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I.INTRODUCTION
this proRrâm is âbout the construclion and us€ of lhe proposed Amencân

StrÂteqic Delence lniliative (SDl) - the 'Star war! qyst€m. SDI is intended lo
Drevenr missile-borne nucleù warh€âds reachins the Americân rnâinlând.' The Dlaver is in chÂrle ot lhe develoDm€nt ind evenlualus€ otthe SDlsvsrem
Tte rask'i( r; build ùDanlfJeclive SDlsistem that will defeal Sovi€t nucl€ârànack.
Tïe Drocram uses iôns fol eas€ of Dlav and hâs Ââlne loâd and save oplrons nre
playér cin vary a numberoffacrors 6€fôre the slai oflhe gârne.

2. LOADING
AMSTRAD/SCIINEIDER CASSETTET
CASSETTE BASED COMPUTER (i€ CPC-461) - Press 'CTRL' and the smau
'ENTER' keys siûultâneously. DISC BASED COMPUTER WITH
ADDITIONAL PLAYER (ie CPC-612A) - Type TAPE ând press RETURN' then
Dress CTRL' ând the small 'ENTER' keys sinultaneously.



AMSTRAD/SCHNEIDER DISC:.
CASSETTE BASED COMPUTER WTIH ADDITIONAL DISCDRTVE(ic CpC-
a64) - Î}pe: DISC and prcss RETURN' rhên r}"€ RUN' DISC a;d Dreas.RETURN.. DISC AASED COMPUTER (ie CPC{IXI - TvD€ RUN .DISC ,n.I
press 'RETURN. All programs will RUN automarrcâ y 'àfter LOADINC ,s

3. GAME SELECTTON

. Afi€r loading. rhc Camc Sclcclion rre€n appears. This cnlbtês rhe otâycr ro
airer vanous taclors In thc srmulation b€fore starrinS ptay. you can atso LOAD â
previously SÂVED gam€, play rhc mâin glmc or go-air.ccity ro rbc OrUir sccrion oi
Ine 8amc. Notc iùat the srmutation is s€t on loading for ihe ..tæEnncr.s" lcvcl, Il is
rcc-ommcrd€d rhât you firsr rry runnin8 a tew sidujârrcns *irf,our alierinS thes€s€r ngs ro gel pracuc.,
| ) S.r Arrrtcir l-c.d.r TrDc
. Thc box in rhis arca wiih rh€ lick io isrhe currcnrtys€lcdcd ryp. of prcsidcnr. lf

rhe joystict is moved.sidcways, rhc y€llow command clnor wilfinovc from bor to
Dox. Prcssrng the hrc buttôn when thecursor is by rhed.sired borwiltcâuse a tick ro
âPP€âr. rnar |,restdcnr t)?c ls oowsctectcd.
2) S.t SovLt L..d.! Typ.

Moving th. jo)srick do*n will pur rhc command cursor inrothis arcâ. Th. rrDe
rs s€r Âs atrovc. bui norc Urat you cânnor havc borh a 

..Dor€.. presid.nr anda..Dolâ .

souêr lceder (hop€tully rhis is nor rrue ofrhê rÊatwortd).
3) S.t GrE lrvd
_ This_has vano$ Êffects on rb. game and at firsr you shoutd teâvc it scl on rhe-È45Y rev€ r. when you hâvc masrcred thc mechanics of rhe g!fie you can proSrcss

4) Acdo6
_ Thc various porsibl€ âcrions ar. chos.n in rh. sâme $ay a! above, by Dosirioninr

tn€,commâld cursor andtrciring rh€ firc burton. Adionste ar fo o*jrLAr: Inrsw l slan tna eâmê.
LOAD: ls uscd to load a picviously SAVED qame. S€e rhe LOAD/SAVE

insrructioru (S€.rion 14).
ORBIT: Sêlccting rhis will iake iou diredty io rhc orbit s€.rron ofihc came.

You can rhcn pracric€ fightinsin orbir. S.e thc Orbir S€crion {lêction 15).

4. BORI'ER IIISPLAY
NOTE. Th€ word SELECT hâs a sp.cial meânim in this maoual. It meÂns

position th€ currcnt comrnand cursor b.lo* rhc icon-in aucsrion snd Drcss rhc
joysrick fire bunon. Also noi. thai lhe numb€rsin squarc braikcrs. forexâniDtc lCl l.
r€fer to the nuûb€rs print.d on lhc screen diagramiin rhis manual.

HIGH FRONTlER isÂnulii-rcre€nEame. All screêns (exceDr rhc orbir scrcÊn)
hârc.conmon BORDER DISPLAY oficons and informârionbancls. Âr thË sidas
and boltom of ahe scrccn. Thc contenG of th€ c.nirâl sar€en winàow deoends on
which scr€en is s€lecred.



Tbc lowcr comm d arca is comDoscd of borca contahinr icons - thesc irc rhc
COMMAND icons lCl-C61. Eclow thesc is a ycllow or$o; - thc COMMAND
CURSOR. Thc comrirand cûrsor cân b€ moved laftor risht with th.joysticl.
TCIITELEPHONE -Thc Drcsidcnfs drrcct linc lo vou.
lc2l WORLD - Show! ihc world and rhc BCOM Dâd Ând âllows tine to

oÀss
IC3ISHIEID : SDI Conmând sctcet.
lc4l CALCULATOR - R€s.srch & Dcvêlopmcnr (R & D) scr.en.
Ic5l CAMERA - EsDionâcc & R.connaisan€ sccn.
lc6l SKULL .Thicar sirccn.' 

ir a command icon has a ycllow bÂr Âcio.s the top, it mcan3 ùar thc dcpanmcnl
wmts your attcnnon.

Thc bor .t thc bottom richt lCtl is thc Calcndar dilolav. This shows thc current
month andvc.rofùcaim' iioÀ. Tî. bottom rcd linc ôf this disDlav i! u..d onlv in
rh. cv.ni ol r Soyict mEsilc attacl: when thi! hâgDcns. thc rcd lin 'will disDlayihc
Brttlc Comoutcr's Drcdict.d timc lo impad in miilutêt and sêconds (that is,lh€ timc
r.maininr bcforc tlic fiÊt nucleï wlthàads hil Amcrica).

Thc drht sid. ar.. is rh! ORBIT DISPLAY lBl-861. whcn.ny syncn satcllilcs
rrc Dlac.din oùit. thê rclcvant O.bii DisDlâv Box will tùm crÊcir. Thc nutnbcr of
sy3dm lsr€llitcs cu;.ndy in orbir will abobc iho*n. It thc diaplây box tums y.llow
rr rr.Â$ rhât th€ swLn sâtclliles ârc 3rÉcd or fiinr.

ThÊ lcfr sidc aiÊa b th. ATrACX DISPLAYT iiwill bccomc a6ivc in the cvcnl
of r Sovid nuclcôr âttack. Thc bor colou's will chanc. and the numbers of warhcadr.
mk ilcs. rnd so on, will bc displâyÊd. Eâch bor has-a ditrcrcnl purpos.:

tAll -Thc numbcr of Sovicl ICBM!headincfot Americâ.
lA2l - Thc numbcr of tCBMr thât you' sF;ms havc dairroy.d !o fa'.
lA3l - Ttrc rumbcr of Sovict nuclcâI warhcads aDoroachinq:
lA4l -Thc numb€r of warh.rds rhar your sylr.ri!_have d..-troycd.
lA5l -Ttc numbcr ol nuclcâr inpacr: (eplosions) on th. Am;ic{ msinland.
[A6l - Thc nulnbcr of imp*rs on urbai arcrs.

Notc rhÂr this displÂy has a slightly dificrcnr purpo6€ whcn thc INOUEST scr.cn
is displâyêd.

5. PRESIDENT'S MESSAGES
To displây this sclêcn sclccl lhc PHONE icon.

Thc Presidcnl will esl qu.stions or supply c.dca ând o.dcrs via this rc-re.n Thc
"NnDb.r of Wârh.âd!' oucation i! answ.r€d as follo*s:
position thc ycllow indicrior on thc p€tc€ottgc s.alê by moving lhc joysticl l.ft or
iiiht. Prcslinc lh. frrc button will scnd ùb vàlu€ ar vout ânswct- A! r,orld imsioD in€I.t!ê3. rbc Pt6idcnt e.ill itluc vor wiù rhc AR.M/DISARM
codcs (Du!h thc iovitict foHâtd lo oDco thc codc box), and mlv cveoturlly ordêr
you ro àrm thcsisrêm. YoudolhisaftérsclcctinSth. SDI CoMMAND scrcen lfrhe
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systems are armed ahey will automatically attâck any Soviet ICBM missiles

NOTE: The Prcsident will only isçue theARM,DISARM codes once in âny
Eame.It follo$s thât it does not Dâttoimore the PresidentlOnce the President h;s
issued the Arrn/Disarm codes ÀiID yo-u hav€ r€ceiv€d them, th€y will be
perman€ntly displayed b€low the President's messâge pad.

6. WORLD SCREEN
To enter this screen, s€lecl the WORLD icon. The screen displals a view of lhe

Earih taken from â satellire above ùe Nonh Pole (se Fis. Sl). 
_Ihe qrev recranele

marked BCOM is th€ Battle Computer's m€ssâqe iad. -
The eame stans with the WORLD s.r€en 

'n 
view (bul time frozen L The dare R

March. Year I ofthe Droiect as showû bv lh€ Calendù DilDlâv. bouom rilbr Ifrhc
World s.reen isent€ied, tiûe willDâss:rh€ satellites (moi,inâwhire dors'lwill move
in theirorbirsand tbe calendar will ;hanse. ltrhe sâiellires sto; movin!. rhe !âme hà\
pau5ed and is waiting for som€ action t you. Nornally this is becau; som'e
deDanm€nt is irvine to ser in rouch- rhê deDânmênr willsisnalthir hv rhe aDoea!dnce
of à vellow bâr ôve; irs co'hmând icôn. A Êer dealins wiiÈ the inter;uoridr i or nor .

vouichoic€), vou resrân th€ câlcndâr by s€lectins t6e WORID icon âcâin.
lf you wish to break out of rhe WORLD screan when rhec:lendaris runnrng.

move lhe joysùck left or risht.

7. SDI COMMAI{D
To enrer this screen select th€ SHIELD icor,.
The SDI Command Gee Fig. 52) is os€d to conlrol any syslems lhat you have

buiit using the R & D scrê€n. No:te: uitil a systerb bas been built, the SDI Ôommand
has no DurDos€. and vou cannor sive arv commands,
. Thé toi displây Ér lD9l shoùs a piciure of the currenrly selecied sysrem Betow

the Diclure is shovn the numb€r ofsvstem satellites thal arê cunendv oir the
Th€ left and fighi boxeslD6, D8l oftbe second row are thc prédicted

left bôxshowslhe missile kills p€isateltire. tfie nghl
are oot atways reliÂble !).

The symboh are th€
additions:same as the R & D

CIRCLE
slatu! symbols, with th€

- Som€ or allofthe $
LIGHTNING

- Som€ or allofthe system
- SFI€n armed or firins.armed or firing.

The thid row of boxes repreients the SDI Comiiând Lit|e and edables plavers
lo issue command to lhe systems:

tDrl BLUE rnwN ÂnRow
Is used !o exitthe SDI Commandscaeen.

ID2l ROCKET
When you have succ€$fully develop€d Ân SDI sysr€m, you \r,illsran ro build

salellites for that syst€m. Obviouslv. these *illnol be in oûit unlilvou have launched
then. To olace saiellites in orbir vôu must first s€lêct rhe cored SYSTEM
DISPLAY on rhisscre€n (s€e lDSl), th€n select this icon toser a LAUNCH
COMMAND. The sysren sarellitei wrllnowbe launch€d intoorbit. ovêr a penod ol
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lim€. câusingrhe numberot iysrem sarelhtes in orbrr ro be shown In rhe Orbir
Display. When â systêm has b€en ordcred lo launch, lhe tnunch icon *ilt be 

"hirc.To cancel a laùnch command. TmDlv sclecl rhe Launch rcon a!âin.

ID3I LIGHTMNG FLASH
Ifasystcm hâs be€n buih ANDisinoftil. it can t'earmedordisarm€d. orovid€d

theplayerhasthe correct codes Seledinr rhe lilhr ninc flash icon vill causê t he Cod€
Entèr Devicc toapDear lDl0l. Movinqth; rovsiict fofuarùor backwardswi âker
th€ code let t.rs aid num-bers. Whcn 

'-ou 
haivé ser the correcr code, move ro rhe X ât

lhe right otthc Code Enrcr Device: pr.ssinsrhe fire bùuon willenrcr rh€ code vou
have s€lecied aîd r.rum you to r hc Côrnman? Linc . If r hc sysrcm A RM imn Ir wÉire .

the syslem is armed. To disarm th. systen, simply repcat ih€ abov. bul eôlcr th€

IIXI JOYSTICK
Allows lhÊ play.r ro take mânuâl cont rol of a s]rrem sâtellirc in orbrr (\ee rh€

ORBIT scriûn of the maoual).

IDsIALUE ÀRROW
Us€d to scan all lhc sy3tems. Put thc command cursor under this icon ând Drcss

thê fire burton. Th€ screcn willchansË and disDlâv rhe ncxt svsrem T}|e currê;r
system rs shown in rhc rop bo\ lD9l.-Norc âho thât rhc rysrefi\ picrur€ In rhe Orbir
Display willbe hishlishtad in *h're.

t. RESEARCII & DEVELOPMtrNT
To displây rhc R & D s.Îccn s€lêc't rhe CALCULATOR icon.

The objccl ofthcAsme ir to build a dcfence ofSDl sy{êfiswhich willdellrov a
Sovict missil. ânâcl. thc R & D s.aeen {sec Fir. Sl) is ùs€d to bùild ând mainrain
the!. syst€ms.

The R & D depânmcnt willwanr yourâtrcnrion whcn ii receiv.s mor. monev
trom.rhe Fed€rÂlbùdget. Youcân th€ll dccide which SDt syslcms you wilh rorry arid
oev€rop, âno asstgr moncyâÎd pcôonnet to the Drorccts lou arc Dursuin!.

Each slsrcm has a oroiccr comoanmenr lRl-R61. at the bo om of wh:ch i\ â
pictur. ofrhe sylr€rn. Abov. rhis p'crure is rhê Syslêni Proiecr Srârus Area. vhich is
blânk ifnoworl hrsbcencaniedoulon lhe Droiccl. {Thuaar lhc stan ofthc same.
allthcs.willbc blânk). Thc resr ofrhe sysre; dmpânm.nr is us€d rohotd rhi monev
and n'rmberofstafiassigncdrolh€ project. You will noric€ whire horizontat lines in'
the slotsr thcs. show rhe lcv€l of fundiD8 and sraffing rcquirÊd ro compterc lh€ nerr
pnâse or rne protect.

At rhc top ot r hc screcn isa cursorin rheshâp€ ofrhc Whrr. Hous.. whichcân bc
movcd l€fi and righl wilh the pystick. Whcn rhc cursor is moved ov.rthe I svmbot
lR9l. prersiîS tha ftc button will câuse a S sipn ro aDp€ar in rhe Urhitc Houd
doorwây. (You will have romovc th€curlorro notië this). Move rhê Whik Ho@
ovcr rhc dollar stor of âry projecr I prÈssinq rhc fire burron noe witl assiq rnonev to
th€ projecr. If rhe cursoiia ovèr rha reoDla rlmbot lR8l. vou cân assiln_staff in;
similar way. The typ€ of eâch slor (nionéy oipÊoplê) isiliown by rh. -do 

ar or man
stmbolsalongthe topotrh. screen (you canl droprhe wrong symbol intolhe *rong
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When a projed phasc iscùdete, th€ moncy *illb€ sp.nl and rhc mw ph.5.
costsshown wth thê white lincs ltthc sFrem !prciectstatu5 has chàngcd. lhis wrll
b€ shown in lhe slalus arcâ. lfyou hâle develop€d a system, the numb€ryou are
buildinewillbc shown b€low thc systêm picture. Th€ projed status(ymboh âre âs

x - Some work bas been cârried our bui ro solulion asyel.
TICK - The problems arc ôeârly solvcd
ROCKET - Thc b.obl.ms arE solved. The numt cr you ate building (thù ycar)

is shown b€low lhe syst€m picture.

lf lhe Rockct synbol i5 shown without â build number, thc proiccl is complclc.
Thc whire hncswillnou indicatc lhc costs ofmainlaining lh. systcm. Peoplc shown
in whirc ar! govemmerrcmployees. p€ôple iocolour tre nol, and you havc no direcl
mnt.ôl ôv.r thei. md.mcrrs.

10 exit the scrccn, plac€ th. Wh;tc Hous. over lhc bluc down srrow IR7l.
NOTE: For dctails ofthe vanous syslems, s€c Scction 24, SDI SYSTEMS ( lN TIIE
CAME).

9. F.SPTONAGE & RECONNAISSANCE
To disolav tùis s.reen s.lcct rhe CAMEITA icon.
Thcplàyirshouldusethisscreen(Fi8 54)to(ryto6ndoutwhrttheSovrctsarc

dornatodelÊlt dÉir!'srerns. You cân Âchi.vc rhisby sssigning 'cspionage_ poinls
to various intclligÊncc cffons. Whcn any information hasb€.n Sarhercd or funhcr
Dornts bc.omc âiailable. thc deDânmenr sisnâls vou as c@r.' The esDionace Do|nta âvailablc ârc shoùn in ihe roD bor lEsl. The Dornls ar.
aslirn€d bi movini the cursôr ovcr rhe dcsircd cam€ri and picsinq rhé fite burton
The câm€ra bores [E2.E4 | r€pr€scnt the ar€aswhcrc you mai place tour int.lligenc.e
éffon ThÉ areer ar. âs follo*i
IE2I LEFT CAMERA

Atrcmpts ro dilcov€r t hc nurhbcroflCBMs (missilcs)cur.nrly targened agâinll
tou. Thê rcsulrs of rhis effon Ârc shown in disDlavs linked io the camcra bv white
lin€s. Thc nuftber of lârd-ba$d ICBMS is sho'h in lE6l. The numb€r of submarirc-
ba5cd ICBMS is shown in lE7l.
IE3I MIDDLE CAMERÀ

Trics lo lcâm tbê numbcr of warheâds târge(ed âglinst you.
This is showû in tE8l.

tF,'I RIGIIT CÂ;'E;A
MonitorsanvSovict counter-ûcasurcs acains! voursvstcm3, Thes. Ârc shown in

rhe disDlavs lE9:El4l. For.xamDtc. if rhc S;victs had dcvetoE€d rhe abitity to
destroi re'n làscrsystêm s:ielliie:. th€ numb€r l0would appcàr in lhc lE9l'display.
ETI BLUE DOWN A.RROTIV

Exits thc scrc€n.
\TARNING: Remember the Sovi€ts sill b€ usine counrer-esoionÂcê aeainst vou .

ThN meâns rhar rhe figures you \ae are not necerlarity rrue. For eximpie. yoir may
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be shown thar rhe Sovietsare develoDrns counteFm€aurer âÈâinsl vour svst€ms,
qhen in realrry rhey have nor. Obvioirnirhe more'points y;u âssign to àn effon.
lhe more likely itis that you have a tru€ figure.

IO. ÎIIREAT SCREEN
To dispby thb lcrter !€lêcr abe SKULL kao.
Thecunentworld oosition.anvchanses in theSoviet Militarv forces, and lhe lhreat
lê ! et âré .hôM o; rhk wee. i see Fip. 55 r. The TH R-EAT iE!'EL INDICATOR
lTl I has â vêllow ooinr€r: the closer tf,is riov€s ro the mushroom cloud, the more
I'keiv the;osnbilitv of*ar: the nearer to the hean \ymbol. tbe more p€acêtuI.

fhe 
'inbols 

aid nunbers at the low€r neht arcihe slarus ofthe iarious Soùet
units. as folows:
tT2l - ICBM silo status.
lT3l - Srâtùsof ICBM-carryinslubmariner('Boomers r.
It:+l eir rorce starus. -
[T5l - Cruise Missile status.

Thellaesvmbols areconcentrations olSoviet Army units.Ifany new Soviet units
aredeploye?, rhey *illflash forâ time *hen theThreâiscreen ii firsr vie*ed. There
mav also be a hes5ase on the messâse Dâd .-Tttis 

s.reen onlv-Drov'del infonnlâtion: no icon! are availabl€ and no s€teclrcn
is reouned.

11. ATTACK DISPLAY
A Soviet ICBM attâck will be displayed on the WORLD screen and wiu also

afi€ct the BORDER DISPLAY.
During noûnâl play e \iiing, r he World scre€n will fre€zê timê ând rbe game câlqndar

willsroo. When a Sovier arlack occurs. this is no lonser the cas€. and the sâme will
run in i 'minures/seconds mode resardlesol wh'cÈ rcreen rhe player se-lects

{ercepl rhar rhe arack do€s _freeze-ifyou enter rhe ORBlTscrèei).
Àllseensetcent the R & D screen cân be s€l€cted as normal. This willenabl€

vou to arm the svste;ns if vou have flot already done so.' The Soviet ICBMS or'warheâdswill appeàrasdots on lbe World scre€n. Any
smallflalhesseen ar€ yoû systems tuing: âllyour sysiemscoloured yellow in the
Orbii Disolav will fire autoEaticallv. The number of Sovi€t warheads€rc. willb€
shown in theÂtrack Display. The loler red calendsr line willshowthe tim€ to impacr
(s€e section 4. BORDÉR bISPLAY).

lf th€ ânâck looks lik€ p€n€lrarinp your systems, the President s PHONE icon
lCl I"illchanse toa MlSSILEicon. TËi's shonÀthal tbe Presidenl rsaskinr vou i(you
àanÎold off tËe aiiack (orcvenr anv *aJheâd! fâllinc on America). It vo-u Ïeel tlial
some earheads wilte€r throush s€led rhe Missilê icon (formerlyrhe Phone icon). lf
vou lhink rhar rourivstems ùllstop lhe attack. DO NOT selèct the Missil€ icon. lf
lou indicare thâr sonie *arheâd\ *illget through, rhe Presidenr *ill lâunch the
Am€ncân ICBMS.

Thes€ ICBMS cânnot all launch within seconds of each other. If you giv€ the
Presidenr insufficienr wâming, soine or allofthe Amencân ICBMSmaybe câught ofl
the ground. In thiscase. som€ or âllof the ICBMS maybe destroyed.

13
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Ifan American launch islnade, âblue IMPACT BOX will âppea!on rhe world
screen. This willcount thc nuûb€r of nucleal impâcls on lhe Sôvict Union. Thc
decision ro "app.ovc' Â launch or noa hâs a laige cffcct on the plâycr's score.

12. INQUEST SCREEN
Atthc cnd ofânv nuclcar atrack orexchrnse. rh. samê willênd and lhc

lNOUESTscrccô wiù b.displrycd (rcc Fi8. 56), to !ier: your pcrfolmânce. and
ho* well America and thc SDI systems did The ATTACK DISPLAY will updâle
and show thc following details:

lAll - Tolâl numbcr of Sovi€t ICBM5 lâuîchcd.
lA2l - Number ofSoviet ICBMS destroyed by your syst€ms.
lA.3l - Number ot sovicr sarhcads on thc ICBMS âr laùnch.
lAal Number of Sôvict s,arhcâds dcstroycd by your systems
IA5l - Total nunb€r of nuclcar imDads on Amêne!.
laol . totat of ttrcc impacrs thsr Lll on ùôan ar€ar.

The SYSTEM SCORECRIDwiIIËhow ùceffectivenessof cachof yoursyst€ms

lPll - Numbcrof tCBMs tbc srstcm d6rroved.
lI21-Nunb€r ofwarheads thé svstcn d€sr;oveo.
lP3l- NunberofsFrcÛl$iellitcjinorbrt al thê sun of the ârtack (l.sany lo6s€s duc

to soviet counter-ûcasures).
lP4l ' Numbcr of syslen sarellites left in orbit.

NOTEr In rh€ contusioD ofbâtdc. diffÊrÉnr sysicmseill somctimcsclâirh thc
sam€ -kill_. K€eD rhis in mind when comDarincsist€m o€rformânces. Thc lotal
îumberofnucle;rimDact!on thc soviêtUniontahown in rhe lowcr imDâct bor lP6l.
The play.r'sscore b ilisplaycd lowcr ccnùc lP7l.

To Dlâv a new qame. Dress the fire bunon and ih€ qame reslarr screcn is
displàyéd. Pr€ss fir-€ a8âiri and you wil be rcturn€d to 

-ihe Game Sclcction screcn.

r3. QUIT CAME
Toouit th€ qamc you nust first makerurc thal ihe clmnând cursor k -adivc':

rhar is. vou must-bc abie tomovc thecornrnând cursoralonrthe conmand icons. This
haoD€ n: normallv wheo vou arc selecrinr difT€r€nt s.i.€n3:l f thc commând cursor is
âciiic. Dressinsthc EsC kev willbrcak out of thc camc. Thc s.recn will cl.ar and a
-OUIîOR SÀVE?" mcsrrfo€ will b€ display€d. Piess rhe
Q k€y ând you will "qùit" to lhc GAME SELECTION sc.êen.

14. GAME SAVE
ThegÂm€cân be savedat any timc. trc fore s Sovict atiâck takcs placc. The sâvcd

posrtron-cân b€ rcloadcd at Â lâûr dai. and thc gamc rcsumed.

SÀVE GAME
Ouii ihc samc (s€e Scction I3). Th€ screcn will clear and promPt yoo with

.OUITOR SAVE . Prcrs S for SAVE.



CEtt : Ins.n a rewoùnd bl|nk tapc into tbe q5s€tte plÂyer, and prcss
RECORD ând PLAY on the cassette player.

DiCc lnscn â blânk, formatt€d disk into the dilk driv€ label side up.

Now Dreas RETURN and rhe lane wills.vc. Aftersavinc. rhe DromDt_QUIT.
CONTII.IUE oR REPEA'I- will 5€ shown If Q is pr63cd tdu will'quir ô rhe Gâme
Selecrion sclcên. lf Cis prcss€d you willretum ro the gâmc you hav. jusl sâv€d.
Pressinr Rwill reDe.trhe sâvc Drocess. Thar is. ifvou now press RETURN thë Âamc
wil isv; alain. WARNINC: On rhe disl veÉio;, lnâk. sùrc you havc another d'sk
to put a !.aond or subs€qucnr copy of rhc Sanc pocition on. the Same will nol sâv€
two coDres onto tnc sâmc drsl(.

LOA;GÂME
Enter th€ Gamc S€lection screeo, cither by usinS the OUIT option if alr€ady
'in8 thc gam€, or by loadint thc gâmc ptogrâm ar nolmal. Removc thc programplain8 lhc game. or by loadint ùc gahc progÏâft a! notmal. Removc rn. progran

iaoê or disk Àod ios€n thciaD€ ordiskcontarnincthe Drcviorrslv sâv.d samc Dosition.
Sdbd rhe LOAD action. When thc scrccn pro6pt app€âÉ, p;ers RÊTURl.,l (and! the LOAD action. When thc scrccn proôpt apD€ârs, prers RETURN (and

.hc PLAY key if u5ing â crsscn€ plâyei). Thè sâièdgama should now load an(
lhen stan.

15. ORBIT SCREEN
Thcr€ ar€ t*o methods of.ntcriog thc ORBIT SCREEN.

METHOD A: Ifyou have some system 3âr€llires in orbil durinSâ galnc, entêr this
ssccn by s.lcctinS thc JOYSÏCK icon on thc SDI C-ommand scrccn.

METHOD a: Select ORBITwhcnon thc Gahc Scledion screen- This enabl€s thc
plâycr io pradice/play th. Orbit s.a€!n with thc game s€r up in a special way. âr

1. Tcn satcllilcs ofcâch system arc already buih and in orbit.
2. All syslens ârË arncd.
3. A Soviet auack is rakircDlacc.
4. Thc olâver starts on thc-SDI Commândlcreer,.

This is a soccial sct-uD ard a normai came CANNOT be Dlaycd hom thrs
Dosition. Whc'n rhe Dlôvci.ritsfrom the SbI CommÂnd rrcen.lhe camcwillrcstan
ôn th. clme sclcdiori scrc.n. Apan hom rhes. crcÊpiioos, all thàsubs€quent
information in rhis s.dion aDDlics.

Enierir|cthc Orbir scac.ir i s€€ Frs. S?l qrvcsyou manuai conlrolofone satellil€
of ùc ay$c; you hâvc cholen. In th;ca+1fmânncd tysrems (re rhc spâce Plane).
it is. vi€w ftotn th. coclDit. For allthe other svstems it isa vi€wofthc manualcontrol
consolc at thc sDl coMÀrAND CENTRE d Eanh. Thecenlral "viêw"isgivenby
a vidco camcla on board the satellite in orbit.

To b€ ablc ro go to ihc Gil Scr€en you must have at lcasi oîe ssl€llitc of lhe
svstcm ioorbil, In order to fue anvweâDons on thesâtellite, the svstem fiusl be
aimed. Ifthc Soviet! havc oot lâuidæd ao attâck, tbcre will be ndthing to fire atl

Thc cÊntÎalvie\r, sho*s lhe Eanh bcloe ând stars. târqcts ând so on nsint from
the horizon. Th€ video imâg€ issubj€cl toelectronic proessing betore beint
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d|splaycd. so lhe Eaflh and staR are fad.d and the târ.etr are brichtened. Tarset5
cid âlao bc d.lect€d bv thcir chansim Do6itions rêlâtiie ro the slâ-rs.

The toD riôt disDlâv box lNl2fis i-hi tvD€ ofsvrrem forshrch vou have manual
contrct..Iric Ércs bèlow rhis'rhor; th€ n u b€rofmissilcslNl0ia;dwarheadslNllI
vou havc destrovcd so far.' 

_Thenumbdbelowlhc ligbtning flash symbol {Nl3l is thc fire po$errenâining
ro thc marn w€aDon.

Bclow thisare the t*o disolâls for the Tarrct TvD.ComDulcr. Th|s uscs radar
Ànd dâtâ hom othcr satcllircs i o live waming o-f apirbaching targers. Largc targers
arc claie€d asmiseilcsand lhe numb€rofthes€ rarccrs is 3hosn in th€ MissilcTarcet
DisDlavlN9l. Smallcr tarccts are clÀsscd as warh;âds and thcir numbc r i! shodi in
rheWârfieaA Tarccr DisDhv INBI.

At the bottori of thi sd€;n ia a row of commard icons. You can sêlecl the* âs
normÂ|. All systems hâvc the following commând icons ând display:

NTI WORI,D
Wbên sclcctcd, thc plâyerisrctumcd ao Eanh!

IN2l SLâM
AnDs thc SLAM missiles, of *hich therc arc tr*o on the spac€ plane.

tN3I MÀIN WEAPON
S€lccting thkwill arm thc sârcllire s main weapon. Notc that the main wcapon

tlp. will vary according io the sysicm you havc sclcctcd.

IN{I X.RAY LASET
AIms and lÂùnches ihc X-RAY LASER dcvi.!. Thè spâc. plâne carics only one

of thcse.

tNsI CAMERÀ
This câus.s thc ODticsllmare svst€m tocomDare lhe imare ofthe tarccr wirh

oanemsstorcd in its ri€morv. Iiwifi disolâv thc ào!.st march-on thÊ
lma8c Display lN6l.
tN7l MESSACE DISPI.AY

Displays mcssages such a! 'Wcapon Armed".
Th€ sprcc plane isunique in that it also hâstwoothËrryP€sofweâponsinÂddirion to
the msin airnament. lÏe errrÂ commând icors arc.

16. WEAFON TYPES AIID COI{IROL
Each tvDc of wcaDon has dilfcrcnt controls. wh€tr a wcaDon is amcd. thc Aimin c

Sicht willndrmallv aôocâr on thc s.rcen. Toexrt from conrôllinsthc w€aDon. mole
th; sichr torhc boiro of th. view screcn and Dr€sr th€ fire buto;. Thc ioisrich wt ll
then 6cbactincootrolofth. Comm td Cursôr. The ooe erc.Dton to thia svstem 

'sthe X.RAY Las€rdevice, \r,hich do€\ nor have an aiming sigËr. C-onrrolùill
aulomrricallv reium to ihe comm.nd cuEor after dcbnation.

NOTE:1hc wcapon srephics [Drl-Dlal Ârc showô in Fig. 52 (SDt Command

i8



TDIII LASER
A high.energy pulse laser fi ed rorhe Lls€rsysreln and rh€ SDace ptane svsrem_

The ks€rSatellire sFrêm has energ' lor 2æ-sliors . the SpÂé ptane version has:m \hots . Aim wrrh the siShr and-Ér€ss rhe fir€ bu on ro lïrc. Singt€ râr8et
caDabilirv

IDT2] RÂIL GIJN

A n elecrromâgneric rail $rn wirh 250 rounds of ammunirion. Aim sirh rh€ siehl
and press the lir€ button ro firÊ. SrnSl€ rarg€r câpabilirt.
lDl3lSLAM

The Sat€llite Lâunched Aliâck Missile isasolid-fuel missile with an âdvanccd
laser trackin8system. and isâ lrue fire-ând-forser weÂpon.II is unusuat a! ir caî ki
irs rarg€t in twodisrincr says (see S€€1ion 24,SDI SYSTEMS rtN THE CAME).
After the SLAM syslen is armed, ir witlauromâricâtty track ydur aimincsiqhr. if ir
can "see a târger in rhe âiming sighr. rr wil launch ariC anacl rhe rarsei O-nce rhe
sl AM A_RME-D messase isdiipl;y€d. no runherpresresof 

'he 
fire biuo;;;;'- -

neeoeo. srng|e tarSer câpâtllrty

tDI4] X.RAY LAIIER
A muhiple X.Ray Laser wirh â nuclear bomb as irs oo*er sourc!:Thrs isa fire-

and{orger weapon with a man ual ov€ rride. When vo'r s€lecr the weâDon. it wil âm
and launch automslicâlly. Then rhe 

'ello* 
X-Ray tarrer counr dilDlav lNr4l wil

âppeâr- \r,hich indicâr€s hoy many rarger\ rhe lar€r is -orrenity .lcikéd' onio. This
numDer *ïrcnange asrh€dêuce acqu! r€s or tos€s lârgets. Afrerâs€r rime, the device
wllderonate ànd deslroythetarS€rsir is tockedonto. tf, how€ver, rh€ fire bunon is
presed again âfr€r-launch.rhe device will immedratety d€tonar€. This is uscfut ifrhc
*eàpon has locked on ro all targets: rhal is, rhe number sho*n in rhe Tarscr Counl
Dr:play equals rhat in th€ warhead Târser Display lNSlor Missite TargeiDisptay
IN9l Muliiple tarset capabiliry.
NOTE: X-RAY LÂSEI W^RNING

The dÊvice wrll deronâre auromarically ar a safe disrance from lhe lâunch crafi.
bul rl manualovenide is us€d ii is posyble rhsl rhe nucteârexDlosian wi desrrov ùé
launch cran. If this is ân X-Rây t-âser armcd satetlite ir do€anl marrer. sinc! tfie
launch cran 

's 
useless once ih€ dÊvicr is r€lealed. When r he taunch caafr is r he Space

Plane, it WILL marêr!

I7. ORBIT SCREEN GAME LEVELS
The Came L€velser on rhe carneSetecrion scre€n wi appty to rhc Orbit s.reen,

so}hether ih€ Orbir scle{n isenler€d during rhe main gaml oi by s€tecring cOuKbrr. rne ror|osnS slu apply:
EASY LEVEL - l-ow numben ofdecoys with wârheads. Missile-type ra,gets are

atways mlss cs

NORMAL LEVEL - More decoys, ând nissite-typ€ rargers rhat â.e not missites
HAID LEVEL - Still more decoys, and ..friendly craff..



Fortunhcr infonnâtion on sysrem weapons. s€Ê Seclion 24. SDt SySTEMS (tNfiE GAMEI.

rE. STAFF SERGEANT RÂVENHALL'S BRIEFING
PII,oTS' AND OPERATORS' EYIS ONLY

"Centlemen, slaning today you will alsum€ command ofa ûulti-miltion do ar
w.eapon slst€h. Thc purpose ofrhis briefing is ro asrisr you in makingrhe mosr

_ We wiit 6Et lum 6ur srrenrion ro rhe targÊc you ar€ likcty ro b€ faced wirh The
r ar&€r I tpe Lomputer sprrts û€ targets Inlo lwosons _ warhead. or missite tyD€s.

f'rsr we wll consxter warhead iype rùgets, Thes€ mav b€ ehher s€nuine 
-

wârhcads. or decoys. Unfonunately, rhe CDiica mase System cann6r re rhe
ditference b€lween a warhead ând a decoy. However:a h;r on a earh€âd wi caus€
ân explosron which you should b€ able ro see. A hit on â decoy wi nor resulr in ân

The olderSoviet MI RV *arh.ads have nodecoys, so rf vou se€ one warhead-
llF'e târget. it is not likely ro be a decoy. Newer Sovier MtRVs hâve one or nor€
demys In anendance, sô ifyou âre faccd wirh actusrerofrârqets, iusr keeD 6rin! until
one€plodes. Donot leave rhem forsomeone ehe:There m;y b€ no-oneet5e â;d rhe
waft€ad s târset could be vour hom€ rown.

Th€ only e-xclption loihis rut. isiflhe inrcligence r€pônsoflhe RED SHOAL
are ûue. r nls ls supposeo lo Dê rrmed y,o\4er lâunch whjch qilt Dut a swarm ofMIRvs
and.decols inlo âsmallarea. Obviously single. r a rget czpabte weapons wittbe
metrecuve agarnsr rnrs- so rt you onty have srngc_talgÊr *eapons. ter rhe shoat ro.
Yp€rarorsw|rh $€ mutir-iarg€t capabit y lreapons<hould make rhe RED SHOÀLs
tlr rhey exrsrt rhetrDnme tarset.

- Tbc oih€r rnain targer rÉ is missij€s. Howeler, wh€n rhe Târqer TvDe( ompuler shows missiles, donïiak€ ir â!gosp€t- allrhal rhecompuilr re;fiv knows
rs Inat the târ8et ls too brg to b€ a *ârhead or a decoy Use your Opticât ImaÉe svsrem
rocheck rtoutrthe system wiltshos a missite march ifthe targer iseirhera missii€ or
â MIRVbU!. Kill eitheronsilhrl

Th€ re arê one or rwo problems âssociar€d wil h missite.rrD€ rarcels. Rumour has
rl lhat the Soviers hâve d€v€lop€d some rorr of -sDâce mioê..rhaiiân desrrov â
satellrle or spâcr plan€. Our 'exp€rls ' thin k rhâr ihis is bevond the Sovieis '
technology.- soit sb€trer rhan ev€n mon€y lhar you com€'across rhemtBe wamêd.

r ne r^ grap€vrne dso reporrs thar our fiiends in rhe comDanv mav have
manrted sâi€llit€s in orbir. so wârch who youïe shoorinr at:.. '

19. FAMILIÂRISATION

. . A-t this poinl ih€player is âdvised toptay a few gaftes untith€ bccomes fâniliar
wtn ùc m€chaflrcs ol the gâme..You will find rhe gâme€asi€r roptây rhan you mighi
erp€ct trom rêadincùe manual so fârl

Th€re isno need ro access the Orhir scr€en as the râme wi Dtav wirhour rhis
beingus.d. Conver!€ly you can playrhe Orbir scre€n *irtrour prait.irhe mai, sa;e.
arrhougn th$rs pointtess excepi for pracrice. When you feelàr homi wirh rheiàme
sysrem. r€âa lne to owtn8 s€ctrons.



20. BASIC TACTICS (EASY LEVEL)
R & D SCREEN

You. aim should b€ ro build â fec, s)Erêms up to full nr.oSlh b€forc thc SovÈts
auack. A svstem isat fullsrrenqh $hcn vou rrc Davincmàiotcnanc.costs. Do NOT
auemDt robuild allsix svsremiat once : rt CANNOfbe done. Pick thc svstems vou
wish rà build and sricl âi it. sprayins mon.y and p€ople haphâ"rrdly ârolnd rhd
projccts is â wâslc of riinc â||d rcsourccs.

SDI COMMAND SCREEN

when thcsrrlcûlarcllit€s have b€cn bùih,launch thcm ioto orbù. lf thc Spvicts
ar. maasin!on NATO sbordcrând vou hâvc 2msatcllhcs on ùc rround. thcn vou
havc a proEleml Do NOT ârm th€ sÉ.m b€fore rhc Presid.nr tclÈyou ro (on this
lcvel, he ALWAYS will). Abo, 'rnl.si 

you rrc a r.alonablc arcadc playcr. kc.poff
rhe O.bit Scr€en - you will ônlywânc sysicms.

ESPIONAGE SCREEN

On rhc EASY levclthis ha! no rcal imponâncc-

THR,DAI SCNEEN

Watch the Sovi€t build-up lat€ in thê gaûc and leam tojudgcc,hen Âr altack is
comrng.

PRESIDENTA MFS;AGES
AL\{AYSanswer thc Dhone!Thc cÂme isdesicncd toouoish olâv€rswhodo not

dorhis. whcn you have struslcd ârd irâp.d tobuild sotua dcc€ni sÉkms, it is not
a hâppy discov;ry ro find thàiyouhavc miised ihe ARMCoDE mcisage andcsnnot

Mosr play€E should leam how to win evêry tim€ on the EASY l€vcl.

2I . NORMÀL & HARD GAME LEVEIJ
These lev€ls introducc ncw faclors into th. camc. The main on€s which x/ill be

apparcnt to the phyer ârc givcn beloc,. bul theÉ arc others...

1) The rumber of u/ hcsds carried by Sovict ICBMS vil risc.
2) Your sysrcûs in orbit will no longcr b€ slfc from rrtack or irrcrfcrencc by Sovi.t

l) The Prcsident will no lonscr have a rod.like powcÉ which enablc him to âiwaF
plcdict ân â$ck. so thc Pràacnt's efl.Ilt mcsagc may not âppcar.

22. PRFJIDEM AND SOI'IET LEADEN, ryPE
Diff€rent combinationsof thcsc rvDcs $rll oroduc€ diffcrinr cffeds. which v(r

*ill r.mrniz€ *ith €xDcricncc. n shoiid, howèvcr. bG obviousihat a simulâlio;
involvinCtwo -hâwk'will not normâlly lali v.ry long. nlso, a "hawk" prcsid€nt u,ill
sænd morê on weamns ùân â "dovê".



23. THE GÀME IN DEPîH
The earli€r sections qave ân € xDlânâtion of th€ ram€ mechâni6. For t he sâke of

simDlicrtr some of the ser=crions did not co Into the -came in mv deDlh. Th€ follo*ins
scction iillfillin lhe mrssinsderails an-d protldc;me hints 6n pfayins.

R&D
Th€ lnâin problem is hoc, lo gel enough money snd nanpower to compl€te â

project. First, the money aspccl.
As the pr€sidenr controk the purs€ strings. you should pay careful atiention ro

whât vou tell him. If. in rÊDlv to the ou€stion Ho$ manv warheâd! will th€ svsr€m
desrniy?.youconrinuallya-nrwer0d"orsomelowfrgurè.ùePre.idenrmaybegin
io læ fairh in rhe Droieci-

On rhe orh.r hànd. ifyou hâppilt bang in rery high figures every rime. rhe
decision mâybe made that the sysiem is now effectiv€ Ând less moneywill b€ ne€ded
in thê fùtùre.

Th€ mânpower problem is tackled in â differert way. As hentioded eârli€r, you
ontyhavedirecr coriaol over Oovemnenl employees;who are shown in white. The
orher p.oplc are fre€ agents. not under direct Cov€mm€nr control. How€ver, lhey
âre ânracted to Oroieds that have larse amounls otmonev. Sometimes it is worlh
giving mor€ morieyihan is rêquired to-â projecr, simply lo lieep or artracrfr€e agents.

ApplFnghorcmoney or manpowerthan requir€d to a projed $illnotsp€ed up
developmenr: anyertra money willb€sp€nt on the complerion ofa projecl phâs€
("HeyJoclThcrc's fiv€ milliondollars l€fi. How abour one ofrhos€ Craycompurers
ve alw.vs wanred to lok at?"1-

If a a'st€m is Danlv comDl€t€. with sât€llites in orbit. and vou stoD sivin! the
project airy mone!, r hé satellires wiI stÂn tofâilh orbir. This#llalso fra;pcn-if you
lâilio Dâvih€ ma;ntenance cosrs âtrer âsvsrem ircomolere. However. iliere isbne
slsteni (the Soac€ PlÂn€l thât wil I reDair oihcr svsrems in orbit. Il willdorhisas Dan
oÏirs rraining missions, !o money dôes nor havê ro be spenr mainraining orhe;

SDI COMMÀND
The different svsterns in the Êame do not hav€ th€irown launcbvehicles. Theolâver
hss a fired ladch capacity ;f ten satellites per month (if ihere âre problemi eienhÀs a fixed launchcapaciN of len satelhtes per monrh (if I
lcrs ). The gâme has a tâuich Priority List . so ihat if two sy!
on thesround AND their Lâunch Conmânds ar€ sct. the

)r montn lll tl|ere âle DrcDlems. even
thât if two systems both hâve satellites

on the sround AND their Lâunch Co'nrhânds ar€ rct. the sv5rem with rhe hishest
pnority-çîllbe launchedfirst. After ALL rhis slsr€m \satelliresâte ir orbit, th-e nerrprioritwill be launch€d first. After ALL lhis slslem'! salellites âre in orbit, th1 ne)
syst€m ssalelliles will b€ lâunch€d. ând soon. Thc Launch Priority Lisl order is
sho*n byrh€ Orbir Display toxes:ihes,stem In rbe top box (Las€rihasrh€ high€sr
syst€m ssalelliles will b€ lâunch€d. ând soon. Thc Launch Priority Lisl order is
sho*n byth€ Orbir DisDlay boxes:rhesystem In rbe toD box (Las€rihâsrh€ hiÊh€sl
launch piiorit y. t hat in ihe'bottom box ('Baitle Manâgdmênr i has the lowesr. Câr€ tu |

;Ëi; 6i Ë;"ilili"i;ir:;iiË'*Àiiiiiir;âËË3iiiË;'iiËi.-"-- *'*.-
SOVIET COT'NTER.MEÀSURES

On the hichersÂme l€v€ls. the Soviers will develoD counter-meâsu res asa insr the
SDt system\:but6nly againsr sysrems rhar âr€ depkiyed in orbir. This males the
timinSofsynem deploymenr an imponant decision. Mosr counteFmeâsure\ will
destroy s]stem satellites: lhere is, how€ver, a more subtl€ m€lhod which will
interfere wnh rhe SDI Comnands. One system is proof agâinst this and provides a



r av âround the Droblem.' 
If the Sovieta are dev€lopirg counleFmealures, it isvitalthal you keepan ey€ on

SYSTEM SELECTION
lf yoù constântly watch swarms of Soviet warh€ads inpacting at lh€ end of games

play€d ar HARD l€v€I,I offer the following final points:

l)Trt to build a set ofsystems thal compl€ment on€ anolh€r. Copy lh€ conc€pl ola
layered d€fence outlined in th€ SDI CONCEFIsecrion.
2) S'slem! thât âre armed fire immediâtely and use up theirresourceswhetheror not
ùey are efrective al the timel

24. SDI SYSTEMS ûN TIIE GAME)
Allrhe SDI sv5temsd€Dicied in the same are beinedevelooed. restedorsludied.

rhoush se admirihe SLAM system isâ iouch more ad-vanced lhân rhe proposedonel
Th€ ;yst€m sraphi(s arc sho!'n in Fig. 52.

DI T] LASER SYSTTM
This is comDos€d ofsâtelliter carrvine hiÊh-en€rcv lâsers. The electric Do*er is

provided by ICÈNSOREDI units. ouînà oÉntrooiihes€ unirs produce irins'ns
sound: giving rise to ùe syst€m spopular name, "Dead RinSel . Fach satellire has
a h'gh KC (KillCâpacity) againslàolh missiles and warheads Acompletesystem will
conrair 100 sarellires.

[DI2I ELECTROMAGNETIC RAIL GUN SYSTEM

The sâtellites are equipped with electromagn€tic guns which fire solid "sbells" at
velocilies of over 40 mil€s p€r s€cond. Electrical power is taken from explosive
charge qenerators. *ilh vapourisinÊ Iiquid nirrogen uçed ro mol the barrel ând fe€d
rhe aim;unition. Each satellir€ has;toù KC rga'-n'r mis<ile\and à normrlKcagain.r
wârheâds. The on.let€ svstem consistsof l8U sâlellires.

tDI3] MULTI SLAM SYSTEM
Each satÊllit€ of this system carri€s 64 SLAMS - Satellite kunched Altack

Missles - which incorDorâle â number of unusualfætures. Th€ solid fuelmolor
orovide\Drooulsion and senerates elect rical Dower. shich Do$eÉ the no\e-mount€d
laser useà roi tarser rraclins. while tuel reti|dn n the mbtor, lhe m'ssil€ will
attempt to killthe-targer witFa direcl hil. Once lhe fuelis exhausted. the remahrng
enerSy irexpendêd tooverload the la!€r,liring a linal high €nergypuhe al lh€ larget
which ma] derroy rr. Th€ <ysten hâ\a high KC against mi.\ilesand a lowKCagainn
*arh€adr The comolete sv\teh contains 250 \arellites.

[DT.I x-RÀY LAS;R sYiTEM
Th€ satellites of this sl'stem each carrv one X-ray las€r device. The compuler on

board rhe salellire rracksâl mrgets. passing targetiing inlormalron to theX ray
devic€ via an ullra-hieh sDeed dala hnk. Und€r mânual control, these transmissions
ar€ fed to the oDeraro-r aasounds. to vam rhal lhe d€!ice is arm€d and lâunched.
Eachd€viceconsistso{asma nucleârbolnbandbundlesoflasingrod!. Each lasirg



rod b allow€d io floar" b€rween atuminium rings, and isaimêdbvvÂrvinerhc
el€crrostar ic chaiges on ih€s€ rin8s. when rhe d;ùce is deronarcdltr is'deïtroieA tn
a.mlUlonrn or â secon!: however. rhe energyproduc€d csus€s eâch rod ro transI;irân
À-ray rÀerputs€ beror€ 

's 
vapounsed. Ajrhough rhê puts€s tast for only a few

or ||ron_r ns ot as€cond. theycarryenergyin excessofâ rri ion wafis I Each sàte ir€ has
a ro* KL agamst rùssrtes ând a superbKC âgainsi wârheads. The compteie sysrcm
contai ns m sâtellites

[DI5] SPACE PLANE SYSTEM
This sysreh\ \âtellilei are manned vehictes bcsr des.rib€d as a cro6s b€tween

a mrnr sh'rtlle and a tigùlcr aircraft. In rhc -War Mode.. rhe sinrtc Ditoi hasân anav
o, weapons ro choos€ lrom. including lasers, x-ray lasers ândsiAMs. The sLA'Ms
ano 

^{ay 
oevrc€s use rhe stândârd piston hunch techniqu., whcrc eâch weaDon is

contarned in a lâunch rub€. B€bind rhe w€apon is â pisrù. which is mov€d fdrvârd
to€J€ct the weâpon by vapourising nirrogen rocreâÈ prersure. In addrrion. rh€
pBlonrs trapped at rhe end ot rh€ rub< and the gas extrausrd viâ a nozzle âr rhe reâr
or rhe raunch tulte: this h€tp[ ro câoc€tsome ofihc ..taunch recoil. which rends to
destaûlrse-lhe launch tehicl€ (These pislons âre alsosrandârd cquipmenr on atl
sLAM ând À.ray systems. ând cân be noted by rheir châraclerisl ic .,hi5s . 

on
raunchrngr. tâch spâce ptane hâs a tow KC âgarnsr missit€sand a nomatKCÂqâinsr
*arneads (1nls. nowever. ctependson rhc piloCs âbihry).

. In lh€ Repair Mode , the spâce planè can carry â s€cond crew memb€r and

tIT6] BÀîTLE MANAGEMENT SYSTEM
This is reâlly acoll€clion ofs'slensehich inctudc baut. manapemenr sârellirês_

compurer sy5rems, communicârion sysrems Ând Anti-Bâ |5ric Mi-ssite (ABM)
sysre ms. I ne sysrem s K( agarnst borh missites and vârhcads is poor: howeve;. thrs
rs tne onty rystem which witt anack warhcads rhar have enlered thc Eanh's
âl'hosphere (using the ABMs). The ABMs havc â high KC âgainst inconing

The communrcârion slsrems ar€ compùreFconlrolted. and messa!€s or
commands ar"e very secure from decoding orjâmmin8. This is achievà by various
means, on€-ol wntcn rsthateâch messaSe contains a nê* code tobe used foi rhe nert
messagell rhe Baltte ManaSement s)stem is buik. it csn b€ used rocontrotothcr
sysrem. I he comptete system conrains lm -sare ires. . Thrs is simDlv a measure of
rhesysr€m s cohpteten€ss andnor.infacr,rh€numberofsârethtês_orABM\i,ùê

25. SDI EXPLAINEI)
SDI rs aimed ar d€fearinS a Soviet (or orher) ICBM â âct on the American

marnrand l( UMs a-re ton8 rânge rnissiles eqùipped wirh nuctear wÀrheâds, usuâlty
rauncneo lrom sros buned In Ine ground. or fromsubmarinesbeneath the seâ. Afrc;
rauncn tn€ mrs5rtesctrmb rnro space and reteas€ rheir pavload. normalv calted a-bus {wrrh nuclear vrârheads aspass€nSerst). 11|e bris tàunchcs the wârheads,
kno*n â') MIRvr (Mulripte IndeË€ndcn-rly-rârsetable Re.cntrv vehiciesi. iowàrds
rnerr rargers $nrte above the ahosphere: rhe MIRVS then fa bâck inro rhe
âlmo_sphere ând e'(plod€ on or neâr rherr targers. (More âdvâncld MtRVs ca edMAKvs. can rake avordrnB aclion lo toot defence sysrems,. tr woutd norrna v rakê
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âroundS0minutcsfrorn lâunch roimpacr. The Sovier Union and Amêrica borh have

TEE PROBLEM

- _Th.-deploymeûr ofrhes€ weâpons by both sideshas tÊd ro an uneâsv sratemare.
Borh nd€s kno$ thar€ surpnse alrâck (Firsr Strik€) coutd noi.nsure rhàl âI rhe
.Drhy rLÈrMscoulo oe oesûoyed, a[d thc enemy counlerstrike *ould câuse
uâcceflâ-ble dùhaÊc. This b€.ûnc koown a! MÂD, Mutua y Assured Desrruciion.
ror a oner p€noc. Dorh s'des exp€nlnÊn ted with rhe idea ofABM defenes_ Thé
tecnnrcal problcms and costsar ihÂr ûme l€d to rhe SALT râtts. which efieclivetv
Fevented the wholesâlc dcploymenr of ABMS {som€ o€oote were also rarher'
pu?zled as tothe diffcrence berween ân enemy \iâ_ràead eiDtodincover rhei.ciiv
ddrnultrple nuclear explo6ioDs overhêâd caused by -frienàty- AEMS).

.now.ve-r, there nad d\{ays been plaulibte ffgurnenrsforconstrùcrinsa d€fenct
.Sarnsr runMs: to hclp ensurc rhe sâfcry ofour own ICBMS asainsl ân èncnv Firr
sùkel taking care ot â missilelÂunched by misrâl€ i stoppinqan-vsmâlcounrr;wirh
a lunahc'n chÀrge_going ioo fÂr, ând so on - nor lo m€nri.in ..Theinemy isdevdtoping

TIIE CONCEPT

- . Onc_of rhe mâin pnnciples of SD I is rhar of a - tayercd def€nc.. . This m€ans rhar.
rr me oêtcnce rs aeated rn taycls. each tâyer do€s nor hav€tobê t00o/o êff€ctive Wi r
a 

"rntÊeray€r 
detcncc,n which each tayer is onty 50% effedivc, rhe final Dercenrale

or_wârncads gcrrn8 rhrough woutd be 12.5olô. Ifrhetayers s€re90% effeciive. ontv-
u. r70 wourd rmpact, ând an atrÂcl of 5(m wârheads would resutr in onty 5 nucte;r
cxpro$ons. Ine vânous tay€rsâre as follows.

IIRST LAYER
Wùen an ICBM is tauchcd. its mororswitl bum forrhrÊe ro five minurcs. Ir ris€s
srcwry ar nrst and (hen picks up spced as ir climb6 inro space.
Th..dvut 8€ otu |rg r mb.tt. ra thh .ai8. ù.:
1) While th€ morors are.firing rh€y produce an eâsity-der€dable hear source, so
nnolng rhe mrs6!tes ts r€lâliv.ly casy.

2)Ar lhisstage lhê missile\ srructure is subtecr to higfi srress€s. making it eâsiêrlo

l).Thc MIRV warhcads âr€ atl stilton board rh€ bus in rhe missile.s nose con€. so
xr|nng on€ mrssrtc co'Id desùoy ren or more MIRVs.
Th. dlsidYrla.g.i .rr:
l) Tl'e missile is shield€d.ro rome exr€nt by rht Eanh\ ârmosphere and magneric
nero, oorn ot whtch Inlerlerc wirh varioussDl weapons.
2)Time: you hâve only 6ve minures todcrect the ânack, rerron rhis rocommand.
rcccrvcacommand decÈion ro firc, comm€nc. 6 ring and ki rhe milsit€s (this
assùmcs Inal l|l€ sDl weapons wi not automaricâlty -fire on sight .).



SDCOND LA}TR
After the missile has cleâred lhe Eanh\ âtmosDh€re.the nose shroud is

jettisoned. The bus then stans lo deploy MtRVs, decoys ând orher ..penetration

The |nitn âdvlntlg€s rr€:
l) The atlack hâs b€en in progress for fiv€ minures before rhis sraqe, so alÎlDte
vâming has be€n giver. This phae âlso lasrs ov€r 20 hinures. soih€re is rihe for
Iracxrng. sonrng an0 nnng.
2)Th€ warheads âre now in rh€ vacuum ofspace. soweaponsrhar were ineffedive in
lhe atmosDhere are now much more desrruclive
Thc dbâdvsntiA6 rre:
l) You now have multipl€ targets -ten or more MIRVS instead of one mis.sile.
2) It is €âsy for the MIRVs to be hidden amonc rouDs ofdecovs. The farourcd
lechnique isforthe MIRV toinflare merâl ba lléis aD\d builda d€cov erouoaround
irself- it aho inflates anorhe' balloon around iK€lf. To radarand ooriàt nèrhods- âI
the balloon\ appear idenrical. Th€re are, ho*ever, propos€d m€ihods forseriinc
ov€rrhisproblem, one be'ns to"tâp rhe balloon wiih â IasÊr. The ba ltoon c;rrvin's
rhe *arh€âd would be heavier ând ior move verv fâr. but the tishrerdemv baltôtr;
would move tunhÊr (thrs is a major simplificariônl).
THIRD LÀYER
The warheads now r€-enr€rrhe Earth\ ahosphe.e and fatl on their targets.
Th€ sdY|ntrgls rt thls tine ùe:

t) The Âtlnosph€re v.,illfilter oul most ofth€ decoys.
2) Afrer rrackrng thervtlRVs tor over 20minutes.iou wiltb€ in â position ro

predicr their flight path (MARV5 excepr€d1,.

The dilrdvmlrg.s Â.e:

l) Tim€: you now hâve less than five minutcs to desrrov rhe MIRVs.
2) 4! they approach their targets. rhe choice ofwÊapo;s availabte b€comes

limiled. Nuclear-armed ABMs mày damaqe *hatever yôu are rMn! to rav€ (this is
nor (rictly rrue whh well.protected milirat rargets).

26. NOTES ON TIIE SIMULATION DESIGN
The main dislonion in rh€ game i3 on rhe Orbir srreen. wh€r€ rh€ normaly

rnv'srble and Instanlaneous laler shors âre depicred as visible -Dulses . Althouch
there are no dusr orwater vapour panrctes ro s.a er rhe laser'i liehr in rhe vacium
of spacc, the -ârcade laser shorl were included because a irue similarion of lhe reâl
rhing sihply looked wrons. The SLAM tnislrles DO fire -r€ât- tas€rs ar rhe end of
rheir powered flighr, and you csn see howsrrange rhis lools if you hii ErgÊrsâr eirher

Sohe-ol her design âsp€cls caused difficulry. An SDI simulârion has an obvious
endrnS. bul not'€ginningor middle. Even rhe endinr rarses Droblems. becâuse bv it5
very nature an SDI \ystem musr be auromared. so ihe finalba le is b€yond huinan
controlând influ€ncæ.



-[he 
R & D lcrccn is Ân €rr€mpr lo Sive rh€ playcr somc innucncc in lhis final

!fuï:iffi ffi .T:iïïi îiti:îpJli#ffi t#ll sti iiiîo,,,
ÇÉÂic ro 8am.: tikcsls.,lhe tâunch ratc and Sovicr countcr_measurej ari

Obvio$t rhc nurnbcr of 3yncms in oôit is a simpùficarion. In ,câliiv. not alt rhe
s)rsr€tnr in oôir would bc in a pcilion ro fir. ai onc 

"n 
*.rr,i" i"i,iiÉiil, i"-" 

"'-
ocFno€nt.on orbrtat. ncidrr! and wcrpon rrngcs: howevêr, wc fctr ùar ol;v.6 Re
ro warSÂmrnt woùld navc cnouSh on rhcir plalc i! il wa!.
. I nc- numD€r ot so$.t m issilcs and warhcsds is âllo tow€r than is Dmbably rru..but wc tclt thar rhiswss nor imponmt in rhc conrcn of th. eem.

. r hc obvroùs âb6urdiry ofthc pr6idcnr isuinS rhc ARMIbISARM cod6oncc is
1!:l_,9_.F-!l?2ll!F fl'swc, n!5 mcs,à8ca. rn ,car rifc. wc csn.r !€c Ânyone
rgnontrS a rrc$ocnnât phonc .3 !
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