WaveCatcher User Guide			(revision 0.9, Sep. 12, 1997)





The Background:

In the early 1930’s, earth scientists had developed a relational theory between human thought and certain regions of the cerebral cortex .  It was believed that cognitive processing was in fact distributed throughout the human brain in a tangled mass of what was later found to be over 100 miles of interconnected cells and neurons.  All that makes up a living being’s memory, thought, and  personality boils down to the electrochemical firings of cells and axons through a network of living tissue.



What complex order allowed for the translation of billions of synaptic charges into the mere impression of self-awareness and perception?  Scientists believed that the act of thought was accomplished by firing neural electrons through the correct combination of synaptic pathways, or that learning a piece of information was simply establishing a shorter synaptic link to that piece of knowledge.  In other words, everyone’s brain is unique in its neural signature, which is part of what makes everyone think differently.  But what remained unknown to nearly every living being was the knowledge that each individual’s unique neural map of electrical discharges leaves behind an undetectable trace of magnetic residue—residue that can exist as a smear through the offset dimension of time, and as it happens, can also be captured and stored.



The Story:

...Unknown to nearly every living being because this knowledge came only in your death.  After recovering from the trauma of losing your grasp on the living world and all of the safe perceptions that go with it, you see now that knowledge flows from strange springs.  Your new realm of perception is an alien world of creatures and landscapes that require new skills and new ways of thinking, if that is in fact what you perceive.  You are not human anymore, that much is clear.  And very little is clear now.



You feel, think, remember, and act as you have always, but you have no human body to act with.  The body that you receive information from is a bland reproduction of a human body, with very few discernible features other than torso, limbs, and face.  And what’s more, you look nothing like the alien tribe you are now asked to lead.  There are others like you, but they are distant and offer little new information about how they have arrived here or why.  Some direct their own tribes to assist you, some feud with you, some have no interest in you at all.



The other “residents” that you have communicated with share the same knowledge of events.  All of you are dead, and dead from throughout earth history.  All of you understand that you are not exactly what you used to be, but a copy.  Or possibly the residual leftovers from the original, planted in these bodies by some unknown being for some unknown purpose.  Despair is rampant, as there appears to be no way out.  The bodies are indestructible, and no one can imagine a “second death”.  But the simple alien people that look to each of you for guidance can certainly die—and will without your help.  



The only individual who seems and looks remotely human is Nigel Willit.  The odd character who greeted you upon your arrival is the only soul that seems at ease with this new environment.  He is seen here and there, often when he’s least expected.  Yet he responds to all of your questions about the origins of this new world and its residents with nothing more than a wry smile before going about his business.  His business appears to be helping you and the others discover your way through this new life.  And the only evidence that he knows the truth behind what’s happened to all of you is the phrase he hands out to the truly persistent, grinning broadly.  “Why are you here in this new existence?  Well…you’ve been caught.”
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��I. Introduction

Welcome to WaveCatcher.  Unlike other strategy games, this one will test your skills against many other online players in a perpetual world.  You can hook up with fellow players to defend a region of your world, or strike out on your own to dominate all that oppose you.  This manual will guide you through the creation of your own character in the worlds of WaveCatcher and provide the knowledge you will need for survival.



Once you have registered your player name and entered a WaveCatcher world, you will be given the option of potential player goals.  This is the scenario you will need to complete and score against.  The scenario you choose will determine your player background and goals for you.



WaveCatcher is a real-time game, but it is also a perpetual game.  When you leave the world, your tribe remains active and waits for your return.  A full game of WaveCatcher could last for hours, or it could last for weeks, you decide.  While you’re away, your tribe is suspended.  The economy will neither grow nor decrease.  However, your tribe is susceptible to attack from rival tribes, though safeguards do exist to help defend against annihilation in your absence.





II. Game Controls

WaveCatcher is a deep game and requires a high level of control.  The game interface will give you access to the finest details of your tribe and help you interact with the other inhabitants of your world.  Your alien tribe takes commands directly from their leader, and as their leader you will direct them to perform certain functions in each occupied cell, balance their economy at the national level, and instruct them to explore their surroundings to claim new land.



The Java-based interface requires an initial download of the applet when you first access the WaveCatcher server.  During this time the latest version of the interface applet is copied to your hard drive, and will be used each subsequent time you play the game.  If an update to the interface is posted to the WaveCatcher server, it will be downloaded automatically when you connect to the play area.



Interface Overview

The game interface is divided into three sections: the cell-specific information, national information, and the terrain map.  The cell controls are buttons and information panels that relate directly to the cell that is currently selected in the terrain map.  The national controls are buttons and information panels that relate to the entire tribe.  The terrain map is a full-scrolling view on the active WaveCatcher world.



The interface includes a command panel at the bottom of the screen that lists text and information about the currently highlighted button or task, as well as the current number of personal messages waiting to be read.  



There is also a running ticker-bar that scrolls messages and information about your current game.  These could include other players who have entered or left the world, dramatic changes in national statistics, or new goods that have been placed on the global market.  Placing your pointer over the scrolling message will slow it down for easier reading, and clicking the scrolling message will usually bring up an information panel with details about the event.



The scrolling messages are color-coded to help distinguish between the different types of messages.  Green messages are general notes of interest, such as when new goods have been placed on the global market or when someone has purchased goods from you, as well as events that positively influence your nation. Yellow messages are warnings that you should investigate further to ensure smooth running of the tribe..  A red message is similar to a yellow message, but indicates a negative effect on your nation requiring immediate attention.



Terrain Map

The terrain map viewing area gives you a top-down view on the world below.  Each cell represents a plot of land in the alien world and provides a graphic image of the terrain type.  As the leader of your nation you can see only what your tribe has explored.  Clicking an unknown cell on the map will instruct scouts to return information about that cell at the expense of a few resource points.  Clicking an occupied cell will give you information about your tribal members working in that plot of land by filling in the cell information panels.



A cell that has been claimed for your nation will have a blue border around it, while the currently highlighted cell will be yellow. The map will also help you keep tabs on your enemies by marking each enemy cell that you encounter with a red border.  You only receive this information by exploring your surroundings, however, and your map will not always be updated when your neighbors decide to move closer. Your scouts will inform you when someone has claimed a new cell next to one of your own, but it is still important to occasionally click around to explore your perimeter and look for intruders.



Along with a graphic representation of the cell’s terrain, each cell will also contain some information about the population of the cell itself.  An icon will appear in the center of each cell representing the most important work being conducted in the cell.  If the cell is dominated by soldiers, the “Sword and Shield” icon will appear, whereas a “Hammer” icon will appear if the cell is dominated by producers.



Icons will also appear if a special event is taking place in the cell.  An “Anarchy” icon will represent a riot in progress within the cell.  A Skull and Bones icon illustrates a plague in progress.  Appreciation festivals are signaled by an icon with Celebration Flags in it, while a battle is indicated by a “Fire” icon.



Each cell will also contain a small population gauge below the profession icon.  This graph illustrates the total population of the cell and is color-coded to represent morale of people in the cell.  Green gauge indicates a happy populace that is producing at maximum efficiency, yellow means people are fairly content, whereas red signal trouble and forecasts high likelihood of riots.



A plot of land can hold a maximum number of people before overpopulation leads to sickness.  As the population of a cell grows, it will regulate itself to a healthy balance, roughly 180-200 people, and will grow no greater than that.  If a cell does go in the yellow or red for population, it is important to relocate some of the people to an another cell, or a plague may breakout in the crowded cell.  An epidemic in one cell can spread to nearby cells, so it is important to keep overpopulation down or illness may spread throughout your tribe in no time. The same is true of riots.  Dissension among the masses will spread like a rash forcing work shut-downs in each affected cell.  If these events are not put under control quickly, they will be much more difficult to handle when spread.



The Terrain Map can be scrolled in all eight directions to view the whole world if you wish.  Clicking one of the direction arrows on the Arrow Pad will shift your view in that direction.  The WaveCatcher worlds are large, but they are not round.  When you bump into an edge, the viewer will stop scrolling and give you a message that you have reached the edge of the world.



 [Tip: Clicking the directional arrows will shift your view of the map one cell in either direction, but holding down the Ctrl button while clicking will shift your view three cells at a time to cover more ground.]



In addition, you can jump to a specific cell by clicking on the center button on the scrolling control and selecting a cell you want to go to.



You can view a larger area than can fit on your screen by bring up the Locator map which will show the surrounding area at a much smaller scale.  You can also move around the explored areas by clicking on different regions on the locator map.



Individual Cell Controls

When a cell is clicked in the Terrain Map, the Cell Buttons panel will display the active commands for the specified cell while information about the cell will be displayed in the Cell Information panel.  This information includes the cell terrain type and detail.  The terrain detail will help determine how rich the land is in resources and food production.  It will also give you an idea of how harsh the terrain is for settlement.



Some  terrain types are richer than others, and  the best way to determine this is by looking at the terrain graphs in the Cell Information panel. This will show you bar graphs of the Farming Potential, Resource Potential, and Settlement Costs for the selected cell.  The Farming “F” graph tells you how fertile the land will be, while the Resource “R” graph gives you an idea of how much raw material can be found in the selected cell.  The Settlement “S” graph is how many additional resource points it will cost for your tribe to exist in the harsher environments.  Some terrain types simply were not created for habitation, but anything is possible if you have enough money.



The Cell Information panel will also show you bar graphs describing the population and activity of the current cell.  The “Morale” graph shows the current mood of the tribe members living in the selected cell.  If this graph goes into the red, more healers are needed to entertain and lift the spirits of the workers before riots break out.  After a riot has erupted, a heavy military presence is the only thing that will return the people to order, but if the morale does not improve, riots will form again.



[Tip: Keeping morale above 50% will greatly reduce the risk of riots within a cell.]



The “Food Production” graph represents the amount of food being harvested in the selected cell.  This amount is compared to the total amount of food production throughout the entire tribe to give an impression of how important the current cell is to food production nation-wide.  The number next to the graph illustrates how many food units are harvested each turn within the cell.



The “Scrap Mining” graph is similar to food production in that it compares the amount of scrap material being mined in the current cell to that of the entire nation.  If this percentage is very high, the currently selected cell is vital to tribal scrap production.  If it is low, the cell is not very important for mining raw scrap materials.  The number next to the graph shows how many scrap resources are mined each turn within the cell.



The “Protection” graph illustrates how well the current cell will defend itself if attacked.  It also represents how well the cell will put down riots if they occur.  A higher graph represents a great proportion of the cell is soldiers.  The number next to the cell represents the number of military points the cell will have in battle.  These points are used in battle against other cells to determine when a cell’s defenses have been drained.  When the points go to zero, the military strength of the cell is depleted.



The Cell Buttons panel will show you all of the available commands for the selected cell.  These commands will naturally be different if you have selected an enemy’s cell instead of one of your own, and an unoccupied cell will have different commands as well.



There are some commands that can be applied to multiple cells at once.  By Ctrl-clicking more than one cell, you can change the professions of a all selected cells, or you may decide to select several cells and move the contents of all of them to another cell.  When more than one cell is selected, you will see the command buttons that apply in the Cell Buttons panel.



In addition, if you hold down the ‘Shift’ key while selecting a cell, a special ‘zoomed’ view of the cell will appear providing additional information about the cell.

Unoccupied Cell

An unoccupied cell will allow only one command, “Claim”.  The “Claim” button will direct your tribe to occupy the selected cell and place it under the control of your nation.  From this point on the cell will have a blue border around it and belong to your nation until you abandon the cell or it is taken from you by an attacking player. When you direct your tribe to claim a cell, a few people from the surrounding cells will move into the new cell and set up a base camp.  Because of this, you may only claim a cell that is next to a cell that belongs to you.



It is possible that someone else claims the cell just before you do.  If this happens, a message panel will pop up after clicking the “Claim” button informing you that the cell belongs to someone else and will require you to negotiate or fight for the ownership of the cell.  You may also attempt to claim a cell with a red border only to find that the leader has abandoned the tribe and it is not owned by anyone in particular.  Claiming a cell such as this is simply a matter of attacking the cell to claim it as your own.

Player Cells

An occupied cell that belongs to your nation will have many more available commands.  Again, these commands will only affect the cell that is currently highlighted on the terrain map.  The first button is the “Abandon” command.  Pressing this button will direct all of the tribesmen of the selected cell to immediately put down there work and disperse into the nearby friendly cells where they will begin working again. When a cell is abandoned it returns to a neutral possession, so it is available for anyone else to claim.

[Tip: Be careful when abandoning a large-population cell.  As they move into your neighboring cells, they may drive the population to dangerously high levels.] 



You can instruct your tribesmen to mine the resources by clicking the “Mining Ratios” button.  This command will (if necessary) look for resources in the cell and bring up the Cell Mining Panel allowing you to assign a few miners to the resources that you have found.  You may mine as much or as little as you would like of each resource, or you may decide to leave them alone until you need them. Keep in mind that each miner working on special resources is a miner not contributing to scrap mining, which is the main raw material used in the production of Resource Points.  Usually assigning ten or fifteen miners to a resource will be enough to build a healthy reserve of the material. 



Don’t forget that resource deposits are exhaustible.  Your miners will inform you when they have mined all of a particular resource from a cell, and the miners will immediately go back to mining scrap materials.  Scrap is the exception to this rule.  Miners will never run out of the scrap resource.



[Tip: Resources that are left in the cell are safe from hazards such as internal theft from your National Reserves or bizarre chemical reactions.  It is often a good idea to only mine resources that you are currently low in.  On the other hand, if you need them in a hurry, you may not be able to mine the resources quick enough, and resources left in the ground can become the property of a hostile attacker taking control of the cell.]



The “Build Item” button will bring up a panel containing a list of the inventions discovered so far by your scientists.  Selecting an item will display a picture and description of the item along with a list of the materials required to build one of the selected items.  These materials include the cost in resource points and special resources needed to complete the item.



To actually build one or more of the items, specify the total number to build and click the “Done” button.  Your tribe will then attempt to assemble as many of the items as they can with the materials from the National Reserves.  If you are short a certain resource, they will tell you how many items they were able to complete and what material they are missing.  All of the completed items will be placed in the cell that is currently highlighted in the terrain map, unless the “For Trade” box is checked in the Build panel.  If the items are being built for trade only, they will be placed in the National Reserves and can be immediately sold on the Global Market.



The “Professions” button is how you direct your tribe to perform certain functions within a cell.  This command will bring up the Professions panel and allow you to view the entire population of the selected cell and the work that they are currently assigned to.  From here you may decide to shift the professions around to best suit the cell or terrain.  If new resources have been discovered in a cell, but you have only farmers and healers at that location, you may click the “Professions” button and convert some of the farmers to miners to set up a mining camp.  Or if a plague breaks out in another cell, the professions button will allow you to assign additional healers to help fight the disease.



Selecting one of the professions from the panel will move the number of tribesmen assigned to the input field allowing you to change the number if you would like.  You may also use the “Min” and “Max” buttons to set the number to zero or to assign all of the unassigned tribesmen to the selected profession.  As the number of each profession is shifted around, any unassigned workers will be displayed at the top of the panel.  Be sure to assign them to a profession before closing the panel or they will perform no function at all, except eat food and collect their salary.



You may also use the ‘-’ and ‘+‘ buttons in the panel to subtract or add people to professions.  Pressing the ‘-‘ button will take up to five people from the currently selected profession and make them available for other professions.  Pressing the ‘+’ button will add up to five people to the currently selected profession, taking them from other professions, if necessary.



The “Caravan” button will allow you to create a caravan from the selected cell and send them off to a new destination.  This is useful when reinforcements are needed on the front line, or if some new farmland has been claimed and you would like to shift some miners from another cell to farmers and move them to the new cell.  Caravans can also carry items along with passengers.



To create a caravan, click the button to bring up the caravan panel.  This will display icons for everything currently residing in the selected cell.  Clicking each icon on the left side of the panel will allow you to specify the number of the profession or items to move, and clicking the “Right Arrow” button will physically move them into the caravan box on the right side of the panel.  The same function applies with the “Left Arrow” button for moving people and things out of the caravan and back into the cell box.  



Once your caravan is filled, you must select the destination cell in the Terrain Map.  Remember to use the Arrow Pad if the destination is outside of the current view.  Once the destination cell is clicked, the caravan path will be displayed in the map.  If no path exists to the destination cell, their may be no direct connection between the two cells within your nation.  A path must exist between the selected and target cells made up entirely of cells that are owned by your nation.  If the destination cell has been cut off by another player or because you have abandoned some cells, the caravan will be unable to set a course.  



If you successfully plot a course to the destination cell, click the “Done” button to send them on their way.  You will see a small caravan icon travel the path from cell to cell.  Once the caravan has arrived in the target cell, it will be automatically unloaded and the contents will be added to the population of the destination cell.



While moving objects into a caravan, you can check the ‘Move operators’ box to automatically transfer the people who operate the object.  Not only will the correct profession be transferred into the caravan, but the correct number of people needed to operate all of the items being moved.



 [ Tip: You may select multiple cells to caravan to a new location by holding down the ‘Ctrl’ button while selecting the origination cells.  Selecting multiple cells and pressing the Caravan button will allow you to move any or all of the contents of the cells to a new destination.]



You can also “Name a cell” in your nation by selecting a button here.  To add or change a name, simply type it in the provided area.  To remove an existing name, clear the text entry field.  This panel also allows you to designate the currently selected cell as the nation’s Capital.  Capital is the cell which contains the National Treasury.  It is a good idea to make a centrally located cell your capital, so that when you transfer items to and from it, the resulting caravans will not have too far to travel.



[Tip: When your capital is defeated, you lose all or most items in the Treasury.  It is therefore a good idea to make sure your Capital is always well protected.]



The “Transfer” command will allow you to move items between the selected cell and the National Treasury.  The Treasury is simply a holding area for goods and materials owned by your tribe.  This is typically where all raw materials are stored and where all food storage is held.  It also acts as a staging area for items being bought and sold on the Global Market.  If you purchase goods on the market, they will be placed in the Treasury to be distributed out to the appropriate cells.  If you would like to take some items out of the currently selected cell and sell them on the market, you must use the “Transfer” button to bring up the Transfer panel.



The Treasury is located in the cell that you designated as your nation’s Capital.  When you move items to and from the treasury, your people set up a caravan going to the right cell and start their journey with the items you selected to transfer.



The Transfer panel works like the Caravan panel.  The items in the left box are those that exist in the selected cell and those in the right box are what currently exist in the National Reserves.  Selecting an item and keying in the number to transfer will move them into the National Reserve once the “Right Arrow” button has been clicked.  Likewise, selecting items from the right box and clicking the “Left Arrow” button will transfer the specified number of the item from the National Reserves to the current cell.

Rival Cells

A cell that is occupied by another player will have a separate set of commands as well.  They will allow your tribe to communicate and negotiate with the other tribe, or initiate a battle if need be.  The cell information panel will contain no information about the cell status because this information can only be obtained by spying on the rival cell.  You can still view information about the selected cell’s terrain, however.



The first button in the Button Panel is the “Attack” command.  Clicking this button will initiate the attack panel and allow you the choice of negotiating for the selected rival cell, or simply send in the forces with no regard for diplomacy.  See the chapter on Online Features for more information on attacking and defending a cell.



The “Message” button will allow you to write a note to the leader of the rival cell, whether the leader is actually present or not.  If the leader of the tribe is available, they will receive the note in their message queue with an audible cue to alert them of a new message.  If the leader is not available, they will receive the note when they next enter the current world.



The “Spy” button will send a single spy into the rival cell and display the Spy panel to give you the results of their findings.  Provided that they are not caught, the spy will list what information it can find about the tribe and their leader, as well as any specifics about the selected rival cell.  Spying is covered more completely in the Online Features chapter.



The “Negotiation” command will allow you to bargain with the leader of the rival tribe for the ownership of the selected cell.  Pressing this button will bring up the Negotiations Panel, which lists all of your nations assets in the left window, allowing you to select items and move them to the right window.  After clicking the “Done” button, your negotiation team will leave with everything that was placed in the right window and offer it as a gift to the leader of the rival tribe in exchange for their evacuation of the selected cell.  Whether or not they accept your offer will be shown to you in a response panel.  You will also be informed if the leader was unavailable and your negotiations team returned empty-handed.



National Controls

Unlike the Cell Controls, the National Controls are buttons and panels that refer to the entire tribe instead of a single cell on the map.  They also include interface commands to bring up the chat window or exit the current WaveCatcher world.



The National Statistics panel in the upper-left corner of the interface contains graphs for the current state of the tribal economy and population  This is where you will find the total number of resource points, food, and population of your entire nation, and other valuable information, updated on a turn by turn basis.  The graphs relate to the rate of change of these items as well as the total amount, which is useful in determining how quickly your food reserves are falling, or how quickly your population is dying off when their food is completely gone.



In addition to the graphs panel, you can also toggle the view to see the Economy Diagram panel, showing in a more graphical manner food and resources flowing into and out of the nation’s Treasury.  This panel may be useful in helping you to grasp the relationships between different professions and their assignments.



A graph line that is rising or falling at a shallow rate tells you that the rate of change is very small.  You can verify this by comparing the graph of your Resource Points to your National Budget.  If you are bringing in much more than you are spending, your graph will indicated this by rising at a steep level.  If your budget is completely balanced, the Resource Points graph line will be flat.  If you are bringing in slightly less than you are spending, the graph line will slope slightly downwards.  The same applies to the food and population graphs.



The National Buttons panel located in the lower-left portion of the interface provides direct access to the Global Information and Global Market panels, as well as other interface commands. The first button is the “National Information” command that will display a panel of all tribal resources, sciences, budgets, and other national options.



The first section of the “Global Information” panel is the “Industries” window.  It will list the current reserve levels of all raw materials in the National Treasury.  Each resource that your scientists have identified is listed next to the current totals.  To the right of the total resource reserve is the amount of the resource that was mined in the previous turn.  This amount is added to the total reserve each turn, and is zero when none of your miners are currently working on the resource.  Next to this value is the amount consumed by producers in the pervious turn, as well as the actual amount of resource points created from the consumed material.  There is also an advisor message from Nigel Willit above the table giving you advise on the current statistics. Look at the chapter on Tribal Economy to learn more about mining and production.



The “Sciences” window displays a complete list of all areas of research that are available to your scientists.  Selecting an area will allow you to assign any available scientists to the selected discipline, or take scientists away to be distributed elsewhere.  The list of sciences displays the number of scientists currently assigned, and clicking a particular science field will also display the current research level of the selected science.  You can read more about Sciences in the chapter on Research and Invention.



The “Resources” window will allow you to assign producers to special resources.  Since resource points can come from resources other than scrap material, you may decide to turn some of your special resources into RP’s if your tribe is in need of some fast cash.  Commanding a few producers to work on the special materials will generate additional resource points, but it will also deplete the national reserves of that resource.  Special resources are often difficult to come by, and this should only be done if absolutely necessary.



The “Technologies” window will list all of the technologies that your scientists have discovered.  These are special advancements that will make the workers of your tribe more efficient when active.  The list on the left are all inactive technologies, and the list on the right are all currently active technologies. The panel also includes ‘per-turn’ cost projections for each selected technology to help players evaluate the benefits of putting a technology into use.  To learn more about how to find and use technologies, read the chapter on Research and Invention.



The final section of the Global Information panel is the “Budget” window.  This will give you a detailed breakdown of the income and expenses of your tribe on a turn by turn basis.  The window will list where your resource points are being generated, and more importantly where they are being spent.  These expenses include everything from salaries to technologies and settlement costs.  The budget panel is extremely useful in tracking down a falling economy, and is described in more detail in the Tribal Economy chapter.



The “Global Market” button will contact the world marketplace and bring up a panel listing all of the goods that are available for purchase.  By clicking on the items in the left window, specifying the amount you would like to purchase and your offering prices, and clicking the “Buy” button, the item will be moved into the right window.  This is your shopping cart, and lists all that you have selected so far.  When you have found all that you are looking for, pressing the “Done” button will compare your offered prices to those of the sellers, and tell you what you were actually able to purchase.  For more information on the purchasing items on the Global Market, see the chapter on Online Features.



The next button is the “Global Message” command.  Pressing this button will bring up the chat window, listing all leaders that are currently present in the world.  By selecting a leader, typing a message, and clicking the “Send” button or simply hitting ‘Enter’, you can communicate with the other inhabitants of the world to ask for items or resources, or simply to socialize.  If someone sends you a message, it will be added to your message queue, and you will have to press this button to be able to read the note and see who sent it.



The “Goals” button will bring up a panel listing what your objectives are for the scenario you selected.  These objectives may include the building of certain items, the discovery and implementation of certain technologies, or other activities that you must perform to achieve your goal.  As tasks are completed, they will be checked off of your objectives list, and your score will be updated appropriately.



Your score as a leader will be calculated based on your progress in the areas of science and research and the actual building and implementation of items and technologies.  If you are required to build LandTanks as part of your goal, simply discovering them will not be enough.  You must also accumulate the resources needed to build at least one.  Similarly, if discovering Crop Rotation is part of your goal, you must actually use this technology to have it count towards your goal and your score.



The “Diplomacy” button gives you more ways to interact with fellow or enemy nation’s leaders.  It brings up a panel consisting of a list of leaders currently actively leading their nations, and any available information you have on them.  The only way to obtain this information is to spy on the nation; until you do, the information area will be blank.  The Spy button on this panel will allow you to send spies into the selected nation to get the latest information.



From this panel you can also try to sabotage another nation or to appease its leader by offering gifts.  Sabotage includes nasty things like inciting riots, starting epidemics, and theft of various items or technologies.  You must have sufficient resource and diplomacy points to initiate sabotage.  Offering of gifts, on the other hand, is a good way get on a leader’s good side, or to make a trade bypassing the global market.



The “Encyclopedia” button provides a full tome of information about the current WaveCatcher world, including pictures and descriptions of the different types of terrains, sciences and technologies, and world-specific items that can be built.  This is a good reference for the beginner to learn about the new world that surrounds you.  It also contains numerous online help topics that you may find helpful.



If the information that you are looking for does not exist in the help file, feel free to ask one of the other leaders in the chat window.  One of the advantages of an online game is the access to real people, most of whom will be willing to answer a question or help out in a difficult situation.



The “Options” button provides a list of options to customize your interface into the WaveCatcher world.  This is useful for those who have a slower connection into the world and wish to deactivate some of the information delivery systems, such as the Pop-up Cell statistics, to help speed up access.



The final button in the National Button panel is the “Exit” button.  This command will allow you to leave the WaveCatcher world and let your people exist on their own for awhile.  Remember that they can survive without you for a fair amount of time, but without your leadership they may be attacked by rivals and brought to their knees.  Help them defend themselves before leaving on an extended absence by beefing up their defenses and soldiers around the perimeter of your nation.  And check back in occasionally to see how they are doing.  If you are attacked while absent, you will be notified upon returning who attacked you and where.







III. Tribal Life

As the new leader of a small tribe you will be asked to direct their future by assigning tribal members to certain tasks and asking them to settle in certain locations to best suit their skills.  Your small band of aliens will begin with a plot of land, some food, and resource points to get them going.  They will look to you immediately to show them the way.



The members of your tribe can hold one of six professions.  Each has its unique set of skills and all work together to develop the growth of your tribe.  Professions can be easily changed to best suit the needs of the land and the economy.  



Farmers

Farmers are responsible for producing food for themselves and the rest of the tribe. Farmers in each cell work only on the terrain in that cell, therefore try placing most of your farmers in cells with land that has good food production potential. All of the food that the farmer harvests goes to feed the current cell and the remainder is placed in the national reserves to help feed those who live on less fertile land.  



Miners

Miners are responsible for obtaining raw resources from WaveCatcher's many terrains. These resources are then deposited into the global reserve for building items and producing resource points.  All miners in a cell will gather scrap materials by default. (For more information about different types of resources, please see the section on Resources later in this manual.)  These raw materials are used primarily to produce the resource points needed to drive the economy.  



Like the farmers, miners work only in the cells where you place them. It is therefore very important that you discover which terrains are most productive when it comes to mining resources.  The resources are also placed in the national pool and can be accessed by any producers within the tribe.  Because of this, it is possible to separate your miners from your producers without affecting production.



Special resources may exist in certain cells as well, and can be found by clicking the “Look for Resources” button.  These are the raw materials required to build tools and other items.  If special resources are discovered within a cell and can be identified by your scientists, miners may be assigned to them by clicking the “Change Miner Ratio” button in the cell button panel.



Healers

Healers attempt to cure both physical and spiritual ailments of your people. Being healthy increases people's morale, which in turn increases production and decreases the likelihood of riots. During battles healers tend to the wounded, reducing the number of casualties and increasing your chances for victory. Like farmers and miners, healers' work can only affect people in their own cells.



Healers are the leading factor in a cell’s morale graph, located in the “cell information panel”.  If morale is dangerously low, more healers need to be moved to the cell to help out the down-trodden.  People in cells with low morale are a volatile lot and have a tendency to start riots.



[Tip: Healers help prevent epidemics, and will work to stop one in progress.  If an epidemic is in progress, increasing the number of healers in a cell will stop the epidemic sooner.  Epidemics are caused by overpopulation, however, so it may be better to convert existing professions to healers within the cell instead of moving more into it.



Soldiers

Soldiers protect the people from external threats, as well as keep order within your own nation. It is a good idea to increase military presence around the borders or near important production centers. Each group of soldiers is only responsible for defending their own cell; if you want them to protect another cell, you'll need to move them there first.



While the entire cell’s population may participate in battles, soldiers are, not surprisingly, much more effective.  It takes about five civilians to equal attack and defense strength of one soldier.



[Tip: Like Healers, a Soldier is helpful in bringing order to the rioting masses.  If a riot is in progress, increasing the number of soldiers within a cell will help stop the riot sooner.]



Producers

Producers are an integral part of WaveCatcher's economy. They work with resources deposited into the global reserve by the miners, converting them to resource points (read on for more information about resource points). Because producers work directly with the global reserve, their location is usually not important to their productivity. The only time their location begins to make a difference is when you start building items that enhance resource point production in some cells, but not the others. Producers living in these 'enhanced' cells will be more productive than others.  For example, if you build a factory in a certain cell, and that factory needs fifty producers for operation, then you’d need to make sure that you have at least that many of them in that cell.  This number grows with the number of items that you build (e.g. 100 producers would be needed for two factories).  If you don’t have enough people to operate an item, then the item is not used until there are enough people.



Because the global reserve may contain many different types of resources you will need to explicitly assign a certain number of producers to every resource you want converted into resource points. Any producers not assigned to another resource will work with the 'scrap' resource in the pool, converting it to resource points. 



Scientists

Scientists are ultimately the segment of the population that will allow your nation to advance. Your young tribe starts with a rudimentary knowledge of a few basic sciences: agriculture, medicine, etc. By allocating some scientists to study each of these you will allow them to discover new, more advanced sciences, as well as more sophisticated inventions and technologies. Like the producers, the scientists do not depend on any particular location to be productive. The exception to this rule comes into play once you start building science-advancing items in certain cells.



[Tip: At least fifteen scientists must be assign to a given research field or science before any progress will be made in that area.]



Passage of time

Time always ticks away in the worlds of WaveCatcher.  This global time is the same for all nations and the dates based on it are what you see when you periodically receive the newsletter for your world.  It is also what the age of your nation is based upon.  Both the world time and your nation’s age are displayed in a small time panel over the terrain map.



Although you cannot alter the time for other nations, your special powers make it possible for you to suspend the passage of time for your own nation, allowing your people to carry out commands while the time stands still.  This is useful when your nation is faced with a particularly difficult crisis and you need a little bit of time to set things right. This suspended state is indicated by displaying the time and age in red, instead of the usual green color. You can toggle the suspend mode on and off by pressing the clock button on the time panel.  Time is automatically suspended for you when you open up most of the panels to make changes to your nation.



Outlanders

One of the harsh realities of the WaveCatcher’s worlds is the need to fight off attacks by a special kind of people, called the Outlanders.  These are small clans roaming around in the Outer Lands—the areas not currently claimed by anyone else.  Unlike other nations, they don’t have any specific goal; their favorite past time is plundering other nations’ settlements.  Outlanders usually send out scouts first, looking for the weakest areas along your nation’s borders.  When such poorly protected spots are found, one or more of the Outlanders’ clans usually settle there building up their strength and often attacking the cell soon afterwards.



IV. Tribal Economy

Your tribe will exist only as long as their economy will allow.  As a nation they will need resource points (RP’s) to build items, pay salaries, and purchase goods on the global market.  These resource points come from the  relationship between your miners and producers.  The miners will unearth raw materials and deposit them in the national treasury where they can be worked into items or RP’s by producers.  Producers take the raw materials and turn them into resource points in the national treasury.  The total amount of RP’s in your national treasury is shown as the white line and text in the graph panel.  As the rate of RP’s placed in the treasury increases, the graph increases, and vice-versa.  As a general rule, you should strive to keep this graph moving upwards.



Miners and Producers

Resource points primarily come from scrap mining.  This is the basic raw material that all miners generate by default.  Special resources like iron and gold are occasionally discovered in some cells, and must have miners assigned to them by pressing the “Mine Resource” button.  These special resources may be converted into RP’s by producers as well, but are most useful for building tools and items.  When certain items are discovered by your scientists, they will list the type and amount of special resources required.  Discovering and building items will be discussed later.



The total amount of scrap material deposited in the national treasury can be viewed by pressing the “National Information” button and looking at the “Industries” panel.  Here you will be given a list of all resources that your scientists have identified, including scrap.  Next to the resource storage totals is the amount of the resource mined last turn.  This can be used to determine what your miners are up to and what is currently being mined.  If this number is zero, that resource is not currently being mined.



Next to the amount of resources mined last turn is a number representing the amount of resources consumed by producers last turn.  This is the total number of raw materials used by all of your producers, and is the best indicator of what’s wrong with your economy.  If it looks like you are not producing enough RP’s to pay for you budget or if your RP’s are in the negative numbers, you may not have enough producers or miners on the job.  



If the amount consumed is the same or higher than the amount mined, you are producing faster than you can mine.  Switching some professions over to miners or claiming a new mining cell and allowing it to populate with miners will increase the amount of raw materials mined each turn, thus giving your producers more to work with.  This is especially true if the national storage of scrap materials is zero, meaning you have depleted all of your scrap material and are in dire need of additional miners.



If the amount consumed is much lower than the amount mined, you may not have enough producers to convert the raw materials into RP’s.  Switching some tribal members over to producers should increase the amount consumed and give you additional RP’s in your treasury.  If you already have plenty of money, however, don’t worry about adding more producers.  Whatever is not converted into RP’s is left in the resource depository and can be used later as expenses increase.



Overall it is a good idea to keep the amount of raw materials mined each turn slightly higher than the amount consumed by producers.  This allows your tribe to most efficiently produce the maximum amount of resource points and still grow an emergency storage of raw materials over time.



[Tip: You can obtain much of the same information, but presented in a more graphical manner, from the Economy Diagram panel, located in the graphs area in the left top corner of the game interface.  To access it, simply press the ‘Diagram’ tab on the left.]

Tribal Budget

Another panel in the “National Information” area describes your national budget.  This lists a hierarchy of where your resource points are coming from and where they are going each turn.  This is another good panel to bring up when your tribal economy is experiencing trouble.  At the top level your budget lists the total amount of RP’s brought into the national treasury each turn next to the total amount spent each turn on salaries, settlement fees, and technologies.  Your RP graph will decline when the amount going out each turn is greater than the amount coming in.



To see a better breakdown of your expenses, click on one of the folders to open the budget details.  This will show you which professions are absorbing the most RP’s in salaries or which terrains are racking up the highest settlement bills.  



This information is useful in fine-tuning your economy.  If it appears that all of your money is going into paying for healer salaries, you may need to concentrate research into philosophy and medical areas to discover items or technologies to help your healers.  The more tools and technologies you give them, the less healers you need overall, thus reducing your healer salaries.



If a lot of money is going into settlement costs, your tribe may not be living in the most ideal environments.  Some environments are so harsh they require additional costs to support a normal life.  By analyzing you settlement costs and comparing them to you terrain map and terrain costs you may shift tribal members to cheaper cells and decrease your spending.



Technologies are a useful way to reduce your salary costs, but they cost money themselves.  Just because you have discovered a great new way to grow food doesn’t mean your economy can support that technology.  The technologies budget will show how much you are spending on active technologies per turn.  If you have activated a new technology that drives your expenses above your income, you are not making enough to support it.  You might want to let the technology work for a few turns before you deactivate it, however,  since there is the chance that the new tech will gradually increase your RP’s to a point that the technology will help pay for itself.



Communications between different regions of your nation also exacts its toll on your economy.  The more people your nation has and the more cells you have claimed, the higher your communications costs will be.  In addition, the way you claim land also makes a difference.  If you expand your nations in long and narrow strips of land with no short paths between different points, your communications costs will be much higher than if you claim land in a filled rectangle or square shape.  Experiment with different boundary layouts to find the balance that best suits your needs and your budget.



Another expense each turn is the salary paid to each profession.  This is a base cost per individual that is extracted from your income.  Different professions have different salaries; it is therefore important that you consider salary costs when shifting people from profession to profession.  When you first start out, the salary breakdown is as follows: Farmers, Miners, and producers all require 1 RP per cycle, Soldiers make 1.25 RP per cycle, and Healers and Scientists cost even more—1.5 and 2.0 RP’s per cycle, respectively.  Salaries also gradually increase over time (although proportions remain the same), so staying with the same old method of operation will become expensive in the long run.  This is the driving force behind research and technology.  Giving your tribe new tools to work with and new ways of performing their work will help offset the cost of their rising salaries.



V. Research and Invention

Once your economy is off the ground and in the positive numbers, you may want to slowly move some tribal members into the science profession.  Scientists are paid a salary like everyone else but do not produce RP’s, food, or raw materials.  Instead they begin the steady advancement toward the future of your tribe.  Scientists will discover new technologies, new resources, new  items, and new sciences to study.  Without these new advancements your nation will eventually become too big and will be unable to support itself.  Research will allow your tribe to produce more food with less farmers, mine more raw materials with less miners, even perform more research with fewer scientists.



Scientists and Discovery

Your scientists may be scattered throughout your nation, but all work together for the good of the tribe.  The “National Information” button will allow you to access the science panel to assign who will study what.  This panel will give you a list of all known areas of research and the distribution of how many scientists are assigned to each area.  From here you can adjust the ratio of scientists to disciplines and check on the current level each science has achieved.  The more time and scientists devoted to an area, the higher the level. 



It is these science levels that mark your progress towards new discoveries.  Each discovery requires a certain level of science, or possibly a combination of several sciences.  For instance, the science of Mechanics cannot be discovered without the proper level of Mathematics.  And some agricultural equipment may require a certain level of Mechanics and Agricultural research before discovery.  



Which sciences are required to make a discovery?  Hard to say; that’s the point of research.  Sometimes you may not know what you are looking for until you find it.  As a general rule, however, certain areas produce expected results.  For instance, studying Agriculture will certainly lead to improvements in farming,  while Philosophy and Medicine will produce discoveries leading to improvements for healers.



Once a discovery has been made, your scientists will announce their findings in a discovery panel along with some information about the new breakthrough.  A discovery could be a new technology, a new item to build, or possibly a new science discipline.



New Technologies

When a technology is discovered, it can immediately be applied to your nation, transforming the way your tribal professions function.  The advantage of technologies is that they are applied nationally, so a single technology can advance the efficiency of people in a profession no matter where they exist in your nation.  Technologies do come at a per-turn cost, and often put more of a demand on your budgeting skills.



New technologies are activated from the “Technologies” panel found by clicking the “National Information” button.  This panel will list all of your active technologies on the right and a list of inactive technologies to the left.  A technology is activated by simply clicking the desired technology and transferring it to the “active” list.  The same method applies for disabling a technology.  Technologies that affect the same profession will have a cumulative effect on the efficiency of that profession, but remember to determine if the overall benefit outweighs the cost of multiple technologies.



Technologies have a base cost per turn, and an additional cost based on the number of tribesman affected by the technology.  For example, a farming technology may cost 1000 RP’s per turn plus 2 RP’s for each farmer in your tribe.  New technologies often require new methods of operation and new costs per person to help support the new method.



New Items

A newly discovered invention will immediately add itself to the list of items you can build.  Unlike technologies, an item will affect the efficiency of a tribal member only if they are both in the same cell.  Most items can be moved from one cell to another just like people by clicking the “Move” button and transferring the items into a caravan and choosing a destination.  Items can also be placed in the national treasury for storage or trade on the Global Market.



 [Tip: When moving items into a caravan, remember to use the ‘Move Operators’ checkbox in the caravan panel to automatically transfer those workers who use the items into the caravan.  You could do this manually if you would like, but this will do the math for you.]



New items can be built by selecting a destination cell and pressing the “Build Item” button.  The “Build Item” panel will show you a list of all items your scientists have invented.  Selecting an item will display the cost in resource points and the list of resources required to build one item.  You can also specify the total number of the current item you would like to build.  As long as you have the required resources, the items will be built and deposited in the cell.  If you are short some resources, your producers will build as many as they can and tell you what resources they are missing.



Each item also has a required number of people to use the item.  Smaller items may be used by single individuals, but larger items may require several people to operate properly.  Each item will specify the number of people required to operate one unit.  If there are not enough people to operate the unit, it will not be used in the cell.  For example, a spear would only require one person to operate it.  So with 100 spears in a cell of only 90 soldiers, 10 spears would go unused.  A LandTank, however, might require three people to operate.  So with 35 LandTanks in a cell of 90 soldiers, 5 tanks would go unused.



Items are used in the order of highest technology.  In our example above, if a cell of 90 soldiers contained 20 LandTanks and 90 spears, all of the tanks and 30 spears would be in operation.  The remaining 60 spears would go unused and could be moved to another cell or possibly sold.



If you are building items specifically to sell on the Global Market, you can check the “For Trade” box and the finished items will be deposited directly in the national reserve.  From here you can sell them directly or transfer the items from your reserve to other cells in your nation.



 [Tip: If you Ctrl-select multiple cells before building items or transferring the items from the National Reserve, all of the items will be evenly distributed across the selected cells.]

New Sciences

While studying a particular discipline, your scientists may uncover information that leads to entirely new areas of research.  Sometimes the only objective of research in a particular area is to uncover new sciences that will in turn lead to new technologies and inventions, however, simply discovering a new science does not always mean there is no more to find in its parent science.  When a new science is discovered it will immediately show up in your “Science” panel and must be assigned at least 15 scientists before any research is done in the area. 



New Resources

Your scientists may also discover new special resources that can be used to build objects or simply sell on the open market.  Concentrating field research in disciplines like Geology and Chemistry may uncover new types of resources that were unknown before.  Once the discovery of a new resource has been announced, it will be immediately listed in the “Industries” panel of the “Global Information” area next to a number indicating how much of the new resource is being mined and consumed.  Initially, however, this number will be zero.  



To begin mining these new resources, you must search each of your cells for the new resource by clicking the “Look for Resources” button in the Cell Buttons panel.  If you find some of the new resource, you must next assign some of the miners of the specified cell to the new resource by clicking the “Mining Ratios” button in the Cell Buttons area.  After assigning miners to the resource, you should begin to see the reserves number of the new resource begin to rise in the “Industries” panel.



VI. Online Features

While you are actively leading your nation within a WaveCatcher world, your tribe grows or dies.  While you are away from the world, your tribe will maintain itself, but will not grow, produce, mine, or continue research.  However, you can still make money if another tribe purchases your goods from the global market.  Other tribes can also attack your cells without negotiation while you are away,  though restrictions prevent players from easily annihilating others while they are not present. However, vigilance is encouraged. If your tribe goes for long periods of time without a leader, its defenses can be worn away, and it will suffer.



Your tribe looks to you for leadership, but don’t be afraid to leave them for a period of time.  If you establish a strong military perimeter, you will limit the potential for attack by others.  Spies can still infiltrate your ranks while you are away, and a strong show of force will help deter your enemies.  What’s more, the rest of your tribe is not helpless.  Don’t forget that the other professions carry hammers and picks and such.  While defending their land, the entire population of a cell is calculated into the battle, though soldiers are the only individuals qualified to handle military weapons and will generally be a lot more effective.



Messages and Chat

As the leader of your tribe you are allowed to communicate with the other leaders through the message system.  By clicking the “Send Message” button, you can send a message to the owner of a rival cell, whether the leader is present or not.  If the leader is unavailable, the note will be given to the leader once they return to their tribe.



The “Global Message” button is an advanced message system allowing you to view a list of all leaders present in the current world and speak with them personally.  Selecting the names of one or more leaders , and clicking the “Send” button will transmit the message you have typed directly to their attention.  They will be notified with an audible cue that they have a new message in their mail queue.  This is an excellent way to ask for items or resources that you are in need of, or simply ask for assistance if you are stuck.



When you send a message to someone, you do not need to wait for an immediate reply in the message panel.  It will often take some time for the other leaders to drop what they are currently doing to read and reply to your message.  If you close the message panel and a reply is sent some time later, you will be notified with the same audible cue that a new message has been received.

Spying and Finding Other Players

At times it may seem lonely living in the farthest reaches of the world surrounded by enemies and barren land.  Why not look up a friend and see what their nation looks like?  Your map can be scrolled throughout the entire world, and the terrain is mapped on a coordinate system to help identify your location.  If you can afford the scouting costs, you may search around as much as you would like and truly map out the world.  In fact, if you know the coordinates of a friend, you can explore your way over to them and send some spies along to see how well they are really doing.  Scouts and spies are not bound to the same requirements as normal tribesmen, so they can do their job as far away from your nation as they please.  You do need to at least know what direction to head towards.



The best way to find the coordinates of someone is to simply ask them.  It is not uncommon to send someone a message asking where they are located or what region of the world they reside in.  The coordinates of a cell can be found in the Cell Information panel and relate to an x/y system where 0,0 is in the North West corner of the world.  



[Tip: You can use the Diplomacy panel to spy on leaders of active nations.  One of the types of information that can be obtained is the nation’s location.]



Another more lengthy approach would involve using your scouts to identify all rival tribes in your vicinity.  Once a scout has identified a cell, it will be marked with a red border if it is owned by a rival nation.  The scouts, however, can not identify who owns the cell or obtain any more information about it.  This is a job for one of your spies.  If you have enough trade points, your spies will be able to negotiate their way into the tribe’s society and attempt to steal the plans for the cell.  This will provide information about the tribe’s leader, its population and economic situation, as well as the military strength of the cell itself.  Be careful.  If the opposing leader has more trade points than you, the chances are greater that your spy will be caught and exposed to the leader or possibly to the entire world.  Many peace treaties have been shattered by a misplaced intelligence agent. 





Attacking and Defending

An attack on a nearby cell is launched with the “Attack” button.  This will give you the opportunity to negotiate for the trade of the cell or demand a payment from the owner.  If the leader is away from their tribe or if the terms of the negotiations are unacceptable, you will be allowed to move forward with your attack.  A single cell can be attacked from multiple cells around it, so before an attack can begin, you must choose which of your cells will initiate the attack.  Again, you may only attack a cell that is adjacent to your own.



Once the fighting has begun, the number of casualties will be displayed in each of your cells that is engaged in the battle. Battles in WaveCatcher are not necessarily to the death.  Either attacker or defender can withdraw before all the people die.  The defender does this by selecting ‘Abandon cell’; the attacker selects a special ‘Cease attack’ button that appears during battle in the command list.  



[Tip: Remember, soldiers are not the only ones who can attack, although they are a lot more effective than the civilians.  It takes 5 civilians to equal the military efficiency of one soldier.]



Successfully defeating a cell does not automatically claim the cell for your use, it merely returns it to neutral ownership.  You must then claim the cell to add it to your empire. You may even find new resources in the cell, since they can be replenished over time.



One of the ways in which Nigel Willit helps you in this new world is by providing some protection to those who are new to the ways of battle.  When your tribe is young and small, you will be granted “Divine Protection” for a given amount of time until you build a moderate nation and learn your way around.  This limits the amount of damage inflicted on your tribal cells by over-zealous neighbors who are looking for some cheap victories.  In addition, Nigel will watch over all tribes, no matter what their size, to limit the number of attacks while their leader is gone.  If your rival is away from their tribe, you are limited to 25 attacks per 24 hour period.  Those are attacks, not victories.  Sometimes it takes several attacks to successfully vanquish a cell.  This will prevent your tribe from being easily annihilated while you are gone.  If you are attacked while away from your tribe, you will be notified when you return who attacked you and where. 



If you are away from your tribe for a great length of time, it is possible to have your nation destroyed slowly over time, until your final cell is sacked.  If this happens, your tribe will be completely decimated, and you will return to the smoldering ashes of your once thriving villages with nothing but a scrawled note indicating the leader of the barbarian horde that destroyed you.  You may then proceed to plan your extensive and ruthless revenge.



The Global Market

The land on which you settle will provide you with the basics for survival and long life, but often the resources needed to truly dominate and prosper are found outside of the nation’s walls.  This is where the Global Market can provide the tools and resources that your own land is lacking, and where you gain valuable Trade Points for negotiating purchases.  Clicking the “Global Market” button will initiate the panel with three options: Buy, Sell, Recall.



Buying an item will present you with a list of everything that has been placed on the marketplace for sale, including food, raw materials, finished goods, and science advancements.  The items will list the product, the seller, the number of units, and an asking price.  When a product is placed on the market, the seller will specify an “asking price” as well as a “lowest price” that they will accept.  When you purchase an item you will specify an “offer price” and a “highest price” that you would pay for the item.  These numbers are used in negotiations to determine whether you are allowed to purchase the item or not.  



If you want the product and do not care what you pay, offer exactly what they are asking and make that the highest price you would pay.  The chances are pretty good that you will walk away with your new purchase.  If you would like to take the time to save a little and get a better price, offer less than what they are asking and set you “highest price” fairly close to their asking price.  If the numbers match up, the deal will be closed.  If not, your offer will be automatically rejected and you must try again.  All negotiations are handled by the computer, and the selling leader may not be present to close the deal.  They will simply be informed when they return to their tribe that their goods have been purchased.



When buying goods, it is important to remember that what you select on the left and make offers on will simply add these items to your shopping cart on the right side of the panel.  As you move through the marketplace, you may find a better deal and remove the old offer out of your shopping cart.  No sale is completed until you click the “Done” button closing the Global Market panel.  At this time, the numbers are compared and you are informed of what deals were completed.



Selling an item is a panel similar to the buy panel, but instead of listing all available items for purchase in the left window, it lists all items in your national treasury that you are allowed to sell.  Just like before, you may select items from the list and move them to the right window for sale by specifying the amount and asking prices of the items you wish to place on the market.  Again, no transactions are completed until you click the “Done” button, closing the Global Market panel.



The Recall panel lists all items that you currently have up for sale on the market, and allows you to take them off the selling block and place them back in the National Treasury.  If an item isn’t selling well and you would like to change the price, or if you simply decide that you need those weapons after all and would rather not see them in the hands of your enemy, you may use this panel to adjust the items that are available to the public.  Selecting items and moving them to the right window will automatically transfer the items back into the National Treasury once the “Done” button is clicked.  If you would like to put any of the items back on the market, you must then click the “Global Market” button again and return to the “Sell” panel.



Once a transaction is complete, both the buyer and seller receive Trade Points.  These points total up over time and represent your tribe’s ability to associate with those outside of their own society.  These skills are absolutely vital to the fine art of intelligence and spying.  As a general rule, the more trade points you accumulate, the more skillful your spies.



Some items have a fixed price associated with them and do not allow negotiation, though trade points are still given when they are bought and sold.  An example of these items are science advancements.  Research is a lengthy and expensive task.  In fact, if you do not have the scientific knowledge to understand how to use a particular item, you will not be allowed to purchase it.  For a fee, your scientists will teach their knowledge to anyone who wishes to purchase it.  Your current science level can be placed on the open market like any other product, but when someone buys the knowledge, it remains on the market for anyone else to purchase.  This is unlike normal items that are physically removed from the marketplace once purchased and placed in the treasury of the buyer.  Scientific knowledge can be sold again and again.  The catch is that it is extremely expensive to teach this knowledge to another tribe.  In fact, the higher the jump from the buyer’s current level of knowledge to the new level, the higher the cost.  And the higher the new level, the higher the cost still. 



As a general rule, jumping from a scientific level of 10 to 20 costs a fair amount of resource points.  Jumping from a level of 120 to 130 costs much more.  And jumping from 10 to 130 costs much, much more.  Sometimes, however, the amount spent on new levels of science and research will make up for itself in technology and developed tools.

VII. Wave Worlds and Cultures

…Caught in what, and caught by whom?  The responsibility of leading the alien people distracts you from the questions that you have grown to resent.  Over time you learn about the culture of the world you exist in, and rumors of worlds connected.  You are told by madman and genius alike that beyond this world are others to explore and conquer as well.  With enough technology, your scientists can produce the artifacts needed to make the leap into another realm, and the knowledge that may await your arrival.

TendrilWorld

The Tendril world contains an organic core of tentacle-like formations that vary in density and composition throughout the landscape.  The surface appearance is an abstract mosaic of glossy, tubular growth ranging in size from smooth plains of dense fibrous material to forests of large thorny outcroppings arching overhead.  The landscape colors are muddied reds and greens, with occasional deep gray regions.  



Many areas of the organic material contain nutrients for farming particular crops, and the core itself can be mined for organic material used in the production of certain goods.  However, due to the spirituality of the inhabitants and the belief that the world is one “living” creature, it is a grave cultural sin to mine the living material.  Only areas where the material has “died” and hardened is mining not considered blasphemous.  



This dead material can be found in two forms.  ThornRoot are areas where the tip-fragments of the mine-able materials protrude from the ground as a 3 to 5 inch gray thorn, making travel very difficult.  ThornForests are more rare, but offer a larger deposit of mine-able materials in grander protrusions.  Travel is again hampered.



Though mining direct organic material is forbidden, farming is permitted and considered communing with the “life” of the world.  Farming produces crops of vegetation that steep their roots within the fibrous plains.  The denser the fiber, the more difficult the farming.  FibrousGrowth are regions of smooth, reddish texture, providing the best farming and easiest settlement.



Certain areas of the world form gelatinous organic secretions from the world core that produce bog-like regions where the ground consistency ranges from marshy to deep lakes and oceans of thick, gritty fluid.  GelBogs are swamps of green liquid and spectral lights glowing from beneath the murky surface.  GelPools are vast lakes of bluish gel that seemingly have no end to their depth.  Building a settlement in a swamp requires extra resources to maintain structure and safety.  Building a settlement on a lake requires even more.



The thick gel from these two regions can be used for some production purposes, and establishing gel-mining camps will produce scrap materials as well as special materials sometimes found only within the luminous depths.  Travel is allowed over the wider regions of the bogs and lakes, but the going is slow and dangerous.



The fibrous plains often grow into tangled regions of TendrilJungle, a colorful landscape of living vines and sweeping veins.  Though difficult to traverse and live in, the jungles provide good protection and healthy farming of mosses and herbs.  Farming is not as productive as the flatter plains, but is easier than the harsh swamps and dangerous thorns.



The culture of the Tendril World is a rapt harmony of spirituality and primitive force.  The people work hard to maintain their simple lives, and require only the simple things to entertain and lift them.  Their minds are sharp to the exchange of ideas and stories, but their bodies are easily torn by the dangers and barbs of their environment.  Without guidance and healing, they quickly fall to disease and quarreling.  Without the accord between their lives and the “life” of the world, they fall to despair.








