POWERMONGER

Reference Card for
World War I Edition

WELCOME TO A GREAT WAR

Or The Great War, as they once called it. At the time, it overshad-
owed every other conflict in the history of warfare. Europe had
enjoyed 50 vears of relative quiet before all hell broke loose in 1914,
and no one had ever seen the bloody results of mechanized warfare.
Whole nations were mobilised. Resources were funnelled into the
war effort. Industry worked overtime to fill arms quotas. Machine
guns, airplanes and tanks rumbled onto the world stage and proved
that slaughter would no longer be counted in thousands, but millions.

To many, it seemed a senseless struggle — power exerted and
sought for the sake of more power. People swore that men — mod-
ern, rational, civilised men — would never wage such war again.
They called it the War To End All Wars.

But as you know, Hie lnnger for power is never filled.

GETTING STARTED

To begin your conguest of 1914 Europe, use the loading instructions
provided below. Much of the game is similar to the original
PowerMonger, so vou won't need to read much to seize control of
the civilised world.,

Loading The Game — Amiga & Atari ST Users

1. If vour computer is on, turn it off,

2. Amiga Users: Insert vour WWI Edition disk into drive DIF0: and
turn on your computer, (Amiga 1000 owners, load Kickstart 1.2 or
[.3 and then turn on vour computer. At the Waorkbench prompt,
remove Kickstart and insert vour WWI Edition disk.)
Atari ST Users: Insert your WWI Edition disk into drive Az and
turn on your computer.



3. You're prompted to enter your name. Type a name and press
Return.
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4. The Option Screen appears next,
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Left-click on the option of vour choice:

Start New Congquest: Start the conquest {rom the beginning. This
is the Stoudard game with a pre-set 175 territories to conquer.

Continue Congquest: Choose the next territory to conguer, You'll
be asked to insert a saved game disk with a saved game on it.

Play Random Game: Enter a random computer-generated terri-
tory. Using this option lets you go from territory to territory
without the linear development found in the Standard game,

3. At the prompt, remove yvour WWI Edition disk from DFD: or A:
and insert vour original PowerMonger game disk. You niust have
an original PowerMonger game disk to play the WWTI scenario.
Left-click on OK.

6. At the prompt, remove your PowerMonger game disk from DFO;
or Az and re-insert vour WWI Edition disk, Lefl-click on OK.

THE PATH TO CONQUEST

After the game loads, the Map Selection Chart appears displaying
the territories you can conguer.

There are 175 territories to conquer in the WWI scenario. At the
beginning of a Conquest game, the only territory you can conguer is
the island in the top left corner. If yvou can’t immediately find this
island, move the mouse pointer around in that corner of the map. A
erey rectangle appears when the pointer is over the area.

Like the original PowerMonger, vou must bring 2/3 of any territo-
ry’s population under control to conquer it. Keep an eve on the
Congquest Meter for when victory is at hand — the needle will be
pointing to the medal.

After you've conquered a territory, vou can move on to any adjacent
territory. Lnlike the original PorerMuonger, however, you mitst congiter
all 175 terriforics in ovder fo win the war.



COPY PROTECTION

The copy protection for the WWI scenario is exactly the same as that
for the original PowerMonger.

Betueen Foges 4-5 x

!..:_. ’ﬁ?

Hou - s PEOpIE E0
i dang

i

When the copy protection question appears, ook in the oviginal
PogeerMonger manual for the appropriale map,
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You use the Overview Map, Map lcons, Conquest Meter, Close-Up
Map, and Map Controls just like vou did in the original
FowerMonger.
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THE OPTION SYMBOL

Select the Option Symbol to set the game speed, pause the game,
save and load games, change maps, or retire from the game. For
details on loading and saving games, see the Command Summary
Card that came with vour original PowerMonger game.

Game Speed

For details on Game Speed, refer to your original PowerMonger
manual.

Game Box Options

The Game Box Options in the WWI scenario are exactly like those in
the original PowerMonger with the exception of a new option. Click
World Info to see information on the territory you're currently
trying to conquer: the territory’s name, total population, and the
number of towns, trees, deer, and pecplc on cach side (white, blue,
and red). “People in army” refers to the total number of active
soldiers on the map.

File Box Options

The File Box Options let vou format a Save Game disk as well as
save and load WWI scenario games. For saving and loading instruc-
lions, see the Command Sumfnar}-' Card that came with vour origi-
nal PowerMonger game.



POSTURE SYMBOLS

The Posture Symbols function exactly as described in your original
PowerMonger manual.

COMMAND SYMBOLS

Most of the Command Symbols function as described in vour origi-
nal PowerMonger manual, Any exceptions are covered in the follow-
ing descriptions.

MILITARY & MOVEMENT SYMBOLS

Though some of the icons are different, Military and Movement
options function exactly as described in your original PowerMonger
manual. Note that in WWI scenarios there are no sheep to attack,
omly deer,

RATIONS SYMBOLS

Food in the WWI scenarios is referred to as rations, Get Rations, Drop
Rations, and Supply Rations function the same as Get Food, Drop
Food, and Supply Food in the original PowerMonger. See Food
Symibols in vour original PowerMonger manual.

INVENT SYMBOLS

The Invent Symbols function as described in the original
PowerMonger, but the objects you can invenl are different in 1914,
For details on new inventions, see “Inventions” under The Caplarns in
this manual. For details on using the [nvent Symbols, see fioent
Symibols in your original PowerMonger manual.

MISCELLANEOUS SYMBOLS

The Miscellaneous Symbols function exactly as described in yvour
original PowerMonger manual.

QUERY SYMBOL

The Query Symbaol in the WWI scenarios functions as described in
the original PowerMonger manual with the exception of the nunmiber
of windows on the screen. Any object vou click on will enly have one
window, regardless of the number of people living or working in the
building. The informalion provided by a query is also different.

House Name:

Type of building: cottage, house, church, factory, hospital, etc.
Town Name:

Mame of the settlement.

People Name:

The names of the building's owners.

Leader:

Which leader controls the settlement: you, Captain Hall, Captain
Fox, or Captain Smythe,

Rations:
mNumber of rations in the entie settlement.
Men:

Mumber of people in the entire seltlement. You can recruit these
people if they're on vour side.

MNear Forest:

Mearest foresl to the settlement.

Stores:

[nventions contained in the house: Rifles, Biplane, or Tank,

MNote that Birds are no longer listed in the Query box. Thanks to
miracles of telegraph and radio, vour communications with subordi-
nate Captains are instantancous! Of course, so are the enemy’s...
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THE CAPTAINS

The Captain’s Status Bars, Selection Arrow, Medals, and Posture
function as described in the original PowerMonger manual. How-
ever, the Captain’s Strength (as it appears w hen vou click on his
medals) can be any of the following: Fit, Well, W cak, [njured,
Wounded, Dyving, Dead,

Inventions

You can only invent in a village with a factory. Factories are easily
recognized on the Close-Up Map. As in the original PowerMonger,
what a factory produces depends on the Captlain's Posture, available
resources, the presence of a factory boss, and the occupations of
certain locals,

A passive posture will produce only rifles. Though not heavy arms,
rifles can be produced quickly and issued to every soldier under
vour comumand, thus increasing your firepower significantly.

Inventing in a yrentral posture is more likely to produce a biplane. [t
takes men, food, lumber, and a good deal of time to invent a biplane,
but the investment may be well worth il. A Captain in a biplane can
destroy a whole town through strafing and strategic bombing. Be
careful of enemies with rifles taking potshots at vour airplane — il
may take several well-aimed hits, but thev can shool vou down.
Ku:p in mind that airplanes are vour L‘lnl'-.’ means of crassing water

there are no boats in the WWI scenarios. You'll need one airplane
for each soldier vou wanl to take with you,

A tank is the last and most powerful machine you can make, and
only ageressive inventling will earn you one of those. A tank not only
supplies vou with the heaviest firepower available, it gives you
greater protection as well.

Equipping Rifles, Airplanes, and Tanks

Raw recruits carry bayonets, Any rifles vou pick up are handed out
according to importance — the Captain is equipped first, and then
his original followers, and finally any other troops.

Only one soldier can fly in an airplane. Your Captain is the first one
to receive an airplane, and again, any additional airplanes are

handed out according to importance, If you send a Captain oul on a
flving mission, his men will follow behind him and join in the attack

when they arrive. If he crosses water, his men will wait by the shore
until he returns. In this situation, you may as well issue a Go Home
command, since they're only using up rations while deployed on the
field.

TWO PLAYER GAMES

The WWI Edition is intended only for one player — you cannot play
two player games with the WWI Edition disk.

NOTICE

ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS
IN THIS PRODUCT DESCRIBED IN THIS MANUAL AT ANY TIME AND
WITHOUT NOTICE,

THIS MANUAL, AND THE SOFTWARE DESCRIBED IN THIS MANUAL,
IS UNDER COPYRIGHT. ALL RIGHTS ARE RESERVED. NO PART OF
THIS MANUAL OR THE DESCRIBED SOFTWARE MAY BE COFIED,
REPRODUCED, TRANSLATED OR REDUCED TO ANY ELECTRONIC
MEDIUM OR MACHIMNE-READABLE FORM WITHOUT THE PRIOR
WRITTEN CONSENT OF ELECTRONIC ARTS LIMITED, 11/49 STATION
ROAD, LANGLEY, BERKS 513 8YN, ENGLAND.

ELECTRONIC ARTS MAKES NO WARRANTIES, CONDITIONS OR
REFRESENTATIONS EXPRESS OR IMPLIED, WITH RESPECT TO THIS
MANUAL, ITS QUALITY, MERCHANTABILITY OR FITNESS FOR ANY
PARTICULAR PURPOSE. THIS MANUAL 15 PROVIDED “AS 15", ELEC-
TRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH RE-
SPECT TO THE SOFTWARE AND THE MEDIA FOR THE SOFTWARE. I[N
WO EVENT SHALL ELECTRONIC ARTS BE LIABLE FOR ANY SPECIAL,
INDIRECT OR CONSEQUENTIAL DAMACGES.

THESE TERMS AND CONDITIONS DO NOT AFFECT OR FREJUDICE
THESTATUTORY RIGHTS OF A PURCHASER IN ANY CASE WHERE A
PURCHASER I5 A CONSUMER ACQUIRING GOODS OTHERWISE
THAMN IN THE COURSE OF A BUSINESS.

Amiga is a registered trademark of Commodore-Amiga, Inc.

Atari, Atari 5T are registered trademarks of The Atari Corp.



Customer Service

If vou have any queries about this product, Electronic Arts’ Cus-

tomer Service Department can help. Call (0753) 546465 or 549442

Monday to Friday between 9:00am and 6:00pm. Please have the

product and the following information to hand when you call. This

will help us answer your question in the shortest possible time:

. THPE UH-CL'IE'I'I]J'L[LCI' }"ﬂ"l.'l LA

= Any additional system information {like tvpe and make of moni-
tor, printer, hard disk, etc.)

= Tvpe of operaling system

= Description of the prablem you are having

If vou live outside of Europe, you can contact one of our other

offices.

o [nthe United States, contacl Electronic Arts, PO, Box 7578, San
Mateo, CA H403-7578, Tel, (415) 572-ARTS

= [n Australia, contact Electronic Arts PTY. Lid., IO, Box 539,
Ashmore City, QLD 4214 Tel: 008 074 295

Copyright Notice

This program is protected under UK copy-
right law, and may not be copied, hired or
reproduced, or otherwise modified without
the consent of the copyright owner.,
Warning

It is a criminal offence to sell, hire, offer or
cxpose for sale, or otherwise distribute
PIRACY infringing copies of this computer program
and persons found doing so will be pros-
Is THEFT ecuted. Any information on piracy should be

passed to FAST in Tel: (0628) 660377
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Bullfrog

This philosophy behind our games is that we only design what we want
to play. If we don't enjoy them, then how can we expect anyone else lo?
We wanted to play a game like PowerMonger and it didn’t exist. So we
had to make it.

The idea for PowerMonger came while Populous was being developed.
We wanted to design a game that changed and played differently every
time you played it. We wanted to create a game in which you could feel
as though you were inside a world, and playing as part of that world.

But how do you actually create a simulation of the real world? It turns out
that you need to approximate almost everything. For example in
PowerMonger, as in the real world you go out and make food. Although
you can see the farmers ploughing in the field, you can't see them blowing
their noses. In making a real world simulation almost everything has to be
approximated and your imagination fills in the gaps.

To make the game more real we wanted to give everyone their own
personality; all the people have their own names, characters and profes-
sions. We want players to build up relationships with the characters, so
if there is someone you particularly like in the game you can follow his
life.

PowerMonger is essentially a war game. But unlike the traditional
board or computer games of that genre, we've created something that
exists in real time, where you can do almost anything you want. Real
time action is an important feature in all our games. We think that if the
game ever stops in the middle of play, the magic is broken and any
relationship built up between you and the game is destroyed. In
PowerMonger, the game stops for nothing.

Another problem in designing a “deep” game is keeping the operation
as simple as possible. In PowerMonger, initiating an action is not
complicated, but the result or consequences of that actions may be. For
example, if you click on the Attack icon and then attack a sheep being
herded by a shepherd, that won't necessarily be the only result. The
shepherd, wanting to protect his sheep, may attack you. The game may
react to your simple instruclions in a complex way.

Bullfrog has an idea of the ideal game they want to write. Populous was
the first stop to writing this game, and PowerMonger is further along
that road. But our ideal game is yet to be written.

11



Alex Trowers, Peter Molyneux, Les Edgar, Phillip Trelford, Christian

Wilson, Giles Cookson, Kevin Donkin
Credits

Programmed by Bullfrog Productions Lid.

Producer: Joss Ellis
Associate Producer: John Roberts
Product Tester: Jason Whitely
Quality Assurance: Chris Johnson
Product Manager: Ann Williams
Documentation: Dave Luoto

Software © 1991 Bullfrog Productions Ltd. All rights reserved,
Documentation & 1991 Electronic Arts. All rights reserved,

Powermonger is a trademark of Electronic Arts.
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