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FOREWORD

Onginally, the “Universal Military Simulator” was just the working title for
a very unusual piece of soffware. That was about 15,000 lines of computer
code ago.

Simply put, the program you jusi purchased will simulate a confict
between any two opposing forces, from history or laniasy, displayed on a
three dimensional battletield that can be viewed (rom any persective, while
you zoom in on the action, command the smallest unit and change any
varabile.

Of course there's more. The Design Map section will help you create three
dimensional maps of anything you wish: battlefields. D & D worlds, castles or
maps for reports. If you're out of ideas UMS will even randomly generaie
maps ior you

The Create Army section will allow you to design armies of any descrip-
tion. The Universal Military Simulator comes with eighieen pre-detined unit
hypes. Irom charicteers (o armored covalry. I that isn't encugh you can creale

The Credale Scencro function will help you pul any two armies logether on
any battletield. Literally, any two amies. [ is possible. lor example. to simulate
a conflict between Alexander and Napoleon with their respective troops on
the flelds of Gettysbung Again, your imagination is the ondy limitation.

UMS also possesses a unique Artificial Intelligence that “perceives” oppos-
ing armies as geomelnc shapes and interconnecting lines of force while
individual tighting units are maneuvered as a cohesive amy striving towards
a comman goal. Furthermone the fourleen actual variables evaluated by
LS to resclve combat muay be viewed by the user after all hostile contacls
thereby eliminting “the fog of war” that other wargarnes hide behind

Owver seven years (n the
making, the Universal Milibary
Simulator is as revolutionary as il
is esvolutionary. URS will ceriainty
be the standard thal all war
games are messured Dy lor
many years o come
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LOADING & RUNNING THE
UNIVERSAL MILITARY SIMULATOR.

The Universal Milifary Sivalator Alari ST version requines: an Atari 520 or
1040 5T or Mega ST, one flopgy disk drive and amonochrome orcolor monitor
or a television set with RF converior. Oplions include: a dot-matrix prinder,
hard disk drive, and extra floppy disk drive. The program will not run proper-
Iy if desk accessonies, such as the control panel. hove been installed. To ensure
that no accessofles are loaded it is advisable fo bool the system with the
Universal Mililary Simulator program in DRIVE A When the GEM deskiop

appears double click the mouse over the UMS.FRS icon

The program will now load and run. Because the Universal Military
Sirnulator is nol copy protected (but it is copyrighted and no uncauthorized
copies may be made for distribution) the disk may be copled to a hard drive.
Remember to copy all files found on the disk as well,



ATARI ST USER INSTRUCTIONS PAGE 9
P

Eun Sinalation

Create Scenarfo

Desiga Rap
: Design Army
o | i it

THE MAIN MENU

The Universal Military Sirmulator consists of four sections that help the user
credate nesw maps, design anmies, credte new batile scenarios and ran Dattle
sirmulations. These sections are accessad {rom the main menu that tirst appears
after running the program. To select a section. position the arrow cursor over
the deslred box and click the left mouse button once

T ferminaie the progrom select @uait. You will be retumed 1o the GEM
desktop. To create new armies, or fo edit an army that has been previously
saved to disk. select Design Army. The Universal Military Simulator contains a
powerful three-dimensional typographical design tool that is accessed by
selecting Design Map. This tunction is nol imited 1o crecting baltlefields, bt
mcy be used o design maps of all kinds including fantasy woerlds from
role-plgying games and computer text adventures. Create Scenario allows
the usar 1o place two armies from any time period logether on a tield ol battle
There are vifually no restrictions and the combinations are nearly inflindte
Selecting Pun Simulation allows the user to paricipate as the Universal
Military Simulator's Artiicial Intelligence routines supervise the conflict. The
user moy play against the program, agains! another human cpponent, or
even influence the computers decisions while viewing the baiflafield in
complete 3-D.
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CHAPTER II
RU'NNING A SMULM'ION

e S

i '_ _Salect Enm- Sinulation Ts H:1.|n ;

'ﬁ_
Arbela 311 B.C. Hastings 1BEb
Alexander the Great Eing Harold of England
Darius of Persia Hillian the Conguersr of
Materlon June 18, 1614 —I Harston Heor 1644
The Emperor Mapoleos Rogalist Army

' The Duke of Mellingten

Gettgsberg July I, 1863

Battle of the Bulge - Decenber 1%4d I
B, 5 Fifth Corps
5 Pa

Lee - The Army of Horthera Wirginia
Heade - The Rray of the Fntﬂit

Eead lun-ril ﬂ'u lht. E 1 Cancel

THE SELECTION SIMULATION MENU

The Universal Military Simulator disk contains five battle simulations.
They are: Arbela, the battle thal decided the conguest of Asia Minor, fought in
331 BC. between Alexander the Great and Darius of Persia; Hastings, the
greal clash of the Medieval Ages between two claimants to the English throne
in 1066; Marston Moot where Cliver Cromwell saved the young Parliament's
Army. Waterloo, the last card played from the Emperor Napoleon's hand
and Gettysburg, where General Robert E. Lee's Confederate Army of North-
am Virginia reached their highwater mark under the surmmer Pennsylvanian
skies of 1863. To select a scenario click the left mouse bullon once over the
desired stmulation.

Other scenarios from Universal Military Simulator Scenario Disks, or user
crealed scendarics, may be read from disk by selecting the Read Scenario
From Disk option. After clicking the left mouse button once over this option a
diclog box will appear requesting that the user specity a disk drive by
clicking the left mouse button once over the appropriate drive box Two
floppy disks and two hard drives are supported. Double click the left mouse
button over the desired tile. Selecting Cancel returns to the last menu.
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THE BATTLEFIELD WINDOW

The Universal Military Simulator takes full advaniage of the GEM capa-
bilitles of the Atarl ST The batilefield window conlains drop-down menus
[discussed in detail in the following pages|. a close box located in the upper
lefthand comer of the window, and dialog boxes that appear throughout the
simulation o receive user input. Al the boliom of the window two sioius lines
are displayed that indicate the currenit three-dimensional perspective, the
current simulation time (in mililary time) and the present ‘'active army’ orside
that is currenily capabie of receiving commands and firing weapons.

Clicking the left mouse button once inside the close box will end the
simuilation affer the program has confirmed the user's inlenfions.

THE SCENARIO PHASES

Tha Run Simulation section is divided inlo two phases: the Issue Com-
mand Phase in which orders are given by the user to all desired units of both
armies and which is terminated by selecting End Command Phase from the
drop-down menu or by pressing the letter @ on the keyboard: and the
Movement,/Battle Phase. At the end of the Command Phase the user is
requested, through a seres of dialog boxes, o seled! the desired compuler
bearttle logic. [For more informetion see the Battle Logic section in this chapter.]
The Movement,Battle phase is divided into eight equal segments. Selecting
Next Segment from the drop-down menus, or pressing the letter N on the
keyboard will advance the scenario time and update the battlefield, After
the Movement,/Batile phase is completed the Command Phase is repeated.
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THE DROP-DOWN
BATTLEFIELD MENU

Located ot the lop of the battlefield GEM

m_ window are six drop-down menus. All
North lunctions of the Universal Milifary Simu-
Northeast lator may be accessed through thesa
menus. Many functions may also be actl-

East vated by a corresponding keystroke.
Southeast The left mos! menu, Filenames, when
Sﬂl'.lﬂ'l selecled, d.i:-:_plcrra the achial ﬂl&r_:c:l:mes
used for storing the maps, scenario and

Southmest armies for the current simulation. This
Hest information is quile helptul when editing
Northwest a scenaro, Three-dimensional viewing
— perspective B conirolled by the drop-

down menus undemecath Normal and
Zoom In. Moving the mouss over any of
the titles above the window will conuse the drop down menu o appear. Clicking
the left mouse button over a highlighted ilem will couse the map o be redrowm
within the battlefield window from the perspective salected. Selecting North,
for example, will create a map drerwn (rom the point of view of someone south
of the battlefield looking North. Selecling a perspective from the Zoom In
rmenu will drow a map with a comesponding close in aerial perspective.
The Extreme Zoom In menu controls highly magnified viewing of a selec-
ted areqs. Selecting the ilermn Extreme
Zoom In under the menu heading will -
:reiate::ﬂﬂ:&h;nglﬂgﬁdpainlb}rmmd Extreme Zoom-In
point box |Color monitors will also shomw o
wioods and unit directions arrows in re- E:t FEME Zﬂﬂﬂ I"
verse.] This flashing square is uncler the ¢ Zoom Left
control of the mouse, Any directional & z H : |'It
change of the mouse will be immediately 0OM Kig
copied by the fiashing grid. Clicking the ¢ Joom tlp
leti mouse bulton will couse the map 8 z n
CIrec beneag:l'& 11;:15 gﬂuii o bﬁr grreclly H oon .umzl'
magnilied cking the righl mouse
bution will cancel this function and restore ; H_tnlatlﬂ oon
the maop. Afler Exireme Zoom In has
been activated the enlarged area meay
be scrolled by either selecting the desired direction irom the drop-down menu
or by pressing the four cursor arrow keys on the right hand side of the
keyboard. Pressing and holding an armmow key will cause the screan o scroll
confinuously in indicated direction until the border of the map is encounlered
[IMPORTANT: 1o avaid confusion only movement amows that begin and end
wilhin the zoomed in area are displayed. | Auatomatic Zoom works like a
toggle switch and may be turned on or off When Automatic Zoom is ena-
bled the compuler will automatically zoom in on any important activity on
the balllefield durng the simulalion. A check mark (lick) indictes that the
tunction is on
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The Battle menu coniains many of the

m ptions functions recuired to fully utilize the Uni-
Fid Cisedo] Phase H‘.T-.r:._' viersal MIHT‘:U“." Sirmulertor. Eﬂlﬁﬂﬂﬂg Issue

Fire Ranged Weapons | F | Commeands to Units either from the drop-
MWext Simulation Phase | W | dewn menu or by pressing the space bar
- ———— on the keyboard will allow the user (o

i Dumaamls ta nits <5HA give specitic commands to each unit on
Switch Control of Sides the batiletield. This funclion is discussed

Switch Sides is used in conjunction with
Issue Commands to select which anmy is
currenthy active or capable of recebving
cornmands, This ‘active’ side is shown in
the: display ot the bottom of the battletield
window. Switch Sides is alsc used in con-
junction with Fire Remged Weapons to select firing targets. Again, the ‘active”
or firing, armmy is displayed at the bottom of the window. Seleciing End
Command Phase, either from the menu or by pressing Q on the keyboard
signals the program that the user has moved all desired unils. See the Battle
Logic section in this chapter for complete Information. The Fire Ranged
Weapons funclion (which becomes operalional after selecting the End
Command Phase ) allows the user o lire unils with long range capabilities.
This & discussed laler in this chapter
under Combat, The Save Simulation
tunction is activated trom either the drog-
down menu or by pressing the letter §
from the keyboard. After entering the IIJ

Save iiﬂulit ion

|
Display ﬂrd:r uf lntle | in complete detail in the following pages.
4
| Print Hap of Battle |

- 1N

desired filenome, select the drive for stor- Select printer type faor
age by clicking the left mouse button for hardcopy of

over the appropricte letter box. To restone |: battlefield.

q saved smulation use the Read From | [T [Egsan ] [Cancel]
ulotion files end with the SIM extension. :

A hard copy print out of the battle-
field window may be oblained by select-
ing Print Map from the drop-down menu
or by pressing P on the keyboard. The
Universal Military Simulator supporis both the Atari 1280 line tormat or Epson
%460 dots per inch formal. Select the desired lormat by clicking the left mouse
button owver the appropriate box. The user may also add one line of text of the
top of the printout,

After hard copy prinfout has been 'formatted’ using this tunction, addi-
tional screen prints may be made at any time throughout the program by
pressing the ALT and HELP keys sirmultaneously. The Order of Battle com-
mand will display all units currently within an army. lf the display continues
for more than one screen, pressing the left mouse button will show the neot
page of units; pressing the right mouse button will concel the display and
return the user to the simulation.

For a graphic display of this tunclion see page 17
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Computer Logic
|~.~’ Battle Harkers

v Hovement Arroms

v Show White Flags
+ Show Black Flags
Fast Display Hode

ATARI 5T USER INSTRUCTIONS

The Display Options Menu allows the
usar o control the features that are
displayed on the batflefield map. The
options are foggle switches' and mery
be turned either on or off. A check mark
indicates that the oplion is active, The
opfions are: Battle Markers, which indi-
cate points where hostile contad between
units has occured, Movement Armows,
which indicate the fuhire mowvement of
all units, Towns & Londmarks that roork
points of inferest on the baitletield, White
Flags and Black Flags which will hide
{rom viesw one or both armies, and Fast
Display Mode. When Fast Display Mode

has been toggled on. the Universal Military Simulator will onty briefly display
contact batwean hostile units and compuler-controllad long ronge tire, This
considerably speeds up the viewing time of a simulation, For mone informnation
sae the section on Combat later in this chapler

DEMONSTRATION MODE

selecting Demonstration Modea instrucis the Universal Military Sirmuloator
o lake over all amy command functions and viewing perspectives. To
activale Demonstration Mode press the CONTROL key and the letter D on
the keyboard simultansously. A warning box will appear to contirm this

choice.

Demonstration Mode can be activated at any time during any sirnuia-
tion, including user-designed simulations. The five simulations that come with
the Universal Milltary Simulaior, however, will automatically receive spacial
instructions to recreate the actual battles. These battles will tollow the guide-

lines as described in Appendix A
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Lst Corps Artillery
Strength 1
Type____Field Artillery
Morale . _Untried

BN T T T

' HWowes Eemainleg.—____5
Soeed e 16,5 Hgh

o« Status.. . _Maneuver ing

SICE

| Attack || Defend | | Raneuver | [Reserve || Next Unit](Last Unit ||I:.me ||llt_||:&

fm YRR poprs  Viow! Erprome Jpom Morth  Sctiver Meade edire)

ISSUE COMMANDS

All units participating in a scenaric may be given specific commands
that control the unit's movernent and siatus. The Issue Commanads tunction is
activated either from the dop-down menu or by pressing the keyboard
space bar. After selecting this option the Command Box appears and the
active unit's vital information is displayed along the left hand side of the
battletield window. A copy of the unit's flag is also displayed surrounded by
the elght cormposs directions. If Automatic Zoom has previously been selected
the area immediately around the active unit will be enlarged. To move aunit
either click the left mouse bution over the desired compass direction box or
position the mouse cross-hairs over the intersection point on the map. Units
move from adjocent point to another. To scroll the map [when in Extreme
Zoom] click the left mouse bution over the appropricle arrow key in the lower
right hand comer of the battlefield window. Next Unit and Last Undt will
de-activale the current unit and activate another unit for commeands. Pressing
the right mouse button will also advance to the nexd unil. Guit enases the
Command Box. If Automatic Zoom has previously been selecled the map
will be redrawn to that last full perspective selected,

A unit may also be ordered o assume one of the ollowing statuses:
Maneuver [which allows for moximum movement but leaves the unit valner-
able in attack and deferse] Attack [which reduces a unil's mobdlity but
greatly increases its value in battle], Defend [which halts all further move-
ment by the unit but increases the unit's ability to withstand attockl and
Resarve |the unit may not move, and is vulnenable o attack: however the unit’s
morale factor will be increased after one tull eight segment movement
phase].
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Allow computer to decide stratepgy
B Ty 4
Force computer to attack Force computer ta defend
.
Left Flank atti:h‘l[lhht flank attack Camcel
Attack [n center ]Eﬂwhl: enveloprent Continue

Frmp -8F Mporg Vipw: Eriroee Joow Morth Aciive! Mease oediied X

BATTLE LOGIC

To access the Universal Military Simulaior's Battle Logic, select End Com-
mand Phase atter all desired units and commands hove bean made. The
Universal Mililary Simulator may be instrucied o assume command of elther
one of both armies or run in a 'supervisory’ mode and simply referee the
simulation and decide the cutcome of contact between hostile units. The first
diaglog box that appears aftér selecting End Command Phase requests that
the user assign commanders tor both the black and white armies. If both
armiies are placed under Human Commemd the Universal Military Sicnulordor
will ot recueest any urther Indormaoticn and will octivate the Movement Phose.
Selecting either Next Sagment from the drop-down menu or pressing the
lefter M on the kevboard will “step’ the units on the battletield o their ordered
positions and Increase the time appropriataly.

[f, however, either amy 5 placed T
under Computer Control the Universal ——
Military Simulatorwill display aseriescf | [ :
dialog boxes requesting specific instruc- | | | Mhite Rray:
tions, or limitations, for the command of | | l Heade
those forces, The Battle Logle dialog | | &
D b iocrg Ay || 17— e bt Eastrl
Computer to Decide Strategy [the com- |+
puter will make the decision lo attack or | Neder_bonputer Contral .
defend after analyzing over 10 factors | ===y =TT
perunit in both armies], ForeeComputer || — ]
o Attack [the computer will decide || Cancel
and execute the aftack with the greatest
probability of succes], Force Computer
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to Detend [the computer will not attack but will assurme the defensive, and, if
possible, move units to a more secure position] Left Flank, Right Flank,
Aftack in Center and Double Envelopment require the Universal Military
Simulator to execute the desired atfack plan. Left Flonk and Right Flank
attacks may also be supparted by the oppaosite hall of the army. Dialog boxes
are displonyed o receive user inpul.

Click the lafi mouse bution over Continue, or press RETURN on fhe key-
board, fo continue. Cancel de-activates the Batile Logic and allows the user
to give orders to units. IMPORTANT: The Universal Military Simulator's Battle
Logic will not mowve unils that have already received commands from the
usar. This allows for the movement of some specific units while the rest will
receive computer orders.
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Filenanes Hormal

foon In Extreme Zeom-In Battle

Piew battle squatlon

2o d Elevatisa ____ YSBH.0

1580.4
Morale. . T5840.8
Status o dE55.0

1 Efflclency 48550
Tl T —

A Tetal e ___176.0

Elevatloa . ___LT78.8
Beaponry . 17T78.0
Morale  _____371.5
3 7] {17 — P |
Efficienti ... 7381
Bcouracy 3113

Sy L nw=

Tetal 1631

: S o e

-4 White Uait Elack Unit |
Barlow (XI Corps) Boles (IT Corps)

| §tr Strengthe—. ... L1778

I

Cont Lase

ST e T

e L0 Smirs  Flow! Srtrome fooe Mortd Acffees Loe G0ach)

COMBAT

Combat occurs during the Movement Phase when unils from opposing
armies move onto adigcent polnts. Some units have long rangs weapons
[antillery, amor and archem, for example] and can enter into combat o
greater distances. See the Fire Ranged Weaporns section in this chapter for
deldils, When combat oocurs the bwo opposing units flash. [ Automatic Zoom
has previously bean salactad the area immediately surrounding the cornbert
will be greatly enlarged. I Fast Display Mode had previously been selected
the units will flash twenty times and the resulls of combal calculated. No
combart results will be displayed, however, and the Unbversal Military Simulator
will continue moving units and updating the batflefisld map as previous.

[ Fast Display Mode had nol been
previously sslected the hwo hostile units
will confinue to flash until the right mouse:
button is pressed. The vilal stotistics of

Black Uait
Doles CIT Corps)

each unit and the combat results are
now displayed on the screen [ picture at
lop ol page] Clicking the laft mouse but-
lon in See Equation box will display the
values and equation used by the Univer-
sal Mililary Simulator o determmine this
particular combat result [see picture at
right]. Starting with the original unit
strength. eight different moditiers are

evaluated. NOTE: A retreat path is cal-
culated for the losing unit, and displayed.

Strength_______1770

Elevation ______1778.8
Reapoary. ... 1770.8
[T 1.5
Status . ____TI0.1
Efficiency-—_—.738,1
Recaracy 12,71

Total o ___162.2
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FIRE RANGED WEAPONS

The Fire Ranged Weapons rouline is activated from either the drop-
dorwm menu or by pressing F on the keyboard. 1t is only acthve during the
Movement,/Batile Phase. If both ammies are under Computer Control the
Universal Military Simulator will make all Ranged Weapon firing decisions.
The army capable of receiving firing instructions is indicated in the displery ot
the bottom of the battletield window. The active army may be changed by
salecting Switch Sides from the drop-down menu. I Automatic Zoom has
previously been salectad, the aneq directly surmrounding the active unit will be
greatly magnified IMPORTANT: do not use the Automatic Zoom function
when issuing firing orders to units with a tiring range of greater than Hve: it
may be impassible to select the desired largets.

The Fire Ranged Weapons box is now disployed. Clicking the left mouse
button cver the Next Unit or Last Unit will de-activate the current unit and
aclivate the nexd appropriate unit in the army, Only units capable of ronged
weapon fire will be activated. To select a tanget, locate the mouse cross-heirs
over the grid-point where the enemy unit is located and press the left mouse
button. An armow is drown and the resulls are displayed at the boltom of the
screen. This function may be repeated until all units under Human Control
howre fired. A unit may fire only once per movement segment, or a otal of
aighi times per Movement,/Battle Phase.
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fmalysis of battle ta date s}

[ Time elapsed since last anaylsis B8 minutes
i Time elapsed since start of battle B8 minwtes

i Time left in simulatlen 580 mlautes

i ] | Contacts between hostile forces: 12 0y

i <4 | Hhite army casualties 4315 P

i 7 Caswalties as percent of total 4, 18% R

L e | Dlack army casualitles 11439 RN

[. R Casualties as perceat af total 1371 : *—*—‘—‘
L Continue SR I.

| SB0F powrs Weew: Morth Rerive: [ee (Mlack)

ANALILYSIS OF BATTLE TO DATE

& FINAL BATTLE ANALYSIS

Al the end of the Movement,Battle Phase the Analysis of Battle to Date
screen is displayed showing an updated casualty and battle report. After
clicking the left mouse bution in the Continue box a message is displayed
indicating that the Command Phase is again active. When the simulation
has reached the previcusly designated end time, or when all units from elther
army have been eliminated, the Final Batile Analysis screen is displayed. A
hard copy of all units, fram both armies and the last unit strengths may be
printed if desired. The user may retum to the Baltlefield Window or to the
Main Menu by clicking fhe left mouse button over the desired box
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CHAPTER Il
CREATING NEW ARMIES

THE UNIT SELECTION MENU

The Unit Selection Menu is displayed after selecting the Design Army
option from the Main Menu and either selecting an old army o edit or
entering a new army name and pressing RETURN. Clicking the left mouse
bution over Cancel will return the user to the Main Menu. This section of the
Universal Mililary Sirnulator allows the user (o create new armies lor usa In
simulations, or o modity exsting armies. Selecting @it from the Unit Selec-
tion Menu will return the user o the Main Menu. A previously created ammy
may be loaded and edited by clicking the left mouse button over the Load
box. The user is requested o select a drive. The Universal Military Simulator
supports two floppy disk drives and two hard drives. Double click the left
mouse bulton over the desired filename. Selecting Cancel will return the user
to the Unit Selection Menu. To save an army to disk click the left mousa button
ovar the Sawe box. Enter the filename and click the left mouse button over the
desired drve. All Universal Military Simulator filenames end with the ARM file
externsion. Selecting Cancel will return the user 1o the Unit Selection Menu
withoul saving the arrmy file to disk. To enter a new unil to an army click the lett
mouse button over the desired flag.
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Bnit Stresgthi -

Flag Hame oo

Moves Per Turni. Onit Speed; ___

Bnit Efficiency: [ Poor | [EEESEPEN | Crack | [ Elite |

Cancal r Continme

ENTERING A UNIT'S VITAL STATISTICS

The Universal Military Simulator stores a great deal of data on each unil
used in a simulation. Some ilems [morale, status, location, marching orders|
are acquired during a simulation. or at the lime the scenario is created [see
the chapter on Creaiing a Scenario for details] The rest 1sentered at the lime
that the unit is created,

Enter all items requested al this time. To change a unil's efficlency click
the lett mouse bution over the box containing the desired rating. Click the lell
mouse bullon over Cancel 1o return 1o the Unit Selection Menu without
scving the unit. To advance 1o the next line press either TAB or peosition the
mouse cursor over the desired line and click the left mouse button once. Afler
all data has been entered, click the left mouss button over Continue. i the
user has neglected to enter all necessary data the Universal Military Simula-
tor will display o gentle error message and return to this screen. The entire
army’s Order of Battle is now displayed. If there are more units within the
army thancan be displayed on one screen, pressing the left mouse button wiill
continue to the next screen. Pressing the right mouse bution will cancel the
display and return o the Unit Selection Menu.
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Ist Corps Artillery
| Strength____________558
Type____Field Artillery
Efficiency. ... AWErigE

|

It Divisien Artillery
Strength e JHE
Tupe.__Fleld Artillery
Efficiency. ... Average

Anderson (I Corps)
Streagth. e 1780

Type.....Heavy Infantry
Efficiency.__Average

| Hoves Per Tueno———_...5 | [ Boves Per Turno.._..5 | | Hoves Per Tern_______d
Speed oo 16.5 Mph || Speed .. 16.5 Hgh || Speed__________12.5 Hgh
' ' oo
¥ | * |_®
| Beanings (I Corps) Law (I Carps) { Rabertsen (I Carps)

| Streng
| Type___Beawy Infastry
| Efflclency —__fverage
| Maves Per Turn 4
i Speed 12,5 Mph

Strengthe e 1708
Tupe.Heavy Infantriy

Efficiency—___fiverage
Haves Per Tur

Speed_________17.5 Hph

{ Streagth. . __T168
|I'm.,_._leng Infamtry
| Efficiency __Average
Hoves Per Turie 4
Speed. 11,5 Mph

ORDER OF BATTLE

An armny’s Order of Battle is a graphic depiction of each unit within that
army and the accompanying vital statistics. The Order of Battle tunction may
e activated Irom the drop-down menu in e Battlefield Window, [rom the
Unit Selection Menu or aulomatically after a unit has been created. Pressing
ihe left mouse button will continue the display; pressing the right mouse
bution will cancel the display and retumn to the previous activity, The Order of
Battle is continuously updated during a simulation and reflects the current

unif strengths
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Davis (III Corps)

Strength 1158
Type_—__Heavy Infantry
Efficiency.——___Average
Hoves Per Turfe——————-4
Speed_——_______12.5 Hph

Last Unit Edit This Unit Hext Unit

Delete This Unit Cancel

EDITING A UNIT

Selecting Edit Unit from the Unit Selection Menu allows the user to
change the vilal statistics of a previously crealed unil. Clicking the laft mouse
button over the Next Unit or Last Unit boxes will de-activale the current unit
and replace it with the requested unit. Selecting Cancel will return to the
Select Unit Menu. A unil may be removed from the armny’s Order of Battle by
clicking the left mouse button in the Delete Unit box. The Universal Military
Simulator will request confirnation before removing the unit. Unless the
deleted unit had been previously stored to disk it will now be irretrievably lost.
Click the left mouse button over Edit Unit io change any of the vital statistics.
The window will now display all current statistics of the unit and they may be
edited using the method described on page 22, Selecting Cancel will return
the user to the previous menu without sloring any ediled slatistics. Salect
Continue to keep the data for the edited unit.
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Enter wildcard specifications

Unit type | e
Unit value ___ @
|.: Cancel Continue
1
|

CREATING A WILDCARD UNIT

Anarmy rmay contain up 1o six ‘wildeard” or user-detined units in addition
fo the elghlean pre-defined units. A wildcard undt meoy be any lype that the
user needs or oan invenl. A wildoard unit may Be defined, 1o example, as o
squadron of B-52 bombers. a wizard, or an air cavalry company. The only
limifotions o a wildcard unit is the user's imaginaticn

A wildcard is selected from the Unit Selection Menu in the nomnal
manner by clicking the lefl mouse bulton over the desired unit. Enter the Undit
Type data from the keyboard. To enter the Unit Value data either press TAB or
click the lefl mouse bulton over the field. The Unit Value is a noting of the
firepower of this unit iype. Some of the delonlt unit values ane:

Unit Type Unit Value
Light Infantry J0
Heavy Infantry 1.0
Archers 2.75
Knights 4.5
Armor 155

Once awilldcard's values have been defined, all subsequent units of this
type will autormnoatically acquire therm. It is only necessary to define a wildoard's
values onee

Each ammy may have six diflereni wildcards: consequently g scenario
may conlain 12 wildeards (six wildcards each from two armies). An armmy
mory be created entirely trorm wildcards.
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CHAPTER IV
CREATING NEW MAPS
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\Map Perspective; Jooking Morth

THE DESIGN MAP WINDOW

The Universal Military Simulator contains a powertul three-dimensional
mapping ufility thal is accessed from the Main Menu by clicking the lett
rmouse button over the Design Map box, The user moy credate virually any
map from history, fiction, adventure or fantasy. These maps may be used asa
battlefield within the Universal Military Simulator or printed out using the
Print Map function and kept as guides for lantasy and role-playing adventures.

The tilename of the map currently being designed is displayed near the
top of the window. Clicking the left mouse button in the upper left hand corner
Close Box will end the map designing function. The current three-dimensional
perspective is displayed at the bottamn of the window, A series of drop-down
menus are at the top of the window and are activated by moving the mouse
cursor over the litles and clicking the laft mouse button over the desired item.
Many of the drop-down menu flunctions mery also be activated by an appro-
pricle keypress.
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THE DESIGN MAP
DROP-DOWN MENUS

Clicking the left mouse bullon over the
New Map itern will erase the current
map. The lilename displayed at the top
of the window will be the default NEW.
MAP All Universal Military Simulator
Extras map files end with extension MAP Sodeen
s ve Ha I q ditferent perspectives may be selected
a p with the options undemeath the Normal
Load Map K and Zoom In titles. Selecting Northeast,
for example, will conse the map to be
redroowm from the viewer parspactive of
someons southwest of the map looking
northeast. Selecting Extreme Zoom will
cause a flashing 10 grid point by 10 grid
point box that is controlled by the move-
ment of the mouse. Pressing the left mouse button will cousa the highlighted
area to be greaily magnified. Pressing the right mouse butlon will cancel the
Extrerne Zoom function. Selecting Print or pressing the letter P on the key-
board allows the user to oblain a hard copy printout of the current map and
perspective. The Universal Simulator supports both the Atari 1280 D.PL printer
and the Epson standard of 960 DPI, Sslect the desired format by clicking the
left mouse button over the appropriate box, The user may also add one line ol
eyt o the top of the printout, After hard
copy printout has been formatted’ using
this function, additional screan printsmay
be made ot any time throughout the pro-
gram by pressing the ALT and HELP keys
simulianeously. A previously credated
micrp theat has been siored 1o disk may be
edited by using the Load Map lunction
selecled (rom elther the drop-down
menu or by pressing the letter L on the
keyboard. A map may be siored on disk
by selecting Save Map from the menu or
pressing S on the keyboard. Both tunc-
tions support two floppy disk drives and
two herrd drives. Selecting Comcel duning
either function will return the user to the Map Design Window.

| Print Map | P
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THE TOPOGRAPHICAL MENU

The topographical menu is displayed after a map grid point has bean
salected. The aclive map grid point is highlighted by a three-dimensional
cube. A large section of the map-can be activated by clicking and dragging
the mouse frorn one grid point to another.

All topographical features can be Placed or Cleared. Click the left
mouse bution over the desired window. All highlighted grid points will receive
the selected landscape leature.

When entering a landmark. click the lsft mouse button over the text line of
the desired landmark type, enter text and press Retumn when done.
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Konds

Bepressiosns

Hills

THE RANDOM MAP FUNCTION

Random Maps can be generated by selecting this function trom the
drop-down menu. Hills, Ridges, Depressions and Forests can all be computer
generated. For eqch item elther enter a minimum and meaximurn nurmber or
salect Random for a completaly random number of lfeatures. Clumping
controls the way that the leatures appear on the map. A very low nurmber will
creqte a scattered pattern, higher numbers create a more ordered land-
scape. The deloult value {5 three. Calculating time is proportional o the
complexity of the map

If Overlay is off [detault] the old map is erased belore a new one is
generated. When Overplay is on [highlighted] the cld map is not destroyed,
but overloayed wilh a new random map
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SELECTING TOWNS & LANDMARKS

The Laondmoarks Citles and Towns menu is reached from the Topo-
graphical Menu. To select the desired landmark type, click the left mouse
button to the left of the desired landmark inside the edifable lexd field. Use the
keyboard to enfer any seven letler name and press Retum when done.
Landmarks have no imporiance other than a historical one during a battle
simulation. A map may contain thirty ditferent landmarks.



ATARE ST USER INSTRUCTIONS PAGE 31
o e e e el reiean )

CHAPTER V
CREATING & EDITING SCENARIOS

Edit File Mormal ZToom In In  Files Posltion Ualts

¥ 1
Uit bas been positionsd:

_ii
ist Cerps Artillery
Strengt 558

Artillery

Tr_riell

Efficiency ____ Bverage
Mowes Per Turn 5
Speed 16,5 Fph

Fime 388 bowrs Flow: Morth fetifve: Lee ilack!

THE EDIT SCENARIO WINDOW

Scendrios are credaied, or edited, by assigning fhe unit disploayed in the
upper laft hond box to g map grid poind location. This location is selected by
clicking the left mouse bution ower a map garid point. A message above the
box indicates whetherthis unit currenily has o location on the map. The unit in
ihe box may be changed by either pressing the right mouse button, selecling
Next T.I]ﬁlt or Last Undt from the drop-down menu or by pressing the keyboard
letters W or L.

Perspective may be changed ssledling the desired view from either he
Normal or Zoom In menus. Selecting Extreme Zoom In will caouse a flashing
10x 10grid on the map that is controlled by the mouse. Pressing the left mouse
bution will greatly enlarge the arsa undermeath the flashing box: pressing
the right mouse button will cancel this function.

Saled Save Simulation or press the lefter 5 on the keyboard 1o save a
simulation o disk. Enter the filename [the SIM extension will be added for
you | and click the left mouse bulton over the desired disk drive. Selecling
Cancel will end this function withoul saving 1o disk. The Simulation Time and
the Long Ranged Weapon data may be ediled by selecting Edit Time/
Ranges from the drop-down manu.

Click the lelt mouse button in the Close Box in the upper left hand comer
o end this unction.
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Edit File Wormal loon In Extreme Zuon-In Filea PFazition Umita
iF"'-‘_.; =ﬂ LN EE_:E Gettyshurg July 3, 1863

Scendrle In_hrnﬂl-ﬂ Box

Title to appear at tep of window: Bettysburg July I, 1863 |

The scenario begins at 906 hours,

The scenario ends at 1888 heurs,

Esch movesent phase is divided iato eight segments of 10 miautes mach.

Cancel Contlaue

EDITING SCENARIO INFORMATION

The starting time of the simulation. end time, the length of segments, and
the message thal appears al the top of the Batilafield Window are entered by
clicking the left mouse button over the appropriate text ield and entering the
deta from the keyboard. Pressing ESC clears the line; TAB advances to the
next line, If an old simulation is being edited, the current information is
displayed in the text fisld. Click the laff mouse button over Continue when
done.

A gentle reminderwill be displayed if the fields are incorrectly entered or
left blank and the user will b2 returned 1o this menu to comect the data.
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Edit File

Bormal

L ~ bettysherg 1863
|
mir - _
[ T Enter range of mnits j
= Archer 8 I
: Catapult 0 _l
[ Field mrtillery i
f Horse Artillerg i T
Armor L
| Hhite army: Black &rmy: -
| Hildcard L__(Uadefined) . Hildeard 1. (Undefined) B |
i I—u Wildcard I__(lUadefised) B Hildcard I..(Undefined) . =
| Hildcard I__(lUadeflaed) 0.  Mildcard I__(Undefined) B —
L Wildcard d__(lUndefimed) 0.  Wildcard 4__(Undefised) 6
Hildcard 5..{Undefimedd 8.  Mildcard S__(Undefined) B. —
| Wildcard 6. (Undefised) [/ Hildcard G__(lndeflned) B
: [— [ Cantinge | -

EDITING RANGED WEAPON DATA

Some units may possess long range weapons capakility [they are able to
fire at units thel are not on adjocent grid points. ] These units are Archers,
Catapults. Field Artillery, Horse Artillery, Armor, or Wildcard Unils. To enler a
range click the left mouse bulion over the desired text field, press backspace
if necessary, and enfer the data. I g wildeard unit had been previously
defined, ils type will also be displayed. The madmum stfective range is 50

d points.
L ‘uﬁen detining the range of various weapons be certain 1o calculate the
scale of the map used. Because the map scale is also user detined no detoult
values are given.

Air poweear may be simulated by detining o wildcard as "B-52 5gdrm”, for
example, locating it af the edge of the map and delining the unit's range as
51. Now cir strikes may be called during sirmulation.

This tunctien may also be used fo create "zones of control’ lor wizards or

mages in fantasy and role-playing simulations.
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APPENDIX A

Recreating History With The
Universal Military Simulator
Arbela

To accurately recreate the battle of Arbeia, place the White Army [Dartus]
under Computer Conirol and select Force Computer To Defend. Flace the
Black Army [Alexander] under Computer Control and select Bght Flonk
Attack with the Support with Left Flank option. This is necessary becouse
Alexander’s forces are outnumbered by almaost a hwo to one margin and The
Universal Military Simulater's Batlle Logic will not attack af such odds. Afler
about two hours of simulation fime have elapsed switch the White Ammy to
Allow Computer to Decide Strategy. A general melee will ensue now (both
sides completely controlled by the Universal Mililary Simulator) that quite
accurately reflects that fateful day in 331 B.C. Best viewing perspectives: For
the first hour or two of simulation lime select Northwest Zoom In or Northeast
Zoom In and turn off the Automatic Zoom function. It is also advisable to put
fhe Universal Military Simulator in Fast Mode, Within the first three hours of
combat over 125 individual battles will erupl and watching them all in
detail can become a bit tiring.

Hastings

Flace both amies under complete computer control by selecting Allow
Computer to Decide Strategy and slep back to 1064, The best viewing
perspective for the first two or three simulation hours is Northeast Zoom In.
Remermber it is quite possible for the Normans ( Black Army) to utterly destroy
the defending Scxons on the hill and only achieve a marginal victory [the
type of victory is decided on a compariscn of the percentage of casualties for
both amies —if the Normans sufier many casudalties they could win the battle
and still lose the war]. The armies have been aocuraiely recreated. To even
up the play-balance [af the expense of historical accuracy ] use the EAit Army
tunction fo give the Soxons anothar two thousand peasants. Then place them
in position using the Edit Scenario function.

Marston Moor

Fut the White Army ( Royalist) under Computer Control and select Force
Computer to Defend while the Black Armmy (Parliament) is ordered o axe-
cute a Double Envelopment. All of the Zoom In perspectives offer an excel-
lenl aerial view of the balflefield. To see the Universal Military Simulalor's
Battle Logic in action, place both armies in Allow Computer to Decide
Strategy mode and watch how the Black Ammy threads its way through the
intervening diich o attack the Royalist forces.
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Waterloo

The Universal Military Sirmulator is not aweare of the Emperor Napoleon's
precarious political posiion and consequently must be Instrocted o attack
the seamingly impregnable positions of the Anglo-Allies by placing the Black
Armny (French) under Computer Conirol and selecting Force Computer to
Attack. Lecave the Automatic Zoom on and let the Universal Military Simula-
lor highlight the action as it develops. To create a more equal play balance —
and to increase Napoleon's chances of winning at Waterloo—use the Edit
Army function to add the French Corps described In Appendix B

Gettysburg

As ot Waterloo, the political consequences of victory for the smaller arny
greally outweighed sound strategic thinking. Robert E. Lee and the Condeder-
ate Army must win at Geltysbung even though they are outnumbered by the
Union Army. To recreate Geltysburg, place the Union (White Armmy) under
Computer Control and select Force Computer to Defend. The conlederates
should be assigned to Force Computer to Attack There are a number of
exciting perspectives of the Gettysbung battlefield including Zoom In North,
Zoom In South and Zoom In Northeast. To increase the Confederate odds of
victory add J.E.B. Stuarts covalry corps as shown in Appendix B,
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APPENDIX B
Modified Order of Battles
Waterloo

The French Imperial Armee du Mord was af o grave disadvanicgs in
nurmbers al Waterloo. Certainly the presence of the Marshal Grouchy and the
33,000 men of the [II Corps on the tield would have evenad the odds. If you
wish 1o add these froops 1o the Waterloo Scenario select Edit Army from the
boin Menu and select Edit Old Army, When prompled select the file
NAPOLEO.ARM and enter the following units in the normal manner,

Save this file to another disk (there just isn'l any more room on the TUMS
disk). Exit this tunclion and select Create Scenario from the Main Menu and
use Edit Old Scenario to load WATERLOSIM. Flace the [II corps in the
southeastern section of the map and save the simulation to disk with o nesr
filename, like WATER2.5IM. Again. you'll need tosave on a disk olher than the
UMS disk. Now you have two versions of the Walerloo simulation. The new one
can be played by selecting Read Simulation From Disk from the Scenario

selection Menu.
IIT Co D' Armee—
Lt-General Count Vandamme

8th Division

Ll -General Baron Lefol

Strength: 4.700

Efficiency: Average

Speed: 12.5 Mph

Monwes: 4

Type: Heavy Infantry  Flagname: VIII INF

10th Division

L.-General Baron Huber

Strength: 4,350

Efficiency: Average

Spead: 125 Mph

Morres: 4

Type: Heavy Intantry  Flagname: X [NF
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11th Division

Lt -General Berhezens

Strength: 4,.3000

Efficiency: Average

Speed: 12.5 Mph

Moves: 4

Trpe: Heavy Infantry  Flagnarme: X1 INF

Third Corps Artillery

Type: Field Arillery Flagname: 3 CORP
orps d' Armee—Lt-General Count Gerard

Twelith Division

Li -izenend] Boron Pechelrx

Strength: 3,750

Efficiency: Average

Spead: 12.5 Mph

Mowves: 4

Type: Heavy Infantry  Flagname: XIT INF

13th Division
XN AMF Lt -General Vichery
Strength: 3,750
Z Efficiancy; Average
Speed. 125 Mph
Moves: 4
Type: Heavy Infantry  Flagname: XIII INF

3 CORP Sirength: 234
Efficiency: Crack
n Speed: 18.5 Mph
Moves: 5
C

I\

l4th Division

Lt <zeneral Hulot

Strength: 3.250

Efficlency: Average

Speed: 12.5 Mph

Mowves 4

Type: Heawy Infaniry Flagnamme: X1V [INF

4 Corps Artillery
i CORF Strength: 1.538
Efficiency: Average
El Speed: 185 Mph
Movres: 5
Type: Fleld Artillery Flagname: 4 CORP
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JERB. Stuar's cavalry, “the eyes” of the Confederate Armmy of MNorthem
Vinginia were not on the baltlefield at Gettysburg when Robert E. Lee most
needed them. [nstecd, virtually every Confederate covalryman was engaged
in a poinfless skirmish some five miles east of fown, To simulate the addition of
Stourt's covalry 1o the Conlederate ammy al Saettysburg add the ollowdng wndts
using the some method as described earlier under Waterloo. The conleder-
ate army filename is LEE.ARM and the Gettysbung simulation filename
is GETTYSBU.SIM.

First Brigade
LEE General Filz Lee
Srength: LOS0

Vi 5
howves: &

Type: Heavy Cavalry  Flagname: LEE

Second Brigade
HWMPTH General Wade Hampton
Strength: 975
n Efficiency: Crack
Speed: 24.5 Mph
Moves: &
Type: Heavwy Cavalry  Flagname: HMPTH

Third Brigade

Seneral W H. F Les

Strength: 1,100

Efficiency: Crack

Speed: 24.5 Mph

Moves: &

Type: Heavy Cavalry  Flagname: WHF LEE

Fourth Brigade
mﬂ eneral Filz Jenkins
Strengh: 1,125
u Etticiency: Crack
Speed: 245 Mph

Moves: &
Type: Heavy Cavalry  Flagname: JENKIN
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APPENDIX B CONTINUED
Fifth Brigade
m General Jones
Strength: 1,150
ﬂ Efticiency: Crack
Speed: 24.5 Mph
Moves: &
Type: Heawy Covalry  Flagnome: JOMWES
Sixth Brigade
Col. Imboden
Srength: 750
n Efficiency: Crack
Spead: 24.5 Mph
Moves: &

Type: Heavy Cavalry  Flagname: IMBODN
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QUESTIONS & ANSWERS
Or, "I didn't know the

Universal Military Simulator could do that”

& I've spand the last fifteen years researching the battle of Gettysburg
and I'm convinced that Little Round Top should be moved 150 yards
to the east. Can | change this on the UMS map?

A: Sure. You can change the topography of any of the maps provided with
UMS. Here's how 1o do ik Firsl. make a copy of the file you want to change
in case your experiment doesn’t work oul like you planned. All UMS map
files end with the extension MAP, The Geltysburg map, for exampie, is stored
as a file named: GETTYSBUMAP [You can find the MAP filename for any
simulation by selecting the Filenames options from the drop-down menu in
the Battlefield Window), From the GEM deskiop you can make a copy of
this file on another disk: or if you prefer, you can make o copy using the
Creale Map section of the UMS: simply call the map up using Load Map
and then save it with a diferent nome on another disk using Save Map.
Mow that yvou've got a copy you oan make whatever changes that you like
using the normal editing routines. Make sure that your new map is slored
on the UMS disk with the same name as the old one.

G Can I copy UMS onto a hard disk drive?
A No problern. UMS is not copy protecied on purpose. By all means transter
it to hard disk but remember to copy all of the files on the disk. Prowvisions
have been made throughout the program for saving and loading files on
up to two floppy drives and two hard drives.

& Can | make copies of The Universal Military Simulator and give them
to my friends?

A: No. The Universal Military Simulator is protected by copyrighl. You are,
howesver, allowed to make a back up copy for yoursell. And, you are encour-
aged o design your own scenarios, maps and armies and give them to your
tnends, pul them on bulletin boards or sell them.

& How may drives are recommended for use with this program?
A 1t's nice to have two drives, that way any simulations you design, or battles
that you save can be slored on the second disk withoul having 1o swap disks.

et Do [ need a color monitor?
A: Not at all. The Atarl ST version of UMS completely supports 640 X 400
monochrome and &40 X 200 color

&k Whert should I doif The Univresal Military Simulator won't load and run
one of the five scenarios that came with the disk?

A: Send the defective disk back 1o Firebird Licensees, 71 N. Franklin Tpk.
Waldwick, New Jersey. In the UK. and Europe return the disk 1o Rainbird
Software, First Floor, 74 New Oxtord St London, England WC1A 1PS with proo!
ol purchase and they'll send you a new copy as scon as they gel the oid one.
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QUESTIONS & ANSWERS CONTINUED

IEthuld Telecomsoft be interested in buying any battle simulations that
design?

A Absclulely. We plan to releass subsequent batile disks. All submissions
walcome; ajther historical or fantasy.

& Why aren't there any nuclear weapons options?

A: Because the scenarios would be very shor.

& Can I cheat?

A Sure. here's one way fo do it Save the simulation to disk and exit the
Battletield Window. From the Main Menu select Edit Scenario then remove
ds many enermny unils as desired. Or, betier yet, affer saving the simulation to
disk use Edit Army to add whole new divisions and corps to your army. Then
put them in the battle using Edit Scenario, Actually. this isn't cheating. The
Universal Military Simulator was designed to play ‘what i with an infinite
number of battles. Now you con find out what would have happened {f Custer
had brought along those six Gatling guns to the Little Big Hom. See Appendix
B lor moditied Order of Batile lists for Waterloo and Gettysburg.
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