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Issue 4 (Christmas 1995)





The Planeteer

Issue 04: December 1995



Editorial 



Welcome to Issue #4 of The Planeteer ... the magazine for the VGA Planets enthusiast!.



This month I’ve been talking to Dave Killingsworth, Editor of Tim Wisseman's official VGAP magazine, VGA Planets: Echoes of the Cluster and I’m fortunate enough to have my own copy of issue #1. Similar to The Planeteer it features a mixture of fiction, strategy reviews, information and a programmers corner .... all of them excellent! Issue #1, still available from Dave, features an interview with Tim Wisseman.



The major differences between VGAP: EotC and The Planeteer are the chosen medium of distribution and, it has to be said, cost .... VGAP: EotC is distributed as a “real”, paper magazine and cost varies from country to country whereas The Planeteer is purely electronic and free.



I had hoped to carry an advert for VGAP: EotC this month but unfortunately due to problems with my CompuServe account I have had problems both receiving and sending mail since early December. I hope to carry an advert for VGAP: EotC next month.

 

I wish Dave luck in his role as Editor of VGAP: EotC.



~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~



The Planeteer continues to spread and interest from the Internet and elsewhere continues to be shown and I am pleased to welcome to the team my first true Internet team member Roy Greenwell (see The Planeteer) this month. Articles from various Internet sources are beginning to arrive and there is, I believe, a strong feeling from this quarter that the magazine is too CompuServe biased. I cannot refute this claim and point to my own CompuServe background as explanation if not justification .... however I feel that such things change and the more articles we receive that are Internet-oriented the sooner the orientation of the magazine will change to reflect that which its total readership requires.



Again it is necessary to point out, as evidenced by the advert at the end of the magazine, The Planeteer is a completely reader supported publication (i.e. totally dependent on contributions) .... without contributions it cannot survive.



~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~



This month's issue features a lot of fiction .... it seems that many of you budding authors out there enjoy writing fiction more than fact ... this is fine but we feel it is important to point out that last month, in terms of submissions, The Planeteer was somewhat flooded with fiction contributions. Since I see one of the key roles of The Planeteer is to inform VGAP Players (of new releases, utilities new & old, forthcoming events, major sites of VGAP play, etc.) and increase levels of awareness (strategy, how to use utilities etc.) then I feel it is important that The Planeteer publish less fiction and more fact. 



With this in mind I invite authors to submit more fact and less fiction-based material. I particularly invite individuals & groups involved in utility development to send in material outlining their progress to date and new projects under development as I feel this is precisely the sort of thing that VGAP'ers want and need to hear about.



I am also happy for The Planeteer to carry adverts for freeware & shareware utilities, the former to be free for all time and the latter to be free for the present (although this may change in the future!).



~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~



From Issue #5 The Planeteer will be moving to a bi-monthly schedule and will be uploaded to all usual distributors on the first day of February 1996 and every second month after that. Unfortunately we were not able to meet the planned deadline for issue #4 due, solely, to my illness (the dreaded British flu epidemic) and unexpected problems with my CompuServe account. I can only apologise for this and thank my team for an admirable display of patience during this time. Even more unfortunately, said illness has meant that I have been able to spend rather less time than anticipated (to date none!) arguing with bottle’s of beer! 



The submissions deadline for Issue #5 will be the 20th January 1996 and Issue #5 should be available at a distributor near you from February 1st 1996.



Please note that I will not always be able to reply to E-Mail that I have been sent. This is, I must stress, purely a matter of preserving my sanity since I am currently overloaded with Planeteer related E-Mail yet still have work, a family and a life (which includes playing and hosting VGAP games). I apologise for this and stress that ALL submissions will receive replies as will all regular & new contacts (distributors etc.). The best of the E-Mail will, as always, be featured in Letters to the Editor.



The Undead HedgeHog

Editor, The Planeteer
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The Planeteer



Purpose.



*	The Planeteer is a Forum/Service independent publication whos major aim 

	is to support, entertain, inform and express the views of the VGA Planeteer 

	... wherever they are found. 

*	The Planeteer may be uploaded to any forum, bulletin board or service that 

	supports VGA Planets.

*	The Planeteer, in line with the latest version of VGA Planets, is committed 

	to Windows as an operating system and we have now selected our 

	finalised format as The Windows HelpFile. It is currently released in Write, 

	Help and Text formats but from Issue #5 will be released in only 

	WinHelp with work being done on a possible secondary HTML format.



Guidelines.





*	The Planeteer is an independent publication and is solely guided by the 

	interests of the VGAP community and the wishes of its 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 (or any member of his team) opinion, unachievable the 

	Editor/team member 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 Wisseman's 

	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). 

	In the event of a rejection please note that, usually, no further 

	correspondence (regarding the submission in it's current form) will be 

	entertained.



Known Availability



The Tim Continuum:	Issues 1, 2 & 3 (Write versions)



INTERNET:	alt.games.vga-planets:	(contacts: Roy Greenwell, Wyatt Alex Zastrow)

		http://www.bmi.net/cadman/index.html	(contact: Jeff Bolden, BioHazard BBS)

MSN

AOL:		To access the VGA Planets Area on AOL use the keyword VGAP and enter the File Resource Center.   (contact: Brian Shapee ... info only)



CompuServe:	Modem Games Forum	(contact: The Undead HedgeHog)

		Play by E-Mail Forum	



Possible Future Features



The Planeteer will be featuring (and seeking!), from month to month, contributions from various authors (new and old!) on any aspect of VGAP, for example:



· Letters to The Editor & an Editorial

· Planeteer of the month

· 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!)

· Utility Reviews

· A Strategy Corner

· Fiction (usually loosely based on the VGAP Universe)

 



Letters to the Editor



I've had a bumper crop of letters this month and space prevents us from publishing all of them so I will be publishing only a few of them and some quotes from others.



Just a quick note .. there are over 10,000 active readers of the alt.games.vga-planets Internet group according to usenet .. I wish everyone of them could read this fabulous news letter, excellent work! VGAP has its own binaries newsgroup just for those type of files. One of our regular Internet hosts Gordy Pine gpine@oz.net (Gordy Pine) who runs a minimum of 12 games posted  issue #3 in the proper format in a single file. I'm sure if you could drop him a message, he will gladly post future issues for you. Or .. you could stop by alt.games.vga.planets and meet the largest VGAP wargroup in the world.  :) 

 

I'll send you a copy  of our ftp sites and www sites below. More and more of our web sites and net servers are being set up with automatic hosting.. I play in two games that are run this way .. its the future and its slick! If you can surf the www stop by: http:/www.primenet.com/~cam  this host will be

running the first ftp host site on the net...anyone who can ftp will be able to play from anywhere in the world .. it offers some real advantages over the usual E-Mail.

 

Charlie



Thanks a lot ... My team & I put a lot of effort into it .... and I'm hoping that one day I don't have to write most of the articles ..... I like playing & hosting too and it's tough on the free time I have :-( 





Hello Mr. James 'The Undead HedgeHog' Rocks



First of all I would like to thank you for the efforts you put in creating and maintaining 'The Privateer'. It's useful, funny and entertaining and again useful. I think the magazine has everything a solid and healthy magazine needs.



You asked for improvement, and yet there is, I think:



How about writing the magazine in HTML format?



It has the following great advantages:



· It can be read on many different platforms, using normal WWW browsers like NetScape.

· You don't have to include the pictures every time, you only have to send them once. Acting this way one could save download time and diskspace. (For example issue #1 takes 658 Kb with pictures, and

· just 107 Kb without pictures!)

· Using the usual markup techniques you could transform the 'The Planeteer' to a grown-up glossy magazine with nice dividers and a background etc.

· The HTML format would also come in handy for browsing through 'The Planeteer': one could easily jump from the index to the article!

· So one could read the magazine off-line, but when you use links in 'The Planeteer', the magazine could be used on-line to surf to the WWW sites and mail to the people you spoke about.



I can only think of one disadvantage:



· It takes some time to create a HTML format to put the magazine in, but calculating the efforts you've put in 'The Planeteer' thus far I don't think time should be the limiting factor.



Hope to hear from you,



Timo Kreike



By platforms I presume you mean the PCs that access them? I might be wrong (frequently am in fact <G>!) but since VGAP is a PC (DOS/Windows) based game then we are really only concerned about that platform ... er ... aren't we?



However it is important that you understand that Internet users (in fact the WWW I believe) are the major users of HTML (at least I think this is the case) .... I have many other users to consider ... BBS users (it would be easy to argue that the most important site in the entire world at which to load up The Planeteer would be Tim's own BBS ... simply because from there it can go literally anywhere), AOL, MSN users and not to forget CompuServe users (since, historically, there lie my roots <G>!).



Currently we issue The Planeteer in ASCII, Write & Win Help formats but from issue #5 we will be moving entirely to a WinHelp format ... which does allow internal links as you suggest. We believe this format IS the way forward for The Planeteer in the near future at least.





Hello! 



My name is Jeff Bolden, and I run a BBS and Web site for VGAP. You guys have done some great work on the newsletter, and I would like to use my web site as a place to grab the latest Planeteer. Could you send me the latest versions as they come out to put up on the site? 



My web site is at:



http://www.bmi.net/cadman/index.html



I would like to explore the possibility of putting up the latest issue in HTML if  that is OK with you. Let me know your feelings on this.



I may also send in some util reviews and such for submission.



Look forward to hearing from you!



Jeff Bolden

BioHazard BBS VGAP Web Site



I have no problem with the creation of HTML versions as long as no text is changed (content only) and the authors & Planeteer team are fully acknowledged in their work. I also have no objection if you quote yourself as the HTML document designer. Your big problem with creating an HTML version is that from Issue #5 we are going exclusively to the new WinHelp format. 



I will put you in as a known source of the magazine, starting next issue (so you'll be in the mag anyway <G>!).



I have just read all the issues (1-3) of The Planeteer in one "turn" and I have to tell you that I really appreciate your work. I hope there will be enough support for The Planeteer, as much as it deserves. Everybody, who´s hooked on VGAP, should turn in at least 1 article on his own to make The Planeteer a real public organ.



Me myself, I'm just a beginner in my first game on the German DMV Forum, playing the fascists. Tough Job ! But I'm already addicted to this game as it kicks my brain as no other strategy game (except Battle Isle 2) did or does. I'm reading all the stuff I can get from anywhere about strategy, races, tools..., menas, whatever I get in my hands to learn more about it. Anyway, practical experience is what I still need.



But I promise, as soon as I find myself a little more in a position to join actual discussion about VGAP, you will definitely receive any kind of article (except a letter to the editor ;-> ) someday in the future. May take some time, as English is not my native language, so I will have to work around with a lot of dictionaries to reach an acceptable level of articulation. <BG>



Keep on - the Echo Cluster needs you !



Will "Warrior" Koehler



P.S.: Compliments to Andy Brown for his great "The Cylon´s Demise" in Issue #1. I nearly laughed my A.. off.



Thanks for your appreciative comments ... I passed your comments on to the author of "The Cylon's Demise" ... I think he appreciated them.



Mister Hedge Hog,



I wanted to let you know that your newsletter is reaching the people on AOL. I have downloaded your newsletter from there now, all three of them.



I have something to say. I like the idea of the newsletter. You have some interesting points to make and some interesting comments from your readers.



The one problem I have with the newsletter is that there is too much material from one source, you. While this is your newsletter and you can say and do whatever you like, you present to much of a one-sided view. I realize that you are asking for people to submit things, but it will take time. Maybe in a couple of more months you will have more material to add. The other comment I have to make is that is seems a bit long for an on-line newsletter. While there is much to say about the game of Planets, I would think that starting small and growing up into a larger publication would be better.



I don't speak without some experience. I write 2 newsletters. One for my computer club in which I have to compile several articles and make them fit into formatted page. While this is a printed source, it follows along the same lines. The other of the newsletters I produce is on for my personal RPG campaign that I run. While this is strictly produced from my own mind and world, I find that I have to take a back seat to many things that I would like to say. For both publications. I have also been told that I should make my newsletter accessible for people on our local BBS board or too people across the country via E-Mail.



This is not to say that you have a terrible publication. On the contrary, you have something that could turn out to be very intriguing. I wish you the best of luck in your endeavor and I also look forward to more newsletters!



Yours in spirit and content,

John 'BJ' Tomkins



I can only agree with the fact that there IS too much material from me .... but, as you say, until we start getting more submissions in from outside sources we are forced to write stuff when we would rather be lazing about, sunning ourselves and drinking too much :-) .... good luck with your newsletters!





Dear Undead HedgeHog,



Since you publish such a wonderful magazine, I like to contribute a little bit to The Planeteer as well. In Issue 3 you wrote in your article about "Hosting a game a VGA Planets", that you yet have to figure where the Orion Space Pirates come from. Well, I have found the answer in a German FAQ's written by Christian Erpelding (FIDO: 2:2448/435.18) (with support of Thore Schmechtig). The translation into English reads as following:



"Privateers: The Orion Pirates (Star Trek)



The classification of this race is probably the most difficult, because the Orion Pirates appear in Star Trek only twice very marginally: In the old sequel "Journey to Babel" the Enterprise is molested by a very fast ship, which turns out to be a ship of the "Orions". Furthermore a Meteor Blockade Runner appears briefly on the computer screen in the new sequel "Mind Poison", when Data searches the ship's data banks - a clear prove of the Privs' origin from Star Trek. In several Star Trek novels the Orion Pirates find more attention, for example they play an important role in the history of the Vulcans (see the novel "Spock's world")."



Wishing you a merry Christmas and a happy new year



Jan



Thanks Jan,



Thanks for the info of the Space Pirates. The Planeteer has been delayed this month but all of us here hope that you too had a great Christmas and New Year. 





The next three letters are my joint letters of the month ... the first because it is an amusing tale (be it fact or fiction I don't know?) about the most famous Apollo astronaut, Neil Armstrong and the others because they are the first letters I've ever received from authors of VGAP add-ons (one of which actually thanking me for comments made about his scenarios in Issue #3!).



Letter of the Month #1

It seems when Apollo Mission Astronaut, Neil Armstrong first walked on the moon, he not only gave his famous "One Small Step for Man, One Giant Leap for mankind" statement, but followed it by several remarks - usual comm. traffic between him, the other astronauts and Mission Control.



Before he reentered the lander, he made the enigmatic remark "Good luck, Mr. Gorsky."



Many people at NASA thought it was a casual remark concerning some rival Soviet Cosmonaut, however, upon checking, there was no Gorsky in either the Russian nor American space programs.



Over the years many people have questioned him as to what the "Good luck, Mr.Gorsky" statement meant.



A few months ago, (Jul 05, Tampa Bay FL) while answering questions following a speech, a reporter brought up the 26 year old question to Armstrong. He finally responded.



It seems that Mr. Gorsky had finally died and so Neil Armstrong felt he could answer the question.



When he was a kid, he was playing baseball with his brother in the backyard. His brother hit a fly ball which landed in front of his neighbors bedroom window.  His neighbors were Mr and Mrs. Gorksy.



As he leaned down to pick it up, he heard Mrs. Gorsky shouting at Mr. Gorsky. "Oral sex, oral sex you  want? You'll get oral sex when the kid next door walks on the moon!"



David Strike & Carol Chisholm



Letter of the Month #2

Undead,



I have thoroughly enjoyed all three issues of the THE PLANETEER. But I was especially gratified when I read your article on Alternative Scenario's in November's Issue (#3) - where you specifically mentioned two of my alternate maps (RIFTWARS and SPHEREMAP).  They have been on the TIM CONTINUUM and several other BBS for almost a year now and I have heard very little feedback.  Your review was very much appreciated - I had begun to think no one had ever played with the maps!



It may interest you and PLANETEER readers to know that I have branched into other facets of scenario modification since - the biggest having been the ability to introduce new ship graphics into the DOS Versions RESOURCE.PLN file.  I built custom versions of RIFTWARS where each "team" of five players use a common batch of new hull designs. These scenarios are TREKWAR1 (Klingon/Romulan) TREKWAR2 (Federation/Romulan), TREKWAR3 (Federation/Klingon), and GALACTIC (Colonials/Cylons) where EACH team member has the same race graphics & ship designs.  (The graphics for the GALAXY, VOR'CHA, B'RELL and WARBIRD turned out verrrrry nice .....)



My largest project to date has been a team effort with Mark Satchell that has modified almost EVERY FACET of Tim's original races, ships (including graphics), weapons, and map.  FEDERATION & EMPIRE is the culmination of over a years work, and is our attempt to put the boardgame of the same name into a challenging VGAP team scenario.  The beta test on the scenario this fall was a great success, with the final version being played out for the first time on AOL starting in January.



One other point I'd like to bring up concerning your review of Dan Gale's SCENARIO EDITOR.  While you were correct in stating that his EDITOR didn't handle alternate ships lists well, if you keep track of what new hull was in which old hull slot number, you could still use the EDITOR without too much hassle.  Also, I was asked by Dan to be a BETA tester for his new Windows-Based CAMPAIGN Editor (ver 3.0) that DOES use the data files (standard OR modified).  It has EVERYTHING any wanna-be scenario junkie could want - including host placement of Minefields and Ion Storms as well as a map editor and the ability to re-master selected positions of the map on the fly!! Great stuff!!!



Once again, Undead, thanks again for your kind words and your GREAT MAGAZINE!!!!



Matt Clouser

 

Thanks for the information, Matt ... I'm sure our readers will be VERY interested. I have to be honest and say that the scenarios of yours that I have seen have impressed me and that I am using your SphereMap scenario in a new game I am forming up at the moment. I hope that you & your colleague/s keep up the excellent work!



Letter of the Month #3

Hi There, 



Recently a copy of The Planeteer (November, #3) appeared in the alt.games.vga-planets.binaries newsgroup on the Internet.  It didn't contain any reviews that I could see, maybe this would round things out :P..  In your October issue, you had an address for The Great Gonzo, who was supposed to handle reviews, but it wasn't included in #3 so I'm just sending this along to you.



This is a definitely "hot" topic for you to discuss in The Planeteer.  I can't write an article on this, because I've an interest in the topic and so cannot be totally impartial but I feel that CPLAYERS provide instantly available, totally unbiased temporary fill-ins for dropouts; recognize this in your 'zine.



                                                        stonig@ix.netcom.com



Thanks for the letter Stonig ... you'll notice that part of it has been used to for the mini-article  "A Short Update on Available CPLAYERS". I can only apologise for the lack of utility reviews in the magazine ... in part this is due to lack of non-fiction submissions and in part due to .... um ... fluctuations in the makeup of The Planeteer Editorial team. I would like to stress that I have no objection to utility/add-on developers submitting articles or reporting on progress of recent or current projects ... it is, after all, what our readers would like to know (see editorial).





Hail HedgeHog,



Just got a copy of Planeteer addition 1,2 and 3 from a WEB site called Cyber Connection BBS.  I think it's great.  Thanks for putting in the time it takes to put out a publication as nice as The Planeteer.  If I have anything to submit do they get sent to you?



I have been playing Planets for about a year now on a local BBS called The Hole In The Wall. The SYSOP Bandit, is always coming up with good game configurations for the 8 to 12 regular players to battle it out in the Echo Cluster.



Take care and keep up the good work!



DarkMan - The Hole In The Wall BBS 303-841-5515

aka Doug Cuellar, Alert Centre, Inc Englewood Colorado



Apologies Doug, I did try to reply to you but the CompuServe mailer did not recognise your ID as valid .... it happens <G>! Anyway, anyone who addresses me with "Hail HedgeHog" can't be all bad ..... thanks for the compliments ... we plan to keep working at it!





Other Comments



Good work you guys have put together - Gordy Pine



Congratulations "Hedgehog". I recently download the first three copies of The Planeteer from The Black Hole BBS run by Paul Walker, and I must admit I was very surprised and happy with the content and professionalism of the paper.  Keep up the good work and remember not every pirate is a bad person - Stephen Dyett
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by

The Undead HedgeHog & Lug



Do you like a challenge? Do you like intrigue ... politics .... strategy ... bluff & counter-bluff and, quite possibly above all, are you prepared to commit significant (and I do mean significant!) time to a game that will really test your mettle. 



But what game could possibly fill such a role ... this is the question, perhaps the ultimate question. And perhaps I have the answer ... it is ... is ... IS ... VGA Planets!!!! 



“What a boring sounding game!” I hear you mutter. Well ... depending on you point of view this could well be true ... many of my friends are into the latest state-of-the-art computer game (Doom, Heretic, Rise, Lemmings, Wing Commander etc. etc.) and I can only say that if that is your poison then you are unlikely to be very interested in VGA Planets (VGAP) ... but if you are prepared to look past the interface you will see a huge vista opening up in front of you ... a vista full of alien races, ships, galactic empires, alliances, treachery, and REAL people. That’s right ... for once in your life you will be playing, not against your computer, but races controlled by real human people. And that is the real difference between VGAP and standard computer games. Add to that the fact that it is a game of thought and strategy rather than instinct and speed of reaction and perhaps you begin to get an idea of the sort of adventure you may be about to embark upon.



As mentioned above, 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.



The following information 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 

		defense & starbase construction

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

		Technology increases.

Starships:	Planetary colonization, 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. With up to 11 players in a game, participants 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 governing the way players relate to the host and to other players. The rules set forth will normally be adhered to but some hosts are more flexible in the interpretation of their own or set rules than others (US players should note that non-US players do not often have the luxury of free local phone calls and so may tend to be less flexible in handling late, missing or misloaded (wrongly named TRN’s or those uploaded to the wrong libary) turns.



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: victory conditions could be holding half the planets in the galaxy or an assessment of each race (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 might be considered over when that alliance has wiped out any purposeful resistance in the game.



The current version of VGAP now features fairly sophisticated sound support ... it is, in my opinion, a brilliant feeling to see your behemoth challenge the might of another to the stirring strain of Mars by Gustav Holst with WAV based sound-VEX blasting away behind (the victorious rebel yell is truly a sound to hearten the flagging Rebel leader!). The screens for handling the various aspects of the game are fairly standard (particularly those of the DOS version ... the current standard Windows version still suffers from some non-standard key controls) 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! Late nights, extended lunch hours, family members wondering where Dad is, neighbors saying they haven’t seen you for days and last but not least your employer wondering when you’re going to work again.



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 VGAP V3.5 for Windows which costs $20 and for which there is NO shareware version. You will also need an IBM compatible PC with a VGA (or better) colour screen and 286 (386 for the Windows version) CPU (VGA Planets DOES NOT run on any other type of computer but an IBM compatible!).



The current DOS version of VGAP is shareware .... 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 ..... As previously stated the new VGAP for Windows is not available as shareware and costs $20 from Tim Wisseman or authorised distributors.



Advice for Beginners, Part 1 (Lug)



Having watched a few beginners get creamed in the very beginning of the latest tournament, we offer these few items of advice:



1.	Study your race. Study the other races. Look specifically for qualities your race has 

	and others don’t. Build your plans around your races abilities. For instance, if you 

	are the Lizards (Gorn), two of their special abilities are cloaking ships and 30:1 

	ground combat ratio. Head to head battle in space is not advisable. However, make 

	some cloaking ships, fill them with colonists, drop them on enemy planets and 

	watch what happens! Don’t forget to cloak while approaching and orbiting an 

	enemy’s planet!!!!

2.	Build your homeworld and starbase defenses up quickly. 

3.	Raise the tech level of your starbase up quickly, especially engines.

4.	Build a torpedo ship and lay mines around your homeworld.

5. 	Colonise, colonise and colonise.



Advice for Beginners, Part 2 (The Undead HedgeHog)



Here I run through a series of hypothetical turns at the start of a VGAP game. The setting is standard and you have two free ships (I won’t detail them as they vary from race to race!)



Turn 1:		Upgrade starbase engine tech’s to 10 and hulls to 6 & build a large freighter with Transwarp engines (you already have two smaller ships, useable in as scouts, in orbit). Upgrade remaining tech’s taking into consideration your race's native advantages but leave enough money to continue a colonisation programme. Set your planetary tax rate to the highest you can and still keep it out of the red. Load your orbiting ships with clans and send them in different directions towards the nicest looking clusters of planets you can find (the engines on these will be Tech 6 so try not to push them too hard, however if you can planet-hop, or better still cloak, and maintain invisibility all well and good!).

Turn 2:		Load clans, supplies and CASH (I suggest 300 supplies, 600 clans and 1200 MC ... enough, in my opinion, to colonise 12 planets) onto your new freighter and send it after your first scout ship. Build a second freighter. If either of your scouts have made it to a planet then drop 1 clan and move on.

Turn 3:		Load clans, supplies and CASH onto your second freighter and send it after your second scout ship. Again, if either scout has made it to a planet then drop 1 clan and move on. If your first freighter has reached a colony then drop some more colonists and associated stuff (I’d suggest you should be dropping 50 clans, 25 supplies and 100MC), then go to the planetary build screen and build 25 factories, set the tax rate (if there are natives).

Turn xxx:	Start to build whatever ships suits the race you have chosen. I personally would be more concerned with colonisation in the initial 10 to 20 turns or so ... I would be trying to arrange my starbases on a factory principle so that a group of 5 or so planets might supply one starbase with money, supplies, minerals and fuel .... so freighters would fly out to the furthest planet then drop back down the planet chain to eventually discharge their cargo’s at the starbase.



Remember:	You can NEVER have too many planets, not if you plan your moves carefully!



Remember practice makes perfect. Don’t get discouraged if you get stomped on. Take notes, ask questions in the message forum, study, read some of the on-line docs and keep playing.



See you in battle!!!!!





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 defense 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 

		defense posts), starbases or ships. Some races build these for nothing (although 

		minerals and supplies may be required).

Freighters:	Freighters are ships (see Ships) with no beams, torpedo tubes or fighter bays. They 

		have large capacity fuel tanks & cargo bays so are ideal for shipping minerals and 

		colonists around ... however they will ALWAYS lose in combat.

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. Somewhat 

		confusingly, friendly codes are also used to carry out additional tasks or to modify 

		the way certain tasks or missions are carried out e.g. the LAY MINES mission can 

		be modified by the md1, md2, md3 etc. which will determine how many torps are 

		converted into mines.

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:	Minerals are essential for fuel & construction of ships, starbases, torpedo’s and 

		fighters (as well as starbase defense). 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 (see Minerals) ... 

		too many mines on a planet will lower the tolerance of the natives to taxation etc.

Missions:	Ships & Starbases can carry out missions which vary from simple EXPLORATION 

		through LAY & SWEEP MINES to missions which can only be carried out by 

		specific races e.g. the feds SUPER REFIT and the Robots & Colonies BUILD 

		FIGHTERS.

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 ($15 to register the DOS version 

		of VGA Planets) 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). The DOS 

		version of VGA Planets is shareware and should be registered ($15), the Windows 

		version is NOT shareware and must be purchaed from the author or an authorised 

		distributor ($20).

Ships:		Ships are the means by which you expand your empire (see Freighters and War 

		Ships). Each race has a unique set of ships that they may build (although there are 

		common designs) and some of those ships may have special features (e.g. cloaking, 

		gravitronic & hyperdrives etc.). A race cannot build  the ships of another race (but 

		under Host V3.2x can often clone one if they acquire it!). Ships come in varying 

		sizes with varying potential for armament (refer to VGAP documentation or help).

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, defense 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.

War Ships:	Unlike freighters War Ships are armed, typically have smaller cargo bays and fuel 

		tanks and are more massively built (so requiring more fuel to move them around).

		They vary in size from the dimuitive PL21 probes (with one engine, one 

		beam, a 20KT cargo bay and an advanced hyperdrive capability) to the massive 

		Rush class cruiser with 5 beams, 10 fighter bays, 6 engines and a 390KT cargo bay.



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 & Lug of Modem Games Forum, CompuServe. Some of the text in this article is either original (or based on ) intellectual property of Tim Wisseman.





The Beginners Guide to Playing VGA Planets 

through 

Internet E-mail

by

Roy Geenwell



Have you kicked butt on all the local BBB's? Or are you a new player looking for a game that you won't be wipe out of the Echo Cluster in the first few turns? Well Play by E-Mail(PBEM) may be just what you are looking for. Even if you have never played in a PBEM game before it's not as difficult as you may think.



This article should not be considered as a guide to the PBEM(play By E-Mail) forum that is on CompuServe. It is a reference for anyone with an e-mail account that has access to the Internet.



There are just a few simple steps you must follow. Many of these are the same ones that you use in a local BBS game.



1. First you need a e-mail account.



2. Have the software you need to use.



	A. VGA Planets (shareware or registered).

	B. E-Mail software (Pegasus and Eudora Light are freeware/shareware).

	C. A UUcode program.

		1. Windows users-Wincode v2.6.1(freeware).

		2. Dos users-UUencoder/decoder for DOS v5.20(freeware).



3. Find a game.



A good place to find a host looking for players is the usenet group alt.games.vga-planets(if you do not have access to the newsgroups please see the note below). If no one posts a message looking for players in a couple of days post one yourself, just let the host know the level of play you are looking for(newbie/intermediate). Once you have found a game you will need to know:



	A. Level of play (newbie/intermediate).

	B. Host Program (HOST 3.2 or PHOST 3.2).

	C. Registered or Non-Registered players.

	D. Number of turns per week.



Now that you have found a game that fits your needs reply to the host with your 3 choices. Newbies usually do better with the Colonies or the Rebels. Newbies SHOULD NOT pick the Privateers! They are overall a weak race that need a lot of strategy to play effectively. 



4. Playing your turns.



So you have the game installed, your e-mail program, and have found a game, now what do you do? Your first result file has arrived and either it has been decoded and saved by your e-mail program or you have a message with a header that may look something like this: 



section 1/1   file playerXX.rst



begin 644 playerXX.rst
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end



If you are using Eudora Pro or Pegusas the program can decode it for you automatically(if you have it setup to do it). If the e-mail program you are using does not support automatic encoding/decoding of files you will have to use a UUcode program to decode it.



	A. Getting your UUcoded message to a playable result file.



1. Save the message as a text file.

2. Edit the text file removing all text before "begin" and after "end". This may not be necessary check the documentation on the UUdecode program you are using.

3. Run your UUdecode program on the text file, then place the binary result file into your VGA Planets directory.

4. Run the VGA Planets unpack program to place your turn information in your directory.

5. Play your turn.



	B. Getting your finished turn back to your Host.



1. After playing your turn run the maketurn program.

2. Copy the file playerXX.trn to another location(backup!!!).

3. Run your UUencode program on your turn file.

4. E-mail your file to your host.



If you are using a e-mail program that supports UUcoding of attachments you can forgo some of the above steps(the UUcoding parts).



Remember if you have any problems with encoding or decoding contact your host to ensure that you are using compatible versions of UUencode/decode.



Now all who have to do is await your next result file.



Accessing the Internet by E-Mail



If you do not have access to the usenet newsgroups, you can still have access using your e-mail account. You will need to send mail to one of the following automated mail servers.



To: listserv@ubvm.cc.buffalo.edu (for US/Canada) enter only this line in the BODY of the message: 



GET INTERNET BY-E-MAIL NETTRAIN F=MAIL



To: mailbase@mailbase.ac.uk (for UK/Europe) enter only this line in the BODY of the message:



send lis-iis e-access-inet.txt



What you will get back is a FAQ on accessing the Internet by e-mail. Not only does it cover how to get usenet messages via e-mail but also FTP, Gropher, Archie, Veronica, Finger, Whois, Netfind, WAIS, and the World-Wide Web.





VGA Planets on the Internet 

(inc. major sites for VGAP play) 

by 

Dan Gedye (submitted separately by Charlie G. and Andy Brown)



VGA Planets is a graphical, multi-player, play by electronic mail, space war game. This game simulates combat in space between galactic scale empires. The game emphasizes colonization of space and the development of the planets that you will find, colonize and/or conquer. How well you develop these resources will determine what kind of starships (freighters and capital ships) you will be able to produce and how well you will be able to defend your space and attack your neighbors. This game is designed to be a strategic and tactical game of warfare, but you will also need to be able to build an economy and service your empire. With a well developed strong economic base you will have a greater potential for winning the game. As the leader of your empire you are responsible for all of the decisions that effect your growth and production (excluding, of course, being attacked by your neighbor). You will decide how to best develop your planets with the resources available to you. You will decide what type of starship(s) to be built at your starbase(s). You are the mastermind behind your race and you are in a race to see which empire can first conquer the universe.



VGA Planets is designed to be able to handle from two to eleven players in a play by mail (electronic mail) game format. The game is designed to be played as a Net or Bulletin Board System (BBS) game (as long as file transfers are permitted and available), although it can be played solely on one computer. Many of the Net players are playing using E-mail and UUENCODE.



It has a devoted following and is one of the longest lasting games on the Internet PC Games Charts:



http://www.xs4all.nl/~jojo



A shareware version of this game is available: 



ftp://ftp.wilmington.net/vgaplanets/version3/vp300.zip. 



This package contains the Planets 3.0 Dos Client program and version 3.14 of the Host program.



The Client is Shareware and the Host is Freeware. Each of the players needs a Client program to view their results and give their orders, and one person uses the Host program to process those orders and generate new results.



There is a new Windows Client called WinPlan 3.5, however it is not available as shareware. To register the Dos Version or to purchase WinPlan 3.5 contact the author: Tim Wisseman, P.O. Box 204, North Fork, CA 93643-0204, USA. Planets 3.0 for Dos: Price: 15$ (USA/North America) - 17$ Foreign Air (15$ Surface) WinPlan 3.5 for Windows: Price: 20$ (USA/North America) - 23$ Foreign Air (20$ Surface) Remember to make all checks payable to TIM WISSEMAN. For further details and other merchandise check out the order forms at the official WWW page: 



http://www.wilmington.net/vgaplanets 



European residents can also contact the European distributor Henrik Moerk: 



Eurovga@ibm.net or Survival BBS - Fido 2:235/306



There is a more recent version of the Host program, Host 3.21. If you have a version called Host 3.2X where X is a letter then you have a beta test version. The final version is called Host 3.21. It is freeware and has many additional features. 



ftp://ftp.wilmington.net/vgaplanets/host32/hst321.zip



There are also third party Host programs called PHost. They are also freeware, run faster than the original Hosts and are available for different platforms, but are slightly different in operation to the original Hosts.



http://www-personal.engin.umich.edu/~asterian/phost.html



The Shareware package also contains several document files. Please READ them! There are also other documents available that may prove helpful. Definitely get a copy of Eden Tan's excellent Infolist:



http://robotics.eecs.berkeley.edu/~edentan/infolistv3.0.html 



Also check out the Dreadlord Battle manual (from issue #5 we will be featuring excerpts of this EXCELLENT manual - Ed!): 



http://gladstone.uoregon.edu/~nepolon/games/vgap/vgapbman.htm 



the FAQ's for Alt.Games.vga-planets, and the newsgroup's hintfile. The FAQ maintainer is Gordy Pine (gpine@oz.net) 



Computer opponents (see A Short Update on available CPLAYERS):



There are a number of these available.  They all tend to cheat a bit to make up for their lack of intelligence, but the later ones are getting more sophisticated.



Cplayer.		Freeware. This is the original Cplayer by Tim Wisseman.

		ftp://ftp.wilmington.net/vgaplanets/cplayer/cp302.zip



VPC_play 	Freeware.  By Miika Kasangas.  No longer being supported. 

		(? the one at Berlin/.../util/host is out of date)



Dominate.  	Freeware.  By Cliff Mc Keithan. 

		http://nyx10.cs.du.edu:8001/~cmckeith/home.html



ACP/Omega.	Freeware. By stonig@ix.netcom.com.

		http://www.imagi.net/~sshepher/vgap/vparchive.html



The Q.     	Shareware.  By the Sharenet Trolls.  Still in closed beta testing.

		Patch files at ftp://ftp.wilmington.net/vgaplanets/Qplayer/



These are some sites carrying VGA-Planets stuff. Remember that a site can appear to be "down" if it is overloaded, so you may need to try again or at a different time of day.



ANONYMOUS FTP SITES:



ftp://ftp.wilmington.net/vgaplanets



Tim Wisseman's Site.  Here you can find the latest releases of the official software and authorised add-ons.  There is little third party software though. In NC, USA.



ftp://ftp.fu-berlin.de/pub/pc/msdos/games/vgaplanets

THE ftp site.  The biggest, the best, the busiest.  In Berlin, Germany.



ftp://ftp.teleport.com/users/goldman/VGAP

Ted's Universe: "Official North American Phost FTP Site"  All Phost files can be found at this site for all the different platforms. 





Online file menus:  



http://www.teleport.com/~goldman/files/files.html 

N.B.	FTP Site is funded by Donations from Fellow VGAP Players



ftp://ftp.erg.sri.com/pub/pbm/vga_planets



ftp://ftp.solace.mh.se/pub/msdos/games/VGA-Planets

In Sweden



ftp://bucket.ualr.edu/pub/vgap

University of Arkansas, USA



ftp://faui43.informatik.uni-erlangen.de/mounts/gonzo/pds/freeware/software/dos/games/planets



ftp://gameserver.digitaledge.com/pub/gordy/

Maintained by Gordy Pine <gpine@oz.net>



ftp://moonbase.wwc.edu/pub/planets

Walla Walla College, WA, USA



ftp://ftp.onwe.co.za/pub/VGAPlanets

This Site has the latest Informer & Afsim utilities from Sean Martens, nothing else.



ftp://ftp.catt.ncsu.edu/pub/msdos/games/vga-planets

Once a major site, but now no longer being maintained.  Useful for old software. In North Carolina, USA



ftp://berlin.snafu.de/pub/vgapl

This site should only be used for uploads into the ftp.fu-berlin.de site. Please don't use this site for downloading.





WORLD WIDE WEB PAGES:



http://www.io.com/~nclegg/vga-planets.html 

The mini-FAQ page. The html version of the alt.games.vga-planets mini-FAQ.  Aimed at newcomers, it contains a short introduction and a (hopefully) up-to-date list of sites & links. 



http://www.imagi.net/~sshepher/vgap/index.html 

The Neutral Zone!  You'll find a basic intro to VGAP, a brief guide for playing VGAP over the net, FTP & WWW Site list, and extensive local archive. The archive is organized with forms, with basic info, and rating of the programs. Maintained by Scott Shepherd (sshepher@imagi.net).  In AK, USA.



http://www.teleport.com/~goldman

Ted's universe. A very extensive set of pages. Includes local archives and documentation. Web Site Includes: VGAP War Room, World VGA Planets Tournament Info, WWW Scroll Room which has many, many VGAP and other Web Site Listings. There are links to most all VGAP Web & FTP Sites and a full menu system for Ted's Universe FTP Site.  No pointless graphics either. In Oregon, USA.



http://www.primenet.com/~cam/

CYBER CONNECTION BBS: VGA Planets Files, Internet Utility Files, Our VGA Planets Games, VGA Planets Hosts seeking players, VGA Planets Players seeking games. In Boise, Idaho USA (208) 362-3914. 



http://nospin.com/vp.html

Nospin site. Newbie friendly. Maintained by nospin@nospin.com



http://brahms.informatik.uni-osnabrueck.de/stud/gcwilhel/english/Planets/PlanetsHome.html

Carsten Pinnow's page: Links, German documentation.



http://www.cs.tu-berlin.de/~neffets/vgapl.html

Steffen Pietsch's page. Links, and the latest version of the randmax auto planet-managing utility. In Germany.



http://www.cit.gu.edu.au/~cvenour/planets

Corey's "The Zone": Intro, shareware copy, good lists. In Australia.



http://www.wilmington.net/vgaplanets

The Official Home Page: Contains ordering information.



http://www-personal.engin.umich.edu/~asterian/phost.html 

PHost homepage: Contains all the latest PHost stuff, The Portable Host Development Kit for budding programmers, plus the latest versions of utilities with PHost support.  In Michigan, USA.



http://www.tfh-berlin.de/usr1/odd/s590165/public_html/games/vgaplanets.html

CARNIVOGUE VGAPLANETS PAGE: Links, some PHost docs. In Germany.



http://pop.onwe.co.za/rhino 

Rhino Software. (Sean Martens Page): Contains links to the utilities Informer & Afsim.



http://robotics.eecs.berkeley.edu/~edentan

Eden Tan's homepage: Eden is the compiler of The Infolist, a must-have concise reference sheet. In California, USA.



http://users.aol.com/vhost/vgap.html

Popular Utilities for Players (Latest versions). Maintained by Kyle Phillips (vhost@aol.com)



http://www.cs.kuleuven.ac.be/~gorik/Vgaplanets/

Gorik's experimental page. Info, links. In Belgium.



http://wwwtios.cs.utwente.nl/~bos/hotlist.html

Bos': Planmap header & file definitions. In the Netherlands.



http://nyx10.cs.du.edu:8001/~cmckeith/home.html

Cliff Mc Keithan's homepage. Author of the dominate Cplayer utility.  In Colorado, USA.



http://www.cybercomm.net/~eculp/tgot.html 

The Gamesters of Triskelion: The Gamesters Pages are NETSCAPE ENHANCED. T.G.o.T. offers Custom Games, one at a time, check the game in progress or about to begin.  Source page for The Galactic Guilds (HELP for each race, thru experts in that race), BBS Numbers available, FTP-FAQ and WWW  sites page, Full description of the game, PLAYER FORMS: To be considered for play in T.G.o.T. games, and as a source for replacement players. In NJ, USA.



http://galahad.xstor.com/~todds/vgahost.html

Todd Schacherl's page.  In California, USA.



http://www2.brecknet.com/vga/vga.html 

Ryan Power's page.  In Colorado, USA.



http://gladstone.uoregon.edu/~nepolon/games/vgap/

Starbase: Roduel 7. This is the home of one of the more comprehensive and refined hyper-text libraries in the galaxy for VGA Planets... Maintained by Steve Lewis - nepolon@ursula.uoregon.edu. In Oregon, USA.



http://stud1.tuwien.ac.at/~e9026828

The first Austrian VGA Planets page



http://www.chem.vu.nl/0/Studenten/kreike/vgap.html

Timo Kreike's page: Original stuff - things you can't find on any other vgap site. 1001 newsgroup strategies, lists with ready-to-use shipnames and the latest Climate Death Rate formula's. No pictures, no links. In Amsterdam, the Netherlands.



http://www.bmi.net/cadman/index.html

BioHazard BBS: Maintained by Jeff Bolden <cadman@bmi.net>



http://pages.prodigy.com/NY/lnkf90b/VZone.html

Vga Planets Space Zone



http://pages.prodigy.com/LA/deltaleague/deltaleague.html

Delta League Home Page



http://www.io.org/~hoek/vgap/LocalHTTPStuff.html

HOEk's links: Contains links to an html Battle Manual, as well as to several VGA Planets utilities (FLD, findship, and a few more) all on io.org. Maintained by Tim Vanderhoek <hoek@io.org>



http://www.webcom.com/~fpu/vgap/vgap.html

Franscesco Urbano's page: Its in Italian, other than that I can't tell you much.



PAY TO PLAY SITES.



http://csbh.mhv.net/~spacenet/

SpaceNet PBEM: We began as a private group playing PBEM games for ourselves and our friends but soon grew to a size that required a more professional structure. We are a gaming Net run by gamers for gamers. (from 38 cents to 54 cents a turn)



http://pm.znet.com/c4/

Winplan Host: The Apex of VGA Planets! Wanna play? Happy to help...I will be your host. I am always here.  I'll match you up with ten other entry-level players who choose similar options and game-speed preferences, then you're off to galactic fame and glory! Maintained by Manny "Knightwing" Asencio / manny@sf.znet.com



If you know of any FTP sites or Web pages not listed here please mail me the URL and I'll include them.  If you want to contribute a description of any of the sites listed here feel free. Any other suggestions? Mail: D.Gedye@irl.cri.nz





A Short Update on available CPLAYERS 

by 

Stonig



Lately, on the Internet, several programmers have advanced new offerings to improve on CPLAYER, Tim's venerable and rather limited computer player for Planets.  I don't know if you've already ran a story on this (#4? #1? didn't get either :P), or if you've heard of any of them, but this is a very complicated topic and very subjective.



VPC_PLAY, the first to be released, mimics rather closely the playing style of a human.  It showed much promise and played fairly and was very customizable.  But the programmer got restless and released the source to the Public Domain, so no new work is being done on it.  It doesn't play very well in the early game, but in the late game it is matched only by ACP. Programmer is Miikka Kangas, miikka@pride.ugcs.caltech.edu.



ACP/OMEGA is an extension of the original source, and implements virtually all of the features/special missions of Planets.  It is also the only player to support PHost/alt shipspecs/alt combat, in a Beta version. It's main weakness is it's poor resource management (i.e. fuel for large warships), at present.  I programmed it. 



DOMINION (aka Dominate) is a port of the original source, and is at present the most widely distributed as far as I know (beware!  old versions abound!  the latest is 1D).  Dominion is the only variant thus far to implement freighter mineral transport.  Some concerns have been raised about Dominate's cheating, primarily it's not having to pay for hulls - a big issue for Biocides, Gorbies, etc - and reportedly it's beaming fuel to totally out of fuel ships.  Bugs have also been a problem, one forcing Tim to release HSTFIX.  Programmer is Cliff McKeithan, cmckeith@wormhole.cs.mci.com.



THE Q CONTINUUM is a commercial, built-from-the-ground-up CPlayer.  At present, they are on Beta 4, and it still cannot move ships around properly. They are presently two months behind schedule on release.  This CPlayer is the only one to have race-specific AI, and the only one to cost $15 as well. The Trolls (I do not have their address onhand) have paid Tim to send flyers to all registered Planets clients.  You may've gotten one; I didn't, although I've registered from 2.0 up.  Since I cannot judge how well "Q" works (it doesn't) and am somewhat annoyed by the Trolls's incessant trumpeting of their product (hype! hype! :P), I can only say that it (barely) exists.



Another CPlayer, PLAYPRIV or PRIVPLAY is in the early stages of development the last time I checked.  It is designed to play the Privateers and that alone, as no CPlayer can presently play them well (save, perhaps, the "Q", with their modular architecture).  No Betas are available for testing, as it is not presently executable.  The programmer is Richard Kempton, and I am helping him along.



The latest versions of the freely available cplayers are: VPC_PLAY expdate 2002, Dominion 1D, and ACP pB4.12 (latest public version is PB4.1).





Playing With A Goal

by

Edwin Turnage



Hello fellow players of Tim Wisseman’s game, VGA Planets. I am not a veteran Planets player by any stretch of the imagination, and it is only by getting into some games with rank amateurs, that I have even managed to win on occasion. More often, though, the Planets games I have enjoyed have not ended; rather, they have petered out as players dropped and the game ended through attrition. This brings me to my point (hurrah!). How to design a game with an ending mechanism. And, why game-ending mechanisms are an important and game-enhancing aspect of Planets.



As everyone knows, Planets is a game of strategy and tactics. But perhaps more than both of these, it is also a game of diplomacy. Making good allies and cooperating with neutral neighbors (at least until they are ripe for plucking!) is one of the skills a good Planets player must sharpen. Surely, even a great player playing with a good carrier-based race, would have difficulty overcoming an early assault by three of his neighbors. Thus, even in a regular Planets game, one must exercise diplomacy to avoid becoming a spiny morsel for one’s neighbors.



The diplomatic elements of Planets can indeed be some of the most satisfying part of the game. Who of us has not celebrated a victory with a loyal and dedicated ally. Is it not better to win with a friend?



And, if the host designs a game-ending mechanism to make the diplomatic element of a Planets game even more important, would it not then improve the game? Yes, yes, yes! A resounding yes! And furthermore, a good game-ending mechanism would eliminate the oft-found end-game tediousness. Here, then ladies and gentlemen, is one possible solution to your problems and the path to pure joy and excitement.



Host comes with a built in scoring system. Granted this system is not perfect because it tends to favor those races with grav and hyperdrive ships since they can grab more planets than the less fortunate races; and thus accumulate higher scores. Usually, it is only used to determine a winner by picking an arbitrary number and stating first to 500,000 wins, etc. The scoring mechanism has therefore fallen into disfavor amongst many players, and generally the only announce way to win is to be the last race standing. Such an ending mechanism often results in stalemates or long, long, boring games.



However, the antiquated scoring mechanism *can* be used as a balloting feature for public voting. And, public voting can really liven up a Planets game! Here’s how I have seen it work: (1) the first vote is for whether to continue the game; and (2) the second is for the winner. Thus, the



Privateer player may post a message:



Here ye, here ye, here ye. I vote to continue the game until the daggum Rebels are smushed; and I vote for my loyal ally the Fascists to win.



Think of all the fun reading other players votes and the give and take ribbing (possibly real or possibly not) amongst the players.



Following each turn, the host tabulates the votes and announces whether the game will continue or not. If a majority (or 33%, or whatever you want) vote to continue, the game continues. If it ends, the winner is announced and it is over. Thus, as certain races become dominant, and others fade, there is a greater and greater likelihood the game will suddenly end. Furthermore, because each player still gets to vote their score, a coalition of weaker races can still wield substantial diplomatic authority (perhaps trading their political support for planets, bases or ships!) as they could vote in blocks for a winner.



The game ending mechanism of voting means that it is not always the dominating race that wins (although the extra points help). But it creates an exciting a behind the scenes diplomatic effort to negotiate a win, or to preclude one’s adversary from winning. In short, the public votes and quiet diplomacy that occur with this game-ending mechanism make for a truly exciting and fun way to play Planets, and as a bonus, a way to end the game before one grows a (lizard) tail. 



I rather like this idea .... wonder if it can be incorporated into any of my new or existing games - Ed.





Abort, Retry, Ignore

submitted by 

Max K'os



(to the metre of "The Raven" by Edgar Allan Poe)



Once upon a midnight dreary, fingers cramped and vision bleary,

System manuals piled high and wasted paper on the floor,

Longing for the warmth of bed sheets, still I sat there doing spreadsheets.

Having reached the bottom line I took a floppy from the drawer,

I then invoked the SAVE command and waited for the disk to store,

Only this and nothing more.



Deep into the monitor peering, long I sat there wond'ring, fearing,

Doubting, while the disk kept churning, turning yet to churn some more.

But the silence was unbroken, and the stillness gave no token.

"Save!" I said, "You cursed mother!  Save my data from before!"

One thing did the phosphors answer, only this and nothing more,

Just, "Abort, Retry, Ignore?"



Was this some occult illusion, some maniacal intrusion?

These were choices undesired, ones I'd never faced before.

Carefully I weighed the choices as the disk made impish noises.

The cursor flashed, insistent, waiting, baiting me to type some more.

Clearly I must press a key, choosing one and nothing more,

From "Abort, Retry, Ignore?"



With fingers pale and trembling, slowly toward the keyboard bending,

Longing for a happy ending, hoping all would be restored,

Praying for some guarantee, timidly, I pressed a key.

But on the screen there still persisted words appearing as before.

Ghastly grim they blinked and taunted, haunted, as my patience wore,

Saying "Abort, Retry, Ignore?"



I tried to catch the chips off guard, and pressed again, but twice as hard.

I pleaded with the cursed machine: I begged and cried and then I swore.

Now in mighty desperation, trying random combinations,

Still there came the incantation, just as senseless as before.

Cursor blinking, angrily winking, blinking nonsense as before.

Reading, "Abort, Retry, Ignore?"



There I sat, distraught, exhausted, by my own machine accosted.

Getting up I turned away and paced across the office floor.

And then I saw a dreadful sight: a lightning bolt cut through the night.

A gasp of horror overtook me, shook me to my very core.

The lightning zapped my previous data, lost and gone forevermore.

Not even, "Abort, Retry, Ignore?"



To this day I do not know the place to which lost data go.

What demonic nether world us wrought where lost data will be stored,

Beyond the reach of mortal souls, beyond the ether, into black holes?

But sure as there's C, Pascal, Lotus, Ashton-Tate and more,

You will one day be left to wander, lost on some Plutonian shore,

Pleading, "Abort, Retry, Ignore?"



I would very much like to know who the author/s of this poem is so that we can acknowledge them as such in a future issue - Ed.





The Twelfth Day of Christmas

by 

Jeff Mason,NetworkWorld

(submitted by Max K'os)



On the 12th day of Christmas,

my true love gave to me

Twelve modems calling

Eleven screens a-saving

Ten keyboards clicking

Nine mice a-pointing

Eight meg of RAM

Seven desktop cases

Six sound cards playing...

Five...Pentium chips

Four floppy disks

Three hard drives

Two CD-ROMs

And a cartridge in a PC.





Seasonal Humour: Important Announcement

by 

Tom Zmudzinski 

(submitted by Max K'os)



******************* A T T E N T I O N   A L L  E M P L O Y E E S *******************



The recent announcement that Donner and Blitzen have elected to take the early reindeer retirement package has triggered a good deal of concern about whether they will be replaced, and about other restructuring decisions at the North Pole.



Streamlining was appropriate in view of the reality that the North Pole no longer dominates the season's gift distribution business. Home shopping channels and mail order catalogues have diminished Santa's market share and they could not sit idly by and permit further erosion of the profit picture.



The reindeer downsizing was made possible through the purchase of a late model Japanese sled for the CEO's annual trip. Improved productivity from Dasher and Dancer, who summered at the Harvard Business School, is anticipated and should take up the slack with no discernible loss of service. Reduction in reindeer will also lessen airborne environmental emissions for which the North Pole has been cited and received unfavorable press.



I am pleased to inform you and yours that Rudolph's role will not be disturbed. Tradition still counts for something at the North Pole. Management denies, in the strongest possible language, the earlier leak that Rudolph's nose got that way not from the cold, but from substance abuse. Calling Rudolph "a lush who was into the sauce and never did pull his share of the load" was an unfortunate comment, made by one of Santa's helpers and taken out of context at a time of year when he is known to be under executive stress.



As a further restructuring, today's global challenges require the North Pole to continue to look for better, more competitive steps. Effective immediately, the following economy measures are to take place in the "Twelve Days of Christmas" subsidiary:



·        The partridge will be retained, but the pear tree never turned out to be the cash crop forecasted. It will be replaced by a plastic hanging plant, providing considerable savings in maintenance.

·        The two turtle doves represent a redundancy that is simply not cost effective. In addition, their romance during working hours could not be condoned. The positions are therefore eliminated.

·        The three French hens will remain intact. After all, everyone loves the French.

·        The four calling birds were replaced by an automated voice mail system, with a call waiting option. An analysis is underway to determine who the birds have been calling, how often and how long they talked.

·        The five golden rings have been put on hold by the Board of Directors. Maintaining a portfolio based on one commodity could have negative implications for institutional investors. Diversification into other precious metals as well as a mix of T-Bills and high technology stocks appear to be in order.

·        The six geese-a-laying constitutes a luxury which can no longer be afforded. It has long been felt that the production rate of one egg per goose per day is an example of the decline in productivity. Three geese will be let go, and an upgrading in the selection procedure by personnel will assure management that from now on every goose it gets will be a good one.

·        The seven swans-a-swimming is obviously a number chosen in better times. The function is primarily decorative. Mechanical swans are on order. The current swans will be retrained to learn some new strokes and therefore enhance their outplacement.

·        As you know, the eight maids-a-milking concept has been under heavy scrutiny by the EEOC. A male/female balance in the workforce is being sought. The more militant maids consider this a dead-end job with no upward mobility. Automation of the process may permit the maids to try a-mending, a-mentoring or a-mulching.

·        Nine ladies dancing has always been an odd number. This function will be phased out as these individuals grow older and can no longer do the steps.

·        Ten Lords-a-leaping is overkill. The high cost of Lords plus the expense of international air travel prompted the Compensation Committee to suggest replacing this group with ten out-of-work congressmen. While leaping ability may be somewhat sacrificed, the savings are significant because we expect an oversupply of unemployed congressmen this year.

·        Eleven pipers piping and twelve drummers drumming is a simple case of the band getting too big. A substitution with a string quartet, a cutback on new music and no uniforms will produce savings which will drop right down to the bottom line.



We can expect a substantial reduction in assorted people, fowl, animals and other expenses. Though incomplete, studies indicate that stretching deliveries over twelve days is inefficient. If we can drop shipping to one day, service levels will be improved.



Regarding the lawsuit filed by the attorney's association seeking expansion to include the legal profession ("thirteen lawyers-a-suing"), action is pending.



Lastly, it is not beyond consideration that deeper cuts may be necessary in the future to stay competitive. Should that happen, the Board will request management to scrutinize the Snow White Division to see if seven dwarfs is the right number. 



**********************************************************************************





DROID WORLD

by 

Rick "Minuteman" Morrissey



PART ONE



Minuteman awoke lying on his back, half submerged in a pile of junk. He moved his fingers and felt a spring's coil. Discarded transistors and circuit boards slid aside as he moved his arms. He opened his eyes to find a motley bunch of glowing eyes staring down at him. No they weren't Jawas, the smell wasn't so bad. He propped himself up onto his elbows and marveled at the variety of droids that were watching him. As he rose up, all of the droids took a step back. The small room was filled to near capacity with droids, and all of their optical sensors were on him.



"It lives!" came the jubilous cry from a mako-droid. It was an older design; short and rotund sporting a dark green paint job.



"Yeah I'm alive, where am I? Why am I here? Who are you?" Minuteman almost overloaded the semantic circuits of the mako-droid. It obviously wasn't designed to handle so many questions at once, but Minuteman felt that he was justified in needing to know the answers to all of them.



"Where to start?.. where to start?..." the mako-droid muttered. The other droids, feeling that an important discussion was about to start, moved back in a step and put their audio receptors on full. "First let me introduce myself," the mako-droid started, "I am N0-ME2, and this is..." N0-ME2 stopped as he was interrupted by another droid who had just entered the room.



"Hi all!" The other droids looked at the new comer, a binary servo droid- very common and very uninteresting. Most were looking a tad annoyed, the conversation was just getting somewhere. "I will be leaving for a while." With that the BS droid who had just entered the room- left.



Minuteman found this droid's interruption annoying, and completely pointless. In fact, no one was really interested in the personal status of that droid. He almost got the BS droid out of his mind but the thing came back.



"I will be gone for two hours just in case anybody needs me." The droid was gone almost as fast as it had come. 



Was it the same droid? Minuteman couldn't tell. He didn't care, he had to find out more about his situation. "Tell me, where am I?"



"We call this place 'Droidworld'." the mako-droid answered after a brief pause, he had to realign his cogceptors to get back on the subject at hand.



Minuteman wasn't very satisfied with this answer. Knowing what these droids called this place didn't tell him much. "What is this place?"



N0-ME2 slouched a bit and tilted his round head. If a droid could reminisce, N0-ME2 was doing just that. "This place was once a beautiful paradise built especially for us. It seems a long time ago that once we had a thriving community, but it wasn't meant to last. It all happened when..*" the mako droid was cut off again.



"Listen this is Important!!" a crimson droid resembling a broadchested floor lamp burst through the doorway. The urgency of his tone had enraptured his captive audience. "Well, I had to get you to listen up. I'm compiling a list of issue dates for the pneumonic device overlay chips installed in your servos, OK, give me the info!" 



Some of the droids gave the requested information to the floor lamp droid. Most turned around and forgot about him. Minuteman gave a frustrated sigh and N0-ME2 started twitching. Nevertheless, the mako-droid continued its story.



"We were once a thriving community until the dark times came upon us. No one is sure how or when it actually started, but now we are in need of help."



"Fire!" the droids all turned and got ready their anti-fire devices. Compressed foam guns, extinguishers and de-oxidizers were drawn, and they looked to the source of the dire cry. "Heh heh, me again, just reminding you that I'm compiling a list of issue dates for the pneumonic device overlay chips installed in your servos, OK, give me the info." The floor-lamp droid was back and was perkily trying to put together its list.



Two or three droids helped the floor lamp droid with its list. The rest were getting very mad, but had no desire to do anything about it. Minuteman was beginning to 'feel' the problem N0-ME2 was referring to, but he couldn't quite put his finger on it. "N0-ME2, why am I here?" He was about to add a follow up question, but remembered that the droid had had difficulty with multiple semantic processing.



N0-ME2 would not even get a chance to answer. "I am upset!" came the voice from the doorway. A MO-P droid entered and gave the crowd the results of its poorly conducted self-diagnostic test. 



Another droid stood up as if in response and declared "I am angry!" 



A third droid who didn't even bother to get up jumped in "I am depressed!"



Poor N0-ME2 was on the brink. He could not deal with all of these frivolous interruptions. "Please fellow mechanicals... we are discussing an important matter!" the mako-droid chirped loudly. Smoke could be seen rising from its cranial creases. "Forgive me X-Wing pilot, I apologize for the interruptions. I would appreciate if all would help me in discouraging these sorts of interruptions".



"You don't know my name, do you?" Minuteman asked of N0-ME2. "My name is Rick, but my friends call me Minuteman."



N0-ME2 gave Minuteman a puzzled look.



"I *think* you can call me Minuteman." Green Eleven winked at the mako-droid, still unsure of how much trust he could risk with these droids.



"Very well Minuteman, here is our situation..*"



"Hi All! I'm back early!" The BS droid was back. "Just thought I'd let you know, would someone fill me in on what I missed?"



"Stop it!" The exasperated N0-ME2 cried in desperation. "Stop it! stop it! stop it!", ME2 keeled over on his side. Minuteman helped him up, but the mako-droid didn't look too good.



"Can't you see what you're doing?!?" Minuteman stood up and took a step toward the BS droid. The BS droid backed away and disappeared out the door from where it came. 



"N0-ME2, I think I understand what the problem you are having here is. I have friends who can help, but I'll need to transmit a message to them."



"I have to learn something." a very sad droid walked into the room. "It's not fair... knowledge upgrades happen too often. This sucks." The sad droid was an A2C model.



"Listen! It may not be my place to interfere here, but your community is on the path of self-destruction." Minuteman was surprised at his outburst, but felt a bit of an adrenaline rush.



N0-ME2 spoke again, "Yes, you can help us. There is a transmitter in the next room, call your friends... help us." the droid looked to be gaining strength, and would have smiled if its face plate could bend.



"Wolf!" came the frantic cry of a droid in distress.



The crowd of droids turned and saw that the frantic cry belonged to the floor lamp droid. Minuteman looked to N0-ME2 and saw that his head had started to spin. It spun until the head popped off and cogs and springs flew from the new opening in the mako-droid's torso.



"Oh I crack me up, anyway, I'm compiling a list of issue dates for the pneumonic device overlay chips installed in your servos, OK, give me the info." 



The floor lamp droid was disassembled on the spot.



"Someone get me to the transmitter, I fear that Droidworld is in terrible danger." Minuteman had just realized what kind of powder keg he was sitting in. He was in a place of unknown size, with an unknown population, whose citizens were on the verge of going insane, or breaking out into civil war. He wasn't exactly sure of the problem, but he could read the symptoms. There might be an underlying problem here on Droidworld, but that would have to wait until the more obvious one was solved.



Some of the remaining droids lifted Minuteman up into the air and carried him off to the transmitter.





PART TWO



Minuteman was saddened by the loss of N0-ME2, but he didn't say a word as to that subject. The mako-droid died trying to explain the problem that he and the rest of the droids were having here on Droidworld. Although N0-ME2 never got around to explaining the problem, Minuteman had witnessed it first hand.



The droids set him down in front of the transmitter. Minuteman looked at the ominous piece of equipment. It had many knobs, buttons and gauges. He hardly knew where to start. "Could one of you explain to me how to use this thing?" he asked.



An eager little droid jumped up onto the console. "I'll show you!" it yelped. The small droid had the appearance of a weather vane with a small bucket for a head. It fiddled around with the controls and began it's explanation. "This is where received messages are kept."



"I don't need to know that right now, how do I send?" Minuteman had interrupted the droid, but the droid carried on.



"You hit this button here which is the reply key." The droid pushed the button and a small microphone popped up from the console. The droid sent out a reply to a received message, "That's what I think too!" It hit the stop button and looked up at Minuteman. "See? I'll show you again!"



Minuteman tried to persuade the droid that he understood completely the workings of the transmitter, but again, to no avail.



The bucket headed droid pushed some buttons and replied to yet another message. "Ha ha ha ha!" It said into the microphone, and then stopped the transmission. "This is fun, one more example."



"No wait!...!" Minuteman was once again not fast enough to keep up with the little bucket head.



The droid hit the reply button, sat quietly for a moment, and then ended his transmission.



"That was a message?!" Minuteman asked. Not as stunned as he should have been.



"Yes, I grinned." replied the droid.



Minuteman slapped his hand on his forehead in disbelief. "Thanks a lot little bucket-head-droid-guy, those messages will mean a lot to whoever is receiving them!" he said with somewhat of a sarcastic tone.



"Yes, they sure will. Those particular messages have been waiting in the received box for over a standard week now. The recipients will be pleased to receive their replies."



Minuteman ignored the droid for fear that he might go insane. He started up the transmitter, and proceeded to scramble his message so that it would securely reach the Rehz'nor. "Minuteman to Rehz'nor, I have been taken to a place called 'Droidworld'. I am not sure of it's location, but I am hoping that you can trace the signal. The population is all mechanical as far as I know, but their society is facing a possible collapse. It will take the best the Alliance has to offer to save this world from doom, please hurry. The situation is as follows..." Minuteman described the situation and then ended his coded transmission.



"What was that all about?" the bucket head droid asked.



"It was my message, did I say something wrong?" Minuteman looked back at the droid with a puzzled expression.



"Well, no, but that message won't get through." the droid stated matter-of-factly.



"Why *won't* it get through?" Minuteman's tone was angrier.



"Because our transmitter can only send responses of one line or less." The droid said proudly.



Minuteman slapped himself on the forehead again. He noticed that he had developed a twitch. He would have to re-send this message in short transmissions.



<<Aboard the Alliance Frigate Rehz'nor>>



"Sir, we are receiving high volumes of message traffic, you should take a look at this." The comm. officer spoke nervously.



Michael "Dragon" Shorten dashed over to the console to see. "Egads! The number of messages coming through is unbelievable!" He ran for the intercom panel. "Attention all hands, red alert. We are experiencing communications overload, all hands to their stations!"



Green Leader was interrupted by the comm. officer "Sir, the messages are coming in too fast... I can't.... aaahhh!!!" The comm. panel exploded and the Green Squadron Frigate rocked as the explosion roared across the bridge.



"Mike! Mike!" came Green XO's voice over the intercom "Mike are you there?!"



Green Leader picked himself up off the ground. He shoved a fallen panel out of his way and replied into the intercom. "I'm here Bill, we've got trouble. Get a medical crew up here, and have all squad members meet me in the ready room. You might also want to send out a request for some back up. This is the big one."



Dragon flicked off the intercom and turned to the chaotic bridge of the Rehz'nor. "Somebody piece together whatever can be salvaged from those messages, and track down their source!" 



<<Back on Droidworld>>



.... 



"What do you mean the transmissions were on a 'replay loop'." Minuteman asked harshly to the bucket headed droid.



"Oh, we forgot to tell you, the transmitter sends out more than one copy of each message, several actually. This is to make sure that what we have to say gets heard." The droid replied proudly once again.



"By the Force... what have I done?" Green Eleven whispered to himself. Minuteman felt the twitch again, and a cold shiver run through his body.





�EINBETTEN PBrush���



The Fall and Rise of the Colonial Empire

Part IV: The Final Conflict

by

The Undead HedgeHog



The final assault on Gorn began with our contact of the 300LY diameter minefield that surrounded the planet. With so many thousands of fighters, all equipped with the new Anti-mine tracking and detection equipment, it was the work of only a few hours to obliterate it and during those few hours space around us seemed to be alight with pyrotechnic glare. Within the mine-field, waiting for us, less than half a light year from Gorn was the biggest fleet of ships we had ever seen composed of nearly 250 ships (our best estimates broke the ships down as 60 T-Rex Class ships, 90 Saurians and 100 Cobra’s) and immediately the orders came in for a complete stop.



For many, many hours nothing happened, but from my command & control panel I could see that that Central Command was accessing my ships computers at incredible rate ... I could only assume that their computers and strategists were considering the various tactical options. I could see that the Snake fleet was a huge globe of ships and not the typical cone. There was a rift around the middle and I guessed that they had had cloaked observers at the Battle of Helm’s Deep and were planning to counter our globe formation with a bigger one of their own. Some 5 hours later the radio’s burst into life.



“Fellow Colonials! As you know, at 2300 hours we detected the Gorn fleet less than 10LY’s away. They are using a globe formation, much larger than ours which appears to be composed of a central core of very heavy, T-Rex Class ships with a heavy screen of Saurians and a light screen of Cobra’s. This globe is split into two halves and it seems they intend us to die in the centre of a trap we so recently sprung on their fellows. With some 250 ships to our 154, ship for ship they outgun us, outweigh us and ..... out-number us!



“Every strategist knows, now, that the split-globe is the most efficient method of fighting either conventional cone or a smaller formation that is formed into a globe and for the past hours we have been endeavouring to define a strategic solution to the problem.

“We now believe that is possible, although by no means certain, that we can defeat their fleet with a loss of less than 20% of our manned ships. The new fighting structure will be a cylinder and with it we hope to take out their heaviest ships first”



A barely audible gasp rippled around the control deck.



“To maximise the effect of our new formation,” Ramirez continued, “we intend to carry out a series of manoeuvers intended to optimise our strategy before we commit to final combat.

“This battle represents victory or defeat for our race ... if we are defeated then our homeworld & colonies will surely follow. Fight for your brothers ... fight for your sisters ..... fight for your children’s future!

“May God bless us and grant us victory!

“REMEMBER GALAXTIA!”



I wasn’t a religious man but I still whispered  “Amen!”



As the message ended, the bridge stayed quiet until the computer began to beep and Sathrak said “Incoming orders, Sir! Do you wish to take them in your ready room?”



I thought for a moment and then said “No! I think you can display this on-screen!” Sathrak looked at me, unblinking, then turned away & flicked several switches at which the face of the Supreme Commander, Commodore Perry, appeared on the screen. He glanced down at his desk then raised his head, a grim look upon his face. “Captain, at 0500 hours you will advance at exactly Warp 3 on course 310 galactic until otherwise ordered. You will also align your ship so that ‘Up’ corresponds with the lenticular galaxy GA-738. As you progress towards the enemy fleet you will receive a series of orders indicating a degree where 0 is straight up and a distance. For instance 180, 10 means that you will cease all forward blasting and without re-orientation move on Impulse power for 10 kilometres ‘downwards’. You will then resume your original orders. Is this understood?”



I gulped and said, “Yes Sir!” at which Commodore Perry replied “Very Well!” and the screen went blank!



“Helmsman? Lay in a course of 310 degrees, Warp 3 but do not implement until my mark!”

“Yes Sir!” he replied, his face pale.

“Where does the course take us, helmsman?”

“Uh ... the centre of the enemy fleet Sir!”



I sat silent for a few moments, then ...



“Is there anyone on the bridge who is not happy about these orders?”



After a few moments a young man, perhaps 18 years old spoke up, “Sir! I can only admit that I do not like the thought of committing suicide ...”

“First Officer Sathrak! Escort this man to his quarters and find me a replacement immediately!”

“Sir!”



With orders like these I knew I had to keep the crew controlled and calm. I wasn’t sure I’d done the right thing but I had to have those orders carried out exactly as they were ordered and I couldn’t afford to have even the slightest moment of hesitation. I found it hard to believe that Command Central was prepared to sacrifice my ship & it’s crew but if, in some small way, such a sacrifice would benefit the Colonial Empire then I would do it ... but I had to be sure that ALL my crew would do that duty ... WITHOUT QUESTION!



At 0500, the SureFire III started moving at Warp 3, course 310 planar. After several minutes the helmsman spoke.



“The enemy is moving Sir! Warp 5 ... estimated contact in 93 minutes.”

“A message from CenCom, Sir!” Sathrak hissed, “We are to keep frequency 25010 MHz open and clear of traffic!”

“Communications? Clear frequency 25010, incoming only!”

“Sir!”

“Helmsman, count us in!”

“Sir! 900,000 klicks, ETA 91 minutes”



The enemy craft would begin to fire at approximately 100,000 klicks, their composite beam fairly ineffective at this range) but our screens would fail at anything from 50,000 klicks in (a Patriot simply didn’t mount screens capable of handling such a hellish load as that fleet could put out!). 



“Sir! 300,000 klicks, ETA 30 minutes”

The radio burst into life, “270, 20 execute!”

“Helmsman cease blasting! Side thrusters 20 klicks, 270 degrees relative .. uh, left” It took nearly 30 seconds for the thrusters to blast us the required direction and then neutralise our drift and then ...

“Warp 3, 310 planar!”

“Sir! 300,000, ETA 30 minutes .... Sir? The enemy has just duplicated our move!”

“140, 10 execute!”, the radio again.



Again we shifted but nearly south-east this time and again the enemy fleet moved with us. Time after time orders were received and each time we ceased blasting, carried out the manoeuver then resumed blast. After about 10 such manoeuvers the Helmsman spoke up.



“Sir?” he said uncertainly, “I’ve noticed something”

“Yes?” I looked at him.

“Sir! Every time we move, every other ship in the fleet moves with us”

“So?”

“Yes Sir, but every time we move the enemy tries to move with us and Sir? .... He isn’t doing very well!”

“Give me a serial view of the enemy fleet composition and sub-unit positions since first blast!”



Upon the screen there appeared an 8 minute loop of images, accelerated to 30 seconds, showing the highly organised Gorn fleet and our own fleet, much smaller but dodging as it approached. As each colonial move occurred, each ship moving in the required direction in perfect synchronisation, the enemy ships became more & more disorganised. 



And then it hit me .....



“Do you know what we’re doing?”

“Sir?” Sathrak asked.

“The enemy is relying on organisation to beat us. He’s got a lot of ships out there, but they aren’t much good unless he can keep them organised. Just look at what we are doing to his fleet ....”



No one laughed, but I did sense a lightening of tension on the bridge .... at least we now had some faint understanding of what we were doing and why we were doing it!



The “change” orders continued until we were only 15 minutes from contact with the enemy fleet and then we were ordered to extend our shields and blue phases to maximum. We then began to receive orders to move to ship placement area ....., join ship V2 on perimeter of ...., move to location V3Y4 at ..... etc. For 5 minutes we shuffled around the inside of the fleet eventually ending up in exactly the same position we had started and I think by then I was as confused as, I had no doubt, the enemy was. Suddenly the orders came through to get clear of the fleet and to engage in independent search and destroy operations against stragglers of the enemy fleet that escaped the forthcoming main fleet action. We were also told that there would be no further communication with CenCom until the Battle for Gorn was effectively over.



“Sathrak”, I said, “Set course to 045 degrees planar and contact the Captain’s of The Captain Hook and The Sand Man. Invite them into a three-way with me. I’ll take it in my office.”



As soon as I entered my office the intercom announced “Patching you through on three-way, Sir!” and almost instantly my Comm. Screen split into four parts, two showing a view of the Bridge and the another the view shown by the main screen, the other’s the familiar faces of my “Class of 23” CSDF Officer Training classmates Captain’s Bean and Sands. After a brief exchange of greetings I said “Look boys, we’re on our own now and there are going to be a lot of big Gorn ships around here ... any one of which could blow us away individually but if we act in unison ... a sort of sub-fleet if you like ... we stand a lot better chance of winning & getting out of the battle alive ... What do you say?”



The two Captains nodded their agreement and after a lengthy debate it was agreed that I would act as “admiral” for the duration of the battle or until a higher-ranking, or better experienced, officer could be found. I asked each of them to contact other ships to see if they could get a few more ships to join our “fleet”. I outlined a series of ideas for manoeuvres I had, loosely tagging them as “Strikes” A through F, the other’s contributing several more ideas, and then we cut comms and returned to our respective bridges.



In less than 5 minutes our “sub-fleet” (now known as SF#1) had expanded to 7 ships including another of the new Scorpius’s ... with their 5 heavy phasers it would be useful in the upcoming conflict. SF#1 stationed itself 1000 klicks galactic north of the main fleet and we settled to watch developments and wait for possible opportunities.



When first detected the Gorn fleet had been the perfect split-globe and our fleet a solidly packed sphere of Virgo’s surrounded by a triple sphere of Scorpius’s and a light, loose screen of Patriots. For nearly 30 minutes our fleet (the main Scorpius and Virgo units tractor-beam linked) had been shifting up, down, left & right and now, 5 minutes from contact they still maintained that absolutely perfect formation but the Gorn? The Gorn fleet was a mess ... it still, with a little imagination, resembled a  globe with a trail of disorganised ships behind giving it an almost comet-like effect, the split was gone and units of their fleet were rushing around the edges of the “sphere” trying to find some useful place to fit into the formation. 



Four minutes from contact and the colonial fleet began to increase in size as the automatics were once again deployed and the sphere changed with slow-easy grace from a sphere into a hollow cylinder with trailing and leading edges and an outside screen of automatics.. The automatics, I knew, would carry nothing but shields and those shields would be so synchronised that our beams could fire through them but the enemy, unable to detect the frequencies we were employing would not be able to return that fire ... except of course by the brute force method of blowing away the automatic to expose the ships beneath.



The cylinder met the “sphere” and all space seemed to light up with the energies being released and in those initial few seconds nearly 80 colonial ships were destroyed but every single one of them was an automatic. The cylinder, however, did not stop and disappeared inside the Gorn fleet ... silence reigned on the bridge, everyone’s thoughts no doubt on the brave men & women now fighting for their lives at the very centre of the enemy fleet. A ragged cheer arose as the cylinder emerged from the other side of the sphere and then tapered off as they got their first look at the emerging cylinder. The edges of the cylinder were ragged and the outer screen was badly holed. Many ships bore evidence of the conflict that had just occurred but we could see that the fleet was still more-or-less intact. The enemy, however, had not fared nearly so well! The disorganised globe, which had not even attempted a split and englobe manoeuvre, now featured a huge hole where our colonial cylinder had punched it’s way through. I can only assume our strategists had planned it that way because the lizard fleet, now missing a high percentage of it’s heaviest ships (including, it would seem, the command and control vessel) continued to drive forward at it’s original Warp 5, completely ignoring the fact that the colonial fleet was now behind them.



For a moment our fleet unlinked it’s tractor beams and the individual units spun end-for-end. Tractors re-engaged and the fleet shot backwards (or was it forwards?) into the retreating (relatively) lizard fleet, removing another huge plug of ships. This time we were not so lucky. Deprived of many of the screening automatics we lost 7 ships, 6 Scorpius’s and a Virgo and as the colonial ships again de-linked, once again flipping, to reverse the manoeuvre this time towards an advancing enemy all hell broke loose. The Snakes, with less than a hundred ships left and realising that their fate was sealed broke off in every direction, attacking any ship they felt could not resist their less than amorous advances. 



It was Helms Deep all over, although this time we were better prepared! However in less than a minute 15 of our front-line ships were lost (Snake Killer, The Enterprise, The Hermes, Galaxtia’s Revenge to name but a few) under massive assaults of Cobra and Saurian class cruisers. Two ship’s, The Megalomaniac and The Terminator, joined forces to attack a group of 15 snake ships but were hopelessly outclassed. They still sing songs of those two Captain’s and their brave crews, of how they fought against incredible odds but died a useless and pathetic death ... not one of the lizard ships were destroyed.



Most of the ships however (The Lord of Kobol,  The Centurion, Straight Shooter & The Gopher ranked high among them) were beautifully organised in their defence of the fleet. They organised, much as my fellow Captains & I were doing with our group .... small fleets of ships into sub-fleets capable of concerted action.



Our sub-fleet (which we had designated as SF#1), now 12 ships, had targeted the group of 15 lizards that had so easily defeated The Megalomaniac and The Terminator. With easy grace (and a lot of effort) we formed a mini-globe around them and blasted them out of existence. Fortunately, for us, our fighters were able to take part (launching bolts from outside our sphere into the rapidly diminishing number of enemy vessels within. 2 ships were lost in the action but we went on to take out a further 10 Gorn stragglers for the cost of only 1 more ship.



Eventually, sensing final defeat and with only 22 ships left, the lizards fled. Most of them were damaged and few could cloak or manage speeds in excess of Warp 6 or 7 but they fled unaware that our captured and own-construct cloakers followed them. In total we had lost nearly a third of our fleet but felt able to hold our heads up with pride at what we had achieved that day. We were proud of ourselves and even more proud of our comrades who had died for their race and so with a mixture of sadness and joy we reformed our fleet (into a strong defensive sphere) and followed our cloakers towards Gorn at a leisurely Warp 4.



As its final defence Gorn had thrown up every possible ship that could mount a beam .. over 100 units but Ramirez had no plans to fight them. I remembered past times as his voice, persuasive as ever, issued from our ComSets and sped to the planet nearby.



“Emperor Shethrak and Citizens of Gorn, attend!

“We do not offer violence but will return it if it is offered.

“We do not come in anger but can be angered if you wish.

“We do not come as slaves, although we have been enslaved by you in the past.

“We come in strength but in peace!

“Many of us remember your treatment of us at Galaxtia and many would disagree with an offer of lasting peace .. they would rather see you and your kind wiped from the galaxy forever.

“Nevertheless, we are here to offer you the hand of friendship!

“We await your response.”



Over a hour passed, then ...



“Sir! We’ve detected a launch from the planet below ..... it’s climbing on an intercept course with the fleet Sir! ..... Sir! it’s massive ... reading’s go off the scale!”



“Red Alert!”



Instantly all systems came on light, shields were raised and weapons & other battle systems peaked at full power. The fleet, also alerted to the launch of the ship from the planet below, began to deploy it’s relatively few remaining automatics and suddenly our ComLink burst into life and a list of ships names issued from it.



“ ...... Colonial Defender and The SureFire III will investigate!”



Our SF#1 Sub-fleet & some supporting Virgo’s! I tensed for a moment then forced myself to relax and drawled, “Helmsman, set a course for that ship ... Weapons Control? See how much power you can re-route to our shields and prepare for a full power divert to our beams! Do not, I repeat, DO NOT make any hostile moves against the enemy unless I order it ... operate defensively at will!”



As we closed on the ship, I began to realise just how big the ship was ... it looked 4 to 5 times as large as our Virgo Class Battlestar’s and must have been at least twice the mass, probably as large as a Super Transport Freighter or Merlin Alchemy Ship .... and then I realised that it actually was a Merlin. True! It had been altered, drastically .... our sensors detected at least 18 main beam weapons and numerous small, mobile anti fighter turrets and I could see the maws of 12 huge torpedo tubes, their covers rolling back to reveal the darker orifices behind .... they had to be specially modified tubes, probably carrying enhanced Hell Hammers. I could see the ships name scrawled in Gorn Symbols across the front of the ship and simultaneously Sathrak and I muttered “Serpents Venom!” under our breaths.



I comm’d Ramirez .... he told me that the ship had to be taken out quickly or it could do irreparable damage to the fleet .... he had no doubt the fleet could destroy it but, for once, he was unsure at what cost!



A bright flash and a Virgo Class Battlestar disintegrated ahead of us. 



“Excalibur is down Sir! No apparent survivors!”

“Evasive action  Helmsman, get us in close enough to launch our fighters!”

Apparently the remaining 17 SF#1 (plus) ships were doing the same, dodging and weaving crazily attempting to avoid the huge Venom’s beams. The Scorpion (Scorpius Class) was hit a glancing blow and spun helplessly off at a tangent only to explode as the Venom administered the coup-de-grace ... 16 ships left! 



Closer and closer we moved, randomly dodging the searing beams. Twice our shields deflected glancing blows that, had they hit anything close to dead centre, would have disintegrated The SureFire in less than a second .. as it was after each blow our power output dropped into the red before recovering. We closed more rapidly .... and found the danger from the beams decreased as the ship was less able to target small, close, relatively mobile craft but now we became subject to the small-scale defence turrets and our shields began to glow.



“Launch fighters at 1 klick!”

“1 klick Sir!” hissed Sathrak.

“Coming up on 1 klick, Sir? Strike Four has launched her fighters”

“Prepare to Launch Fighters!”

“Yes Sir! Revolution and Colonial Storm have launched their fighters”

“Launch Fighters!”

“All fighters launched, Sir! Maximum Chaos has launched her fighters!”



The intensity of the beams dancing around our ships decreased as the Serpents Venom was forced to divert more and more power from her offensive systems to her defensive systems, but still the beams struck & clung to ship after ship and salvo after massive salvo of torpedoes was launched at our main fleet. Most of the torps were taken out by the laser wall approach being adopted by the fleet (a curtain of beams issued from every ship in the fleet designed to catch all of the incoming torps) but some were getting through .... already the Crucifixion and Intrepid were drifting away from the main fleet, lifeless hulks. But ever so slowly, the burden of dealing upwards of 400 fighters and their carriers began to tell, the beams expiring and, seconds later, the closure of the torpedo tube doors. Brighter and brighter flamed the Serpents Venom’s shields, glowing white with local failures showing as patches of black, leaking like sieves .... already her crew must have been irradiated so badly that they were dead ... they just didn’t know it yet! Then suddenly, the massive forms of The Centurion and The Lord of Kobol appeared over the behemoth, clouds of fighters swirling from their launch bays, and as one their beams struck down at the Serpents Venom, her shields collapsed and once again the sky was lit with fire! 



There was little else to do, the Serpents Venom was space debris and the world below awaited final destruction. The final explosion had been so bright that only our automatic screen-filters had saved us from blindness.



Three capital ships were lost in that explosion, all were within 500 metres of the ship when she went down and The SureFire III was so badly damaged that she had to be decommissioned on her return to space dock some 15 months later. Although many more men & women died in the three ships and others lost with the fleet, it is perhaps with greatest regret that we remember the 1129 fighter pilots (including 25 of my own) who will never again see the homeworld as any fighter within 3 klicks was simply snuffed out of existence by the huge explosion.



We limped back to the fleet and from the planet below a distinguished looking Gorn (advisor to Emperor Sathrak XVII who had been aboard the Venom) announced a complete and unconditional surrender to the Colonial forces above. In tears, still crying for the unnecessary losses just witnessed, Ramirez rejected the Gorn terms stating that he did NOT want a surrender he wanted a negotiated settlement.



The Battle for Gorn was over.



Epilogue.



I watched from the command chair as the Scorpius Mk III descended toward the silver and brown planet below, her three engines working at impulse and easily handling the gravity of the planet below. She was running light, her fighters weaving a complex display pattern around her as she slid down the planets gravity well. The planet’s main land mass grew ever larger and with a sudden decreasing impulse power, and a concurrent increase in the noise from the whispering braking thrusters, The SureFire IV settled to ground at the planets main spaceport. 



With military precision the fighters returned to their on-board docking cradles and the long boarding ramp lowered to hardened steel apron underneath the ship. A wave of heat .. damp, sticky heat hit me but with a grim smile on my face I adjusted my uniform and stepped forward into the searing heat and light, ahead of me a carpet of brown moss and green fern flanked by an expressionless guard of honour.



“VIP Treatment!” I thought as I stepped onto the carpet of vegetation. 



The vegetation squelched under my boots but I kept any thoughts from my face as I walked slowly along the path. A young native awaited at the end of the path and hissed, not unpleasantly, “Your transport to the Embassy, Sir!”



Minutes later we drew up outside an impressive glass & steel structure set in beautiful grounds ... sickeningly reminiscent of home. A discreet plaque to the side of the imposing entrance read “Colonial Embassy, Gorn". The youngster supervised the transfer of my luggage into the Embassy and as I approached the doors swung open to reveal an old Colonial in full military regalia, his face radiant with pride.



“Welcome to Gorn, Ambassador!”

“Thank you Josh”

“We must make haste! You have been summoned to The Emperors Palace!”

“Summoned?”

“Invited, Sir!” He smiled, “but on Gorn that means summoned!”

“I see!”



3 hours later I strode, Josh at my side, into the main throne room of The Emperors Palace, Gorn. A palace guard barred our way but on seeing my uniform backed off hissing with annoyance. Then we stood before the throne of the Gorn Emperor.



His eyes, which had never left me from the moment I entered the room, remained fixed on mine. I inclined my head slightly to indicate respect (but not enough to give any impression of humility or subservience) and Josh announced.



“Your Excellency, may I present to you Colonel James J. Clarke, Colonial Ambassador to Gorn?”



For a moment the Emperor remained silent & impassive ... then he smiled.



“Welcome to Gorn,. Ambassador!”

“My thanks, Your Excellency!” I replied .... then, returning the smile “You’ve done well for yourself .... Son!”



The God Emperor Shethrak XVIII’s smile broadened into a grin.



“Hell! How was I to know I had royal blood?”





Appendix.



The Players



The Clarkes (central family of characters):



Janus H. Clarke 		Captain of The SureFire

Rachel Clarke		Special Combat Instructor & wife of Capt J. H. Clarke

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

Frankie Clarke 		Captain of Most Impressive, 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

Commodore Perry		Supreme Commander, Operation Retribution

God Emperor Shethrak XVII	Emperor God of Gorn





The Planets



Galaxtia	173	N	Original colonial homeworld



Gorn	31	NW	Gorn homeworld



Virgo Pegasi	133	S  	New colonial homeworld

Sigma 1212	134	S	New colonial starbase

Shaddan		135	S	New colonial starbase

Vega		42	S	New colonial starbase

Delta		25	S	New colonial starbase



Helms Deep	289	NW of centre	Site of The Battle of Helms Deep





The Ships



Fall.



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

The Pegasai	Colonial: Paradise Class Terraformer

Slikkithik	Gorn: Cobra Class Cruiser



Rise.



Intrepid			Colonial (captured Gorn): 	Cobra Class Cruiser

Endeavour 		Colonial (captured Gorn): 	Cobra Class Cruiser

Exodus			Colonial (captured Gorn): 	Super Transport Freighter

Flight 			Colonial (captured Gorn): 	Super Transport Freighter

Hope 			Colonial (captured Gorn): 	Super Transport Freighter

Freedom 		Colonial (captured Gorn): 	Super Transport Freighter

Safety 			Colonial (captured Gorn): 	Super Transport Freighter

The Rachel Clarke	Colonial (captured Gorn): 	Super Transport Freighter



Operation Retribution & The Final Conflict.



The Echo Cluster		Colonial: 	Virgo Class Battlestar Mk I (modified) - Cpt. S. Helm

					Flagship and Central Command Vessel (Cdr. J. Perry)

Maximum Chaos		Colonial: 	Virgo Class Battlestar Mk II - Cpt. R. Merritt

The Titanic		Colonial: 	Virgo Class Battlestar Mk II - Cpt. Hutchins

The Megalomaniac 	Colonial: 	Virgo Class Battlestar Mk II - Cpt. Ramos

The Lord of Kobol 	Colonial: 	Virgo Class Battlestar Mk II - Cpt. BierBower

Angle-Poise 		Colonial: 	Virgo Class Battlestar Mk II - Cpt. A. Brown

Most Impressive 		Colonial: 	Virgo Class Battlestar Mk II - Cpt. F. Clarke

Colonial Storm 		Colonial: 	Virgo Class Battlestar Mk II - Cpt. E. Schenk

The Terminator		Colonial: 	Virgo Class Battlestar Mk II

Galaxtia’s Revenge 	Colonial: 	Virgo Class Battlestar Mk II

Excalibur 		Colonial: 	Virgo Class Battlestar Mk II

Colonial Avenger 	Colonial: 	Virgo Class Battlestar Mk II

Crucifixion 		Colonial: 	Virgo Class Battlestar Mk II

Captain Hook 		Colonial: 	Scorpius Class Carrier Mk II - Cpt. D. Bean

Straight Shooter		Colonial: 	Scorpius Class Carrier Mk II - Cpt. M. Schoots

Colonial Defender	Colonial: 	Scorpius Class Carrier Mk II

Strike Four 		Colonial: 	Scorpius Class Carrier Mk II

Revolution		Colonial: 	Scorpius Class Carrier Mk II

The Scorpion 		Colonial: 	Scorpius Class Carrier Mk II

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

The Gopher		Colonial: 	Patriot Mk. II - Cpt S. R. Moore

The Sand Man 		Colonial: 	Patriot Mk. II - Cpt. Sands

The Max 		Colonial: 	Patriot Mk. II - Cpt. Maxwell

Intrepid 			Colonial: 	Cobra Class Cruiser

Endeavour 		Colonial: 	Cobra Class Cruiser



Serpents Venom		Gorn: 		Merlin Class Alchemy Ship (modified)





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



Saurian Class Heavy Cruiser		Tech Level:   7	Mass:	202	Crew:	258	Fuel:	260

(Cloaking)			Cargo:  120	Beams:	6	Torps:	4	Engines:  3



T-Rex Class Battleship		Tech Level:   10	  Mass:	525	Crew:	776	Fuel:	650

				Cargo:  120	Beams:	10	Torps:	6	Engines:  4



Merlin Class Alchemy Ship     	Tech Level:  10 (?)    Mass:  1235   Crew:  1470	   Fuel:  2500

(Modified)			Cargo:   650	Beams:	18	Torps:	12	Engines:   12



Super Deep Space Freighter		Tech Level:	9	Mass:	103	Crew:	49	

				Fuel:	900	Cargo:    1600	Engines:    4



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 Light Carrier 		Tech Level:  3	Mass:	85	Crew:	98	Fuel:	260

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



Sagitarius Class Transport		Tech Level:  4	Mass:  101	Crew:  183	Fuel:  320

				Cargo:  300	Beams:	4	Bays:	1	Engines:  2



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

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



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

				Cargo:  280	Beams:	4	Engines:  3



Gemini Class Transport		Tech Level:  6	Mass:	140	Crew:	152	Fuel:	350

				Cargo:  400	Beams:	4	Torps:	1	Engines:  3



Cobol Class Heavy Cruiser		Tech Level:  8	Mass:	212	Crew:	431	Fuel:	410

				Cargo:  140	Beams:	6	Torps:	5	Engines:  3



Scorpius Mk I Carrier		Tech Level:  6	Mass:	315	Crew:	958	Fuel:  250

				Cargo:	  90	Beams:	4	Bays:	2	Engines:  4

Scorpius Mk II Carrier		Tech Level:  8	Mass:	282	Crew:	693	Fuel:  260

				Cargo:  90	Beams:	5	Bays:	5	Engines:  2

Scorpius Mk III Carrier		Tech Level:  8	Mass:	302	Crew:	577	Fuel:  295

				Cargo:  120	Beams:	4	Bays:	7	Engines:  3



Super Deep Space Freighter		Tech Level:  9	Mass:	103	Crew:	49	Fuel:  900

				Cargo:  1600	Engines:  4



Experimental Class Probe		Tech Level:  10	Mass:	63	Crew:	94	Fuel:  160

(Cloaking)			Cargo:  35	Beams:	3	Engines:  4



Virgo Mk I Battlestar		Tech Level:  10	Mass:	1032	Crew:	2116	Fuel:  1250

(Modified)			Cargo:  20	Beams:	10	Engines:  8

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

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





Accessories



VR Electrobins:		Virtual Reality Electronic Binoculars



A standard piece of equipment issued to all Gorn officers (Talon 3 and above). Similar in function to Terran (Solar Federation) binoculars they feature iris-controlled zoom and computer-controlled data capture. VR Electrobins (tm) detect pupilary movement, automatically zooming in on objects at the users whim. The in-built RISC Analogue Neural Net computer displays data direct to the user via the Electrobin view screen, storing up to 250Gb of data (including images) gathered and aiding target identification using its AI Object Optimisation Prioritising System (OOPS). A typical use of this device would be in support of air-strikes used as additional persuasion for stubborn population centres during HISS missions, where observers would identify targets and relay the information up to orbiting Lizard warships! 



Several of these devices were liberated by colonial rebels during the Galaxtian uprising and, after analysis and rebuild, now form part of the standard equipment for officers and observers.



VR Flight Helmet:	Virtual Reality Flight & Control Helmet



An enhancement of the VR Electrobins (tm) these helmets feature additional systems to allow 360 degree vision (with rearward compression) and computer controlled and enhanced targeting & fire control. Due to physiological differences VR Flight technology is not currently in use within CSDF but are still in use on worlds within the Gorn sphere of influence particularly in riot-control situations.



VR-Kill:			VR-Kill Reusable, Self-Targeting Shoulder Launcher



The VR-Kill (tm) system features enhanced VR technology (developed for the VR Electrobins (tm)) which enables the launcher to acquire targets and the missiles to track and kill them. The weapons are very accurate achieving consistent hit rates of 95% in tests and real-world use situations. In use the missile and launcher cooperate (the launcher constantly updating the missile on target status) up to the moment of launch where the launcher drops into a weapon tracking & data gathering mode allowing it to retrieve in-flight and damage data from the missile for use in a second strike if desirable. The weapons major disadvantage is the re-load time which currently stands at around 1 minute and 23 seconds (Terran). Weapon systems of this type being expensive, nanoseconds prior to impact the missile ejects it’s AI/CPU unit for collection by the user ... the manufacturer (VR-Kill Military Systems, Gorn) will reduce the price of a fully armed missile in exchange for one of these units.



NB: Skimmer and gun-platform information remains classified at present as the Gorn military will not release details and several units, captured during the Galaxtian rebellion are currently “subject to close scrutiny” and are likely to remain so for some time.





A Letter From ....

concept by

The Undead HedgeHog



Introduction.



The “Letter From” series is intended to be a forum for VGAP-based abuse pure & simple. Each month there will be a maximum of 11 messages .... one from a character (or range of characters) from each race ... the character remaining the same from month to month and under the direct control of the same individual. 



The Planeteer will accept clever, amusing and, above all, abusive messages from people and choose the best of these (or an amalgamation of the best!) to represent that races’ monthly letter. The letters will be vetted to a degree i.e. there must be no swearing or insulting of any real person/s alive or dead and the insults MUST be directed against VGAP races or a particular VGAP-based role-play character ... the aim being to amuse NOT to actually harm. If the author of a particularly witty piece of repartee chooses to take on that race’s letter from month to month then I will happily give that race’s letter to them to manage but they MUST be willing to accept input from other’s into their role-play character.



If you have any contributions for any of the races (inc. possible character construction for any of the races) then please submit those requests to me ... if I use them in any of the characters I will, barring possible error, acknowledge your contribution.



If you wish to take control of one of the race’s monthly letters I will need to know details of the character you plan to use AND some samples of your ability to write in this vein.





A Recall Notice From HELL

by

The Undead HedgeHog (based on an original concept by Gregg Somers!)



A MESSAGE FROM THE PEACE-LOVING AND HARMONIOUS 

ROBOT JOY-DISPERSAL DIVISION 

[HYPER-DIMENSIONAL STERILISATION SUB-COMMITTEE]



ALTERNATIVE RECALL NOTICE.



DUE TO PROBLEMS WITH BASIC HUMANOID DESIGN IT HAS BECOME NECESSARY TO RECALL ALL HUMAN UNITS ..... JUSTIFICATION FOLLOWS.



INTRODUCTION.



EVER SINCE ITS INTRODUCTION INTO VARIED ENVIRONMENTS THE HUMANOID UNIT HAS DEMONSTRATED SIGNIFICANT FLAWS IN SEVERAL KEY AREAS.



DESIGN CONSIDERATIONS.



THE BASIC HUMANOID UNIT IS OF BIPEDAL DESIGN (CYLINDRICAL CENTRAL SECTION WITH ATTACHED BIFURCATE LIMBS AND SURMOUNTED OLFACTORY/STEREOSCOPIC AUDIO-VISUAL FACILITY .... COINCIDENTALLY THE CENTRE OF THE LIMITED NEURO-INTELLECTUAL & AUTONOMIC FUNCTION) AND WAS INITIALLY DESIGNED AS A SERF RACE TO SERVE & WORSHIP ITS CREATOR/S. THE UNIT IS FRAGILE IN THE EXTREME, IN COLLISION WITH MOST OTHER OBJECTS THE UNIT OFTEN SUFFERS THE GREATER DEGREE OF DAMAGE, AND THE UNIT IS INCAPABLE OF SURVIVING UNPROTECTED EXTREMES OF HEAT & COLD, OCEAN DEPTHS OR THE HARD VACUUM OF SPACE. PHYSIOLOGICALLY THE UNIT CAN BE SEEN TO BE AN ABYSMAL FAILURE, BEING USEFUL FOR LITTLE MORE THAN 50% OF ITS WOEFULLY SHORT LIFESPAN AND DURING THE REMAINDER CONSTITUTING A BURDEN ON FELLOW UNITS. THE UNIT ALSO DEMONSTRATES A NEAR INTOLERABLE LACK OF RESISTANCE, BECOMING CONTAMINATED BY ANY ONE OF A LARGE NUMBER OF DISEASES, INFECTION RESULTING IN, AT BEST, PROBLEMS AND, AT WORST, TOTAL CESSATION OF FUNCTION. FURTHER IT HAS AN UNFORTUNATE TENDENCY TO CROSS-INFECT OTHER UNITS WITH DISEASES IT MAY CARRY. AT A CELLULAR LEVEL ANY ATTEMPT AT A SENSIBLE DESIGN CONCEPT APPEARS TO HAVE BEEN ABANDONED ... THE NUMBER OF STEPS INVOLVED IN ENERGY PRODUCTION AT THE CELLULAR LEVEL IS, TO SAY THE LEAST, RIDICULOUSLY OVER-COMPLEX.



THE INTELLIGENCE POTENTIAL OF THE UNIT IS REPORTED TO BE VARIABLE BUT THE MOST SERIOUS PROBLEMS CAN BE SEEN IN THE UNITS PSYCHOLOGICAL PROFILE WHICH DEMONSTRATES AN APPARENTLY INFINITE CAPACITY FOR HATRED, DECEIT, FALSEHOOD, AVARICE, JEALOUSY, DISOBEDIENCE & VIOLENCE. INITIAL PROBLEMS EXPERIENCED WITH THE PROTOTYPE MODEL/S WERE REPORTED WHEN, FOR NO ACCOUNTABLE REASON, THE FEMALE BREEDER, FOLLOWING A CONVERSATION WITH A LEGLESS REPTILE AND IN DEFIANCE OF CLEARLY STATED RULES, INGESTED FRUIT FROM A TREE SHE UNDERSTOOD TO BE THE FONT OF ALL KNOWLEDGE AND SHORTLY AFTERWARDS CONVINCED THE MALE PROTOTYPE TO DO THE SAME .... AS A RESULT THE AUTHORITIES BANNED THEM FROM THE AREA AND DENIED THEM FURTHER USE OF THE LOCAL AMENITIES. 



SUMMARY.



IT IS RECOMMENDED THAT HUMANOID UNITS BE RECALLED FROM SERVICE AND REPLACED BY A UNIT THAT ADDRESSES MOST, IF NOT ALL THESE ISSUES. THE ONLY ISSUE REMAINING TO BE RESOLVED IS THE CHOSEN METHOD OF REMOVAL ... AND IT WOULD SEEM THAT OUR NEW Mk IV Sadist CLASS GOLEMS WILL BE MORE THAN ADEQUATE TO THE TASK.



HELL-9000 (Speaking for CyberDyne System CPU)







Contact & Miscellaneous Information

compiled by

The Undead HedgeHog





UK Source of VGA Planets



Name:   Paul Walker				Name:  Mark Zywina



Internet/CIX:   					Internet  Address:  			pmwalker@cix.compulink.co.uk			100337.1605@compuserve.com	



BBS:     	01392-439663				BBS:	0181-744-2829

Voice: 	01392-498022				Uk Reg. site with stocks of both 								Dos and Winplan 3.5



Address:   PAW PBM				Address:  99,  Hawswater House

	   12 Binford Close				   Summerwood  Road

	   Whipton					   Isleworth

	   Exeter						   Middlesex

	   EX1 3JZ					   TW7 7QN

	   UK						   UK









Contacts List



VGA Planets & VGAP: Echoes of the Cluster



Handle		Name			Internet Address		Compuserve ID

		Tim Wisseman		Cocomax@aol.com

		Dave Killingsworth	CapStern@aol.com



The Planeteer



Handle			Name		Internet Address		Compuserve ID

The Undead HedgeHog	James Rocks	100434.2012@Compuserve.com	100434,2012

			Marc Schoots	100103.2512@Compuserve.com	100103,2512

Lug			Steve Moore	73024.3042@Compuserve.com	73024,3042

			Roy Greenwell	rlg@vvm.com



Distributors & Contacts



Site					Contact Information.			

					Wyatt Alex Zastrow (wyattz@gears.efn.org)

http://www.bmi.net/cadman/index.html	Jeff Bolden

http://www.oz.net/~gpine/index.html	Gordy Pine (gpine@oz.net)

The Tim Continuum	

alt.games.vga-planets:			Roy Greenwell, Wyatt Alex Zastrow)

MSN

AOL					Brian Shapee (info only)

Modem Games Forum (CI$)		The Undead HedgeHog (101516,3334)

Play by E-Mail Forum (CI$)



Contributors



Handle			Name		Internet Address		Compuserve ID

Max K’os 		Roy Merritt	74001,1475@Compuserve.com	74001,1475

			Roy Greenwell	rlg@vvm.com	

Minuteman		Rick Morrisey	74453.2244@Compuserve.com	74453,2244

Stonig					Stonig@ix.netcom.com

			Matt Clouser 	MattClousr@aol.com

			Tom Zmudzinski	zmudzint@NCR.DISA.MIL

			Edwin Turnage	73364.3441@Compuserve.com	73364,3441

			Gregg Somers	72204.1400@Compuserve.com	72204,1400



Mentioned in Articles (except threads).



Handle			Name		Internet Address		Compuserve ID

			Paul Walker 	pmwalker@cix.compulink.co.uk

			Mark Zywina	100337.1605@compuserve.com	100337,1605

Max K’os 		Roy Merritt	74001,1475@Compuserve.com	74001,1475

			William Pegues 	76702,461@Compuserve.com	76702,461

			Jan Smink	J.smink@ptt-telecom.unisource.nl	100414,1625

			Dan Gedeye	D.Gedye@irl.cri.nz





VGA Planets Order Form 

(for Orders direct from Tim Wisseman & BMT Micro)



Note: 	If paying by credit card we must have the billing address and zip code that the credit card statement is mailed to and we can ship ONLY to that address.



Name:		_____________________		Address:		_________________________

								_________________________

Voice Phone:	_____________________				_________________________

		_____________________														City:		_____________________

Email Address:	_____________________														County:		_____________________



						Postal Code:	_____________________



						Country:		_____________________





Product                  		Price         	Quantity     	Total        _

VGA Planets 3.0             		$15.00		________	$_______

VGA Planets for Windows	$20.00		________	$_______

Star Charts (order only 1)    	$3.00		________	$_______

Star Charts (additional)      	$1.00		________	$_______

Laminated Star Chart		$10.00		________	$_______

Complete Users Manual		$29.00		________	$_______

Source Book			$22.00		________	$_______

Mouse Pad  (New!)		$15.00		________	$_______

Coffee Mug (New!)		$15.00		________	$_______

T-Shirt    (New!)			$20.00		________	$_______

	Circle Size: 		SM 	MED 	LG 	XL 	XXL



Shipping:		All disk orders ship within USA ship free	$_______

			International Disk Orders			$_______	NON-USA

			Add $1 for each T-shirt			$_______ 	WORLD

			Add $1 for each Coffee Mug		$_______ 	WORLD

			Add $1 for each Mouse Pad		$_______ 	WORLD

			SPS Priority				$_______ 	USA  

			TOTAL:					$_______



---------------------------------------------------------------------------------------------------------------------



We accept Visa, MasterCard, Discover, American Express, Optima and Eurocard.  Please enter the EXACT name as it appears on the credit card:



NAME ON CARD:		_____________________



NAME OF ISSUING BANK:	_____________________



CREDIT CARD NUMBER:	_____________________



EXPIRATION DATE:		_____________________







Wanted

Authors

(or commitment to write)

Contributors

Letters

For



�



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????)










