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An Introduction to MARS

Introduction

The Multiplayer Animated Roleplaying System (MARS) is a
powerful software engine designed to speed and enhance the
development and play of quality roleplaying computer games.
MARS provides detailed scenery, quality adventures, and
heart-pounding encounters for up to four players. MARS typi-
cally accompanies one or more specific roleplaying adventure
games called Scenarios.

Installing the Software
To install MARS or any MARS scenario, refer to the “README”

file that accompanies the software. It will provide complete
installation instructions for installation on your computer.

Starting the Game

To run a scenario, double-click the MARS Master icon. After a
brief pause, the Game Options screen will appear.
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When the game settings are customized to your satisfaction,
click “Start” to begin the game.
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What’s Going On?

The action in MARS is viewed from a
“bird’s eye” or top view. In the
Prince of Destruction scenario, for
example, you start by looking down
at your character standing atop a tall
monolith. The monolith has a pen-
tagram at its center and an aged
man standing near the top of the
screen. Refer to the Scenario booklet for a brief walkthrough
introduction to the game.

With a 640x480 or larger monitor, you may press the Help key
at any time to show brief online help.

Controls & Movement

(We recommend playing POD two-handed — use your right hand to
control movement and your left hand for combat or spellcasting.)

You can move your character by turning and walking. You can
turn while walking — experiment. To run, hold down either
shift key while moving forward.

Keys Description Notes
Turn left Rotate anti-clockwise.
Forward Character moves forward.

Turn right  Rotates clockwise.
Run Hold down — doubles speed.
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Combat

Characters may also be able to attack, fire missiles, and
defend. You cannot melee or fire missiles without an
appropriate weapon, nor defend without a shield. Only
characters with significant weapon training may defend.

Perform a melee attack.
Shoot/throw a missile.
Defend against melee attacks.

Save the current game.

Load a previously saved game.
Search the area.

Open a Talk dialog.

Use an item in your inventory.
Drop an item on the ground.
(Use in a multiplayer game to
give items to another player.)

Keys Description Notes
Attack
Shoot
o] Defend
Non-Combat Actions
Key Description Notes
Save
o] Open
Search
Talk
Use
Leave
la) Quit

Quit the current game.

To pick up the belongings of a monster you have defeated,
walk over the corpse. Search corpses that you come across in

your travels.
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Talking

Press the 7] key to speak with another character or monster.
Talking to other people — including other players in a
multiplayer game — opens a speech balloon; type what you
want to say then press return/enter. Computer controlled
characters look for keywords in your statements; they all
understand hello, name, job, and place; they may also recognize
words they’ve already used and words you've been told to use
when speaking with them. Human controlled players are
generally smarter. Most of the words a computer character
recognizes appear in a highlighted color. For example:

Player:  hello

Farmer: What do you want? I'm busy with these aphids.
Player:  aphids?

Farmer: There are aphids all over me? Can’t you see? Are you blind?
Player:  blind?

Farmer: APHIDS! aiyeeeeee!

Player:  name

Farmer: Go away, or help me Kkill the aphids.

Player:  kill

Farmer: APHIDS! aiyeeeeee!

Player:  help

Farmer: I...need...HELP...get...me...some...GLUE!

Player:  glue?

Farmer: Give me glue!
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Here, the phrase APHIDS! aiyeeceee! indicates that the
computer character understands nothing. Note that
punctuation such as “?” is ignored but can be included for
aesthetic reasons. It is also possible that the character will
recognize words that are not highlighted in color. E.g. the
computer character in this case may understand the word
“give”. If you have a 640x480 or larger display, the side-panel
can provide a history of recent discussions.

Using Items
Press the U] key to use an item. Use items to wear new armor

or wield a different weapon, or to use special items. Using
items of healing is a common practice.

Searching
Press the £] key to search an area. Searching everywhere is

pointless; only search where you have been told to or where
there is something unusual.

Other Controls

Key Description

=) display brief online help

rotate through various side panel displays
scroll through thought and speech balloons
J.[J volume control (0 is silent; 9 loudest)

[_J-space toggle full-screen (compatible mode only)
CAPS LOCK pause game (single-player mode only)
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Network Play

Multiplayer POD uses a client/server architecture. The MARS
Master application operates as the server, while up to three
copies of MARS Player (together with the Game Data folder)
on other computers operate as clients. Each player must have
a separate computer, and every computer must exist together
on a network.

To play a network game, one player should launch the MARS
Master application first. Up to three other players may then
launch the MARS Player application to join the game. Saved
multiplayer games require all players to rejoin the game when
the game is continued. For best results, switch off File Sharing
for multiplayer play (MacOS).

Technical Notes

MARS runs in real time and is nearly modeless. In “compat-
ible” mode it even acts like a good citizen (giving background
applications processing time, and so on). It uses on-the-fly
resource and data compression so that despite having oodles
of content, it doesn’t fill up your hard disk.

Under MacOS, MARS is fat binary, meaning it runs fast on
both Macintosh and PowerMacintosh computers. It supports
Sound Manager 3.0 and the Speech Manager. MARS was
implemented using Metrowerks CodeWarrior Gold for both
PowerPC and 680x0 versions. The content was created with
tools created with THINK Pascal, MacApp 2.x, TCL, and
HyperCard, as well as good old ResEdit.
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Compatibility Notes

MARS uses internal resource and data compression. On the fly
compression, such as AutoDoubler, Stuffit Spacesaver, AIC,
and so forth, is not so much incompatible with MARS as
pointless.

Virtual memory may cause MARS to grind to a halt if there is
insufficient physical RAM for its needs. The standard practice
of running PowerMacs with 1MB of virtual RAM should not
trouble MARS (MacOS). RAMDoubler is fine, as long as you
have enough physical RAM to run MARS.

MARS may be very jerky if many programs are left running in
the background or if File Sharing is switched on. Fast mode
does not guarantee background tasks any processing time, nor
can MARS be switched to the background. In compatible
mode you can reduce MARS to a window with command-
space (MacOS) or ALT-space (Win), and then place it in the
background by clicking outside of the window.

MARS is not currently compatible with Appletalk Remote
Access.
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Known Problems
Why isn’t POD compatible with my favorite extensions?
Known conflicts are:

¢ Anything that puts MARS in the background
— especially in fast mode — without paying for
dinner and drinks first. e.g. Darkside of the Mac.

¢ Anything that switches screen depths (number of
colors/greys) after MARS thinks it knows what the
screen depth is.

e MARS may fail to update the screen properly after a
screen saver such as After Dark has blanked the
screen. In compatible mode or on a Power Mac you
can force a redraw by pressing command-space (to
toggle full screen mode). Screen savers that dim the
screen palette are perfectly compatible.

Future Features

Will MARS ever run by modem?

Maybe. It depends on the amount of demand for this feature.
It will also require a fast modem, but those are getting cheap.

Will MARS ever run across the internet?

Not until they add a few lanes to the “superhighway.”
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Will MARS ever support more than 4 players?
Very likely.

Will MARS ever support more than 4 characters?
Extremely likely.

Is MARS restricted to fantasy?
MARS is not restricted to anything.

If I make a scenario, how different can it be from MARS?

Totally. Characters can look different, act different, change
form, whatever.

Will MARS ever support gamemastered play? (i.e. one or more
superusers who can modify the scenario on to fly and operate NPCs

as puppets.)
Either it or a later product we release will.

How do I develop scenarios?

A scenario editor is being developed.
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That’s not a Bug, It’s a Feature!

There’s this bug where you can loot your own corpse. If I do it for
long enough, Ill be rich!

Whatever turns you on. You lose a level every time you die;
but you can never drop below level 0. This is not a bug.

Why can’t I customize the controls?

We realize that many people like being able to configure their
own controls, but there are a lot of different commands in
MARS and being able to provide good online help for a fixed
— and carefully chosen — set of commands seemed better
than providing endless customization.

Updates

Updates to MARS and others MARS products can be obtained
on our Internet File Server (FTP), common Macintosh and
Windows FTP sites (such as info-mac), and major online
services.

Feature Requests & Comments
We are interested in your ideas for additional features. If you

do send us requests, please rate how important each request is
to you.
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Credits

Programming Andrew Barry
Design Tonio Loewald
Graphics & Animation Tonio Loewald

Pamina Loewald

MARS and Prince of Destruction are
Copyright © 1995 BadgerCom Software Inc.
All rights reserved.
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End User License Agreement

PLEASE READ THIS LICENSE CAREFULLY BEFORE USING THE SOFTWARE. BY US-
ING THIS SOFTWARE YOU AGREE TO BE BOUND BY AND GAIN THE RIGHTS OF
THIS AGREEMENT. IF YOU DO NOT AGREE WITH THE TERMS AND CONDITIONS
OFTHISAGREEMENT, PROMPTLY RETURNTHE ENTIRE CONTENTS OF THIS PACK-
AGE TO THE LOCATION WHERE YOU OBTAINED IT.

The MARS package contains the MARS software and related documentation.
MARS and any upgrades, extensions, or related software are collectively re-
ferred to as the “Software.” In return for obtaining a license to use the Soft-
ware, you agree to the following terms and conditions:

1. Scope of Use. You may install the Software on any number of computers
that you own, or that your business owns. However, only one copy of the
“MARS Master” application may be running at one time. If you need more
copies running at one time, you must purchase additional licenses.

2. Transfer. You may transfer your rights under this Agreement to a third
party, provided the third party agrees in writing to be bound to this Agree-
ment before the transfer is made. You must transfer all copies of the Software
and the Documentation of any form to the third party and destroy any cop-
ies not transferred. You may not lease or rent the Software. You agree that the
Software will not be shipped, transferred or exported to any country or used
in any manner prohibited by the United States Export Administration Act.

3. Proprietary Rights and Obligations. The contents of the Software are
valuable trade secrets of BadgerCom Inc. and its suppliers and licensors li-
censed to you on a non-exclusive basis. You agree to hold such secrets in
confidence, to not translate, disassemble, decompile, or reverse engineer the
Software, in whole or in part. You will not make, or permit to be made, any
copies of the Software, except copies for backup purposes. Copies of the Soft-
ware also fall under the terms and conditions of this license. Trademarks re-
lated to the Software or BadgerCom Inc. shall be used in accordance with
accepted trademark practice; the use of any trademark does not grant you
any rights or ownership in that trademark. The Software may not be used for
the illegal implementation or distribution of copyright information.

4. No Other Rights. BadgerCom Inc. and its suppliers and licensors retain
title and ownership of the Software. This license does not grant you any rights
to patents, copyrights, trade secrets, trademarks, or any other rights in re-
spect to the Software or Documentation.
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5. Term. The license is effective until terminated. BadgerCom Inc. reserves
the right to terminate your license without compensation should you fail to
comply with any term of this Agreement. You have the right to terminate
your license by returning the the entire contents of the package to BadgerCom
Inc. Upon termination, you must destroy the original and any copies of the
Software and Documentation immediately and cease any and all use of the
Software and the trademarks.

6. Limited Warranty. The Limited Warranty and any implied warranties are
effective for a period of ninety (90) days from your date of purchased, as
evidenced by a copy of the receipt. BadgerCom Inc. warrants that the Soft-
ware will perform substantially in accordance with the Documentation dur-
ing the Limited Warranty Period. You must report any defects and return the
entire contents of the package to the location where you obtained it with a
copy of your reciept. If the Software fails to comply with this warranty,
BadgerCom Inc. will, at its option and cost, either provide all corrections
required for any errors, replace the Software, or refund the license fee for the
Software. BadgerCom Inc. can not and does not warrant the performance or
results you may obtain by using the software or documentation. Except for
the foregoing Limited Warranty, BadgerCom Inc. makes no warranties ex-
press or implied as to fitness for any particular purpose. Some states do not
allow the exclusion of implied warranties or limitations on how long an im-
plied warranty may last, so the above limitations may not apply to you. This
warranty gives you specific legal rights; however, you may have other legal
rights which vary from state to state.

7. Limit of Liability. In no event will BadgerCom Inc. be liable to you for
any damages, including but not limited to lost data, lost profits, or lost sav-
ings, even if BadgerCom Inc. has been advised of the possibility of such dam-
ages. Some states may not allow the exclusion or limitation of incidental,
consequential or special damages, so the above limitation may not apply to
you.

8. Choice of Law. This Agreement will be governed by the laws in force in
the State of Colorado and any legal action by or against BadgerCom Inc. per-
taining to this Agreement will take place in the State of Colorado.

9. Integration. You acknowledge that you have read this Agreement, under-
stand it, and that it is the complete and exclusive statement of your licensing
terms and conditions. This Agreement supercedes any prior agreement, oral
or written, between BadgerCom Inc. and you. No variation of the terms of
this Agreement will be applicable unless BadgerCom Inc. gives its express
written consent.
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BadgerCom Software Inc.
1205 West Elizabeth El | |
Fort Collins, Colorado 80521 USA

Telephone 970-482-5641
Fax 970-482-5655
Internet Email badger@badgercom.com
World Wide Web http://www.badgercom.com
Internet File Server ftp://ftp.badgercom.com

This software product and its documentation are copy-
righted. All rights are reserved by BadgerCom and are
protected by computer software copyright laws. The
computer media is not copy protected. This does not
mean that you may make copies.You may “back up” the
program for your personal use, but it is illegal to sell,
give, or otherwise transfer or distribute a copy to any
other individual for any purpose.

MARS, Prince of Destruction, BadgerCom Software and
their associated logos are trademarks of BadgerCom Inc.
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