


THE
HISTORY
OF MODEM
WARS

As the decades of the twenty-first century possed, football changed. Violence (which had._ . .
been banned worldwide with the signing of the Global Peace Agreement) found anewand =
comfortable home on the foothall aek!. Pads and helmets evolved into armor and bionics.
Penalties for personal fouls were erased from the rulebooks. Knocking out the quarterback
(QB) became o method of winning. In response fo this trend fowards violence, the Global
Foothall League made a radical move and replaced all the players — except for the
quarterback — with armed robots and renamed the game to Sport of WAR.

Speciator interest in Sport of WAR exploded. More people came to watch this display of raw

aggression than all the other sports combined. The newly-formed Global War League (GWL) Ll
invested billions of dollars to make sure these attendance figures remained high. Stadiums '
were enlarged fo house bigger botilefields. “Modi-form” turf made it possible fo have

ferrain that could be changed between battles. Elite QBs received huge salaries fo direct the

batiles from inside hi-tech mobile command centers.

Before long, the GWL funded the development of a homs computer version of the game.
Called Modem Wars, this game is identical to its parent,‘except that the plane of ploy has
moved from the stadium fo the phone lines. Every detail of the battlefield, every oction of
the robots, every feature of the QB's comcen have been captured ondisk. -

Anrbody with @ home computer and o holo&l:one can
before experienced. If you turn outfo be a bad QB, yo
the phone line or a junction box. If you're good, yo
Hall of Fame in Little Rock. Take it from Ted Aldirt, 202
you need is a little concentration, a little dedicatio

opponent info cube steak.” i

o Strateg
| QB of the Year: “All
a lot of desire to pound your
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1. YOUR GOAL
2. LOADING THE GAME

1. YOUR ~ .. 1o win. There are two ways fo do this: —
GOAL
©  Knock out your opponent's command center (comcen), which is the brains of the
operation. No brains, no operation. A comcen is knocked out when its energy level goes
fo zero as a result of enemy attack. You'll use your robots and comcen weapons fo
accomplish this.
o Score more points than your opponent before fime runs out. There are three ways fo
score points: Cross the center line with any of your robots; cross your opponent's back line
with any of your robots; or hit your opponent’s command center (comcen). Time is
meosured in clicks; 10 clicks eqquo minute.

2. LOADING  Read the Command Summary Cord to find out how to load the game into your computer.
THE GAME The Command Summary Card akso lists the keyboard co hatyou'll use during pla




" 3. PLAYING SCRIMMAGE

3. PLAYING
SCRIMMAGE

This chapter introduces you fo Scrimmage, the ideal scenario for the new QB (quarterback)

o iry. Based on the populor twentieth century game of NFL football, this was the first
scenario developed for Modem Wars by the top QBs.

The walkthrough that follows is a simple presentation of Scrimmage. It's meant to
familiarize you with the game. You'll see ﬁow Modem Warsisset up, what robots you'll get
o use, what the ferrain is like, and so on. Don't sweat the details about strategy yet; that
will come the more you play. Once you're familiar with the mechanics of the game and
you're ready for more in depth play, read the section Getfing Info Strategy.

1. Load the gume according to the instructions on the Command Summary
Card under “Boot Instructions for Solo Play.” '




2. Find the map in the manval and type in its name. The maps can be found on
Kuges 16 through 47. For example, the map shown above is named BLITZ (page 19). You
ave three tries to correctly identify the map before the program exits.  pEmEmE
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3. Select PRACTICE WITH SOLO TRAINER from the Game Options menv.
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RIMAGE from the Game Type menu.
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PLAYING SCRIMMAGE!

Buck fine
Plateau

Slope
River
Center line

Forest

FRESS BUTTON WHEN REQDY.

5. Press the activate button to start the battle. The size of the playing field is 40
spaces by 40 spaces. Aspace is the area a robot occupies. Each space can accommodo
one robot ot a fime and each space can be made up of only one type of terrain
types of ferrain are:

Plain — Contains no obstacles.
Forest — Slows movement and hides robots. Reduces range of fire in most case
Stream — Slows movement. Robots hit while in stream take.
Slope(lines on the hill) — Angled part of the hill. Slows m¢
Plateau (area in between lines on hill) —Level part of the
view; lets them shoot harder and further.




Close up of area

highlighted by cursor
Robot highlighted by
Enemy Forces cursor
Corsartbliaking box) * Profile of robot
Your Forces “highlighted by cursor
Energy remaining

Weapon mode

Adion faken (move, repair,
pinned, stunned, or dig in)

iHe begins! Your Batile console shows the entire battlefield. You'll spend most of
8 on this console, maneuvering your forces and keeping your eye on the “big

re." Here's a complete list of robots you'll use in Modem Wars. Their availability and
d count depends on the scenario you pick. Scrimmage only uses grunts, riders, and a
comcen. NOTE: You can’t make robotsshoot; they pick and shoot at the enemy when they're
in range.

A e

Grunt — Your basic foot soldier.




3. PLAYING SCRIMMAGE;

Rider — Your cavalry. They work like grunts, but they're speedier.

A o obe

Boomer — Your big guns; slow but strong. Tilted cannons let them fire much farther than
grunts and riders can.

oy ok Y

Spy — Your reconnaissance unit. Finds the enemy and reponstheir;gmﬁons buc%@lf %qg
comcen. Invisible to enemy robots except for the enemy spies. ¢ He

o ©

Comcen — Your headquarters. You lose the gome if this gets k
console ratiling when your comcen comes under atfock.

. . e e amemema s s
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7. Move your robots. Put the cursor (the blinking box) on top of the robot and press
the activate button. When you move the cursor, you'll see SETTING DESTINATION, which
means your robotis ready fo go fo a new location. Position the cursor anywhere on the map

= and press the activate button to start the robot moving or the space bar to cancel this action.

e = e A e ———



3. PLAYING SCRIMMAGE

Shows status for you Calls up Repair  Calls up exit screen
and your opponent console and other options -
(this screen) l /
N

STATS REPAIR  MISC

RO AR
SR A AR Y

8. Go to the Multi Console to check your resourcss; Look ot the Stals;

5

Misc screen, using your joystick or keyboard 1o toggle be iv;een the choices

!

Stats — Shows statistics for both players.
Repair — Shows how much energy your comcen hos left. If it runs
knocked out. «
Misc — Gives option to end your current gome and-teliirn to the Ga
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Crossed back line
for terrain points

Keep your comcen
out of danger

9. Go for the win. Get os many of your robots over the enemy’s back line before fime-
runs out and avoid having your comen discovered. Or, if you happen fo spot the enemy
comcen, send your robots after it and knock it out for an immediate victory (your robots
will automaticolly shoot when the enemy is in range).

10
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STATS REPAIR  HMISC
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10. Battle over. Hope yourdebutwasawinning one. Go 1o the Multi console, select MISC
with your Eloysﬁck or keyboard, and then select WATCH GAMEFILM to review your ga
Go on to the next section, Playing Full War, when you'n 10 play Full War.

+

4. PLAYING
FULL WAR

Full War offers you a number of new items and commands to humblg your ¢
Although it's a big jump fromasimple game of Scrimmage fo the total challeng
a quick praciice round can acquaint you with all the features of Modem Wg
round, you can try all the other scenarios. :

6 your oppd|

4. PLAYING FULL WAR ]
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1. Select FULLWAR from the Game Type menu. Press the button whenready.

2. Position your recycler. The recycler sends in replacements for destroyed robots
(more on recyclers under “Individual Customization Commands” in the Customizing Your
Game section). You must place the recycler on open terrain (not on hills, in water, or in
orests) and in your territory.

12
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Robots in groups;
move anywhere

Opfions for
advanced commands

RETUE UNLTS . RRESS K LUHEN DONE.
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3. Set up your robots before battle begins. Position them anywhere on your
territory wgere you think it'll give you an advantage when the game starts. You'll notice
that robots are now in groups. Put IZe cursor on a robot and press the activité buttor

1o call up the Group Options menu. You can choose from any of th following

(see the Advanced Commeands section for complete descripfions

i

Advanced Commands for Group of Robots
CLOAKING ON — Electronic cumou?luging.
DIG IN — Instructs troops fo entrench. (Only available when not moving.
SET BLITZ — Tells troops fo move exira fost. {Only availublg while your troops are moving

o o destination previously set.) :
MEMBERSHIP — Adds or removes a robot from the group.
FORMATION — Changes the positioning of your group.

DIRECT UNIT — Gives a single robot its own command or]

tite desfination.

13




4. PLAYING FULL WAR

Advanced Commands for Individual Robots

CLOAKING ON, DIG IN, and SET BLITZ are the same as above.

JOIN GROUP — Lets the robot join another group.

SET TARGET — Tells an individual boomer which target to shoot at. (Not available if the
boomer is in a group.)

Direct Unit menu (press
udtivate bution twice
while cursor s on robot)

Cursor in direct unit

ttle begins! You can still use the advanced commands listed above any time
A robot automatically picks a target and shoots at that enemy when it's
d range {see “RobotWeapon Range” in the Technical Information section
J. However, you do have some olfensive control. You can instruct your
af certain targets (see the “Set Target” command in the Advanced
n) and your comcen can now fire drones and missiles.

£
-
—



Group goes for
ferrain points

Double asterisk for
robot crossing back line
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5. Develop your strategy. Crossyourrobots over the center line and the enemy’s back
line to earn as many terrain points os possible or try fo surround the enemy comgensoyour
robots can blost away of it and score o knockout. One asterisk on a robot's %fﬂe streon
means the robot has earned its poins for crossing the center line; two asterisks means it
has earned points for crossing I‘:e center line and the back line. Refer to the Command
Summary Card for the key that calls up the scores. .

If you want fo go for the knockout, surround the enemy comce
away foster than he can repair. Even if you don't score a knock
hitting the enemy comcen. As the game develops, you can decid
fo success.




4. PLAYING FULL WAR

Scanned enemy Flushes when drone
units l s incoming
Missile Iarge{‘in.g _
rosshalr Floshes when missile
is fired
View of battlefield Number of missiles
remaining

6. Go to the Radar console. Use the Radar console fo scout the area around your
comcen, make on offensive attack with missiles, or shoot down an opponent's drone with
iséiles, To shoot amissile, fine up the crosshair on yourfarget and press the activate button.
in window of the Radar consoleisa scanarea (17 x 21 spaces) updated once asecond.
the scan bar cycles through the display area surrounding your comeen, your robots and
background terrain show brightly as the scan passes over them and then fade to black
ce the scan hos passed. Enemy robots that your units have sighted “persist”; that is, they
won't fade after a scan (see “Robot Sighting” in the Technical Information section for more
details on sighting enemy robots). Enemy robots that your units haven't spotted won't
persist; they will appeor us flickering figures in the background terrain. Using this console
to see if there’s a spy snooping in your comxen’s neighborhood.

16
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4. PLAYING FULL WAR |

Direction drone i
travelling and
furning fo

Fuel remaining

Number of drones
remaining

Flashes when drone
is ready to launch

Flashes when drone is
ready to defonate
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7. Go to the Drone console. Drones are your main offensive air power. Press the
acfivate button; the drone will lounch and the console window (11x 13 spaces) will fill with
the drone’s infrared camera view of the battlefield below the dronéj(os with radar, your
robots and spotted enemy robots show clearly, while unseen enemy robols appear s

flickering figures).When you press the activate button again fo defonate the drone, the -
drone moves one more step and then dives down fo explode over an ufé&?ﬁ%t;four spaces.”
Any robots in the target area are stunned — they can’t move, shoot, or repoir for 15 clcks

and lose half their energy (except comcens, who Lse 24 percent of their energy). On
lounch a drone, you can’t exit Iﬁis console until the drone isziggtonﬁiéd 0
(tstorts with 100 units). At 20 unitsof fuel, your fuel monitor wil flosh 1

crifical fuel situation.

17
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Radur Anfenna

Battle Antenna Current Console

Energy Remaining

Drone
Energy Compartment

S S R S B BT ey

- -nr;'g] ey 8. Go to the Multi console to perform any necessary repairs. If you've received

L R " ===any damage, you'll get the Repair screen instead of the Stats screen. Press the activate
] _ | hiitton and you'll see the paris of the comcen that you can repair. Use your joystick o
' keyboard 1o highlight the secfion of the comcen you want to repair and press the activate
hutton. You'll hear o sound — much like an engine trying to turn over — which means
pling fo repair. When the sound stops, press again. Repeat this process until you've
itor until you're tired of trying and want o move on fo otﬁer QB business. The comcen
repair unx move at the same fime, so prepare fo come fo a dead halt when you have
. If you're stunned, you have to overcome the stun before you can repair. To do
ep pressing the acfivate bution.




Shows status foryouand ~ Calls up Repair  Calls up exit screen
your opponent {this screen) console and other options -

STATS REPAIR
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9. Check the Stats screen. You'll see o comparison’b
on soldiers, drones, and missiles remaining, your comcefiy
each robot crossing the center line (except for the come
Points” in the Technical Information section for exact amo

(more on retYders in the Customizing Your Game section), and the ma

iy

3o

the column of the player who chose the map and gome; in this case jt's:




4. PLAYING FULL WAR

Cloaked robots

Dug in robots

Robots choosing
targets and firing
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10. Return to the Battle console. Move, digin, bliiz, cloak — do whatever it takes
o ;lin. Go for the crushing attack or rack up your terrain points while keeping the enemy
at bay.

20
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11. Game’s over. Go fo the Multi console and select the Misc screen. Select WATCH
GAME FILM to review your game. While you're watching the game film, you can choose to
view justyour moves, just your opponent’s moves, or both §auirioves. See your Command
Summary Card for the key that rets you foggle between these three viewing options. You
con set the speed of the replay by pressing a number from ¥ {slow) to 9 (fast). If you wan
to save the game, select SAVE GAME FILM, enter o nome up 1016 characters, and pr

the activate button. e ~

5. GAME
SCENARIOS

Scrimmage and Full Wor are only two of seven scenarios. Here's the rest of them. The
scenarios become progressively more challenging os you move down Ih'g list.

G

21
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5. GAME SCENARIOS

Scrimmage

Players Each side gets 5 riders, 5 grunts, and 1 comcen (speed 2).

Time Limit 63 clicks

Setup No setup fime; game starts immediately.

Damage No comcen systems can be damaged; no comcen repair possible.

The Game The sweet and simple scrimmage. Go for your ferrain points and then
try to attack their comeen if you've got fime and energy.

QB Sneak

Players The Juurlerbuck has 3 riders and 1 comcen (speed 3) with 8 missiles.
The defense player gets 5 riders, 5 grunts, and 1 comcen (speed 2) with

8 missiles. Defense gels no terrain points, but gets a 20 point lead.
Whoever picks the game is the quarterback; the roles will alternate if
you play another game of QB Sneak.
Time Limit 63 cﬁtks
Both players must end setup to start the game.
I No comcen systems can be damaged; no comcen repair possible.
Game In QB sneak, the QB should try to avoid opposing riders and collect his
’ or her ferrain points with daring end runs. The defense should scour the
map, looking to sack the QB’s comeen while avoiding sneak attacks on
his or her own comen.

Each side gets 1 comeen (speed 2) with 4 drones and 12 missiles.

B e s Gr MR



Setup No setup time; game starts immediotely.

Damage No comcen systems can be damaged; no comcen repair possible. —--

The Game The Bomb offers prime training ground for your air combat game.
Practice controlling your drones and missiles s you try to knock out
the opponent's comcen.

Face-Off

Players Each side gets 28 riders, 3 spies, and 1 comeen (speed 2). Each comeen
gels 3 drones and 12 missiles.

Time Limit 127 clicks

Setup Either player can end setup. GWL has o “quick pitch rule” which states
that you do not have to wait for the other QB 1o be ready in order to
start the game. [f you're a QB who's fast on the setup, you cansstart the
ﬂume while your opponentis still scratching his head over where fo put

is robots. .

Damage Comcen systems can be domaged; comcen repair is possi

The Game Here's an excellent exercise in lightning warfare,
grunts and boomers, this rider-intensive game lets
attack.

Sluggers

Players Each side gets 12 riders, 12 grunts, 4 boomers, 3 spies, and 1 comcen
(speed 2). Each comcen gets 3 drones and 12 missiles.

Time Limit 127 clicks

Setup Either player can end setup.

23
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- 5. GAME SCENARIOS

Domage -~ Comeen systems can be domaged; comcen repair is possible.
The Game Slm];gers adds o new dimension to warfare with boomers, your heavy
arfillery unit. As the name suggests, you can expect fo slug it out in this

one. This scenario uses all the robot types.

Full War

Players Each side gets 28 grunts, 12 riders, 6 boomers, 3 spies, and 1 comcen
(speed 1). Each comcen has 5 drones and 20 missiles.
Time Limit 254 clicks

Sefup Either player can end setup.
Domage Comcen systems can be damaged; comcen repair is possible.
The Game Full War is full war. It's the game that the pros play. You can move your

robofs as groups or individuals and you get new advanced commands

like cloaking, blitzing, and digging in. You'll also get fo recycle robots,

s0 as they're scrunched, new ones come in to fake their place. Be sure

Lo eclnl u big breakfost because at 254 clicks, this could be your longest
attle.

e
gAEnTR e
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Each side gets 28 grunts, 12 riders, 6 boomers, 3 spies, and 1 comeen.
The attacker’s comcen travels ot speed 1 while the defender’s comeen
(player who picked the map) can’t move. The defender gets 2 drones,
20 missiles, and a 200 point lead, but gets no ferrain points and no

24



6. QUESTIONS AND |

- ANSWERS

robofs recycled. The attacker gets 5 drones, 8 missiles, standard terrain=-
points and robot recycling. Whoever picks the map s the defender; the

roles will alternate if you play another game of Defender.
Time Limit 254 clicks

Setup Setup is over whenever the defender starts the game.
Damage Comcen systems can be damaged; comcen repair is possible.
The Game As the defender, you have fo protect your comcen and bide your fime,

atask that's harder than it seems. You can take the offensive, but that's
a risky proposition you can only consider as the game develops. As the
attacker, you'll wont fo rack up points or knock out the opponent’s
comeen. As in Full War, you can move your robots as groups or as
individuals and you get alYlhe advanced commands.

6. QUESTIONS  This section contains answers to questions that you may ask about the various consoles.

| & ANSWERS

Battle Console

How do I remember where | told my robois fo go?
If you've forgotten where you ordered a robot to move, put your cursor on fop of that
robot. The grey box emanating from the robot shows the path the robot will follow to
the destination you've set. If it has no box, it has no destination.

Why can’t | see my opponent’s robots on the Battle console? N

They're too for away. You can only see the enemy rohots when they’re within 0o
cerloin range of your robots (the exact ranges re listed under “Robot Sighting” in the
|
25



6. QUESTIONS AND
ANSWERS

Technical Information section) or when they're firing on you. And remember that during
st up, you just plain don't get fo see your opponent’s forces.

Standard Display shows on the screen your forces and those enemy robots which your
troops have spotted; this is the default setting. Whenever you practice with the Solo
Trainer, you can choose between STANDARD DISPLAY or BEGINNER DISPLAY. Beginner
Display shows your forces and the Solo Trainer's forces on the screen, which is nice if
you want fo see every ster your computer opponent fakes. When you play against a
modem opponent, you only get the Standard Display.

Why can't | see any robots on the Battle console?
Your battle map was domaged during battle. Go 1o the Multi console and then select
REPAIR to try o fix it. Or, you can use the magnified window fo view the battlefield.

How do | make my robots shoot?

Y ouzgan't. Robos pick their own enemy targes fo shoot at. The two exceptions are: 1)
.+ You'ton select o target for an individual boomer in Full War and Defender (see “Set
get” in the Advanced Commands section). 2) In most of the scenarios, your comeen
can shoot missiles and drones. '

“Radar Console

Why are there no missiles?
You're either playing Scrimmage, a scenario that doesn't have missiles or else you used
them all up. Check your Radar console or Stats screen fo see how many you have left.

Why won't the missile fire when I tell it 10?
The Radar unitin your comcen was hit. You have three choices: 1) Go fo the Mulfi console

26




6. QUESTIONS AND

ANSWERS

and then select REPAIR 1o try fo fix it. 2) Keep frying to fire; somefimes all it takes a
couple of ries and o Iittle?:lck. 3) If your comeen is cloaked (0 feature normally—
available only in Full Wor and Defender), the Radar console is completely inoperable;
you'll have to uncloak.

Why is the radar console malfunctioning?
Same reasons os above.

Why em | missing the enemy drone?
Since there’s a log fime between when you fire the missile and when it reaches its
destination and explodes, you'll have to lead the moving target a little. The Bombis o
greattraining scenario for Laming howto use missiles. It fakes a litfle practice to guide
one, so don't be surprised if nobody calls you “Ace” for a while.

Drone Console

Why are there no drones? o
You're either playing Scrimmage or QB Sneak, scenarios that don’thave drones, oryou

used them all. Check your Drone console or Statsscreen fo see how many you have left

Why won’t the drone launch when I tell it to?
The drone unit in your comeen was hit. You have two choices: 1) Sel
fix it. 2) Keep trying to launch the drone; persistence may pay off,
is cloaked (a feature normally available only in Full War and Dg
console is completely inoperable; you'll have to undook. =

Why is the drone console malfunctioning?
Same reasons as above.

27




" 6. QUESTIONS AND
ANSWERS

Why is it so hard 1o control a drone?
When you push the control stick in any direcfion, you're telling the drone to make that
its new heading. If that heading happens to be in the opposite direction it's now flying,
the drone will have to sweep 180 degrees (a bit of a task since drones don't cut back and
forth like kites). For best control, use the compass to check the drone’s current direction
and make small turns rather than wide orcs.

What's the drawback to lounching a drone?
There's asmall price topay forfounching adrone. Whenyou launch a drone, yourcomcen
becomes visible on the enemy’s Radar Screen for several clicks. This gives your opponent
the chance to find you and nail you.

Repair Console

Why doesn’t the repair option work?

5 The more damage you suffer, the worse things look for a successful and speedy repair.
sz There's no guarantee that this will work, but, for all its time-consuming inconvenience,
égany a QB has rued the day when he chose not to attempt repairs.

ergy about?
gy is your comxen’s life blood. Once the comcen is completely drained of energy, it
't even have the sirength fo spit out a white flag. Keep an eye on your energy and
arge it if you're getting low. And be sure to do it before you winl up just "gyoihng
r,” a situation where you're repairing os fast as the enemy keeps pouring it on.

s the repair screen oll red?
Your comeen is stunned when this screen goes red. During the stun, two things happen:

e




7. ADVANCED
COMMANDS

1) You can’t move; it’s paralysis for 15 clicks. You can still use this down ime to exomine~-
the battlefield or give orders o your robots. 2) Your systems become faulty. You can
uﬂemrl o overcome the stun by repeatedly pressing the activate bution. Clearing the stun

is vital if your comcen needs fo run away or repair other systems.

7. ADVANCED  The Advanced Commands listed below are available in Full War and Defender.
COMMANDS
Advanced Commands for Groups of Robots
CLOAKING ON — Cloaking s electronic camouflaging. Cloaked robots cannot see or shoot.
Normal robots see clouﬂed robots from 2spaces away, while spies can see them 3 spaces
away. A cloaked comeen can’t use the Radar and Drone tonso?es and can give no orders
unfil it uncloaks.

TR
biove

DIG IN — Digging in gives you both a defensive and offehsive odvonlo?e. If the shooter
is dug in, two poins are added to the domage inﬂidetg he farget. It the target is dug
in, the damage it receives is reduced by one quarter, butonly for basic- gnd ﬂlitz-type

damage. You can’tdig in while under enemy fire or when your groupis movin
again you have to dig out, which takes a click fo do. LA

ERR RIS o2

SET BLITZ — This option is on?' ovailoble while your froops are moyin
previously set. On the up side of having your robots blitz, they!
odd 15 extra points fo any damage they inflicf {except for
the down side, they lose energy for moving fusfer and
the amount of energy for eatﬁ exira point of Hamage they inflict. A robot that causes
15 points of extra damage pays 22 points itself. Although they can blitz themselves to

29




7. ADVANCED

COMMANDS

zero energy, robots survive until they're hit by enemy fire, missiles, or drones. Your
robots can’t ook and blitz ot the same time.

MEMBERSHIP — This adds or removes a robot from the group. Select MEMBERSHIP and
you'llsee SETTING MEMBERSHIP and then the robot's profile. Click to remove or add. If
ou remove a robot from a group, it becomes an individual (See “Advanced Commands
ror Individual Robots,” below, for ifs new commands). When you're done, move the
cursor fo a neutral area (any spot where there isn’t a robot) and click the activate button

or press the space bar. The comcen can never be part of a group.

FORMATION — Formation lets you quickly change the direction of your group. The
highlighted robotis the point on which the group pivots. SWEEP LEFT rofates your group
90 degrees left. SWEEP RIGHT rofates your group 90 degrees fo the right. Reverse furns
the group 180 degrees. CUSTOM lets you position individual robots anywhere. When
you're done, move the cursor o a neulrororeo (any spot where there isn't a robot)
and click or press the space bor. ‘

DIRECT UNIT — Use this fo give a single robot its own command or a separate destination.
When you select this option, you'll see the unit cursor. If you move the cursor and give
the robot a destination, it win resign from the group and move there. If you press the

ctivate bution without moving the cursor, you will get the Unit Opfions menu for that

i
4

ghot (see below). A robot can execute any command exce[:t for JOIN GROUP and still
=zirémoin a port of that iroup. For instance, in a group of cloaked robots, you can tell one
"~ J1obot to unclook and be the “look out.”

ced Commands for Individual Robots
fi individual robot can choose from CLOAKING ON, DIG IN (or SETBLITZ), JOIN GROUP,
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and Sf[ TARGET (for boomers only). The first three choices are covered above.

JOIN GROUP — If you choose JOIN GROUP, you're shown a list of all the groups; select
the one you want it fo join. If a group is foo far away, the robot can’t join it. Note that
the robot doesn’t physically join up with the new group; it adopts whatever movement
the group is performing and accepts oll commands from its new group. The comeen can
never be part of a group. Groups cannot be spread over more than 10 spaces.

SET TARGET — This option lets you tell an individual boomer which target within range fo
shoot at. When you select this option, you’re given a cursor whose movementis limited
o the current range of that boomer (including bonus for hills). Press the aclivate button
when the cursor is on an enemy unit o set that us the farget. As long os that robot is
visible and within range, the boomer will continue to fire exclusively at it. (Note: You
never need fo set the enemy comcen as the farget; any robot who can shoot ot it alwa
will.) Select CLEAR TARGET fo let o boomer return to

...........

8. CUSTOM-  Feeling your oats s a commander and ready to play o game on

IZING YOUR  Youcancustomizein ModemWars, frommap fypsforobotspeed fo
GAME what you do fo customize:

1. Toggle the customization opfion on by pressing the wildcard key whe
GumeTlpe menu on the screen (ses the Command Summary Card for fl
If IIw change your mind about customizing, press the wildcard key
0

2. Pick the scenario you want fo play.
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3. Set the custom settings described under “Global Customization Commands,” below.
* Only one of you can set these commands — the honor goes fo whoever pressed the
space bar first when you connected your computers (this option alternates; whoever
doesn’tset the commands this fime gets to do it next fime). The settings will be the same
for both you and your opponent.

4. Set the custom settings described under the “Individual Customization Commands,”
below. Both you and your opponent can set these commands and they don’t have to be
the same. To check the values that you've both set, go to the Mulfi console and look ot
the Stats screen.

Global Customization Commands

UNIT MENUS — When Unit Menus are on, you get to choose from the wide variety of
advanced commands like cloaking, blitzing, onﬂ diggingin; when they're off, you con't.
You get a much simpler game wlgen you turn the Unit Menus off.

DAMAGE — You can choose to have the comcen systems subject to damage or immune to
it. If you choose on, a drone hit will disable all of your systems and enemy robot hits
ave a chance of damaging any of the systems. However, you can still attempt fo repair.
Jamage is off, the comcen cannot restore its energy nor can it repair.

¢
i

®

Saiiats,

gPE — It you choose standard, the com‘)‘uter will generate o random map and give
3 name. If you choose custom, you can choose from RANDOM (which generates an
ymmetrical random map) or SYM/RND (which generates a symmetrical random
op). The computer assigns the map a name. Press the activate button to accept the

op
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Another way of generating an asymmetrical random map is o type in any five-letter —-
name; the compufer will generate a map for that name. Another way of generafin
symmetncol random map is fo fype in any four-letter name and an equal sign (?or
example: PUTT=). All map names ending with the equalsign (=) are symmetncu?maps
Press the acfivate button to accept the map.

If you use an asymmetrical map, you should play with the map twice so each ﬁluyer gels
to play each side of the map (see the onscreen command that lets you do this). If you
usea symmetrical map, you only need o play itoncesince each player faces anidentical

bottlefield.

Individval Customization Commands

CUSTOM /STANDARD SCENARIO — You can now play the game with the setup you've e, |
designed so far, or you can further customize it (the Solo Trainer never customizes; it | lntaa Aol
always chooses the standord seftings). - 4

(OM(ENdSPEED—(hooseO (no movement), 1 (grunt speed), 2(r|de' peed :
speed) ‘

TERRAIN POINTS — Choose 0 (no points); 1 {robot crossing c%[eﬂm
= 2; comcen crossing cener line = 16 points, back line % (
ofsefting 1). Robots can only collect points for crossing each n ‘
upper le 2! of the status window of each robot tell what pdints a robot has collected: one
asterisk for the center line, two for the back line.

DRONES — Choose from 0 to 9 drones. -

MISSILES — Choose from 0 1o 36 missiles. The GWL handbg k?i"ecommends that you
have 4 missiles for every enemy drone.

33
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RECYCLER — A recycler is the location where replacement robots arrive on the batilefield
"~ according fo the rate you select. You can choose from NONE (no replacements), HALF
(one replacement for every two of the same fype eliminated on the field of play), or
FULL (one replacement for every robot eliminated). If you choose to recycle, you're
asked 1o pick a place where you want your replacement robots to come in. You can
choose any spot, s long s it's on open terrain (not on hilks, in water, or in forests) and
on your side of the batilefield.

HANDICAP — There are two types of handicaps: point lead o robot advantage. You can
giveyour opponenta pointlead from 010 500. You can akso give the other player arobot
advontage by removing as many of your robots as you want. (This option is available
whether you're playing a standard or custom scenario.) To do this, press the wildcard

key fo toggle DESTROY ON during robot setup (press it again if you change your mind).

Put the cursor on a robot or — if you're so bold — a group of robots and press the

. ciivate button. The robot or robot group is instantly vacuumed off the field by the

S A | govomax machine. (The only robot you can’t get rid of is the comcen.)

{ou con ploy against anybody who owns o modem and Modem Wars. If you belong to o
computer bullefin l)oardy service, find out who else is looking for an opponent, or offer

.Onceyou finda ciwllenger, use the Command Summary Card for directions
ifiert with o modem opponent. The player who presses his or her space bar
the game fype and pick the map.
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When you're playing o modem opponent, you get the VOICE/PAUSE option on the Misc - .
screen. This lets you pick up the phone and talk with your opponent. During your
conversation, the game will pause.

For rewarding challenges (in other words, games where nobody gets skunked), find an
opponent whose skills are equal fo yours. How do you compare s ifl levels? By comparing
rour batting averages. Keep track of the points you earn for each game you play — win,
ose, or draw— and the number of games you play. Divide the fotal points by the number
of games you've played and you'll get your batiing average. Here's the points you get:
winner by knockout = 500; winner by ferrain poinis = number of terrain points earned
divided by two and added to 300; loser by knocﬁoui = 150; loser by terrain points = 200;
draw = 250. An average player's batting average is about .300, whils a good player's is
about .375. If you can't find an opponent whose skills are equal o yours, the less
experienced QB can foke a point lead or have o robot advantage. See “Handicgp gk

Customizing Your Game section for more details. ~

Messages to Your Enemy ‘
To send a message anylime you're connected fo @ modem opponent, press <RETU
type your message, and then press <RETURN> again fo end transmission. There

rures of efiquette when it comes to using the message ticker board.Some QBs;di
Winston (GWL Rookie of the Year, 2024), were gracious g -
congrafulatory message fo the winner ond o message of ericg
Others, like T.C. Steepfe (Most Offensive QB, 2023) pepperedihi

“Is that your diaper | smell?”, “Even my dog wouldn't do that”}
if ever there was onel”
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10. GETTING  Nowthatyou'vegot the fundamentals down of directing your forces and using your various

INTO QB consoles, and now that you'veseen the advanced commands, it's fime for you to get nto

STRATEGY slralegr{. It's time your troops quit romping up and down the battlefield like it's Sunday in
the park; you're not a plebe anymore.

Strategy is the skill line that oll the greatest QBs have crossed. Rommel Smith developed
a knack for great strategic moves and for that he had a whole trunk ot the local phone
exchange dedicated to him. General Rutger Wheatbacker, on the other hand, never got the
hang of itand ended up running a banana plantationin the Micronesion Islands (and poorly,
too).

Training Films

The GWL hos selected six replays for you to study, four of which are detailed below. Select
QAD.GAME FILM ond you’lrbe prompted fo insert o data disk. Insert the Master Game Disk
¢$he original disk, not the copy you've been playing with). Press the activate bution,

‘highlictht the replay you want fo see and then select WATCH GAME FILM. The game film

descriptions below break up the battles info clicks so you can match the descriptions with

1he action on the screen. You can do any of the following during the replay:

o Set the speed of the replay from 1 (slow) o 9 (fast) using the number keys.

; P‘I:us?( the action any fime using the Time Out key (see your Command Summary Card
or this key).

o Select the Battle Disploy mode to get three different viewpoints of the battle: what you

saw, what your opponent saw, and a combination of both (see your Command Summary
Card for this key).
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Scrimmage -

Blue: Robby Tartar; .377 batting average; Global War League Rookie of the Year, 2025
Comcen News Player of the Year, 2023.

Red: T.C.Steeple; .333 batting average; Most Methodical QB, 2025; Most Offensive QB,
2023.

Click 63: Red doesn'tlike histroops spread out so he draws theminto the center. Blue favors
the “fishnet” method and leaves Eis robots spread out in hopes of “catching” something
along the way. Both start their drives to the opponent’s back fine.

Click 60: Blue runs info Red’s solid force up the middle.

Click 52: Blue's rider is one space away from Red's comcen, but he doesn’t see Red due fo
the forest.

Click 50: Blue gets a rider munched.

Click 43: Blue ?oses a grunt and rider.

Click 36: There goes a another Blue grunt.

Click 11: There goes a another Blue rider; Red's forces proved
deadly. All of Red's men are still afive and well and have
points. Blue suffers from Robotus Depletus and is guars
territory points. Things look grim, even o the usuul%
through his front teeth, an unconscious reaction to st

Click 2: Iﬂue knows he can't get as many territory points s
been junked so he makes a lust diich effort to get poin
Boom! One hit does the trick. Blue fies it up.

(lick 0: It's draw. Hardly the most memorable eventin any}
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Face-Off -
Blue: Gaff Winston; .340 batting average; Global War League Rookie of the Year, 2026;
Recipient of Comcen Shack P?ayer Award, 2025.
Red: Lou Lou Blindside; .359 batting average; Kiwantis’ Comcen Jock of Year, 2022-25;
Modem Wors Illustrated QB of Year, 2022.

(lick 127: They both choose a setup that will let them bloze down to the opponent’s back
line Ihrougl open ferrain. This also happens to put them on opposite sides of the field.
Red leaves a groupin the back o prepare for an ambush when the fime's ripe. Bothstart
a run for points, keeping their spies in front to look for the enemy.

Click 110: The spies get their ferrain points ond can now cut towards the middle in search
of the opponent. They don't go back down the sides they came; the enemy’s ot there
or they would've rubbed elbows clong the way.

Click 90: Both sides have moved most of their troops over the back line. When done, Blue

has the point advantage over Red since she left the ambush group in reserve. She’s not

sweating this detail, though. If Blue is alert, he'll notice that Red is behind on points and

{that there’s possibly a group of robots waiting for him somewhere.

1: Blue's spies are in position fo spot any enemy forces crossing the river.

75: War starts with a few attacks on the Red spies. Blue is lining up behind the river

ilo Red forms o mass attack.

¢k 66: Red's riders start their ambush move from the back while Blue lines up along the

ver, ready to sweep. He fokes a click or two fo check across the river fo make sure that

¢d isn't lined up along the opposite bank — standing waist-deep in cold water makes

s troops vulnerable to fire. The const is clear so he surges forth.

h0: Blue fires his drones on Red, making his comcen visible. Red takes advantage of

is and moves closer fo Blue's comcen.

......

................
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Click 55: Blue begins o sweep on the right as soon as Red's comcen becomes visible and her~--
front line is droned to helplessness. This is the major strategic mistake of the game. A
confinued defense might have resulted in a point win, but Iﬂis greedy attempt ot a KO
left Blue vulnerable.

Click 45 Blue starts sweating; he feels the pinch of Red both north and south. He shuffles
around as the space around him closes. Bad time for daustrophobia.

Click 40: Blue's troops start chasing Red's comcen, so she responds by running fowards the

fwfest walksuwuy from the action. In the meantime, Blue’s comcen is still seeing plenty
of fireworks.

Click 35: Red's comcen escapes since Blue couldn't spare the attention to keep it in sight.
Click 22: Say goodnight, Blue. End of film.

Sluggers
Blue: Sod Acres; .350 Batting Average; Modem Wars News Player of the Year, 2022.
Red: Ryder N. Black; .320 Batting Average; GWL Most Irtiptoved, 2026.

sl
8 Feid

Click 127: Blue lines up along the west wall. The comcenis'protected with grunts in front 17
of it and boomers just to the right. Farther fo its right, ride'%%é%le p profecivewall. - | . .
Blue's spies are spread along the front line, IooEing for the énemy. Red
“amoeba,” splitting his troops info two large bodies. One group sits along th
while the other waits up on the hill. “
Click 125: Red spots Blue's comcen and sends his riders fo
Click 120: Red realizes the size of the opposing force:
Click 115: Red's spy immediately moves forward an

comeen in less than fen clicks. Red retreats runs into

P

i IScky duy,jfinding Blue's
e's riders — double oops!
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Click 114: Blue kegins tosurround Red's troops and starts weeding outhis opponent's ranks.

 The drone game starts. A greot farget is a group of four enemy robots standing two by
two. One dgrop of the drone ond it's stun fime. Two drops and it's bye-bxe times four
(except for the comeen, of course). It doesn’t get any more economical than that. Red
decides to foke advontage of the spotted enemr comeen and creeps towards Blue.

Click 108: Except for the spy, all of Red"s western force is gone. Blue's robots smell eosy

oints and stort racing for the back line.

(litt 105: Red moves his grunt closer fo Blues comcen, while scooting his own a little east.

lick 77: Red feels the heat from Blue’s northwest forces and launches some drones before
hightailing his comcen down the hill.

(lick 64: Blue drones Red’s meek forces on the hill and goes on to clean up the last real
resistance. A point win for Blue is now guoranteed.

Click 54: Red gets points os he crosses over Blue's back line. Blue sends troops out fo search
for Red's comcen.

Click 39: Blue makes on intensive move south to find Red.

Click 31: Blue gets lucky and finds Red's comcen with his drone. Blue's grunts pull up next
o the idle comecen and blost away at it.

Click 25: It's not over fil it's over. But this is over for Red.

ar
P uodrl %;2.360 batting average; All-GWL Team, 2022; Recipient of Most Likely to Blitz
ard, 2023.
Jo Driver, .322 batting average; Member of U.S. Olympic Comcen Team, 2024

254: Blue starts out with a mostly defensive position. He digs into the hill, dloaks
mself, and decides to wait it out for Red. Red figures that Blue will drive straight down
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the middle through open terrain for fast points so she sets her froops up across from the~--

hill. She also positions a small group on the west side of the field so she can slow down

Blue's troops if he moves that way.

Click 245: On the western front, Red's spy finds Blue’s recycler and sifs on it.

Click ZIi:‘l :hﬂlue first sees the approaching Red. He chooses o remain cloaked so he can
ambush.

Click 227: Red's clooked troops have Blue’s small force surrounded and uncloaks.
Supreme humiliation! Meanwhile, on the eastern front Red moves towards the hill.

Click 222: When Red hits the hill, she runs full force info Blue’s froops who unclook and
surprise her. Heavy fighting storts. Both lounch drones, but it's Blue who tokes on the
drone offensive, thinning Red"s forces with each defonafion. This is Reds mojor error.

As soon as it become clear that Blue's entire army was dug in on the hill, Red should've
colled off the attack and driven her comeen uﬂar into Iﬂe sunset as possible. -

Click 212: Blue's forces are completely wiped out on the western front, but Blue is hardl . P |
worried over this sacrifice. _ . ' :

(Iitt 205: Red tries to beat a retreat, but Blue drops a dro

er out.

11. TECHNICAL
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This section contains technical information. If you want the winning ‘
mended reading. It can make the difference between getting your face on f
Modem Wars Weekly or The Nobody Dispatch.

Robot Energy T
Robots start the game fully charged (energy = 100 percent). They lose energy
they re shot, missled, or droned. When energy drops fo zero asa result of an offé

Yo
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out of the gamé and zapped off the battlefield. Robots can repair their energy during the
game. Ifa robot (other than the comcen) is notshoofing or moving, it automatically repairs
ot a rate of 2 percent per click. When the comcen loses all its energy it's “knocked out.” In
Scrimmage, QB Sneak, and The Bomb, the comcen can't restore energy; all you can do is
hope that energﬁ doesn’t hit zero before the battle’s over. However, in Ile other scenarios,

you can monually replace lost comcen energy.

Robot Speed

There are three speed categories. The Space Per Click figures are for robots moving through
open ferrain; the only exceptionis thespy, who moves ot the same speed through all terrain.
See “Effects of Terrain” for details on how certain terrain slow your robot's movements.

Robot Type Speed Space Per Click
Grunt 1 1/2 (base rate)
Boomer 1 1/2
3 1 through all terrain
Depends on scenario ~ —

icts of Terrain
i can offect the movement, sighting and combat capabilities of your robots.
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Terrain type | Effect on movement | Effect on sighting | Effect on combat -
Plain None None None
Stream Move ot 1/3speed. | None Target in stream receives 10
points extra damage.
Forest Move ot 2/3 speed. | Can be spotted only | Grunts and riders only fire ot
by adjacent enemy; | robots adjacent to them.
remains spotted up .
fo two spaces.
Plateau None Robots on plateau can | Weapon range is inreased by
see one space extra | one space for each level of ele-
for each level of vation. Dama
elevation. Robots
can’t be seen
through hills.
Slope Move at 1/2speed. | Same as plateau.

\
) le-

fion. Damage effect for “dif-
nce:of level” is reduced by
get on slope receives
Is extra damage.
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Robot Movement
Robot groups and individuals can “move through” friendly groups and individuals; cloaked
enemy robots can move through each other; spies can move through anyone. As a result,
groups can get spread out, but they will retain their group formation and will return to it as
soon as they are able to. However, if you select MEMBERSHIP or CUSTOM FORMATION, all
the robots in the group will halt where they are and consider their arrangement fo be their
new formation.

Robot Facing

Robots face the direction they were lust moving unless there's an enemy robot within range.
In that case, they will turn and face that direction unfil they move or another enemy shows
up. When a robot is selecting a target from multiple options, it will shoot at enemy comen
first (if possible), and then ot the nearest unit. Once a robot selects a farget in a certain
----- ! direction, dt will only turn fowards o new target in a different direction if the new target is

one space closer.

..... ohot Sighting

Robots sight other robots when they come within a designated range. In Standard Display
mode, enemy robots won't show up on the Battle screen unfil they're sighted. A robot con't
shoot at an enemy robot until it has sighted that enemy.

...............
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Observer

Grunt, rider, boomer Undoaked grunt, rider,

or comcen boomer or comeen

Grunt, rider, boomer (loaked grunt, rider,

or comcen boomer or comeen

Spy Undoaked grunt, rider,
boomer or comcen

Sy (Toaked grunt, rider,
boomer or comcen

Spy Spy

B I3
. . N L . N " s »~ ed EEEN N s
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Robot Weapon Range
 Except for the spy, each robot has a weapon they'll shoot when the enemy’s close enough.

Terroin can affect o robot's shoofing range, so be sure to refer tq “Effects of Terrain” in this

section for details.

Robot Type Weapon Range

Grunt Laser 3 spaces

Rider Laser 3 spaces

Boomer Projectile Cannon 6 spaces

Spy No weapon —

Comcen Drone No range limit
Missile Radar scan area

o)

Effects of Flanking Attack
Grunts and riders cause the most damage when they hit the target in the back or sides. A

tosarfire is also known as “line of sight” fire. Projectile cannon fire is also known os “indirect .
fire.” Gronts and riders con'tshoot if there is a friendly robot in their line of fire. However,
IroBots on any slope or hill never have their shots blocked since they shoot over any robots

lin their line of fire. Boomers have cannons that fire ot an angle, so their shots are never
blocked. Cloaked robots cannot fire. It fakes a robot one click to reload ofter each shot.

shotin the side adds 10 extra points of damage, while a shot in the back adds 20 extra points
of domage. Boomer shots aren't affected by the angle of attack since they fire from

connons; their shots arc and hit the target from above.
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Damage from Enemy Fire
Damage that your robot fakes depends on who's giving and who's getting. This fable shows
the percentage of damoge  robot inflicts when it hits its forget. For example, a rider must
it a boomer 5 times (at 20% damage per shot) to eliminate it. The numbersin bold {under
the Target: Comcen column) represent the percentage both the damage a robotinflicts and
the number of points you get for hitting I'l:ut target. For instance, when a boomer hits o
comcen once, it inflicts 10% domage and you get ten points. If the boomer hits a comcen
9 times, it inflicts 90% domage and you get 90 points. One more boomer hit, and you'll
knock out the comeen.

Damage Table (by percent)

Shooter Target
Grunt Rider Boomer
Grunt 4 5 25
Rider 3 4 20
Boomer 12 16 8
(omeen
Drone 50 50 50
| Missile 28 28 28




