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After you type this first number, a second prompting message
(RANGE?) will appear. To prevent you from blowing yourself up, you
are not allowed to fire your missiles at a range less than 11 spaces
away from you. Typing the single digits 1, 2, 3, 4,5,6,7, 8,9, 0or0
(representing 10) will yield a range of 11 to 20 spaces, respectively
(i.e., 10 plus the entered digit—counting 0, again, as 10). If, instead,
you hold the SHIFT key down and, simultaneously, type a digit from
1to 9, you will get a range of 21 to 29 spaces, respectively (i.e., 20 plus
the entered digit). Thus, typing 1 means that the missile will go off 11
spaces (220 meters) away from you (in a direction determined by the
previous digit typed—after AZIMUTH?). Typing a SHIFT 9 means
the missile will explode 29 spaces (580 meters) away from you.

Although this entire procedure may seem confusing at first, you
will find that with only a little practice it will become second nature.
Also, since game time “stops” while you are “aiming,” you can take
your time and be certain you are entering the right numbers. How-
ever, remember that once you type M you must finish the missile-
launching sequence before entering any other command.

When you launch a missile you will see an explosion on the screen
where the missile landed. This will allow you to adjust your aim, if
necessary, for the next missile. Because of range and direction
limitations, you may have to maneuver your character to get a missile
right on target. It may take several missiles to destroy an installation
(especially a fort), while even a near miss will destroy most vehicles.
It is even possible to destroy (accidentally or on purpose) an enemy
unit you haven't spotted (one that is not in view on the screen) with
a missile. If this happens, you will see a secondary explosion.

Firing the Blaster (B). To fire the blaster at an enemy unit, simply
type B. Preliminary loading or aiming is not required, but the target
must be visible on the turn you wish to fire. You can never fire the
blaster at an installation, and, once you run out of charges, you can-
not fire the blaster at anything. If you hit the enemy unit, the
message WHAAMM!! will be printed in the text portion of the screen.
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Otherwise, YOU MISSED! will be displayed. If your blaster bolt
destroys the unit, the message KA-BOOM!! will be displayed along
with an explosion in the unit’s (former) location. While a bolt from a
standard blaster (the one supplied with the Ninja suit) will destroy
most vehicles, a heavy tank or an infantry unit may survive two
blasts. Most of the time, the triple bolts from a heavy blaster (carried
on the Dragoon and Marauder suits) will take out anything. Despite
its effectiveness, firing the noisy blaster will reveal your position and
may bring you to the attention of additional enemy units.

Using the Powergun (F and P). Firing the powergun is much like
firing the blaster, except that, instead of B, you type F, and a hit will
be signaled by the message ZAP! Unlike either of the other two
weapons, however, the powergun has no ammunition per se.
Instead, the comparatively quiet powergun draws its charge from
the powerpack and is useless when your energy supply is depleted
(see ENERGY). Firing the standard-model powergun requires 8
units of energy; the more powerful heavy-duty powergun (carried
only on the Dragoon suit) uses up 10 units of energy. Also unlike the
other two weapons, the fifth beam is no more likely—or unlikely —
to finish off an enemy unit than the first; the effects of the powergun
are not cumulative. Finally, the powergun suffers from range
attenuation: it is less likely to destroy an enemy unit at 800 meters
than one at 100 meters. You can partially offset this by adjusting
the powergun setting.

To change the setting, type P. When the message TO WHAT?
appears, simply type the number (1-9) that corresponds to the
estimated distance (in hundreds of meters) to the target. A setting
of 3 optimizes the powergun for 300 meters (15 spaces); a setting of
7 is best for 700 meters (35 spaces). Your chances of destroying a
unit are therefore dependent both on the distance of the enemy
from you and on your accuracy in judging that distance. Generally,
it is better to overestimate range than to underestimate it. Note
that, unlike the missile launcher, the powergun does not have to be
“aimed” every time you fire; however, the P command takes no
game time: you can set the gun and fire in the same game turn.

The Shield (S and X). The shield is an invisible, protective force
field that substantially reduces the damage you would otherwise
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sustain from enemy attacks. It does not, however, make you
invulnerable. To switch the shield on (to LOW), type S. This requires
a full turn, but the shield will then remain on for subsequent turns
until you switch it off. When the shield is on (either LOW or XTRA),
typing S will switch it off again. If your suitis equipped with a heavy-
duty shield (as are the Dragoon and the Marauder), you can get an
extra measure of protection by switching the shield onto high
(XTRA). To do this, type X. (This can be done whether the shield is
off or on LOW.) Typing X when the shield is on XTRA returns it to
LOW. A shield drains 1 unit of energy from the powerpack every
turnitis on LOW and 2 units of energy each turn it is on XTRA. Note
that you cannot use the X command with the Ninja suit, since it does
not have a heavy-duty shield.

Special Commands

The eight Special Commands range from hiding to repairing your
subsystems. These commands are summarized in Table 3 and
described in the following paragraphs. None of them needs to be
followed by the ENTER or RETURN key.

Infravisibility (1). The Ninja suit (only) is equipped with an infra-
visibility device that can substantially reduce the wearer’s chances of
being sighted or hit. Except for the letter used, switching the infra-
visibility system on or off is just like turning the force shield on or
off: just type I. (You will notice a difference in your character’s
representation on the screen when the infravisibility system is on.)
Typing I while the system is on will turn it off. The infravisibility device
drains 4 units of energy from the powerpack every turn it is on.

Decoys (D). The Marauder suit (only) is equipped with three
decoys—insubstantial lookalikes that can act to draw enemy fire
away from the “real you” for a turn or two. To release such a decoy,
type D, and a duplicate figure will appear on the screen. Note that
the enemy will not be fooled by a decoy for very long, and an enemy
unit very close to you may simply ignore a decoy. You can only use
the D command three times in a game.

Hiding (H). This command simulates crouching behind a boulder,
hiding behind atree, or diving for cover into the bushes. It is effective
in reducing your chances of being spotted or hit, but, like the land D
commands, it does not guarantee you will not be seen. To hide, just
type H.

The Emissions Sensor (E). The E command is actually two com-
mands in one, depending on which scenario you are playing. Typing
E in Scenario One will tell you whether there is an installation of some
type in each of the eight square kilometers adjacent (including
diagonally) to the one you're in (the area on the screen). In Line 11 of
the text display, each of the eight directions (NORTH, NE, EAST, etc.)
will flash briefly along with the word YES or NO. For example,
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NORTH: YES means there is an installation somewhere in the area
directly north; if you moved off the top of the screen, you would see it.

In Scenario Two, typing E will give you an approximate bearing (in
degrees) on the location of the military governor and his staff. Due
north (the top of the screen) corresponds to 0° or 360° ; 90° is east (to
the right); 180° is south (toward the bottom of the screen); and 270°
is west (to the left). Thus the message, BRNG: 311, would mean that
the installation the governor was in at that moment was roughly north-
west of your present position, although the location could be 50 or
5000 meters away. (The compass rose printed on the map card will
help you interpret the bearing and locate the proper installation.)
Keep in mind that the bearing is only approximate and that occasion-
ally you will be unable to get a reading, in which case you will see the
message NO SIGNAL. If you get NO SIGNAL consistently, you have
probably succeeded in destroying the correct installation—and the
tyrannical governor.

In either scenario, using the sensor takes 1 unit of energy from the
powerpack. If the sensor is damaged in combat, you will get no
results from the E command until you repair the sensor (via the
A command).

Observing Installations (O). To identify the type of installation on
the screen, or to tell if you have succeeded in destroying an installa-
tion, use the O command. If you fail to observe the necessary
details —because of obscuring cover, distance, or just bad luck—you
will get the message, NOTHING. Move closer, take off, or simply try
again. (It is easier—but more dangerous —to observe an installation
from the air.) If you are successful, and the installation is still func-
tioning, you will get one of three messages: FORT, MILITARY, or
CIVILIAN. While a FORT has a distinctive shape (and thus shouldn’t
require the O command to identify it), it is important to distinguish
MILITARY from CIVILIAN installations (which do look alike), since
you gain points for destroying a MILITARY installation and lose
(more) points for blowing up a CIVILIAN one. A message of
DESTROYED means that you can put away your missile launcher
for a while.

Checking Subsystem Status (C). If you are not sure which of your
subsystems (if any) have been damaged and which are still func-
tional, type C. The subsystems will briefly display in the following
order: MEDICAL, FLIGHT, LAUNCHER, SHIELD, POWERGUN,
BLASTER, SENSOR, JUMP. (These are the only subsystems that can
be damaged.) Next to each name will appear either UP (functioning)
or DOWN (damaged, not functioning). If a subsystem is DOWN, the
associated command(s) is (are) inoperable. For example, neither the
S nor the X command will do you any good if your SHIELD is DOWN.

Repairing Subsystems (A). You may attempt to repair any sub-
system that sustains damage in combat (see DAMAGE & WOUNDS)
by typing A. Activating the auto-repair circuits in your suit gives you
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a chance to repair one damaged subsystem (per turn of use). The A
command uses 1 unit of energy from the powerpack every time it
is used—even if nothing is repaired. If more than one subsystem is
damaged, you cannot predict or control which one will be fixed first,
although continued use of the A command will eventually repair
them all. When, as a result of the A command, a subsystem becomes
operational again, an appropriate message will appear briefly: e.g.,
SENSOR UP.

Checking Current Score (W). To see how high your score is at
any point in the game, type W. This takes no game time and does not
count as a turn. Note that if you waste too much time after RECALL! —
or get killed—your final score may be lower than this running score.

ENERGY

Much of your equipment—the powergun, shield, emissions sensor,
and the jump, infravisibility, and auto-repair systems —is powered by
the energy stored in your powerpack. Using that equipment sub-
tracts from that energy supply. The E (emissions sensor) and A (auto-
repair) commands drain one energy unit from the powerpack each
time they are used. The J (jump) command uses 2 units of energy. The
P (powergun setting) command takes no energy, but firing the power-
gun (F) subtracts 8 units of energy (10 if it is the heavy-duty power-
gun). The shield commands (S and X) do not directly take energy, but
the force shield itself uses up 1 unit of energy every turn it is on LOW
and 2 units of energy every turn it is on XTRA. Similarly, the | (infra-
visibility) command takes no energy per se, but keeping the infra-
visibility system on drains 4 units of energy per turn.

The computer keeps track of and displays next to ENERGY the
amount of energy left in the powerpack. Unlike WOUNDS, this figure
is not a percentage; it is the absolute number of energy units
remaining. For example, if the display reads

ENERGY: 25

you have only 25 units of energy left, and your powerpack is nearly
depleted.

You cannot use more energy than you have available, and when
your powerpack is empty (ENERGY: 0), you can no longer use the J,
F, S, X, I, E, and A commands. (In fact, you may have trouble
squeezing the final erg—the last point of energy —out of the power-
pack.) If the shield or the infravisibility system is on, it will auto-
matically cut off. Furthermore, unlike wounds or subsystem damage,
there is no way to recharge the powerpack (to increase the number
next to ENERGY). However, even with a depleted powerpack, you
can still move, fly, launch missiles, fire your blaster, use most of the
Special Commands, and be healed by the medical subsystem.
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Skimmer

Whenever you are attacked by the guns of installations or enemy
units, there is achance—even if your force shield is on—that you will
be wounded and/or that one or more of your subsystems will be
damaged. The big guns of a fort or heavy tank will tend to do sub-
stantially greater damage than the light guns of a civilian installation.
The computer keeps track of and displays next to WOUNDS the
percentage of damage you (not your subsystems) have taken. For
example, if the display reads

WOUNDS: 10%

you are still relatively healthy, because only 10% of you has been
wounded. (If you have played some of our other games you should
be aware that this display system is the reverse of the one used in
Rescue at Rigel and our previous DUNJONQUEST games.)

Initial damage to a subsystem will be displayed briefly at the time it
occurs. For example, BLASTER DOWN means that your blaster has
just taken damage and is now inoperable until it is repaired. Since
you may not always notice these messages when they occur (particu-
larly if more than one subsystem is damaged in the same turn), you
can always check to see which subsystems are still functioning by
using the C command. Note that, in subsequent rounds of combat,
a damaged subsystem may suffer additional damage, which will not
be separately displayed, but which will make it increasingly difficult
to repair.

You may attempt to repair subsystem damage by using the A
command. Your wounds are healed, automatically but gradually, by
the medical subsystem —as long as it is working. (MEDICAL DOWN
usually occasions some fast A commands.) There is no separate
“healing” command; nor does the healing process prevent you from
using other commands in a normal fashion.

You can continue to function more-or-less normally until your
WOUNDS rating reaches or exceeds 100%. At that point, you are
dead, and your mission is over.
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ENDING THE GAME

Regardless of the relative success of your mission, there are only
two ways to end the game. The first is to move your figure off the
south edge of the playing area. You may, of course, move off the south
edge of the display (that is, of a particular square kilometer of territory)
at various times during the game—just as you can move off the screen
in any other direction. However, if you cross the southern boundary
of the playing area—the bottom edge of the screen where you started
or of any other area even (horizontally) with it—the game ends. (If
this is confusing, a look at the map card should make it clearer.)
Once you exit in this fashion, you cannot re-enter without starting
over.

If you do get out alive, you will be rewarded with the message,
SAFE RECOVERY. The more common method of ending the game,
alas, is involuntary: you will get killed. If this happens, you will be
informed, MISSION TERMINATED DUE TO DEATH OF OPERATIVE.

In either case, your score and the length of the game will be dis-
played. (Although you cannot add to your score or continue the
game, you can begin a new game simply by typing RUN and hitting
the ENTER/RETURN key.)

Scoring

Since Scenario One is a diversionary mission, scoring in it depends
on how far north you penetrate; how many forts, military installations,
and enemy units you destroy; and how often you are spotted. Remem-
ber, however, that you lose points for blowing up a civilian installation
—more, in fact than you gain for destroying a military one. There is
a bonus for getting out alive and a second bonus for leaving after the
RECALL sounds. If you dally for too long after RECALL!, your score
will decrease, since you are putting at risk your rescue ship and your
fellow Furies.

Scoring in Scenario Two is highly dependent on eliminating the
military governor. You get considerably fewer points for the sheer
destruction of enemy units, and if you fail to find and destroy the
governor, your score will not be high. Time is important: your bonus
for successfully completing your mission (even if you don’t make it
back to your recovery point—although doing so will raise your
score) decreases steadily after twenty minutes.

On average, scoring for the two scenarios should be roughly
comparable. In either case, playing on higher levels of difficulty
increases your possible score, although you may actually get fewer
points because of the greater dangers involved. For your first few
missions, you can expect scores in the range of 100-300 points. With
practice, you may exceed 1000 points. We are still waiting for the first
player to break 2000.
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Suits And
Equipment

The suits of powered armor worn by the Furies are something of
a cross between a spacesuit and the plate armor of a medieval knight.
Far more elaborate and efficient than the ineffective stuff worn by the
Empire’s storm troopers in Star Wars, these suits more closely
resemble the equipment described in books like Robert A. Heinlein’s
Starship Troopers and Joe Haldeman’s The Forever War. Armed,
armored, and self-contained, the Furies’ energized suits give an indi-
vidual combatant something more than the mobility of a helicopter
and the compact power of a tank.

STANDARD SUITS

The specifications for the three standard suit types—the Dragoon,
the Marauder, and the Ninja—are given in the table below.

Table 4. Standard Suit Specifications

Dragoon Marauder Ninja
Medical Subsystem Yes Yes Yes
Emissions Sensor Yes Yes Yes
Jump Capacity Yes Yes Yes
Flight Speed 240m/turn 300m/turn 300m/turn
Armor Heavy Standard Standard
Shield Heavy Duty Heavy Duty Standard
Infravisibility No No Yes
Decoys 0 3 0
Missile Launcher Yes Yes Yes
Blaster Heavy Duty Heavy Duty Standard
Powergun Heavy Duty Standard Standard
Missiles 30 25 22
Blaster Charges 30 30 12
Energy 300 400 500
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CUSTOM SU'TS On disk versions (only) of Star Warrior, you are offered the option
of constructing a customized suit instead of taking one of the three
(DISK VERS|ONS ONLY) standard suits described above. If you select this option, you will be

given a “credit” of 2500 points with which to “buy” subsystems and

supplies. Table 5 below lists the questions you will be asked, the
: G possible responses you can give (none of which require the use of
Table 5. Custom Suit Options the ENTER/RETURN key), and the cost of taking each item.
Y ' Important: there is no separate question for energy; the number of
Question Responses  Cost points you have left at the end of the questions will be the amount
DO YOU WANT THE of energy in your powerpack.
MEDICAL SUBSYSTEM? YorN 200
DO YOU WANT THE
FLIGHT SUBSYSTEM? YorN 200
DO YOU WANT THE
LAUNCHER SUBSYSTEM? YorN 200
DO YOU WANT THE
SHIELD SUBSYSTEM? YorN 200
*DO YOU WANT THE HEAVY
DUTY KIND? YorN 100
DO YOU WANT THE
POWERGUN SUBSYSTEM? YorN 100
*DO YOU WANT THE HEAVY .
DUTY KIND? YorN 50 - N
* These questions are asked only i
DO YOU WANT THE you answered Y to the directly pre-
BLASTER SUBSYSTEM? Y orN 150 ceding question. The cost of the HD
DUTY KIND? YorN E '
DO YOU WANT THE ** These questions appear only if you
SENSOR SUBSYSTEM? YorN 100 i purohased U RPN
subsystems. In each case, the re-
DO YOU WANT THE sponse must be a two-digit number
JUMP SUBSYSTEM? YorN 100 0, 163y vanbaver da 0
’ missiles or charges, enter the number
DO YOU WANT HEAVY you want preceded by a 0 (e.g., if you
ARMOR? YorN T want 5 missiles, type 05). If you have
a heavy duty blaster, the number of
DO YOU WANT DECOYS? YorN 50 charges should be divisible by 3 (e.g.,
DO YOU WANT INFRA- 12, 15, 18, etc.).
VISIBILITY? YorN 200 v ) "
. ** There is no additional cost for
HOW MANY MISSILES these items per se. The real cost
DO YOU WANT? 2 digits 20 each of the HD blaster is the greater am-
*x munition expenditure (three charges
HOW MANY BLASTER . per firing instead of just one); simi-
CHARGES DO YOU WANT? 2 digits 5 each larly, the “cost” of the heavy armor is
the reduced flight speed that goes

along with it (12 spaces per turn
et e e T U TR N NI UL TS s S )y L I instead of 15).
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- Nitron Gun

THE EQUIPMENT

Decoys and the flight, sensor, jump, and infravisibility subsystems
are described in detail in the sections on the D, T, E, J, and | com-
mands, respectively. Remember that if the suit you are using does not
have one of those subsystems, you cannot use the corresponding
command. The medical subsystem (described under DAMAGE &
WOUNDS) is the only method in the game of healing your wounds;
rather than requiring a separate command, it performs its function
automatically, as long as it is working. The powerpack, which, for
practical purposes, may be considered a giant battery that provides
the energy for the powergun, shield, and certain other equipment, is
described above under ENERGY.

A suit's armor provides some protection whether the force shield is
on or off. The difference between standard and heavy armor is
analogous to the difference between a standard shield and the heavy
duty kind. In fact, a suit with heavy armor and a standard shield (on
LOW) provides exactly the same protection as a suit with standard
armor and a heavy duty shield switched to XTRA. Unlike the force
shield, armor drains no energy from the powerpack, but the added
weight of heavy armor does reduce flight speed (from 15 spaces per
turn to 12). The heavy duty shield offers flexibility as well as protec-
tion, since you can have it on LOW (or even off) normally and switch
to XTRA (with its higher energy drain) only when necessary.
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The three weapons are quite different. The small missiles fired by
the Cyclops missile launcher (a descendant of the bazooka of World
War Il) do far more damage than either of the two guns and are the
only things that will affect installations. However, launching them
requires precision of aim and placement, and, although they affect
everything in a large area, their damage falls off sharply from the
point of impact.

Blasters are effective against all mobile units; do not have to be
aimed; and do not suffer from range attenuation (except that they
miss more often at long range ). The standard Colt & Remington
“Thunderbolt” Mark 11l handblaster expends a single charge in one
powerful blast, while the two-handed heavy duty Mark IV fires a burst
of three charges, each doing slightly less damage (on average) than
the standard blast. With a single shot from the handblaster, it is
difficult to destroy a heavy tank and impossible to take out an infantry
platoon, although two or three blasts will always do the job. While
the heavy duty Mark IV is more expensive to use, its triple bolts will
normally destroy anything but an installation. Against lesser units, it
provides no more than an extra margin of safety against the
occasional miss at long range. Unfortunately, all blasters are noisy
and attention-getting.

The Larcher powerguns carried by the Furies require frequent
adjustment (the P command) and are less effective at long range
(especially against tanks and infantry); however, they are quiet, very
powerful at close range, and can be fired far more often than blasters.
At most ranges, the longer-barreled Larcher “HD” is slightly more
likely to destroy the target unit than is the lighter standard model;
however, it also drains 10 units of energy from the powerpack per
firing instead of 8.
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