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INTRODUCTION
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Within the first six months following its release, Fleet Defender quickly won acclaim as one of the most realistic and challenging flight simulators in the entertainment software industry.

Meanwhile, responses have been collected from the first generation of Fleet Defender players. These include information about the more difficult parts of the game to understand, strategies and tactics that have been discovered, and requests for additional information from the players themselves. This strategy guide addresses these player requests and passes along additional information that will add to your enjoyment of Fleet Defender.

Another purpose of this guide is to provide additional and correcting information that is not included in the original game documentation. In entertainment software development, the documentation that is included with the product is usually completed long before the software itself. Game development may continue for weeks or months after the manuals or sent off to the printer. Although most of the game design is finished in time for inclusion in the documentation, there are usually a few things added, deleted, or changed that don't make it into the game manual. Reporting these differences is one of the purposes of this guide.

Finally, the release of Fleet Defender Gold adds six new campaigns and many new missions to the original game. This guide discusses these enhancements, as well.

Before describing the contents of this guide in more detail, let’s discuss the design and implementation of Fleet Defender.


DESIGNING FLEET DEFENDER
The F-14 was selected for MicroProse’s next flight game because a quality detailed simulation of modern carrier aircraft had not yet been achieved. The F-14 plays a unique role in the modern air battlefield, and the design team believed that simulating that role offered many interesting game situations.

Early on in the design process, the Fleet Defender development team decided on several goals. One goal was to strive for a high level of realism. Often in entertainment software, realism is ignored or downgraded in favor of gameplay—as it should be. But the designers felt that selective use of realism would enhance the game.

As part of the drive to provide a balanced combination of realism and entertainment, the designers built a rich mission environment in which the player plays one role while many other characters act out theirs. Although the player’s actions are an important determinant in how individual missions proceed, other encounters may occur simultaneously that also contribute to the mission's outcome. This is known as the big picture. For example, while the player leads an escort team on an air strike in one part of the world, other friendly aircraft might attack another enemy installation. The overall success of the mission may hinge on the player’s group’s performance, but the player of other battles going on around him.

The big picture includes the normal CAP patrols around the carrier, ASW patrols, search and rescue helicopters on standby to pick up downed crews, the Hawkeye performing its AWACS mission, the other ships of the carrier task force, enemy recon aircraft, neutral air forces defending their airspace, and even the occasional civilian passenger aircraft passing by. The inclusion of the Reverse Tactical View makes it possible for the player to jump to the scene of other action in the world. While he carries out his role, he can witness the performances on other parts of the stage.

The player functions as part of a team, in this case the F-14 squadron based on the carrier. While the player’s personal success is the main motivation for play, the success of his squadron is also important and perhaps critical to a successful campaign. To ultimately succeed, the player must occasionally forgo personal satisfaction in favor of team accomplishment. The player enjoys the payoffs of his own promotions and medals, plus those of his squadron. Fleet Defender offers the chance to play on the championship team, as well as the satisfaction of becoming Most Valuable Player.

The team aspect of Fleet Defender is somewhat of a break from the traditional view of solitaire entertainment software, in which the player is the hero. In that view, there is no team. Success or failure depends solely on the player. While the player has the opportunity to be the hero in Fleet Defender and must do very well at a minimum, he must share part of the action and glory with his squadron. At times in the game the player has little to do, because friendly F-14s win the air battles before you can make a significant impact.

To make all this happen, the designers set smaller goals for the game that add to a significant whole. Among these are simulating the role of the F-14, providing a realistic and useful wingman, implementing a sophisticated artificial intelligence, and building campaigns of challenging and interesting missions.

