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A Game of Continuous Strategy
PERSPECTIVE: Straight down on the playing field, which can be seen in its entirety only by scrolling.

OBJECT: Two forces, the Blue and the Red, are at war on a small asteroid which is ringed by a minute but significant moon. The Blue side moves in straight lines only, the Red in diagonals and “curves” (i.e., knight’s moves); but there is only one mind in charge of both armies (one side at a time).


The playing field is laid out as shown in the accompanying diagram. Describing it from the bottom side’s point of view (the top side’s is a mirror image of this), you begin with a group of mercenaries at the six o’clock position. At ten o’clock is a “loyalty area,” at two o’clock your military goal, the other side’s vulnerable spot. In between is a strip of no-man’s-land.


What you want to do is get five of your eight men into the enemy’s vulnerable spot, while keeping the other side from getting five of its men into yours (no jokes please). This is complicated by two things:



(1) the no-man’s-land — when a man enters that area, he stops being under your control, and shifts to his own artificial intelligence until he reemerges somewhere, and 



(2) that tiny moon. Every time the moon rises (at random intervals), all men not made loyal (see below) switch sides. That is, if your Blue men are staging an assault on the Reds’ defending forces, for example, you suddenly have to handle the defense.


The loyalty area makes any man entering it completely loyal to the player commanding him at that time. When the moon rises thereafter, such men remain the color they were when they entered the loyalty area. Thus, in the example above, you may switch from commanding Blue forces staging an assault to newly-Blue forces staging a defense, but some of the assault troops may remain on your side.


Thus, the continuous strategy. Do you make a run for the other side’s vulnerable spot with men who may turn against you at any time, or do you try to make them loyal first, even though that means delaying your approach to the final goal? Obviously, you do both, splitting your forces, but once you spread your men out, and then have them become the other player’s men, the game becomes a continuing series of crucial decisions.

 
The no-man’s-land’s function, removing the men from anyone’s control for a time, is to guard against your setting up your men while playing one side so you can send your new men out to slaughter them when you switch.


Moreover, since each side uses a different type of move, you can’t necessarily get to all of the other side’s men on each turn.


When your man meets an enemy, the outcome is determined by three things: 



(1) the innate power of the man-type, 



(2) how many similar types still exist, and 



(3) how close they are. Thus, the weakest types can best the strongest if the strongest is alone and the weakest are many and close. Once again, your uncertainty about your men’s locations in no-man’s-land add to the interest.


The third goal for which you fight is the other side’s Moon Mauler, a type of man which, when captured by two of your men, can be used to blast the rising moon backward in its orbit, allowing you extra time to pursue your current side’s attack. You have just five seconds once the moon rises to blast it; otherwise, you switch sides. No other orders are possible during this time. Moon Maulers are programmed to scream for help if caught — literally, a blood-curdling electronic ARGHHH!!! — which diverts their comrades from their ordered paths to rush to the MM’s aid.


The game is won when you get five men into the other side’s vulnerable area.

CONTROLS: The same as Eastern Front, but for two players. You place the cursor over each man you want to move (in turn), press the fire button, and then move the cursor in any legal direction. When all orders are entered, press START and all moves will be made. [This doesn’t really work right as yet. Brainstorming eagerly awaited].

TYPE OF MEN: Three Drones, with normal strength and speed (“normal,” of course, to be determined in game test).



Two Fleeters, fast but weak.



Two Tankers, difficult to damage by one man, but vulnerable to two, and slow.



One Moon Mauler.

TECHNOLOGY: Home Computers/5200

