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INTRODUCTION

n Buzz Aldrin’s Race Into Space, you are placed in command of your country’ s space

program. As Mission Director, you'll purchase and develop space hardware, recruit

and assgn astronauts, plan and initiste missons into space. The first country to
uccessfully complete a manned lunar landing and return to Earth wins the game.

This is a drategy-oriented game that requires short and long-term planning. You'll
need to determine what space hardware is needed to complete your objectives. While it
is certainly not required, it is suggested that you read some of the historical materia on
the space race. The American and Soviet dtrategies are quite insightful.

INSTALLATION

uzz Aldrin’s Race Into Space
Brequires a least 570kB of RAM
free and about 16MB of Had
Disk space.
To instal Buzz Aldrin’s Race Into Space,
insert the Startup Disk into drive A:
(or B:) and type.. .
A (or B) <enter>
Install <enter>

To run Buzz after ingtdlation, type.. .
(- (or appropriate Hard Drive) <enter>

td\buzz <enter>
Buzz <enter>

The firgt time you run Buzz, it will ask
you about your computer configura
tion. If you wish to change your con-
figuration you will need to run Setup.
To dothis, type. . .

cd\Buzz ~ <enter>

Setup <enter>

QUICK START

wr a quick gart, if you would like
to dive into the game and experi-
£.. ment, you can begin the game by
usng the Help Box: Function One Key
<FI> for explanations of each screen, the
Function Two Key <F2> for keyboard
commands, and the Function Three Key
<F3> gives alig of gpace misson abbre-
viations. There is a Hep Box avaladle
for every mgor screen in the game.

The entire game can be played with
mouse, keyboard, or by combining the
two. The left mouse button activates dl
buttons and buildings, the right button
acts the same as the <FI> key and gives
overviews of each different location at
the spaceport and surrounding environs.
After the introduction, select a new game
or continue a previoudy saved game
You can adso view the game credits or
exit the game.
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DESIGNER'S NOTES

e actual space race between the U.S. and
US SR was extremely close. All of the
major space hardware, including aterna

tive proposdls, are available. This gives you the
same flexibility as your red-life counterparts had.

Some modifications obvioudy had to be made
for simplification of monetary units and budgets.
A megabuck or MB was designed as the universa
monetary standard. This creates a quicker analy-
sis of costs and budgets between countries.

As in the game red life programs were man
rated after an extensive R&D phase and a flight
testing program. After severa successful launch-
edflights a vehicle was given approva to carry
humans. It is a very tine line between safety and
failure. Percentages were incorporated into the
game as aid to help the player evaluate this
choice. The dilemma of when a rocket or capsule
is ready to carry humans is the player's decision.
Short cuts may be necessary as they were in red
life.

Most of the maor rocket boosters are available
for game play. For play balance some minor pro-
grams were deleted. The lift capability of the vari-
ous rockets were greatly simplified as a common
unit weight. The Soviets had more powerful
rockets but their payloads were generally heavier,
so any lift advantage was lost. Determining which
rocket boosters are to be used for various pay-
loads is the important factor.

Capsule design features were also simplified. The
Soviets brought the Soyuz capsule through three
major design phases. There were also many
minor variants. The Gemini capsule was more
advanced than the Voskhod, which had limited
maneuverability and couldn’t dock. The weight
ratios of dl of the spacecraft were atered for
game play. Mogt of the basic historical design fea-
tures of spacecraft are included in the game.

All events are based on historical events that
occurred in some fashion.

Buzz Aldrin,

Mogt of the astronauts and cosmonauts of that
time period in history are included for game play.
Thelr skills are strictly subjective with an histori-
cd flavor for game play. They are not meant to
reflect any rea life individua's strengths and
wesknesses.

All of the lunar approaches were seriously con-
sidered by the U.S. and USSR and they dl are
included in this game. Some steps in these and
other space missions were deleted or greatly sim-
plified. For dl of the space missions, most of the
maor hurdles and chalenges were retained in
spirit if not accuracy.

Certain animated sequences and dtill images were
dtered and models were constructed to portray
misson events more dramaticaly and were not
meant for historical interpretation. Some
American space footage was used to reflect e

tain Soviet sequences.

A great emphasis is given to the magnitude of this
Cold War space race. The consequences were of
nationd importance. The end game was included
to give the player the spirit of dramatically chang
ing history. It was never intended for accuracy.

Interplay ~ Productions



LiFT

OrFrF!

SELECTIONS = conmwe |

: HEEE

lE

oS IC MODEL
CORICAL ROETER

- LEVEL

The Preferences screen. Each column represents the following
top 0 bottom:

Player Name.
Country (The USA is always on the left and the USSR is

always on the right). The little icon in the corner of the
Country box selects human or computer player

Game Difficulty.

Astronaut Difficulty.
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In the center, the icons select the following preferences:
1 Music

2. Astronaut Roster

3. Sound

4: Animation

5. Basic or historical game play; tustom or historical
astro/cosmonaut roster.

Preferences

etermine which country and fea
Dtureﬁ you desire to play by.
Options include: U.S. Human vs.
Sovige Human, U.S. Human vs Soviet
Computer, U.S. Computer vs. Soviet

Human. Player one takes the firdt turn.

The game defaults to a Levd One U.S.
Humen player vs. a Sovie Computer
opponent. If you desre any different
configuration before playing, how is your
chance to sdlect it.

Model and Roster Type

Sdect which type of game you wish to
play. The Basc Mode starts both coun-
tries with equa circumstances and cods.
The Higtoricad Modd builds in the his-
torica advantages and rdadive cogts for
each country. Generdly, American hard-
ware has a higher cost and better rdliabli-

ty and Soviet hardware is less expensve
and has worse rdiablity. Each moddl dso
has a customized astronaut roster option
to sdect. This roster must be first cus
tomized in Preferences.

Buzz Aldrin's Race Into Space




The flag in either

corner selects the

U.S. or USSR
spacemen

' NAME AND SKILL EDITOR

§ O CONTINGE

Difficulty Level

Three leves of difficulty can be chosen
for eech 9de Levd 1 isthe easest and 3
is the hardest. For handicapping either
opponent, switch them to a higher leve.
The variaions give you a nine different
levels to play. The computer opponent
operates under the same conditions as
you s0 don't fed too bad when things go
wrong. It's happening to the other side,
you just won't aways hear about it.
There is an exception: do badly enough
onLevd 2 or 3 and you can get fired
which loses the game.

Astronaut Difficulty

There are three levels of astronaut per-
sonnd deta. By sdecting the lowest leve,
you are provided with the most data on
your astronaut. The higher the leve, the
less information is provided.

Music/Sound/Animation

These feetures can be toggled on or off. If
you toggle Animation off, you will get
till photos instead.

Astronaut Roster

Thislist of al asro/cosmonauts  lets you
dter the exiging roster to create your
own custom rogter.

| NAME AND SKILL EDITOR _ cooee
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The custom rogter can be revised e the
dat of every new game You can change
your higtorical astronaut’s skills, typein a
new name, or both. However the cumu-
letive skill points cannot be exceeded:
you can only add points to a skill if you
first take some away from another.

Firg decide which country’s roster you
wish to dter by sdecting the flag. Move
the cursor over an astronaut’'s name and
click onit to activateit. A box will appear
where a new name can be typed in or
default to the supplied name by hitting
<Enter>. You can sdect a kill you wish
to change by sdecting the + or - buttons
to increase or decrease the vadue. Any of
the skills can be changed. You can
change or dter as many adro/cosmo-
nauts as you wish. This updated roster is
saved by sdecting Continue. You can
only save one custom roster.

Turn Announcement

This informs you which country’s turn is
about to begin. Each turn, or season, is
six months in length. The game begins in
Spring 1957

You have until Spring 1977 to complete
your victory conditions: Successfully
landing astronauts on the moon, and
returning them safely to the Earth.

Interplay ~ Productions
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Network News

A szries of news briefs will inform you on
Space News, Astronaut News and World
Events. Sdect the arrow keys to scrall up
or down, and Continue to move on to

the Spaceport.

VERTCIE THTE]

Spaceports

Each country has its own unique space
facility. The United States facility is
cdled the Cgoe (Cgpe Canaverd). The
Soviet's port into space is known as

Baikonour.
v At the beginning of the game, your
Y ETAR CERT RO EEE ETING S SE R SHEIFET &)a:eport will apper sma“, with Only a

few key buildings. As you purchase more
programs and obtan more prestige,
more buildings will gopear dong with
genegrd improvements in the overdl
appearance.

As Director or Designer, you'll need to
vigt key buildings in order to properly

Top: Baikonour, the Soviet spaceport

Bottom: The Cape (Cape Canoveral), the US's spaceport

Buzz Aldrin’'s Race Into Space




Offices in the
Administration
Building

B
%

UDGET OEFICE

ARDWARE-PURCHASE
UTURE MISSIONS
STRONAUT RECRUITING
EFERENCES |
¢ IME CAPSULE
| XIT ADMINISTRATION:

s

CEBMINISTRATION T

ERPENDITURES i

The Budget Office tells your projected budget, past budget,
prestige points and expenditures

run your space program. This can be
accomplished by moving the cursor over
the desred building or area and dicking
the left mouse button.

At the bottom of the screen the building
name appears as you move the cursor
around. Your current budget is liged at
the bottom right-hand side. Spaceport
building identification diagrams
(Beginning and Advanced Phass) have
been induded for each Sde

 EFRING IS

The Administration Building
These dfficess are located in this building:

Budget Office

The upper left box provides you with
comparative past space prestige informa
tion vs. your opponent’s. The lower left
box has sdectable data on your expendi-
tures by caegory: Sadlites, Manned
Spacecraft, Rocket and Miscdlaneous
Hardware (see Figure 1) By dicking on
each category, you'll observe your past
expenditures. The last box offers a histo-
ry of your space budget dong with your
intelligence agency’s edimate of your
opponent’s space budget.

Hardware Purchase

The purchasing office is where you pur-
chase new hardware programs or restock
your hardware inventory. Your budget
garts & 60 MB. All of the programs are
useful in winning the game, but not al

Interplay ~ Productions
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PURCHASE EQUIRMENT

Proposed Sputnik satellite progrom

are needed a one time or posshly at al
in each game. Budget, price, what your
opponent is doing, and your overal
drategy dl become factors on what pro-
grams you should develop. There is a
built-in advantage (technology transfer),
for developing smilar programs in pro-
gressive order. If you develop the Atlas
rocket and R&D it up to 75% or gredter,
and then purchase the Titan Program,
the Titan's initial safety factor will start at
a higher levd (25%). If you had pur-
chased the Titan program firgt, it would
dart a an initid safety of 5%. (See the
Player’s Aid Card for technology transfer
figures).

Devdloping programs in  seguence is
helpful but again not aways necessary.
Some players may devise unique dSrate-
gies by skipping some programs and
adapting to current and future needs.
You sdect your hardware by clicking on
one of the four boxes near the top of the
screen. By sdecting one of these cate
gories, you can cycle to a specific type of
hardware with the arrows a the lower
left side of the screen. On theright side is
pertinent data on the specific hardware.

T 'PURCHASING . &%

LIHEIREUE T ROCHETE Y TEREULE HISE
: 35

g g

MRSTY. AL FRCILITY £ SFRNTHIC SRTELETYE

FUBCHRSE EQUIPHENT.

A purchased Sputnik satellite progrom.

Program Name
Mercury, Vostok, Kicker-B, Proton, etc.

Quantity

The number of units in your inventory. You can
have no more than 6 of any type of hardware.

Initial Cost
The start-up cost of developing a new program.

Unit Cost
The cost of each additional unit.

Buzz Aldrin’s Race Into Space
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Research &
Development

RESEARCH

LIHMERMNED
L

FEOCHETE .

VIZIT FURCHASZING FRACZILITY

Safety Factor
The current safety reliability of the program.

R&D Cost per Team
The cost per engineer team (total of five teams
available) for improving the program's safety
factor through R&D.

Weight

The weight of the hardware unit (payload). This
does not apply to launch vehicles.

Maximum Payload
The total payload weight that a launch vehicle
can lift into space.

Max R&D
The maximum level of safety that the program
can achieve by RED.

CASH

=240 ME COMTINUE

CARFSULE ., MISC

: h.

. L 'gfk
AFOLLD CAFEULE

IMITIAL COST: 32E
HMIT COsT: 12
FReD COST FER TEAM: - ¥
LIBIT WEIGHT: 1600
MEXIMUM PEYLORL:

RXIMUM SRFETY: DaX

Mo

RESEQRCH PROCEAM FOF.  HE |

Max Safety
The maximum level of safety for a program. To
obtain a higher safety factor than Max R&D, the
hardware must used and tested on actual space
missions. The hardware must successfully
complete at least one step of that particular
piece’s use during o space mission. When
successful, the program safety is increased by
1% It can never exceed the Max Safety level.
The mission can be manned or unmanned
(dummy tests) and all components used
successfully during the space mission will
improve. (Note: the mission does not have to be
successful, just the hardware.)

Interplay ~ Productions



Select ILaunchyad
A Bor C for

Future  Missions.

FUTLURE LAUMCH FAD SELECTION

OREITAL SATELLITE

RERASEIGH FUTURE MIESION

MONE

SEIGH FUTURE MIZSSION

Research and Development

This short-cut “tunnel” button, takes
you to the Research Park, for researching
and developing the hardware to a higher
ey  factor.

Future Missions Office

Before sending spacecraft, satelites and
agtro/cosmonauts into space you must
fird schedule launches. All space mis-
sons must be planned one season in
advance. If it is Spring you will be sched-
uling space missions for the Fal season.
On the firg turn of the game, Spring
1957, it would be impossible to launch
any missions until the Fall 1957.

After sdlecting Future Missions, you will
be presented with a view of the space-
port’s launch pads. You dart the game
with one avalable pad, and may pur-
chase up to two more on this screen, one
mission per pad. Pads damaged by errant
rockets or adverse conditions must be

repared here before it becomes available
again for missons

Sdlect which launch facility that you wish
to use. With a minimum of two launch
fecilities, joint launches can be sched-
uled. Joint launches are missons that use
two pads and involve separate launch
vehicles The payloads rendezvous and
dock in Earth orbit, lunar orbit or on
lunar landings. If you do not wish to
schedule any future launches, purchase
or repair launch fadilities, you can exit by
clicking the cursor on the black area out-
side the launch pad boxes or the exit box.

Each space misson must be scheduled
for each launch facility (see the Future
Missions screen.) The main features here
are the Earth and moon. Mogt of your
missions will be close to the Earth. Later
in the game you'll send missons to the
moon. It is dso possible to send satellite
fly-bys to every planet on the screen. Due
to orbitd mechanics some planets are
not available each season.

Buzz Aldrin's Race into Space
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The Future Missions  screen. 5. Toggles LM
1. Mission Description 6:
2: Manned Mission w/Durations T
3. Toggles Docking 8 Lock Buttons
4 Toggles EVA 9

through

Single or Joint Mission

Reset Button to reset mission

CONTIMUE |

| :-m’:::-.@

10: Draw Mission Steps
1 1:Milestone Risk
12:Safety  Risk

: Scrolls forward or brkward
selected

missions

Near the upper left is text, displaying
which pad is being assigned and the mis-
son name and number. (There is dso a
quick reference of dl of the possble
gace missons on the Player’s Aid Curd.)
To the right of the misson text is the
mission penalty box. This displays the
loss of safety percentage that will be
applied to every step on al hardware
during the space mission (see
Milestones). The misson pendty box is
based on current circumstances. This
pendty value is redly the worst case sce-
nario in safety loss. Missons scheduled
and launched this season and the follow-
ing sesson could dter this percentage.
The pendties on a particular launch
could include steps skipped in mission
milestones and missed duraion Seps.

The lower left border has misson sdec-
tion arows thet can cycle through al
fifty-seven types of space missions. By
clicking once on the top arow, the
Orbitd Satellite mission appears first.
Between the mission sdection arrows is a
small button for displaying all the
sequences of the current misson. On
more complex space missons this is of
grest assgance in determining the cor-
rect sequence order of the mission steps.
Try moving the mouse over the steps of
the missons (letters A, B, C,) and you
will see a text description of the Orbital
Satdlite misson at the bottom of the
creen.

Move the cursor over to the Reset button
and sdect it. You will notice that the
Orbitd Sadlite misson has been car

Interplay  Productions



== FUTURE MISSIONS

COMTINUE

(ATt

MERCURY GEMINT
APOLLD AT
MIPTTER

CENTEL

Select spacecraft types.

cded and resst to zero. By holding the
left mouse button down on the misson
sdection arow, you can cycle through
the misson sdection & a quicker rae
(Note: If you have only one active launch
facility joint missions will not appear.)

By scheduling one launch for next sea
son, it would launch on the fifth month
of the next season. Two independent sin-
gle launches would launch on the fourth
and sxth month of the next season. See
Figure 2 for the entire lig of launch
scheduling. Don't panic! This is al kept
track of automaticaly by the game.

Joint missions must be scheduled on pad
combinaions 12 or 2:3 respectively
(never Pads 1:3).

Custom Mission Selection

Another way to select missions is with
the misson icon buttons. Smilar to
playing chords on a piano, this feature
assdts you in selecting custom missons.
There are five icons with smal lock but-
tons. This lock feature (red button) acti-
vates the icon. When you sdlect the mis-
son sdection arows, this initigtes a
search for al missons with this type of
feature. The icons can be toggled on/off
and then locked (see the icon descrip-
tions below). After sdecting the icons
with locks activated, cycle through the

CONTEL ASFIGN CORTIRE

MOKE FRIMARY
FLT GPEN T

CRER L

FLT. CREM IT

FLT. CRER 111 FLT. CREM VIT

FLT. CRER IV FLT. CREW WIIT

Assign primary and backup  crews for manned missions.

misson sdection arows You'll notice
that only misson combinations tha
comply with the lock button appear. For
example, dick on the Docking icon, lock
it, and when using the mission sdection
arows, only missions that involve dock-
ing will be displayed. By locking the
Docking icon when it is not highlighted,
you will skip al missons that involve
docking. These icons meke it much ess-
e to narrow down the type of mission
you are looking for. To change the icon
the lock must be deactivated. Click the
lock again to deectivate it. Sdect Restt if
you wish to clear, restart or cance your
misson selection. See Figure 3 for fegture
descriptions.

Note:  Mission  Descriptions  that include
docking require that you place a docking
module in orbit in the previous mission or
season. Docking modules have a life span
of two seasons in space.

Figue 2

Launch  scheduling.

Buzz Aldrin's Race Into Space




Recruit selection

2:

1 Number of

astronauts

remaining  to
recruit

Astronout's
sills

3. Remove
applicant.

4 select
applicant.

FOHAUT SELECTION
1 ZFRIMG 1955
MF. SHEFARD

CRAPSULE PILOT: 1
LM, FILOT: ~—

APFLICAMT

Dummy Tests are unmanned missons
that you can schedule for capsules, mini-
shuttles and rockets (sub-orbital, orbital
and unmanned docking.) Prestige points
ae not gained or lost on dummy tests,
but if the hardware is successful on one
misson gep, the safety factor improves
1%. This dso occurs on dl manned mis-
sons but has greaster consequences for
falure

Once you have the misson you want dis-

played, sdlect continue. After sdlecting a
manned misson you will be requested to

choose a spacecraft program. After

sdecting a it, you must assgn a primary

flight crew and backup crew. These crews

must have dready been trained with the

spacecraft a season exxrlier.

Once all your missions have been
assigned, you should only revisit Future
Missions if you wish to change or cancel
amisson.

RECRUITMENT

MTINUE

FOOL OF APFLICA
 REMAINING FOSITION
‘ MR, SLAYTOM

CAPSULE PILOT: &
LM PILOT: -
EAR .
DOCHING: -
ERDURENT

0

| @ RECRUIT RPFLICANT

. - GLEMM
CAFRFEMTER

AT

Astronaut Recruiting Off ice

Every two to three years in the adminis-
tration astronauts will gppear in the box.
This means a new group is available for
recruiting. By clicking on the Adronaut
Recruitment Box a screen gppears, asking
you if you wish to recruit astronauts.
During the course of the game, up to five
adtronaut groups may be sdected (from a
totd of 106 agtronauts for each side)
Random events determine whether a
player receives an additiond three mili-
tary pilots and the availability of femae
adronauts. (This would make the sdec-
tion 63 out of 109).

In astronaut recruiting, on the right side,
there is a list of names of potentia
recruits to sdect from. By moving the
arrows up or down, you can cycle
through the list.

Above the lig is daa on the featured
recruit’s skills. Not dl of skills are known
until after they are sdlected and sent to
basc training. Each <ill point of an

Interplay  Productions



Figure 3. Feature descriptions.

adronaut are additiona percentages that
can be added to corresponding safety
factor during a space misson. The higher
the number, the higher the safety per-
centege increese. It is advised to sdect
recruits with the higher skills. The maxi-
mum leved in each ill category is 4. See
Figure 4 for kills.

On the left hand sde, you can remove
nauts from your picked list and choose
new recruits on the right sde. You car

figure 4: Astronaut  skills

Figure 5: Groups and number of astronauts in each.

not leave this screen until you sdlect a full
adronaut group. See Figure 5.

Preferences Off ice

During game play you can only change
music, sound and animation.

Time Capsule Office

This is where you save and load games or
quit entirely.

Buzz Aldrin's Race into Space




PRESTIGE SUMMARY.

FIRET * FIRET

LAY RO

POINTE

DaTe:

EVENTS

Prestige Summary shows the country who first succeeded,
space firsts ond attempts, prestige points and  space milestones

Space Museum

The museum offers information that can
assist you with data and dtatitics in the
current game and compare records and
firgts with previous games.

Director’s Rating Chart -

You can compare your progress as
Mission Director. The country listed a
the top is the declared victor. Your tota

points will vary depending on game levd.

Space History Display |
A cdendar higory of your current game,
with al your country’s successful and
faled missons. Each type of capaule or
mission description is listed. By clicking
on the gspacecraft, text description dis
plays the mission, crew and total prestige
points gained. You may replay any mis
sion by dlicking the replay button.

Mission Records B

From previous completed games, the
best and worst misson records and indi-
vidud records ae liged for review.
Examples earliest successful lunar land-

ing; the earliest space walk, the astronaut
with the most space flights in a game, etc.

== INTELLIGENCE BRIEFING carone

BasEBoLL,

FELIAETLIT, AT GECGRT 77 FERCENT

Intelligence Briefing displays data on your opponent’s
hardware or mission plans

Reset will clear the records for that par-
ticular category only.

Prestige  Summary |

This chart displays which country is
aheed on the Predtige Ligt of the game.
Each mgjor space firgt and milestone is
listed with a flag digplaying which coun-
try was firg and the cumulative prestige
points in each category. This can dso
advise you of milestones not resched,
vauable for planning future missions.

Hardware Efficiency |

All of your hardware programs in the
current game are displayed with misson
success ratio’'s and hardware pregtige
points. Click on the flag for cyding
through Prestige and Efficiency compari-
son. These two charts are useful deter-
mining reigble hardware, and hardware
that assgted in earning prestige.

E

Astronaut History
A record of each astronaut’s accomplish-
ments in the current game. Number of
missions flown, misson patches, years of
experience, €c.

Interplay Productions



= INTELLIGENCE STATS.

UNFERFED . -~
g ! e

L

Data for comparison on your hardware and your opponent's.

The Pentagon/
KGB Headquarters

This is the location for intdligence brief-
ings on your opponent. As in red life,
not dl inteligence data is accurate. Even
photographs can be dtered for decep-
tion. Sometimes early mockups of space
proposals were misinterpreted by rival
intelligence agencies as primary pro-
grams

Library (e
Top secret data is provided on your
opponent’s hardware or upcoming space
missions. Unfortunately this may not
aways be accurate.

CIA/KGB Statistics [Atlet

An inventory of your space hardware
compared against your opponent’s
known hardware See Space Hardware
for hardware descriptions and  Appendix
A for hardware artwork.

Capitol/Politburo

Once a year, your country’s leader
reviews your performance as head of the
space program. A successful year can

T

= PRESIDENTIAL REVIEW | e

NGB PERFORMANCE.

Your boss reviewing your performance.

bring prase and increases in funding,
while failure can cause greet disgppoint-
ment. At Leve 1 difficulty, if your per-
formance is extremely poor, the
President will suggest you retire. At high-
e levels againgt a computer opponent, a
poor performance will result in dismissal
and ends the game. Human vs. Human
only suggest dismissal. A chart displays
recent your prestige swings. As in red
life, public opinion of the government
moves  dowly.

VAB/VI B

Payloads and rockets must be assembled
for missons tha are scheduled in the
current season. The left side displays a
description of the planned mission gods.
If a manned misson is scheduled, the
flight crew rogter is displayed. Carefully
sect the desred hardware/payload con-
figuration and the correct launch vehicle
Pace the cursor over the launch vehide
or payload box and sdect it to cycle
through them. Each progran has the
current safety factor and the number of
hardware units available. Carefully com-
pare the payload weights with rocket lift
ratios. VAB will not accept a launch con-
figuration if the payload is heavier than

Buzz Aldrin’s Race Into Space




Veficle Assembly B

Byl = VEHICLE ASSEMBLY [ assion o

assembly, « . -

R LAUNCH PRD: 4

SN MIZSION: GEMIMI I
CUTCN  MoRNED ERARTH ORBITAL

3 Rocket _

Selection. CREW: THO PEOPLE

REVCRYGEE CLURFRENT FAYLOAD: 1200
o O MEXIMUM PAVYLOAD: 1800
5. Cancel mission,

H HRFRDHARE:
A0S AkD EO
FRIMOREY: |GEMINE
HICKER: NONE
LM IHONE
PAVLOAD: HONE

ROCKRET: [TITAN ©

the capabilities of the rocket. Either select
a more powerful rocket and/or booster
combination or scrub the misson. If the
payload and launch vehicle is correct,
move it to the launch pad by dicking
Assign. If you need to replace hardware
or conduct other tasks, sdlect Exit.

Sometimes your programs are not flight-
reedy for a launch this season. You can
cancd launches by sdecting Scrub. (You
will be pendlized three Prestige points for
scrubbing a mission.)

The Auto Purchase button conveniently
purchases the current hardware dis
played in VAB/VIB, but you must of
course dreedy have the program deve-

oped.

==

Launch Pad A, B and C

You dat with one operationd launch
pad (A) and can purchase two more for a
tota of three launch facilities. They will
lig current missons scheduled for this
seaon. You may dso scrub missons
from this location. Damaged launch pads
can be repaired at this ste.

Research Park

This region darts as a smdl facility for
the research and development of space
hardware. It grows to a cluster of build-
ings during the game Each hadware
program can be selected as in the
Purchasing Officec No more than five
teams of enginears can be assigned to an
R&D program, once per sesson. To
improve the safety factor of a program,
compare codts per team. The more teams
sHected, the better chance of improve-
ment.

By sdlecting the R& D button, you will see
the team'’s progress. You may R&D other
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, AUNCH FACILIT YA :

BROIINER
FATEL

PENLIEH
HOCaRTY

BERUB HISEION

This screen shows your mission description, primary and
backup crews, and lek you cancel or launch your rocket

programs or exit Research via Continue
or by usng the “tunnel” button to
Purchasing.

The Moon

This view of the moon is a reminder of
your overdl objective. By clicking on the
moon, you are updated on your current
photo reconnaissance of safe landing
Stes. Photo reconnaissance can only be
improved by sending interplanetary
satdlites, landing lunar probes, manned
lunar passes or manned lunar orbitals.
See Milestone Hurdles for more details.

Mission Control

If you have missons scheduled this sea
son and you have completed dl of your
other tasks, including VAB/VIB, you are
reedy to begin launch countdowns. A
screen will gppear asking if you wish to
rush a launch (lowering the safety factor
by 3% for dl hardware on each step), or
downgrade a misson (a less complicated
safer misson but you lose 3 prestige).
You can only downgrade a mission once.
Later on you will only have the option of
Launch or Scrub.

Each misson you have scheduled can be
rushed one or two months. This costs

CONFINUE

o negrnn

MISSION SCHEDULE

CmowEoule

BUBHING PERAL
= RO FES

BEHEDULE!

RUEE PR T b BT R
OOVINGRADE. FERNBLT Y

SéiEpULe
BTG Perea.
OELRIGRECE BER

In the Mission Control Building you may rush o launch or
downgrade your mission

additiond funds (3MB) and a loss of
safety (-3%) for each month rushed. On
joint missons, rushing would move both
missions up and safety would be lowered
on both launches. Rushing a misson is
dangerous, but can dlow you to to com-
plete a milestone earlier and collect pres-
tige that you opponent may have gotten.

A sies of screens will ligt the launch
order and describe the current misson
Human opponents may waich the mis
sions together.

Note: You will only see your computer
opponent’s mission footage if it has a suc-
cessful prestige first. The releasing of this
propaganda footage gives your intelligence
agency the opportunity to analyze the film
data and provide you information on the
their space hardware in Pentagon/KGB
Statistics. Your opponent’s nominal mis-
sions or failures will be kept in secret.

Before each of your missons, you will
have one last opportunity to scrub or
continue your launches. Hardware ssfety
datitics will be displayed for your
perusal. It would be highly advisdble to
scrub missons with hardware that had
jugt failed catastrophicaly on previous
manned launches Once you give the
misson this fina go, it proceeds on its

Buzz Aldrin's Race Into Space




Missions in Progress
1: TV coverage.
2: Mission step.

3: Status box and

safety range. |
4: Mission control. |

own. You may be given an option cut the
mission short due to a sequence failure,
but otherwise st back and bite your fin-
gernald

During space missons, many different
animations will run, depending on which
country, hardware and misson event.
Moonwak animations vary between
countries and LM type. The four smaller
screens digplay relevant photos of what
asois occuring  at that particular misson
step. There are over six hundred photos
assigned to specific steps.

On manned launches, orbitd saelites
and probes to the Moon, animations will
appear for al steps of the missions. For
miscdlaneous  unmanned  missons  and
dummy tests, only a launch animation
will appear and the misson review dis-
play the results.

Duing the animations each current
mission step is displayed on the Mission
Control Screen. On U.S. launches, the
misson step is undernesth the main

screen. Soviet misson gep text is dis
played above the main screen.

The status box on the mission control
console displays the safety tolerance of
the key hardware on each mission step.
The safety range is displayed in blue
Green is the tolerance levd and ydlow is
the edronaut <ill. If green tolerance
rises above the blue range, it changes to
red and the misson sep is a falure
mode. At this point, either a new anima-
tion will appear (explosons, ec) or a
Failure Mode screen will appear.

The Falure Mode screen will display
which hardware faled the safety range
and the conseguences. Sometimes you
will have to make a decision to abort or
continue a misson. It is advisable to fal-
low a safe path and get your crew home
as fast as posshble After falure mode,
ether the misson continues or the mis-
sion review screen appears.
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COMTINGE

== BASIC TRAINING

Basic Training shows the cument astronaut, his skils, and a
withdrawal  option.

Arlington  Cemetery/Kremlin - Wall
A regting place for your falen heroes.

Flag

When you have completed your turn,
dick on the flag. If you have missons
scheduled this season, you'll be directed
to go to Misson Control to confirm
launches. You can then end your turn by
lowering the flag.

Additional  Buildings

Other Buildings appear a the Spaceport
after you purchase new Space Hardware
Programs and Recruit Astronauts/
Cosmonauts.

Astronauts and Cosmonauts

After recruiting your firs Group of
adronauts, severa key buildings  will

gopear a the spaceport. Cosmonaut
buildings function the same way.

Astronaut Basic Training

Your new astronauts begin their careers
in basc traning. You can withdraw an
adtronaut a any time, but the longer they
stay (up to 3 seasons) in basic training

== ASTRONAUT COMPLEX  camae

GRISTOM

CFERATION SELECTION

SEREULE
TRENING
L
TRATPING

LA
FRATNIFNG

et
TEAINING

The Astronaut Complex lets you transfer the astronaut or visit the

buiding. It also lets you select spacecraft progroms or advanced
raining.

the more their ills will improve. Once
removed from Badc Training, an astro-
naut cannot return. Upon leaving Basic
Training, adronauts are sent to the
Asgtronaut Complex.

Astronaut Complex
/Cosmonaut  Center

From here, you assign your astronauts to
Advanced Training (cgpsule training, LM
training, etc.) or to Spacecraft Programs
(Mercury, Vostok, XMS-2, etc.) On the
upper left, are the skills of the featured
adronaut. The column on the lower left,
lists astronauts available for assignments.
On the right sde of the screen are ten
buttons (Spacecraft Programs and
Advanced Traning facilities) you can
trandfer the individud adronaut. A
spacecraft program’s button will not be
active unless you have purchased it.

When you transfer astronauts to a space-
craft program, you must aso assign them
as flight crews. You can vist these space-
craft programs by dicking the specific
building on the Spaceport or via a “tun-
nel” short-cut. Click the Transfer
Adtronaut button (a Transfer to Locetion
title will appear) and sdlect which gace

craft program you wish to send an astro-
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MERCURY PROGRAM !

Progrom ~ Screen {8
1: Morale and
Compatibility :
z Assign |
astronaut §

to flight crew. |
3 Cancel
flight crew §
4: Active
flight  crews

U HALKER

naut to (be sure to send enough astro-
nauts to fill a lees one primary and
backup crew). Example, two-man cap-
sule programs will need a primary crew
of two astronauts and a backup crew of
two astronauts. Any leftover stray astro-
nauts will be sent back to the Agtronaut
Complex. Or you can send astronauts to
one of the advanced training centers and
improve an individud <kill, or leave
them in the Astronaut Complex.

By clicking the Facility Transfer button
(a Vidgt Location title will appear), you
can sdect which program or advanced
training facility you wish to visit.

It's highly advised to vist the spacecraft
program where you just sent your astro-
nauts. Before you end you turn, they
must be assigned to flight crews or dse
they will default back to the Astronaut Figue 6 Advanced taining
Complex. Agtronauts will have to be

reessigned to the spacecraft program and

will be training for that season. This will

meke them unavalable for future mis

sons until the following season!
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Medical Center

This hospitd is where your astronauts
attempt to recover for flight status. One
season after you recruited your Group |
adtronauts, five advanced training build-
ings will be congtructed at the spaceport.
Astronauts can be assigned to these facil-
ities from the Astronaut Complex.

Advanced Training

Once per career Astronauts can improve
one of their skills by completing the full
teem (2 years) of advanced training. It
costs 3MB per astronaut to be sent to
advanced training. See Fgure 6.

Spacecraft Programs Buildings

For Mercury, Vostok, etc., provide you
with information on the current rdiabili-
ty status of the spacecraft, the assignment
of flight crews and data on ther morae
and compatibility.

When agtronauts are sent to train in a
spacecraft program, they must be

COMTINUE

SCRUIE MI=SION

assigned to flight crews. As flight crew,
agtronauts need a full seeson to become
oriented with a spacecraft and felow
crew members before they can be
assigned on space missons. Even if they
have been assigned to tha program
before, they will have to train.

While in a spacecraft program, you can
examine each adronaut’'s skills place the
cursor over the desred astronaut, click
and hold the mouse down on their
names. Carefully compare the kills each
agtronaut before assigning them to flight
crews, epecialy spacecraft with multiple
crew members, Each spacecraft program
has a gpecified number of postions
required for flight crew. Each postion
(sest) on a flight crew has specific
responghilities during the space mission.

Gemini - Capsule

1. Capsule Pilot/Docking
2. LM Pilot/EVA  Specialist

By assigning an astronaut to a sedt, their
skill will be utilized during. those por-
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tions of the misson. The seet #1 astro-
naut performs al capsule and docking
responsibilities, while seat # astronaut is
responsble as LM Pilot and for dl EVAs.

Not dl skills are necessarily utilized on
every misson. However, it is advised to
team up a well-rounded flight crew.

All agtronauts in a spacecraft program
must be assigned to a flight crew or they
will be automaticaly sent back to the
Adtronaut Complex.

For every space misson, a primary flight
crew and a backup flight crew is
required. If you plan two manned space
missions with same type of spacecraft,
four different flight crews are required. A
flight crew can be assigned (primary or
backup) on a mission once per year.

Morale & Compatibility

When asdgning adtronauts to  flight
crews a morae box appears to the left of
their names. This box reflects their over-
all morale regarding their personal
progress and satisfaction within the space
program.

Color Mood
Green Thumbs up!
Yellow OK
Red Frustrated
Black Burned-out (will retire)

Astronauts are  competitive “fly-boys’
who live for flying. If they’re not assigned
space missons and are gtting in the
Adronat Complex, they'll become
bored and frudtrated. Successful (mile-
stone firsts) missions improve the over-
al morae of the corps and of each astro-
naut. All astronauts that successfully
reech space get their astronaut wings.

Being assigned as a primary crew pleases
them. Going into space makes them
epecidly happy. Falures and cancded
missions depress them. A deeth of a fd-
low astronaut will deeply affect the
Adronaut Corps. Some may even resign!

Compatibility among astronauts in a
flight crew is another factor that affects
their morade. By dicking on the morde
box (the smdl color box, left of the
adronaut's name once assgned to a
flight crew), the individua astronaut’s
file will appear. This screen provides you
with a psychologist’s report on the astro-
naut and how they get along astronauts
in the flight crew. You can dick on each
adtronaut's morde box and review ther
compdtibility. The compatibility box fea
tures the astronaut your studying, and if
a multi-manned flight crew, color boxes
of how they like or didike the other
adronauts. Review the whole flight crew
- just because one astronat likes another
doesn't mean the reverse is truel

Color Compatibility
Green A-OK! An ided team.
Red Warning! They don't get
dong!
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CONTIMLUE

 TOTAL LM POINTS 0

Some agtronauts get adong better with
other astronauts in the corps. If they dis
like each other, they're not going to be
happy that you teamed them up. Their
morale will drop as result of this.
| Adronauts dways maintain their pro-

fessionalism during space missions.
Incompatibility does not effect their
kills during flight.)

The Agronaut Morae screen will inform
you on how well the flight crew gets
aong. You may want to reassign flight
crews for the best results. Astronautspre-

fer to be in the most advanced spacecraft
program, and don’t enjoy being bounced
aound from one program to ancther
countless times.

Other Programs
LM Facilities

The LM training facilities give you infor-
mation on your LM test status and relia-
bilitys. LM test status is displayed as

points a the bottom of the screen. Each
successful Earth orbital LM test is worth
one point. Successful Lunar orbitd LM
test are worth two points. Before
attempting a manned lunar landing, you
must have & least three LM test points or
safety is lowered on the LM during Lunar
landings You can have any combingtion
of LM tests as long as the point totd is
three or greater. Direct Ascent landings
(Jupiter and Kvartet) do not reguire any
LM tests.

Satellite Building

Data is provided on Orbital satellites,
Interplangtary  Satellites, Lunar Probes
and Docking ability. The Interplanetary
Satellite Box gives data and datigtics on
each planet that has had successful mis-
sons. By sdecting the Moon via the
Interplanetary or Probe Boxes, your cur-
rent level of Photo Reconnaissance for
Lunar landing zones is displayed. (This
data is also be found on the Moon in the
spaceport screen.)

Buzz Mdrinis Race litto SHmce
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BUILDING DESCRIPTIONS

U.S. Administration

NASA Headquarters

Budget A view of you and your oppo-
nent's budget. Other screens give infor-
mation on the changes in prestige points
and where expense have been dlocaed.
Purchasing This is where new programs

can be sarted and replacement parts be
purchased.

Future Mission Planning Determine
what space missons will be planned for
next season.

Astronaut Recruiting Select your astro-
nauts for your space program.

preferences Toggle music, sound, dill
and animation festures on/off.

Time Capsule Save game or load game

Space  Museum

Director’s Ranking A quick overview of
your progress in the space race.

Space History A chronology of the gace
icons showing the space events in your
current game. A replay feature will dis
play your missons.

Mission Records All sorts of best and
worgt records in space.

prestige Records A chart displaying the
milestones vs. your opponent’s.

Hardware Efficiency Sas on how efec-
tive each program has been.
Astronaut History Information on each

astronaut and a lis of ther achieve-
ments.

Capitol Building Presdentid review of
your performance as Mission Director.

Pentagon

Library Inteligence briefing of your
opponents programs and plans.
Statistics Hardware information datis-
tics.

Arlington Cemetery The dte of fdlen
astronauts.

Program Buildings
Mercury One man capsule program and
flight crews in training.

Gemini Two man capule program and
flight crews in training.

Apollo Three man capsule program and
flight crews in training.

XMS-2 Three man mini-shuttle program
and flight crews in training.

Jupiter Four man direct ascent lander
and flight crews in training.

Satellite An inventory of docking relia
bility, photo reconassiance satellite pro-
grams and accomplishments.Which
planets have been explored, etc.
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Lunar Module A lig of the active LM
programs, and data on LM tests,

Miscellaneous Sites
Astronaut  Basic  Training Center Initid

traning evauation center of astronaut
skills.

Astronaut Complex Assignment center,
directing astronauts to Spacecraft
Programs, Advanced Training and astro-
naut status.

Centrifuge Advanced training for
improving astronaut's endurance.

EVA Training Advanced EVA training.

Flag Pole End of turn, (If missons are
scheduled, go to Mission Control)

Front Gate Quits game

Launch Pad Check to see any launches
scheduled for the current season.

LM Training Advanced LM training.

Medical Center Locaion of injured
astronauts.

Mission Control Missons that are
scheduled for launch the current season
can be rushed months ealier andior
downgraded.

Pilot Training Air Field Advanced
training for improving capsule/mini-
shuttle pilot skills.

Planetarium Advanced traning for
improving astronaut’'s navigetion and
docking skill.

Research & Development Complex
Allocation of funds to spend on R&D;
improves the sefety factor of programs.

Vehicle Assembly Building (VAB)
Assemble your payloads and rockets for
launches scheduled the current season.

Viewing Stand A chronology of Space
News events

Soviet  Administration

Administration

Budget, Purchasing, Future Mission
Planning, Cosmonaut Recruiting,
Preferences, Time Capsule All of these
are as the American counterparts.

Space Museum

Director’s Ranking, Space History,
Mission Records, Prestige Records,
Hardware Efficiency, Cosmonaut
History All of these are as the American
counterparts.

Kremlin Serday  Generd's review of
your performance as Chief Designer.

KGB  HEADQUARTERS

Library, Statistics, Kremlin Wall All of
these are as the American counterparts.

Program  Buildings
Vostok, Voskhod and Soyuz One, two

and threeman capaule program and
flight crews in training.
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Lapot Three man mini-shuttle program
and flight crews in training.

Kvartet Program Four man direct
ascent lander and flight crews in training.

Satellite An inventory of Docking
Rdiahility, Photo Reconassiance satellite
programs and accomplishmentsWhich
planets have been explored, etc.

Lunar Module A lig of the active LM
programs, and data on LM tests

Miscellaneous Sites

Cosmonaut Basic Training Center
Initial training evaluation center of astro-
naut skills.

Centrifuge Advanced training for
improving astronaut’'s endurance.

Cosmonaut Center Assgnment center,
directing astronauts to Spacecraft
Programs, Advanced Training and astro-
naut status.

EVA Training Advanced EVA training.
Flag Pole End of turn. (If missons are

scheduled, go to Mission Control)

Launch Pad Check to see any launches
scheduled for the current seeson.

LM Training Advanced LM traning.

Cosmonaut Center Locaion of injured
cosmonaLits.

Mission Control Missons that are
scheduled for launch the current season
can be rushed months ealier andlor
downgraded.

Pilot Training Air Field Advanced
training for improving capsule/mini-
shuttle pilot skills.

Planetarium Advanced traning for
improving cosmonaut's Navigaion and
Docking skill.

Research & Development Complex
Allocation of funds to spend on R&D;
improves the safety factor of programs.

Security Gate Quit Game fegture.

Vehicle Integration Center (VIB)
Assemble your payloads and rockets for
launches scheduled the current season.

Viewing Stand A chronology of Space
News events.
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PRESTICE

Index Prestige. Name 1st 2nd Other Failure
I Orbitd Satellite 12 5 ! -3
2 Luma Fyhy 5 3 2 -3
3 Mercury  Fyby 5 2 2 -3
4 Venus FHyhy 7 4 2 -3
5 Mas Fyby 7 4 2 -3
6  Jupiter Fyby 8 4 2 -3
7 Saturn Flyby 9 4 2 -3
8  Lunar Probe Landing 16 9 2 -5
9  DuraionLevd ‘F 7 7 0 0
10 Duretion Levd 'E 5 5 0 0
11 Durdion Levd ‘D’ | | 0 0
12 Durétion Levd ‘C 5 5 0 0
13 DurationLevd ‘B’ 3 3 0 0
14 One-Person Craft 3 ! 0 0
15  Two-Person Craft 7 2 0 0
16  Three-Person Craft 15 5 0 0
17 Minishuttle 20 8 0 0
18  Four-Person Craft 20 8 0 0
19  Manned Orbitd 12 5 ! -10
20 Manned Lunar Pass 12 5 2 -10
21 Manned Lunar Orbit 20 7 ! -10
22 Manned Lunar Landing 40 15 8 -10
23 Expeimentd Orbiting Lab 6 4 0 -10
24 Manned Docking 8 4 1 -3
25 Woman In Space 8 0 0 -4
26 Space Wak 8 4 ! -3
27  Manned Space Mission 15 5 0 -10
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SPACE HARDWARE

oth countries have varieties of

programs that can be developed

during the game. A quick review
of what each program is designed for and
its capabilities are listed below.

This data is from the Basic Module-in
the Historical Module, costs, weights and
lift capabilities vary.

EXPLORER/SPUTNIK

Program  Cost 6

R&D Cost !

Weight: 300
The orbital satelite is the [lightest payload in the space
inventory. Desgred only for orbital satelite missons, it
@ be launched on al rocket systems Boosters or st
ons con be added for launches, but not used separately.

RANGER/COSMOS

Program  Cost 24

RED Cost 3

Weight: 700
Interplanetary satellites can be sent during available
lounth windows to the moon, Mercury, Venus, Mars,
Jupiter and Saturn. The interplanetary satellite weighs
more and requires at least a Titan/Proton rocket system
or more powerful system to help the satellite achieve
escape  velocity. Boosters and strapons can be added for
lounth, but not used separately. On  successful lnar fly
bys, photo recon of safe landing Sites can be improved

SURVEYOR/LUNA

Program  Cost 30

R&D Cost 4

Weight: 1200
This unmanned probe is designed only for soft landings
on the moon It weighs considerably more than the inter-
planetary satellite. It also requires at least a Titan/
Proton  rocket system.

DOCKING MODULE

Program Cost: 18

R&D Cost: n/a

Weight: 300
Docking modules are used oy in missions that attempt
space dockings. The docking nit weighs the same as the
orhital  satelite. It requires satelite technoogy for it to
be functional, “Power-on.” (The OM power-on skill is
equd to the orbitol satelite technology) Docking pover
on skil canot be improved by RED, rather only by act-
a missons and practice

The beginning safety factor for docking is 40%. When
docking is attempted during a space mission (multiple
attempts during an actudl space misson count for one)
the kil is increased 5% A successfl dock increases the
kil another 5% (for a total of 10%. The highest safety
for docking is 98%.

With successful power-ons, DMs have an operating fife of
one year (the season itS launched plus the next season).
Any number of friendly croft or mini-shuttles may
attempt to dock with the module during its operating
life. The DM can be launched separately or attached to

Gemini/Voskhod, ~ Apollo/Soyuz,  minishuttles and LMs.
ATLAS/A-SERIES ~ ROCKET

Program  Cost 24

R&D Cost 2

Payload Capacity: 600

rockets have the smallest fift capabiity. The rock-
ets fift payloads into low Earth orbital or suborbitdl mis-
sions. Even when aided by booster strap-ons, payloads
can oy be launched suborbitd or into low Earth orbit
They camot be used for lmar or interplanetary missions.
These rockets can [t into FEarth orhit orhital satelites,
DMs, Mercury/Vostok, and with boosters,
Voskhod,  Apollo/Soyuz,  minishuttles and  LMs.

These

Gemini/
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TITAN/PROTON ROCKET

Program  Cost 60

R&D Cost 4

Payload Capotity: 1500
Besides having @ greater [fift capabiity these rockets can
launch payloads for sub-orbital, Earth-orbital, lunar or
interplanetary missions (if payload limit is exceeded,
boosters and  strapons  might b needed)

SATURN/N-|

Program  Cost &

R&D Cost 6

Payload Capacity: 3200
The moon rockets are extremely powerful rockets, which
can carry various spacecraft combinations for sub-
orbital,  Earthorbitl lmar and  interplanetary

NOVA/VULKAN

Program Cost: 150

R&D Cost 8

Payload Capacity: 4800
These giant rockets have the greatest [ift capabiity for
al types of missons, suborbitl Earthorbita linar  and
interplanetary (if payload limit is followed). Boosters
and strapons camot be  added

A-KICKER

Program Cost: 12

R&D Cost 1

Payload Capacity. 1 Spacecraft TLI
A booster package that can propel one spacecraft (cap-
sule or LM) from Earth orbit to lunar orbit.
Gemini/Voskhod,  mini-shuttles, and LMs need a Kicker
to reach lunar orbit. Kickers have payload dead weight
at launch.

B-KICKER

Program Cost: 18

R&D Cost 2

Payioad Capacity. 2 Spacecraft TLI
This more powerfu booster package can propel a combi-
nation spacecraft/DM/LM into lunar orbit. This Kicker
can lift one spacecraft (capsue or M) or spacecraft-LM
combo.

missions.

C-KICKER
Program  Cost 40
R&D Cost 4

Payload Copocity: n/a
A Soviet booster potkage that docks only with a Soyuz
spacecraft i lmar orbit and then lands the entire pack-
age on the lmar surface Docking experience is  strongly
recommended. LM tests, LMs, Kickers A & B or DMs are
not  required

STRAP-ONS/BOOSTERS

Program Cost: 12

R&D Cost 2

Payload Capacity: 1000
This booster progrom may be used only in conjunction
with Atlas/A-Series, Titan/Proton or Saturn/N-l rocket

programs and increase the overall lift capability (by
1000) during launch.

MERCURY/VOSTOK CAPSULE

Program Cost: 18

R&D Cost 1

Weight: 500

Max Duration: 5 Days, B-duration
A oneman capsule than con tarry sigle astronaut on a
short duration mission (max. duration is 5 days) The
capsule can be uwsed on suborbital orbita, orbital-EVAS,
and lmited space duration missions. It is not capable of
conducting any docking missions  or  lunar  missions.

GEMINI/VOSKHOD ~ SPACECRAFT

Program  Cost 24

R&D Cost 2

Weight: 1200

Max Duration: 14 Days, E-duration
This mamed spacecrah can carry two  astronauts/cosmo-
nauts on sub-orbital, Earth-orbital, orbital-EVAs, orbital
dockings, orbital duratons and most lmar  missions, For
lnar  missions, the twoman spacecrah requires a1 A or
B kicker. On LM tests and landings, the two-man craft
requires a one-man LM and a docking module. Single
launched manned lunar landing missions with o Gemini/
Voskhod, DM and LM payload configuration require a
Kicker B. The maximum craft duration is 14 days.
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APOLLO/SOYUZ  SPACECRAFT

Program Cost: 36

R&D Cost: 5

Weight: 1600

Max Duration: 18 Days, f-duration
This threemon craft can carry astronauts on  suborbital,
orbital and most lunar missions. This croft does not
require a kicker for lunar missions. The craft service
module can also propel an LM into lunar orbit. On LM
tests and lunar landings, the craft is adaptable to one or
two-man LMs. The craft has a built-in docking adapter
for docking with LMs. The craft may use a DM for prac-
tice dockings or when docking with other spacecraft

XMS-2/LAPOT MINI-SHUTTLE

Program  Cost 60

R&D  Cost 7

Weight: 1500

Max Duration: 12 Days, D-duration
This three-man reusable mini-shuttle can carry astro-
nauts on  suborbital orbitl and most lunar missions. For
linar - missions  the  minishuttle  requires a Kicker A or B.
n LM tests and landings the minishuttle is adaptable to
one or twoman Ms with a DM Each minishutte can be
reused on space missions (once per season) unless it s

heavly damaged or of course destroyed

JUPITER/KVARTET ~ SPACECRAFT

Program  Cost 60

R&D Cost 8

Weight: 4300

Max Duration: 20 Days, f-duration
This four man craft can carry astronauts/cosmonauts on
suborbital,  orbital,  orbitl  EVA  orbital
passes and lunar orbitals and landings. This a special
vehicle that tan land on the moon but doesnt dock with
ony other craft. No docking skills or LM tests are
required This craft is extremely heawy and requires the
massie  Nova/Vulkan  rockets for fift It does not need a
kicker  for lunar  missions.

Qurations,  lunar

EAGLE/DUET LUNAR MODULE

Program  Cost 30

R&D Cost 2

Weight: 1500

Max Duration: 5 Days
This two-man lunar module can tarry two astronauts/
cosmonauts to the lunar surface and rendezvous and
dock with the orbiting command ship. The two-man LM
can be used with Apollo/Soyuz ~ and the XMS-2/Lapot
minishuttle.  The onfy missions that Ms can be used for
are LM tests and landings.

CRICKET/L9 LUNAR MODULE

Program  Cost 42

R&D Cost 4

Weight: 1000

Max Duration: 3 Days
A oneman lunar modle that can carry ome astronaut to
the lunar surface and rendezvous and dock with the
orbiting command ship. This LM can be used with

Gemini/Voskhod,  Apollo/Soyuz, and the XMS-2/Lapot
minishuttle.  The onfy missions that IMs are used for are
LM tests and lunar.

T oneman LM IS a more expemsive program since it
woud require additional automated systems and back-
UpsS t assist the /one occupant

EVA~ SUITS

Program  Cost 18

R&D Cost !

Weight: n/a

Max Duration: 6 Hours
A space sut is needed to protect the astronaut during
extravehicular-activity ~ outside  the  spacecraft  The  EVA
sut is requred for al spacewaks and lunar excursions.

Buzz Aldrin’s Race Into Space




MISSION MILESTONES

n the conquest of space there are

grest unknowns and technologicd

barriers. Before traversng to the
moon, probes were sent to study gravita
tiond effects, solar flares, extreme tem-
peraures and radidion. Animads were
test subjects first to see if man could
withstand the physiologica stresses of
launch, zero gravity, extreme G-forces
and other factors. Man first ventured
into space for short durations. Gradually,
missons were increased in duration to
test man's limits and the spacecreft’s reli-
ability. Skipping steps in this early phase
of space exploration could have been cat-
adirophic.

Bdow is a lig of milestones that repre-
snt the unknown barriers of space
exploration. Steps may be skipped, but
caution is recommended when exploring
a new hodtile environment. There are no
redrictions on misson order other than
a -3% sdfety fector for each milestone
skipped, for al steps involved in that
mission. Pendties from multiple mile-
stones skipped ae cumulative. For
ingance, if two milestone seps are
skipped, safety factor is reduced 6% on
dl steps during the mission. Duration
steps skipped dso increase the tota
reduction. Sskipped milestones reduce
safety by 3%; skipped duration steps
reduce safety by 5% each. Seethe Player’s
Ref Card for detalls.

ORBITAL  SATELLITE
Prestige 12 pts.
Penalty: -3%

The first contry to successfully lanch a satelite into
Earth orbit is the victor of a great technological achieve-
ment An ideal stepping Stone for greoter endeovors in

the space oge.

SUB-ORBITAL/MANNED SPACE MISSION
Prestige: 15 pts.
Penalty: -3%
The first successful human into space, no matter how
short the duration, is mankinds first step into the cos-
mos.  spececraft designs are tested in the harsh environ-
ment of space. This O great moment in man's quest for
knowledge.

MANNED ORBITAL

Prestige: 12 jits

Penalty: -3%
The first human to orbit the Earth is a motor achieve-
ment in the conquest of space. (This can be combined
with monned space mission for additional prestige
points, e.g. Yuri Gagarin, fist man in spate and manned
orbitl) By studying mon's adaptabiity in  space, longer,
more ombitious missions con  be planned  Current  space-
craft reliablity is analyzed ond various approaches and
new spacecraft systems are considered for the longer
lunar missions.

LUNAR  SATELLITE  FLY-BY

Prestige. 5 Pts.

Penalty: -3%
The first successful satelite sent to Earth's nearest neigh
bor is a precursor to studying the liar surface features
and gravitational effect. It is also the first man-made
object to permanently leave the Earth. Through robotic
eyes, the way is paved for future robotic landers and
eventually manned expeditions.
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LUNAR PROBE LANDING

Prestige. 16 Pts.

Penalty: -3%
The first successful soft landing on the moon is a techno-
logical achievement in robotic exploration. Soil composi-
ton and firmness can be determined and the search for
future manned landing sites can be researched with
robotic  landers.

MANNED LUNAR PASS

Prestige 12 Pts.

Penalty: -3%
The first successfl mamed lmar pass is the completion
of a great psychologcal barrier. Mankind fles aroud on
alien world and observes an Earth rise on a luar hork
zon.  Spacecraft systems can be tested in lnar gravity.
The crew can study potentiol landing sites and improve
photo recon.

MANNED LUNAR ORBITAL

Prestige. 20 Pts.

Penalty: -3%
The first successful manned lnar orbital is the find nn
through before mankind walks on another world.
Sporecroft  systems con be tested in lnar gravity. The
(rew can study landng sites (mprove photo recon)

MANNED LUNAR LANDING
Prestige: 40 Pts.
Penalty: n/a
The first landing on the moon and successful retum to

Earth is man's greatest technological triumph! Mankind
w5 the horizon for new challenges.

The milestone steps liged below affect
the lunar landings (Docking and LM
tests are not necessary for direct ascent
missions.)

PHOTO RECONNAISSANCE

Prestige: n/a

Penalty: n/o
There is no program cost or R&D expense for photo
retort ft portrays a countrys ahiity to select a safe land-
ing site on the moon Photo recon begins with base sife
ty of 55 Every successful interplanetary fiyby of the
moon, manned lunar pass or lunar orbitol increases
photo recon by 5% Successful landing lunar probes
increase photo recon by 15% lunar probes that foil
landing but still manage to make a lunor de-orbit burn
increase photo recon 5%.

SPACEWALK

Prestige 8 Pts.

Penalty: n/o
The first human to leave the confines of the spacecraft
and freely maneuver in space. A historic achievement,
and an important step to determine if man can work in
space or on the moon

(MANNED) DOCKING

Prestige. 8 Pts.

Penalty: n/a
The complexies of orbitl rendezvous and docking is a
necessary skil for several lmar approaches.

Docking skils can oy be acquired by actual  spocefight
docking missions. Docking reliability starts at a base
40%. Each successful docking mission will increase the
Docking skl 0% Faled docking attempts st
the Docking skill 5%.

DURATION ‘D
Prestige. 1 Pt
Penalty. 5% (per Duration step  skipped)
The test of spacecraft systems and human  odaptobility

on an 8 to 12 day spoteflight. Required for manned
lunar missions.

increase
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LUNAR MODULE TESTS

Prestige: n/a

Penalty. -3% (per Test  skipped)
LMs require a mamed testing phase for reliabity before
attempting a lunar landing. Three different strategies
tn be sected for approved LM tests 1. A combination
of three separate Earthorbitdl LM Tests 2 Two indvid
ual missions involving o Earth-orbital LM tests and a
lunor-orbitol LM test (e.g., Apollo 9 and 10); 3. Two
lunor-orbital LM tests. For every skipped LM test the
lnor landing is penoized -3% safety. So iff al LM tests
are skipped the tool penalty is 9k

Fach successful Earthorbital LM test is worth one point
Successful  nar-orbital LM tests ore worth two points.
Before ottempting o manned lunar landing you must
hove at least three LM test points or safety is lowered on
the LM during lunar londings. You con hove any combi-
notion of LM tests os lng os the point total is at least
three.  Direct  ascent (Jupiter and  Kvortet)  don't
require LM tests.

landings

LM tests ore very important missions before landing on
the moon. Ironically, little prestige is oworded for the

success of these missions.

Astronauts  with high enduronte ore better oble of sus-
tanng the demands of long duration missions. (itS rec-
ommended to select crews with high enduronte skils) A
mission to lond on the moon and return to Earth will
take from B to 2 days

Before embarking on a monned lunor landing, we rec-
ommend you gradually increase the mission duration
length, one step at o time By successfully completing o

Figure 7: Duration steps.

duration step, another horrier of unknown is broken
down ond scientific data is gathered Each step complet-
ed makes it safer for the next crew when attempting the
next level.

The potentil dangers ore increased when skipping Steps.
A formula overages the fight crew's endurance skil with
the number of steps skipped. The penolty can range
from 5% to -8 per step. See figure 7.

Milestone Hurdles

Here is a list of necessary steps of suc-
cessful completion and pendty conse-
quences for skipping.

Primary Milestones are steps that must
be completed in sequence. Durs. B and C
must be completed in that order after
manned orbitds and before a manned
lunar pass; duration D must be complet-
ed before manned lunar orbitd. LM tests
must be completed after manned orbital
and before manned lunar landings.

Examples

If the first mission attempted is manned
orbital, the penalty is -9% on all aspects of
the mission.

A manned orbital ‘B’ has been successfully
completed. If a manned lunar pass were
attempted, it would be -14% on dl aspects
of the mission,

A manned orbital duration ‘D’ has been
successfully completed. If a manned lunar
landing was attempted, it would be -12%
on all aspects of the mission.

Multiple milestones can be atempted on
a single mission or joint launches.
Beware, ambitions space missons can
lead to disappointments and spoil pres-
tige points.
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STRATECY

How | Won and Lost
the Moon Race

ennedy’s challenge of landing
B men on the Moon and returning

afely to the Earth is the ultimate
goa of winning the space race. It is espe-
cidly chdlenging, when dating with a
meager budget and an fledgling space
program.
As Director or Designer you need to
meke decisons on short term gods in
order to achieve the long terms and only
then should lunar missions be attempted.
Posshle short term gods could be an
orbital  satdlite or sending a men in
space. You must decide whether the risks
of kipping milestone steps are worth-
while in order to complete your gods.
There are a lot of different directions to
¢ hoose from, just keep the overdl picture
in- mind.
Success breeds confidence and more sup-
port, meaning funding and growth.
Failure can only mean setbacks and
should be avoided. Loss of life should be
avoided a 4l costs

Space Hardware and R&D

Determine which types of hardware you
are going to develop in your space  pro-

program. Program and R&D cods mugt be

evauaed carefully. A program’s payload
weight should be compared to various
rcket program lift capabilities. Compare
the safety factors of various programs.
Programs  that are inexpendve are gener-

dly not as rdiable. The advantage is a
quick way into space. The disadvantage is

without numerous dummy teds, a cata

strophe isn't far away. Buying expensive
programs too early can trgp you into a
long R&D phase and your opponent

ends up further ahead with more funds

and better high-tech hardware.

The trick is to buy only the programs
that you currently need in order to com-
plete your current objective. Streamline
your short term goals so that some of the
hardware you're usng now can be used
in the later stages. Even if some hardware
is not designed for certain missions, use
that hardware for other important tasks.
Timing is crucid when determining to
purchase new programs. If you purchase
expensve high tech programs too early, a
depleted budget limits the number of
space missions with your inventory.

Spacemen

Try to keep your ‘nauts happy. Evenly
spread the glory missions around the
corps. Use your best pilots and specidists
for the key missons. Top notch flight
crews are worth it, even if they have
compatibility problems. They have the
best chance of completing the mission.
Build up mission experience, snce expe-
rienced spacemen have a better chance of
fixing problems. The key is to try to keep
the majority of the corps happy with the
way youre running the space program.

Be sure to keep each of your active
manned programs wel gocked with
flight crews. It's dways better to have the

Buzz Aldrin’s Race Into Space




flexibility of numerous crews available
for severd potentia gpace missons then
to be short of crews (primary and back-
up) and canceling space missions.
Nothing is more wasteful than having
open flight crew dots and lots of astro-
nauts tied up in advanced training.
Remember that the short-term objective
to the game is achieving space missons,
not improving individual astronaut
skills. We advise to send some astronauts
to Advanced Training snce higher kills
can assig in the success of space mis-
sions,

To the Moon

There are twenty different ways to send
‘nauts to the moon. It's worthwhile to
decide early on which of these gpproach-
es you prefer. If obstacles arise that are
too difficult or could ddlay a misson or
become to cogtly, be flexible and adapt.
Always have contingency plans for short
term gods and going to the moon. If one
program fails, there are dternative ways
of completing the same god.

Each of the twenty approaches to the
moon can be successful. Depending on
your planning, mission success and avail-
ale funding, a cetan times some
approaches become more advantageous.
With proper wits, and a little luck, forg-
ing your own path can be just as success
ful. Immediady jumping into the more
advanced manned programs, such as the
threeeman capsule, mini-shuttle, or the
four-man module, will take severd years
to develop with very little space flight
activity in the interim. Bdancing these
programs with a some prestige successful
minor programs (plangtary  satellites,
EVAs and space duration with smaler

cgpsules) can assist reaching victory.
Otherwise your budget can remain datic
and leave you behind in the race.

Sometimes, you're going to have some
tough choices when it involves cuitting
safety in order to beat your opponent.
Caution is dways recommended. Let the
other country take the risks. Even if they
get ahead early on, it is likdy that they
will trip-up a some poaint. If they are
remarkably lucky for eight or ten years
(this would be rare), only at the very end
should you resort to last gap measures.
Take big risks on unmanned missons,
that can garner some prestige points.

Be sure to build up your space endurance
and docking sills in Eath orbit before
atempting any ambitious lunar mis
sons. With careful planning, docking,
LM teds and duretion can dl achieved
within severd years. But only on a good
foundation of proper R&D and numer-
ous dummy tests.

Higtory is a good example of what to fol-
low. Target the essy prestige milestones
first. Try for first satellite or a manned
sub-orbital or orbital. Notice how many
times the Americans and Soviets per-
formed dummy tedts on their programs
before launching men into space. It's not
necessary to follow every step though; be
Cregtive

Game Strategies

You Take an Early Lead

How you get there, by taking risks or by
being cautious is unimportant. Your
objective should be to continue a steady
momentum of success. Let your oppo-
nent, who is behind, panic and teke the

Pl
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big risks and fdl further behind. Focus
your objectives on the safest most direct
pah of gods Be efficient, if a misson
doesn't advance your program and get
you closer to the moon, ignore it. Teke
the big prestige missons away from your
opponent. It not only helps you, but
bleeds more funds away from your
opponent’s program.

You Fall Behind Early

Don't Panic! It's along, tough race. A lot
can happen. The worst thing to do is to
launch a risky misson just in order to
win ashort term god. If you fall, your set
even further behind. Pursue the gods
that your opponent isn't gtriving for.
Analyze your opponent via your
Intelligence Agencies and Space
Musaums. Where are they ahead? If they
are ahead in manned missons, then pro-
ceed with satdlites and probes and take
risks, since they are unmanned. Sending
probes to the moon and planets can col-
lect you those much needed predige
points. Lunar satellites can dso help you
skip geps for future manned lunar mis-
sions. Remember, even if you suffer from
bad luck and poor planning and your
opponent is ahead of you in al cate-
gories, you are lill in the race. Don't take
dangerous risks until the very end.

Nip and Tuck

This is one of those races that's too close
to call till the very end. Be very fruga and
cautious. Utilize your strengths and pur-
sue the easy prestige points. R&D dl
your manned programs and rockets to
the maximums. Perform numerous
dummy tests and raise the safety specifi-
caions on dl of your hadware and
spacecraft. Have backup plans. Anything
can happen.

One Snafu After Another

Another of your manned programs cata-
srophicaly fails This can be frugtrating,
but gtick it out. Be sure to R&D your
programs to the maximum levels.
Launch numerous dummy tests so that
your space inventory is very religble. If
program is R&Ded and fails, and then is
R&Ded and fals again, maybe it's time
for a more advanced program or addi-
tiond backup programs. Be cregtive and
find easy ways of gaining prestige. Get
that budget up with several unmanned
missions, or if manned, dways minimize
the risks. Condder the least complicated
way of getting to the moon. Patience will
reward you.
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REALISM

s desgner, | have debated the
A issue of redism for severd years.

In this game there are images of
rocket explosions, funerds, and other
unplessant events. This footage is red
and the flesh and blood of people were
involved. It includes not only nationd
heroes, but families and friends who have
log their loved ones. Degth is indiscrimi-
nate toward nationdity as the Americans
and Soviets mourned their losses equaly.
This dmulation is meant to be higtorical.
It is not about war, its glorification, or
nameless satigtics.

My whole intention with this game is to
educate children and adults about man's
early exploration of space. The public in
generd is unaware of who participated in
this adventure as a generation has sepa
rated current times from the Apollo
decade. Very few can name the first two
men who waked on the moon and even
fewer know how many Soviets and
women have walked on her. It is amazing
thet the public has such little knowledge
of man's grestes technologicd achieve-
ment: landing men on the moon. So
many names of those involved are for-
gotten. Even those who tragicdly lost
ther lives are nothing but a void.

The space program is a high risk bus-
ness. A great emphasis is made on mini-
mizing these risks, but catastrophic acci-
dents can happen. For the near future,
going into space will never be routine
like riding in an arliner. In this smula
tion, the player is held responsible and
accountable for tie loss of life Safety is
strongly encourajed and the player who

ignores this is punished. If thisisto be a
redistic smulation, the possibility of cat-
agtrophic failure must be incuded with-
out sugar-coating the issue.

There are too many dick grgphic games
that display deeth with no consequences.
In this amulation, film footage of cata
srophic events is not meant to take
advantage of or harm the rdatives and
survivors of these events. The intention is
to educate the sacrifices that these indi-
viduas made. This footage exids, and is
part of history. If in any way it can
inform and teach people what redly hap-
pened, then | fed it is worth it. The other
choiceisto let the film collect dust and
history be forgotten by al.

Many speek of the trauma for the chil-
dren and adults who viewed the
Chdlenger dissdter. Yes, it was very dis
turbing, but they recovered and moved
on asdid NASA. They had to. If they did
not, then there was no purpose in the
lives that were logt. Out of the ashes of
deeth, a new life will emerge.

On Jan. 27, 1967, a tenyear old Cub
Scout toured NASA and saw America's
proud new spacecraft, Apollo 1. Within
the hour, Grissom, Chaffe and White
were dead. The boy cried, the nation
mourned, and an investigation found the
cause. Out of the ashes a new standard
emerged, aresolve for even greater sefety.
Within eghteen months the Apollo
spacecraft flew and shortly after, men
waked on another world. The boy dso
found a purpose. Life goes on and
mankind learns from its mistakes.

Interplay ~ Productions




TURN SEQUENCE

Suggested Mission  Director’s
Checklist

This a good review of the duties of a
pace director. Try to cover each of these
steps each turn,

Purchase Hardware and New Space
Programs. (In Administration)

Research and Develop Spate Hardware.
(At the R&D Facilities)

Plan Future Space Missions.
(In Administration)

Astronaut/Cosmonaut  Management.
(Astronaut Complex and various Capsule Programs
and Training Facilities)

Review Presidential Approval, Intelligence
Reports, Budget and Space Statistics.

(The Capitol, Pentagon/KGB  Headquarters,
Administration and Space Museum)

VABNVIB  Assemble Payloads and Rockets
for current launches. (VAB/VIB)

Mission Control launch Review.
(Mission Control Center)

Determine whether to rush a launches.
(Mission Control Center)

End Turn. Click on your Flag.
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MISSION DESCRIPTIONS

M Requirements

0
i
2

None
Orbital Satellite orbital Satelite, Rocket

Manned Sub-orbital Spacecraft, Astronaut,
Rocket

Unmanned Sub-orbital Spacecraft, Rocket
Manned Orbital Spacecroh, Astronaut, Rocket
Unmanned Orbital Spacecraft, Rocket

Manned Orbital EVA Spacecraft Astronat,
Rocket, EVA Suit

lunar  Flyby interpatentary - Satelite,
>Titan/Proton  Rocket.

lunar Probe landing knar Prote,
>Titan/Proton  Rocket.

Venus Flyby Interpatentary Satelite,
>Titan/Proton ~ Rocket.

Mars Flyby Interpatentary ~Satelite,
&an/Proton  Rocket.

Mercury Flyby nterplatentary ~ Satelite,
>Titan/Proton Rocket.

Jupiter Flyby Interpatentary ~ Satelite,
>Titan/Proton  Rocket.

Saturn Flyby Interplatenetary Satelite,
>Titan/Proton~ Rocket.

Manned Orbital Docking Spacecraft, Astronauts,

Rocket, DM.

Unmanned Orbital Docking Spacecraft, Rocket,
DM.

M
16

20

22

23

24

25

26

2

28

29

30

Requirements

Jt Manned Orhital Docking  Speeraft,

Astronauts  Rockets, DM,
Manned Orbital Docking (orbit)  Speratt
Astronauts, Rocket, DM in  Orbit

Jt Unmanned Docking Spacecraft Rockets, DM.

Jt Manned Orbitals Docking Spacecraft,
Astronauts,  Rockets, DM,

Manned Orhital Docking EVA  Saouratt
Astronauts, Rocket, EVA  Suit DM

Y Manned Orbital Docking EVA  Spsrift
Astronauts, Rockets, EVA Sut, DM

Jt Manned Orbitals Docking EVA  Sueorit
Astronauts, Rockets, EVA Sut, DM

Jt Manned Orbitals Docking Jt EVA
Spacecraft, Astronauts, Rockets, EVA Sut, DM

Manned Orbital Docking (orbit) EVA
Spacecrah,  Astronauts, Rockets, EVA  Sut DM

Manned Orbital Duration Spacecraft, Astronaut,
Rocket.

Manned  Orbital
Astronaut,  Rocket.

EVA  Duration  Spoecrft

Manned Orbital Docking Duration — Speraft

Astronauls, Rocket, DM.

Manned Orbital Docking (orbit) Duration
Spacecraft,  Astronauts,  Rocket

Manned Orbital Docking (orbit) EVA
Duration  Spacecraft, Astronauts, Rocket, EVA Siit

Jt Manned Orbitals EVA Docking Duration
Spacecraft, Astronauts, Rockets, EVA St DM

Interplay ~ Productions



M
31

Requirements
Jt Manned Orbital Docking Duration
Spacecraft, ~ Astronauts,  Rockets, DM

Jt Manned Orbiting lab  Spacecraft, Astronauts,
Rockets, DM,

Manned Orbital Docking EVA Duration
Spocecrah,  Astronauts, Rocket EVA  Sut DM,

Jt Manned Orbital Docking EVA Duration
Spocecrah,  Astronauts, Rockets, EVA  Suit DM

Jt Manned Orbitals Docking EVA Duration
Spocetroh,  Astronauts, Rockets, EVA  Sut DM,

Jt Manned Orbiting lab EVA Spacecroh,
Astronouts, Rockets, EVA Suit, DM

Jt Manned Orhitals Docking Duration
Spacecraft,  Astronauts,  Rockets, DM

Manned Earth Orbital LM Test Spacecraft,
Astronauts, Rocket, (M, DM*.

Jt Manned Earth Orbital LM Test Spocetroh,
Astronauts, Rockets, LM, DM*.

Manned Earth Orbital LM Test EVA Duration
Spacecrah, Astronauts, Rocket, LM, EVA Sut, DM*.

Jt Manned Earth Orbital LM Test EVA
Duration Spocetroh, Astronauts, Rocket, LM, DM*,
EVA.

Unmanned lunar Pass  Spoterroh, Kicker*,
Rocket

Manned lunar Pass Spacecroh, Astronauts,
Kicker*,  Rockets.

Jt Manned lunar Pass EOR Spacetroh,
Astronauts,  Kicker*, DM*,  Rockets.

M Requirements

45 Unmanned lunar Orbital Spacecraft, fidker*
Rocket.

46 Manned lunar Orbital Spacecraft, Astronauts,
Kicker*,  Rocket

4T Jt Manned lunar Orbital EOR Spacecratt,
Astronauts,  Kicker*, DM*,  Rockets.

48 Manned lunar Orbital LM Test Spacecraft,
Astronauts, LM, Kicker*, DM, Rockets.

49 Jt Manned lunar Orbital LM Test LOR
Spocecroh,  Astronauts, LM,  Kickers*, DM, Rockets.

50" Manned lunar Orbital LM Test EVA
Spacecraft, Astronauts, LM, Kicker*, DM, EVA St
Rockets.

50 Jt Manned lunar Orbital LM Test EVA
Spotecrah,  Astronauts, LM, Kickers*, DM, EVA St
Rockets.

52 Jt Manned lunar Orbital LM Test EORILOR
Spacecraft, Astronauts, LM,  Kicker*, DM, Rockets

53 Historical Manned lunar landing Spert
Astronaut, (M, Kicker* DM”, LM, Rocket, EVA Suit

54 Direct Ascent lunar landing Jupiter/Kvortet,
Astronauts, Nova/Vultan*,  EVA Suit.

55 Jt lunar landing EOR Spacecraft, Astronauts,
LM, Kicker*, DM, EVA Suit, Rockets.

56 Jt lunar landing LOR  Spocecroh, Astronats,
LM, Kicker*, DM, EVA Suit, Rockets.

5T Soyuz lunar landing Soyz, Cosmonats,
Docking  Skil, Kicker C, Rockets, EVA St

* coud be required

Buzz Aldrin's Race Into Space




APPENDIX A

Hardware Artwork

Unmanned Spacecraft (Satellites) [ENEEISEBBIENGES R
From left to right:

U.S. 1-man LM
Soviet 1-man LM
U.S. 2-man LM
Soviet 2-man LM
Explorer

Sputnik

Ranger

Cosmos

Surveyor

tuna

Manned Capsules and Spacecraft
From left to right:

Mercury
Vostok
Gemini

Voskhod T @

B
Apo"O bgsmnﬁwteq | pomeEr
Soyuz i
XMS-2
Lapot
Jupiter
Kvortet

Interplay  Productions




Hardware Artwork, cont.

Rockets INTELLIGENCE STATS
From left to right: » §
Atlos B
A-series
Titan
Proton
Saturn V
N-1
Nova
Vulkan

Misc. Hardware

From left to right:
U.S. EVA Suit
Soviet EVA Suit

US. Docking Module
Soviet Docking Module

US. Strap-on Booster 'uumrgs_:-
Soviet Strap-on Booster

U.S. Kicker A

Soviet Kicker A

U.S. Kicker B

Soviet Kicker B
Soviet Kicker C

Buzz Aldrin's Race Into Space
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Instullution & Quick Sturt Hardware und R&D Costs

iNSTALLAYIO

Buzz Aldrin’s Roce into Spoce requires of ieast 570kB of RAM For a quick start, if you would like to dive into the gome and Progrom © Cost  Unit RED  Weight Payleod Lift Max R&D Max Safety
free ond about 16MB of Hard Disk space. experiment, you con begin the game by using the Help Box: Explorer % ) 1 300 /e 955 98
To INSTALE Buzz Aldrin's Race Inta Space, insert the Stariup Funcion One Key <51 for expanationsof exch s, the ) Sputnik 6 ] 1 300 n/a 95% 98%
Disk into drive A: {or &) and fype Funchion Two Key <F2> for keyboord commands, and the Funclion
£ (or B )' <enters Three Key <F3> gives o list of space mission abbraviations. There Ranges A 4 3 100 n/a 9% 935
h;siull <-emer> is 0 Help Box ovnilable for every major screen in the game. {osmos M 4 3 700 /o 90% 93%
. . The entire game ton be piayed with mouse, keyboerd, of by Surveyor 3 b 4 1200 n/u B5% 88%
B ) e comiing te b, The ol mause buton ctvates fl butors cnd Lung 06 4 1o n/a B5% 8%
d\: ' uppm;:rm € hard Bve; <emer> buildings, the right button acts the some a5 the <F1> key ond Atlos 24 3 ] n/o 600 4% 9%
fuz <ot ges overien o s dffen eatonl e spcoon an Series M3 1w 400 b4 o8%
< surrounding emvirons. Titan 60 12 4 /o 1500 90% 98%
The first fime you ron Buzz, it vri!l ask you obout your Mterthe infroducion, seect @ ew game of confinge g previeusy Proton 60 12 4 n/a 1500 0% 90%
‘mw foﬂflglll'ﬂi'll)l'l. fFyou vish to change your soved gome. You can oho view the game credits or exit the pome. Soturn ¥ 84 18 b &/a 3200 §5% 9%
configuration you wili need 10 run Seiup. To do this, type... N4 84 18 6 n/t 3200 95% 98%
thduzz <onter> Nove B0 %0 8 wa 4800 95% %
Selup <enter> Vulkon B0 N 8 n/a 4300 95% 9%
- — - 8. Strap-On 12 3 2 n/a 1000 B5% 98%
NeeD=~TO=-KNOLIS B. Stoge 23 7 e 1000 BS% 8%
Davs  Durali Jst  2ad Ofiver Faliwre Mercury 18 2 ] 500 n/a 76% 90%
:f’; A“’ o T 3 Vostok B 2 500 n/a 76% 90%
15 B s 3 1 3 Gemini 24 6 2 1200 n/a Bi% 4y
PR ; : g g Voskhod 24 b 2 1200 n/o B1% 4%
217 b | 713 Apolo % 125 160 n/o Ba% o4
Bl lupiar Piyby B¢ 1 3 Soyuz 36 12 5 1600 n/a Bd% 94%
* Soturn Flyby yo¢e 23 XMS-2 60 0 7 1500 n/a 1% 45
170 F Luner Probe Landing 1’6 ; ; ; Lopot 60 W 7 1500 /0 9% 94%
Jupiter 60 30 8 4300 /o 89% 04%
5 5 0 [
Penalty _Even Y1 0 s Kvartet 0 3 8 43 0/ B9% 94%
-3%  Orbital Satellites 5 5 0 0 Eogle LM 30 ] 2 1508 n/a 90% 4%
-3%  Manned Sub-Grbital 3 ? g g Duel LM 30 § 2 1500 n/fa 90% 94%
-3%  Monned Orbited T 0o Lricket 42 8 4 1000 nfo 50% 94%
-5%  Durafion 'F' T S — L3 42 ] 4 1000 n/a 9% 94%
-5%  Buration '(’ n FE 00 LS. Kicker-A 12 3 ] 300 n/a 94% 7%
3%  Luner Sotellite ny_by ?: ; ? .?0 Soviet Kicker-A 12 3 i e ﬂ/ﬂ 94% 7%
-3%  Luntt Probe Londing 2o 7 a3 U.S. Kicker-B 18 6 2 600 n/o 04% %%
a% Mmﬂed Lungr Pass B % 7 i A0 &W’E‘ Kkker’s ]8 6 2 ﬁﬂﬂ n/‘ﬂ 94% 96%
. B < i ing Lot - i —
o e -~ L S I I N =N B S R
-3% LM Tests {minimum. 2} "5 Womon In Space 8 ¢ ¢ 4 e e
3% Manned Lunar lﬂﬂdiﬂg 2 Space Wolk 4 ! 1 K| us. BD(tIIW Module 18 2 I'I/ﬂ 300 n/u n/ﬂ 93%
' ‘T Monned Space Mission ST T S Soviet Docking Module 18 ? n/a 300 n/a nfo 93%



Hardware and R&D Costs I

~ Keyboard Commands
__ mstomcarmoom |

TR O E5C UILL EXiT MOST SCREENS

Program Cost Uit R&D  Weight  PayloodLift  MaxR&D  Moax Sufety SPACEPORT {MAIN SCREEN) FLIGHT CREW ASSIGNMENT mSﬂmcwm N
Explorer 6 1 1 200 /o 95% 98% Up/n it P o o st U Goveyo A
Spuik 6 1 1 wa 5% 9% P oo Rl v Dempetidt
Ronger w5 3 700 /e 90% 9% P st ki
Cosmos 3 3 1000 n/o b8% 93% e FUIGHT CREW RECRUITING MISSION HISTORY
Surveyor w7 4 1200 /o 85% 88% P s/t b e o o
Luna 2 6 4 1500 n/e 85% 86% R Resoari & Devaopmest Revies ll:.hm Ui e i3 ::" u.;(:m tomi ’
T Troining Complex
Ales. x 3 1 n/a 500 i7% %X v Wi Son fybees i PAD SELECTION, FUTURE MISSIONS
A-Series 20 3 2 /a 840 5% 98% mrmuas fumlg'd MISSION PLANNING & m'iw;m
Tan 0 1z 4 a/a 1200 0% 98% ; ke P b
Profon 0 12 4 e 1900 90% 98% 1 Eﬁd e o ¢ taitSia
SalumV w18 n/a 3500 95% 98, s i:"..";‘:: j—— D PRESTIGE ORDIR
3 4 18 7 a/o 300 93% 98% '
: m l;:l" ] ; ﬁﬂ Mios KESEARCH & DEVELCPMENT
Novg 5 0 8 n;u 43% 94% 93% N ] Spos Do Moo o U el s
Vulkon 150 30 8 w/a 55 94% 9% ¢ Gmmusn K Nmon Sap e R s}
n Shitt#  iocks Misson Type (0.g., Shift-3 locks EVA) )

8. Sirop-On 18 4 2 a/a 800 B5% 8% LIUDGE‘:N OF‘;ILE: IIARDWARE ﬂ:n(][;n :’l ms::’uhn it
B. Slnge 15 4 1 l'l/ a 1200 B7% 98% v lsmasnad w.g k :lmmm :-S :”;;:‘::ﬁ':‘
Mercury N 3 1 500 n/a 76% 7% O C G/ Monesd Frogons S Tokwaah Pogron
Vosiok 18 3 1 700 n/a 16% 9% Mo Misoolnseons Spanding W Haolewos Frogom STATISTICS
Gemini ¥ 7 2 1200 "/a 83% ™ BASK & ADVANCED TRAINING ; " D;":';;’:l‘;‘;‘( ;'A"’s':‘ v oty
Yoskbod R wa 80% 02 W i el D e s
Apolo 0 1 s 1700 0/0 89% 94y ASTRONAUT COMPLEX O s ] Yoy e iy
Soyuz % 125 1900 n/o 85% I U6/ s /Do e G e Tarerr v
XS-2 5 00 7 1400 n/a 9% 94% o iyt b Vel ; mm&m
Lopet 6 0 7 1800 n/a §T% 4% SPACECRAFT ASSIGNMENT HOSPITAL & CEMETERY L e e o
Jupiter 6 3 8 4500 n/a B9% 94% e o /D Sbd HatPrsions o T oy et ety
Kvartel 0 3 9 5300 W/ 89% 94% 2 e oo e INTELLIGENCE LIBRARY TIME CAPSULE
Foghe LM n 8 2 W v T T L e ELIOENGE STATIeTS S Smvcm
Duet LM B8 1 1700 n/a 90% 94% 5 oo un omee R - nrduria
ricket 2 9 4 n/a 90% 945 ASTRONAUT ROSTER (oot i
13 48 9 4 1500 1/q 89% 94% S SeretSde N Warbemsons Rogroms T
U Kicker A 73 0 /e o7 7% il AUNCH FACLIY o Gt

- h i ViB PAD SELECTI
SovietKierd 12 3] 500 Y 1% 5% € e sk P hrman E'”E: :'::,
US. Kicker-B B 6 2 700 n/a 94% 97% L SATELLITE PROGRAMS ¢ il
Soviel Kicker-8 18 6 2 700 /o 91% 95% A e Emmw“” JANNED PROGRAMS VAR /VI8 VEHICLE ASSEMBLY
&J\'fel Iﬁid(er-[ 40 20 4 3000 nfru 90% 94% Eater Exit frem E‘-I o Partenlar Skilt Ullfl]l :. u(;m';m Doe Crowman §M (s:r:mfm
1S, EVA Suit W — n/a n/u 91% 94% ASTRONAUT HISTORY D heom L
Saviet EVA Suit 18 — 1 n/a n/a 91% 94% o § B N e e
US. Dodking Module 18 3 n/n 300 nfa /o 93% Up/Di - Salact et/ Frovines Miion 14 Sacw Comprtaifty ond Morak mmlﬁ, :T.::L..
Soviet Docking Module 15 2 n/a 300 n/o /o 94%



Customer Service

(71%) 553-G6G78

If you have any questions about Buzz Aldrin’s
Race Into Spoce, or any interplay product, you
can reach our Customer Support/Technical Service
Group of:
interplay Productions, 17922 Fitch Avenue,
Irvine, CA 92714; Atin: (ustomer Suppori or
cali us at: (714} 553-6678, 9:00 a.m. to 5:00
p.m., Pacific Stondard Time, Mon. through Fri.

Please have your system informafion availoble, or
beter yet, be ot your computer. The more
detniled information you con provide our support
personnel, the better service we can provide you.

If you have o modem, you can reach us at our
Interplay B3S:
We have o 24-hour, 7-day 0 week multiline
BBS available for customer questions, suppert
ond fixes. The number is (714} 252-2822.
Modem settings ore 300-14.4k Baud, V.32bis,
V.42bis, 8-N-1. This is a free service.

America Online: You con E-mail Interplay
Customer Support of INTERPLAY. To reach our
Customer Support board in the industry
Connection, press CIRL-K for “Go To Keyword".
Then type INTERPLAY in the Keyword window. in
uddition to reading ond leaving messages, you
con download fixes and demos from the
“Software Librories.”

CompuServe: We are located in the Game
Publishers 8 Forum, type GO GAMBPUB at any “!"
prompt. Then select “Section 14" for Interplay
Productions. You can leave technicol support
questions there. You tan olso download fixes ond
demos from Library 14 in GAMBPUB. The best
place for gameploy hints about our games is in
the GAMERS forum. If you are not diready o
CompuServe member, you can coll CompuServe
toll- free ot 1-800-524-3388 and ask
Representative #354 for a free introduttory
membership ond o $15 usage credit. Besides
technical support for Interploy products,
CompuServe offers many other services, induding
communications, reference libraries, hardware
and software support, travel, games and much
more.

GEnie: We are located in the Gumes RoundTable
by Scorpia, type M805;1 ot any *?" prompt. Then
select “Category 13" for Interplay Productions.
Fixes and demos are available in the fibraries.

n

n

Mission Descriptions

Hoe
Orbial Satallize—Orbital Scealiite, Rocke:.

Manned Sub-orbitol—Spacecratt, Astronaut,
Kodet

Unmanned Sub-orbitol—Specaerhi, Rocket
Narwed Orbital—Spocecrat, Astonet,
Rocket

Unmnned Orbitcl—Spocecratt, Rocket
Marwed Orbital EVA—Spacecrutt Astronout,
Rocket, EVA Suit

Luner Fhyby—lnf'py Satellite, 2Than/Proton
Fodt.

Loner Probe Landing—Lumar Probe,
2Timn/Praton Rocket.

Yorus Fryby—intpy Satekite, =Tiwn/Probon
fodet.

Wars Fiyby—int’py Sarellite, >Titon,/Praton
Rocet.

Marcury Fiyby—int'py Sotolite,
2Titon/Preson Rociet.

Lot Fyby—int'py Sotelve,

2T/ Froton Rockst.

Saturn Flyly—int'py Satellite,
2Titen/Proton Rocket,

Manwed Orbital Dorking—Spacecraft,
Astronoets, Rockel, DML

Urenzrned Orbitol Dodking—Spacecrafr,
Rodket, DM,

St Manewd Orbital Docking—Spacecruft,
stronsuts Rockess, TM.

Manned Orbitst Docking {arbit}—Spocecrefi,
hswronouts, Rocket, DM is in Orhit.

)t Unmenned Docking—~Spacecrufs, Rockets,
oM.

$t Manwed Orbiots Dotking—- Spocecrat,
Astronaus, Rocket:, DM.

Manned Orbitol Docking FYA—Spacecrol,
Astronauts, Rocket, EVA Suit, DML

Jt Munned Orbital Dadcing E¥A—Spocecraft,
Astronauts, Rockets, EVA Sult, D,
JtManned Orbérels Docking EVA—

Spacacraft, Astronauts, Rockets, E¥A Sull,
D,

A

3

3

kH

3 Mosned Orbisds Docking It E¥h—
Spocscratt, Astronguts, Reckets, EYA Seit,
LR

Manned Orbitel Docking (orbit) EVA—
Spacscraft, Astronouts, Rockets, EYA Suit,
D

Manned Orbital Duration—Spocecrah,
Astroneet, Rocket.

Manead Orbivat EVA Duration—Spocacrdlt,
Noswed Orbital Docking Durotion—
Spacacroft, Astronauts, Reckat, DM
Manned Orbisal Dodking {orbit) Duration—
Spocezah, Astronawts, Recke!,

Moaned Orbiial Dodking (orbit) EVA
Drwlion-—Spocecruft, Astronewts, Rocke!,
EVA Suit.

11 Manned Orbitals EVA Docking Duretion—
Spacecrolt, Astronawts, Rockets, EVA Suit, DMl
1t Macwed Cibital Docking Durclion—
Spaceeralt, Astronauts, Racksts, DM

1 Monned Crbiting Lob— Spocecrafi,
Astronews, Rockets, DI,

Manned Orbital Docking EVA Dwration—
Spacaatt, Aswomouts, Reckn, EVA Suit, DK.

Jt Mosmed Orbital Bocking EVA Dusation—
Specsratt, Astroneruts, Rockets, EVA Sek,
b

J2 Monmed Ovbieals Docking EVA Durgtion—
Spacacrall, Astronauts, Rockets, EVA Sull,
DiL

3% 1 Manned Orbiting Leb EVA— Spocaaraf,

Astronauts, Rockats, EVA Suit, DM.

It Mamwved Crisitals Docking Dovation—
Spacecrah, stronowts, Reckers, OM.

30 Manned farth Orbital LM Test—Spacacratt,

n

Astromauts, Rocket, LM, (DM,

11 Monned Earth Grhitel LM Tasi—
Spocematt, Astronguts, Rockets, LM, 1DM*].

40 Manned Earth Orbia LM Test EVA

Duration—Spacecraft, Astronaus, Rocket,
LM, E¥A Suit (M),

Jt Mooned Earth Orbital LM Fest EVA—
Gonticn—Spacecratt, Astroneuts, Rockel,
L, (DM}, EVA.

4z

43

L]

1]

52

53

54

55

1]

8

Unmanned Lunar Pass—Spocacreft,
(Kickar®}, Rockat.

Monoed Luner Puss—Spotecrch, Astromauss,
(Kicker™), Rockets.

1t Morned |unar Pgss EOR—Spacertt,
hstronmuts, (Kicker™}, {DAL), Rodkets.

Unmesnned Lunar Drbiel—Spocacralt,
{Micker"}, Rocked.

Manwed Luner Orbibol—Spocecraft,
Astronaurs, (Kicker*}, Rocke.

1t Mannad Lunar Drbitel EOR—Sporecrat,
Astronauts, (Kicke:*}, {DM), Rockets.

Monwed Lonet Orbitol LM Test—Spaoscralt,
Astronquts, M, {Kickar"}, DM, Rockets.

1t Mormed Lomar Orbial LM Tast LOR—
Spocacreft, Astronawts, LM, (Kickers*), DA,
Rockeks.

tarwed Lunor Orbitol LM Tast EVA-—

Spacacrady, Astromawts, LM, (Kicker*), DM,
EVA Suit, Rockets,

1 Marwed Linar Grbitol LM Test EVA—
Spocecraft, Astronauts, LM, {Kickess*), DM,
VA Suit, Rodouts.

1 Manned Lunar Grbitat LM Test
FOR/LOR— Spacacratt, Astronauts, LW,
{Kickers*), Di, Rockess.

Historicol Manned Lunar Londing—
Spocecrut, Astronaut, LI, (Kicker™) DI,
LI, Rocked, EVA Sult.

Diract Lunar Ascant Landing—
Jupier/Kvarts:, Astronawts, Nova*Yulon,
EVA Sult.

3t Lunor Landing EOR—Spocecrafi,
ksironauss, LW, | Kicker), DM, VA Suit,
Rodkes.

J Lunar Landing LOR—Spececrats,
stromauts, ¥, {Kicker'), DM, EVA Suh,
Rockets.

Soyuz Lunar Landing—Soyuz, (osmonauts,
Doding Skill, Kicker € Rockets, EVA Suif,

* could be reguired





