


A Cordial Welcome to Borden?

he entire city is happy to welcome the new coach of our MU.D.S.

team.lt is a great honour for us that you have taken the trouble to

travel the great distance te our continent in order to be able to
assist the team of Gorden on the path to fame, honour and riches.
The job of a M.U.D.S. coach is varied and interesting. It is not easy, but it is
well paid since it's you, after all, who decide on the pay. Unfortunately, the
unexpected demise of our last coach left us unable to find a fitting
candidate from among our own ranks. Another reason for us to express our
heart-felt thanks is the fact that neither the long journey nor the new
challenges have deterred you from coming.

You have surely already heard something about this interesting sport.
Perhaps, however, the great distances and second-hand accounts have
given you a distorted picture and omitted important details. So, with the
help of this booklet, we should like to familiarise you with the rules and
customs of our world and of the M.U.D.S. game. Should other questions
occurtoyou, please don't hesitate to ask the natives. They willdo everything
they canto help youaccompany the team on its great victory tour across our
continent. '

This small booklet will familiarise you first with the game rules of
M.U.D.S., then with the details of your journey across the continent and
through our cities together with general information on the country and its
people. In the last part, you will also find a description of currency, divisions
of time and other details which will be of use to you.

We wish you every success!

signed: Marco Ull
Sheriff of the City of Borden




This is M.U.D.S.. ..

M.U.D.S.isnotonly a sporting pleasure
- it also fulfils a significant social function.
Those undesirable elements within our soci-
ety who are ap- prehended red-handed in
their criminal acts are usually sentenced
to a term in prison. Qur prisons are, how-
ever, overflowing and cost our tax payers a
lot of money. For this reason, we release
our convicts in order that they may prove
their usefulness to society and carry out so-
cially useful tasks. The prisoners are thus able
to earn money with which they can buy their freedom after a period of
probation.
Our region makes several careers available to these convicts: boulders and
rubble expert (stone breaking), packaging engineer (gluing paper bags),
medical assistant, (guinea pig) or sportsman (M.U.D.S.). The last area is
especially popular and there is, therefore, seldom any lack of players.
Anyone wishing to become a M.U.D.S. player must submit an application
to the IMO (International M.U.D.S. Organisation) where he is examined for
physical fitness. He is then offered for sale to team coaches on the licensed
mar- ket for players. A handling fee (about 75 percent) is deducted from the
player's purchase price on behalf of the IMO and the remainder credited to
the player's account.

You have almost certainly already seen the game or at least hear of it: two
opposing teams appear in an arena. The game is played with flonks, small
pterodactyls with good aerodynamics and wieldy tails. At each end of the
field, there is a pott into which the flonks must be thrown. This is aptly
named a flonkpott or floptt for short. Each team may field up to 13 players.
(The Public Safety Act stipulates that any assembly of more than 14 persons
requires prior authorisation. In the case of M.U.D.S. teams, such authori-
sation is not granted as a matter of principle and for this reason a maximum
of one trainer and thirteen play- ers are allowed in a team). There are five
field players per team and these must be positioned according to certain
rules.

There are two different tactics by which the game can be won:
a) Score more floppts than the opponent.
b) Push the number of players in the opposing team below the required
minimum.
The first tactic is of course the more sportsmaniike, while the second is
constderably more interesting for the spectators.

Below we shall familiarise you with the official rules of the game. You will
find further more detailed information on the pages following the descrip-
tion of the city.
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Below you will find an extract from the IMO's rule book which sets out
all the rules you will need. Only the appendices for referees and stadium
owners have heen omitted.

The playing field is 576 gholdfoot long and 320 gholdfoot wide. At each of
the long sides there is a 26 gholdfoot wide and 35 gholdfoot deep moat.
Directly behind the moat, there is located exactly in the centre of the field
a 12 gholdfoot wide pott (bucket). In the moat, there lurks a car- nivorous
creature, which is not to be fed for three days prior to the be- ginning of the
game. The pitch is divided into three equal parts. The third nearest a team’s
pott is the defence area of this team. The third adjacent to the oppo- nent's
pott is the attack area. The third in the middle is no-man’s- land. Ten
triangles mark the start positions for the individuai players.

Rules of the Game

BGame Creature

The game creature is a flonk weighing at least 5 gholdunz and which
must be at least 12 years old. Seven flonks are used in each game. The flonk
isthrown into the centre of the pitch from either the right orthe left. If a flonk
lands in a pott, then another flonk is thrown onto the playing field. [f a flonk
lands outside the boundary of the playing field, he is thrown back into play
from the point at which he lands outside the bound- ary. The referee
constantly supervises the condition of the flonk in play. If the flonk is no
longer fit to play, a new flonk is thrown onto the pitch at the same level at
which the last flunk was withdrawn from the game. This substitute flonk
does not count as an additional flonk - he keeps the same number as the
flonk which was withdrawn from the game, so that seven flonks must still

land in the pott.
Zim of the Bame

The aim of the game is to score as many points as possible. A team is
awarded one point when a player throws a flonk into the opposing team’s
pott . This is called a flonkpott or a floppt for short. If, instead of throwing,
a playersucceeds in placing the flonk directly in the pott by jumpinginto the
moat, then this counts as a double floppt and scores two points.

End of the Bame

The game is over:

a) when all seven flonks have landed in the pott. In this case, the team
with the highest number of points isthe winner. If the points score is equal,
then another flonk is thrown in. The team which potts him is the winner.

b} when a team is unable to field the required number of players on the
pitch. In this case, the other team is the winner even if it has less points.

c) when war breaks out. In this case, the game is called to a halt and
postponed. (Note: this last rule was introduced some 34 years ago after an
occasion on which all knaracks were conscripted in order to take part in the
Hemon war. This made one of the teams unfit for play and thus lost them

the game.)
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Rules of the Game

Fiely Players

Each team has five players on the pitch. The five players distribute them-
selves among three groups:
TWQ DEFENSIVE PLAYERS (BLOCKERS)
TWO ATTACKERS (RUNNERS)
ONE CENTRE PLAYER (HERQ)
Each of the three teams must be made up of players of the same race.
Players of two different races may not be used in the same group. When the
flonk is thrown into play, all players must be located at their starting
positions,

Fouls

Fouls are penalised only when they occur within no-man s-land. in the
attacking/defence areas, basically every action is allowed on the part of the
players. Ifa playertouches another player, whois notin flonk position, then
this counts as a foul. Whether contact was harmless, accidental or inten-
tional is left to the judgement of the referee. The players in flonk possession
may charge and be fouled at will. in the case of afoul, a free throw is carried
out.

When it is not just a case of contact, but of a fight lasting more than half a
second, then the player who began the fight is frozen for about twenty
seconds. This also applies when the instigator of the fight was in flonk
possessicn. If the referee is not able te decide clearly whe began the fight,
then the game is interrupted. Both players can then continue to fight at wiil.

The game is not interrupted when the fight takes place in one of the

defensive areas. (Note: in other words, you can do anything as fong as the
referee does not see it). Fouls against the referee irrespective of when and
where are penalised with the player's immediate elimination.

Rules of the Game

Change of plapers

The team coach can ask for a time out when the flonk is in no-man’s-land
and his team is in Flonk possession. If the flonk is in an attack area, then
no time out is possible. During this time, the coach is allowed to substitute
players as he wishes. There is no limit whatsoever to the number of player
substitutions. After the substitution, the game must be continued immedi-
ately. A player who is no longer able to take an active part in the game must
be substituted imme- diately so as not to hinder the other players. If the
team is unable to substitute the player in accordance with the rules then
this team has lost the game. A player is considered no longer fit to
participate when the referee notices that his life functions have ceased. This
is at the latest the case when the player has lain motiontess thirty seconds
on the ground. Such a player is banned for all further games.
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Referees

||[ =1 Rules of the Game

Thereferee indicates rule infringements by gesture. The gestures illustrated
above have the following meaning.

Time out: When a player asks for time out, this gesture starts the
time out.

Free kick: The execution of a free kick following a foul is indicated
by this gesture.

Team !: Indicates the team (in this case playing from bottom to
top) to which the following gestures refer.

As C, but for the team playing from top to bottom.

Indicates fight in no-man’s-land.

Penalty: Player is frozen for some time.

Gesture to indicate when a plaver must be taken out of the game.
Tackling of a player in no-man’s-land who is not in possession of
the ball.

Penalty: Plaver is removed from the game and team.

Floppt: After this gesture, the new score is displayed.

Flonk Number: indicates which flonk is presently thrown in.

The Campaign

Pour Him

[n the meantime you have probably been asking yourself the question:
Why the devil am I doing all this? Quite easy! To bring fame and honour to
ourcity and at the same time to become rich and famous yourself! When you
win the Great Cup the world is at your feet! And how do you get hold of the
great cup? Our continent Ghold is divided into four regions (more details
below). Each region has four administra- tive districts, each with its own
capital. Each capital city provides a M.U.D.S. - team. If you can beat all the
teams of a region you win the cup for this region and can move into the next
region. When you have beaten the last team there comes the Great Cup, the
highest distinction which a M.U.D.S. - team can ever achieve.

So that you can better get your bearings, we provide you with a map of
Ghoid. You also receive sixteen small flags which you can stick on the map
when you have beaten a city's team.

=
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Description of Gorden

Here you can see a
schematic map of
the town of
Gorden. We have
marked the
important
buildings for you
with symbols.
These symbols are
international and
are also used in
other cities.

- =] Dotzls

Ly InGorden, there are three different hotels of varying quality
classes. The quality of the hotel is measured in stars.
__-.ﬂ Hotels without a star are particularly cheap. One star offers
. 2 rooms in the upper middle range. Three stars hold out the
promise of luxurious accommodation and fantastic ser- vice. All hotels are
obliged to let your team have suitable rooms for an all-in price. Practically
all hotels offer special rooms for touring M.U.D.S. - teams in order to ensure
that your team can keep its distance from the normal clientele. You should
accommodate your team in one of the three hotels because if the players

‘hangaround on the street it damages both the city's morale and that of your

team. When you register in a hotel you will be told the price. The price is
deducted from your account automatically at the be- ginning of a week. If
you are insolvent, the management reserves the right to terminate your
contract with the hotel. The contract is automatically terminated when you
leavethe region. The hotel which you select is your headquarters in the city.
You can have discussions with the players here and inspect the team in
detail.

Description of Gorden

WBank

You will immediately find a friend in every town: the
manager of the local bank. He looks after your money,
takes care that bills are paid punctually and also helps you

o o~

Z1 in times of financial difficulties. Your banker keeps you

constantly informed of the batance of your account. He is also willing to
work out your weekly costs for you. If you have debts, he will point this out
to you in a friendly manner. If you are free of debts, you may also take out
a credit. In this case the manager will inform you of interest rates and
repayment instalments. The maximum level of the loan depends on the
value of your team {which serves as collater- al). Your account is conven-
iently managed for you. The bank will give you enough cash to pay bills
without your needing to ask as long as your ac- count is in the plus. If you
have any income, it will be partly used for the repayment of debts. All banks
are in contact with each other. S¢ you do not have to put up with the
inconvenience (and the danger) of carrying cash around with you, but still
have access to your financial resources in all cities. Your banker has
complete trust in you. However, the journeys from one re- gion to the next
are dangerous. [n order to safeguard your assets, you should only start this
journey when you are free of debts, If your account is in the red, the

‘authorities will prohibit your leaving the region

Loan Sharks

Besides the state controlled banks with their prescribed
business condi- tions, there are also in many cities inde
pendent money lenders of dubicus reputation. According
to their advertising you can get loans from them even if
you are in debt. However, former customers talk of exaggerated interest
rates and rough methods of debt collection. Nor are the services offered by
the money lenders as convenient as those of a genuine bank. So you have
to look after the repayment of a loan yourself. Automatic debit- ing is
unheard of here. A tip from us: you use these institutions at your own peril.
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o] Plaper mavket

Every city offers a player market organised by the IMO
where players can be bought and scld. The supply of
players is limited, other teams are quite likely to whisk
el good players away from under your nose. When you enter
the market you are asked whether you want to buy or sell players. Accord-
ingly, you either show your players or are shown the present supply of
players by the IMO-licensed salesman. He charges a han- dling fee so that
a player always costs more when he is bought than he is really worth and
when he is sold brings less in.

Prealers

A good manager takes care of the health of his team. As
can sometimes happen in M.U.D.S,, players are occasion
a . ally roughed up and in such a case you should visit the

local healer from time to time. He examines your players
(free of charge!) and cures iittle ailments within seconds (however, this
costs a few gholdunz).

-

Juns

Our inn, “The Thirsty Dragen”, makes no small contribu
tion to the consider-able attractiveness of Gorden's lei
sure facilities. Here you will often meet players of the
opposing team which is currently staying in the town. It

can be worth your white talking with these opponents and occasionaily

buying them a breu. A crafty trainer has often managed to get important in-
formation on the opposing team. Garrulous players can also sometimes be
bribed to play worse than usual. Some players are even prepared to change
teams. If you recruit such a player, you pay an amount ¢orresponding to
three times his purchase price, A third goes to compensate the other team

Description of Gorden

leader, just undertwothirds goto the IMO. Anample 1.7% goes tothe player
himself, People who buy a round are always popular. It peps up the mood
of all those present particularly your team’s morale. However, it does some-
times come to fisticuffs in the inn. The winner of such a fight usu-ally goes
into the arena with enhanced morale and the psychological damage to the
loseris often considerable. Don't get involved in such fights if you can avoid
it, unless you are sure that you will win and that you can pay forany potential

damage.

=] ity chrowicler

Our city chronicler and his colleagues in other cities keep
the records and the statistics of their successes for follow
ing generations. Moreover, the chronicler can also help
s you to go on holiday - he records how your team is looking
and gives you this information in the course of a later visit so that you can
continue playing where you left off.

e

Wetting office
s Gorden, like every other city, boasts an IMO betting office.
- Here you can enhance the fame of our team by combining
__ﬁ a moral victory with financial advantage. But you can also
e bet on the other games taking place in the region. The
odds are calculated according to team strength. The stronger a team the
lower the win. Every betting office must display outside its premises a stan-
dardised scale which indicates the relative strengths of the opponents and
thus the odds. The longer the bar, the stronger the team and the lower the
odds. Oh yes, betting offices are not particularly keen foryou to actually take
your winnings with you. In other words, you have to pick up your winnings
by the next day on which a game takes place, otherwise they lapse. And
betting fraud is strictly forbidden. You are not allowed to bet on your

T Y
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opponent and then go for a huge defeat. Infringement can result in
withdrawal of your coaching licence and can be penalised with relegation
to the status of a normal player (and you certainly don't want that to
happen, do you?).

o %] Stadium

The fulcrum for your team. [n our home stadium, you can
train at any time and so steel your team for later matches.
o However, you can also challenge the teams of other cities

who are visiting us to an exciting match. Before a match
can take place you have to register in the stadium. This costs a small fee
which is needed for the cleaning of the stadium after the game and for other
administrative purposes. The games basically only take place on the sixth
day of a week. When you and your team can no longer wait and have ar-
ranged everything of importance in the city, then the stadium is a good
place to kill superfluous time. You'll see that the day of the match comes
more quickly than you think.

City Bate
You will soon be moving off into the big wide world. When

you leave us, the crowds gathered at the city gates will
cheer you and wish you every success for your tour.

35
-'!. However, we are obliged to ask you at this pointin time to

pay the taxes which have accrued during your visit. Please have change
ready. We deeply regret this, but the law is the law and the other cities do
exactly the same anyway.

What you need to know about Ghold

BGeneral

Ghold is, in short, both the continent and the country in which you find
yourself at the moment. But this is certainly no news to you. Ghold is the
melting pot of many races and peoples as it offers unique living condi- tions.
From the flat grasslands in the southwest over the swamps of the northwest
to the woods of the northeast and the biting cold of the icebergs in the
southeast, every conceivable climate can be found. Only these extraordi-
nary conditions make it possible for so many different peoples to gather
together on one continent.

Thanks to successful efforts on the part of our politicians, nearly all
inhabitants speak the same language, follow the same calendar and pay
with the same currency. If you have read this handbook so far then you can
al- ready cope with the language well. Our calendar is quite easy to under-
stand. Time is measured in weeks. Each week has sixdays. Only on the sixth
day, which is a day of rest for all workers, do the M.U.D.S. games take place.
Days and weeks have no names of their own, but are counted only as dates.
6.7.means for example the sixth day of the seventh week. Asanew M.U.D.S.
season is just beginning, the calendar starts again from the beginning and
thus today's date is the 1.1.

The currency which is recognised everywhere is called the gholdmunz.
The gholdmunz is based on breu, the most favoured drink throughout the
land. Breu is brewed in special breueries. Breu is an alcoholic, amber-
coloured liquid which froths when it is poured. A glass of breu costs
basically five gholdmunz - wherever you are. If breu becomes more expen-
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What you need to know about Ghold

sive then it still costs five gholdmungz, but all other goods become corre-
spondingly cheaper. This regulation was introduced more than 400 years
ago because breu is more or less the only non-perishable tradeable
commodity which is of equal interest to all regions and peoples.

A Survey of Races It is the host of different peoples that makes Ghold so
unigue. Admitted- ly, even long-standing inhabitants of our continent can
become confused about the individual races. For this reason we shall give
you a short in- troduction to all known creatures so that you can avoid
embarrassing mistakes.

Flonks

Flonks are small pterodactyls incapable of flight and with a pronounced
tail and boundless enthusiasm for sport. Why else should they be so in-
terested in making themselves available as game creatures for this sport?
Flonks are called flonks because this is what it sounds like when a flonk
lands in the pott: FLONK! Numerous ceértificates confirm that all this is in
no way painful for the flonks and that they enjoy the game. One of the
reasons why flonks are such enthusiastic M.U.D.S. supporters: teams which
want to ensure their victory slip the flonks a few gholdmunz before the game
begins. In return the flonks run to the players of one team rather than the
other. This is, however, more or less the only possibility for a flonk to get his
hands on any money. Or can you think of any other use to which
you can put a moderately intelligent pterodactyl, which cannot
fly, has no hands and also tastes disgusting when roasted?

Shivis

The shiris belong to the most honest, friendliest and most in- %
corruptible creatures to be found on this continent (although this
isn't saying very much). They see themselves as the protectors of
the flonks and . make sure that during a match the little pterodac-,
tyls suffer no damage, at least not of a permanent nature. Assheris
seldom come into conflict with the law (perhaps they just never

What you need to know about Ghold

get caught), they usually never play. But in practically every city, the
position of referee is occupied by a sheri. Despite all their good quali- ties,
sheris bear a grudge for a long time. He who attacks a sheri or in- sults him
with lousy bribes can be sure to be the victim of eternal wrath.

Efants

Large creatures with grey, leathery skin who can run faster
than their appearance would lead you to expect. The initial
impression of coarseness which they arouse at first sight is
deceptive. Etants are very sociable creatures with a highly
developed feeling for family life. Some of them are M.U.D.S.
players simplybecause they wanted to help their families out
of financial difficulties in a rather irregular fashion and were
caught red-handed doing it. Its easy to get on well with etants
though they are quick to-take offence if treated badly. These
good-natured players make very good blockers or runners
though it is wiser to entrust the captaincy of the team to a creature with

more brains.

Bulles

This creature's build says everything: strong and slow,
strong and stupid, strong and tenacious. The only
reason that the head of a bulle is so large is because it
has such a thick skull to protect its relatively small
brain. Bulles are often hired as accomplices in armed
robberies and are more than happy to get arrested so
that they can play M.U.D.S. at last. It's obvious where
they should be positioned. Bulles are at home in the de-
fence, but are the wrong choice for the attack. Bulles are
easy to take care of, are easy to con and are a danger to
the coach onlywhen they are playing forthe otherteam.
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Warklonks

These saurian-like creatures with their smooth blue
skin are exceptionally streamlined. This makes fast run-
ners of them and they are often used as messengers.
Some warlonks try their hand at smuggling, but are
easily overpowered as they are physically rather weak
despite their speed. Warlonks always make good run-
ners, but dislike being used in the defence. Though
otherwise harmless, you should never trust them with
weapons. The playful warlonks have caused many an “ac-
cidental” injury.

Whissles
Small, brown, fast. Whizzles belong to the family of runner
saurians and are also the smaliest species in this sector.
Their small body size enables them to wriggle out of the
tightest situations. Their great speed makes good attack-

ers out of them especially when facing a slow defence.
Whizzles are distinguished by their preference for fresh
meat. If there is no butcher’s shop in the neighbourhood,

» : this can lead to problems which can ban a whizzle to a

lifetime’s service in a M.U.D S. - team. Feed well and regularly,

otherwise keep at arm’s length! :

Shemons

A mysterious race from the swamps. For one thing, they s
are the only female M.U.D.S. players. Their physical build also &
gives the impression that they should really come from a hot, g%
dry region. When shemons are arrested, it is usually for causing
a public nuisance (forclimatic reasons, they pre- fer to wear as
few clothes as possible) or because they are caught daubing
militant feminist slogans on walls. Shemons are intelligent

What you need to know about Ghold

and love to undermine the authority of the team coach. Attention should be
paid to their demands for better food and accommodation etc.. Their
strength is not to be underestimated. It is a pure waste to use shemons in
the de- fence.

Davtwinder

Hartwinder are one of the wonders of evolution. They are large cater
pillarlike creatures with delicately formed prehensile organs. Thanks
to their physical build, which enables them to slither into the
narrowest of gaps, and their delicately articulated hands they
tend to concentrate their professional activities on repair
jobs. Hartwinder on the wrong side of the law, however, are
often engaged in sabotage. As far as sport is concerned, they
concentrate on technical finesse in the defence and on ac-
curate passing to other players. A hartwinder is also useful
to have in the team because they like doing repair jobs
and so save a lot of money. Otherwise they are pretty
reclusive creatures and leave the other players alone
and do not bother the team coach.

Pustuoks

q Anoctopus-like creature which isessentially aquaticthough

} it can also live and play on land. Thanks to its symmetrical Y

physical structure, a pustuck can see in all directions simul-

k taneously and rapidly swap "arms” and “legs” (upward and

downward pointing tentacles) and so change direc- tion as

quick as a flash. They have an extremely well-developed

motor system and their flonk handling is quite exemplary.

i Pustuoks often employ their tentacle skills in the service of pick-pocketing.

Take care how you handle him - a pustuok can see everything that's going

on around him. There’s no way you can take him unawares - more likely the
other way round. His skills are not used to the full in defence.
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‘f orams is accepted into a M.U.D.S. team it is considered a great honour to be -
celebrated by the entire people. In fact these otherwise peace-loving
creatures will commit minor crimes just so that they can be arrested and
then get to play M.U.D.S.. You'll never have any problems with these crea-
tures, they'll do anything to be allowed to stay in the team. Caution! Insome
areas, fuzzools are known as delicacies and therefore consid-

ered fair game!

Tales

Droll little fellows who claim not to be descended from the
beloms. They are distinguished by their exceptionally large tale
which they also use for communication by articulating words and
sentences. Otherwise theyuse thislimb forswinging from branch
to branch. Tales are pretty strong considering their size and can
be used in practically all parts of the playing field. Tales really
maaracks only wander from the straight and narrow when they underes-
timate their own strength in a moment of boisterousness and embrace
someone too hard or slap them too vigorously onthe shoulder. Tales do not
eat a great deal and are quite easy to please in other mat- ters, too.

Closely related to the bulles though at a higher stage of evelu-
tion. They have four eyes and a relatively large brain. Though
they boast great strength, their staying power is limited;
despite a high level of intelligence, their dexterity is

rather poor. Forayes are often self-employed and solve

the problems of other creatures thanks to their strength

and brains. These two abilities are sometimes hired by
criminals. Some forayes are not clever enough to see
through such offers. The forayes playing in M.U.D.S.

teams have already returned to the path of virtue and are
therefore a genuine relief for the team coach. They canbe of LM
great help as go-between or middie-man for the other
members of the team.

Intelligent, over-sized insects whose limbs often emit cracking
noises ( thusthe name). Their strength matches that of the
B smaller members of their species and they can easily carry
many times their own weight. They are also pretty hard to Miﬂtﬂ.g
tackle on account of their chitin armour. The removals busi-
ness in Ghold is firmly in knarack claws; these removals usu-
ally go off without problems. But some black sheep
do divert the worldly possessions of other crea-
tures into their own residences. Knaracks of this ilk
often meet up again in the Arena. But don’'t be misled by this;
if well treated, knaracks are very peace-loving.

This people provides the majority of scientists, writers and healers.
Their four arms enable them to do several things at the same time
: and this makes them pretty hyperactive. Sometimes, however,
; _:'- their thirst for knowledge runs away with them and it is not
unknown forthem to take the belongings of other creatures apart
{or sometimes the creatures themseives!) for illegal experi-
- ments. Leeeens are very fast though their flexible arms are usually
I lé : weak. At the advanced age at which leceens enter a team. it is too
fugsﬂﬂ g N e R |ate for much to be done in the way of muscle building. Leeeens fit
This people is completely obsessed with M.U.D.S.. Though i Tl S into a team pretty well as long as you keep them busy and in a good
really nocturnal creatures, they have completed changed et | o I 160d. What is dangerous is a bored leeeen who can get no further

their biorhythms so as never to miss a game. When a fuzzool ' in his thought experiments and wants to do something practical.
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What you need to know about Ghold

Bobling

So as to put aside all prejudices for once and all and so that there

can be no doubt in anyone’s mind: goblins are mean, crafty, smart,

clever, tricky, cunning and sly. Anyone who makes a deal with a

goblin only has himself to blame. Fortunately, there are only very

few of these beasts. In many cities, goblins are arrested on sight be-

cause even if they haven't already done something they are surely

planning it. Goblins can cause real problems in a team. They [ove arguing

with you, twist your words around and love psychological warfare best of all.

If they weren't such damn good players, there wouldn't be theslight-
est reason for having them in the team at all. )

Heivons

These large creatures with their spiked tails most often
appear in the role of assassin. You would have to look ¢
extremely long and hard before you find a sciron who
makes an honest living. As scirons are hard to catch, there
are relatively few of them to be found on the player mar-
ket. But before they are allowed to play in the IMO, the poison gland
is re- moved from their spike (mainly to protect the team coach). Scirons like
to play an aggressive game, so its best to use them in the defence. Their
physical build makes them less suitable for the attack. Scirons are
very sensitive to any sudden or rapid movements, so be
sparing in your use of gestures when talking to a sciron,

Futavas

This green insect progeny is often attributed with telepathic

] powers though most leeeens will tell you that this is non-
Jl' sense and that the an- tennae on their heads has no function
n whatsoever. Antaras are usually swindlers as their high speed
allows them to make a quick getaway if any- one tumbles

What you need to know about Ghold

them. Antaras only use violence if it is absolutely necessary as their limited
physical strength gives them little chance of winning if it comes to

afight. Antaras are highly motivated attackers capable of good

tactical play. Never trust an antaras who makes you any kind

of offer or who wants to do you a favour. There could turn out |

to be an unpleasant trap behind it.

Puans

order to seek their fortune here. So you will also find humans

very widespread on the player market. Humans have no overall

strengths or weaknesses, but are very highly specialised. Some

are good fighters, some very fast and some in-credibly cunning.

Before buying a human you should examine him thoroughly. ™l E
The majority of humans are failed M.U.D.S. coaches who wanted to pay off
their debts with illegal activities. They know the game and can be useful as
assistant coach. But caution: humans are unpredictable and can change
from friend to foe at any minute. You are advised to trust a human only if
you can find no other support in the team.

Conclusion

So now we have told you everything you need to know to help our team
wina place onthelist of the best M.U.D.S. - teams of all time. We can hardly
wait until you set off across our country with our M.U.D.S. - team and so
spread the honour of Gorden across the entire continent of Ghold. If you
should win the Great Cup, then settle down somewhere in our country and
enjoy the honour and glory of your victory. But if you don't succeed, don't
be sad. Not everyone is born to become the trainer of our team. Each and
every one of our citizens will give you credit for at least having tried it. All
the creatures of Gorden are keeping their fingers crossed for you and hope
you will soon meet with success in the big wide world!




Loading Instructions

MS-DOS

Start up your system as usual. If you wish to use a mouse, load a Microsoft
compatible mouse driver (please refer to your mouse manual). Now insert DISK |
in the disk drive and type A: (or B:, depending on the disk drive where the M.U.D.S.
disk was inserted) and Return/Enter {depending on keyboard designation). MUDS
and Return/Enter Follow the instructions on the screen. If you are not using a hard
disk for the game then you must first make a copy of the original so as to be able to
keep a record of game states of play!

To instal! the game on a hard disk, insert DISK | into a disk drive and type A: (or
B:, depending on the disk drive) and Return/Enter INSTALL and Return/Enter
Follow the instructions on the screen.

AMIGA

Switch the computer off for ten seconds then switch it on again. Owners of
AMIGA 1000 should now insert the kickstart disk, When the computer asks for the
workbench disk, place DISK 1 in the disk drive. DFO: The game now loads automati-
cally. In order to be able to save game states of play, have ready a formatted disk
with the name MUDSSAVE. Refer to your Amiga manual for instructions on how to
prepare the disk.

ATARI ST

switch the computer off for ten seconds then switch it on again. Insert DISK |
into disk drive A immediately after switching on. The game now loads automati-
cally. In order to be able to save game states of play, have ready a formatted disk.
Refer to vour Atari ST manual for instructions on how to prepare the disk.
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Menu Control

When menus are displayed on the screen you can move the glove either with the
mouse or select menu items directly with the cursor - keys/(joystick. The space bar
or the left mouse button/fire button confirms your selection {described below as
“clicking on”). In otrder to interrupt a menu without carrying out an action, press
either the right-hand mouse button/second joystick button or ESC on the keyboard
or click an to the square field in the top left-hand corner of a menu window. 1f you
are in a particular hurty you can even directly select individual locations within the
cities. To do this, press the keys displayed in brackets.

Select Game Mode

FULL CAMPAIGNS The game begins in Gorden, as described in the manual.

ACTION GAME ONLY Play a single action game without having to enter a city.
) Here there are the following five options:
LOAD You can load a team saved in the manager section and
play with it. This has no effect on the saved states of play.
You can choose whether you want to load team | orteam
2. Team | isusuallyyourteamand team 2 isthe computer's
team. This makes it possible for two players to have their
manager teams play against each other. After clicking on
to one of the two fields there appears a FILE SELECTION
BOX. If you ate playing from the hard disk, you will now
see adisplay of all saved states of play listed {a maximum
of five teams). If you are playing from a floppy disk you
must now insert the disk containing your saved states of
play and then click onto the “DRIVE” field, Then type A: or
B: (depending on the disk drive in use), followed by
Return/Enter. After a short delay, the list of all saved
states of play appears. Click onto that state of play from
which you wish to draw the team for this action game.
1 PLAYER You play alone against the computer.
2 PLAYER Two players against the computer.
1 AGAINST | Player | plays with team 1 against player 2 with team 2.
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The computer plays against itself.

Designers programmers, graphic artists and other sinister
characters involved in the creation of this game are
presented.

COMPUTER VS. COMPUTER
THE GUILTY ONES

Action Game
Below you will find a detailed description of contrel functions in the action
section. Please read these lines with special attention otherwise you may find
yourself cursing your joystick or mouse.
Control ofthe Players There are two teams on the playing field. The team in light blue

plays from bottom to top (this means that it is trying to throw the flonk into theupper
pott). Team 2 isin dark blue and plays from top tobottom. As arule, you controlteam -

| and the computer controls team 2. Some players are specially marked:

two small yellow triangles (team 1)
rwo small red triangles (team 2)

Player in ball possessicn

cone yellow triangle (team 1)one red triangle (team 2}
white arrow

Player warned by referee
Player controlled by player 1
(team irrelevant)

Player controiled by player 2
{team irrelevant)

black arrow

The following details refer to player number 1 with joystick. inthe case of two players
or other input devices (mouse, keyboard) special arrange- ments apply which are
describied further below. You must distinguish between control of the play and that
of the cross- wires. The cross-wires appear when you hold down the fire button.
You use it to indicate where you want to throw the flonk or which player you wish to
control next {only “Select Player” mode). While you are manoeuvring the cross-wires
the player remains stationary.

Joystick Control

MOVE PLAYER

THROW FLONK

TACKLE CPPONENT{FOUL)

THRASH OPPONENT *

(SEVERE FOUL)
HIT OPPONENT {during fight)
REQUEST PASS
{only in “Select Player” mode)

CHANGE PLAYER
(only in "Select Player” mode)

SWIM OUT OF MOAT

CALL UP TACTICS MENU

(PAUSE)

INTERRUPT GAME PRESS
{your team loses automatically)

Mouse Control

Summary of all Functions

Move joystick in appropriate direction.

Press fire button, aim cross-wires, release fire button. In
addition, the playeris selected who is closest tothe cross-
wires.

Press fire button briefly. Nearest playerin line of sight witl
be tackled. When no ptayer is near. request for pass.
Press fire button twice in rapid succession. Nearest player
in line of sight will be thrashed.

Press fire button in rapid succession in order to hit.
Press fire button briefly. Player in possession of ball
passes tocontrolled player. If opposing player nearand in
line of sight: jostle.

Press fire button, aim cross-wires, release fire button. If
you were in possession of the ball then the flonk is also
thrown to the cross-wires. Jump across moat. Run player
towards the moat. When he reaches the moat, he jumps
automatically. Do NOT press the fire button. [f the player
manages to reach the pott, the flonk is automatically
potted.

Move joystick quickly left/right.

Press T- key.

ESC- key.

Before you can play with the mouse it must be activated for a player in the menu
“Mouse Options”. Mouse control depends on'the mode of team control (see below
under tactics menu). In the "Select Playver” mode there appears on the playing field
a small arrow which you can steer with the mouse. The active player runs towards
this arrow. In the “Auto Player” mode, the player runs in the direction in which you
move the mouse. You have to move the mouse continuously, other- wise the player
will remain stationary. In each case, the the left-hand mouse button replaces the fire
button. The cross-wires also function in the way described above.
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Keyboard control

Keyboard control functions in the same way as joystick control. Either the cursor
keys are used or the numbers pad, depending on how you control the cursor in other
programs. The Insert key serves as fire button. You can also rearrange these key
assignments (see op- tions/keyboard).

Control with Two Players

Two joysticks can be used on all computers. You also have the possibitity of
using a motuse and a joystick. With MS-DOS computers you can alsc combine mice
and/or joysticks with the keyboard. Player 2 then always uses the numbers pad/
cursor keys. Player | uses the keys, which can be set in the Options/Keyboard menu.

Tactics Editor

The tactics menu is called up when you press the T key (but only when the flonk
isin no-man’s-land at the same time and your team is in Flonk possession). Itisalso
displayed automatically before a game starts and when a player must be substi-
tuted. You can see all the players on your team schematically displayed on the left
together with their character values. Yellow bars show the current condition. The
white barrepresents health. Ifthis is critically low, it is displayed in red. On the right,
you can see a schematic representation of the playing field and the starting
positions of yourfield players. To remove a player from the pitch, clickento him and
deposit him on the left-hand side of the field by pressing the button. In order to bring
a player onto the pitch, click onto him and place him at the desired position on the
field. The program will monitor whether you have positioned the player in accor-
dance with the rules. If youinfringe one of the rules, awarning signal is sounded. You
position your two runners in the upper third, your hero in the central third and the
two blockers in the lower third. In the "Expert” mode you can place your players at
any peint of your choice within the third which applies to them. The players then
spend more of their time in this area though they can still go to other parts of the
field. In the two other modes ("Novice”, “Normal”} you indicate only the third in
which the players are to operate. The players are then placed at standard, fixed
positions. If you wish to examine a player's statistics more closely click onto the bar
chart next to the player.
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Tactics

On the left of the playing field you can set your team’s tactics. Depend- ing on
the game mode, either one or three fields are click-onable (see below). There ate the
following tactical variations:

OFFENSIVE The players attempt to pott the flonk and to score as
quickly as possible.
DEFENSIVE The players try to prevent the opponent scoring, but take
opportunities offered for scoring points themselves.
AGGRESSIVE The players take every opportunity to either foul or fight
with their op- ponents.
TACTICAL - The players pass the ball around a lot, try to trick their

opponents and to avoid attacks.

The Options Menu
You can change some important game parameters in the Options Menu. When
you click onto "Options” the following three-point menu is displayed:

There are three playing speeds: “Fast”, “Slow” and

SPEED
“Medium”, the latter being pre-set at the beginning. Set
the speed to suit you.
CONTROL This choice leads into a sub-menu with the following
selections:
TEAM CONTROL There are three different settings for your team:
SELECT PLAYER While you press the fire button, select with the cross-

wires the player whom you wish to control next.

You play automatically with the player who is in flonk
possession or who is nearest to the flonk. You CANNOT
select a player manually. Computer Control The computer
plays for you.

AUTO PLAYER

When you click onto this menu choice the computer asks
you for a new keyboard assignment [only for games with
| to 2 players). Please press the keys you wish to select for
the correspending functions. But please note that the "T”
key should not be selected as you will then not be able to
get inte the tactics menu!

KEYBOARD
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MOUSE

TACTICS LEVEL

tn this menu, you can set whether one(and if so which)
player is to play with the mouse.

There are three different tactics levels. In the “Novice”
setting you select one tactic for all five players. In the
"Normal” setting, you select a different tactic each for the
runners, the blockers and the hero. In the “Expert” setting,
in addition to the “Normal” mode set- tings, you can also
assign players positions in which they are to operate with
greater frequency [see above).

Campaign Below is a description of all additional menus which occur in a campaign,

SELECT BADGE

ENTER NAME

SET MONEY

HOTELS

30

Select one of the 16 badges as a symbol for your team by
clicking onto it.

Click into the field with the pre-set names and enter via
the key- board the desired new team name. Confirm with
Return/Enter.

In afl the menus in which you have to stipulate a sum of
money, there appears a gholden abacus on whose six
rods the gholdmunz are lined up. The hundredthousands
are on the far left, then follow the tenthousands, the
thousands, the hundreds, the tens and finally the ones. In
order to place coins on a rod (thus increasing the total),
move the cursor over the rod and press the fire button /
the mouse button. To remove coins, move the cursor
below the rod and press the fire button / the mouse
button. A small arrow on the rod indicates whether the
cursorisinthe cotrect position. When the correct sum has
been selected, click on OK. If you wish to get out of this
without selecting a total, simply press ESC or the right-
hand mouse button. .

(Keys 1,2 or 3, depending on quality)
Whenyouclickonto a hotel the corresponding all-in price
per week is displayed for you. Click onto the “Rent-a-
Room" field and confirm yourrental agreement by clicking
onto OK.

BANK

BALANCE OF ACCOUNT
EXPENSES

DEBTS

ASKFOR CREDIT

PAY BACK

PLAYERS MARKET

BUY

SELL

ARROW S5YMBOLS

{only when Buying /Selling)
QUESTION MARK

(only when Buying/Selling)

HEALER

ARROW SYMBOLS

Summary of all Functions

When you have rented a room you can review your team
by clicking onto “Look at Team”. if you click onte an
individual player you will get detailed informaticn on all
his characteristics.

B~ Key)

Thisshows how much (or how little} money you still have.
The banker works out for you what you are currently
spending per week.

Here you can see whether you have any debts with the
bank. Clocking onto this leads you into the debts menu.
Only when you are free of debts are you allowed to enter
how much money the bank is to give you. Otherwise you
are informed of your repayment instalments.

Repay your weekly instalment {or more}. Carefull The
money lender does not collect money automatically!

(M - key)

You buy and sell players on the players market. In the
bottomright-hand corneryou can see inamoney bag how
much money you still have.

Those players up for sale are displayed. When a player has
already been displayed: player is bought.

Your team is displayed. When a player has already been
displayed: player is sold

You can select the player you wish to buy or sell with the
arrow symbol. This is always the player in the middle. The
salesman shows you the name and the selling/purchase
price for the player.

You receive a detailed listing of all characteristics
describing this player. Grey bars indicate the maximum
values which these players could have. White bars in
contrast what these values actually are for the player
concerned.

(H - key}

This also shows you in the bottom right-hand corner how
much money you still have.

With the arrow symbols, you can select the player whom
you wish to examine. This is always the player in the
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middle. The healer shows you the players name and his

state of health.

You get a detailed listing of all characteristics which

describe this player (see Players Market).

HEAL The healer goes about his work and restores the players
health as best he can.

QUESTION MARK

CITY CHRONICLER (L - key)

DISK This takes you to the disk menu in which you can load and
save game states of play.
Here you can view some statistics on your team. OK
takes you back tothe Chroniclermenu. Incrdertobe able
to compare teams' per- formances, you should play with
different team names as the perfor- mance of teams with
identical names cannot be displayed at the same time.
The current state of play. together with players, statistics
etc. is saved. In total you can save 5 states of play per disk
ar on the hard disk.

STATISTICS

SAVE & QUIT
(Disk Menu)

Wwhen playing from floppy disk, you should have a previously prepared formatted
empty disk on hand. Please refer to your computer manual for details on how to
format a disk. When the disk menu is displayed with the 5 states of play, place the
disk in one of your disk drives. Now click onto the box next to "Drive” and type A: or
B: (depending on which disk drive your formatted disk is in) followed by Enter/
Return . If there are any states of play saved on the disk these will be displayed after
a short delay.

When playing from a hard disk, your states of play will normally be savedinthe same
directory as M.U.D.S.. It you still want to save the states of play on floppy disk, then
follow the instructions given in the section above.

Now click onto one of the five small boxes in order to save the current state of play
there. If the box is empty, you must enter a name for this state of play via the
kevboard (up to eight letters). If you click onto a box which is already occupied (i.e.
onewith text), you will be asked whether the same name isto be kept OK) or whether
itis to be altered (ALTER). In both cases, the old state of play will be deleted and
written over. If you do not wish this to happen, press ESC or the right-hand mouse
button in order to escape from the menu.

Summary of all Functions

After saving, the program is automatically quit. If you wish to con- tinue playing
M.U.D.S., you will have to reload the program! If you have defeated a region, you can
save the state of play and still continue to play. On award of a cup, the program will
automatically ask you whether you wish to save the state of play. Take care not to
save states of play on the original disk!

LOAD (Disk Menu) Load a previous game’s state of play.
When playing from floppy disk, place the disk with the states of play in one of the
disk drives and click onto the box next to the “Drive” field. Now type A: or B:
{depending on the drive in which your states of play disk is) and then Return/Enter.
After a delay of a few seconds, the states of play saved on this disk will be displayed.
If you are playing from the hard disk, the saved states of play will be displayed
automatically. If, however, you wish to load a state of play from a floppy disk, then
please refer to the section above.
Now select the desired state of play from the displayed list by clicking onte it. It will
then be loaded automatically. '

BETTING QOFFICE (V- key)

TEAM NAME By clicking onto a team name you can bet on the
corresponding team. Set the sum thatyou wishtobetand
click on QK. The bars below the team name display how
much you can win on the corresponding team. The
LONGER the bright bar below a team, the stronger the
team is and the LESS you win when this team wins.

CITY GATE (G - key)
This will give you information about how much tax is due.
Ifyou cannot pay the taxes youwill not be allowed to leave
the city. Otherwise, after clicking onto “Leave City”, you
land on the map.

STADIUM (S -key)
_TRAINING Your team ¢an train with an unlimited number of flonks
[{only in Gorden) and without opponent. This is vety useful for getting
used to the controis.
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PLAY
{only on the day of the game)
REGISTRATION

PASS TIME

INN
BALANCE OF ACCOUNT
SMALL TALK

PICK A FIGHT

BUY A ROUND

ARROW SYMBOL
{in Small Talk Menu)
QUESTION MARK

DRINKS
{in Small Talk Menu)
HIRE

(in Small Talk Menu)

BRIBE
(in Small Talk Menu]

Leads you into the game in the stadium. Sometimes you
can also bribe flonks here.

Before you can meet an opponent you must register.
Clicking on and confirmation of the registration fee is
sufficient.

Advances the calendarto the sixth day. Useful when there
is nothing more to be done in the city. If you are already
on day six, then the calendar simply advances to the first
day of the next week.

(T - key)

This shows you how much money you still have.

Talk to the players of the other teams who happen to be
in the same inn. Whatever the player says, swears, curses
or slurs is displayed in a window.

You start a punch-up. The winner boosts his morale. The
loser must pay for the damage not only with money, but
also with loss of morale. The loser is weakened more, the
winner less.

Buy everybody in the inn a drink. The meney is debited as
long as possible.

With the arrow symbol, select the opponent you wish to
talk to.

Displays the player's name and team.

Fillupthe player'sglass. You will be debited 5 gholdmunz
per glass. If the glass is emptied, then the player does not
want to drink anymore (nor does he wish to speak to you
any longer). At this point, ail menu points for this player
disappear.

Take the player into your own team. If the player does not
wish to change teams, then this menu point is not
displayed.

Offer the player money. If an attempt at bribery fails
(offered too little}, all menu points for this player
disappear.

Tips, Tricks and Tactics

Cordial Greetings ...

... from the programmers, graphic artists, sound-men and all the other nice
people who created this game. We hope you will have as much fun as we have had
in the last 14 months of programming. First of all a request: please do not make any
copies of this game, be it for friends, family or acquaintances. Of course, we are
pleased that you tike the M.U.D.S. game so much that you want others to enjoy it
too. But when you spread copies of the game around, you are depriving us of our
hard earned living. An awful ot of work has gone into this project and so it would
be a great shame if we couldn't pay the rent anymore with what we eamn as
programmers and if we had to retrain as bookkeepers or gardeners. Many thanks for
your understanding and we promise to produce many more great games as long as
we can afford to pay the rent! And perhaps the more stubborn will be dissuaded by
the thought that, in Ghold, makers of pirate copies are immediately dispatched to
the second-best M.U.D.S. - team (and NOT as coach!)

When you have played this game forawhile, you'll probably get the urge to have
a look behind the scenes to find out what makes M.U.D 8. tick. Well, we aren’t about
to betray ALL the tricks of the game, but we will lift the lid off a few secrets so that
you'll get even more fun out of playing M.U.D.S.. Of course, if you're the type of
person who has more fun trying to work things out themselves then the following
pageswon't be of much interest toyou. Butifthisisthe case, you probably don't read
manuals anyway. But we've hidden more than enough surprises in the game foryou
still to have a lot to discover even after reading this chapter.

Practice Makes Perfect

A cliche, of course, but important. M.U.D.S. is not like other sports games that
you've got the hang of after five minutes. Especially player control and passing have
to be learnt before you can put together proper moves. If you just kick around
haphazardly you'll be easy prey for your computer opponents.
We {i.e. the programmers) nearly always play with the option "Select Player”. The
“Auto Player” option is very helpful at the beginning but it's very difficult to create
genuine tactical moves inthis mode. It's a good idea for beginners to set the slowest
speed. You should anly select the fastest speed when two of you want to kick around
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together or if you've got reflexes that make the speed of light look slow. The
computer-versus-computer games are played even faster as this presents no
problem for the little man of metal. .

The Meaning of Character

Values Seven values describe a M.U.D.S. player. What does each of these values
mean?

INTELLIGENCE - The more intelligent a player, the better his game tactics and
his decisions as to when and to whom he should pass, when to attack etc.

STRENGTH - the stronger a player, the harder he hits. Really only of interest
when its case of fouls or fights. Fair players don't need to be strong. One more thing:
strong players can pass further and faster. The opponent finds it considerably more
difficult to catch a fast flonk.

MORALE - This is a broad issue. So see below for more details.

STAMINA - The more staying-power a player has, the longer he can give his best
petformance. Affects mainly speed, which declines continuously during the game
(it's a tiring business, after all).

SPEED - Where are you off to then? The faster, the better. Not much else to say
really.

TECHNIQUE - Quality of flonk handling, i.e. accuracy of passes, throwing,
catching etc. Players with good technique are also better at fouling and at dodging
the fouls of the opponent.

HEALTH - The more injured a player is, the less he is worth. This has an indirect

effect on his way of playing. Speed suffers most. A player with zero health is dead

{and is thus eliminated by the rules from all subse- quent games). You can directly
influence this characteristic - with the help of the healer, who will restore a player's
health for a small fee.

A Question of Morale

One character value is of particular significance and for this reason we dedicate
awhole section to it: morale. Not to be confused with the play- er's moral standing
and whether he leads a dissipated life or not, but purely a question of how motivated
he is. A character with higher morale is inclined to run more risks, to sprint more
often or is prepared to jump voluntarily into the moat. The lower moral is, the more
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sluzgish the players. But morale has other effects, too. When team morale (i.e. the
average of all players) falls below a certain minimum level then your team will fire
ito be understood quite literally in this case!) you on the spet. If your team morale
is high, then it is easy to recruit other players as they naturally want to belong to the
team with the best “working climate”. Victories lift morale, defeats in contrast make
it siump. Agenerous coach, be it when choosing hotels grin the inn, lifts morale too.
winning a fight is also good for morale, though the loser will be rather crest- fallen.
practically everything has an effect on morale be it positive or negative. Do
everything you can to keep your men in a good mood, except when you're too low
on money.

Tactical Considerations

Offensive play? Or is aggressive better? Tactical play wouldn't be a bad idea
either... The agony of decision! When does it make the best sense ta use the four
different modes? This of course depends largely on how your opponent plays. Here
are a few theoretical considerations which you should round out with a lot of
practice.

OFFENSIVE PLAY - Always good against a weak player. Medium risk level for
own players, games are finished relatively quickly. Very risky against aggressive
players and also when you're losing, '

DEFENSIVE PLAY - If the oppanent has good runners this tactic has much to
recommend it. You can still make a pretty respectable score when playing defen-
sively though blockers and heroes do more work in the defence and the runners have
to look after the attack. If you're ahead on points, it can be worth while sparing your
team by going on the defensive.

AGGRESSIVE PLAY - Only when you physically outclass your opponent. Other-
wise your team is wiped off the field quicker than vou would imagine. Those of a
spiteful disposition always adopt this tactic against weaker opponents. [fthe referee
is keeping an eye on you, this tactic can do more harm than good.

TACTICAL PLAY - The all-round sclution. The team is exposed to few risks and
avoids dangerous situations. The players make more passes and even back passes
now and then if it reduces the risk of losing possession of the flonk. This is the best
tactic for getting the better of aggressive opponents. There is the danger, however,
that moves take longer making your own team more vulnerabie.




Tips, Tricks and Tactics

Bank or Loan Shark

Where's the best place to borrow money? Obviously the bank offers better
interest rates and is rather more patient about repayments. The loan shark, however,
tends to get rather edgy when a repayment instaiment is due. He's not squearnish
about kidnapping and selling players and using the proceeds (minus handling fee)
topay off your debts with him. All the same, you should be cautious about borrowing
in general. Don't lose sight of the fact that you have to repay very quickly. If you live
on credit and spend money as if there’s no tomorrow, you'll soon need anotherloan
just to be able to stay in the game. After a few days this ends up in a state of
indebtedness which leaves the player in a practically hopeless situation. So, agood
tip: Weigh up exactly how much money you need. Don't exhaust your credit lines
immediately, but plan in advance. If you're faced with a mountain of debts, then the
- only possibility is to try to play repeatedly against the same team. [t's quite easy to
forget that you can play against a team which you have already beaten. The risk in
this is that it increases the wear and tear on your own players. But sometimes this
is the only way to raise the money you need to soothe your creditors. The other
possibility is to sell players - and we don't need to list the disadvantages of this
solution. -

How to Stop Cheating

A great problem encountered in many sport manager games is the saving of
states of play. Let us clarify this with an example: on the day of the game you bet all
your meney on your own team and then save the state of play. [f you lose, then you
load the game again and try again and again... until you finally win and cash in the
winnings on the bet. So how to prevent a player multiplying his capital in this way?
We thought about this for a long time and finally came up with a compromise which
allows you to save at any time (when visitors come or when there’s something you
need to do urgently) but which also makes life a bit more difficult for cheaters. When
you save a state of play, the game is ended. In order to load the state of play again,
you have to reload the whole program. This takes time, but if you only saved in order
to take a break, then this will never bother you. The exception is when you have
beaten an entire region. Then you can save the state of play without ending the
game. This is such an important stage in the game that it is always worth saving at
this point.

Tips, Tricks and Tactics

please don't be annoyed if this solution restricts your freedom in saving. If you know
of a better method then please write to us and we'll be only too pleased to
incorporate it into all our new programs. There are a few other methods with which
the program can be tricked. We have blocked most of these in one way or another.
Butwe can'tthink of everything. Soif you find a sure way of outsmarting the program
then please write to us about it!

The rest we leave to you.. We promised not to give everything away. Forexample, we
haven't said a word about bribery. But here’s one little tip: this could be of interest
because a drunken player is not only open to bribery, but has probably also been
around and about a [ot in Ghold and perhaps, but really only perhaps, he might tell
yousomethingin his inebriated state about his experiences while travelling around.
Other questions which are still left cpen: what is the “optimum” team? Do some
races perhaps have characteristics not mentioned in the manual? Are all the hotels,
inns and betting offices reaily the same in evety city? And what happens when you
have beaten all 16 cities?

At any rate, we wish you a pleasant, exciting, entertaining, amusing, baffling and
quite unsportsmanlike time in Ghold!.
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