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Issue 1 (September 1995)



�The Planeteer

Issue 01: September 1995



Editorial (or why I have created this magazine!)



Welcome to the new magazine for VGA Planets (VGAP) enthusiasts.



Once upon a time (when men were REAL men, women were REAL women and small fuzzy creatures from Alpha Centauri were REAL small fuzzy creatures from Alpha Centauri!) there was an innovative magazine for VGAP players called The Echo Cluster .... the last issue released way back in early ‘95 .... since then .... nothing. I was an enthusiastic author for the magazine and I firmly believe that we (the players and hosts) need it (or something like it!) back so 8 months down the road I am releasing my own version .... The Planeteer. 



The Planeteer is intended to be a Forum/Service independent publication who’s major aim is to support, entertain, inform and express the views of the VGA Planeteer ... wherever they are found. I hope it will be (and freely give permission for it to be) uploaded to any forum or service that supports VGA Planets including independent Bulletin Board Services. Whilst The Planeteer is currently based on CompuServe I am interested in means by which it can be spread to include other services. In line with the latest (beta) version of VGA Planets The Planeteer will be released in Windows Write format but I will be seeking possible alternative formats .... a DOS ASCII text version will be released IF there is sufficient demand but it should be borne in mind that it will lack any of the fonts and bitmaps planned for the magazine.



So what do I plan to do with The Planeteer? Well ... during the time I was closely associated with The Echo Cluster a series of guiding principles were discussed and it is to those discussions that I owe the following set of principles that will guide this magazine:



·   	The Planeteer is an independent publication and is solely guided by the interests of the VGAP 

	community and it’s Editor James C. Rocks (a.k.a. The Undead HedgeHog).

·   	The Planeteer exists to support the VGAP enthusiast and as such must be allowed to publish game 

	reports, strategic advice, utility reviews and other material relevant to planeteers regardless of locations 

	of files/games, persons mentioned in or authoring articles or forums, nodes, networks within such 

	articles.

·   	The Planeteer (or any member of its Editorial Board) reserves the right to edit any article submitted for 

	content and grammar/spelling (based on UK English) but undertakes to retain the spirit/sentiment, 

	general structure and purpose of the article. In the event of this goal being, in the Editors’ opinion, 

	unachievable the Editor will decide whether or not to seek a modified re-submission from the Author.

·    	Authors submitting articles to The Planeteer MUST acknowledge the intellectual property of others 

	(e.g. such as quotes from Tim Wissemans VGAP documentation).

·   	Articles submitted to The Planeteer will, at all times, remain the intellectual property of the author 

	provided that the author adheres to the above.

·   	The Editor of The Planeteer reserves the right to refuse any article for any reason whatsoever and The 

	Planeteer magazine remains at ALL times the property of James C. Rocks (a.k.a. The Undead 

	HedgeHog).



�The Planeteer will be featuring (and seeking!), from month to month, contributions from various authors (new and old!) on any aspect of VGAP. The following list are idea’s that I have (not necessarily mine!) for the magazine in future issue’s:



·	Letters to The Editor & an Editorial

·	Planeteer of the month (as yet there is nothing to be gained from this except the much 

	coveted title .... but I’m working on it!)

·	Interesting and humorous threads (such as those deriving from game or forum abusive 

	messages).

·	Top 10 of Utilities

·	Tournament & team game sponsorship (possibly inter-forum or service!)

·	An Interview with Tim Wisseman

·	Utility Reviews



The Planeteer has no game reports in its launch issue .... in fact I will not be seeking game reports per se but what I would like to see are the Role Play threads (as mentioned above), particularly amusing ones, published in forum, site or game. The Planeteer may publish new game announcements etc.  (depending on space) and there may be some other sections that phase in or out of the magazine as issues get uploaded.



It is my intention to release The Planeteer on a monthly basis but depending on the response received to issues it may be necessary to review this planned frequency. Please note that The Planeteer is a CompuServe-based publication and initial plans are to upload it to the Modem Games and PBEM forums on CompuServe but this is only because CompuServe is the service I currently use. This DOES NOT exclude the Internet or other (independent?) BBS’s .... if I receive inquiries from such areas then I will try to respond. 



As with all my work I look forward to receiving, hopefully constructive, criticism of The Planeteer and eagerly await ideas and contributions to future issues of the magazine.



Finally I would like to acknowledge and applaud the work of James Perry, Editor of The Echo Cluster, and state that The Planeteer stands as a tribute to his efforts. If, at some future-point, The Echo Cluster, re-emerges I will be pleased to consider a pooling of resources oriented towards a common goal.



James “The Undead HedgeHog” Rocks (100434,2012)

Editor, The Planeteer,

Modem Games Forum.



�Contents





Meet the team.



Beginners



VGA Planets .... Begin Here!



Strategy Reviews.



The Lost Colonies of Man



Miscellaneous.



Hosting a game of VGA Planets

Host Version 3.2 Friendly Codes ... An up-to-date list.



Fiction.



The Cylon's Demise by Andy Brown

The Fall and Rise of The Colonial Empire (Part 1 of a 4 part series)



Utility Reviews.



Galactic Tracker V2.11 by Doug BierBower

TLK Hull by Ocie Hudson



�Meet the team.



This is the very first issue of The Planeteer so we are still shaking ourselves down into some semblance of order. As Editor of The Planeteer my first task was to attempt to surround myself with a team of people who can provide The Planeteer with the character, expertise & commitment it will, almost certainly, need if it is to establish itself as THE magazine for planeteers.



The team I have chosen, I believe, will more than satisfy those needs ... so the only thing left is to introduce you to them and to what they hope to provide:



James “The Undead HedgeHog” Rocks, Editor (100434,2012)



It seems that in the 15 months (12 of them on CompuServe) I have been playing VGAP I have, unfortunately, managed to get myself a little more of a reputation than, perhaps, I would have liked. I am an enthusiastic contributor to my home forum using my writing skills and, where possible, my computing skills to help others. I play in three games of VGAP and host another three (one standard team, one an alternative universe and the using PHOST) .... it is a matter of great pride to me that I was, for a short period, STAFF in my home forum.



I work as a Computer Support  person for a large (now very large!) pharmaceutical company in the UK. I am 38 years old, married and have two kids ... both girls. A number of people have asked me why I call myself The Undead HedgeHog ... well it’s quite simple ... I have short spikey (I use gel!) hair and its my ambition to live forever so as a vampire, if I’m careful not to eat stake or get my chips, I can do so.



As Editor of The Planeteer it will be my job to co-ordinate the activities of my team (much though I’d like to just put my feet up and let the rest of them get on with it!). Each month I will write an editorial which (launch issue aside) will cover aspects of VGAP that are of interest to Planeteers at that time (possibly mentioning new utilities, new versions of VGAP and other items of interest). Depending on the response I plan to have a Letters to the Editor page where I will do my best to answer any questions that are put to me. In addition I will continue to write articles for the magazine and endeavour to ensure it’s future by distributing it as widely as possible.



Trevor “The Great Gonzo” Williams, Utility Reviews Co-ordinator (100443,2062)



Hi, my name is Trevor Williams (a.k.a. the Great Gonzo) and I'm a Echoholic <g>. 



I live in Kent, Great Britain where I make a living giving Computer Support to a large world renowned pharmaceutical company.



I visit both the PBEM and Modem Games Forums and the Tim Continuum BBS, looking for new utilities and add-ons. I have hosted games in the PBEM Forum until time restraints at home forbade it. I still host games where I work and play in three , one at work, one in PBEM and one in Modem Games.



My job in this publication will be supplying articles and editorials on new and old utilities. In order to keep articles non-biased I would appreciate your views on utilities you have used and marks out of ten. I'll be compiling a chart listing the hits and the misses in the utility world.



Eddie “Storm” Schenk, Gossip Columnist (100021,3712)



OK, <groan>, here goes: Description as follows: 6 foot 1 inch, 13 stone, blue eyes, brown hair, 33 year old, very good looking <g>. 



(Good looking AND a northerner ... seems an unlikely combination .... Ed!)



VGA experience is somewhat limited, I play in one game on CIS and 2 other external games on UK BBS. I host two games on CIS (my first attempt at hosting) ES1 & SH1, which appear to be going very well. I will attempt to supply part of the humor for The Planeteer.....and if I can't find anything funny to say I will make something up, might not be true <g>!



�Ernie “Solar Flare” Sands, Utilities HelpDesk (74774,3220)



I have been involved with VGA PLANETS , as a player and Host, for over two years.  I am in 4 VGA PLANETS games and HOST another 4 games.  I enjoy both aspects of the game.  I am on the STAFF of the MODEMGAMES FORUM, on Compuserve.



I work for a major British petroleum company, as an Operations Supervisor, in a Marine Terminal (we take in tankers and ocean-going barges) in the Boston Ma. (US) area.  I am married and have 4 grandchildren.   I am a computer enthusiast and take my hobby very seriously.  



I consider the position on the Editorial Board as an excellent way to keep the Undead Hedgehog in line. <g>  Actually, I hope to provide input to the endeavor and hope to be able to assist players with questions on HOW TO use various utilities available for VGA PLANETS.   With the advent of WINDOWS 95, I am sure there will be some operating system problems that might come up, from time to time, also.



�VGA Planets .... Begin Here!

by

The Undead HedgeHog



So what is it that is always the same about all the computer games you’ve probably ever played? 



It doesn’t matter if you’re playing Wing Commander 3, Dune II, Civilization, Lemmings or Eye of the Beholder ..... the single common factor is that the other player is the computer. It may be an all-singing, all-dancing multi-media state-of-the-art masterpiece but it is still you versus your computer and after a while, assuming you have a brain, the concept begins to pall! 



In the majority of games reaction speed is a significant factor, even in the more recent spate of multi-player (networkable) gore-fests such as Doom & Heretic .. if you don’t move you’re dead ... although it has to be said that you do get to die in some of the most wonderfully tasteless fashions!



Add to that the fact that when you do eventually “win” the game, what have you got? Apart from the fact that most of the games feature a seriously disappointing ending there is feeling of “Well! That’s that then! Now what do I do?”. 



VGAP is a game involving strategy. If you don’t have a strategy you won’t win and whilst a brain is not a prerequisite it is, at least, a “nice-to-have”! And if you do win, what have you got? You have a feeling (“Yes! I did it!”) and the knowledge that it was your efforts and intelligence that achieved it and more to the point you have something you can crow about to others because you have actually scored a victory against real people (not a mere CPU). And even if you don’t win you’re thinking ..... thinking “How can I do better next time?”. VGAP is an intelligent persons computer game.



VGA Planets (VGAP) is not a new concept in games playing. Play-by-mail games have been around for a long time and doubtless much of what follows can be applied to some of them as well. Playing VGAP has been compared to playing an 11 player chess game where all the players make their moves simultaneously.



This article is intended to introduce you to the concept of VGA Planets, a multi-player, play by mail (or preferably electronic Mail) game.



What is VGA Planets?



VGAP is a graphical multi-player MS-DOS war game. The aim of the game is to conquer the galaxy by management of:



planets:		mines (ore-extraction), factory construction and colonist/native taxation, planetary 

		defence & starbase construction

starbases:	Starbase defence, Fighter/Torpedo building, Warship & Freighter building, 

		Technology increases.

Starships:	Planetary colonisation, Ship movement (Inter-System flight), ferrying mineral & 

		cash from planets to starbases, ship warfare, minefield construction detection & 

		removal.



Whilst the game has economics (planetary management), colonization, and ship construction as its main elements it is, at heart, a strategic space-warfare game with the main aim being to dominate the galaxy and wipe out all other races.



A single game requires up to 11 players and a host (who may or may not be a player). The players receive result (RST) files, play their turn (typically over a two to three day period) and return (to the host) turn (TRN) files. The game can be run with any number of turns per week, but three turns per week is the recommended maximum. Strict rules govern game conduct for instance: if your turn is not sent to the host on time, you'll will miss that turn. Players in a game involving up to 11 players need to be aware that the game CANNOT normally be delayed for players who submit the wrong turn, are late or forget to do so at all. The host will generally issue a set of rules which will govern the way players relate to the host and other players and those rules will normally be adhered to.



Games are played until only one player is left or specific “victory conditions” are met (defined by the host, possibly after discussion with the players), for example: players could play towards the goal of holding half the planets in the galaxy or an assessment (say using VGA Score ... one of the innumerable utilities available on CompuServe & Internet) is made after half the competing races have been wiped out. It entirely depends on the hosts (& players?) wishes. If players have formed an alliance the game would be considered over when that alliance has wiped out any purposeful resistance in the game.



The current version of VGAP does not have the sophisticated sound support that most, current, PC games have (so don’t expect the majority of your friends to understand the attraction of the game .... they’ll think you’re crazy!) although Version 3.5 for Windows (still in late beta-test!) goes a long way towards rectifying this, but it does have an easy to use set of screens (where the same keys do the same things in each) and the help system is extensive. The game has been deliberately designed for file exchange by modem but can be played by sneakernet (walking disks from players computer to the central host PC). 



Take note, however, VGA Planets IS addictive!



How do I get to play a game of VGA Planets?



To play the game, you will need either V3.0 of VGAP (shareware ..... the registered version can be obtained by paying $15 to the author (Tim Wisseman) and allows extra facilities such as Tech 10 technology, secret Friendly Codes etc.) OR to join the beta-test programme for VGAP V3.5 for Windows for which there is NO shareware version. You will also need an IBM compatible PC with a VGA (or better) colour screen and 386 (or better) CPU (VGA Planets DOES NOT run on any other type of computer but an IBM compatible!).



In PBEM (GO PBMGAMES) you would need to contact Max K’os to become involved in a game. In MGF (GO MODEMG) you would contact Jan Smink. In each case you will be added to the relevant list of beginners. Games in both forums start frequently and it will not be too long before you are involved in a game of VGA Planets.



Each forum offers sets of standard help files which can be downloaded in order to aid you in your quest to conquer the known (or more-likely, if you’re reading this, unknown) universe. Files in most location are usually either text or archived (an archive being a collection of other files compressed into a single file using a compression program) the most common archiving program being PKZIP (which is also shareware and downloadable).



To play VGAP in PBEM (Lib 8, VGA Planets) the major files to download are:



VP314.VPL	Complete Player & Host for IBM

HOWTO.VPL 	a brief beginners guide to playing VGAP in PBEM by Katherine Schlaudecker.

NEWBIE.VPL 	a very extensive VGAP beginners help guide compiled by Max K’os.

CODES.VPL 	Handy Listing of all the friendly codes together with new research and Hyperdrive ship types.

HINTS2.VPL	Contains valuable information for Fascist, Cyborg and Robot players. WARNING: Unedited 

		Internet FAQ file and contains lengthy headers and control characters. Unformatted. ZIPPED. 

PLAFAQ.VPL	A FAQ (Frequently Asked Questions) for Tim Wisseman's VGA Planets. A useful bunch of 

		information for anyone with questions about this game. Unformatted. ZIPPED. 

RACES.VPL	This file contains some ideas on the races in Planets - how difficult to play and suitability for 

		beginners.

SETUP.VPL	This is a text file containing "everything you ever wanted to know about setting up VGA 

		Planets but were afraid to ask*".

VPLHIN.VPL   	General strategies and specific hints for Lizards and  Rebel from an experienced player. 

		ZIPPED.

VPDOCS.VPL 	Word 6 for Win formatted VGA Planets Documentation



Note: for historical reasons all files in Library 8, VGA Planets have the file extension VPL.



To play VGAP in MGF (Lib 5, VGA Planets) the major files to download are:



VP314S.ZIP	Complete Player & Host for IBM

HST32B3B.ZIP	Latest Host for VGAP (Planets for Windows compatible)

VPINTW.ZIP	Complete beginners file introducing VGA Planets as played in MGF (Windows Write 

		format)

VPINW6.ZIP	Complete beginners file introducing VGA Planets as played in MGF (MS Word 6 format)

VGPFAQ.ZIP 	Frequently Asked Questions

VPFAQ.ZIP  	Frequently asked Questions file for VGAP

VPHINT.ZIP 	Very detailed list of hints off the net

H32ENH.TXT 	A list of all current friendly codes and the major changes to VGAP under VGAP Host 3.20.

VPDOCS.ZIP 	Word 6 for Win formatted VGA Planets Documentation

LIB5CA.ZIP 	VGA Planets Library Catalog



Downloading the appropriate files from either forum will help to get you started in either MGF or PBEM. You can become a member or PBEM or MGF or both.



Note.



The current version of VGAP is shareware (the new VGAP for Windows is not available as shareware AND is still in late beta-test) .... you do not need to register your version (which costs $15). Keep in mind, however, that you'll be limited to Tech 6 technology, while registered players will have access to Tech 10 technology .....



..... It's your choice but only an idiot .....



Glossary.



Cash		Players can generate cash (megacredits) by taxing natives and colonists or by 

		converting supplies into cash.

Defence:		Defence posts can be built on planets (the number allowed is dependent on the 

		number of colonists on the planet) to defend them from marauding warships and 

		starbase defence can be upgraded to a maximum of 200 in addition to planetary 

		defence.

Factories:	Factories can be built on planets. 1 factory produces 1 supply unit each month.

Fighters:	Fighters are small 1 man craft which can be built (given available cash & minerals 

		etc.). They are launched during battles from planets (free dependent on no. of 

		defence posts), starbases or ships.

Friendly Codes:	Planets and ships can be given unique friendly codes, which give the ability to allow 

		players of allied races to NOT attack each other. Friendly codes can also be used as 

		attack codes to determine the order in which warships enter a battle.

Game:		A game is where a host has set up a game universe and has anything from 1 (fairly 

		pointless) to 11 (very complicated but damn good fun) races playing.

Host:		The host is the central computer to any given VGAP game. To this person/computer 

		all TRN files must be sent and from it all RST files are issued. It is on this computer 

		that game action actually occurs (although players view it on their own PC).

Mine Fields:	A torpedo carrying warship can convert it’s torpedo’s into a mine field so that any 

		enemy ship passing through it runs the risk of being destroyed or damaged.

Minerals:	essential for fuel & construction of ships, starbases, torpedo’s and fighters (as well 

		as starbase defence). There are 4 minerals used: molybdenum, duranium & 

		tritanium & lastly neutronium which is used for fuel. Certain ships can create 

		minerals from supplies and fuel from supplies & minerals. Every planet will have 

		these 4 minerals in varying quantities.

Mines:		mines remove minerals from the planet and allow them to be used.

Month:		Every turn in a game represents 1 galactic month.

MS DOS:	To play VGAP you must have a 386 based PC running MS-DOS 3.3 or higher. You 

		cannot run it on a Mac  or Amiga or Atari (PC software emulation may allow you 

		to, I don’t know!)

Multi-Player:	A multi-player game is one which involves more than one player (VGAP can 

		support up to 11 players and unused players can be automated)

Play by Mail:	means essential game information (i.e. RST & TRN files) are sent by mail, E-Mail 

		or sneakernet.

Player:		A person or 1 of the races that has been automated by the host.

Race:		Each player plays a specific race (i.e. Solar Feds, Lizards, Birdmen, Fascists, 

		Privateers, Cyborgs, Crystals, Evil Empire, Robots, Rebels or Colonies of Man). 

		Each race has it’s own unique advantages and ships that differ to other races.

Registration:	The process of paying the author a sum of money ($10) in order to register a 

		program. Registering VGAP gives access to technology levels higher than 6 (up to 

		10) and use of specific Friendly Codes.

RST:		The result file which shows the results of your last submitted TRN file (e.g. Player 1, 

		The Solar Federation would receive the file PLAYER1.RST)

Shareware:	A piece of software that the author has decided may be used on a trial basis (for 

		evaluation) but that you should register it with the author if you intend to continue 

		using it. Registration usually gives additional benefits (see registration)

Sneakernet:	A humorous term for the process of distributing datafiles via disk and foot (hence 

		sneaker)

Stale Turns:	A TRN file that has been submitted to the host but one that is based on a non-

		current RST file.

Supplies:	Supply units are produced by factories and are essential for building mines, 

		factories, defence posts and fighters. They can also be converted into cash.

Tech Levels:	Technology levels. These can be upgraded to a maximum of 10 (6 in shareware 

		version) only within starbases. The type of hull, engine, beam weapons & torpedo’s 

		that you may build depend on tech levels. Generally speaking the higher the tech 

		level the more powerful the item (i.e. tech 10 hulls are bigger and less prone to 

		damage, tech 10 engines are the most efficient, tech 10 beams & torpedo’s are the 

		most lethal (tech 10 torps produce the most mines per torp) and, of course, tech 10 

		items cost the most!)

Tim Continuum:	The Tim Continuum watches over the game to check for cheating (such as hacking 

		to create more money, minerals etc.) and use of same registered copy by more than 

		one player in the same game. In the event of the Tim Continuum activating the 

		player/players in question will suffer unaccountable mishaps and other players will 

		be informed that that player has been attacked by the Tim Continuum.

Torpedo’s:	Torps are more powerful than beam weapons but they stand 33% chance of missing 

		their target. Torpedo’s can be converted into mines using the “LAY MINES” 

		mission (Higher tech mines produce more mines per torp).

TRN:		The turn file is, effectively, a list of your commands which, when submitted to the 

		host, is acted upon. It should be based upon the current RST file otherwise a stale 

		TRN will result (e.g. Player 1, The Solar Federation would send the file 

		PLAYER1.TRN)

Universe/Galaxy:	The game universe is a galaxy of 500 planets based in an area 4000 light years 

		square (although only a central square, 2000 lights years across are used). Ships 

		move between the planets colonising, supplying, raiding and fighting other ships.



This article is based on the work of Katherine Schlaudecker, SYSOP and Roy Meritt (aka Max K’os) both of PBEM Forum and The Undead HedgeHog of Modem Games Forum, CompuServe. Some of the text in this article is either the original (or based on the) intellectual property of Tim Wisseman.



�The Lost Colonies of Man

by

The Undead HedgeHog



�





Introduction 



Like the rebels (with whom they share several ship types) the colonies can build free (well nearly) fighters in space & they can use those fighters to clear enemy minefields. Their main ship (the tech 10 Virgo Class Carrier) is one serious beast but few of the others really make good warships. High temperature worlds are more useful to them than most races as they can put at least 60 clans on a desert planet. On the negative side, they use minerals  unevenly particularly molybdenum, already rare, which they are always running short of.



Ships



The flag ship of their fleet is one of the most powerful ships in the game (“is this a game .... or is it real?”). This juggernaut (the tech 10 Virgo class battlestar) can hold up to 40 more fighters then the Evil Empire's battlecarrier, just over half its’ size ... and room for 10 beams. However it must be borne in mind that the Virgo IS the weakest of the five large carriers in the game .... it still beats the crap out of a DarkWing though!



The Colonials can use fighters to sweep for mines. In the standard game each fighter can destroy 4 mines per turn, traveling 100 light years from the carrier to do so. If the ship doing the mine sweeping has beam weapons then the ship will also use the beam weapons to destroy mines simultaneously. Colonist ships that have fighters bays can build fighters in space using 3 tritanium, 2 molybdenum and 5 supply units per fighter.



In common with any other race the only freighters worth building (except in rare circumstances) are the large and super freighters, medium and small freighters are good for nothing except recycling. Neutronic fuel carriers and neutronic refineries are, under Host V3.2, largely redundant because of the Cobol and its fuel-scooping capability.



Few of the beam-based ("gun-platform") ships are of much use, except very early in the game, as the Torpedo based Iron Lady (with its 8 beam weapons) does a better job as a gun platform (and can be fitted with torps) and the patriot, with it's 30 fighters, does a better job as an escort. The specialist Refinery & Alchemy ships should be built early in the game as the type of warship's you'll need will be expensive in both minerals (construction) and fuel (movement).



Whereas under earlier hosts the colonies best mine-laying ship was the Tranquillity because of its 360KT cargo space the Cobol now takes it’s place ... mainly because it can go any distance without need for fuel since it scoops fuel as it flys! The best torpedo based fighting-ship is the Iron Lady. 



Fighters is where the colonies (like the Empire, Robots & Rebels) excel, but only 3 carriers are worth the effort. The patriot with 6 launch bays and 30KT cargo space can launch all, or nearly all its fighters in a very short time, this means it will take-out many torpedo based craft, on-paper, its superior. It is cheap (one engine, two guns), nasty and can be considered a throw-away craft ... it is particularly useful in the earlier phases of the game. Little needs to be said about the Virgo (except to re-emphasise it's specs, 8 launch bays, 290KT cargo & 10 beams) it'll take out any torpedo based craft even the Crystals’ Diamond Flame. The only other fighter-based craft worth building, a life-expectancy of something only slightly greater than 0, is the Gemini. With its 400KT cargo bay & equipped with stardrive 1’s it can be stationed at a starbase to build up to 40 fighters each turn. The Sagittarius is similar to the Gemini but has only 300KT cargo space so there’s little it can do that the Gemini can't. Lo-tech Virgo’s can also be used as fighter builders which allows them to occupy a key role as Planetary/SB guardian AND fighter builder .... in the light of the Empire’s new Super Star Destroyer Assault craft this role becomes even more attractive. The Scorpious with 4 engines, 4 beams and 2 bays can hold its own against a freighter but very little else ... it isn't worth the paper it was designed on!

Strategies.



The colonies special advantages are fighter-building and mine-sweeping. Use them and help your ships to make use of them .... by that I mean don't build the wrong ships, build the right ones. 



Starbases.	Build starbases on a factory principle, i.e. depending on planetary mineral content and native types build a starbase in a location where it can be “fed” by two or three freighters covering a group of planets. The freighters continually fly out from the starbase with low fuel heading to the most distant planet in a loop, pick-up minerals and fuel and fly back down the chain of planets picking up more minerals and fuel as they go. I also work on the principle that the more minerals I get close to my starbase the better it is for me so I don’t worry too much if all I can get at the outer planets are the minerals I don’t want ... then! The freighter should, ideally, arrive back at your starbase full of the sorts of minerals, cash & supplies you actually need and relatively full of fuel ... so dump the lot (generally speaking the best starbase order is “Unload All Freighters” which means only cash and fuel need unloading) and off it goes again, boring for the crews but does wonders for the economy!



		Choose a Ghipsoldal (engines), Amphibian (beams) or Humanoid (hulls) world to build your starbase as it will save you another 4500MC ... of course, building it on an avian world ain’t such a bad idea either. Up hull tech's to 6 and build Gemini's (two for each base, built with Stardrive 1's and cheap beam weapons). Once built set their mission, permanently, to "BUILD FIGHTERS", give them 1KT of fuel and load them with stuff (a full load for an empty Gemini is 200 supplies, 120 Tritanium & 80 Molybdenum) ... next turn you got 40 fighters. Transfer the first 60 fighters to the starbase and after that use one Gemini as a fighter storage facility and the other to manufacture 40 fighters every turn (believe me it’s simpler that way, does my head in trying to calculate the exact ratios for the cargo space I’ve got left!) and use any spare room on your storage Gemini to build as well. Transfer fighters whenever possible to your Patriots and Virgo's. Next take engine tech's to 10 and build a couple of large freighters (the ideal is to build freighters first but unless you've done some serious forward planning you're going to have to compromise). Upgrade beam weapons to 10  and start building Patriots. Finally upgrade hulls to 10 so that, given sufficient cash & minerals you can build Virgo’s. Think carefully about torpedoes. I'd estimate that you only need to upgrade torpedo tech's at, maybe, 1 in 5 starbases and every time you don't you'll save yourself 4500 MC (the colonies simply don’t use torps that much!). The last set of ships you're going to need are Alchemy and Refinery ships. Again these only need Stardrive 1's and if the base itself is not the best place to use them they can be towed to a more suitable world.



Planets.		The ideal temperature of a world is 50 degrees so like any other race (bar the Crystals) you’ll be looking for worlds that are temperate (cool or warm) or tropical in order to sustain colony growth. However it’s worth noting that on desert worlds the colonies can maintain 60 clans without loss. The most crucial problem for the colonies is minerals. You’ve been happily mining away, building ships & fighters like there’s no tomorrow, and then you find that your supplies of molybdenum & tritanium are drying up .... if you’ve made no preparations for this event then you’ve got problems however the sensible colonial will have already built Merlin Alchemy ships (with Tech 1 engines and not much better beams) loaded it with 1KT fuel (so it’ll do its job) and towed it to the nearest Bovinoid world, there the friendly code will have been set to the create the rarest mineral in the region (usually “alt” or “alm” i.e. tritanium or molybdenum respectively) and the regular freighters to the planet will be picking up something in excess of 300 tons of your required minerals for every turn since the freight-call. Also, since the colonials only have two really good fighting ships and the best of those is the Virgo, ship get a bit expensive to move around (particularly a Virgo with 200 plus fighters and towing a ‘sacrificial lamb’ (more later). 



		Even amorphous worlds are necessary to the colonials. You’ll find you’ll need minerals wherever you can get them and if that means the loss of 5 or more (on desert, amorphous) clans per turn then so be it! Actually it doesn’t have to be that bad! You can go to an amorphous world and if it’s temperate drop 300 clans, they’ll grow, slowly, but they’ll grow. On desert & Arctic amorphous you can drop a heavy load of clans build the mines up (having bought the money & supplies with you!) then pull a large number of the clans off again so they don’t die in such large numbers. You’ll still have to keep topping them up from time to time but you’ll appreciate the minerals. You should station a Merlin Alchemy or Neutronic Refinery (or both) at Bovinoid worlds and it has to be said that a Bovinoid SB world with a Merlin overhead is absolutely invaluable .... particularly at the 500 ship limit. If a Merlin is round a Bovie, non-SB, world then it’s cheaper to convert the supplies to minerals & then (if necessary) to fuel, on-site, than to ship to a starbase and do it there, once you’ve got that a regular large or super-freighter run can come and pick up the required minerals, supplies (for fighter production) and cash (by converting the remaining supplies) for transfer to your nearest starbase. The advantages of the other worlds are fairly obvious (see closing statements).



Warfare.		The colonies only have two really good fighting ships; the Patriot and the Virgo. Initially you should tend to build a fair number of Patriots but later, as your “factory principle” (Gemini’s, Merlin’s, Neutronic Refineries & freighters etc.) begins to pay off you’ll find that you can begin to build Virgo’s. Do it! A single Virgo is worth 10 or more patriots in a battle. Another technique worth using is the “sacrificial lamb”. Essentially this involves building crippled Virgo’s. First build a ship capable of towing (usually any ship with two or more engines (preferably transwarp & preferably a full-spec Virgo) and then build a Tech 1 Virgo (T1V) i.e. a Virgo hull with Stardrive 1’s, and lasers. The lasers take out a fighter as well as any other beam weapon (& will recharge as quickly) and the Stardrive 1’s won’t be used at all. Load the towing ship, if it’s a Virgo, with as many fighters as it will carry (easy if you’ve been building lots of fighters with your Gemini’s) and the T1V with around 125 fighters & 1KT of fuel (more if the destination is long-distance). Set the T1V’s mission to minesweep, it’s attack code so that it will be first to attack (I usually use “1xx”) and the towing ship’s mission (obviously) to “TOW”. The T1V can be towed into battles to absorb the worst of the punishment forming a fighting shield that will handle most things the enemy can dish out and leave the kills to the full spec ships. The T1V’s usually get destroyed in any large scale battle but will destroy enough enemy to tilt the balance in your favour ... of course if the enemy also has “sacrificial lambs” then ....... 



		It is worth forming fleets (“wolf packs”) when you plan an attack on your enemy/s and Cobols are great to extend the range of a fleet AND, with Mk. 8 torps, they are excellent for dropping minefields to prevent enemy escape and damage in-coming warships ... it is, however, worth pulling them clear of battles because to allow the enemy to capture one of these valuable craft is not good ..... I would recommend strenuous efforts to avoid these craft falling into enemy hands .... if the worst comes to the worst .... use the COLONIZE mission (that way ... at least you get the build points!). As a rough estimate I would recommend that 1 Cobol for two Virgo’s is a good balance. Another interesting idea for early in the game is to tow around a Virgo using a Gemini ... keeping both craft half stocked with supplies and fighters ... this way the Gemini is protected by the Virgo but can supply the Virgo with fighters and supplies for battles and damage-repair. The Virgo will, almost certainly, be destroyed in battle and a Transwarp Gemini is really only any good in the hands of a free-fighter building race.



Alliances.	The one thing I will say about alliances before outlining some potential advantages. Make sure that you can, at the very least, cause your allies serious damage if they turn on you (the only alliance that really works is one formed from a position of strength). Disguise your alliances from other races (throw a few craft at each other from time to time to make it look like you are at war with each other), a few antagonistic messages ostensibly aimed at your allies won’t go amiss either, but don’t make it too obvious or your enemies may guess the truth. Also get commitments, build starbases in each other’s territory ... agree to declare the game over the moment your alliance has swept away any purposeful opposition ..... AND trust your allies ..... how can you expect them to trust you if you don’t trust them!



As an alliance member there are a few things that you can provide: 



·	Fighters - this appears quite difficult to set-up since you and your ally will 

	have to set up bases close to each other so you can build fighters at one base 

	then surrender a ship full of fighters to your ally at their starbase; Fuel & 

	Minerals - if your ally has not planned as carefully as you then you may be 

	in a position to offer them such resources; 

·	Mine Sweeping - a Virgo with 290 fighters minesweeping for a fleet of 

	mixed race ships will destroy more mines than several allied ships can 

	destroy and, more importantly, will destroy them before the fleet crosses the 

	minefield border;

·	Ships - if your allies are some of the non-fighter based races then you can 

	supply them with some serious fighter based ships (namely the Virgo) .... 

	the good thing about your help is that IF you supply an ally with free-

	fighters and carrier ships and the alliance, later, breaks down the usefulness 

	of those ships to him will become progressively less so because carriers like 

	the Patriot and the Virgo are useless without fighters and, unless you build 

	them for free, they cost 100MC each .... work it .... that’s 29000MC per 

	Virgo! Unfortunately the same cannot be said of the Cobol ... once built 

	they are as useful to anyone else as they are to you ... so be cautious of who 

	you give them too ... they only need one then they can clone away like 

	there’s no tomorrow!



		The colonials appear to be a fairly up-front type of race, relying more on brute strength than any other attribute. They would tend to gain from alliances through ship swaps i.e. cloaking ships (which they can gain through alliances with races such as the lizards, birds, Fascists & privateers), hyperdrive ships (Cyborgs, Empire & Rebels), Gravitronics (Privateers), terraformers (Feds, Lizards & Crystals) and information (Birds & Empire). In addition they could make use of various planetary suppression missions such as those used by the Lizards and Fascists. In addition there are degrees of alliance ranging from the border-pact & ship-swapping alliance’s right through to a full blown alliance where you act together through common mutual interest (e.g. the desire to defeat a common enemy) ... but be careful of the border alliance ... it is, basically, meaningless and in my experience is quite often the prelude to war!



Summary.



Played correctly, the colonials have, easily, the potential to beat the others in the game. VPL is a game of war, but at it’s heart it’s a game of management ... plan ahead, play defensively to begin with, build a solid base from which to strike, establish some allies that can offer you the things you don’t have, then strike at your enemies.



The one final thing I would say to new (and maybe even experienced) players. Read the manual. Yeah! Yeah! I know we all have to read the manual (only a fool wouldn’t), but have you re-read the manual after, say, your first 6 months of playing? I did and ... I didn’t know I could do that!

�Hosting a game of VGA Planets.

by

The Undead HedgeHog



Introduction.



This article is intended as a guide to those planning to (or wondering whether they should) host a VGA Planets (VGAP) game. Whilst much of the information is general it should be noted that this article specifically relates to hosting games of VGAP on the CompuServe Modem Games (MGF) & Play-by-Electronic-Mail (PBEM) forum. I will also freely admit that this is the way that I would do it and if this is in any way at odds with the way others might then ...... TOUGH!



Basic Hosting Equipment.



·	A PC (386SX  & colour VGA). In actual fact you really need a much more powerful PC than 

	a 386 (of any kind) ... you should really have access to a fast 486 or Pentium of some 

	description.

·	A modem. In principal any old modem will do, but it must be borne in mind that we are 

	talking about uploading & downloading large numbers of files here so you should really be 

	looking at a 9.6K modem minimum. Obviously you’ll also need communications software of 

	some description so you can dial up CompuServe (probably this will be WinCim or DOSCIM 

	but many hosts also use CSNav, TAPCIS, Wigwam, Ozwin etc.) & a CompuServe account 

	(for PBEM you will need access to the Game Turn Exchange Library (Lib21) for which you 

	should contact William Pegues).

·	The host files for VGAP. All you actually need to host a game is the shareware version of 

	VGAP because, strictly speaking, all the files you need to use are freeware (only the client 

	program, PLANETS.EXE, is shareware & thus requires registration & the VGAP host does 

	not “need” to use it)

·	Utilities. There are no utilities you need for hosting VGAP but there are a number of utilities, 	it must be said, that many hosts would regard as essential (see utilities).



Planning the game.



To be a host YOU should be two things, the first is organised (there is no point in trying to host a game of VGAP for 11 other players if you don’t have some form of organisation to the way you do things!) and the second is committed (that is you must undertake to run the game for as long as any of the players involved wish it i.e. you should see the project through to its end!). Most hosts will have problems with players at some point in their life ..... where possible deal with them diplomatically ... but if they ARE out of order and they DO cause you problems then kick them out of the game ... it’s the only way to preserve your sanity and keep the integrity of the game!



OK! The first thing you’ll need to do is to decide what kind of game you want to run, what kind of player you wish playing in your game & the frequency of host runs (it is OK to run the host as high as every couple of days to begin with but it is more usual, & sensible, to run a game on a twice weekly basis). The following questions are one’s that you may feel you need to answer prior to finalising your game plan (I have supplied the most likely, but not all, answers)



�Q.	Is the game going to be standard?

A.	Yes (see “Building The Game”); No (see “Part 3: Alternative Scenarios”)



Q.	What type of player would you like in your game?

A.	Beginner, Intermediate, Advanced



Q.	Are you planning to play as well as host (some players do not like to play in a game where the host is also a player as they feel it gives the host/player too many advantages)?

A.	Yes, No



Q. 	Is this going to be a team game?

A.	Yes, No



Having made the decision that you are going to host a game of VGAP, this is the point at which you would inform the person who manages game lists etc. In PBEM this is Max K’os and in MGF Jan Smink. Note that Max K’os keeps the definitive lists for games in PBEM but in MGF (where the system is a little less formal) hosts generally maintain their own lists. In both forums Jan & Max maintain lists of players waiting for new VGAP games and willing to act as replacements for those dropping out of currently running games. 



Next you must draw up some form of schedule for the game i.e. when you plan to run the game .... this should be carefully thought out as some players do not check the forum every day (however you should bear in mind that since the game IS being run on a BBS through a forum then it IS reasonable to expect a player to check for game announcements in the forum library associated with the game). Decide up-front how you are going to handle players who miss turns, submit late or stale turns or act in some way at odds with the way you believe your game should  run. Write a set of conduct rules (see “Player & Host Conduct”) to be sent to each player as they sign up or just prior to the start of the game.



Building The Game.



One thing it is important to realise is that VGAP is currently a DOS-based game & there is, as yet, no Windows based host & even players really need a degree of familiarity with DOS. However to host VGAP you MUST have good DOS Skills ... if you don’t have a reasonable knowledge of DOS then, quite frankly, YOU SHOULD NOT BE HOSTING A GAME OF VGAP! The reason I say this is that you will need to automate your host runs so that all procedures can be executed on the entry of a single command line ... therefore you MUST be able to write reasonable quality batch files.



For the remainder of this article I am going to have to make some assumptions (some are, obviously, fictitious):



Host Person’s Name:			Boris Karloff

Game Code:				BK1

VGA Planets directory:			C:\VPLANETS\STANDARD

Alternative VGA Planets directory:		C:\VPLANETS\ALTLST

VGA Planets Host Directory:		C:\VPLANETS\STANDARD\BORIS1

Alternative VGA Planets Host Directory:	C:\VPLANETS\ALTLST\BORIS2



So, to build a standard game, you would first create your host directory:



	CD C:\VPLANETS\STANDARD

	MD BORIS1



�Then create  the galaxy:



	MASTER BORIS1



How simple it seems to just say create the galaxy .... “MASTER BORIS1”, but even in a standard game there are a bewildering number of options to the new host. When running MASTER.EXE you will be asked questions, and the first screen you reach is titled UNIVERSE CREATION PROGRAM and you are told to “Select the player races you want in your universe. The selected races are show in green.”



Typically you will be hosting a game for all races, but it is possible that you have only a few players and you do not wish to automate the remaining ones. In this example we will be using all races so you would hit keys 1, 2 .... 9, A & B (the last two representing races 10 & 11) - check that each race name is highlighted because these keys are toggled i.e. hitting ‘1’ will select the Federation but hitting ‘1’ a second time will de-select them. When you are satisfied that you have selected the required races hit [ENTER] to continue.



“Do you wish the players to have passwords? (y/n)”. 



This option allows the host to assign a password for each player (my favourite technique is to flip to random pages in a book and choose the first appropriate 4, 5, 6 or 7 letter word as a password ... just to make it more interesting I also make sure the book deals with space combat or similar so I get nice words like “cattle” or “mutilate” <g>). If you answer “Y” you will have to supply a password for each player in your game (although you can change your mind and press [ENTER] for each player instead which is effectively the same as having answered “N” for passwords!). typically I do not password protect the RST’s (and usually prevent the use of passwords in RST’s) because the files are distributed in encrypted archives (using PKZIP) (see Player & Host Conduct).



The program now creates the data files for the planets & ships (there are 500 planets and a potential maximum of 500 ships) .....



“Do you want the planetary friendly codes randomized? (y/n)”. 



Answering “Y” to this ensures that all the new planets players find have a randomly generated 3 number friendly code, otherwise it will be “AAA”. Whilst it is probably not particularly important in most games it could be when playing scenarios such as disunited kingdoms or Ashes of Empire. I’d advise saying “Y”.



Next you are presented with what, I think, is a rather daunting screen, containing the following information:



Minerals on all non-homeworld planets



<1> Random rare

<2> Random normal

<3> Random rich

<4> All the same and rare, no natives

<5> All the same and normal, no natives

<6> All the same and rich, no natives





I haven’t investigated every possible option here, in fact I’ve only ever chosen one and that is option 3. Why? because without natives the galaxy would be very boring (half the excitement of visiting a planet is to discover how useful it can be, whether you can build a starbase with free tech levels there, how much can you tax the natives ... oh! those avians and bovinoids!) so options 4-6 are ruled out straight away. Even using the Random rich setting (option 3) you seem to run out of minerals too easily so that rules out options 1 & 2.



The next step is to select the scenario for your game.



     <<< Starting Options >>>



<1> Classic homeworlds in a circle (The old way)

<2> Custom homeworlds, your pick the spots

<3> Wandering Tribes all ship same spot

<4> Wandering Tribes you pick the spots

<5> Wandering Tribes mass confusion

<6> Ashes of the Evil Empire

<7> Crazy Intermix

<8> Disunited kingdoms



<1>,<2>,<3>,<4>,<5>,<6>,<7>,<8>



We will deal with these options one at a time (except for Wandering Tribes).



<1> Classic homeworlds in a circle (The old way)



All the races will be arranged in a circle around a given point (typically the centre of the galaxy but you will be given an option to choose). You will also be asked to decide how far each race will be from each other:





Minimum and Maximum Distances Between All Homeworlds

  Short Range     ( 5 to 200 light years )

  Medium Range    ( 150 to 900 light years )

  Long Range      ( 200 to 1200 light years )

  Very Long Range ( 400 to 2800 light years )



      Choose One

      ( default is medium )

(short, medium, long, very long) (S M L V)?





·	Short Range effectively means that homeworlds are right next to each other, so close in fact, 

	it’s plain stupid (however those interested in such things, please note that this setting is 

	incredibly useful for setting-up test galaxies)! 

·	Medium Range is still quite close but playable .. with 11 players in the game things will be 

	quite crowded for a while. 

·	Long Range will put most of your players a “comfortable” (but that’s a matter of opinion) 

	distance from each other but players should be aware that they will easily be seen by 

	neighbouring races if they venture into open space. 

·	Very Long Range puts most races at the very edge of the galaxy. Medium Range is the 

	default but Long Range is probably the best for a standard 11 player game but it must be 

	borne in mind that at the galaxies edge there are a significant number of worlds that are not 

	within one turns jump of other worlds.



<2> Custom homeworlds, your pick the spots



If you are playing the game as well as hosting then this option is pretty much a no, no! (unless, of course, you let every player know where every other player is or get another, non-involved, person to pick the locations). In this option, as host, you pick where you want each player to start (although having chosen the sites of the homeworlds you can then assign races randomly) which means you can take the trouble to ensure races are in a reasonably dense star cluster to begin with.



�<3> Wandering Tribes all ship same spot

<4> Wandering Tribes you pick the spots

<5> Wandering Tribes mass confusion



As can be seen above there are 3 wandering tribe scenarios all basically very similar. Players start off in deep space with 6 Super Transport Freighters and no planets. The freighters are stuffed with colonists, minerals and supplies (but no cash) so the aim is, find a decent world and find it quick (the only time I ever played this I split my forces and went for two worlds the first was a warm Avian with loadsa minerals and the second a Tropical Bovinoid with almost as much minerals ... talk about lucky or what?) so that a starbase can be built and a war-footing adopted. The difference between the three scenarios is that in the first every players ships start in the same place (dubious!), in the second the host picks the spots (potentially an excellent game) and in the third your freighters are scattered all over space (which is completely ludicrous).



<6> Ashes of the Evil Empire



Ashes of the Evil Empire allows the host to set up a game where one player takes on all the other players. The “Evil Empire” (and it doesn’t actually have to be the Empire race) has under their control 1 starbase and anything up to 450 or so planets whereas all the other players (who must learn, ideally, to act as a single team) occupy starbase’s in the corner of the galaxy remaining to the rest of the races. The host can decide how many planets the “Evil Empire” initially owns.



<7> Crazy Intermix



Crazy idea more like! All your worlds are randomly distributed across the galaxy (so are all the other races). I guess it would mean a number of early battles. The host decides how many planets each race will own.



<8> Disunited kingdoms



Much more sensible & useful since all races own a group of worlds (up to 45 each, one of which may have a starbase) in a cluster around “the” homeworld. I used this game as the basis for the start of one of my game’s .... excellent!



Having selected your scenario it remains  only to answer a few more questions before MASTER.EXE finishes it’s job and presents you with a fully configured universe:





Select mineral richness of the homeworlds

 <N>  Normal Richness

 <E>  Extra Richness



Quite frankly, unless you’re a complete (expletive deleted) you’ll give your players extra rich minerals on their homeworlds.





Select homeworld Population

 <N>  Normal     ( 250,000 )

 <H>  High       ( 1,000,000 )

 <V>  Very High  ( 3,000,000 )



Only a host who is real nasty (the lowest of the low ... a complete an utter mangy cur) would give the players the first (Normal) option and I think a host using the second option (High) would very likely be of dubious moral disposition. The only realistic option is the third (Very High) one!





Select starting money of the homeworlds

 <L>  Low        ( 1,000MC )

 <N>  Normal     ( 3,700MC )

 <H>  High       ( 5,000MC )

 <V>  Very High  ( 15,000MC )



I’m afraid it must be said, once again, that only a complete (expletive deleted) of a host is going to give player’s anything less than 10,000 MC (you listening Max? <g>). Without the <Very High> cash levels it is almost impossible to get a decent colonisation programme going and the first 10 or so turns of the game are, relatively, uninteresting. In my (ever so ‘umble) opinion the only amount of money worth giving players is 15,000MC.





Select the Crystal People’s Homeworld Climate

  <1> Normal Earth Like ( 50C )

  <2> Desert Like        ( 100C )



Depending on the HCONFIG settings (see part 2: The Complexities of HCONFIG.HST) Crystals can live quite happily on desert worlds. This option means, quite simply that an invader race, having smashed the Crystals homeworld to the rubble it surely deserves to be (joke <g> ... sort of!) can’t really do a lot with it unless they have Terraformers. It also means that the Crystals can slow an invader down by terraforming their worlds to 100 degrees making an enemies advance very difficult.





Do you want the homeworlds to have starbases (y/n)





Simple question, simple answer (“Yes” means they have one and “No” means they don’t)





Please enter the starting ENGINE tech level of all players homeworld’s starbases (1-7):





All this does is save the player a small amount of cash (up to 2100 MC for Engine Tech 7). I would advise giving them Tech 7 as it can only help speeding up the game at the start.





Do you want the homeworlds to have two free ships (y/n)?





Selecting “N” means the players get no ships at all and have to build their own which means they at least get to build something sensible. Selecting “Y” gives the players 2 ships. All players except the Feds get a small freighter. The following is a list of ships each race gets:



Race			Ship 1				Ship 2			

Solar Federation		Outrider Class Scout		Nocturne Class Destroyer 

			(with 50 Mark 5 Torpedoes)

Lizard			Small Deep Space Freighter	Serpent Class Escort

Birdmen			Small Deep Space Freighter	Swift Heart Class Escort

Fascists			Small Deep Space Freighter	D7a Painmaker Class Cruiser

Privateers		Small Deep Space Freighter	Outrider Class Scout

Cyborgs			Small Deep Space Freighter	B200 Class Probe	

Crystals			Small Deep Space Freighter	Opal Class Torpedo Boat

Evil Empire		Small Deep Space Freighter	RU25 Gunboat

Robots			Small Deep Space Freighter	Cat’s Paw Class Destroyer

							(with 300 Mark 5 Torpedoes)

Rebels			Small Deep Space Freighter	Taurus Class Scout

Lost Colonies		Small Deep Space Freighter	Taurus Class Scout





After answering this question MASTER.EXE has finished (you only have to press another key and you’re back at the DOS Prompt).



Last but not least you must configure the game by typing:



	HCONFIG BORIS1



When running HCONFIG simply type D (for Defaults) & S (to save the HCONFIG.HST file) and again you will be placed at the DOS Prompt. I do not plan to go into detail at this point about HCONFIG as this will be dealt with in Part 2: The Complexities of HCONFIG.



Having run HCONFIG, to produce the RST files for your players it now only necessary to type:



	HOST BORIS1



and a few minutes later you have created 11 RST files for Turn 1. You need only upload them to Lib21 on PBEM or Lib 14 on MGF and inform your players that they are available.





Player & Host Conduct.



It is important to define the rules of a game before you start to host it and by this I do not mean rules governing internal issues (such as alliances, player to player aggression etc. although it is possible for you to set up a game which dictates team behaviour, limits on starbases & similar). No! I mean the rules that govern the players relationship with you (the host) and MGF/PBEM (the game turn libraries, Libraries 14 & 21 respectively). The following are example of rules I think you might consider dictating & reason’s why I think they are important.



Deadlines:	Define your deadlines e.g. “The turns will be run twice weekly with no host runs on major public holidays”



It is crucial to ensure that you have a regular schedule, some players do not check PBEM on a regular basis so that knowing a turn must be in on specific days of the week will enable them to meet the stated deadlines. Your deadlines should take into account the time it takes to merge your files (zipped RST’s) and theirs (TRN’s) on PBEM and major public holidays (don’t forget that you may be hosting a multi-national game so there may be more than US holidays to account for). You should be prepared to accept TRN’s (and possibly send RST’s) by conventional E-Mail in the initial phases (& perhaps later, if there are forum/service problems or personal crises for players).



Missed Turns:	Decide how you will deal with players who submit late or stale turns.



It is important that a player understands how a host will react if a player submits a late or stale turn. Players must understand that you (the host) cannot hold up a game for a single player without good reason and that even if the reason is good but he hasn’t informed you, you should not allow a re-run. You should make it absolutely clear to the players that submitting a late or stale turn (or a TRN that is in any way faulty) is the players problem not yours. In my recently started UH1 game I clearly stated that the latest version of ALTLST would be used and yet 9 of the 11 players involved still managed to use the wrong version. Having given them some serious verbal abuse for this I then managed to make myself look a complete idiot <g> when all their ships appear at points far-removed from their starbases (I had failed to use FIXMAP in order to ensure the host played the game correctly) ... I guess the players had the last laugh (oh well!). It is also worth stating how many times a player may miss their turn (or consistently miss turns at irregular intervals!) without informing the host before being considered to be out of the game. You should also decide, & state clearly, whether you are prepared to play for a player if they ask you too (because they for some reason cannot play the turn).



File Names.:	Define exactly what name format you (the host) will upload files in and what format players must return their files in.



Both MGF’s Lib 14 & PBEM’s Lib 21 have file-naming standards in use and it is better to stick to these and inform your players what is expected. The standard’s described in the next paragraph are, as far as I know, acceptable in both forums. 



·	RST’s (from hosts) are always uploaded as a password protected ZIP file. They are named by 

	the following conventions:



	File Name:	ggnptt.ZIP



	Where:		gg = Host initials

			n = game series number

			p = Player No. (i.e. 1-9, A or B)

			tt = Turn No. (01 - 99) of the last (not next) host run.



	Example:	The host would upload the password protected ZIP-file BK1A01.ZIP for 

			The Rebel Player’s first turn in the first game of a host named Boris 

			Karloff.





·	TRN’s are uploaded (from players) as an uncompressed, but renamed, TRN file. 



	File Name:	ggnptt.TRN



	Where:		gg = Host initials

			n = game series number

			p = Player No. (i.e. 1-9, A or B)

			tt = Turn No. (01 - 99) of the last (not next) host run.



	Example:	The robot player would upload the renamed TRN-file BK1923.TRN for 

			turn 23 of Boris Karloff’s first game, turn 23





Final Comments.



This Article is the first of a series which (I think!) will comprise of 5 parts. The remaining parts in the series on “Hosting a game of VGAP” will be called: “The Complexities of HCONFIG.HST”, “Alternative Scenarios”, “Essential Hosting Utilities” & “Upload & Downloading for Hosts”



If you wish to host a game on the PBEM please contact Max K’os.

If you wish to host a game on the MGF please contact Jan Smink.



I would like to thank some of my fellow hosts (in particular, Max) for their input to this article (thanks Rob, Ian, Doug, Jan & Max). I would also like to thank James Perry for his advice & encouragement in continuing to write for the Echo Cluster.



Contacts:	The Undead HedgeHog (Editor, The Planeteer):	100434,2012

		Max K’os (Keeper of the lists, PBEM):		74001,1475

		Jan Smink (Keeper of the lists & STAFF, MGF):	100414,1625

		William Pegues (Associate SYSOP, PBEM):	76702,461



Some of the text in this article is the original intellectual property of Tim Wisseman.

�VGA Planets Friendly Codes.



The following is, to my knowledge, THE most comprehensive list of all valid friendly codes that work with Host V3.20 (final version). Most work only if you are a registered player.



Mine fields.



"mdh" 	mine drop half your torps 

"mdq" 	mine drop one quarter of your torps 

"md1" 	mine drop 10 torps 

"md2" 	mine drop 20 torps 

"md3" 	mine drop 30 torps 

"md4" 	mine drop 40 torps 

"md5" 	mine drop 50 torps 

"md6" 	mine drop 60 torps 

"md7" 	mine drop 70 torps 

"md8" 	mine drop 80 torps 

"md9" 	mine drop 90 torps 

"md0" 	mine drop 100 torps

"miN" 	will lay a minefield in an enemies ID, were N is the ID number of the enemy that you want the mines laid as. N = (1,2,3,4,5,6,7,8,9,a,b) These mines will not effect the enemy race, but they can and will damage you if you fly through the field.

"msc" 	If you mission is set to mine sweep this code will cause the ship to scoop up the mines and convert them back into torpedoes.



Glory device codes (see Glory Device).



"pop" 	This code will cause the D19 or Saber class starships to EXPLODE after moving, if they have fuel.

"trg" 	This code will cause the D19 or Saber class starships to EXPLODE after moving, if they have fuel and any cloaked enemy ship is detected.



Alchemy ship codes.



"ald" 	Alchemy Duranium. This code will cause an alchemy ship to produce only Duranium.

"alt" 	Alchemy Tritanium. This code will cause an alchemy ship to produce only tritanium.

"alm" 	Alchemy Molybdenum. This code will cause an alchemy ship to produce only molybdenum.

“NAL” 	No Alchemy. The ship will not do any alchemy this turn.



Planetary friendly codes.



"NUK" 	causes planet to attack all enemy ships in orbit. (note: some fascist and birdmen ships are immune to attack)

"ATT" 	causes planet to attack all enemy ships in orbit that have fuel. (note: some Fascist and Birdmen ships are immune to attack)

"bum" 	beam up megacredits to all ships in ships in orbit (including enemy ships). If more then one ship is in orbit then the megacredits will be split between all the ships.

"dmp" 	Dump old parts. If there is a starbase in orbit around this planet then all the parts in the starbases storage bins will be converted back into minerals and dumped to the planets surface. It is worth noting that below the 500 ship limit the ship will be built and then all remaining parts dumped (also applies at 500 ship limit if a ship is built at that starbase that turn). At the 500 ship limit (if a ship is not built at that starbase) ALL parts at the starbase, including those involved in any ordered ship build WILL be recycled.



�Ship to enemy ship transfers.



"btt" 	Beam Transfer Torps. This code will transfer torpedoes of like type from the ship with this code to all enemy ships at the same point in space that have the same make of torp tube.

"btf" 	Beam Transfer Fighters. The code will transfer fighters from the ship with this code to all enemy ships at the same point in space that have fighter bays.

"btm" 	Beam Transfer Megacredits. This code will tranfer megacredits from the ship with this code to all enemy ships at the same point in space.

"gsN" 	Give Ship. This code will give starship to N race, where N is the number/letter code of another race. When the starship has this code the race represented by N will take control of said starship on the next turn. (i.e., a friendly code of gs1 would give your starship to the Feds on the next turn. The crew becomes crew members of the new controlling race. For this to work there must be an enemy ship belonging to race N with colonists at the same point in space as the ship with the "gsN" friendly.

“nbr”	No boarding party. This code will cause the Privateers or Crystal People  to NOT use their tow capture beam to take over enemy ships that are out of fuel.



Ship to enemy planet transfers.



"bdm" 	Beam down Megacredits. This code will dump the megacredits from the ship to the planet that it is in orbit around, no matter who owns the planet.



Other codes.



"lfm" 	Load fighter minerals. This will load all the minerals and money onboard the ship to build as many fighters as possible and tells the ship to build fighters, regardless of the ships mission. This code will only work for the Robots, Rebels and Colonials.

"cln" 	Clone a Ship. This tells the starbase that you own and are in orbit with to make an exact copy of the ship with this code. The starbases' tech levels must be equal to or greater then the ship being cloned. This will in most cases cancel out the normal starship building on the starbase any turn that there is a starship with this code in orbit. The cost of cloning a ship (megacredits) is 200% of the original cost of building the ship. The Privateers and Crystal People can not clone. You can not clone ships that your race can already build.

"HYP" 	Hyperjump, this will cause a ship that has a hyperjump drive to jump 350 light years and burn 50 KT of fuel. The waypoint of the jumping ship must be greater then 25LY and the ship must have at least 50 KT of fuel. It is best to set the warp speed to 1 for the jump.

"mkt" 	Make torpedoes in space. Load your ship up with the items need to build torpedoes and your ship can construct them in space or over a planet. The items needed to build torps include one of each mineral type plus the megacredits required.

"con" 	Configure Message. Have the host send a listing of the current host configure settings next turn.

“NTP” 	Disable Torpedo Systems. A ship may now disable it's torpedo systems by using the friendly code "NTP" ( No TorPedoes ). If two ships that are enemies use the "NTP" friendly code they will still fight. This is also a special case where matching friendly codes does not count. This will also disable fighter launches.



�New friendly code battle orders.



Attack order FC's appear to have changed. Ships will fight in an order that depends on the friendly code. The friendly code can give an attack value from 1 to 999. To use attack values your friendly code must begin with a number value. The attack values will NOT affect the way in which a ships fights, it only effects the battle order. Your enemy's attack values will NOT effect your battle order. A attack value of 1 is the lowest possible attack value.



Here are examples of attack values base on some friendly codes where "x" is any non-number character.



Friendly code	Attack values 



xxx	1000 

1xx	1 

10x 	10 

01x 	1 

999 	999 

123 	123 

18x 	18 

x23 	23 

xx2 	2 

x1x 	1



The ship with the lowest attack value will attack first. If two ships have the same attack value then the ship with the lowest ID number will attack first.



Mine field friendly codes.



Mine fields have friendly codes. The mine field's friendly code will be the same code as the planet that is nearest it's center. So if you laid a mine field at Nixon and Nixon's friendly code is "Q1m" the mine field would have a code of "Q1m". Any starship with that friendly code would be able to travel through the mine field and not activate any mines. If the planet's friendly code is changed the mine field's code will change to match it.



Notes.



It is worth noting that high ASCII FC’s can now, no longer, be used! You can not set your FCODE to any non-printable ascii code. If you do it will be reset to "AAA"



This article is based, almost entirely, on documentation written & released by Tim Wisseman.



�The Cylon's Demise

by

Andy Brown



�





TOP SECRET - RESTRICTED ACCESS LEVEL 9



Whilst on routine patrol, the Federation starship "USS Mr Whippy", encountered a field of twisted metal and debris. A level one scan revealed an object in the center of unknown origin. A small metal cylinder, was beamed aboard and rushed to the nearest Federation star base for research.



After months of research, the object was opened with a tin opener and identified as a flight recorder and personal log of Cylon origin.



What follows is the contents of the captain's log (one Centurion Anvil the 3rd). Until this log fell into our hands, we knew very little about the Cylon race. Federation commentary has been inserted in some places. This is denoted by the following format : 



[Fed: <comment>].



Stardates are in Federation format as we have determined that due to the Cylons binary nature, they seem to operate on a “one day week”, with one week to a month and one month to a year. This gives a date format that can be very confusing. We gather this is why Cylons do not entertain the concept of weekends.



Stardate 12/692: 

This is the personal log of Centurion Anvil the 3rd. This log will track my personal actions as newly promoted captain of the Cylon's new flagship.



Stardate 12/693: 

Position of captain of the Cylon flagship "D to A Converter" accepted. A captain's "personality" chip will be installed within my AI circuits by the ship's chief engineer tomorrow.



[Fed: We have learnt that all Cylon officers have a personality chip installed. Reason unknown.]



Stardate 12/694: 

Whooooaaaaa!! This personality chip is like totally surfing man!!!!!



Stardate 12/695: 

That's better. It has transpired that the chief engineer was beta testing a "surf dude" chip. I had him change it for a more "mainstream" one.



Stardate 12/696: 

Took the "D to A Converter" out of space dock for her maiden voyage. The ship's chief scientist, Centurion Radiator Spot-weld, has equipped this Cat's Paw with all the latest Cylon technology, including a major leap in tractor beam design and the new "Big Daddy-o-mine", mine laying machine. Tests will begin tomorrow.



�Supplemental: 

I had to see the chief engineer today due to nausea. [Feds: Robots get nausea???!!!]. I was informed that it's because I only have a single red eye that's constantly moving from one side of my face to the other. He suggested I move my head in the opposite direction so that my eye stays where it is. I was not amused. I've got his serial number marked. Who the hell designed us like this anyway? Not only do I get dizzy from my roving eye, I feel compelled to say "By Your Command" all the time. And to top it all we've been modeled on an ancient race of humans called the Romans who wore skirts!!! [further expletives removed]



Stardate 12/697: 

We reached our testing area this morning. Our first test is the new tractor beam. Our chief scientist has informed me that the tractor beam is based on a super conducting power magnet.



Supplemental: 

If one more Cylon says "By Your Command" to me, I swear I'll stuff him into a [expletive removed] torpedo tube and launch the [expletive removed] into [expletive remove] space!!! [even more expletives removed]



Stardate 12/702: 

[Feds: Note that five days have passed since last log entry]:

Tractor beam testing complete. We discovered one slight flaw in it's design. When activated, every single Cylon crew member is magnetically attracted to the ceiling! It has taken us two days to deactivate the tractor beam (due to being stuck to the ceiling), and a further three days to repair the crew that went hurtling towards the floor when it was deactivated. We will refrain from using the beam until this small problem has been rectified.



We will begin testing of the new mine-laying equipment tomorrow.



Stardate 12/703: 

[Feds: Written text has been stopped at this point. What follows is a transcript of a recording from the bridge:]



Weapons master: “Sir, three hundred Hell Hammers have been loaded into the "Big Daddy-o-mine" mine layer. Awaiting your orders sir” 

Captain: “Excellent! Activate the “Big Daddy-o-mine” and lay a maximum yield mine field” 

Weapons master: “By your command” 



<strangled cry followed by sound of Cylon being fired from a torpedo tube> 



New Weapons master: “Sir, a 200 light year mine field has been successfully laid” Captain: “Excellent! It actually worked! Well done Chief Scientist” 

Helmsman: “Sir, our scanners indicate that the "Big Daddy-o-mine" layer has malfunctioned” 

Captain: “Explain...” 

Helmsman: “Scanners report the mine layer has converted our Hell Hammers into thousands of toasters, coffee percolators, blenders and saucepans sir.” 

Captain: “By the great Screw Driver! We will be the laughing stock of the galaxy. Activate mine sweeping NOW!” 

Helmsman: “By your comm.... Errr yes sir.” 

Helmsman: “Sir, scanners have detected a ship of Privateer design de-cloaking. Sir, they are scooping up the luxury kitchen goods!” 

Captain: “I don’t believe this.”



[Feds: This would explain the origins of the goods that those Privateers sold us three months ago!]

[Feds: Text log resumes:]



I have decided that we should return the "D to A Converter" to space dock for repairs and installation of more conventional equipment. [expletives removed]



We now have a vacancy for a new chief scientist.



Stardate 12/704: 

Started journey back to starbase 287. Nothing to report. [expletives removed]



Stardate 12/705: 

Had my personality chip re-tuned due to short temper and excessive swearing.



�Stardate 12/706: 

Having trouble getting up in the morning lately. As a result I have been late for duty on four occasions.



I keep getting a feeling of "deja vu". I think I keep rebooting....



I keep getting a feeling of "deja vu". I think I keep rebooting....



I keep getting a feeling of "deja vu". I think I keep rebooting....



[Feds: We have removed a further 215 pages of text similar to the above.]



Stardate 12/710: 

I eventually managed to get to see the chief engineer about my rebooting. He "took a look under the hood", sucked his teeth and said "Well it's this particular model you see. It's always 'aving this problem. This model was renown for starting problems. What you need is new plasma starter motor. Your Jeffries Tubes are rusty as well."



"They are most certainly NOT", I replied with a metallic venom that would make any lesser being quake in his armour.



"Coo, who was the last cowboy who did your panel beating???"



"YOU did!. When can you have me fixed?"



"I can 'ave you ready for errrm, a week on Tuesday?".



"Can't you do better than that?", I asked. "I am the captain!".



"Well it's the parts you see! Can't get 'em for luv nor money. Look, seeing as it's you I'll 'ave a ring round some of the lads, but it'll cost ya a bit extra."



Stardate 12/711: 

We have an opening for a new chief engineer as the last one was "tragically and accidentally", converted into a power sander yesterday.



Stardate 12/712: 

Returned to SB 287 to have our mine layer mended. I have been informed by our new chief engineer that the reversed flange sprocket spoke was aligned incorrectly with the two stroke sliding wangle return valve. Instead of converting our Hell Hammer torpedo’s into a gargantuan mine field, it managed to produce 20,000 luxury electrical items. This has now been fixed and we are on our way out again.



Stardate 12/713: 

Upon leaving space dock, our helmsman managed to clip our back end on the hanger doors. This resulted in the loss of 52 crew and our entire supply of 3 in 1 oil. Only threats of disassembly quelled the ensuing mutiny.



Boarded up the hole in the back with some 2 by 4.



There is now a vacancy for a new helmsman.



Stardate 12/714: 

We have entered disputed space between the MIGHTY CYLON EMPIRE and the trivial weedy rebel scum excuse for a life form. We have had no contact as yet (although we did run into a space beaver that ate some of our ship's landing gear. We beamed it aboard, stuffed it, attached suckers to it's legs and stuck it on the rear window looking out. It looks nice! Gonna get some leopard skin seat covers next!



All hands are on Black Alert.



[Feds: It turns out that Cylons can only see in monochrome. Bridge crew are constantly confused by being ordered to go from "Black Alert" to, well, "Black Alert"!]



�Stardate 12/715: 

I was in the middle of waxing the top of my head, when a loud "Awoooga" noise emanated from some loudspeakers. Naturally thinking we where under attack, I ordered the bridge to give me a status report. I was then informed that the "Awoooga" alarm means our supplies of “Nurse McCreedy’s anti- rust balm” are running low. Apparently, being under attack is indicated by a "Whooop Whooop" noise. Why wasn't I informed of this?



Stardate 12/716: 

A loud "Whooop Whooop" alarm indicated that (this time), a rebel Falcon had just come out of Hyper space next to us. We launched the traditional Cylon "Hell Hammer" of peace but they just disappeared, leaving nothing but some twisted metal debris and a few floating bodies. No wonder we can't make peace with these people if they just blow up on us like that!



Stardate 12/717: 

A quiet day today. We have had orders from Admiral Kettle-Flex to head for a particular planet in this sector. I must admit to feeling a certain amount of trepidation about this mission as the planet's name is:



"Certain-Death-Awaits-You-Here-Metal-Scum".



This planet will take us three days to reach, so I will use this time to consult my main advisors to see if they can find any reason why we shouldn't actually go there.



Stardate 12/718: 

After two days of intensive research and discussion, my primary advisor, Centurion Chrome-Dome, has informed me that after extensive research in the Dynamic Load Library, neither he, nor any of the other advisors found any problem with our upcoming mission to the planet "Certain-Death-Awaits-You-Here-Metal-Scum". I now feel relieved.



[Feds: We have since learned that the Cylon AI chips have been improved!]



Stardate 12/719: 

We are now within one hour of our destination. We have been ordered to stay out of orbit until further orders, so we are on standby. 

As a precaution, we have stepped up from "Black Alert" to "Black Alert".



Supplemental: 

As a morale booster I have allowed the crew two nanoseconds of leisure time.



Stardate 12/720: 

Orders have finally come in. We are to orbit the planet on an Exploration Mission.



[Feds: Written text has been stopped at this point. What follows is a transcript of a recording from the bridge:]



["Whooooop, Whooooop" ]



Helmsman: "Captain, three Rebel Moncalamari’s approaching." 

Captain : "Black Alert! Prepare phasers and load torpedo tubes." 

Weapons master: "Torpedo’s loaded, ready to fire." 

Captain : "FIRE!"



[silence for a couple of seconds]



Captain : "I said FIRE!" 

Cylon#3 : "Sir, he's had a 'Call to undefined dynalink' error. I think he's had a 'General Protection Fault' as well!" 

Captain : "Oh Sh......" [*** BOOOOOOOOOOOOOM!!!! ***]



©©©©©©©©©©©©©©

�The Fall & Rise of The Colonial Empire.

by

The Undead HedgeHog



Part I: Fall.



�





Hey don’t ask me? I don’t know how it all really happened, all I know is I’m just some grunt (OK! OK! I’m a Captain) in the Colonial Space Defence Force and that my job is to carry out whatever orders my superiors see fit to give me as part of the great plan. Believe me I would too, if my commanding officer told me that I’d save a life by cutting my own head off .... I’d do it ... with a smile on my face!



I’ve seen the history archives, I guess you have too, but I was only 3 years old when the Gorn first appeared over our home planet. No one had seen them approach, they just suddenly appeared, in orbit, doing nothing & saying nothing ...... speculation ran wild. After days of argument the leaders of The Democratic Council decided that a peace mission should be sent up to meet the newcomers (we had been beaming messages of welcome to the newcomers in various mathematical forms ever since their arrival) and, despite not being able to do so with any clarity, it is with pride that I “remember” my father, the man who captained the ship as emissaries to visitors from other worlds.



Within hours of the announcement Captain Janus H. Clarke had launched his ship skyward. The Gorn ship, a type now classified as a Cobra Class Cruiser, simply sat there, unmoved as The SureFire approached off her starboard bow, totally ignorant of the glittering arrays of lights flickering across her hull in what, it was hoped, could only be a display of peace and friendship. For several hours the two ships sat along side each other a kilometer apart, then suddenly Ground Control noted a huge surge of power in the Gorn ship’s shields and external systems as with easy grace it rotated towards our emissaries of peace. That The SureFire noticed was evident because orbital cameras noted her moving to align her forward beams to the Gorn ship’s position but the Gorn had had longer to prepare and locking their beams upon my father’s ship opened fire with beam weapons, simultaneously launching three salvo’s of torpedo’s. Now I don’t know how good those Snakes were supposed to be but 7 of those 9 torps missed. One passed straight through The SureFire’s disc-shaped command & control deck and a second plowed straight back through one of her new Nova Drive 5 nacelle’s. My father’s ship shuddered and spun slowly out of control, the ground-based scanners unable to detect any signs of life or power in her as the Cobra moved close. The planetary defence systems launched several of their ground-based fighters but to no avail as they were  effortlessly beamed out of existence by the Gorn ship’s beam weapons. 



All this time the peace-mission & following conflict had been televised by global networks and on the channel my mother had been watching the announcer’s voice was shaking and tears were rolling down his cheeks (you know the voice-over we always hear when we see death of The SureFire uploaded from archive).



My father’s ship continued to spin slowly out of control and the Cobra approached to within a half a klick and then, as she one more faced the ship and it’s Snake crew, two incredibly intense beams seared into existence completely overpowering the Gorn ship’s shields and raking long slashes in the dura-steel of her hull. I mean, Christ, our beams were simply not that good, they must’ve overloaded each beam and traded an entire gun (& very likely it’s crew) for a power shot at the enemy. On the planet below the they say you could hear the cheers as the nations of the world rallied behind the crew of the crippled Compatriot and they were not to be disappointed .... yet! As those terrible beams expired & the ship turned belly down from the Cobra 12 of the ships 16 fighter’s erupted from her underside to viciously attack the now damaged Gorn ship. The Gorn ship turned still shuddering, the strain opening more huge rents in her hull, puffs of air & debris clouding the vacuum around her and began to move away from the SureFire. She flickered in & out of visibility but had sustained too much damage to re-engage her cloaking device and eventually, like a cornered rat she turned to face her tiny pursuers.



Flick! Flick! Flick! Flick! Four bright green beams licked out at the fighters wiping them out instantly but still the other 8 pursued her their beams punching holes through deck after deck of the larger ship’s superstructure damaging sensor arrays and hull mounted weaponry. Flick! Flick! Only two beams this time but before she could fire again, one of the brave pilots (we’ll never know who) got behind the Cobra and rammed his ship into one of it’s drive units .... they say the sky lit up so bright that the sun itself was out-shone.



The five remaining fighters had been winched back aboard The SureFire and she, with a measure of power restored, had began a sluggish turn homewards when around her space began to curdle & warp. As if from nowhere three more Cobras appeared and it only took a salvo of torpedo’s from each to turn The SureFire, my father with her, into an ever-expanding cloud of dust & fragments.



Yet this was only the first part of the tragedy that befell our race that day. I mean, maybe it’s because I’m in the CSDF that I feel so keenly the destruction of The SureFire, maybe because my father was in her, maybe I just cannot comprehend the enormity of the disaster that followed. Suffice it to say that the three Cobras began a systematic bombing of our homeworld. Bomb after bomb fell on base after base, city after city. Smaller craft flew with total disregard for any remaining Galaxtian Air Force, raking smaller communities with their fire, callously opening fire on refugee columns as they fled from their burning cities. They say over 2 billion died in that bombardment but many believe the numbers to be much higher ... the Gorn neither knew nor cared, but only after 12 hours did it cease and from every radio & TV the sibilant, hissing voice issue ... a voice striking terror into the hearts of everyone (I guarantee one three year old was absolutely terrified!):



“Humans! You and your planet are now a part of the Gorn Empire. You have paid dearly for your unprovoked attack on our sister ship the <unpronounceable> ...”, (but it sounded something like the Slikkithik), “... and if any more attacks are mounted, successful or not, you will pay again!”



“As serfs of the Gorn, you will work. Each revolution of this world will be broken up into 8 arn, each composed of 8 mancarn. You will work to mine the minerals you know as neutronium, deuterium, tritanium & molybdenum and you will pay tribute to our glorious leader, Emperor Shethrak of Gorn. You will work 6 arn each planetary day with 7 mancarn working and 1 mancarn resting. Your hatchlings will not be required to work until they reach adulthood.”



“Those adults unable to work in the mines will be found work in factories to produce supplies and equipment required by the Gorn.”



“But for every Gorn killed by humans we will execute 30 of your hatchlings & for every Gorn ship destroyed another of your cities will be obliterated”



“Listen well, humans! Work hard and you will live! Work poorly or attack the Gorn and you will surely die!”



“Message ends”



And with that message, two of the Cobras faded into space and disappeared.



�I looked through the visi-steel of the control deck of The SureFire III at the unwinking stars. A few hundred metres away I could see the huge towering wall that was one of the landing deck of the Galaxtia’s Revenge, one of the new Mk. II Virgo’s Class Battlestar’s, fighters landing & taking off every few seconds. Further in the distance I saw the bright hard points of light of several of my Patriot fellows, few details visible at this distance. I could also see a Mk II Scorpius Carrier in the distance .... and wondered what they would be like in combat, with 5 launch bays they would certainly be an improvement on the original 2 bay deathtraps.



I had captained The SureFire II until her retirement 6 months ago, but had taken up my new command on the new Patriot Class Carrier Mk. II ... it had taken calls to Ramirez himself to ensure that my crew came with me ... but the old friendship had pulled it off. A Mk II Patriot ... mine ... I commanded her, I still hadn’t fully adjusted to the fact that I, Captain Janus James Clarke, was captaining one of the nastiest little craft, with her 6 launch bays & 25 fighters (my Father’s ship, forerunner to The Patriot series, had had 3 & 16) transwarp drive and two heavy phasers, in the whole of the CSDF. Despite having so few beams, she was a mighty slick mover, and in the right hands, a dangerous opponent ... I only hoped that I was that pair of hands .... and besides, with the crew on full alert, she could get all 25 fighter’s spaceborne in under 3 seconds.



I snapped suddenly out of my reverie as I realised my First Officer had been speaking to me.



“I’m sorry, Sathrak, could you repeat that.”



“Sir”, he hissed, his green eyes flickering as protective membranes snapped repeatedly across his eyes, “There is a Class A-Pri Message coming in. Would you like to receive it in your office?”



“Yes”, I replied, “Please accompany me. Helmsman take the chair!”



“Sir!” The Helmsman acknowledged glaring at Sathrak’s retreating form. I understood why so many Virgans & Galaxtians hated Snakes so much, but he was my first officer and second-in-command of the ship and I would not hide my orders from my First Officer. Besides, he was also my friend ....



It was over 15 years ago at the age of 22 that I first came in contact with off-planet Gorn. 



Our new homeworld was well-established with a Hi-Tech Starbase and the Bovinoid natives were happy to help us produce much needed supplies in exchange for a low tax rate & representation on the Colonial Military Council. A large minefield, nearly 300 light years across, also prevented an attempt to attack our base, the self-tracking mines scanning for any non-colonial (as we now called ourselves) race and eliminating them on detection. Only twice had the minefield ever activated, the first time a Gorn freighter had sailed right into it and managed to sustain nearly 150% damage before detonating and the second time several explosions occurred further into the minefield ... we can only assume that some cloaked Gorn craft had attempted to directly attack our starbase, but had failed in the attempt.



I was First Officer on a Paradise Class Terraformer (The Pegasai) investigating a small M-Class world 480LY from the southern edge of the Echo Cluster. 300 legions (or clans) of soldiers had beamed down to the surface after a softening exercise by The Pegasai to face the remaining 30 Gorn clans. I don’t know what happened but they all but wiped us out, 150 legions gone and very few Gorn left. I was in a village on the planets largest land-mass when I heard the firing, I ran in the direction it came from and saw a group of Gorn females (?) and hatchlings in the centre of the Village square being brutally massacred by several of my command. I threw myself between them & The Gorn but it was too late. I informed the five men responsible that they we’re on a charge and had their weapons removed and then I heard the piteous mewling coming from under the heap of dead bodies. I pushed several corpses aside, feeling sick inside, and then saw a young hatchling, probably only a few months old, struggling to get out of the heap (unlike us Gorn hatchlings are able to walk from birth and grow to maturity in just under 12 of our years), I freed it and saw that it was covered with blood & excreta (none of it, as it later turned out, was it’s own) and picked the hideous little creature up. Initially it struggled but, perhaps sensing I meant it no harm, settled into my arms and began to play with my uniform buttons.



I don’t know what happened (I say that a lot don’t I?) but I remember bringing it back to the beam-up zone. My commandant looked at me in disgust telling me to get rid of “that thing!” immediately ... I refused (and later got busted with a 28 day jail sentence for my efforts) but in the end little Sathrak (the only word the little creature would say when we first adopted him) ended up living with me & my main partner in one of the villages on the outskirts of Prime City on Virgo Pegasai. She loved him like a son (we had no children of our own ... complications the doctors said) but I never could, quite, accept him in the same way. Nevertheless, as he grew, to maturity I took a hand in his upbringing turning him into a loyal colonial (he never was able to understand why The Gorn, which he knew were his own kind, should seek to dominate and enslave other alien races) and now, some 15 years later, he serves with me as my First Officer on The SureFire III ... mind you it took a bit of string-pulling!



My orders revealed that Operation Retribution was at last underway! Sathrak looked and me and hissed “So this is it, Boss?” I nodded and told him to put the ship on Yellow Alert before we crossed the perimeter of Mine Field No. 1. He nodded, saluted and left. I sat still ... deep in thought.



“So this is it?” I mused. “The day we at last take the war to the enemy”



�





Part 2 (“Rise”) will be published in next months The Planeteer!

�Appendix.



The Players



The Clarkes (central family of characters):



Janus H. Clarke 	Captain of The SureFire

James J. Clarke 	Captain of The SureFire II, III & IV, Second Officer of The Pegasai and narrator of story, son of Capt. J. H. Clarke

Sathrak Clarke 	First Officer of The SureFire III, adopted son (& friend) of Capt. J. J. Clarke



Others:



Juan M. Ramirez	Leader of the Colonials

God Emperor Shethrak XVII	Emperor God of Gorn



 The Planets



Galaxtia	173	N	Original colonial homeworld



Gorn	31	NW	Gorn homeworld



The Ships



Fall:



The SureFire	Colonial: Patriot Mk. II - Cpt. J. H. Clarke

The Pegasai	Colonial: Paradise Class Terraformer

Slikkithik	Gorn: Cobra Class Cruiser



Ship Specifications



The Gorn



Cobra Class Cruiser	Tech Level:	4	Mass:	160	Crew:	190	Fuel:	330

(Cloaking)		Cargo:		200	Beams:	4	Torps:	3	Engines:	3



The Colonies



Compatriot Light Carrier 	Tech Level:	5	Mass:	95	Crew:	205	Fuel:	120

			Cargo:		16	Beams:	2	Bays:	3	Engines:	2



Patriot Mk II Lt Carrier 	Tech Level:	3	Mass:	85	Crew:	98	Fuel:	260

			Cargo:		25	Beams:	2	Bays:	6	Engines:	1



Paradise Terraformer	Tech Level:	5	Mass:	70	Crew:	111	Fuel:	320

			Cargo:		280	Beams:	4	Engines:	3



Virgo Mk II Battlestar	Tech Level:	10	Mass:	430	Crew:	1288	Fuel:	680

			Cargo:		260	Beams:	6	Bays:	9	Engines:	5

�Utility Reviews



Title:			Galactic Tracker, version 3.02

Author:			Karl Eric Beisel

Release Date:		September 26, 1994



Requirements

OS:			Windows 3.1

Hard Disc:		160K

Miscellaneous:		Needs VBRUN300.DLL in \Windows\System



Reviewer:		Doug Bierbower

Date:			25 MAR 95



Useful utility for military operations.  Invaluable for allied players.  Shows planets, minefields, ships, ship trajectories, expected waypoints, warp speed, and mass. Maintains a database on all ships scanned.  The registered version enables you to swap databases with allies.  Text from the author:  "Helps you plan your strategy for VGA Planets 3.0!  This Windows program stores information on every enemy ship you encounter and never forgets!  You can view the hull specs on any ship within your viewing range with the click of the mouse.  Includes supplemental scoring system, visual map viewer, map printer, and multiple game setup."  Very easy to install and use.  Many configuration options enable you to filter ships by type, race, and armament.  Analyzes encountered enemy fleet strength   (Note: review is based on Galactic Tracker V2.11)



Rating:			**** (would get the fifth * if it looked at planets)

Registration:		$5 (U.S. and Canada) otherwise $7.



Available as: 

GTK302.ZIP, 148,337 bytes in Modem Games Lib 5 (VGA Planets)

GTRAK302.VPL, 147,656 bytes in PBEM Forum Lib 8 (VGA Planets)





Name:			TLK VGA Planets Hull Planning Utility 1.01

Developer:		Tom Kimball of Ground Grub Software

Release Date:		1993



Reviewer:		Ocie C. Hudson [72430,3376]

Date:			March 18, 1995



Requirements

Operating Sys.:  		MS-DOS 

Processor:		Intel (IBM & IBM-compatible architecture)

Screen:			VGA - displays are in 50-line text mode



1.	all Hull types, including the Name, Hull ID Number, Cost, Tech Level, Minerals required to 

	build, Cargo space, Crew size, Fuel tank size, "et cetera" 

2.	all Torpedo Types, including the Name, Launcher Cost, Torpedo Cost, Tech Level, Minerals 

	required to build launcher "(remember, 1 each for the torp)", and the relative damage to 

	enemy ships and enemy crew, "ad infinitum" 

3.	all Beam Weapon Types, including the Name, Cost, Tech Level, Minerals required to build 

	and the relative damage to enemy ships and enemy crew, "ad nauseum" 

4.	all Engines, including the Name, Cost, Tech Level, Minerals required to build, ... 



Using TLKHULL has proven worthwhile for determining the amounts of Tritanium, Duranium, Molybdenum and Megacredits which are required to build a starship, for which the player has specified the hull class, engines, torpedo launchers (if any) and beam weapons (if any).  It reports both the total resource costs for the ship without additional costs for torpedo’s or for fighters and the total resource costs for the ship "fully loaded" with fighters or torpedo’s. 



The player can readily change any specified component after selecting components for a specific hull class, thus to examine and compare the resource costs of different combinations of engines and/or weapons for the same hull.  The data for each combination can be printed (single 8.5” x 11” page) for future reference.  



By the same token, the player can compare resource costs for building a specific starship to another specific starship which has a different hull class, whether the other starship(s) are ones which his/her race can build or one(s) which can be built by another race. In summary:



1.	to determine, before actually starting to build it, whether the race which s/he is playing 

	currently has the resources to build the specified starship at a particular starbase; 

2.	to determine, when the quantity of minerals and/or megacredits is insufficient, how much of 

	each required resource must be obtained in order to build (and arm) a specific starship; 

3.	to evaluate and compare the resource costs of the choices which are available at the 

	starbase(s) which the player's race has built, in relation to the benefits obtained by building a 

	specified starship;

4.	to ascertain the investments in technology which must be made at a starbase to enable it to 

	build the specified starship, and/or actions which need to be taken at a planet (factories, 

	mines and taxes) to enable its starbase to build the specified ship; 

5.	to evaluate and compare the resource costs of ships which can be built by different races, in 

	order to propose or to evaluate a trade of ships between races. 



Consequently, TLKHULL enables the player to answer questions such as "How much Tritanium, Duranium, Molybdenum, and how many Megacredits, do I need to haul to this starbase to build this ship?"  Which is to say that it is highly useful for advance planning, in order, to the extent it may be possible and feasible, to have the resources to build ships which the player wants to build at the places where s/he would like to build them and at the time s/he would like to build them. 



TLKHULL is easy to use, calculates data quickly, & has numerous options for sorting the hull classes into different orders for the sequence in which the player can retrieve them for display. The printout of the starship specifications is well-organized and easy to read. The documentation has proven to be complete and error-free, and it is easy to read and understand, as well as brief. The on-line help is adequate, but it does not include all of the options which are documented in the off-line text guide.



Note that, since TLKHULL uses the standard VGA 50-line text display mode, the on-screen data display could be difficult for some users to read.  However, the typeface for the printout is determined by the settings of the user's printer, for which there is no control in the software (the software will also crash if the printer is not on-line when an attempt is made to print the report).



In the reviewer's experience, the data displayed on-screen and on the report printout has always been correct when the standard VGA Planets data files are used as the source.  The reviewer has also used TLKHULL with Alternate Ship List data files and found that, sometimes, certain data that is read from them does not appear to be correct when it is shown on the display screen, but that all the data on the printout for the ship specification will be correct.  (It is useful to have a copy of the documentation for the Alternate data for the hulls, engines and weapons systems for ready reference.) 



Overall, TLKHULL is an essential utility for any VGA Planets player to have at hand.  It is likely to be used often, especially while the player is not acquainted with the ships which the race that s/he controls can build, and/or s/he lacks experience in building them. 



Registration:		$5.00 (to Tom Kimball)



Available as:

TLH101.VPL, 19,931 bytes in PBEM Forum Lib 8 (VGA Planets)

TLKHUL.ZIP, 19,931 bytes in Modem Games Lib 5 (VGA Planets)
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The Planeteer

will surivive if, and only if, YOU support it.



The Planeteer

is YOUR magazine



Send your articles, ideas or commitments to submit to:



The Undead HedgeHog

Editor

The Planeteer

(letters, comments, ideas .... money????)

CompuServe 100434,2012

or 

Ernie Sands (for technical questions on Utilities & any other aspect of VGAP) 

... Compuserve 74774,3220

Storm (for Gossip or anything Scandalous!) ... Compuserve 100021,3712

The Great Gonzo (for Utility Reviews) ... Compuserve 100443,2062






