In-the game. you always control the. forces:
cons:-1-10. The computer contro's those made up of ic

“ICON RESTRIGTIONS -
UNIT:

AINICONS:.The bottom two rows. ot icons are the TERRAIN-JCON!
esign ‘@ map or play the game. the. computer uses these 44" ‘

ap.;Several.of them have special uses. The. 2 BRIDGE icons m r

Iways-used.by the game program as-barrier crossings. €.’ bridge: do

. Tow. 3. you will see.2 BLOWN BRIDGES. These 2 icon locations ‘are’
mputer ‘;for, that purpose. If those -2 icons looked like trees;:

.

dge:inthe game,’ you would sec trees instead of a- ow

TIVE ICONS: In the_center’ of row ‘3 you will see- ons
o ad views of citiesand forts..T he 2 on the left { with RED%squares’
he“center). designate_ownership. by - the computer controlled if es. .The i230r
*right {with GREEN ‘squares) are Used to indcate that you control thos
Again, you can change the appearance of these icons o

just remember: they are the terrain features you v

e ‘enemy.inthe game. - .. 2

Ll B




-shéllé ‘and ombs. lcon,65 ‘(second’ from thc ﬂght A
4 the‘one that says "HELF) is used in the ‘game module.to
“You-should ‘edit ‘this icon to look an explosion. It says help -
: r}jpd it-easily in the MAP: DESIGN module, where it has a

.ass;gmng movcmcnt and/or combat modlflcrs. you rcturn
miodifier- menu. Select EXIT to return to the main ICON DESIGN
i ;‘*Wu elect EXIT, you are. given a chance to save the modifiers to
3 _the main menu. If-you made changes to the modifiers and
). then choosc YES. The new moditicrs will replace the oid
TWISE, choosc NO and the modmcrs on the disk will be

IS@' 'm .rcturn you to the WGDII maln menu. No changcs will

1anged the icons: or modifiers'and want.the changes saved to
6 BEFORE you select MAIN MENU..Don't be afratd to

{4 snng"a backup copy. You cant hurt anythmg

,fwnl load the map dcsugn modulc and the currcm map on Z:
“rom herc you can modnfy thc exlstmg map or create a = -
: “screen i this, modulc that
*’the cursor. under the icon

prcssmg ‘hc button
, & ‘map- by‘ phtnﬁg- the (curst:r
) A - ,*‘_

' hspg the 4oysuck ‘the Z key on the;.keybbard is acﬂvc < This
“switch between-using the keyboard and the ‘joystick.. Itis actwc
hexmodulcs.l {:If -you have trouble ‘drawing with. the: joystick -
' ,._rzss y 45 und use the.kcybomd 1} 1t is cspecially Im— 5,

t'%thts _module:

g 3
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T :ﬁ;’g a quick way‘,to.stan a new map desm
‘L‘"u'\n",““‘ W A e S 5
el%l‘ai’, J 3 =3 2 : V. " K by "" Ny
. SAVE runcuon vou must he in kevooara mode. r'rcss‘ ) /ON.th
nd the map.you see on the screen wm ke swcd to thc d lq
sth cxnstmg map data and graphlcs fdes

2 WGD | man meni. Retu:
_ _fmenu oocs NOT save any changes you may have made to-th a
SAVE optaon before you press. R it you want.changes‘sa

ayc at least 1 anu it“must: be’ ::ccupzcd"'
the start of the’ game. T hc ‘reason ‘or»thls

n ob;ccuvc IS rhcld“"b
gge




{-the spot-onthe
‘torthe. r"nain‘mcq

.want to save 1he new data«to dlsk to be
ght thls optlon and prcss thc button i

the forces’ you control n the game. Thc total ;
shovm 1o the right. You wm first be given a chance to

thc forces. If you do, just highlight the word YES and type
\mamc,and prcss ENTE‘? Thc scrccn will changc to a displayl‘h'kc this:

_«mformatnon stored: 1 about. the: first. uru!; of' thels:
fchange any. of these- varables by hightightng. the'{" -
ingeiand pressing: the button. -T| he’cursor{wul jump’. 16 tthc
lowest boss;::e value allowed. Use. the stick to’ cvcle i
.and p




to land movement.’
er- type units are like Gl-but have the abiity to repair bri
obile infantry fight like infantry. but are transported by-air;'A
ater spaces can be passed over, Gl units would be unable to cro R
ored units designate tanks and similar heavy guns wit‘h'lpng‘-'rangc,f-fire;'
ese. GUN units represent artillery forces. They can fire: each game' turns
cven’if they are not in contact with the enemy. They can attack’|
“uenemy units and terrain features such as bridges and roads, = -

2

A.li'i,craﬁ-»units represent fighter and bomber plancs. These units’ éah:"‘b__'c;--" ;
oved from their base to a target area, attack. and then the “‘computer
eturns them to. the base at the end of each game turn. Your base is,

map. The computer's base is at the-top. '«
nits.can travel only in ALL' WATER spaces. ( In the ICON DES!

Ie. the icon-to. the right of ‘the bridge .is rescrved for
on ONLY ‘to represent ALL WATER areas for boats.

signated as a boat on any-other-icon wil

gve the unit its own_tiniqu

kick ‘on t.ri‘i"s.iopfpar'w;' you can
me and.-press ENTER. =~ S

Rt

L

5 oty i : : <P *, 3 “;, ,‘
Mis function to tell- the computer which icon to use o represen

orking on your forces. icons - 1= 10are usable. icons ‘13
the computer’s forces, The icons are dispiayed at:

numeric SEE-MAP feature to d
P EF o8 duhe. agn, ~_.’</J‘.‘-“ »-'_'0"'

rength you. fc - vVares iror

' this: factor. Infantry s not'be more paw

ved give you-a lot'of room to vary the differen
. more. than:5 strength. points in“any one attack:
its that can be ebminated by one aftack, make:

.Given-from O to- -points_per- turn. :If
moyement cost of 1 fac Uil 6; mdveys

Py

spaces.pe




WARGAME DESIGNER i
ye 5% R R 2 P

A

16, -'.1_".‘."‘:' : L % 5N TR
e game on any. turn’ from ‘turn 1 ‘to ‘turn 8:Usc this - -

serves enter. the: battlefield at dlffcrent times. ' -

-\n_~
¢
g
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much greater range than a rifleman. So can tanks, but not :
“This featurc allows you.to set the scale of the conflict, If .
Lunits. 1 enticompany size than the range should vary per unit type. If units
: ‘_,g'ﬂ_ gntire-armies -than perhaps they should all have a range of 1: which
ans-a unit can only attack an enemy unit right next to it. The allowed range
s from space to 6 spaces. Shk ' - '

LOCATION will switch you to the map screen. The unit selected will
‘times :SO-you can see its present location. It is then removed from
_square cursor-appears in the center of the map. Move the
cation you wish the unit 1o appear in when it enters the game.
n:10 place’ the unit. Don't forget. At least 1 computer controlled
Dy. an objective’at the start if the game. .- s

ESMONTFACTOR " i o s o Ias :
1on factors (AF)only apply to units controlled by the computer. This is
y:tell. each of these units to act.Here are:the 8 factors: - = . )

- 5.3 i ANy

assigned-an AF ‘of O will never move. Use this AF for units that wil
robjective and defend it to the death. AR g
llimove randomly to the East and West only. This is ‘good -

u'want fo stay in the same general area they start'in. It 1s.
ja defensive AR, . i 7 A e vy PR e e
.in. an Easterly .direction.; A: good-Assult. AF. These units. -
“map. attacking:your units ‘as. they encounter them. -
f/AF2. These units move from right to'left on the screen, .
wo missions. They. will seek: enemy -units to attack waithin-
an all drections. If, no. enemy is: found- they seck .objectives.”
xcellent reserve units to enter.the game at later ‘stages'as ..
Quid ‘retake objectives you captured earlier. - car A I T
1ssigned 'AF5 :will- move  steadily Northward. Again, good for a steady *.
withdrawal in_that: direction, ss 5572 b Saon = N TR
sexcept 0. the South. - © . 1o g i T 0L L TR E
ost:aggressive AF. These umts have only-one mission, Find
- fight 1o the. death, - They -scarch.a b space arca-around
no-enemy. unit is‘pr.csent..thgy;’mgv_ejrl;andomty,xgt:i oneis

i

ot s »
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; “option to scroﬂ back to the prcwous unlt Changmg from ne uni

0es no ,alter any of the data. Selecting this option wh:lc .ha"un

D'.; EDITS whcn you are finished editting.- You will rcturn to thc\
: ﬁIBUTES menu. If you made changes to the forces. don-_
cklng on. SAVE ORDER OF BATTLE iy e &

the map’ and your units who ' havc ‘entered he
the p.ttomo he. ! scrccn is the: dalog box. This is.
fyour ‘game..The

-‘phase. ‘The last ling describes rthé ‘
2% fground it ). ;A




ed: As: youvmo e the unit. mth“ihg,sﬂck,hthc numbcr of factors
ding ‘to the terrain cost: assigned to each terrain type.' When
d all.of its movement factors, the. next unit will be: hsghhghtcd. If
.rto,sfo moving before that umc'.prcss the button '

' NEX U IT. to. hlghlsght the unn ablc to movc on th;s gamc turn, -
' n"docs not prcvem you from rcturnma to thc previous urit

phasc wil cnd when you have moved all of your units. If you

nd 1t *bciore that tlmc. ;ust chck on END PHASE and the COMBA"
HASE v\'ill‘bcgn' % & L

tﬁtS‘ t.o ce xhc currcnt scorc game turn and total strcngth of

he scoreis. dctcrmmcd in thls manncr Each objectlvc held is.
s:and. cach strenght factor your'e lose:

P

v_ssagagnswathc enemy.: WGDll i
‘in real war, the'more *




‘turn:If you wish to' attack an cnemy unit
“option.: The words SELECT TARGET will appear. U
'f ‘the target.and press enter. If the target is not. alow_ed y
, eturned.to the: COMBAT. option.. Some units; such,
‘when'no enemy seems to be in‘range. The. purpose~
allo (to: attcmpt to find the enemy by ﬂre. tf no target ns
,.m ton to go to thc next umt I

et

on NEXT UNIT to hlghllght the next unit able 1o attack on thxs g
‘canf retum to th:s unit latcr if you desire, . .

; S
¢,

nits you wush to attack wnh havc bcen assxgncd rargets" '
nacks ‘will be resolved: on screen and the: results: of.

‘When All combat is resolved. the’computer- will "con

combat phascs just as you d:d." Aftcr thar‘*th  next

s ot in. comac! with your unns are hlddcm f; m v

LA 3

atcs.,rcahty as you'do’ not know. where they are. you
'I‘V St Myo would like" to play the gam: and see. whcrc !
atch them move and.see their: strength
‘the: beglmng,ofrthe next turn;
‘when playtesting anew. sct

:'.».\ 2y l~' ' ‘f 2 'y z
sends the’enemy units-ba
sed’ ttge_':prcvb\us option.




ject'o 'NVASION‘NORTH isto take=your. forces. located at the bottom

‘scre_o -and.capture the 9. enemy held objectives across the river. You

several ‘types ‘of units available to help: you, Infantry, Armor, Artillery, Anti-

units, | ers, Airmobile and Fighter—Bombers. : The enemy, controlled by 5
e s'a sm:lar force to dcfcnd with,

nd"'thc _enemy. wrll receive addltlonal uints as fhe game progreses. (You
de;y en umts cntcr thc game whcn you desngn a scenario yourseif)

4 e,

cgmmng wnh turn 5, chlaccmcnt troops are available to units who are
gaged:in combat. On each odd numbered turn, beginning with turn 5,
d},mn the' Combat Phase, any unit not assigned an enemy target will receive 1
gt hich rcprcscnts additional froops asslgncd to the unit. Thls

.nf' hcy arc*altackcd by cnerny ‘units -and the Combat Results N)
says hcyrd 2= it they are engaged In an aﬂack in conccr! wath other

: d the CRT: mdxcatcs casuaities for. them.. -

an enemy unit” ALONE (shcllxng thc encmy froma’ dlstancc) fhcy

ties ffectxvc use, of artnllcry can makc a bxg dlffcrcncc

o - my held ob;ccuves You win.. L
< Destroy all of: the ‘enemy units; You win.. b s
f:all.of your units are destroyed, the encmy wins. o
You may end the.game by c.'.'cka':g o ENO GAME I the +
,snuatlon appears hopelcss. you can ]ust qun & play aga:n. 5

i

ogam.-ns based on ycar:, of study and ptay of both board :
" games. _Thc resulls; of you' stratcglc decisoins wil bc reallsﬂc.




ey o

usng a backup and not, the
cionc alrcady on the game dssk

: ndc,' place the disk in the drive and type ( RUN "M" )"
appcarl Each option is explained below. - X

4 & ki
chose a'set from the main menu. the set is loadcd and display
mcnu dlsplay boxcs palcttc colors uscd and aﬂ 66 lCOﬂS tngh

allow you' (o scroﬂ mrough mc lcons and sec rhcu e

_ ssENTER.__t )

.you to»transfcr thc rcons (graphlcs on!y) Jq ﬂﬁ

e ico osen will relpace. the ones alrcady “on. the;:
ect: the drive you want to. transfer to, Be' sure thé’
IC ns:wdl be transfcrcd and you w:!l return t0"-th

sa\cc youa graet deal of dcsm tme lf you'are
sets are avadablg separatc




fire button
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e the joyst
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