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DO NOT UPDATE this disk with other versions of the
disk operating system (DOS). If you do it will destroy
this program disk.

REPLACEMENT - If this disk becomes worn or damaged
within one year from date of purchase, Muse Software
will gladly replace it. Send the damaged disk with
proof of purchase and $10.00 to:

Muse Software
330 N. Charles Street
Baltimore, MD 21201

This documentation manual was prepared and printed
using Super-Text — the professional word processor for
the Apple, from Muse. Always ask for Muse Quality
Software at your local computer store.

CONTENTS

SUBJECT

THE OBJECT

LOADING THE PROGRAM
OPERATING THE PROGRAM
STARTING THE GAME
PLAYING THE GAME

MAP

PLAYER OPTIONS
STRATEGY

ACCIDENTAL RESETS ETC

INITIALIZING NEW DATA DISKS

PAGE

10

11

11



THE OBJECT

GLOBAL WAR is a computer assisted game of conquest
for 2 to 9 players. The computer does not function as
a player, but acts as scorekeeper, arbitrator and as a
source of information for the players. The globe has
been divided into 42 regions or territories. A map of
the globe can be viewed at any time from the player
options menu. The object of the game is to invade and
occupy all 42 territories by challenging opponents in a
computer simulated battle.

LOADING THE PROGRAM

Load the Global War program disk by typing PR#n
(where n 1is the slot number of your disk controller)
and pressing RETURN. This will 1load and run the
program.

After the program identification has been displayed
you will be given the option to restart a prior game
from the disk. If you select this option you will be
asked to enter the name of the file you wish to
restart. The program will then read in the file and
restart the game from the point where it was saved. If
you decline this option you will be able to start a new
game.

OPERATING THE PROGRAM

Players interact with the Global War program
through a player options menu. The items on the menu
provide access to all stored information and manage
player moves, etc. The player interacts with the menu
by pressing a single numeric key without pressing
RETURN, It is necessary to press RETURN only when
entering names or multi-digit numbers.



STARTING THE GAME

The game 1is started by entering the number of
players (from 2 to 9), and their names. The computer
will then distribute the 42 global territories between
the players. Since the distribution is random it will
sometimes be uneven, so an option to redistribute the
territories has been included. When a distribution
that is acceptable to the players has been reached, the
GAME STATUS display will be shown. This display shows
the number of territories and armies controlled by each
player and the number of BONUS points earned by each
player. BONUS points are earned whenever a player
successfully attacks another player's territory. At
the start of the game each territory is occupied by one
army and the BONUS points are set to zero. The
computer then selects one player to go first and that
player is assigned his quota of new armies.

PLAYING THE GAME

a. Gaining Power:

At the beginning of each player's turn he is
assigned a number of new armies. The number of armies
assigned is  dependent upon three factors; the number
of territories controlled, the number of complete
continents held, and the bonus points earned in the
preceding round of play. These new armies are used to
consolidate attack strength and thus expand influence.
For each territory the player controls at the end of
his turn he receives approximately 1/3 of a new army at
the beginning of his next turn. Fractional armies are
not issued.

If a player holds all of the territories in a
continent he is entitled to additional new armies. The
number of new armies issued is proportional to the size
of the continent. The larger the continent, the more
armies it is worth.

If a player 1is successful in attacking a
neighboring territory he receives a bonus point. Bonus
points are automatically traded for armies at the
beginning of each player's turn. After the first round
of play 1 army is given for each bonus point. As the
game progresses the number of armies given for each
bonus point is increased.

When a player is assigned new armies he may place
them on any of the territories he controls. He is free
to distribute his armies in any way he likes, but it
should be noted that if he wants to attack a territory
occupied by an opponent, he can only attack it from an
adjacent territory.

b. The Attack!

The purpose of the attack is to capture territories
adjacent to those already held. In order to initiate
an attack the player must specify the territory from
which he wants to base the attack, and the adjacent
territory he wishes to invade. The attacker must also
specify how many armies are to be committed to the
attack. At least one army must always remain on the
base from which the player is attacking. The computer
will simulate the attack and inform the players of the
outcome. If the outcome is in favor of the attacker, he
occupies the territory with the number of armies that
survive the battle. If the attack is unsuccessful, he
forfeits all the armies that he committed to the
attack. During his turn a player can attack as long as
his strength allows or his strategy dictates.

c¢. Moving Armies.

When a player decides to end his turn he has the
option to make one troop movement before relinquishing
control to the next player. He may, at this time,
transfer any number of armies between two of his
adjacent territories.
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: N.W. TERRITORY
: GREENLAND

: ALBERTA

: ONTARIO

: QUEBEC

: WESTERN U.S.A.
: EASTERN U.S.A.
: CENTRAL AMERICA
: VENEZUELA

: PERU
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BRAZIL
ARGENTINA
ICELAND

GREAT BRITAIN
SCANDINAVIA
NORTHERN EUROPE
WESTERN EUROPE
SOUTHERN EUROPE
UKRAINE

NORTH AFRICA
EGYPT
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EAST AFRICA
CONGO

SOUTH AFRICA
MADAGASCAR
URAL
SIBERIA
YAKUTSK
KAMCHATKA
IRKUTSK
AFGHANISTAN
CHINA
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42:

MONGOLIA

JAPAN

MIDDLE EAST
INDIA

SIAM

INDONESIA

NEW GUINEA
WEST AUSTRALIA
EAST AUSTRALIA



PLAYER OPTIONS

When the program has started and the territories
have been distributed, the first player will be
notified. He will then encounter the player's options
display  through which all moves and information
retrieval are conducted. A brief description of each
option follows:

: TERRITORY CODE NUMBERS.

: DISPLAY TERRITORIES.

¢ DISPLAY PLAYER DISTRIBUTION.
: DOCUMENT PLAYER STATUS.

: DOCUMENT CONTINENT STATUS.

: DOCUMENT TERRITORY STATUS.
DISTRIBUTE NEW ARMIES.

¢ ATTACK!

: NEXT PLAYER.

: SAVE CURRENT GAME TO DISK.
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1: TERRITORY CODE NUMBERS.

Selecting option 1 will cause a list of all 42
territories to be printed on the screen along with
their respective code numbers. These code numbers will
be used throughout the game to reference the individual
territories. After playing the game a few times you
will probably remember most of these and shouldn't have
to refer to this 1list as often. A map and list of
territories can be found on page 4.

2: DISPLAY TERRITORY.

Selecting option 2 will cause a list of territories
and code numbers to be displayed. Enter the code
number of the territory you wish to see displayed.
After entering the desired territory code, a map of the
earth will be drawn with the selected territory
flashing. Pressing the space bar once will return the
player to the main options display.
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3: DISPLAY PLAYER DISTRIBUTION.

Selecting option 3 will cause a numbered list of
the player's names to be printed. Enter the number of
the player whose territories you wish to see displayed.
The program will then draw a global map in which the
specified player's territories are outlined in white.
The remaining territories are drawn in red. Pressing
the space bar will return the program to the options
display.

4: DOCUMENT PLAYER STATUS.

Selecting option 4 will display a numbered list of
the player's names. Enter the desired player's number
and a list of all of the territories held by that
player and the number of armies at each territory will
be displayed. When the computer starts to print it may
print at a speed that is too fast for many players.
Pressing the space bar will slow it down, and pressing
it again will return it to its original speed.

5: DOCUMENT CONTINENT STATUS.

Selecting option 5 will cause a numbered list of
the six continents to be displayed. Enter the desired
continent  number to display a 1list of all the
territories in that continent. The list will include
the name of the controlling player as well as the
number of armies on each territory. Pressing the space
bar will return the program to the main options
display.



6: DOCUMENT TERRITORY STATUS.

Selecting option 6 will also display a numbered
territory list. Enter a territory code to display the
selected territory's owner and number of armies. All
the adjacent territories and the number of armies
stationed at each will also be listed. Option 6 is
often used to check the possibility of attacking one
territory from another. It is also wuseful 1in
determining the validity of a troop movement between
adjacent territories.

7: DISTRIBUTE NEW ARMIES.

Selecting option 7 enables the current player to
distribute new armies to his territories. The number
of new armies available and the means by which this
number was computed 1is displayed at the top of the
screen. The number of new armies is determined by the
number of territories controlled, the number of
complete continents held and the number of bonus points
earned in the previous round of play. If a player does
not wish to distribute his armies, or if he forgets the
code number of the territory that he wishes to
reinforce, he may type a '0' and press RETURN to return
to the players options display.

Once the player knows the code number of the
territory to be reinforced, he can place as many
armies as he likes, up to the maximum available, on
that territory. If the player wishes to place armies
on another territory he should return to the player
options display and enter option 7 again. This process
can be repeated until all of the available armies have
been placed in territories.

It is not necessary to distribute all new armies at
the beginning of a turn, but armies not distributed by
the end of a turn are forfeited.

8: ATTACK!

When option 8 1is selected the program enters the
attack mode. Before doing this the player must know
the code numbers of the territory from which he is
launching the attack, and the territory which is to be
invaded. This information is available through option
6, Document Territory Status.

After the player enters the relevant code numbers
the program will simulate the attack and inform the
players of the result. During his turn a player may
attack as often as his strength allows.

9: NEXT PLAYER.

Option 9 ends the current player's turn. Before
control passes to the next player, the current player
may elect to make a single troop movement between
adjacent territories. It is necessary that the player
know the code numbers of the territories involved. If
the player has forgotten the code numbers, or has
selected option 9 by mistake, he may return to the main
options display by typing a 'O' and pressing RETURN.
The player can then select option 6 to determine the
desired territory code numbers.

When the player has moved his armies, or elected
not to do so, the 'GAME STATUS' display will be shown,
signifying the beginning of the next player's turn.



0: SAVE CURRENT GAME TO DISK.

The 1last player option allows the game to be saved
to disk at its current state so that it can be resumed
at a later date. To do this type a "0" from the main
menu. If you should do this by accident, press any key
except RETURN and you will be returned to the player
options menu. If you press RETURN when prompted the
program will save the current game variables to disk
with the file name that you define. As many different
games as you like can be saved to disk. To initialize
new disks to save games, follow the disk initialization
instructions in this manual.

STRATEGY

No attempt will be made to define strategy since
different players will employ different strategies.
However, it should be noted that all information
required by a player 1is available through player
options 1 through 6. Each player should take the time
to map his strategy and consider all the information
available before committing himself to a move. 1In
general a player should employ a strategy such that he
builds a block of territories within a continent
keeping in mind that his bonus armies will increase
dramatically when he occupies an entire continent.
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ACCIDENTAL RESETS ETGC.

Global War allows up to nine players and is written
in a manner that is 'fool proof'. Players with little
or no experience with micro-computers should have no
problems in playing GLOBAL WAR. The only way the
program can 'blow up' is if the RESET key is pressed.
In most cases the program will restart if you type 3DOG
to enter Basic, then type GOTO 2000 to continue program
execution. Restarting the program by typing RUN will
not work if the program is accidently interrupted.

INITIALIZING NEW DATA DISKS

Disks used to store partially completed games of
Global War must be initialized using the Global War
program disk following this procedure:

1. Load the Global War program disk as you
normally would.

2. When prompted to enter the number of
players, press CTRL-C and RETURN.

3. REMOVE THE GLOBAL WAR DISK FROM YOUR
DRIVE and insert a blank disk.

4. Type NEW and press RETURN.
5. Type INIT HELLO,Vl1 and press RETURN.
The disk will spin for approximately two minutes.

When it stops it may be used to store Global War game
files.
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MORE MUSE SOFTWARE

—DISK SOFTWARE—

SUPER TEXT—The professional word processor. An
unmatched combination of features make this
the most advanced word processor available.
Create, edit, merge or print files of any kind—
letters, manuscripts, books. Built-in Math func-
tions for preparing financial and summary
reports. The most useful program you can own!
(48K, $150.00)

ADDRESS BOOK —The BEST mailing list program
for the Apple! Store 700 addresses per disk.
Select by record contents for viewing, label
printing or automatic phone dialing. Quickly
sort the file in any order. (48K, $49.95) A

MIS—Versatile data base system to handle
Accounts Payable, Inventory, selective mailings,
checking and savings and much more. Easily
modify data format to suit your needs. (48K,
$20.95)

THREE MILE ISLAND—You are in complete control
of a pressurized nuclear reactor! Avoid a melt-
down and make a profit in this most realistic
simulation. A challenging educational game.
(48K, $39.95)

U-DRAW Il —It's easy to create hi-res shapes, then
rotate, expand or move them with U-Draw |I.
Layout floor plans, arrange furniture or draw any
shapes. Save them on disk and use them in your
Basic programs. (32K, $39.95)

ELEMENTARY MATH—Interactive lessons in ele-
mentary addition, subtraction, multiplication
and division are presented on 9 skill levels.
Extensive color graphics and computer voice
maintain student interest and reinforce basic
concepts. Student scores stored on disk can be
accessed only by the teacher. (48K, $39.95)

THE VOICE—Easily record, edit and playback
words or phrases through the Apple speaker.
Record your own vocabulary, then add speech
to your BASIC programs using Print statements.
Guaranteed the best, easiest to use speech
software. (48K, $39.95)

APPILOT Il —Designed for educators and course-
wares developers, this high level programming
language takes advantage of all the Apple
features. Easy to use hi and low-res graphics,
Light Pen input, sound and color let you create
high-interest interactive lessons. (48K, $99.95) |

GLOBAL WAR—A challenging strategy game for
2 to 9 players. Features a detailed hi-res map of
the earth. Players are assigned armies and terri-
tories, and then the battle begins. Invade and
occupy all territories and you are the winner!
Save the current game on disk at any time and
restart it later at the same point. (48K, $24.95) A

BEST OF MUSE —Five of our most popular cassette
games on one disk. Includes Escape, Music Box,
Maze Game, Tank War and Side Shows. Hours of
entertainment at a bargain price! (32K, $39.95)

—SUPER-LOAD CASSETTES—

ESCAPE—Find your way out of this 3D maze of
hallways. Get clues from people you meet in-
side! (16K, $12.95) 1

MUSIC BOX—Type in a song and your Apple will
play it back with a brilliant color display. (8K,
$12.95)

APPEN-| TEXT EDITOR— 1001 uses—menus, phone
lists, appointments—easily add change or
delete lines. (8K, $17.95) |

TANK WAR —Exciting two player shoot-out in hi-
res graphics. (16K, $12.95)

MAZE GAME—Colorful, 3D adventure—a new
maze every time. (16K, $12.95) |

SIDE SHOWS—Six exciting 2 player games. (8K,
$12.95)1

BASEBALL—The excitement of major league
baseball for your Apple! (16K, $14.95) A

ELECTRIC CRAYON—Turn your Apple into a radi-
ant color display with this low-res graphics editor.
(8K, $17.95)

UNCLE SAM'’S JIGSAW—Educational geography
game—fun for all ages. (32K, $12.95) A

GLOBAL WAR—Take over the world in this adult
strategy game for 2 to 9 players. (32K, $17.95) A
U-DRAW—Easily draw any hi-res shapes and
transfer them to your programs. (16K, $17.95)

| = Requires Integer Basic
A - Requires Applesoft ROM

All Muse Software includes comprehensive
documentation.

Ask for Muse quality Software at your nearest
Apple dealer or contact:
Muse Software
330 N. Charles St.
Baltimore, MD 21201

(301) 659-7212



MUS SOFTWARE™

330 N. CHARLES STREET
BALTIMORE, MD 21201
(301) 659-7212

PRINTED IN U.S.A.

RO AR e Rl i IR P

I 3 S s K s .



