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inTaODUCTion 

I n Buzz Awirirl's Race Into Space, you are placed in command OfYOUT country's space 
program. As Mission Director, you'll purchase and develop space hardware, recruit 
and assign astronauts, plan and initiate missions into space. The first country to 

successfully complete a manned lunar landing and return to Earth wins the game. 

This is a strategy-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 material on 
the space race. The American and Soviet strategies are quite insightful. 

inST ALLATiOn 

BUZZ Aldrin's Race Into Space 
requires at least 570kB of RAM 
free and about 16MB of Hard 

Disk space. 

To install Buzz Aldrin's Race Into Space, 
insert the Startup Disk into drive A: 
(or B:) and type ... 

A: (or B:) <enler> 
insloll <enter> 

To run Buzz after installation, type ... 

C: (or appropriate Hard Drive) <enler> 
cd\huu <enler> 
Bun <enler> 

The first time you run Buzz, it will ask 
you about your computer configu ra­
tion. If you wish to change your con­
figuration you will need to run Setup. 
To do this, type ... 

((Mull <enter> 
Setup <enter> 

BLIU Aldrin's Race Into Space 

{\UiCi( STAaT 

F r a quick start, if you would like 
to dive into the game and experi­
ment, you can begin the game by 

using the Help Box: Function One Key 
<Fl> for explanations of each screen, the 
Function Two Key <F2 > for keyboard 
commands, and the Function Three Key 
<F3> gives a list of space mission abbre­
viations. There is a Help Box available 
for every major screen in the game. 

The entire game can be played with 
mouse, keyboard, or by combining the 
two. The left mouse button activates all 
buttons and buildings, the right bunon 
acts the same as the <Fl> key and gives 
overviews of each different location at 
the spaceport and surrounding environs. 

After the introduction, select a new game 
o r continue a p reviously saved game. 
You can also view the game credits or 
exit the game. 



OeSiGne~'S nOTeS 

Te actual spact ract between the U.S. and 
USSR was cltrcmdy dose. Moslofthc 
major space hardware, including alterna­

tive prorosals, are available. This gives you the 
same flexibility as your real-life counttrparu had. 

Some modifications obviously had to be made 
for simplification of monetary units and budgets. 
A mqabuck or MB was designed as the univenal 
monttary standard. This cre~tes a quicker analy­
sis of costs and budgrts bdwem countries. 

As in the game, rtallife programs were man­
rated after an c:xtcnsivc R&D phase and a flight 
testing program. Afur several successful launch­
esfflights a vehicle was given approval to carry 
humans. It is a v~ry tine line between safety and 
failure. Percentages were incorporated into the 
game as an aid to hdp the player cvaluatt this 
choice. 1M dilemma of when a rocket or !;3psulc 
is ready to carry hUIIWlS is the player's dtcision. 
Shortcuts may be D«e:ssat)' as thq wtfC in rcil 
life. 

MOSI of the major rocket boosters arc available 
for gameplay. For play balance some minor pro­
grams were deleted. The lift capability of Ihe vari­
ous rachts was 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 ~ u.std 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 W3I more 
advanced than the Voskhod, which had limited 
maneuverability and couldn't dock. The weight 
ratios of ail of the spacecraft were altered for 
gameplay. Most of the basic historical design fea ­
tures of spacttraft arc included in the game. 

All evenlS arc based on historical events that 
occurmi in SOInt fashion. 

Iun.Allm 

Most of the astronauts and cosmonauu of that 
time period in history arc included for gameplay. 
Their skills are strictly subjective with an histori­
cal flavor for gameplay. Thq arc not meant to 
reflect any real life individual's strengths and 
~aknesscs. 

All of the lunar approaches were seriously con­
sidered by the U.S. and USSR and they all arc 
included in this game. Some steps in these and 
other space missions were deleted or greatly sim­
plified. For all of the space mission~ most of the 
major hurdla and challenges were retained in 
spirit if not accuracy. 

Certain animated sequenca and still images WCfC 

altacd and models wae constructed to portray 
mission events more dramatically and were not 
meant for historical interpretation. Some 
American space footage was used to reflect ceT­
tain Soviet sequences. 

A great emphasis is given 10 the magnitude of this 
Cold War space race. The consequenca WCfC of 
national importance. The end game was induded 
to give the player the §pirit of dramatically chang­
ing history. It was never intended for accuracy. 
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The Pnltfefll:lI5 salIM. EOO. column rtprlllClll~ !he IoIowing 
lop to bonum: 
PIay ... N .... 

(M.try (The lISA ii alwayi on tile leh and the l/SSI is 
always on the rig/lt). The ~nIe kon in the comer of the 
Country bo~ Wem humon or 10IIlpU* pkryw. 
Game OiffiMIY. 
Aslr_t DIflkuIty. 

Preferences 

D 
ctcrmine which country and fea­
tures you desire to play by. 
Options include: U.S. Human vs. 

Soviet Human, U.S. Human vs. Soviet 
Computer, U.S. Computer vs. Soviet 
Human. Player one takes the first turn. 

The game defaults to a Level One V.S. 
Human player vs. a Soviet Computer 
opponent. If you desire any different 
configuration before playing, now is your 
chance to select it. 

Buzz Aldrin's Race Into Space 

In Ihe IlIPier, !he icons. the ~ pr.ferlllKlS: 

I: MIsk 
2: Aslr_1Jt RosIer 

]: SoIIIId 
.: biMaliol 

5: Basic Dr WstDl"klli ga .. pIoy; nlstOIi Dr hislorkal 
Illr./l05_1 rosier. 

Model ond Roster Type 
Seiect which type of game you wish to 
play. The Basic Model starts both coun­
tries with equal circumstances and costs. 
The Historical Model builds in the his­
torical advantages and relative costs for 
each country. Generally, American hard­
ware has a higher cost and better reliabili­
ty and Soviet hardware is less expensive 
and has worse reliability. Each model also 
has a customized astronaut roster option 
to select. This roster must be first cus­
tomized in Preferences. 



Tb./Iog .. eitfler 
comer seI!ICh the 

u.s. III USSR 
"""",. 

Difficulty level 
Three levels of difficulty can be chosen 
for each side. Level 1 is the easiest and 3 
is the hardest. For handicapping either 
opponent, switch them to a higher leveL 
The variations give you nine different 
levels to play. The computer opponent 
operates under the same conditions as 
you so don't feel too bad when things go 
wrong. It's happening to the other side; 
you just won ' t always hear about it. 
There is an exception: do badJy enough 
on Level 2 or 3 and you can get fired, 
which loses the game. 

Astronout Difficulty 
There are three levels of astronaut per­
sonnel data. By selecting the lowest level, 
you are provided with the most data on 
your astronauts. The higher the level, the 
less information is provided. 

Music/ Sound/ Animation 
These features can be toggled 011 or off. If 
you toggle Animation off, you will get 
still photos instead. 

Astronaut Roster 
This list of all astra/cosmonauts lets you 
alter the existing roster to create your 
own custom roster. 

The custom raster can be revised at the 
start of every new game. You can change 
your historical astronauts' skills, type in a 
new name, or both. However the cumu­
lative skill points cannot be exceeded: 
you can only add points to a skill if you 
first take some away from another. 

First decide which country's roster you 
wish to alter by selecting the flag. Move 
the cursor over an astronaut's name and 
click on it to activate it. A box will appear 
where a new name can be typed in or 
default to the supplied name by hitting 
<Enter>. You can select a skill you wish 
to change by selecting the + or - buttons 
to increase or decrease the value. Any of 
the skills can be changed . You can 
change or alter as many astra/cosmo­
nauts as you wish. This updated roster is 
saved by selecting 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. 
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TOIl: Baikonour, the Soriet ~!IpOrI. 
Bottom: Tht (ape ((ope (a_~I, 1M U.S.'I!pIXIpOI1. 
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Network News 

U.S. Plcyer'1 
New! Updute. 

A series of news briefs will inform you on 
Space News, Astronaut News and World 
Events. Select the arrow keys to scroll up 
or down, and Continue to move on to 
the Spaceport. 

Spaceports 
Each country has its own unique space 
facility. The United States' facility is 
called the Cape (Cape Canaveral). The 
Soviets' port into space is known as 
Baikonour. 

At the beginning of the game, yo ur 
spaceport will appear small, with only a 
few key buildings. As you purchase more 
programs and obtain more prestige, 
more buildings will appear along with 
general improvements in the overall 
appearance. 

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



Offices in rite 
.t.drninislraliOll 

Building 

ibe Budget I)ffkt Ids ytUf piojeded budget, post budget, 
piestige pointt and ex,enditures. 

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

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

The Administration Building 
These offices 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 selectable data on your expendi­
tures by category: Satellites, Manned 
Spacecraft, Rocket and Miscellaneous 
Hardware (see Figure I). By clicking on 
each category, you'll observe your past 
expenditures. The last box offers a histo­
ry of your space budget along with your 
intelligence agency's estimate 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 
starts at 60 ME. All of the programs are 
useful in winning the game, but not all 
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hoposed Spumik satdi1e program. 

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

Developing programs in sequence is 
helpful but again not always necessary. 
Some players may devise unique strate­
gies by skipping some programs and 
adapting to current and future needs. 

You select your hardware by clicking on 
one of the four boxes near the top of the 
screen. By selecting one of these cate­
gories, you can cycle to a specific type of 
hardware with the arrows at the lower 
left side of the screen. On the right side is 
pertinent data on the specific hardware. 

Buzz Aldrin's Race Into Space 

A purm-l5pu1ni/1: sotelite PfOQrom. 

_IS 
Orbital, b .. pIo ... y, lunar frobo. 

!-my-II ...... ) 
IIIaofA-Sorios, r""""""", \aMn VlII·I, 
N...t/ • .." s..,... """"'Additional 
\lagos. 

__ ~oIt 

MomIIy/Vostok, Gomini/VodchoI, 
ApoIo/\oyuz. J.ptorIX_, Mini­
shunIos. -1M. '_1M. 

MIse I .......... . 
Ii<kw..l, Iid<..a, {1moIs)1i<kw.(, 
DaOOng ..... , EVA Suil 

ProgrGfll Na ... 
MerCllry, Vostok, Kicker-B, Proton, elc. 

Qvalltity 
The number of units in your inventOfy. You can 
have 00 more than 6 of any type of hardware. 

Initial (osl 

The start-up cost of developing a new program. 

Unil (osl 

The cost of each additional unit. 

Fig;Jre I: 
Categom of 
spGCl honlwlIl. 



...... -

Safety Fador 
The current saf.ly(r.liobility) of the program. 

R&D Cosl per Teom 
The cost per engineer learn (lotol of five teams 
ovoilobie) for improving the program's safety 
f",o< tlvough R&D. 

W.ight 
The wt!igh1 of the hardware unit (payload). This 
does not apply to launch vehkles. 

Maximum Paylood 
The lolof payIood wtight Ihot 0 ~unch "hide 
{on ~ into spoc:e. 

Max R&D 
The maximum level of safely thollhe program 
((In D<hieve by R&D. 

Max Sof.ly 
The moximum level of safety lor (I program. To 
obIoin 0 highet sofety foctor thon MOl R&D, the 
hardwall must be used and tested on oduol ijIIX' 

missions. The hardware must su«essfully 
(om~ele at least one step of that particular 
piece's lISe during II spIKe mission. When 
w«essful, the program safety is inuellSfld by 
1". 11 (an never meed the MOl Safety level. 
The mission (on be monllfld or unmanned 
(dummy tests) and all components used 
su«essfulty during the spIKe mission will 
improve. (Nole: the mission does nol hove 10 be 
su((essful, just the hardware.) 
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Research and Development 
This shortcut wtunne!" button takes 
you to the Research Park, for researching 
and developing the hardware to a higher 
safety factor. 

Future Missions Office 
Before sending spacecraft, satellites and 
astm/cosmonauts into space you must 
first schedule launches. All space mis­
sions must be planned one season in 
advance. If it is Spring you will be sched­
uling space missions for the Fall season. 
On the first turn of the game, Spring 
1957, it would be impossible to launch 
any missions until the Fall 1957. 

After selecting Future Missions, you will 
be presented with a view of the space­
port's launch pads. You start the game 
with one available 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 

Buzz Aldrin 's Race lnto Space 

repaired before they become available 
again for missions. 

Select which launch facility that you wish 
to use. With a minimum of two launch 
facilities. joint launches can be sched­
uled. Joint launches are missions 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 facilities, you can exit by 
clicking the cursor on the black area out­
side the launch pad boxes or the exit box. 

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



5: ,tggIeJLM The fullKe /rM:sions saeell. 

I: MissiM Oemiptiol 6: SiIgIe Of.lollli Miulol 

1 0: Dr.w Missillll SI.,s 
11: Milesl_ Risl 

2: M.-I MltslCNl w/DlratlHJ 

" '-"""' 
7: R.,ol kttllllio resellliuiM 

8: Lod kttllllS 
12: Safety Risk 

~: '."., EVA 9: Saols ,_ .. d Of ~w.d 

thr .... seIect"lIIiu""s 

Near the upper left is text, displaying 
which pad is being assigned and the mis­
sion name and number. (There is also a 
quick reference of all of the possible 
space missions on the Player's Aid Card. ) 
To the right of the mission text is the 
mission penalty box. This displays the 
loss of safety percentage that will be 
applied to every step on all hardware 
during the space mission (see 
Milestones). The mission penalty box is 
based on current circumstances. This 
penalty value is really the worst-case Ke­
nario in safety loss. Missions scheduled 
and launched this season and the follow­
ing season could alter this percentage. 
The penalties on a particular launch 
could include steps skipped in mission 
milestones and missed duration steps. 

The lower left border has mission selec­
tion arrows that can cycle through all 
fifty-seven types of space missions. By 
clicking once on the top arrow, the 
Orbital Satellite mission appears first. 
Between the mission selection arrows is a 
small button for displaying all the 
sequences of the current mission. On 
more complex space missions this is of 
great assistance in determining the cor­
rttt sequence order of the mission steps. 
Try moving the mouse over the steps of 
the missions (letters A, B, C) and you 
will see a text description of the Orbital 
Satellite mission at the bottom of the 
screen. 

Move the cursor over to the Reset button 
and select it. You will notice that the 
Orbital Satellite mission has been can-
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celed and reset to zero. By holding the 
left mouse button down on the mission 
selection arrow, you can cycle through 
the mission selection at a quicker rate. 
(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 fo urth 
and sixth month of the next season. See 
Figure 2 for the entire list of launch 
scheduling. Don't panic! This is all kept 
track of automatically by the game. 

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

Custom Mission Selection 
Another way to select missions is with 
the mission icon buttons. Similar to 
playing chords on a piano, this feature 
assists you in selecting custom missions. 
There are five icons with small lock but­
tons. This lock feature (red button) acti­
vates the icon. When you select the mis­
sion select ion arrows, this initiates a 
search for all missions with this type of 
feature. The icons can be toggled on/off 
and then locked (see the icon descrip­
tions below) . After selecting the icons 
with locks activated, cycle through the 
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mission selection arrows. You'll notice 
that only mission combinations that 
comply with the lock button appear. For 
example, click on the Docking icon, lock 
it, and when using the mission selection 
arrows, only missions that involve dock­
ing will be displayed. By locking the 
Docking icon when it is not highlighted, 
you will skip all missions that involve 
docking. These icons make it much easi­
er 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 deactivate it. Select Reset if 
you wish to clear, restart or cancel your 
mission selection. See Figure 3 for feature 
descriptions. 

Note: Mission Descriptions tllat include 
docking require tllat you place a docking 
module in orbit in tile previous mission or 
season. Docking modules have a lifespan 
of two seasons in space. 

N ...... ., N ...... elM ...... 
~ ladMFoIWwiaaS-­

OM Fifth (month) 

Two Fourth , Sixth 
....... Third, Fourth. Fifth 

Two,,, Fifth 
OM...,ae. Founh (singlt), Sixth (joint) 

Two' .... 
FigIKI 2: l.oun!h sd.dvIing. 



Recrvit seI«tion. 
I: N .... of 

ntrHWIs 
rellliilg 10 

recrW!. 
2; Astr_ I's 

,,", 

3: R_ve ._1. 
4; SeItd ""_1. 

Dummy Tests are unmanned missions 
that you can schedule for capsules, mini­
shuttles and rockets (sub-orbital, orbital 
and unmanned docking.) Prestige points 
are not gained or lost on dummy tests, 
but if the hardware is successful on one 
mission step, the safety factor improves 
1 %. This also occurs on all manned mis­
sions but has greater consequences for 
failure. 

Once you have the mission you want dis­
played, sel~t continue. After selecting a 
manned mission you will be requested to 
choose a spacecraft program. After 
selecting it, you must assign a primary 
flight crew and backup crew. These crews 
must have already been trained with the 
spacecraft a season earlier. 

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

Astronaut Recruiting Office 
Every two to three years in the adminis­
tration astronauts will appear in the box. 
This means a new group is available for 
recruiting. By clicking on the Astronaut 
Recruitment Box a screen appears, asking 
you if you wish to recruit astronauts. 
During the course of the game, up to five 
astronaut groups may be sel~ted (from a 
total of 106 astronauts for each side.) 
Random events determine whether a 
player receives an additional three mili­
tary pilots and the availability of female 
astronauts. (This would make the selec­
tion 63 out of 109). 

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

Above the list is data on the featured 
recruit's skills. Not all skills are known 
until after they are selected and sent to 
basic training. Each skill point of an 
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astronaut are additional percentages that 
can be added to corresponding safety 
factor during a space mission. The higher 
the number. the higher the safety per­
centage increase. It is advised to select 
recruits with the higher skills. The maxi­
mum level in each skill category is 4. See 
Figure 4 for skills. 

On the left hand side, you can remove 
nauts from your picked list and choose 
new re<ruiu on the right side. You can-
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not leave this screen until you select a full 
astronaut group. See Figure 5. 

Preferences Office 
During gameplay you can only change 
music. sound and animation. 

TIme Capsule Office 
This is where you save and load games or 
quit entirely. 
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Space Museum 
The museum offers information that can 
assist you with data and statistics in the 
current game and compare records and 
firsts with previous games, 

Director's Rating Chart 
You can compare your progress as 
Mission Director. The country listed at 
the top is the declared victor. Your total 
points will vary depending on game level. 

Space History Display 
A calendar history of your current game, 
with all your country's successful and 
failed missions. Each type of capsule or 
mission description is listed. By clicking 
on the spacecraft, text description dis­
plays the mission, crew and total prestige 
points gained. You replay any mis-
sion by clicking the button. 

Mission Records 
From previous completed games, the 
best and worst mission records and indi­
vidual records are listed for review. 
Examples: earliest successful lunar land­
ing, the earliest space walk, the astronaut 
with the most space flights in a game, etc. 

IntdigerKe Britling ~ dcla on your opporwrt'\ 
hordwGre 01 mis1ion pluM. 

Reset will dear the records for that par­
ticular category only. 

Prestige Summary 
This chart displays which country is 
ahead on the Prestige List of the game. 
Each major space first and milestone is 
listed with a flag displaying which coun­
try was first and the cumulative prestige 
poinls in each category. This can also 
advise you of milestones not reached, 
valuable for planning future missions. 

Hardware Efficiency 
All of your hardware programs in the 
current game are displayed with mission 
success ratios and hardware prestige 
points. Click on the flag for cycling 
through Prestige and Efficiency compari­
son. These two charts are useful deter­
mining hardware reliability, and hardware 
that assisted in 

Astronaut History 
A record of each astronaut's accomplish­
ments in the current game. Number of 
missions flown, mission patches, years of 
experience, etc. 
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The Pentagon/ 
KGB Headquarters 
This is the location for intelligence brief­
ings on your opponent. As in real life. 
not all intelligence data is accurate. Even 
photographs can be altered for decep­
tion. Sometimes early mockups of space 
proposals were misinterpreted by rival 
intelligence agencies as primary pro­
grams. 

library 
Top secret data is provided on your 
opponent's hardware or upcoming space 
missions. Unfortunately this may not 
always be accurate. 

CIA/KGB Statistics I(.f.! I 
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 
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Your boss reviewing your per/ormonce. 

bring praise and increases in funding, 
while failure can cause great disappoint­
ment. At Level I difficulty, if your per­
formance is extremely poor, the 
President will suggest you retire. At high­
er levels against a computer opponent, a 
poor performance will result in dismissal 
and end the game. Human vs. Human 
only suggests dismissal. A chart displays 
your recent prestige swings. As in real 
life, public opinion of the government 
moves slowly. 

VAB/VIB 
Payloads and rockets must be assembled 
for missions that are scheduled in the 
current season. The left side displays a 
description of the planned mission goals. 
If a manned mission is scheduled, the 
flight crew roster is displayed. Carefully 
select the desired hardware/payload con­
figuration and the correct launch vehicle. 
Place the cursor over the launch vehicle 
or payload box and select it to cycle 
through them. Each program 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 
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the capabilities of the rocket. Either select 
a more powerful rocket andlor booster 
combination or scrub the mission. If the 
payload and launch vehicle is correct, 
move it to the launch pad by clicking 
Assign. If you need to replace hardware 
or conduct other tasks, select Exit. 

Sometimes your programs are not flight ­
ready for a launch this season. You can 
cancel launches by selecting Scrub. (You 
will be penalized 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 already have the program devel­
oped. 

launch Pad A, 8 and ( 
You start with one operational launch 
pad (A) and can purchase two more for a 
total of three launch facilities. They will 
list current missions scheduled for this 
season. You may also scrub missions 
from this location. Damaged launch pads 
can be repaired at this site. 

Research Park 
This region starts as a small facility for 
the research and development of space 
hardware. It grows to a duster of build­
ings during the game. Each hardware 
program can be selected as in the 
Purchasing Office. No more than five 
teams of engineers can be a!iSigned to an 
R&D program, once per season. To 
improve the safety factor of a program, 
compare costs per team. The more teams 
selected, the better chance of improve­
ment. 

By selecting the R&D button, you will see 
the team's progress. You may R&D other 
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programs or exit Research via Continue 
or by using the "tunne l" button to 
Purchasing. 

The Moon 
This view of the moon is a reminder of 
your overall objective. By clicking on the 
moon, you are updated on your current 
photo reconnaissance of safe landing 
sites. Photo reconnaissance can only be 
improved by sending interplaneta ry 
satellites, landing lunar probes, manned 
lunar passes or manned lunar orbitals. 
See Milestone Hurdles for more details. 

Mission Control 
If you have missions scheduled this sea­
son and you have completed all of your 
other tasks, including V AB/VIB, you are 
ready to begin launch countdowns. A 
screen will appear asking if you wish to 
nlsh a launch (lowering the safety factor 
by 3% for all hardware on each step), or 
downgrade a mission (a less complicated 
safer mission 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 mission you have scheduled can be 
rushed one or two months. This costs 
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In rite Mission Control Mding you IIIII'f nM a Iwndt or 
downgrade yaw missioft. 

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

A series of screens will list the launch 
order and describe the current mission. 
Human opponents may watch the mis­
sions together. 

Note: You will only see ytwr computer 
opponent's mission footage if it has a suc­
cessful prestige first. The releming of this 
propaganda footage givCj your intelligence 
agency the opportunity to analyu the film 
data and provide you ilrformatiOlr on 
their space hardware in Pentagon/KGB 
Statistics, Your opponent's 'IOmj,wl mis­
sions or failures will be kept in secret. 

Before each of your missions, you will 
have one last opportunity to scrub or 
continue your launch, Hardware safety 
statistics will be displayed for your 
perusal. It would be highly advisable to 
scrub missions with hardware that had 
just failed catastrophically on previous 
manned launches! Once you give the 
mission this final go, it proceeds on its 
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own. You may be given an option cut the 
mission short due to a sequence failure, 
but otherwise sit back and bite your fin­
gernails! 

During space missions, many different 
animations will run, depending on the 
country, hardware and mission event. 
Moonwalk animations vary between 
countries and LM type. The four smaller 
screens display relevant photos of what 
also is occurring at that particular mission 
step. There are over six hundred photos 
assigned to specific steps. 

On manned launches, orbital satellites 
and probes to the Moon, animations will 
appear for all steps of the missions. For 
miscellaneous unmanned missions and 
dummy tests, only a launch animation 
will appear and the mission review will 
display the results. 

During the animations, each current 
mission step is displayed on the Mission 
Control Screen. On U.S. launches, the 
mission step is underneath the main 

screen. Soviet mission step 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 level and yellow is 
the astronaut skill. If green tolerance 
rises above the blue range, it changes to 
red and the mission ste p is in failure 
mode. At this point, either a new anima­
tion will appear (explosions, etc. ) or a 
Failure Mode screen will appear. 

The Failure Mode screen will display 
which hardware failed the safety range 
and the consequences. Sometimes you 
will have to make a decision to abort or 
continue a mission. It is advisable to fol­
Iowa safe path and get your crew home 
as fast as possible. After failure mode, 
either the mission continues or the mis­
sion review screen appears. 
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Arlington (emetery/ Kremlin Woll 
A resting place for your fallen heroes. 

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

Additional Buildings 
Other Buildings appear at the Spaceport 
after you purchase new Space Hardware 
Programs and Recruit Astronauts l 
Cosmonauts. 

Astronauts and Cosmonauts 
After recruiting your first Group of 
astronauts, several key buildings will 
appear at the spaceport. Cosmonaut 
buildings function the same way. 

Astronout Basic Training 
Your new astronauts begin their careers 
in basic training. You can withdraw an 
astronaut at any time, but the longer they 
stay (up to 3 seasons) in basic training 
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the more their skills will improve. Once 
removed from Basic Training, an astro­
naut cannot return. Upon leaving Basic 
Training, astronauts are sent to the 
Astronaut Complex. 

Astronaut (omplex 
/ (osmonaut (enter 
From here, you assign your astronauts to 
Advanced Training (Capsule training, LM 
training, etc.) or to Spacecraft Programs 
(Mercury, Vostok, XMS-2, etc.) On the 
upper left are the skills of the featured 
astronaut. The column on the lower left 
lists astronauts available for assignments. 
On the right side of the screen are ten 
buttons (Spacecraft Programs and 
Advanced Training facilities ) you can 
transfer the individual astronaut. 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 also assign them 
to flight crews. You can visit these space­
craft programs by clicking the specific 
building on the Spaceport or via a "tun­
nel " shortcut. Click the Transfer 
Astronaut button (a Transfer to Location 
title will appear) and select which space­
craft program you wish to send an astro-
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naut to (be sure to send enough to 
fill at least one primary and backup 
crew). For example, two-man capsule 
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 Astronaut 
Complex. Or you can send astronauts to 
one of the advanced training centers and 
improve an individual skill. or leave 
them in the Astronaut Complex . 

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

It's highly advised to visit the spacecraft 
program where you just sent your astro­
nauts. Before you end your turn, they 
must be assigned to flight crews or else 
they will default back to the Astronaut 
Complex. Astronauts will have to be 
reassigned to the spacecraft program and 
will be training for that season. This will 
make them unavailable for future mis­
sions until the following season! 

~CIpHIoT"" 
Impn>'" an "" ...... , Capsule IiIot Ski. 
This ....w aid in soIe!y an 01 copsuIo Old 
onini.1hunIo million SItp!. 

LMPIotT .... 
1_ "" _, Ul Pilot sIclI. 

IVAI .... 
1_ "" _, EVA ,UI. 

........ -~ ..... I"""" an "" ...... , ",I lor all dod<ing -. 
COO"I .......... I"""" on _, ........ Ior long 

span duration missions. 

figure 6: .I.dvotKed Iroining. 

Interplay Productions 



Medical (enter 
The hospital is where your astronauts 
attempt to recover for flight status. One 
season after you recruited your Group I 
astronauts, five advanced training build­
ings will be constructed 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 
term (2 years) of advanced training. It 
costs 3MB per astronaut to be sent to 
advanced training. See Figure 6. 

Spacecraft Program Buildings 
For Mercury, Vostok, etc., provide you 
with infonnation on the current reliabili­
ty status of the spacecraft, the assignment 
of flight crews and data on their morale 
and compatibility. 

When astronauts are sent to train in a 
spacecraft program, they must be 
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assigned to flight crews. As flight crew, 
astronauts need a full season to become 
oriented with a spacecraft and fellow 
crew members before they can be 
assigned to space missions. Even if they 
have been assigned to that program 
before, they will have to train. 

While in a spacecraft program, you can 
examine each astronaut's skills: place the 
cursor over the desired astronaut, click 
and hold the mouse down on thei r 
name. Carefully compare the skills of each 
astronaut before assigning them to flight 
crews, especially spacecraft with multiple 
crew members. Each spacecraft program 
has a specified number of positions 
required for flight crew. Each position 
(seat ) on a flight crew has specific 
responsibilities during the space mission. 

Gemini Capsule 
I. Capsule Pilal/DCH:king 
2. LM Pilatf(VA Specialist 

By assigning an astronaut to a seat, their 
skill will be utilized during those por-



tions of the mission. The seat II a.stro~ 
naut performs all capsule and docking 
responsibilities, while seat 12 astronaut is 
responsible as LM Pilot and for all EV As. 
Not all skills are necessarily utilized on 
every mission. However, it is advised to 
team up a well-rounded flight crew. 

All astronauts in a spacecraft program 
must be assigned to a flight crew or they 
will be automatically sent back to the 
Astronaut Complex. 

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

Morale & Compatibility 
When assigning astronauts to night 
crews a morne 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! 

YeUow OK 

Red Fru.strated 

Black. Burned-out (will retire) 

Astronauts are competitive ~fly-boys" 
who Jive for flying. If they're not assigned 
space missions and are silling in the 
Astronaut Complex, t hey'll become 
bored and frustrated . Successful (mile­
stone first ) missions improve the over­
all morale of the corps and of each astro­
naut. All astronauts that success full y 
reach space get their astronaut wings. 
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Being assigned as a primary crew pleases 
them. Going into space makes them 
especially happy. Failures and canceled 
missions depress them. A death of a fel­
low astronaut will deeply affect the 
Astronaut Corps. Some may even resign! 

Compatibility among astronauts in a 
flight crew is another factor that affects 
their morale. By clicking on the morale 
box (the small color box, left of the 
astronaut's name once assigned to a 
flight crew), the ind ividual astronaut's 
file will appear. This screen provides you 
with a psychologist's report on the astro­
naut and how they get along with others 
in the flight crew. You can click on each 
astronaut's morale box and review their 
compatibility. The compatibility box fea­
tures the astronaut you're studying, and if 
a multi-manned flight crew, color boxes 
of how they like or dislike the other 
astronauts. Review the whole flight crew 
- just because one astronaut likes another 
doesn't mean the reverse is true! 

Color Compatibility 
Green A-OK! An ideaJ~"-a-m-.-­

Red Warning! They don't get 
along! 
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Some astronauts get along 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. 
(Astronauts always maintain their pro­
fessionalism during space missions. 
Incompatibility does not affect their 
skills during flight. ) 

The Astronaut Morale screen will infonn 
you on how well the flight crew gets 
along. You may want to reassign flight 
crews for best results. Astronauts pre­
fer to be in the most advanced spacecraft 
program, and don't enjoy being bounced 
around from one program to another 
countless times. 

Other Programs 
LM Facilities 
The LM training facilities give you infor­
mation on your LM test status and relia­
bility. LM test status is displa yed as 
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points at the bottom of the screen. Each 
successful Earth orbital LM lest is worth 
one point. Successful Lunar orbital LM 
tests are worth two points. Before 
attempting a manned lunar landing, you 
must have at least three LM test points or 
safety is lowered on the LM during Lunar 
landings. You can have any combination 
of LM tests as long as the point total is 
three or greater. Direct Ascent landings 
(Jupiter and Kvartet) do not require any 
LM tests. 

Satellite Building 
Data is provided on Orbital satellites, 
Interplanetary Satellites, lunar Probes 
and Docking ability. The Interplanetary 
Satellite Box gives data and statistics on 
each planet that has had successful mis­
sions. If you select the Moon via the 
Interplanetary or Probe Boxes, your cur­
rent level of Photo Reconnaissance for 
Lunar landing zones is displayed. (This 
data can also be found on the Moon in 
the spaceport screen.) 
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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 expenses have been allocated. 

Purchasing This is where new programs 

can be started and replacement parts can 

be purchased. 

Future Mission Planning Determine 

what space missions will be planned for 

next season. 

Astronaut Recruiting Select your astro­

nauts for your space program. 

Preferences Toggle music, sound, still 

and animation features 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 space 

icons showing the space events in your 

current game. A replay feature will dis­

play your missons. 

Mission Records All sorts of best and 

worst records in space. 

PrtStige Records A chart displaying your 

milestones vs. your opponent's. 

HaJ'dware Efficiency Stats on howeffec­

tive each program has been. 

Astronaut History Information on each 

astronaut and a list of their achieve­

ments. 

Capitol Building Presidential review of 

your performance as Mission Director. 

Pentagon 
Library Intelligence briefing of your 

opponent's programs and plans. 

Statistics Hardware information statis­

tics. 

Arlington Cemetery The site of fallen 

astronauts. 

Program Buildings 
Mercury One-man capsule program and 

flight crews in training. 

Gemini Two-man capsule program and 

flight crews in training. 

ApoUo Thrtt-man capsule program and 

flight crews in training. 

XM5-2 Three-man mini-shuttle program 

and flight crews in training. 

Jupiter Four-man d irect 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 list of the active LM 

programs, and data on LM tests. 

Miscellaneous Sites 
Astronaut Bask Training Cenler Initial 

training evaluation center of astronaut 

skills. 

Astronaut Complex Assignment center, 

directing astronauts to Spacecraft 

Programs, Advanced Training and astro­

naut status. 

Centrifuge Advanced training for 

improving astronauts' endurance. 

EVA Training Advanced EVA training. 

Flag Pole End of turn. (If missions are 

scheduled, go to Mission Control) 

Front Gate Quits game. 

Launch Pad Check to see any launches 

scheduJed for the current season. 

1M Training Advanced LM training. 

Medical Center Location of injured 

astronauts. 

Mi ss ion Control Missions that are 

scheduled for launch the current season 

ca n be rushed months earlier and/or 

downgraded. 

Pilot Training Air Field Advanced 

training for improving capsule/mini­

shuttle pilot skills. 

Planetarium Advanced training for 

improving astronauts' navigation and 

docking skill. 

Research & Development Complu: 

Allocation of funds to spend on R&D; 

improves the safety 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 Secretary General's review of 

your perfonnance as Chief Designer. 

KGB HEADQUARTERS 
Ubrary, Statistics. Kremlln Wall All of 

these are as the American counterparts. 

Program Buildings 
Vostok, Voskhod and Soyuz One, two 

and three-man capsule program and 

l1ight crews in training. 
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Lapot Three-man mini-shuttle program 

and flight crews in training. 

Kvartel Program Four-man direct 

ascent lander and flight crews in training. 

Satellite An inventory of Docking 

Reliability, Photo Reconnassiance satellite 

programs and accomplishments. Which 

planets have been explored, etc. 

Lunar Module A list of the active LM 

programs, and data on LM tests. 

Miscellaneous Sites 
Cosmonaut Basic Training Center 

Initial training evaluation center of 

cosmonaut skills. 

Centrifuge Advanced t raining for 

improving cosmonauts' endurance. 

Cosmonaut Center Assignment center, 

directing cosmonauts to Spacecraft 

Programs, Advanced Training and 

cosmonaut status. 

EVA Training Advanced EVA training. 

Flag Pole End of turn. (If missions are 

scheduled, go to Mission Control) 
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Launch Pad Check to see any launches 

scheduled for the current season. 

LM Training Advanced LM training. 

Infirmary Location of injured 

cosmonauts. 

Mission Control Missions that are 

scheduled for launch the current season 

can be rushed months earlier and/ or 

downgraded. 

Pilot Training Air Field Advanced 

training for improving capsule/ mini­

shuttle pilot skills. 

Planetarium Advanced training for 

improving cosmonauts' Navigation and 

Docking skill. 

Research & Development Complex 
Allocation of funds to spend on R&D; 

improves the safety factor of programs. 

Security Gate Quit Game feature. 

Vehicle Integration Center (VI B) 

Assemble your payloads and rockets for 

launches scheduled the current season. 

Viewing Stand A chronology of Space 

News events. 
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Index Prestige Name 1<. 2nd Other Failure 

Orbital Satellite 12 5 ~3 

2 Lunar Flyby 5 3 2 ~3 

3 Mercury Flyby 5 2 2 ~3 

• Venus Flyby 7 • 2 ~3 

5 Mars Flyby 7 • 2 ~3 

6 Jupiter Flyby 8 4 2 ~3 

7 Saturn Flyby 9 • 2 ~3 

8 Lunar Probe Landing 16 9 2 ~5 

9 Duration uvel 'F' 7 7 0 0 

10 Duration Level 'E' 5 5 0 0 

11 Duration Level '0' 0 0 

12 Duration Level 'c' 5 5 0 0 

13 Duration Level 'B' 3 3 0 0 

I. 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 Orbital 12 5 ~1O 

20 Manned Lunar Pass 12 5 2 ~1O 

21 Manned Lunar Orbit 20 7 ~1O 

22 Manned Lunar Landing .0 15 8 ~10 

23 Experimental Orbiting Lab 6 • 0 ~1O 

24 Manned Docking 8 • ~3 

25 Woman In Space 8 0 0 ~. 

26 Space Walk 8 • ~3 

27 Manned Space Mission 15 5 0 ~10 
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Both 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 (osl: 6 
R&D Cost: 1 
Weight: 300 

The orbital 50tenite is the Iighles1 paylood in the space 
inventory. Designed only for orbital satellite missions, it 
can be Ia~nched Oft all rO(ke' sysIems. 800slerl Of strap­
DRS can be added for laulKhes, but not used separately. 

RANGER/ COSMOS 
Program Cost: 24 
R&D (osl: 3 
Weight 700 

Interplanetary SIIlelfiles can be senl during availoble 
launch windows to the moan, Mercury, Venus, Mars, 
Jupiter and Saturn. The interplanetary salellile weighs 
mOle and requires lllieosl a r~all/Prlllon rocket sysIem 
or more powerful system to help the satellite IKhieve 
mape velocity. Boosters and strap-ons can be odcIed for 
launch, but nol used separately. On 511(cessful lunar fly. 
bys, photo ro<OII. of safe landing sites can be improved. 

SURVEYOR/ LUNA 
Program (051: 30 
R&D (051: 4 
Weight 1200 

This unmaooed probe is designed only for soh IandillQS 
011 the moon. h weighs considerably more thon the intOf­
planetary satellite. II also requires at least a Titan! 
Proton rocket system. 
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DOCKING MODULE 
Program Cost: 18 
R&D Cost: n/a 
Weight: 300 

Docking modules are used 0II1y in missions that anempl 
space Wings. The docking unit weighs the same as the 
orbital satellite. It requires satellite tIKhnalogy for itta 
be functional, ·Power-on." (The OM power-on skill is 
eqllOl to the orbital sotenite tedmoloqy.) Docking sofety 
connot be impfltved by R&D, rather only by acluol 
missions and proctit:e. 

Tbe beginning sofety foetor for docking is 40X. When 
docking is onempted during a space mission {muhiple 
attempts during an actual spac:e mission cOiHl\ for onel 
the skin is inueased SX. A SlJ(cessful dock increases the 
skin anolher 5X (for a lotal of lOX). The highest safety 
for docking is 98X. 

With su«essfui power-ons, OMs Iluvt on operating kle of 
one yeor (the season it's launched plus the neX1 season). 
Any number of friendly (fait or mini-shuttles moy 
attempt to dock with Ihe module during its operating 
lif •. The OM (an be launched separately or onoched 10 

Gemini/Voskhod, ApoIio/Soyul, mini·shuttles and LMs. 

ATLAS/ A-SERIES ROCKn 
Program Cost: 24 
R&D (osl: 2 
Paylood (apocity: 600 

Tbase rockets hove the smallest lih capability. The rock· 
ets lih payloads into low Earth orbital or sub-orbital mis­
sions. Even when aided by booster strap-ons, payloads 
can only be launched sub-orbHal or into low Earth orbit. 
They (annot be used for lunar or intHpianetory missions. 
These ,ockets can lih into Earth orbit orbital sotellites, 
OMs, Mmury/Vostok, and, wilh booslers, Gemini! 
Voskllod, Apo/Io/SG)'lSZ, mini-shuttles and lMs. 



TITAN/ PROTON ROCKn 
Program (ost: 60 
R&D Cost: 4 
Paylood Capodty: 1500 

Besides having II greater ~h (opobility these rockeh (an 
launch payloads for sub-orbital, Eartfa-Ofbilal, lunar or 
interplanetary missions (if payload limit is exceeded, 
boosters and strop~ might be needed). 

SATURN/ N-I 
Program (ost 84 
R&D (ost: 6 
Payload (OpIKify: 3200 

The moon rockets are extremely powerful rlxkets, which 
can (airY various spoceuofl tombinal;tlns for sub· 
orbital, Eorth'Ofbilal, lunol and interplanetary missions. 

NOVA/VULKAN 
Program Cost: 15(J 
R&D Cost: 8 
Paylood (apocily: 4800 

These giant rockets have the grea1est ~ft capability for 
011 types of missions, sub-orbital, Earlh-orbitol, lunor and 
interpillnetary (if payload ~mjl is followed), 8oos1ers 
and slrap-ons cannol be added. 

A-KICKER 

Progrom Cost: 12 
R&D Cost: 1 
Paylood CopIKity: 1 Sp/Ke<toft TU 

A booster p!Kkage thai con propel ooe spa<euaft Icop. 
sui, or tM) from Earth orbit 10 lunar orbit. 
Gemini/Voskhod, mini·shuttles, ond lMs need 0 KKker 
10 reoc:h lunar orbit. Kickers han payIood dead weight 
oIlaurn:h. 

BICKER 
Program Cost; 18 
R&D (osl: 2 
Poytoad (apadly: 2 Spaceaaft TU 

This more powerful booster packoge COlI propel a camhi­
IIOtion spacecraft/OW into lunar orbit. This Kicker 
con hft one spaceuClft Icapwie or LM) or spaceuaft·LM 
cambo. 

C-KICKER 
Program Cost: 40 
R&D Cost: 4 
Payload Capacity: nla 

A Soviet booster package thcrt clocks only with a Soyuz 
space(faft in IUlIOr orhiI and tI!ef! Ionds tile entire pock­
age on the lunar wrfoce. Docking experience is slrOllgly 
recommended. LM tests, [Ms, Kickers A & B or OMs are 
not required. 

STRAP-oNS/ BOOSTlRS 
Program Cost: 12 
R&D Cost: 2 
PuyIoad (opacify: 1000 

This booster program may be used only in [onjufKtiOfl 
with Atlas/A-SHies, Tlfan/Proton or Soturn/N-I rodet 
programs and increases tbe overoillift capability (by 
1000) during launch. 

MERCURY /VOSTOK CAPSULE 
Program (ost: 18 
R&D (ost: I 
Weight: SOO 
Max OuratiOfl: 5 Ouys, B.ouraliOfl 

A one-mon capsule thai (an cony 0 single aslTonalll 011 a 
short-durCllion mission (max. duration is 5 days). The 
capsule oon be used 011 wHrbital, Ofb~al, orbital EVAs, 
and ~miled space duration missions. II is not capable of 
conducting any clocking missions Of lunar missiorts. 

GEMINI/VOSKHOD SPACECRAn 
Program Cost: 24 
R&D Cost: 2 
Weight: 1200 
Max Duration: 14 Days, E.ouratioo 

This monned spacea-aft can carry two astrOllOuWCosmo­
naUls 011 wHrb~al, Earth-orbilal, orbital EVAs, orbital 
dockings, orhiIaI durations and most IUlIDr missions. For 
lunar missions, tile two-man spacecraft requires an A Of 

B kicker. On LM tests and landings, the two-man craft 
requires a one·mon LM and a docking module. Single 
launched monned lunaf landing missions wilh a Gemini! 
Voskhod, DM and LM payload configuration require a 
Kicker B. The mcuimum craft duration is 14 clays. 

Interplay Productions 



APOUO/ SOYUZ SPACICRAfT 
Program (osl: 31! 
R&D (osl: 5 
Weight 1600 
Max Duration: 18 Doys, F~unrliOl1 

This th,,*man eraf! (on (arty as"OIKluts on sub-orbitol, 
orbital and mosllunar missions. This (foh tiDes nol 
require a kicker lar lunar mmillns. The uaft ser'lice 
module (on alw propel an l.M into lunar orbit On LM 
tem and lunor landings, the uaft is odoPloble 10 one or 
two-man LMs. The craft lias a buih-in dCKkill9 adapter 
for dodtinq witb lMs. The craM may use a OM for prO(. 

lite dockings or when doding willi other spcKecraft. 

XMS-2/ LAPOT MINI-SHUTTII 
Program (ost: 60 
R&D Cost: 7 
Weight: 1500 
Max DUfation: 12 Days, IkIllfation 

This three-man relnoble mini-shuttle (on carry astro­
nauts 011 sub-orbital, orbital and mosllunar missions. For 
lunar minions the mini-shuttle requires 0 Kicker A or B. 
On LM tests and landings the mini-shutrle is adaptable 10 

one or two-mon lMs with a OM. Each mini-shuttle ron be 
reused on space missions (<HKe per season) unless it is 
heavily domoged or of CQOOe destroyed. 

JUPITIR/ KVARTIT SPACICRAfT 
PrDgram Cost. 60 
R&D Cost 8 
Weight 4300 
Mox Duration: 20 Ovys, F-ciuratiOil 

This lour-man crafl can carry astronauts/cosmonauts on 
sub-orbital, orbital, orbital EVA, orbital durations, lunar 
passes and lunar orbitak and landings. This a special 
vehicle that can land on the IIIOOn but doesn't dock with 
any other craft No docking skills or I.M tests are 
required. This crafl is extremely heuvy and requires tile 
maMe Nova/Vulkan rocket for nfl. It does not need a 
kid&! for lunar missions. 
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IAGlI/ Dun LUNAR MODULI 
Program (ost 30 
R&D (ost: 2 
Weight 1 SOO 
Max Duratioo: 5 Days 

This two-man lunar module can carry two astronauts! 
c()Smonouts to the lunar surface and rendezvollS and 
dock with tile orbiting command ship. The two-mon I..M 
can be lISed with .pollo/)oyuz and the XMS-2J1apot 
mini·shuttle. The only missions that lMs can be used for 
are lM tem and Iondings. 

CRICKn/ I-3IUNAR MODULI 
Program Cost: 42 
R&D Cost: 4 
Weight 1000 
Max Durlllion: 3 Days 

• one-mon lunar module that can cony one astronaut 10 

the lunar surface and rendezvollS and dQ(k with the 
orbiting command ship. This lM can be used with 
Gemini/Yaskhod, Apollo/Soyuz, and 1M XMS·2J1apot 
mint-shtmie. The only missions thallll\s are used for are 
lM lem and lunar landings. 

The OIJe-lllOl) 1M is a llIOfe expellSive program since it 
would require otIditiornll automated systems MId back­
ups 10 assist IhI 10M o(C/JpanI. 

IVA SUITS 
Program (ost: 1 B 
R&D (ost 1 
Weight nlo 
Mclx Duration: 6 Hours 

A space suit is needed 10 protect the astronaut during 
extravehicular activity outside the spGcecrafi. The EVA 
sui! is required for an spacewal s and lunar excursions. 



miSSion miLiS'iOmSS 

I n the conquest of space there are 
gTut unknowns and technological 
barriers. Before traversing to the 

moon, probes were sent to study gravita~ 
tional effects. solar flares. extreme tem­
peratures and radiation. Animals were 
test subjeclS first to see if man could 
withstand the physiological stresses of 
launch, zero gravity, extreme G- forces 
and othe r factors. Man first ventured 
into space for shon durations. Gradually, 
missions were increased in duration to 
test man's limits and the spacecraft's reli­
ability. Skipping steps in this early phase 
of space exploration could have heen cat­
astrophic. 

Below is a list of milestones that repre­
sent the unknown barr iers of space 
exploration. Steps may be skipped, but 
caution is recommended when exploring 
a new hostile environment There are no 
restrictions on mission order other than 
a ·3% safety factor for each milestone 
skipped, for all steps involved in that 
mission. Penalties from multiple mile· 
stones skipped are cumulative. For 
instance, if two milestone steps afe 
skipped, safety factor is reduced 6% on 
all steps during the mission. Duration 
st eps skipped also inc rease the total 
reduction. Skipped milestones reduce 
safety by 3%; skipped duration steps 
reduce safety by 5% each. See the Player's 
Ref Card for details. 

ORIITAlIATEWTI 
~esIigI: 12 pis. 
P","," -3\ 

The firs! coulltry 10 WCClKsfuIIy Iounch a Sflelile inlo 
E1Irth orbit is iIe vidor of a ,,001 tedInoIogi:aI adIie .. 
menI. An ideal steppilg sin for pooler endecwors in 
the SfIOCI oga. 

IUB-GRBITAlj MANNED IPACE MilliON 

~."" 15 "'-
Penalty: ·3" 

The ~rsl SlKctssful humon Inlo spoce, no maHer bow 
short the duration, is mankind's fll'S! slep into the cos· 
mos. Spocecroft designs ore tested in the horsh envirOfl· 
men! of SflCKe. This a great momenl in man's quest for 
koowlodgo. 

MANNED ORBITAL 

~'''''' 12 "'­P","," -3~ 
The lint human 10 orbit the Earth is 0 mojoJ _Ye' 
menl in the conques1 of spoc •. (tl!is can be combined 
wilh monOId spac. minion for odditionol pr.slig. 
points, •• g. Ywi Gogorin, Iirst man in SfIOCI and manned 
.&;toll By""" .. ,', odo,~. "",,, ,""", 
more ombitious missions CIIII be planned. CurrIlRl spcx. 
craft rMabity is onalYZILd and various opproom.s and 
new SpClClKroft syst.ms art cOII5idered for lhe !oliger 
IUIIor missions.. 

lUNAR IATEUm flY·BY 
Prestige: S I'ts. 
P","," -3~ 

The ~rsl successful sa1elli1e senllo forth's neGfesl neigh. 
bor is a precursor 10 studying the lunor st!rlO<I foolures 
and graYitational ,ffed. II is also the first man· made 
objed 10 permanently leave the forth. Throuoh robotit 
eyes, Ihe way is paved for fulUr. robotic landers ond 
mntualy monned upeditiom;. 
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LUNAR PROBILANDING 
Prestige: 16 Pts. 
Penolty: ·3% 

The first su(ce5sfvI soft lallding on the mOOfl is 0 techno­
logical achievement in roboli< exploration. Soil composi­
tion and firmness can be determined Dnd the search for 
future monned landing 5ites (an be resellrched with 
robotk land~. 

MANNID LUNAR PAIl 
Prestige: 12 PIs. 
Penalty: -3% 

The first su((essful monned lunar pass is the completion 
of a gr&Ol psYChologKOI barrier. Mankind flies around an 
alien world and observes an farth rise on a lunar hori­
ZOII. Spacemrft systems can be tested in !unor gravity. 
The uew (on study polentiollanding sites ond improve 
photo recon. 

MANNID LUNAR ORBITAL 
Prestige: 20 Pts. 
Penolty: ·3" 

The first successful manned lunar orbital is the final run· 
through before mankind walks on anolher world. 
Spocecraft systems (on be tested in luoo! gravity. The 
(Jew (on study landing sites (impro't't photo 18<on). 

MANNID LUNAR LANDING 
Prestige: 40 Pts. 
Penalty: nla 

The firsl landing 011 the moon and successful reltlrn 10 
Eorth is man's greate51 lechnologkal triumph! Mankind 
scallS the horizon for !leW challenges. 
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The milestone steps listed below affect 
the lunar landings. (Docking and LM 
tests are not necessary for direct ascent 
missions.) 

PHOTO RICONNAIIIANCI 
Prestige: nlo 
Peoolty: nla 

There is no program (ost or R&D expense fal photo 
recan. h portlays a (ounlTy's ability 10 seled a sofe land­
ing site an the moon. Photo rll(on begins with bose sole· 
ty of 55%. bery W«es.sful inter~onelafy fIy.by of the 
moon, manned lunar pass 01 lunar orbital inueases 
photo le(on by S%. SU((8ssfullunar landing probes 
increase photo re(on by 15%. lunar prob~ thal lail 
landing bttt still monoge to make a lunar ~orIHt burn 
meose photo reeon by 5%. 

IPACIWALK 
Prestige: 8 Ph. 
Penalty: nla 

The ~m human to leave the (oolines 01 the splKeuaft 
and freely maneuver in spIKe. A histori< D<hievement, 
and an impor1Onl step to detMmine il man (an wM. in 

space or oolite moon. 

(MANNID) DO<KING 
Prestige: B PIs. 
Peooity: nlo 

The (Omplexilies of «bital rendezvous and dO<king are 
a fl8(es.sory skill lor severallufKII apprQO(iles. 

OD<king skiBs (Dn only be IKquired by aduol spD(eflight 
dotking missiollS. Ootking reliability starts at a bose 
40%. Eath su((essiul dotking mission will inueose the 
DD<king skin 11)%. FaUed doOOng attempts still increase 
the OoOOng skiH 5%. 

DURATION 'D' 
Prestige: 1 PI. 
Penalty: -5% (per OUro~OIl step skipped) 

The test 01 spa<e<raft systems and human adaptability 
on on 8-to 12-day spaceflight. Required lor manned 
IUflQr missions. 



LUNAR MODULE TlSTI 
Prestige: n/a 
Penalty: ·3" (per 1M! skipped) 

lMs require a manned lesrillg phase for reliability before 
anempling a lunar landing. Three different 51rategieos 
can be selected for approved l.IA tests: I. A combination 
of three separate Eorth-orbital LM Tests; 2. Twa individ­
ual mi$~ioR$ inyolving an Earth-orbilolLM test and a 
lunar-orbitalLM 1e'Slle.g., ApGna 9 and 10); 3. Two 
lunar-orbital LM tests. For every skipped lM lesl the 
lunar landing is penalized -3" safety. So ~ oltM tests 
are skipped !be loal pellllhy is -, ,,. 

ElKh successful Earth-orbitall.lA Iesl is wMfI one point. 
Successful lunor-(lrbital lM Itsts Clfe worth two points. 
Before anempling a manned lunar landing you mll'Sl 
have at least tiI,ee LM Iesl points or safety is lowered on 
!he lM during lunar landings. You can have any (omli­
nation of LM tests as long as the point 101111 is at Ieos! 
three. Direct GStent landings !Jupiter and harte!) don', 
require 1M tests. 

l.IA le5ts ore Ytfy important missions before landing on 
the moon. Ironiclllly, linle prestige is awarded for the 
SU((ess of these missions. 

Astronallls with high enduralKe ore bener able to sus­
toin the demands of 101lll-durotion missions. lit's ret­
ommended to selecl crm with lligh enduralKe 5kilk.) A 
mission to land on the moon and return 10 Earth will 
toke from 8to 12 days. 

lefor, &mbarking on II manned lunar landing. we rl!(· 
ommend you gradually inuease the mission du ration 
length, one step at a time. By successfully completing a 

Dayo Dantlon 
1-2 A 

3-5 B 

6-7 C 
8-12 D 

13-16 E 
17~20 F 

duration step, another barrier of tfJe unknown is 
broken and scientific dato is gathered. ElICh step 
completed makes it safer for the next (few when 
attempting !be nexllevel. 

The potential dangm are inaeosecl when 5kipping steps. 
A formula OVel0ge5 the flight aew's eOOurance 5kiU with 
the number of steps skipped. The penally can rong' 
from· S% to -8% per step. See Figure 1. 

Milestone Hurdles 
Here is a list of necessary steps to suc­
cessful completion and penalty conse­
quences for skipping. 

Primary Milestones are steps that must 
be completed in sequence. Durs. Band C 
must be completed in that order after 
manned orbitals and befo re a manned 
lunar pass; duration D must be complet~ 

ed before manned lunar orbital. LM tests 
must be completed after manned orbital 
and before manned lunar landings. 

Exnmples 

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

A manned orbital '8' has been successfully 
completed. If a manned lunar pass were 
attempred, it would be -14% on all aspects 
of the mi5sion. 

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 mi5sion. 

Multiple milestones can be attempted on 
a sin gle miss ion or join t lau nches. 
Beware, ambit io us space missions can 
lead to disappointments and spoil pres­
tige points. 
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STil.ATiEGY 

How I Won and lost 
the Moon Race 

K nnedY'S challenge of landing 
men on the Moon and returning 
afely to the Earth is the ultimate 

goal of winning the space race. It is espe­
cially challenging when starting with a 
meager budget and an fledgling space 
program. 

As Director or Designer you need to 
make decisions on short-term goals in 
order to achieve the long terms, and only 
then should lunar missions be attempted. 
Possible short-term goals could be an 
orbital satellite or sending a man into 
space. You must decide whether the risks 
of skipping milestone steps are worth­
while in order to complete your goals. 
There are a lot of different directions to 
choose from; just keep the overall 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 at all costs! 

Space Hardware and R&D 
Determine which types of hardware you 
are going to develop in your space pro­
gram. Program and R&D costs must be 
evaluated carefully. A program's payload 
weight should be compared to various 
rocket program lift capabilities. Compare 
the safety factors of various programs. 
Programs that are inexpensive are gener-
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ally not as reliable. The advantage is a 
quick way into space. The disadvantage is 
without numerous dummy tests, a cata­
strophe isn't far away. Buying expensive 
programs too early can trap 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 using 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 crucial when determining to 
purchase new programs. If you purchase 
expensive 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 specialists 
for the key missions. 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, since 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 you're rWllling the space program. 

Be sure to keep each of your active 
manned programs well stocked with 
flight crews. It's always better to have the 



flexibility of numerous crews available 
for several potentiaJ space missions than 
to be short of crews (primary and back­
up) and ca nceling space missions. 
Nothing is more wasteful than having 
open flight crew slots and lots of astro­
nauts tied up in advanced t raining. 
Remember that the short-term objective 
to the game is achieving space missions. 
not improving individual ast rona ut 
skiUs. We advise to send some astronauts 
to Advanced Training since higher skills 
can assist 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 
dKide early on which of these approach­
es you prefer. If obstacles arise that are 
too difficult or could delay a mission or 
become too costly, be flexible and adapt. 
Always have contingency plans for short­
term goals and going to the moon. If one 
program fails, there are alternative ways 
of completing the same goaL 

Each of the twenty approaches to the 
moon can be successful. Depending on 
your planning, mission success and avail­
able funding , at certa in times some 
approaches become more advantageous. 
With proper wits, and a li ttle luck, forg­
ing your own path can be just as success­
ful . Immediately jumping into the more 
advanced manned programs, such as the 
three-man capsule, mini-shuttle, or the 
four-man module, will take several years 
to develop with very little spaceflight 
activity in the interim. Balancing these 
programs with some successful minor 
prestige programs (planetary satellites, 
EVAs and space duration with smaller 

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

Sometimes, you're going to have some 
tough choices when it involves cutting 
safety in order to beat your opponent. 
Caution is always recommended. Let the 
other country take the risks. Even if they 
get ahead early on, it is likely that they 
will trip up at some point. 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 missions; 
that can garner some prestige points. 

Be sure to build up your space endurance 
and docking skills in Earth orbit before 
attempting any ambitious lunar mis­
sions. with careful planning. docking, 
LM tests and duration can all be 
achieved within several years. BUI only 
on a good foundation of proper R&D 
numerous dummy tests. 

History is a good example of what to fol­
low. Target the easy 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 tests on their programs 
before launching men into space. It's not 
necessary to follow every step though; be 
creative. 

Game Strategies 
You Toke on Early lead 
How you get there, by taking risks or by 
being cau tious, is unimportant. Your 
objective should be to continue a steady 
momentum of success. Let your oppo­
nent, who is behind. panic and take the 
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big risks and fall further behind. Focus 
your objectives on the safest, most direct 
path of goals. Be efficient; if a mission 
doesn't advance your program and get 
you closer to the moon, ignore it. Take 
the big prestige missions away from your 
opponent. It not only helps you, but 
bleeds more funds away from your 
opponent' s program. 

You Fall Behind Eorly 
Don't Panic! It's a long. tough race. A lot 
can happen. The worst thing to do is to 
launch a risky mission just in order to 
win a short-term goal. If you fail, you're 
set even further behind. Pursue the 
goals that your opponent isn't striving 
for. Analyze your opponent via 
your I ntelligence Agencies and Space 
Museums. Where are they ahead? If they 
are ahead in manned missions, then pro­
ceW with satellites and probes and take 
risks, since they are unmanned. Sending 
probes to the moon and planets can col­
lect you those much-needed prestige 
points. Lunar satellites can also help you 
skip steps 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 all cate­
gories, you are still in the race. Don't take 
dangerous risks until the very end. 
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Nip and Tuck 
This is one of those races that's too close 
to call till the very end. Be very frugal and 
cautious. Utilize your strengths and pur­
sue the easy prestige points. R&D all 
your manned programs and rockets to 
the maximums. Perform numerous 
dummy tests and raise the safety specifi­
cations on all of your hardware and 
spacecraft. Have backup plans. Anything 
can happen. 

One Snafu Alter Another 
Another of your manned programs cata­
strophically fails! This can be frustrating, 
but stick it out. Be sure to R&D your 
programs to the maximum levels. 
Launch numerous dummy tests 50 that 
your space inventory is very reliable. If a 
program is R&Ded and fails, and then is 
R&Ded and fails again, maybe it's time 
for a more advanced program or addi­
tional backup programs. Be creative and 
find easy ways of gaining prestige. Get 
that budget up with several unmanned 
missions, or if manned, always minimize 
the risks. Consider the least complicated 
way of getting to the moon. Patience will 
reward you. 



ilCALism 

A 
designer, I have debated the 

issue of realism for several years. 
n this game there are images of 

rocket explosions. fune rals, and other 
unpleasant events. This foolage is real 
and the flesh and blood of people were 
involved. II includes not only national 
heroes. but families and friends who have 
losl their loved ones. Death is indiscrimi­
nate toward nationality as the Americans 
and Soviets mourned their losses equally. 
This simulation is meant to be historical. 
It is not about war, its glorification, or 
nameless statistics. 

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

The space program is a high-risk busi­
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 airliner. In this simula­
tion, the player is held responsible and 
accountable for the loss of life. Safety is 
strongly encouraged and the player who 

ignores this is punished. If this is to be a 
realistic simulation, the possibility of cat­
astrophic failure must be included with­
out sugar-coating the issue. 

There are too many slick graphic games 
that display death with no consequences. 
In this simulation, film footage of cata­
strophic events is not meant to take 
advantage of or harm the relatives and 
survivors of these events. The intention is 
to educate about the sacrifices that these 
individuals made. This footage exists, 
and is part of history. If in any way it can 
inform and teach people what really hap­
pened, then I fed it is worth it. The other 
choice is to let the fUm collect dust and 
history be forgotten by all. 

Many speak of the trauma for the chilo 
dren and adults who viewed the 
Challenger disaster. Yes, it was very dis­
turbing, but they recovered and moved 
on, as did NASA. They had to. If they did 
not, then there was no purpose in the 
lives that were lost. Out of the ashes of 
death. a new life will emerge. 

On Jan. 27. 1967. a ten-year old Cub 
Scout toured NASA and saw America's 
proud new spacecraft. Apollo I. 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; a resolve for even greater safety. 
Within eighteen months the Apollo 
spacecraft flew and shortly after, men 
walked on another world. The boy also 
found a purpose. life goes on and 
mankind learns from its mistakes. 
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Suggested Mission Director's 
Checklist 
This is a good review of the duties of a 
space director. Try to cover each of these 
steps each turn. 

Purchase Hardware and New Space 
Programs. (In Administration) 

Research and Dev.1op Space Hardware. 
(AI the R&D Facilities) 

Plan Future Space Missions. 
(In Administration) 

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

Review Presidential Approvat Inltl5teIK' 
Reports, Budget and SpCKe Statistics. 
(The (op~ol, Pentogon/KBG Headquarters, 
Administration and Space Museum) 

VAlfVlS Assemble Payloads and Rockets 
fO( current )auMhes. (VAB/VIB) 

Mission COfIlroilaUftch Review. 
(Mission Control (enler) 

Determine whether to rush a klunm. 
(Mission (ontrol (enler) 

End Turn. (lick on your Rag. 

Buzz Aldrin's Race Into Space 



miSSion Oi:SCRii»iiOnS 
M Requirements 

o N ... 

Mit .. Sat'" Ortital Satah, 10&,1. 

2 '"-" _~ \po<omoft, ....... , 

100:1' 

3 U.....H s.o-orWtai SpKKI'ah, Rockel 

4 ~ OrlIital Spor:ecraft, Astronaut, Rocket 

5 UIIIIICIIIIItd Orbital Spor:lcnlft, Rockel 

6 M...d OriHlai EVA Spa/:Mraft, Astronaut, 
Rocke', EVA Suit 

7 LUIIDf Flyby Interplanetary Sat, nite, 
itTrton/l'roton R(I(ktl. 

B LIIIIIDI' Probe LanMg luna' Probe, 
a.Trton!Proton RQ(k.1. 

9 V ... s Flyby Interplonelory Sotth, 
;rfllon/l'rolon Rocket. 

10 _ FIyt., I,""'""'., .... , 
a.TIIOn/l'rotOll Rocktt. 

11 M."", FIyt., I ........ '., .... , 
itTlIon/l'rolOll Rock.1. 

1 2 J .... " Flyh, I ........ "" 5oIoh, 
;a:fllon/l'rolOl'l Rock, t. 

13 Saturll flyby Interplanetary Satelitt, 
itTrton/Prolon RQ(k.1. 

14 MCIIIIItCI MIla! Docking Spo<e<rUft, Astronauts, 
Rockel, OM. 

1 S UIIIIICIIIM4 Orbital DockiIg Spa<ecrah, RlXkel, 
OM. 

M Requiremmts 
16 JI "-eel Oriitol Dodilg Spoi:eaaft, 

lsJDIIOuts, RodelS, OM. 

17 '"-" o.wt~ 00<lI00g (O<WI) \po<omoft, 
Astonaun, lodtel, OM in Orbit. 

1 B I. U...-d 00<lI00g \po<ocroft, io<I.~ OM. 

19 It M-" o.wt~, 00<lI00g \po<omoft, 
Astronauts, Rodlets, DM. 

20 M..n Orbital Dodillg EVA SplKe"'h, 
Astronallt5, Rodte', EVA ~it, OM. 

21 JI M .... d Orbital Dodtlng EVA Spaceuah, 
Astronauts, RlKkel5, EVA Suit, OM. 

22 JI MCIIIHd Orbitals DockiIIg EVA $,pIKecraft, 
Astronauts, Rodtets, EVA Suit, OM. 

23 JI M...d Mitals DodI.g JI EVA 
SPIIUuaft, Astronauts, Roebts, EVA StIiI, OM. 

24 '"-" o.wt~ Dod", (O<WI) EVA 
\po<~~ "''''''', loci ... ~15Ot, OM. 

2S fA-" OBit .. Ow.tiN Spor:lKfafl, lstrOlllllll, 
Rodtel. 

26 M-" OBitai EVA DwotlOll Spac:ecraft, 
Astronaut, Redel. 

27 '"-" o.wt~ Dod., Dw_ \po<ocroft, 
Astronauts, lodtel, DM. 

28 M-" ()rl,;1~ Dod., (O<WI) Dw .... 
Spoi:Krah, Astronauts, ROI:ktl. 

" M-" o.wt~ Dod", (O<WI) EVA 
Owotiol Spa<Krah, Astronauts, Rodtl, EVA SI.IiI. 

30 JI M..eeI Mital, IVA Dock .. OwoliN 
SpKKI'ah, Astronauts, Rodtts, EVA SI.IiI, DM 
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M R~uirements M Requirements 

31 JI Manned OrlHlal OoUillg Dvralioft 45 Unmanned lunar OrlHtai Spor:e<roft, Kkk.", 
Spa<euoft, AskOflCluts, Rockets, OM. Rockel. 

31 JI Ma_ OrlHliIIg Lab Spor:euaft, Astronauts, 46 MCIIIIIed LIIIICII' Orbital Spacecraft, Astronauts, 
Rockets, OM. Kicker', Rockel. 

33 Manned OrlHtai Docking EVA Dvraliol 47 Jt M_H L .... Orbilal EOR SjxH:e<roft, 
Spoceallft, Astronauts, Rocket, EVA Suit, OM. Astronauts, Kicker', OM', Rockets. 

34 JI Manned Orbital Dockillg IVA Duratiaa 48 MIIIMd Lwor Orbilal LM Tesl Spor:ecraft, 
Spoceacrft, Askonauts, Rockets, EVA Suit, OM. Astronauts, LM, Kicker ', OM, Rockets. 

35 JI Manned Orbitals Dockillg EVA Dwation 49 JI MllllMlllunar Orbital LM Tesl LOR 
Spaceucrft, Astronauts, Rockets, EVA Suit, OM. Spacecraft, Astronauts, LM, Kidcers", OM. Rockets. 

36 Jt Manned Orbililtg LaII EVA Spacecraft, SO Man,," lull. Orbilal LM Tesl EVA 
AstrOllOuts, Rockets, EVA Suit, OM. Spacecraft, Astronauts, LM, Kicker', OM. EVA Suit, 

.od", 
37 Jt Manned Orbitals DodUng Duration 

Spacecraft, Astrona uts, Rockets, OM. 51 JI Manned Lunar Orbital LM Tesl EVA 

38 MCIIIIIed Earth Orbital LM Tesl Spacecraft, 
Spacecraft, Astronauts, LM, Kickers', OM. EVA Suit, 
Rockets. 

Astronauts, Rockel, LM, OM", 
51 JI Manned Lunar Orbital LM Test fOR / LOR 

39 Jt Mwwd Earth Orbital LM Tesl SjxM:e<raft, Spacecraft, Astronauts, LM, Kicker', OM, Rockets. 
Astronauts, Rockets, LM, OM'. 

53 Historical MlIIMd Lunar landing Spa<Mraft, 
4lI MCIIIIIed Earth OriHtai LM Test EVA Duration Astronaut, LM, Kidcer' OM', lM. Rockel, EVA Suit, 

Spacecraft, Astronauts, Rockel, LM, EVA Suit, OM', 
54 Direcl AseNt Lunar land"tng Jupiler/Kvortel, 

41 JI Ma.ed Earth Orbital LM Tesl EVA AskoooUls, Novo/Y'ukan', EVA Suit. 
Duration SpacMraft, Astronauts, Rockel, LM. OM', 
EVA. 55 Jt Lunar loItcIing EOR Spacecraft, Astronauts, 

41 Unmanned Lunar Pass Spa<ecraft, KKker', 
LM, Kicker', OM, EVA Suit, Rockets. 

Rockel. 56 Jt Lunar I.oItcIisg LOR Spa<ecraft, Askonouts, 

M-.ed LIIIICII' Pass Spacecraft, Astronauts, 
LM, Kicker", OM, EVA Suit, Rockets. 

43 
Kicker', Rockets. 57 SoyU! Lllnar Landing Soyuz. Cosmonauts, 

JI M_d L_ Pass EOR SjxM:euaft, 
Docking Skill, Kicker C, Rockets, EVA Suit. 

44 
Astronauts, Kicker' , OM', Rockets. 

, could be required 
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Hardware Artwork 
Unmanned Spacecraft (Satellites I 
From left to right: 

U.S. I-man L.M 
Soviell-mon L.M 

U.s. 2-man LM 
Saviel2-mon L.M 

Ex~orer 
Sputnik 
Ranger 

C""os 
Surveyor 
Luna 

Manned Capsules and Spacecraft 
From left to right: 

Mercury 
VO'llok 
Gemini 
VosIhod 
AjJoII, 
Ioyuz 
IMS·! 
lopol 
Jupiter 
Kvortel 
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Hardware Artwork, cant. 

Rockets 
From left to right: 

Atlos 
A-Series 
flfon 
Prolon 
Salurn Y 
N·) 

Nova 
Vulkon 

Mise. Hardware 
From left to right: 

U.S. EVA S,if 
Soviel EVA Suit 
U.S. Docking Module 
Saviet Docking Module 
U.S. Strap-on Booster 
Saviet Boos1er 
U.S. Kicker~ 
Soviet Kidcer-A 
U.S. Ki<ker-B 
Soviet Kicker-B 
Soviet Kicker{ 
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Cilci)iTS 

(("teel _ Dt~ b, fritz BrOMlf 

Progr~ by IMhaeII. McCafty 

AI Progr ..... by Mortan loarl'( 
eo..,.,1I' Artwtrlt by David 1Iioshef, MidIoeII.Illt:Carty, Margie Beeson, ROIHIII Joytt, Sit" Stipp, Tom 

Chamberlain, Fritz BronneI', Morgan Roarty, Alex Danlymn ond Todd ~Ia Y_ D9fu:-.g by Tom Chomberloin, fritz ironAef, MkhoeIIlkCarly, Ronon Joyce, oII.organ Roarty 
AdditioIIIIIl Progr-a.g by Morgan Roarty, Payom IU\hidi 

Veaor Gr.,Wu Progr_ Paul Edelstein 
Y«tDr GrapWu Art by J. xoll Mattins 

SI*' Mi.iat.,i by Bronner Studios 
0rigi...I .sic II, Brian l&ngsbafd and MKhoeI MlNerny 

Misi!: Uaphlfilll lithard.loWon 
SoncI DigitiIilg Michael I. McCarty, fritz Bnmer, ChorIes Deenen 
SoIIMIIg £1IiriIg IKhoeIl.lllcCarty, Frill Bfonner 

Artiflclolllll~ Yntiltt lIy Wes KIIWOIo, (\111 emrl 
Data &my Tom ChornberIcM., Endc. Mc<ort" Erik AAd.rsoII 

(.~ Voim Ghermon Trigub, Memo Trigub 
0tMr Voim George SpeIm, GeMiI~, Jim BrlJ'llll 

fam" tilt Crowd Ridlord 810Gb, Tom .,_, Tom Cborri.erIaiI, Dordd K. M!<arty 
u.. Pr_er IMhaeIl Mdorty 

Diredtd b, nib 11_ 
blKlltiv, P,.... Brian Fm-ga 

StrcrtigK Vi_ Pr".' Ffittlronner and MidMIIIllIIMrIy 
IMI""', P,.... Brute Xhlkkbernd and.lotob l. BlIChef1111 

H!storkal M...! b, Fritz Ironner and Robert leem 
AdIIItioMI M....! CHlriHtiHs by Kennett. Wheeief and Wes KllWGlo 

Etltttl by Robert leem 
GMtplDy M...! by nib Ironner 

Etltttl by Bnn ScWkkbemd 
Maps' ,hsfTatiHs by 5teYfll D. S", 
Acl.ltioHllhsfTlfiHs rodd Comosto 

MwHI De. by Jerry Friedman vnd Frill BrOllllll 
lay'" by Jerry Friedmon 

Hislorkal M..ai Cmf rtill'iIg by KlHll\odges 
Dt.eIopecI by Slraltgk '(1IioM, Inc. 
I'lIItIisMcl by Inlefploy Productions, lilt. 

Podtage Dtslgl by Virunt DeNardo 
INDIty AJIIII'_ Dirll:lon ./a(ob R. Buther1111 and KlIfTY Gonbon 

I.ettI Testers MaR IIorrbon, Jeremy Airey, ItI.idJoeI Murd 
Ttsfilg Crew Rodney KeIoso, Tbeodor.laooolt, J.emy 1arnM, Scon Campbel and .lennifer 

SchIiObemd 
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CUSiomaa SaaViCa 

If you have any questions ahout Bun Aldrin's 
Race Into Space, or ony Interplay product, 
you (on reoch our Customer 
Support/Technicol Service Group ot: 

Interplay Productions, 17922 rrtch Avenue, 
Irvine, CA 92714; Attn: Customer Supporl 
or "II UlUl: {7l41553·6678, 9:00 o.m. to 
5;00 p.m., Pacific Standard Time, Mon. 
through Fri. 

Please have your system information avail­
able, or better yet, be at your computer. The 
more detailed information you (on provide 
our support pel)onnel, the better service we 
can provide you. 

If you have a modem, you (on reach us at 
our Interplay 88S: 

We have a 24-hour, 7 -day a week multiline 
BBS available for customer questions, sup­
port ond fixes. The numbe,. (7141252· 
2822. Modem seHing' ore 30()'14.4k 
8aud, V.32b., V.42bis, 8·N·1. Th •• 0 free 
service. 

Buzz Aldrin's Race Into Space 

America Online: You con E-moillnlerploy 
Customer Support at INTERPLAY. To reach our 
(ustomer Support board in Ihe Industry 
(onnection, press CTRl·K for ~Go To 
Keyword". Then type INTERPlAY in the 
Keyword window. In addition to reading and 
leaving messoges, you can download fixes 
and demos from the ·Software Ubrories: 

(ompuServe: We are located in the Game 
Publ.her, 8 Forum, type GO GAM8PU8 ot 
any M!_ prompt. Then select -Sedion 14- for 
Interplay Productions. You can leave technical 
support questions there. You can also down­
load lixes ond demos from Ub",y 14 in 
GAM8PU8. The best ploee for gomeploy hints 
about our games is in the GAMERS forum. If 
you are not already a (ompuServe member, 
you can caU (ompuServe 1011- free 011 -800-
524-3388 and ask Representative #354 for a 
free introductory membership and a 515 
usage credit. Besides technical support for 
Interplay products, (ampuServe offe~ many 
other services, including communications, ref­
erence libraries, hardware and software sup­
port, fravel, games and much more. 

GEnie: We are locoted in the Gomes 
RoundToble by Scorpio, type M805; I ot ony 
-1- prompt. Then select -(otegory I r for 
Interplay Productions. Fixes and demos are 
ovoilable in the libraries. 



INTERPLAY PRODUmONS 
LIMITED 90-DAY WARRANTY 
Interplay Produdions warrants to the origin.u con­
sumer purchaser of this computer software product 
th .. t the r«ording medium on which the software 
progr<lms aTt recorded will Ix fr~ from defKU in 
material and workmanship for 9Q days from the 
date of purchase. If the recording medium is found 
defective within 90 days of original purchase , 
Intuplay Productions agrees 10 replau, free of 
charge, any product discovered to he defective 
within such puiod upon receipt at its Factory 
Sfivice Center of the product, postage paid, with 
proof of dale of purch:ue. This warranty is limited 
to the recording medium containing the software 
prngum originally provided by Intuplay 
Productions and is not applicable to normal wear 
and tear. This warranty shall not be appliC1lhlc and 
mall be void if the def«1 has ariscn through ab~, 
mistreatment, or neglect. Any implied warranties 
applicable to this produd ue limited to the 9O·day 
period described above. Interplay Productions dis­
claims all responsibility for incidental or consc­
quential damages. 

Some S1.1.tes do not allow limitations as to how long 
an implied warranty lasts andlor exclusions or Jimi-
1.1.tions of incideotal or consequential damages so 
the above limitations and/or exclusions of liability 
may not apply to you. This warranty gives you spe­
cific righh, and you may also have other rights 
which vary from nate to state. 

Ufetime Warranty 
If the r«ording medium should fail after the origi­
nal 9O.day warranty period h;,l5 expired, you may 
return the software progra m to Interplay 
Productions at the address noted below with a 
check or money order for $5.00 (U.S. currency) , 
which includes postage and handling, and Interplay 
will mail a replacement to you. To receive a 

replacement, you should cndose the d efective 
medium (including the original produd label) in 
protective packaging accompanied by; (I ) a $5.00 
check, (1) a brief statement describing the defed, 
and (3) your return address. 

If you have a problem with your software, you may 
wish 10 call us flrst at (714) 553·6678. If your media 
is defective and a replacemell1 is necessary, V.P.S. 
or registered mail is recommended for retUIns. 
Please ~nd the defective disk(s) only (not the box) 
with a description of the problem and $5.00 to: 
WARRANTY REPLACEMENTS Interplay 
Productions 17921 Fitch Ave., Irvine, CA 92714 

SYSTEM UPGRADES 
InICrpl.y Productions has a system upgnade policy. 
At any time after purchasing any Intapl.y produCl, 
you may send us your original dis~ and a check for 
$15.00 (U.S. funds) and we will replace your disks 
with the vCTsion for another computer system that 
you specifY. (This price is subject 10 change.) 

COPYING PROHIBITED 
This software product and the manual are (:Opy­
righted and aU rights are reserved by . is protC<:ted 
by the copyright lawsthoit pertain 10 computer soft­
ware. disks are n01 copy· protected. This docs not 
mean you can make unlimited copies. You can 
back up the disk for your own personal use, but it's 
illegal to sell, give or otherwise distribute a copy to 
another person. 

Copyright C l993. All rights reserved. Buzz Aldrin's 
Race Into Space is l regiuered trademark of 
Interplay Productions. 

NOTICE 
Intcrpby Productions reserves tht right to make 
modifications or improvements to the product 
described in this manual at any time and without 
notice. 
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