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BEUROPEAN SPPACE SIMULATOR

elcome on board of
ES.S. (Evropean Space
Simulator) !

You are going o hiave
o fantastic experience, and get fo know sensations
that very few people on this planet have had. You are
going o join the very private club of the «Space
Men», «Cosmonauts» for the Russians, «Astronauts»
for Americans, «Spacionauts» in France, everywhere,
those men who have seen the Earth revolving are
envied, worshipped and respected.

SPACE SHUTTLES

— ; he first men who were
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& G could hordly manoeu-
vre in weightlessness. Their return on Earth wos a
delicate and dangerous phase, for they used 1o fall
almost like meteorifes.

They managed to make them fall down into the sea
or on deserted areas. A parachute used o break the
last part of the fall so as 1o save the crew. But the
space capsule which had been burat when coming
back info the atmosphere, was ready for the scrap
heap.

The american shuttle has one advantage, which is the
ability to manoeuvre when entering the atmosphere.
Its aerodynamic shape allows it fo brake smoothly
and 1o land by gliding over o well prepared landing
runway. On the other hand, besides the fact that is
much heavier to launch than o stondard space-
capsule, the crew and the pay-load have fo be put
together.

Precautions which would be useless just for the

freight are compulsory fo preserve life (environ-
menl, limited acceleration speed, etc...).

Besides the maintenance and replacement of some
particularly delicate and complex spare parts don’t
make it as easy to use again os N.A.S.A. had expec-
fed.

Hermes, the european space-gircrafi, propelled by
the Ariane 5 rocket, is meant to be a much more
flexible and efficient system, able fo put into orbit
satellites os well as space-stafion modules. Besides,
the automated flight option allows to do without life-
preservation systems ond all gircraft equipment
usually essential in manned flights.

On the contrary, without any freight, Hermes can
take up six men {seven in the american shutle) and
remain in wailing orbit for o month (eight days for
Americans).

The orbiter used by 1.5.C. (International Space Cor-
poration) is on imaginary machine made on the pat-
tern of already existing shuttles (american, euro-
pean, russian). At the time of the game (2010}, this
type of orbiter is already an old and widely known
craft.

Government agencies, of course, have far more
sophisticated machines at their disposal (which
haven't yet appeared on modern engineers’ plans),
but their price is far oo high for a {relatively) small
private company.

So, it's on board of the THOT orbiter (an egyptian
god with an ibis-like head, counterpart of the greek-
god Hermes) that you'll have the pleasure of perfor-
ming missions which will be usual to spacionauts
within twenly years.



SATELLITES

rom the asirono-
mical point of view,
o satellite is an ob-
— ject which revolves

round a plonel, according 1o a precise frajectory
named orbil. The moon is thus the satellite of The
Earth. Other planets have satellites : Jupiter, the lar-
gest planetinthe solarsystem, has sixteen of them.

Besides these «natural» satellites, men have laun-
ched and putinto a steady orbit «artificial» satellites.
Full of scientific machines, some can even be lived in,
such as the american «Skylob» or the russian
«Soyouz».

These arfificial satellites can have several functions:
® Telecommunication satellites are used to broadcast
IV programmes , telephone links and radio
iransmission. Thanks o such satellites, we can get TV
programmes, from all over the world or follow
sailing-boats in races or peregrinations of protected
species in nafure reserves at any time.

@ Observation satellites make a precise ond tho-
rough examination of the Earth possible. They show
the state of vegelation, inform of storms or photo-
graph clouds complexes. They indicate pollution or
detect natural ressources deposits. They study volca-
nos or spol fish shoals.

They can akso give military information, keep waich
on the iraffic (air, sea and on Earth), spot infercon-
finental rockets ; they might even be able to desiroy
them in @ dose future.

® Qther satellites have even more specialized func-
tions, and are used for experiments or scientific
missions. Giotio was able 1o observe the Halley
comet, others have left 1o explore the solar system

or even fhe closest stars...

Two types of satellites are proposed to 1.5.C. :

- Gyrostabilized : 1o keep their balance, these satel-
lites rotate on themselves permanently. It is  tested,
secure and cheap technique. Their solar sensors are
generally integrated around their surface.

- 3-axis stabilized : in the three rotation axes (x,y,z)
some computer-controlled nozzles keep the machine
steady. This sophisticated and efficient technique is
unfortunately less secure.

The solar-array, which are folded when the satellite
is put into orbit by the space-aircraft, open out when
the sotellite is in its orbit.  They are then about
fifteen meters large. They supply with elecric energy
thanks fo photo-batteries which detect solar energy.
When the sofellite is in the shade of the Earth, some
batteries take over.

A sotellite is made of several modules, in which one
of the mission specialists who will form the crew
(communication, data processing, mechanical) can
be interested . The telecommunication module con-
fain s:

- anfenne (parabolic, cone shaped) directed to-
wards the Eorth ;

- Repeaters that is to say amplifier relays.

The service module contains :

- the instruments which control the attitude, the orbit
ond the stability of the satellite ;

- the log-computer ;

- the data fransmission system (pictures, sounds,
elc...)

The propulsion module concerns the engines and the
nozzles which allow the satellite to keep correct
position and orienfation.

The size and weight of an ariificial satellite can vary

SATELLITES
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according 1o the use it has been plonned for. TRS2
weighted 600 gr, Skylab 90 tons. The heavier a
satellite is, the more necessary a powerful launcher
is fo put it into orbit.The space aircraft is precious to
put heavy loads info low orbit (between 200 and 500
km).

ORBITS

hree orbits are parti-
cularly used :

' @
' © the low or «equo-

torial» orbit, at a distance of 200 1o 500 kms from the
Earth. 1t is the only one used by 1.5.C. during this
simulation. Within 80 minutes a satellite goes round
the world above the equator. This is where the future
space stations will be placed to welcome visitors co-
ming from the Earth by space circroft ;

® the chéliosynchronous» orbi, for it is synchronized
on the rotafion of the sun (chelios» in greek), is
ploced of a distance of 600 to 800 kilomaters.
Perpendicular to the previous one, it goes from one
poleto the otherin the sky. It allows to see permanen-
Hly the light part of the Earth which passes by, below
the satellite. It's the observation sotellites"orbit.

© the «geostationary» orhit, finally, is placed on the
equatorial fine, like the low orbit in 24 hours, ot the
same speed as the Earth. So apparently , it is motion-
less above o good third of the planet. It is the orbit
most in demand for big communication satellites,it
con only receive a limited amount of satellites.

In the10 5 (2010...), when the gome is taking place,
itis more likely 1o imagine that there will be o lack of
room on the orbits. Private companies such os 1.5.C.
will certainly be allocated concessions on some orbits.
They will then be in charge of providing security ond
maintenance of their satellite stock. Some gover-

ments or privale companies give the corporation the
responsibility of putting satellites into orbit. As long
as the satellite carries out its function properly, 1.5.C.
gets paid on the basis of monthly fees. This remune-
rafion stops if ever the satellite breaks down. There
are even fines planned in case the breakdown is not
repaired quickly, or if the corporation has not done
its job properly. As soon as 1984, 80 millions dollars
were paid by insurance companies for two safellites

which had been lounched in @ wrong orbit !

The life expectancy of these satellites is variable.
Some lost one and a half year,others three, seven,
and up 1o fifteen yeors. Their life expeciancy de-
pends on the robusiness of the equipment on board:
propulsion means, machines which supply with elec-
Iricity efc... but akso

on their alfitude. In low orbil, the bodies which go
through the atmosphere although it is thin undergo
hormful frictions.

Little by little, they lose altitude uniil they stall and
irremediably fall towards the Earth.

An  omerican sofellite, Big Bird, with o colossal
weight of 13 tons, was launched into orbit 160 km
away, which only gava it a life expecioncy of a few
months. Equipped with o hypersensifive cine-came-
ra, it could see and photograph objects as small as
a book on Earth.

Even in case the Telecommunication module breaks
down, mute, o satellite keeps on turning. Butin case
of a propuksion breakdovm, it falls down onfo the
Earth ofter a few days and hopefully disintegratesin
the aimosphere.

Thanks to the space aircraft, it is becoming possible
fo repair some breakdowms occuring on satellites.
Thus, @ solar panel badly unfolded or a nozzle: that
has to be replaced will soon be the mission of real
«space repair-leamsy.

If the breakdown is more serious than expected, or
if the repairing happens fo be impossible on the spot,
1.S.C. is in charge of getting the sotellite back and
taking it fo the orbital siation where it will be
repaired. In case the building of the station would not
be quite finished, the satellite would have 1o be foken
back onio the Earth. This is what they do at the
moment, but it's o very expensive solution, since the
saellite, once repaired, will have to bs launched
aguin.

STATIONS

s you can realize
during the game,

whal is expensive s
/ﬂﬁ% the lounching. The
fuel used to lift a rocket from the earth’s gravity is
much heavier than the live- load it takes oway. It is
on economic aberration fo go continually from the
Earth to space and vice-versa just fo convey men and
equipment. So it's advisable fo have fixed installa-
fions in space where technicians can live and equip-
ment con be kep in stock : space stations in low orbit.

To space men, these stations offer @ more comforia-
ble shelter than the narrow cabin of a shuttle or space
capsule, and allow very long-ferm missions.They can
akso be used as relay stafions for other operations
such as the opening out of space systems, the frans-
ferring of pay-load towards <orbital tow-aircrafty,
afomic propukion system which function is o put
them into orbit at a lower cost than a usual louncher.

Another use of these stations is 1o benefit from the
surrounding conditions of near-weightlessness in
order to install study and produciion laboratories for
moterial which cannot be produced on Earth ; o1 1o
make observations and asirophysical experiments

which the aimosphere on our planet would not allow.
These stations have been achieved like modules
linked o one another by airlocks. They are adapta-
ble and thus con be adapied fo oll kinds of use.

The managing of these stations and their supplying
of food is not the responsibility of 1.5.C. so you will
not have fo worry about it. On the other hand, part
of the home-modules (HOME) and the siocking-
modules {STORE) ore left at the disposal of the
Corporation fo avoid faking back onto the Earth men
ond equipment which could be useful later.

come yef. Spacio-

RN
5@
nauls are no longer

«heroes» prepared fo sacrifice their lives like in the
first mission in the sixfies. They are more regarded
as very compelent specialists in their own field.They
must be very fit, snd must have some fraining fo get
used 1o gravilational pressure and weightlessness.
But above all, they are workers, «almost» like any
others.

SPACE MEN

n 2010, the age of
space-tourismhasn't

The professionaks of the International Space Corpo-
rafion can be divided info three categories :

© Pilots : they are competent astronauls who have a
great experience of flying in space but also usual
piloting (planes, helicopters, gliders, efc...). They are
crack-pilots capable of all aerobatics both in weight
lessness or under the most unpleasant gravity.

@ The pay-load specialists : scientists but not profes-
sional astronauts, they carry out research in space in
very precise fields : astrophysics or bio-technology.
They can also be militory men whose missions are



often top secret. As soon as the space station is
almost finished, the 1.5.C., who is responsible for the
works, sees to transfer safely those specialists and
their equipment so that they can made their experi-
menls. They usually remain in orbit for six months
until they are taken back.

- Mission specialists : both scientists and professional
astronauts. They provide a link between members of
the crew, they control, adapt and repair environ-
ment and communication control systems, electric or
computer systems, the opening and closing mecha-
nisms of the hold. They can help pay-load specialists
in their research and are frained fo go out into space
(EVA, that is to say Extra Vehiculor Activities). Each
of them has had specific training on the maintenance
of satellites. They are able to repair either break-
downs on communication systems (aeriaks, trans-
mitler, efc...), on electronic or computer paris (elec-
tric circuits, calculators, etc...) or on purely mechani-
cal parts of satellites (nozzles, paneks, etc...).

GOING TO SPACE

enerally, the pilot
doesn't go out in
space. The ade-
. quate mission
specialist will get, in o space-suil, to the satellite
which has broken down. This space-suit, which weighs
more than o hundred kilos in terrestrial gravity, is a
real vital support system as it provides with the
oxygen necessary fo breathing, exhauts the carbon
dioxide out of expiration, controls the temperature
and maintains pressurization as well as it protects
agoinst micro-meteorites. It has a seven-hour auto-
nomy, with a security margin of thirty minutes for
the oxygen reserve. An integrated microprocessor

controls the essential functions. Not only does it
warn is user against any fechnical incident, but it
gives efficient advice on actions fo take to repair the
damage.

The space-suit still offers total freedom of gesture
and allows the user fo drink or to relieve himself. It
can resist fo violent variations of temperature which
can go from -157° 1o + 121°,

Before going out, the spacionaut fies on his back a
«space scooters, a manned manoeuvring uni, also
called <M.M.U.», «jet rucksack or «space armchair»,
for it has something in common with the three. I
looks like a metal rucksack equipped with arms like
on armchair but without a seat !

And it can propel our specialist in all directions. The
spacionaut can put on or loke off this gear without
any help. Itisa complex engine propelled with an ex-
pulsion of liquid ozote which siream you can direct
vith handles placed on the arms of the armchair.

Like the shuttle, its twenty four nozzles (7.56 new-
tons in push each) allow push and rotation in all
directions.

Each scoofer is equipped with an automatic-comera.
It finally has a magnetic hook in order to trim, if ne-
cessary, with ony metallic structure (shutle, satellite
or stafion).

When the mission specialist leaves the shutile, he
takes with him 335 kg of equipment (scooter + space
garment + fuel).

+THE LANDING

11he end of the mis-
sion, the shuttle gets
ready to go back on
Earth.

Itis done in two phases:

- the starting of the retrorocket which allows the
shuttle 1o leave its orbit initiate the descent ;

- the final approach in gliding descent and the
landing.

If today the landing is done on specifically devised -
earth’s tracks, it is likely that in the future, some
huge shuttle-carriers {aircraft-carriers adapted to
shutles) will be able o move on the seas and place
themselves in the best posifion fo receive the shuttle.
That last hypothesis has been kept for this simula-
tion




BSS ¢ THIE GAMIE

The general purpose of the game is fo put satellites
info orbil, o build a space station, and then to
manage the mointenance of this orbital stack.
During the first phase, you are on earth, on the
launching site of the International Space Corporation
(15.C)

Then, after toke-off, you are in commond of the
«Thot» shutile. You start with deciding on the chan-
ges of orhit, then you piloi the shuile in weightless-
ness fowards your objectives.

You can also go out in space with a espace-svit» and
a space-scoofer.
Finally, you go back on to earth in gliding descent fo
lond on a huge shuttle-carsier which will take you
bock fo the site.

Several missions can follow one another during the
gome. The game starts in Jonvary 2010 and carries
on until December 2013,

END OF THE GAME : A the end of the game, the
number obtained in your copital will show your
degree of success.

There are three ways of earning money :

- The first one is 1o send satellites info orbit. Indeed,
you will get monthly fees for each of them. Butif ever
a breakdown (even a slight one) should affect the
satellite, you will no longer get the fees. Besides, if
that breakdown should get worse, you would have fo
pay amonthly fine equal to the fees you got previou-
sly.

Finally, if it became impossible fo repair the satellite,

you would have 1o destroy it in order fo leave the
position it has on the orbit free.

- The second way of making money is fo convey
experiments fo the orbilal station. Once the experi-
meat has been achieved, you will get a lot of money.
Be careful | The number of seais in the stafion is
limited by its size ! So you had betier build it quickly.

- The third way of making money is fo succeed in

londing.

A - PREPARING TIHIE
MISSTIONS

n the launching site,
you will prepare your
first mission, making

a series of choices, In

the upper lefi-hand corner of the screen, the follo-
wing information will appear permanently :

DATE : it is imporfant fo lounch satellites before the
prescribed date given for each of them. A time limit
of ene to four months {according to the level of the
gome chosen) seporaies the lavnchings, remember !

SATELLITES : the total amount of monthly fees
received (or owed) for the whole of satellites presen-
ily in orbit. These fees are taken info account af the
end of each mission according 1o the time spent.
Then, if the meter shows 3 000 and if the time spent
between iwo missions losted 4 months, the amount
going info the copilol of the end of each mission is

equal o 12 000.

CAPITAL : the number showed corresponds 1o the
present capital of the 1.5.C. before foking off. All
prices showed in the gume are given in crown-kilos,
that is to soy that one unit corresponds to 1000
crowns {about 7 000 francs).

Five knobs at the bottom of the screen ollow you to
prepare your mission with care. You can get o these
knobs by clicking on them with the curser moved to
the mouse {or with the arrows on the keyboard).

1: Equipment
In the control room, you will ako find a huge screen 2: Satellites
on which the louncher and the shuttle ere waiting 3: Station
until the looding has been achieved, in order to 4: Game
ioke off. 5: Takeoff
4 B0 0 | GAME (=T | ¢ g 1
e - Y i .
| | I |
1 2 4 5

A1 - EQUIPMENT

his screen allows you,
1o choose the crew, the
equipmentand the fuel

you will take for the

next mission. On the lefi-hand corner of the screen,
you will see an exiended view of the shutile where
you can place the load of your choice.

On the lower lefi-hand corner of the screen, 2 ele-
menls oppear

- Scale : each time you decide fo load one element
onio the shutile, you can see ifs weight appearing on

i

the scale on the lower lefi-hand corner, up 1o the
maximom weight. The fotal weight admitted on the
«THOT» shuttle is 7000 kg.

-Budget: also under the next nofe, you can work out
the positive or negative effect of this choice on your
budget. Be careful, as your choice can be changed
until taking-off, you will only see the change on your
capital in the conirol room once you are back from
your mission. Of course, only the energy used during
the flight (fuel and life support) will really be
deducted of your capital.



The 3 meters on the upper lefi-hand corner of the
screen mean :

= ORBIT ENERGY : this meter shows the fuel level
used for changing orbis.

= APPROACH ENERGY : this meter shows the
fuel level used for approach manoeuvres fo objects
in orbit.

- LIFE SUPPORT : the oxygen cylinder shows the
clife support» level, that is ortificial atmosphere
reserve, as well os food,water and indispensable
commodities fo human life in space.

The shuttle is already loaded with fuel and «life-
supporby, 1o avoid any danger if ever you lounched
animmediate take-off. Feel free to change the load,
according 1o the mission you have chosen.

To get to the several elements of your mission, you
will have to click on one of the five icons which are
on the left hand side of the screen (use the mouse or
move the cursor thanks to the arrows and press the
ENTER key).

The choice of some icons will cause o decision
monitor to appear, in which you can decide as 1o the
load of your next mission.

The decision monitor can be used by pressing certain
keys :

- Forward/backward arrows (dick on it or
ENTER) :

They allow you fo view the complete list of objects
available, in order 1o choose the one you wish to
select.

= Select {click on it or ENTER)
It allows to select one element. An icon will appear
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that will replace the mouse cursor. Place thet icon
onto the extended view of the shutile to load.

- Cancel (click on it or ENTER)

It allows o toke one element out of the shuttle if you
are ouf of the decision monitor. By clicking on the
chosen object, the cursor will turninfo anicon and the
monitor will appear with the description of the object.
«Canceb» allows you 1o take it out of the shutile. The
arrows allow you fo choose an other object in the

load.

= Exit (click or ENTER)

It allows to quit the decision monitor. For some load
categories, these keys may not work. They are not of
any use in thot case.

= Shuttle : (shuttle icon) :

This monitor concerns the two types of fuel and «life-
support. Clicking on + and - allows to add or deduci
some. The consumption of «life support» amounts fo
2 kg o day by person. The consumption of orbital
energy omounis lo 200 g by metre of altitude.

= Experiments {«pipette» icon)

This monitor offers a choice of six scientists to land on
the space station. They are meant fo made experi-
menfs in weightlessness. Each successful transport
increases your capital by the amount showing on the
screen for the experiments you have chosen. There
can be three fypes of experiments : biochemical,
astrophysical or military. ¥'s up 1o you 1o decide on
the right fime 1o load them, depending on your
financial needs and the building stage on the station
. You will notice that a passenger will appear next to
the pilot when you select one of the experiments. The
1.5.C. shuttle is equipped so that it con lake two
passengers of the most.

= Repair (tool icon) :

This monitor gives access o three mission specialists
{see above) equipped with scientific geor able to sort
out any breakdown which could happen on a satellite
in orhii which you ore in charge of.

Depending on the type of breakdown, you have 1o
take the right specialist. You won't be able fo lond
them if you olready have two passengers.

= Station (stafion icon) :

this monitor allows you fo select the modulor ele-
ments of the orbital station which you must help
building. Check which elemenis have been planned
for the station on the «stafion» screen (see further)
accessible from the control room.

- Satellites (satellite icon) :

This monitor shows you the satellites ready fo be put
info orbit within the next four months ofter the
present date. The time limit for the indicated laun-
ching is imperative. Over that limi, the sotellite will
be given fo @ compefitor (business is business !)

= Exit (clicking or ENTER)
on this spo allows you to go back 1o the base.

A 2 - SATELLITES

RBITS: This knob
offers a stylized view
of the stock of orbits

you have been allo-

cated oround the Eorth. A presentation of this screen,
called «orbital view», as well as an explanation of the
command board is given furiher. You have six spots
reserved on each of the four available orbits. They
are locoted at o distance of 21040 250 kmn from the
terresirial surface. They ore numbered from 1 10 4
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when going away from the Earth. The dotied low
orbit is the wailing orbit where your shuttle will be
launched immediately after taking off. On orbit 4,
you can see the orbilal station which first module is
already placed ot the beginning of the game.

‘When the game staris, it's the only objectin orbif, but

as soon as you have loken satellites there, you will
be able fo see them on this screen. When on Farth,
you will be in charge of looking after their condition.

= FEES : Indeed, you will get monthly fees for each
satellite in orbit. But if ever o breakdown (even a
slight one) should affect the satellite, you will no
longer get the fees. Besides, if the breakdown should
get worse, you could no longer repair it on the spot
with the help of a mission specialist. You'd have to
gel it back and take it buck to the staion to have it
repaired, then replace it in orbit before getting the
fees again. Furithermore, us long as the breakdown
lasts, you will pay o monthly fine equol to the fees
you got previously.

Finally, ifit became impossible to repair the satellite,
you would have fo desiroy it in order fo leave the
position on the orbif free.

= CONDITION OF SATELLITES : Information
about the condition of satellites is given 1o you by
pressing the INF key. But on o colour monitor, you
can see il af once : when in good condifion, a satellite
is green, it goes orange in case of a slight break-
down, red in case of o serious breakdown and white
if it is totolly out of order.

=| iNF |2 By clicking on the spot marked INF on the
doshboard, you can get eny useful information
about your stock of orbits. If you first dick on an
object moving in spoce and then on the INF key, you
will get information about that object (station, satel-
lite, or free spoi).




= CLOCK < The clock shows the fime that passesin the
orbit ; it is useful particulorly after taking off. When
you come info the screen, the fime indicated is much
faster than real fime. You can either slow it down or
make it faster by clicking on - or + . You can then see
the effect obtained on the orbital speed of satellites.
In real fime, it fakes o satellite placed in these orbits
110 1h 2010 revolve round the Eorth. It can be useful
to slow down the time speed in order fo click on a

satellite. Especially if you use the cursor with the
GIToWs.

To cling the cursor onto an object in orbit, click on it
{or ENTER) and use the CONTROL key ot the same
lime.

- BASE : The con representing the space base allows
you 1o go back fo the base. ' '

ORBITAL VIEW

.
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1 - «orbif energy» mefer 6 - thrust requested
2 - energy spending estimate 7 - back to the base 11 - clock
3 - not used 8 - landing 12 - communication window
4 - command for changing orbits 9 - information 13 - acceleration of fime
5 - thrust done 10 - going into piloting mode 14 - slowing down of fime

Some of these commands are only accessible from
the ground, others only in flight

A 3 - STATION

his screen concerns
the orbital station.
that you'll have fo

/‘7{;7

build during the
game. -

- Modules : On the left-hand side of the screen,
you'll see a description of the five different modules
which have 1o be put fogether in orbit. The <HOME»
modules are o welcome the station crew. The «STORE»
modules are used for storing equipment.

The airlocks (A21, B56 , ond X23) are junclion
modules which allow you 1o go from one part of the
slation fo another.

HOME
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- Plan : On the right hand side of the screen, you will
see o plon used for the assembly of the several
modules of the station. This plan will become o
realistic drawing of the modules as the building of the
slation progresses. You can see the first module which
hos already been putin orbit. Your mission is fo place
the rest of the station planned round the modules in
orbit.

= Mooring : You can choose the right fime fo load
one or several elements of the stotion and unload
them in the right place. You will just have to moor to
the module already in orbit in order 1o convey the
modules. Once delivered, those modules will be fixed
according fo the plan by the engineers who live in the
slation on o permanent basis. You will then have o
cerlain storing volume at your disposal, 1o leave part
of the load you do not wish fo take back on to Earth
in the stafion.




- Congestion ¢ Yet, you have fo know that there is
only limited room in the station. Five sites are open
1o you in the first module already in orbit. An extra

site will be cleared for each «Homes or «store» °

module placed. So you'd better build this station as
quickly as possible in order to store the satellites
which have broken down {they will be repaired
there), the repair staff (they will be available to act
more quickly in case of a satellite breakdown) or the
experiments which must be done there.

PLEASE NOTE ! Military experiments are dassified
top secret ! So, if you want to land themin the orbital
station, you must imperatively take out the experi-
ments which might take place there as well os the
repair mission specialists beforehand.

- Stock < By clicking (or ENTER) on this site, you can
put information about the present content of the
orbital station.

- Exit <Clicking (or ENTER) on this site allows you to
go back 1o the base.

A4 -GAME

n the base, you can
interrupt o game and
safeguard it, or start
ugain a previous game
or even slart a new game thanks to this Game Key.
In order to do so, click with the mouse on the proper
keys : New Game, load or save.

= New Game : You are sfarting o new game. Put
your name in the box at the hottom, then click «New
Game» and enter the level of difficulty of the game
(110 6).

On levels 1 and 2, the time between two takeoffs is
3 months long, and 1 month long on levels 5 and 6.
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Then press the ENTER key, and the new game will
start.

= Load : To load a previously safeguarded game,
click on «loady, put the name under which it was so-
feguarded (or place yourself on it with cursor) and
then press «ENTER».

- Save :To safeguard the present game, click on
«saves, pul the nome under which you wish to
safeguard it (or keep the same nome), then press
the ENTER key.

- Quit :Clicking on «Quit» allows you to quit the
game. The game in progress is then lost if you have
not safeguarded it before.

- Cancel :Allows you 1o go back immediately to the

game in progress.

A5 - TAKEOFF

ou have completed
the total loading of
your shuitle and

' decided on your
miission in detail : sending satellites, building the
station, choosing mission specialists (repair) or pay-
load (experiments). You have filled up the tanks of
the shuttle and loaded enough dlife support» for the
crew... You only have to take off by pressing that
button. The takeoff phase is not interactive. The
technicians on the base are fo control it. But don't
worry | Accidents are extremely rare in the year
20b10 and you will undoubtedly reach your waiting
orbit.

The only case in which you may be in danger would
result from o mistake when applying for protection

in the launching of the software. IF there is any
doubt, safeguard the game thanks to th «Game»
key. Atthe very worst, you may start the game again
by giving the right answer this time...

As soon as you have ordered fakeoff, a countdown
slarts on the main screen of the [.5.C. base. After ten
seconds, the rocket tokes off and propels your
shuttle into space. You can gel siraight to the orbital
phase by keeping the space key pressed while you
press the takeoff key. Release the ENTER Key or the
mouse’s ear before releasing the space key.

B - FLIGHT IN SPACE

B1-ORBIT

s soon as the shuttle
has left the Earth it
gets onto o waiting
orbit. You can find it
on ascreen similar fo the one which allowed to keep
an eye on the satellite stock from the ground (refer
1o «orbital view» screen). This screen will be used fo
visualize all the changes of orbis. In reality, chan-
ging orbits is a complex operation which requires o
lot of calculation done by big computers, and orde-
red from the ground.

- Course of orbit changing : Any change of orbit
requires two successive thrusts from the boosters
burning energy called «orbital».

The first thrust helps leaving the present orbit in
order fo place the shuttle into o new orbit, an
ellipsoidal one, which irajectory intersects ot some
point the orbit you wish 1o reach.

The second thrusi fakes place at the very moment
when the tronsfer orbit intersects the destination
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orbit. A more or less powerful thrust will allow to join
the latter. Depending on its power, the shuttle will
progress on ifs new orbit fo reach the precise position
wanted.

In the game as well as in reality, the greatest part of
these data will be controlled by the computer pro-
gramme. Bul you are the one who is going to
defermine the power of the thrusts when the compu-
ter makes an announcement. To change orbits, you
will use two icons which represent o question mark
and an exclamation mark,left of the dash-board.

When you click on this icon, after you have made
your arrival point flash (empty position or object in
orbit), it will show you the total spending of orbital
fuel necessary 1o change orbits, on the energy
counter next o it. If you have a choice, you'd better
ask the computer about all the empty positions of the
orbit wanted, in arder to o the one which will require
the minimum spending.

Once you have clicked on your destination,
clicking on this icon will allow you fo launch the orbit
changing process. A window will open, representing
your shutile ready to thrust. On the lower left-hand
corner of the dash-board, a first dotted line will
appear, showing you the best intensity for the first
thrust. By pressing the left ear of the mouse (or the
ENTER key), you will puta second line below the first
one which will show the real thrust done. As soon as
you release your pressure, the engines will be stop-
ped and the thrust interrupted.

If the length of your thrust is rigourously copied on
the thrust plonned, no problem ! The computer will
show you the second thrust. If you have released
your thrust either oo eaily or foo late, the computer
will do an outomatic correction to rectify your error.
Consequently, there will be an exira spending which
can amount lo the equivalent of the first thrust.



Ready for the second thrust ? Do the operation again,
but this time the computer will not correct any
possible mistake. You will find the orbit screen. If you
have thrusted too much or too little, your shuttle will
be on the right orbii, but more o less far from ifs
objective. It is up to you to decide on starting the
operation again, or reaching your objective in com-
mand of the shuttle, spending all your approach
energy.

@: By clicking on the INF sign on the dash-board,
you can get any useful information obout your
orbital stock, the same way as from the ground. If
you first click on an object moving in space and then
on the INF Key, you will get information about that
object (station, satellite, or free site). You can also
click on the shuttle first, in order to get a reminder of
the load you are toking. Parficularly 1o remember
the orbits allocated 1o the satellites that you will put
in orbit.

- Clock :The clock shows the time that passes in the
orbit. You can either slow it down or make it faster
by clicking on - or +. You can then see the effect
obtained on the orbital speed of satellites. In real
fime, it takes a satellite placed in these orbits 1 hour
1o 1 hour 20 1o revolve round the Earth. It can be
useful to slow down the time speed in order to click
ona satellite. Especially if you use the cursor with the
arrows.

To cling the cursor onto an object in orbit, click on if
(or ENTER) and use the CONTROL Key af the same
time. The clock integrates the fime spent during the
changing of orbits.

- Shuttle piloting :This icon allows to quit the
orbital screen and reach the shuttle commands. It s
in the shuttle itself that you will do the aproach
manoeuvres, ond that you will be able 1o reach a
cerlain position so that you can unload a satellite or
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moor fo the station.

- Back on Earth : hns icon starts up the landing
phase. You can decide o land in automatic piloting,
that is to skip the gliding descent and the landing
which is always tricky, on the giant aircraft-carrier
chartered by the Space Corps. You will just have to
press the space key while you are clicking on the
«refurny icon. Do not release the space key until you
have released the mouse. This will make you avoid
any crash risk... Yet, you will not get the 10 000-unit
bonus for any successful landing.

B 2 - APPROACH PHASE

The approach phase is the proper piloting itself of
the space shutile. In real time, you have fo get close
to the satellites and the orbital station and work
oround them.

The shutile has six different translation modes
{moving in one direction) whereas a plane in gravity
only has one : six rofation modes are added (vario-
tion of an angle from o fixed point).

These different thrusts can be obtained thanks to 24
nozzles shared out around the shuttle. Besides, the
shuttle moves in a vacuum, where there is a religious
silence except short periods when the nozzles start.

The absence of gravity provokes o phenomenon
which has o be well mastered in order to pilot the
shuttle. When a movement is launched, it is accele-
rated as long as the thrust is done, but as soon as it
slops, it doesn’t slow down.

If nothing slows down its progression, any move-
ment carries on. To cancel if, there are ftwo solufions:

E.S.S. THOT



- the first and easiest one is to press the STOP Knob.
But this will consume a lot of fuel ;

- the second solution is to do a counter-thrust {coun-

ter-translation or counter-rotation). Exactly opposite
1o the previous movement. Quite easy, in the case of
an only thrust, the game gets more complicated if
you combine different movement modes.

SHUTTLE"S SCREEN
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1 - communication window 10 - record 18 - rotation
2 - «opproach energy» counter 11 - setting of radar field + or - 19 - object spotting
3 - clock 12 - radar 20 - distance between shuttle
4 - «life support» counter 13 - longitudinal rotation left (L) and object
5 - retuen fo orbital view or right (R) 21 - changing objects
6 - going out in a spuce-suit 14 - slop 22 - coordinates x,y,z, or
7 - fire/load 15 - forward-backward franslation position angles of the shutile
8 - laser off/on 16 - translation 23 - unloading of satellite
9 - tape 17 - direction handle 24 - mooring fo the station

Lateral rotations s Rotations oriented downward,
upward, fo the right or fo the left can be obtained by
placing the cursor on the handle in the middle of the
screen.

By clicking to the left, the cursor disappears and
you control the handle as long as you keep the left
ear of the mouse downwards. You can also get the
same rofations by pressing the corresponding arrow.
For all rotations, the round knob lights up.
-Toraise the nose o the top, pull the handle fowards
yourself like in a plane.

- To nosedive, push the handle forward.

- For right/left turnings, place the handle in the
position wanted .

Lateral translations : Translations oriented down-
wards, upwards, to the left or to the right can also be
obtained by placing the cursor on the handle in the
middle of the screen.

By clicking to the right, the cursor disappears and
you control the handle as long as you keep the right
ear of the mouse downwards. You can also get them
hy pressing the CONTROLkey and the corresponding
arrow. For all translations, the triangular knob lights
up. It is interesting 1o note that you can combine
iranslations and rotations by using the arrows on the
keyboard and the mouse.

Forward /backward translations :They can be
obtained by clicking on AV and AR knobs {see screen)
vith the cursor.

Longitudinal rotations right/left : These rofa-
fions are essentially used to replace the triangle
pointed upwards fo moor fo the station. Itis better to
launch them separately from any other movement.
They can be obtained by clicking on the RD and RG
knobs (see screen) with the cursor.

Stop < If you use this knob with the cursor, it will
cancel (by @ series of counter-thrusis) all the
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movemenls done previously. It will provoke a
complete stopof the shuttle in the position it has. You
can also gef the stop by pressing the space key.

Radar : The radar allows you fo spot any object
(satellite, station, debris,...) which is near the shut-
tle. You can adjust the range of this radar by placing
the cursor on the marker which is left of the radar
and can move' between + ond -. The shuttle is
supposed fo be in the middle of the radar picture.
Objects are placed normally around the shuttle : top,
bottom, right, left. If an object is in front of the
shuttle, it will appear in the shape of a triangle. If it
is behind the shuttle, it has the shape of a square.

(identification) : The coordinates of the Thot

shuttle are always on 0.0.0. By clicking on the
arrows with the cursor, you will choose among
several objects the one which coordinates you want
o know (x,y,z). The name of the object will appear
in the small box next 1o the coordinates.

The object starts flashing on the radar. Over 6000
melres, the objectis considered to be «LOST». To get
closer o an object, you have to go towards itin order
fo bring its coordinates as close as possible to 0.0.0.
Mooring o a station or a satellite can only be done
on some very precise coordinates.

: By pressing the tabulator on the keyboard

(TAB KEY), the display of coordinates is replaced by
the display of orientation angles (on 360°). The
0.0.0. angles correspond o the terrestrial surface
plan, perfectly oriented in the rotation axis. When
the shutile gets to a new orbit, when you take
command for the approach phase, itis always placed
on the 0.0.0 angle. Objects put info orbit are also
oriented on that angle.

Distance :On this counter, the relative distance
betwen the shuttle and the object selected with 1.D.



vill appear. It can be useful 1o choose the closest
among several debris.

Record : The shuttle is equipped with a mechanism
which allows to record part of the flight. It will record
picture by picture all the movements done as from
the time when the «Record» mode is starfed. It can
then reproduce them, varying the shot angle.

Tape ¢ When one or several images have been
recorded by «Recordy, you can view them again by
pressing «Tape». To put the camera closer, you have
to press the 9 key and 1o put if farther, press the 7
key.

You can move the comera with the arrows on the
keyboard. If the movement makes the shuttle go out
of the field of vision, it will automatically place itself
back after a few seconds.

The «video-recorder» keys which appear beneath
the coordinates allow you to rewind, fo freeze frame,
o start recording or wind.

Laser : To destroy a satellite which is out of order or
o debris which is in the way, start the laser by clicking
on the «off» knob with the cursor. A sight will appear
inthe middle of the screen and the knob will pass on
«ON». Now you have 1o place the object o be
destroyed in the middle of the sight, and then press
the «Firesknob. An ultra-powerful loser will then
raise the object o such a high temperature than it will
come out of shape. A few laser rays will sometimes
be necesssary to turn it info gas, for all its porticles
have been raised to o temperature called «sublima-
fion». The laser may need recharging. The «Fire»
knob then changes into «Load» for a few seconds.
Be careful ! you must switch off the laser (hack to
«off») before going back fo the orbit screen or before
you let  man go out in a space-suit.
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Satellites : To unload a satellite you have loaded,

you will have to find an emply site on the adequate
orbit for this satellite. If there are any debris or a
satellite out of order on this orbit, the computer will
refuse 1o unload the satellite unfil these objects have
been destroyed.

When the site is empty, you will have to find with 1.D.
the site of the precise position- planned for this
satelite.

You must unload the satellite within o distance of 100
m from the «Free Position». To reach that position
easily, it can be useful to replace the orientation
angles of the shutile on 0.0.0. with the TAB key (see
above).

To choose which satellite you should unload (if there
are several in the store room), you can always
change the page suggested by the monitor, thanks fo
the forward/backward arrows. When you get close to
o satellite which has fo be repaired, you must slay
within a distance of 50 m unfil you come out in a
space-suit. Itis the safety distance o avoid u collision
vith the space-suit when coming oul ino space.

Station ¢ To load or unload equipement in the
station, you must moor the shuttle o it. Moving is
always done on the first module of the station, the
one which is already in orbit when the game starts.
You have 1o gel close 1o the black side which has o
blue triangle. The coordinates must be on the -25.0.0
positions. You then click with the cursor on the
«Station» knob . Then ,you'll get fo o screen repre-
senting the shuttle on the left and the station on the
right. The floshing spots in the stalion can each
receive an object. To fransfer the objects from the
shuttle to the station {or vice-versa), first click on the
logo that represents the object to be moved. Then
click on «Select» with the cursor. The object will auto-
matically ploce itself in the station.The «Cancel» ond

«Exit» keys are used to cancel transfer. The «Forward
/ Backward» arrows are used o change objects.

To get the shuttle’s commands back, click on «Exits.

»Approach Energy» Counter <This counter shows
your slock of fuel which you need for approach
manoeuvres. When it gets close fo zero, you will get
o message asking you to go back on the Earth .You
vill then get back 1o the orbit phase, and you'll be
able to stari the landing manoeuvre.

Life Suppor? : This counter indicates your available
water, oxygen, .....etc stock. If it is close 1o zero, a
message will ask you to go back on the Earth as soon
as possible. You must absolutely obey as quickly as
possible. If your Life Support» stock came down 1o
zero, the game would be over.

Clodk < The clock works in real fime.

Orbit < This knob will allow you to go back to the
«Othity screen so as to change orbits. You must go
hack to this screen in order fo visit another orbit or o
g0 back on the Earth.

Caution ! a slight manoeuvre is automatically started
io place the shuttle perfectly on the orbit's plan. If you
g0 and return, even quickly, from the «Orbit» screen
io the «Shuttle» screen, you will notice that the shuttle
has changed positions.

This knob cannot work if the laser or the camera are
on.

Space-Suit 2 This knob allows you 1o go out in space
if there is a mission specialist in the crew. You can
choose which specialist you will send outside by
clicking on «Select» on the monitor that will appear.
Be careful ! before going out, make sure the shuttle
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is not 100 close fo any other object! The specialist
may hit it when coming out.

Collision : When the shuttle gets too close fo an
object in space, you will get some messages:

-»Go slowly»: you are in the sphere of influence of
the object, slow down !

-»Warning ! Collision !» you are going 1o hit the
object !

If the collision does happen, the computer will take
command and start o thrust opposite to the one
which made you hit the object.

But you might have damaged one of the nozzles in
the occident.

Give Up :If you have completely lost control of
your shuttle or if, for any reason you wish to
inferrupt your mission at once, there s o key fo give
up: F1.



B3 - MANOEUVRES IN SPACE

When the mission implies some work to be done on
a safellite -repair, recuperation, etc... - and if there
is at least one mission specialist in your crew, the
latter can go out of the shutile in an autonomous
space-suit. The shuttle should be at a proper distance
from the satellite to avoid any risk of collision.
The»Space-Scooter allows to move in all directions.
Its driving is absolutely similar to driving the shuttle:
24 nozzles give 12 possibilities of thrusts : 6 trans-
lations and 6 rotations.

SPACE SUIT SCREEN

15 14

1-changing objects

2-Radar

3-sefting of radar field + or -
4-»approach energy» counter
-5-clock

6-»life supportscounter
1-rolation mode
8-translation mode

13 12 11

9- forward translation

10-backward translation

11/12-longitudinal rotation left (2) and right (R)
13-piloting handle

14-communication box

15-stop

16-return 1o shutile

17-repair

18/19/20- , y, z coordinates

Lateral Rotations : The rotations oriented down-
wards, upwards, right or left can be obtained by
placing the cursor on the handle right of the screen.

By dicking to the left, the cursor will disappear
and you will control the handle as long as you keep
ihe left ear of the mouse downward. You can also
obtain them by pressing the corresponding arrow.

For all rotations, the round knob wil light up.

To raise the nose (1o the top, pull the handle
forwards upwards) forwards you like in a plane.
To nose-dive, push it forward.

-For right/left turnings, place the handle in the
position wanted.

Lateral Translations : Translations oriented
downwards, upwards, to the right or fo the left can
also be obtained by placing the cursor on the handle
in the middle of the screen.

By dlicking to the right, the cursor will disappear
and you will control the handle as long as you keep
ihe right ear of the mouse downward. You can also
ohtain them by pressing the CONTROL key and the
torresponding arrow.

For all translations, the triangular knob will light up.
It can be inferesting o nofice that you can combine
iranslations and rotations using at the same time
hoth arrows on the keyboard and the mouse.

Forward / Backward Translations :They can
be obtained by clicking on the 9 and 10 knobs with
the cursor (see screen).

Longitudinal Rotations Right / Left :

These rotations are essentially used to reproduce the
rolation of the space-suit on the pattern of the rota-
tion of a satellite, o stop any apparent movement
and synchronize your approach. It is better fo start

them separate from any other movement. They can
be obtained by clicking on the 11 and12 knobs with
the cursor (see screen).

Stop : If you use this knob with the cursor, it will
cancel (by a series of counter-thrusis) all the move-
ments done previously. It will provoke a complete
stop of the space-suit in the position it has.

Repair (tool icon) : This knob allows you 1o repair
the satellite.You have to press it when you are at the
right distance from the satellite, facing the cross.
The satellite, must then be on the 15.0.0 coordina-
tes. It is important, in the case of o gyrostabilized
satellite, that is to say one that revolves on itself, to
synchronize your rofation onits so that the apparent
movement should stop.

If the misson specialist wha is trying fo repair the
satellite does not have the qualifications required, a
message will tell you what kind of breakdown it is.

Return to the Shuttle (shuttle icon) : To go back
1o the shuttle, you have to get close to it ata distance
of about 20m . You can then press the knob which
will automatically make you enter the shuttle.

Radar : The radar allows you 1o spot any object
(satellite station, debris etc...) which is near the
space-suil. You can adjust the range of this radar by
placing the cursor on the marker which s right of the
radar and can move between + and - .

The space-suit is supposed 1o be in the middle of the
radar picture. Objects are placed normally around
the shuttle : top, bottom, right, left.

If an object is in front of the shuttle, if will appear
in the shape of  triangle. If it is behind the shuttle,
it has the shape of o square.

| 1D Jfidentification) : Among several objects the one
ich coordinates you want fo know (x,y,z). The
name of the object will appear in the small box next



1o the coordinates. The object starts flashing on the
radar. Over 6000 metres, the object is considered to
be «Lost». To get closer fo an object, you have o go
fowards it in ordef to bring its cooordinates as close
as possible to 0.0.0.

» Approach Energy» Counter : This counter indi-
cates the stock of fuel which is necessary for
manoeuvres.When it gets close fo zero, you will get
a message asking you fo go back to the shutile.

Life Support : This counter shows your available
stock of oxygen. If it gets close fo zero, a message
will ask you fo go back to the shuttle as soon as
possible. If your life support stock came down to
zero, the game would be over .

Clock :The clock shows the real time spent.

B4 - LANDING

he starting of the
refro-rockets which
allow 1o leave the

‘ orbit and go back on
the Eunh is conIroIled from the ground. You will find
yourself directly in the gliding phuse The landing
screen will appear.

The purpose of this phose is fo get close 1o the shuttle-
carrier and succeed in the landing. If you reach your
goal,you will get an Exceptional bonus of 10,000 kilo-
crowns. In the opposite case, a penalty of the same
amount will be taken out of your capital. Remember
itis possible to choose automatic landing : by clicking
on the Return fo Earth icon, you have to press the
space key ot the same time. Do nof release the space

LANDING SCREEN

1-altitude {in metres)

- 2-vertical speed (m/sec)
3-distance to shuttle-carrier
4-horizontal speed
5-compass
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b-radar

7-shuttle-carrier

8-shuttle

9-pitch  {-20° to +20°)
10-rotation angle (-45° 1o +45°)

key until you have released the icon. Which, practi-
cally speaking, allows you to skip this phase and
avoid the risks it implies.

The radar, right of the dash-board, shows where the
shuttle-carrier is (the rectangle right of the radar-
screen) as well as the position of the shuttle (the block
point moving slowly). It is important o make a good
approach in order to face the landing track, to land
smoothly, in @ nose-up position.

The principle of gliding (without engine) makes it
necessary for you to control your pitch angle perfec-
tly in order to remain at the right altitude.

Indeed, the bigger the incidence angle is, the slower
the shuttle will tend to go down.

The following graphs will show you the vertical speed
of the shuttle (positive downwards) depending on its
horizontal speed. These figures are given for diffe-
rent pitch angles.

The pitch angle is limited from + or - 20°. You will
notice that for a great horizontal speed and nose-up
position (large pitch angle), the shuttle will be able
o gain altitude. Indeed, the lift which is the aerody-
namic force which is contrary to gravily is greater
than the weight of the shuttle.

ACCELERATIONS DEPENDING ON THE PITCH ANGLE

1 Zmssec?

2y

103

+20°

‘\(‘f\'\

-20°

(22

1-vertical acceleration
2-horizontal acceleration

Here, acceleration is the variation of speed in one
second.

The vertical speed is positively oriented down-
wards.
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Commands:

- 1o increase the pitch : key arrow upwards.

-1o reduce the pitch : key arrow downwards.

- right turning : key arrow right.

- left turning : key arrow left.

4o get the landing gear out : place yourself horizon
tally (no pitch), then press the ENTER Key.

-0 slow down at the end of the landing : SPACE Key



Lift

Pitch / Incidence
— Drag

Trainee

Weight
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KEYBOARD COMMANDS

BASE AND ORBIT

The arrow on the keyboard allow you to move the
cursor when there is no mouse.

Left[Shift]: accelerates the movement of the cursor
Right Shifd]: slows down the movement of the

cursor

ENTER : click on mouse
CONTROL] : allows 1o cling fo an object in orhit

- LANDING

Increase pitch : arrow upward
Reduce pitch : arrow downward

Left/right turnings : left/right arrows

Wheels out : [ENTER fonly in horizontal

position)

Brakes : space key

SHUTTLE AND DIVING- SUIT

You can commutate the use of the arrows on the
keyboard, either fo move_the cursor( key),
or fo move the handle ([F9 | key)

Lateral rotations :

up : arrow downward

down : arrow upward

right/left : right/left arrows

Lateral translations :

up : arrow downward +| CONTROL [ key
down : arrow upward + | CONTROL | Key

right-left : right/left arrows +| CONTROL |Key

Forward/backward translations

and - [knobs

Longitudinal rotations light /left :
stop other movements, commutate with| F 10,
then move the cursor with the arrows and dick on

the dash board

Stop : space key

[ESC]: treeze frome
F1 | give up

F5 }increuses focus
[F6 J:veduces focus

cursor
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TO START THE PROGRAMME

- ATARI ST and AMIGA : insert the disc (if the programme includes several discs, insert
disc 1 or the LOADER disc) and switch on the computer. The programme will load
automatically. .

- COMPATIBLE PC : switch on the computer, insert your disc (if the programme includes
several discs, insert disc 1 or the LOADER disc) type LOADER then validate by pressing
[ENTER|or[RETURN] key.

A menu showing different graphic cards will appear. Make your choice...

Then depending on which programme you have, you are given a choice of two menus
- one concerning the type of mouse

- the other conceming the sound : be careful, the choice «sound with MDO Intersound»
is only possible is you have this interface '

REMARK : for those who use MDO Intersound with VGA graphic card, you must have
an AT extended memory. In case of a problem, contact our After Sales service.

TO SERVE YOU BETTER
We have taken the greatest care in the production of this programme.

If howerer, an error has crept in despite our various control tests, or if you have any
comment which would enable us to improve this programm, please don't hesitate to
contact us, so that changes can be made in a future issue.

AFTER SALES SERVICE
ACTIVE SALES
Studio Centre
1, Ranelagh Gardens
LONDON SWé 3PA
Phone : 1.384.27.01



