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Titanic: The Quest of the Century

Jermaine: Is there anything really unusu-
al in the game?

Jones: One item immediately comes to
mind. As we constructed the maps, it soon |
became apparent that we didn't need to
map out the entire world. After all, most
of the wrecks were located on the main
trade routes. But what happens when you
sail off the edge of a map? At present, the
user sees a picture of a beautiful clipper
ship sailing off the edge of the world. An-
cient mariners believed this would actual-
ly happen if you went too far into un-
known waters. Fans of the rock group
Kansas will also recognize the image. It
came from one of their album covers. We
can't use their picture, for obvious rea-

The Discovery

Continued from page 55

Jermaine: Everyone knows you located
and dived on the Titanic. What inspired
you to look for the liner in the first place?
Ballard: I'm an explorer and spent most of
my life looking for things in the deep sea. |
The Titanic was one of those mountains |
| that had yet to be scaled. Its close proxim-
| ity to Woods Hole (and the fact I could get.
out there) made it a logical place to test
new equipment.

Jermaine: Tell me about the Titanic mis-
sions.

Ballard: We found the remains of the ves-
sel in 1985 and dove on it during the sum-
mer of '86. That mission lasted 12 days. I
returned to the site in 1987. When all was
| said and done, we dived on the wreck 11
times taking approximately 60,000 photo-
graphs and 100 hours of video tape. Un-
fortunately, a lot of pictures have very lit-
tle value.

Jermaine: Are you learning anything
from the photos and videotapes that were
taken by other expeditions like the
French group, for example?

Ballard: I would call that a rape, not an
expedition. That was a bunch of people go-
ing down and taking things off the bot-
tom. They even recovered shoes from the
Titanic debris field. These were the final
remains of people who died when the ship
went down. So I don't see that as a legiti-
‘mate expedition.

Jermaine: Do you still believe the Titanic
was sunk by the infamous iceberg, or have
other books on the subject proved that
something else might have caused the
disaster?

Ballard: First of all, there are no books
coming out that support the claims of the
French team that appeared on the Telly

| looking for new deposits of oil, gas, pre-

| that they talked about was well known,

| in, and it was where the plates separated.
| tell you more about the ship.

| plates that were stapled together with riv- |

sons, but it’s possible to create something
similar for the program.

Jermaine: Will Search for the Titanic start
a whole new gaming trend?

Puckett: Anything is possible, but the
consumer will make the final decision.
Search for the Titanic is an authentic sim-
ulation of a real-life adventure. Now how
many computer games have non-violent
historical themes? I can't think of many
titles, off hand. The industry is presently
going through a military simulation
trend. Maybe this is the direction of the
future. I'm sure we could generate more
ocean-searching games. In the coming
years, we might even have the player

Savalas Titanic [television] special. They
made spectacular unfounded claims to |
draw the public into watching that traves-
ty. There was no data to support those
claims, It was a complete Hollywood
schlock.

The mysterious hole they mentioned in
the special was on the starboard side for-
ward. It was caused by the collision of the |
Titanic with the ocean bottom (which was
actually more traumatic than the ship’s
collision with the iceberg). That hole is no-
where near a boiler. The coal bunker fire

well documented, and well extinguished
before the Titanic struck the iceberg. The
size of the opening that caused the sink-
ing is another well-established fact.

It has been calculated by many differ-
ent experts over the past 75 years. The
size of the opening was 12 square feet. If
you spread 12 square feet over the length
of the gash, it works out to % of an inch.
Now that’s not a big gaping hole. People
actually saw where the water was coming

To understand this statement, I need to
The skin of the vessel was composed of

ets. Ships were not welded together back
then. When those plates encountered the |
iceberg, it simply popped the rivets. I went |
down and put my face within 18 inches of
those popped rivets and actually saw the
gash. It was not the size of the opening
that sank the Titanic. It was the length of
that opening that did it in.
Jermaine: So you agree with the old the-
:ﬁ g\at the iceberg did the damage to the |
p?
Ballard: Of course I do. There’s no credible
counter theory. Just because some yo-yos

| the Titanic.

| number of artifacts. There's no reason to

cious metals, etc. This could be done using |
satellites, computers and advanced photo- |
graphic equipment. When all is said and
done, I believe our Titanic program is
merely setting the stage for bigger and
better things.

Jones: I like the idea of going to the moon.
Once the player gets there, he can look for |
the remains of satellites or examine his-
toric lunar landing sites. You could even
travel to the edge of space, where you res-
cue objects that are about to burn up in

the atmosphere. All of the concepts men- |
tioned above are merely pipedreams to-
day. But it's only a matter of time before
they too become reality like searching for |
]

| stand up and make fools of themselves,

saying things that are totally unfounded,
it doesn't make them right. Every expert
in the world agrees the Titanic was sunk
by the iceberg. Those other ideas are like
saying John F. Kennedy was killed by
Martians. And someone is constantly ask-
ing me what I think of that “Martian” the- |
ory. For the record, it’s total balderdash!
Jermaine: Do you plan to return to the
Titanic someday?

Ballard: Not in the forseeable future. We

“‘The purpose of the Jason

Project is to motivate young
people and get them excited |
about science and

technology.” —Ballard |
might do a better photo documentation of
the site in the coming years, but we have |
no reason to go back there now. Mother

Nature did her damage to the vessel dur-
ing the first five years it was on the bot-
tom. The Titanic really hasn't changed

much over the last 70 years until the |
French team came along and recovered a

think it will change very much during the
next 70 years. As our technology base
evolves, I'm sure we'll go back there and
re-image it. But I don't see that happen-
ing for the next five to ten years.
Jermaine: What are you working on now?
Ballard: If you look at where we are, in

| terms of underwater exploration, man-

kind has seen less than % of 1% of the
ocean floor, since 70% of the planet is cov-
ered by water, and very few people are ex- |
ploring it. At the rate we're exploring it |
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are 10-12 companies out there that might
give you money if you ask for it. These or-
ganizations were actually patterned after
foundations and the like in the real world.
We may use mutilated versions of their
names, so no one will get upset by the way
they're depicted in the program. Woods
Hole, for example, is called Forest Pit,
while the program’s Shakeaman Founda-
tion sounds a lot like another famous
foundation.
There're probably ten different ways to

make a proposal for a grant. You can tell

| them you wish to dive for publicity pur-
poses, oceanographic research, ete. So you
fill out an application, submit it to an or-
ganization, and they will get back to you
on the matter. If their response is yes,
you're in business. When the answer is no,
they may or may not give you an explana-
tion of why. It's even possible to get a par-
tial grant or multiple grants at the same
time. Whatever the case, there will always
be a company or two that gives money to
someone who has little or no experience.
They won't give you much, but it's enough
to get started.
Jermaine: Do you need to purchase the
largest ship to do the job right?

| Puckett: That's an interesting question. A
specific operation generally requires cer-
tain pieces of equipment. Taking that into
consideration, the user needs to purchase
or rent the smallest ship that can carry
the equipment he plans to use. This keeps
the expedition economically sound.
Jermaine: What is the best procedure for

| hiring a crew?

| Puckett: Whenever you enter a port, the
program generates a work force of 100
people. Each person in the pool has a ran-
domized name, degree of talent, amount of
experience and salary demand. A wise
player can save a lot of money by hiring
crewmen with dual talents. They must,
however, be non-conflicting jobs.

In the beginning of the game, it's wise

to hire a captain/navigator, technician/

| doctor, etc. This is definitely the best way
of doing things, but it doesn't always de-
liver satisfactory results. Sometimes an
employee gets tired doing all that extra
work and starts making a lot of mistakes.
If this happens, the crewman isn't a bar-
gain any longer. In fact, he can cost you
‘more money than hiring two people to

‘ perform a single task apiece. So it pays to
save money, but don't over do it.
Jermaine: Do you have much equipment
in the program?
Puckett: Search for the Titanic features
eight useful items: a regular sonar unit,

deep sonar unit, weather radar, an under- | the way, which told us how sonar and the

water suction tube, the bathysphere,
‘mini-sub, magnetometer and camera
platform. Our sonar device actually re-
sembles a side sean unit (not the tradi-
tional scope displaying a 360-degree
sweep). A side scanner gathers informa-
tion from the direction its sensor is point-
ed and keeps a permanent record of that
data on paper. In the game, however, we
had to develop a chart recorder that
scrolled the data across the screen. This
record isn't really permanent, but you

“It's certainly not an arcade
game, and it doesn't
resemble the graphic
adventures I've seen to
date.” —Jones

have a minute or so to examine the read-
ings before they disappear. Deep Sonar
enhances your ability to scan the ocean
depths, while weather radar allows the
user to monitor storms in the area.

Divers use the suction tube to recover
objects buried in sand. This giant vacuum
cleaner operates at depths of 100 feet or
less. All of the material it sucks up from
the ocean floor is eventually deposited in a
wire mesh basket. Sand sifts through and
solid items remain. The suction tube is
also very efficient when it comes to reco-
vering artifacts the average diver might
miss.

Tl tell you about the bathysphere and
‘mini-sub later.

The magnetometer is another piece of
valuable equipment. It detects metallic
masses beneath your vessel.

Last, but not least, we have the camera
platform. This special underwater sled
contains a video camera and sonar unit.
As you tow the platform behind your ship,

| it monitors the fractal-generated sea-

scape. The ocean floor can be flat and al-
most featureless, or at other times it
might resemble the Badlands of North
Dakota. Everything varies quite a bit just
like the real thing. If the seascape is flat,
you should be able to pick out cannons
and the like on the ocean floor. In more
rugged terrain, it's going to be tough to
identify anything.

Jones: Oceanography is definitely a rich
man’s game. The magnetometer costs
$5,000 (in the game), while the mini-sub
has a price tag of $750,000. We also had
problems researching this unusual equip-
ment. We picked up several books along

magnetometer operate. In some cases,

Sean and I had to make some educated
guesses, After all, we didn’t know anyone
who owned or operated that kind of stuff, |
Under the circumstances, I think it's safe |
to say our equipment is fairly realistic
(even though we haven't seen any of it in |
operation).

Jermaine: Would you tell me about the
wreck sites?

Puckett: We found an incredible book at |
the public library, that listed approxi- |
mately 12,000 wrecks. This amazing pub- |
lication contained a complete listing of
wreck sites, covering a period from the
early 1500's through the late 1800's.

Search for the Titanic features 75-100 of
the most spectacular shipwrecks of all

time (including Spanish treasure ships

like Mel Fisher's Atocha site). We selected |
certain wrecks for the game because they
yielded interesting artifacts or contained a
lot of treasure.

Jones: Exploring a software shipwreck is
similar to diving on the real thing. When
searching for the remains of a specific ves-
sel, you know where it came from, when it
sank and approximately where it went

| down. There’s absolutely no way you can

predict what's down there, however.
Smuggling was very popular in the past, |
and cargo manifests are usually inaccu-
rate. So divers really get excited when
they discover gold and other artifacts in
places they wouldn't expect to find them.
Incidentally, the items you can find at a
particular site are determined by the type |
of ship it was, and when the vessel went
down. You won't find Spanish gold, for ex-
ample, in the remains of a ship like the
Titanic. In fact, the debris field contains
objects like wine bottles, shoes, dishes and
a porcelain doll's head. Spanish wrecks off
the coasts of Florida and Mexico typically
contain cannons, gold coins, cannon balls |
and related material. When you find an
object, one of two things will happen.
You'll see a black and white digitized pic-
ture of the item, or a message will appear |
on the bottom of the screen, telling the
player what his people have found. Either
way, the user receives reputation points
for anything and everything his people
discover. Each wreck will probably contain
two or three digitized pictures and ap- |
proximately a dozen artifacts. By the way,
about half of the digitized pictures in the
game can be found in the Titanic’s debris
field.
Puckett: As we worked on the wreck sites,
Jeffand I developed an interesting form of
software protection. Each wreck has a spe- |
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of all, they were the first individuals to lo-
cate and dive on the remains of the great
liner. Secondly, the Woods Hole Oceano-
graphic Institute was based in Massachu-
setts, making it easier to work with them
on a day to day basis. My brother, Dr.
Kenneth Rothschild, had worked with
them in the past. He thought we should
definitely approach the Ballard people
first. Taking everything into consider-
ation, we decided to negotiate a contract
with Woods Hole.

Jermaine: What happened next?
Rothschild: Rick Ciravalo, vice president
of business affairs at Intracorp, said the
‘Woods Hole people were more than just co-
operative. They were excited about the
whole idea and ready to strike a deal with
us. When all was said and done, we had no
trouble obtaining the rights we needed.
This was also the time when program-
mers came into the picture. Tl let Sean
Puckett and Jeff Jones tell you the rest of
the story.

Jermaine: One more question. Does the
Titanic still contain valuable material?
Rothschild: It depends on how you define
the word valuable. A tea cup, for example,
generally has little value. A tea cup that
was found in the debris field has instant
historical value (even though a similar
cup is probably inexpensive). In terms of
historic value, the site contains thousands
of interesting artifacts. I don't think the
Titanic contains any gold, but some people
believe an incredible cache of diamonds
went down with the ship. That shipment
‘was supposedly worth between
$40,000,000 and 50,000,000.

If such a cache existed, it would have
been stored in one of the purser’s safes.
The ship’s purser was an officer in charge
of accounts, tickets, etc. He also had ac-
cess to several safes that were used to
store valuables during the voyage. In the
original concept, we challenged the player
to locate the gems that were hidden in one
of three safes.

Late in the project, however, Dr. Ballard
asked us to change the goal of the game.
He believed the Titanic should never be
disturbed. If the user recovered diamonds
from our wreck, he was plundering the
site and was nothing more than a treasure
hunter. We really hadn't thought of that,
s0 I quickly agreed to honor his request.
Now you can win the game by finding the
three safes and locating everything in the
debris field. It took us a while to alter the
program, but we're setting a good example
for children and future oceanographers
out there.

Continued on page 90

even though people call me one. Oceanog-
raphy is a very broad term, not a precise
one. It covers every field of science (phys-
ics, chemistry, biology, etc.) that is cur-

& rently being studied in the ocean. I study
& the planet as a system. Since 70% of it is
2 covered by water, I spend a lot my time

§ there. But I still do a lot of work on land.
S As far as 'm concerned, an oceanographer
5 is a scientist who studies the water itself
% (the currents, energy exchanges between
= the ocean and the atmosphenz, 50 on and
s0 forth). 'm interested in the container
& that holds the water. In fact, I'm more of
H an explorer than I am a scientist.

| Jermaine: What is it like to be an under-
€ water explorer?

S Ballard: Exploration is different than ba-

The Discovery

Although now best known as the explorer of
theTitanic, Dr. Robert Ballard has for many
years been one of the world's leading marine
geologists.

n 1985, Dr. Robert D. Ballard discov-

ered the remains of the Titanic. That
was a great moment in his life, but that
accomplishment certainly doesn’t sum up
his career. For more than a decade, Dr.
Ballard and the National Geographic So-
ciety have been partners in the explora-
tion of the world beneath the sea. That
partnership has yielded eight articles in
National Geographic, two books, four tele-
vision documentaries, numerous lectures
and several grants. Ballard has published
‘more than 50 articles in various scientific
Journals and has participated in over 60
deep-sea expeditions, including missions
that dealt with the use of deep-diving
submersibles.

He has received the Cutty Sark Award
for science, the Underwater Society of
America Award for science, the Compass
Award from the Marine Technology Soci-
ety, The Boston Sea Rovers Diver of the
Year Award, the Citation of Merit from
the Explorers Club, the National Geo-
graphic Society’s Centennial Award, the
David Bushnell Award (from the Ameri-
can Defense Preparedness Association),
several honorary doctorates and other
awards too numerous to mention. Dr.
Ballard is also a Commander in the U.S.
Navy and the Head of the Deep Submer-
gence Laboratory at Woods Hole.

Irecently spoke with this man of the
sea, to learn more about the Titanic and
how that mission is affecting his work
today.

Jermaine: Do you consider yourself an
oceanographer?

Ballard: I'm really an earth scientist and
don't think of myself as an oceanologist,

sic research. A seventeenth century phi-
losopher said it best: “It’s by logic that we
prove, by intuition that we discover.”
Logic and intuition are two different pro-
cesses. Logic is an exact rational way of
doing things, while intuition is an educat-
ed guess. A number of scientists use intu-
ition, but they really don't like to talk
about it. They just use it. I use it in situa-
tions where logic doesn't deliver an accept-
able answer. In cases where we deal with
total unknowns, I generally have an in-
stinctive pull towards something, That
certainly is a controversial way of looking
at things (an opinion not shared by many
of my colleagues).

'The relationship between science and
the media is another controversial issue.
Newspapers are unscientific and tend to
be inaccurate. They're also dedicated to
selling things, as opposed to informing the
public, The scientific community doesn’t
trust them very far because they simplify
things to the point of distorting the facts,
and concentrate on the most spectacular
subject matter.

Jermaine: Where did the title “Woods
Hole Oceanographic Institution” origi-
nate?
Ballard: I really don't know, but I pre-
sume it came from the nearby village
which bears the same name. Many years
ago, the area was sort of a “woods hollow.”
Tt used to be nestled amongst a lot of trees.
In New England, people have defoliated
entire areas as they built houses, con-
structed ships and kept warm. So there
aren’t many forests left around here.
Woods Hole is a private, nonprofit re-
search facility, dedicated to the study of all
aspects of marine science. The institute of-
ficially opened its doors in 1931. Today it
contains one of the largest independent.
marine research laboratories in the world.
Continued on page 94
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fter three quarters of a century, the

Titanic remains one of the greatest
mysteries of our time. To better under-
stand this enigma, let’s journey back to
April of 1912, Tmagine, if you will, a mag-
nificent ship on the open sea fowering
over other vessels of its day. The Titanic
was the largest moving object ever built
by man. It weighed in at 46,000 tons, and
standing upright on its stern the vessel
was taller than New York’s Woolworth
Building (the highest skyscraper at that
time).

RMS Titanic also contained the biggest
and best of everything money could buy. It
was literally a floating palace carrying 43
tons of meat and fish, 12 pounds of mar-
malade, 2000 quarts of ice cream, and
1500 bottles of champagne and other fine
wines. The reciprocating engines were
three stories high, while each link of the
anchor chain weighed 175 pounds, When
fully outfitted, the vessel cost approxi-

Dr. Robert D. Ballard (standing right) takes a closer look at an ARGO image in the control v
Fellow geologist Dave Gallo is standing to the left, and in the b

ground is Tom Dettweiler.

mately $7.5 million to build (today’s
equivalent would be about $90,000,000).

"The Titanic was never officially chris-
tened, keeping with the tradition of the
‘White Star Line, The ship had four steam
funnels, but the fourth was only a dummy
used for ventilation. The extra funnel was
added because it made the vessel scem
more imposing,

Captain E.J. Smith, a senior officer with
impeccable credentials, was chosen to
command this ill-fated vessel. He agreed
to delay his retirement long enough to
take the great ship from Southampton,
England to New York and back again
completing the Titanic’s maiden voyage.
Unfortunately, he never even made it to
New York City. It's interesting to note
that the original blueprints called for 64
lifeboats. That number was later reduced
to 32 and finally cut to 16. After all, who
needs lifeboats on an unsinkable ship?

On April 10, 1912, the vessel left the

tantis II standing on the
as the crew prepares

port of Southampton. After making brief
stops for passengers and mail (in Cher-
bourg, France and Queenstown, Ireland),
the Titanic began its journey to the colo-
nies, Crossing the ocean was scheduled to
take seven days. Captain Smith had cho-
sen to follow the Great Circle Route, a
northern course that would get him to
New York in record time. The first four
days of the yoyage were practically un-
eventful. First class passengers enjoyed
working out in the elaborate gym, eating
at the French sidewalk cafe, and rubbing
elbows with the cream of society. Other
passengers were isolated from the first
class section of the ship.

About 20 minutes before midnight, on
April 14, the Titanic experienced a sudden
jolt. By midnight, Captain Smith knew:
the terrible truth: the unsinkable vessel
had suffered a deadly wound. The lookout
had reported an iceberg in the distance,
and many survivors claimed they actually
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|

| rot, and braces are crap. “C” handles dou-

| code (most of them re-written since yester-

Five-Day Diary |
August 2, 1988: Code-wise, things are |
pretty smooth. The structure of the pro-
gram is falling into shape nicely. I picked
out the ports for the game by looking at
an atlas and made up the names of the
ships. Soon I will have to come up with the
names of people, their capabilities, and
salaries. These individuals can eventually
become members of your crew. More user
interface has been completed.

‘This program is going to be very sophis-
ticated. I'm worried that some computers
won't be able to handle a game of this in-
tensity. We may need more ports.

Euuch! Parenthesis stink, semicolons

ble-shot character arrays like I'd handle
dirty diapers. But the program continues
to grow. Source code has grown to 850
lines. I'm adding ship data now. It’s all bo-
gus at this point.

August 3, 1988: Most of the program has
now been converted to 40-column text. It
used to be in IBM graphics mode
(CGA/EGA). I converted everything over
because the menu structure must be 40-
column compatible before we can use it on
the other machines. We have 964 lines of

| day). I put in the ship buying/renting |
| stuff. We talked for three hours with |

| be right on top of them to view their digi-

| most of their comments dealt with facts
| and figures in the program. The prices of

entertaining. If you cruise in too fast, you
can smash your camera platform against
the wreckage. When you're too far away
from the debris field, it's easy to miss a
number of objects. After all, you have to

tized pictures, The lights on the mini-sub
also have a limited range. So I think you
can see, we've carefully researched this
whole operation.

Jermaine: How authentic is your depic-
tion of the Titanic?

Puckett: The two pieces of the vessel are
separated by a vast debris field just like it |
is in real life. Everything has been drawn |
to scale, including the distance between
the two pieces. We even asked the Ballard
people to examine our work and tell us
how to improve it. I was pleased to learn

ships, for example, were extremely low,
and Woods Hole rents its mini-subs from
the U.S. Navy. They don't actually own
their submersibles. When we talked about |
the diving aspect of the game, they
seemed to be pleased with what we had
done.

Leigh today. Titanic is a definite go.

August 4, 1988: We need to add non-real
ports to the program, where you can’t buy
or sell boats and equipment. They're just
food/fuel stops only. All the little ports
should also be present in the game. That
will be easy enough to do. I can put a
marker pixel on the maps. If a player in-
tersects it, the port comes up on the
screen. Fixing and selling ships is now in
the code. I revised it where you now have
a hard time making money on a boat,
which is good. The point is not to make a
fortune trading boats, but to get grant
money (just like in real life).

People are now in the program; 64 of
them. We have 1,438 lines of code. Jeff
promised to order Maps and Legends

| right away. It will allow me to generate

fairly accurate charts for the game. I still
don't know how to handle the curvature of
the Earth on the screen.

August 5, 1988: The exterminator woke
me up. I swear he sprays little bug eggs.
You never see any bugs until he shows up.
Then they dance around on your nose.
Jeff’s brother came over, and we rapped
about the business for a while. Very little
Titanic work was done today.

August 6, 1988: The buying and selling of
equipment is now in program (as yet un-

Jermaine: You talked about digitized pic-
tures. Tell me more about them and how
they were made.

Puckett: It's hard to generate high-con-
trast pictures when you have poor images
to work with in the first place. The Bal-
lard photos were extremely murky and
everything had a blue tint. This meant I
couldn’t use them in their original state.
So we took the slides that Woods Hole sent
us and shipped them off to a photographic
lab. They converted the slides to contact
prints and placed them on a single piece of
light-sensitive paper.

Jones: Before we go any further, I'd like to
tell you about contact prints. If you re-

| move the frame from the average slide, a

tiny piece of negative remains. These neg-
atives are placed on photographic paper,
and someone shines a light on them for
several seconds. You end up with a sheet
of black and white images that are exactly
the size of the negatives. Why do we follow
this procedure? It’s very economical and
allows us to work with numerous photos
simultaneously.

Puckett: We eventually take these con-

| money as he looks for a decent boat ata |

| Jermaine: What is a dither?

| dark gray and black. Using a five-shade
dither pattern, you can go between black

| ‘ages on the 64, but I think they look good

tested). It didn't work the first time I tried
it. Oh well. I think it needs a few adjust-
ments. I'm presently adding crew menu
stuff.

Source code is up to 1,655 lines. When it
reaches 2,000 lines, I have to break it up.
‘The game also features boat capacity
checking. You can’t buy a boat, or sail a
ship that your equipment won't fit on, or if
it weighs too much for the vessel.

Search for the Titanic will actually be
three games rolled into one. First of all,
there’s the “Outfit Properly” game. It
challenges the player to obtain grant

reasonable price. Then you have to hire a
good crew and purchase the right mix of
equipment. Other factors also come into
play. You have to estimate your time at
sea before you can purchase provisions for
the crew. The user also has to calculate his
travel distance in order to figure out fuel
requirements.

Tcall the second game “Find the Boat.”
It consists of locating and diving on a vari-
ety of wrecks, which will earn you a num-
ber of reputation points. The player also
gains experience for the most difficult op-
eration of all: diving on the Titanic.

Last, but not least, we have the “Titanic
Mission.” To finish game three, you'll
probably have to play games one and two
about eight times.

tact prints and load them inside the scan-
ner. Using our special digitizing program,
we quick scan the sheet which produces a
collection of miniature pictures. If T want
to work with a particular image, I put the
cursor box around that item, scale it to the
proper size and add some dither. Its a
hairy operation.

Puckett: A dither pattern is half-toning,
where you vary the ratio of black to white
in order to generate many shades of gray.
The 64, for example, has five grays.
There’s white, light gray, medium gray,

and dark gray, for example, and create
five new grays. So it’s possible to increase
resolution on the screen by expanding the
traditional five shades of gray to 25
shades using dither patterns. This tech-
nology doesn't deliver photo-quality im-

(considering the fact they’re microcom-
puter pictures). By the way, we don't like
to touch-up the images very much—it
makes them look more like art and less
like digitized pictures.
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The Company

Last year Leigh Rothschild, president of
Intracorp, Inc., came up with a novel idea.
He wanted to initiate a bold new project
that would allow consumers to dive on the
Titanic. That interesting daydream recent-
ly became reality in a store near you. This
feature examines Search for the Titanic
and explains how everything came togeth-
er. 1 also talked to Dr. Robert Ballard, the
man who located and dived on the Titanic.

Getting back to Rothschild, he's the 36-
year-old president of a Miami-based com-
pany. His interests include: racketball,
electronics and traveling around the
world.

Jermaine: How did you get into the micro-
computer software business?

Rothschild: That's a long story. 'm happy
to say I went to college for 14 years and fi-
nally earned a two-year degree [he says
with a laugh]. 1 actually went to college
when I was 16%2 years old. I presently
have a history degree from the University
of Miami and an MBA from the same
school in business. As a child, I was fasci-
nated with things like Spanish gold,
shipwrecks, the Titanic, etc.

Speaking of the Titanic, I've read every-
thing I could find on the subject. I've also
watched and taped both TV specials,
where divers examined the remains of the
vessel. It was incredible to see rivers of
rust and twisted pieces of metal, where ex-
pensive teakwood and state-of-the-art
equipment existed 77 years ago. Most of
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us never think of the sea as being that de-
structive, but the Titanic is a good exam-
ple of what it can actually do.

After graduating college, I became the
president of one of the largest electronics
companies in Florida. In 1983, I owned
what was probably the largest chain of
video stores in the country. My interest in
electronics eventually led me to micro-
computers. Shortly after that, I began
thinking about starting my own software
business.

Jermaine: Tell me about Intracorp.
Rothschild: The company was founded
during the early days of '85, and a pro-
gram called Intracourse became our first
release. Intracourse is not an X-rated
game. When used properly, the program
delivers a fully certified Dr. Joyce Broth-
ers psychological profile (which can help
you analyze your own personality or that
of your friends). Everything was done in
good taste, however. In recent months, we
changed the name to Inter-Action (even
though nothing has been changed in the
program itself). Ironically, Dr. Joyce
Brothers is also an owner of the company.
Anyway, | liked the “Intra-” of Intra-
course, so ] altered it a little and tacked on
corporation to the title. I guess you could
say it was one of those things that came
together at just the right moment.

My job at Intracorp is actually two-fold:
(1) ' chief financial officer and (2) a soft-
ware publisher. That means I travel
around the world acquiring software and
negotiating deals like Trump Castle, Ti-
tanic, Miami Vice, etc. Did I say Miami
Vice? [He laughs and quickly changes the
subject.]

The Intracorp facility is spread out over
20,000 square feet, and we have our own
printing and duplicating equipment. In-
tracorp’s sales volume is in the $5,000,000
range. One more thing should be said
here: our goal is to give you the best soft-
ware we can find anywhere in the world.
Murder on the Atlantic, for example, came
from France. We're presently working
with development teams in England, Ger-
many and the United States, When it
comes to making our customers happy,
Pm willing to go the extra mile and then

some.
Jermaine: Off the record, could you tell
‘me about your new licensing deals?
Rothschild: Off the record [he laughs]
Trump Castle, for the 64 should be on the
market as you read this. It’s the first item
to be released under the new Capstone en-
tertainment label. Trump Castle: The Ul-
timate Casino Gambling Simulation con-
tains six popular games of chance: black-

jack, video poker, keno, craps, roulette and
nine different slot machines. You probably
wonder why we have so many slot ma-
chines in the program. Some machines
have three wheels and others have four,
while several of them are actually pro-
gressive, This means the jackpot will con-
tinue to grow, as long as you don't collect
it. When all is said and done, Trump Cas-
tle is an authentic simulation of the
games you can play at the Atlantic City
casino of the same name. We expect it to
do well on the market.

“We wanted to acquire two
things for the project: (1) recent
photos of the Titanicand

(2) technical support from
someone who had done this
type of work.”—Rothschild

In March or April, the 64 version of Mi-
ami Vice will be coming to a store near
you. As we negotiated the contract, I told
Universal Studios licensing department
we had every right to that particular prop-
erty. After all, Intracorp is based in Mi-
ami, Florida, and Miami Vice takes place
in our own backyard, so to speak. I even
threatened to turn them over to the prop-
er authorities if they sold the rights to
someone else. John LASTNAME (at Uni-
versal Studios) enjoyed this nonsense, and
we spent many hours putting together an
agreement that everyone could live with. I
really can't tell you very much about the
project, except to say it will probably be an
arcade game based on the popular televi-
sion program.

Jermaine: How did Search for the Titanic
get off the ground?

Rothschild: Believe it or not, I came up
with the idea several years ago. I didn't
get things rolling, however, until June of
’87. In the beginning, we wanted to ac-
quire two things for the project: (1) recent
photos of the Titanic, and (2) technical
support from someone who had done this
type of work. The pictures could be digi-
tized and used in the program, while an
experienced oceanographer would add au-
thenticity to the scheme of things.

Once we determined what was needed
for the game, it became necessary to con-
tact the two possible clients. The French
team that recently recovered a number of
objects from the debris field was a strong
candidate for the job. We talked to them
about the project, but that was as far as it
went.

We chose to work with the Woods Hole
people for several different reasons. First
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| and archeology (which will definitely take

| hours to commute home at night with

| sive and can cover vast stretches of the

| “Working with the National |

| begin transmitting our live |

with manned submersibles, it will be cen-
turies before we see the vast majority of
our world. That's because the average
depth of the ocean is 12,000 feet, and the
Titanic sits at that depth. When we were
diving on the wreck, it took us 2% hours
to get to work in the morning and 2%z

only three hours of bottom time. And that |
was with a three-man crew.

So we're presently developing the Argo/
Jason system. It’'s an exploration technol-
ogy base that is more efficient, less expen- |

Geographic Society and
Turner Broadcasting, we will

marine adventures on May
first of this year.”” —Ballard

ocean floor. Once we commit our new robo-
tic devices to the deep sea, we won't have
to bring them up. So you get 24 hours of
productive labor out of the vehicles, in-
stead of the usual three.

‘Thousands of people can also partici-
pate in a dive, through live satellite
broadcasting back to base units. That's ex-
actly what we're doing in the Jason Pro-
Ject later this spring.

Jermaine: What is the Jason Project?
Ballard: The initial purpose of the project
was not so much fundamental exploration

place), but to motivate young people and
get them excited about science and tech- |
nology. We want to take them on a jour- |
ney of discovery that they can participate
in as it happens. Our first stop is an active |
volcano located near the center of the
Mediterranean Sea. The area contains
beautiful lava flows, fissures, hydrother-
‘mal deposits of minerals and unusual
forms of animal life. So we're giving teach-
ers the opportunity to take their classes
on sort of a field trip to an active volcano
beneath the sea.

The second stop is a human history site. |
Last summer, we searched the ancient |
trade routes for something unique. We
found the remains of a Roman fleet in
deep water, and it’s just sitting there wait-
ing for us. 'm really looking forward to
exploring the site. And you can join us too.
‘Woods Hole is currently building replicas

of the control center we have at sea. They
will be set up in museums throughout

North America. Working with the Nation-
al Geographic Society and Turner Broad-
casting, we will begin transmitting our
live marine adventures on May first of
this year. There will be a total of 84 one-
hour shows from these two important sites
over a period of 14 days. About 14 million
kids will visit our control centers during
that time. We're also working with Na-
tional Science Teachers, to develop special
curriculum courses for school districts in
those areas. When the Jason Project is
over, we plan to produce a television spe-
cial that will show you the highlights of
the whole thing.

The following museums are participat-
ing in the project: The Franklin Institute
(Philadelphia, PA), Rochester Museum

and Science Center (Rochester, NY), Roy- |

al British Columbia Museum (Victoria,
British Columbia), Science Museums of
Charlotte Inc. (Charlotte, NC), Boston
Museum of Science (Boston, MA), Muse-
um of Science and Industry (Chicago, IL),

| Memphis Pink Palace Museum (Mem-

phis, TN), National Geographic Society
(Washington, DC), and The Science Place
(Dallas, TX).

Jermaine: Why are you interested in edu-
cating children?

Ballard: First of all, I wish to prove that

scientists are not nerds or at least the new |

emerging scientists are not nerds. We
want to create a role model that kids will
try to emulate. This could eventually im-
prove the state of scientific and technical
literacy in the United States. Woods Hole
has approximately 130 graduate students
in all fields of oceanography and ocean en-

| iences, but it; certainly won't be life threat-

gineering. Right now, the vast majority of |

| the physics and engineering students are

from foreign countries, That's crazy.
America is training the competition at
taxpayers’ expense. Then they go home,

| and we meet them in the marketplace
| where we're already losing.

It’s not that we should lower the stan-
dards of our universities to admit more
American kids, but we should raise the
quality of American children. And that
can only be done by motivating students
at the junior high and high school level.
You can't order them to get excited about
anything. Once you create a telecom-
munication center, kids can use it to go
anywhere in the world and see it live. In
the future, we plan to take them to Hercu-
laneum, Pompeii, the pyramids at Giza,
and possibly even Luxor in Egypt.
Jermaine: Getting back to oceanography,
has it changed very much from the time

| you left college?

| man race was nothing more
| senger on the back of a giant organism.
| Itsreally not a living breathing thing, but

| No matter what mankind does, the earth |

| warming trend, sometimes called the

| ly the worst problem we face today. People

| the ocean depths. We need to learn more |

| about our hfe-support system and make |
| sure it isn't turned off.

Ballard: When I went to school at the
University of California, we didn’t even
know the average depth of the ocean. Our
knowledge was very primitive in those
days. Certainly the evolution of plate
techtonics, and the new global look at the
earth (which I participated in as a grad-
uate student and young scientist), was a
major revelation in the sixties and seven-

““We've reached a point in
the last few years where
humans can actually kil the
planet. And we've begun to
do just that.” Ballard

ties. Twenty years ago, we thought the hu-
than a pas-

a fragile life support system we need to
stay alive.

We've reached a point in the last few
years where humans can actually kill the
planet. And we've begun to do just that.

will survive. It's a question of whether we
will survive or life as we know it survives,
when people destroy the oxygen-generat- |
ing portion of the world (like the Amazon
rain forest, for example). The global

“greenhouse effect,” is not as troublesome
to me as the depletion of the ozone layer.
'The rise of sea level will cause inconven-

ening like the latter. Pollution is definite-

are poisoning the water table and gradu-
ally destroying life in the sea. So the main
goal of oceanography is not to locate

things like the Titanic, or even to explore

In conclusion, I'd like to thank Dave Gallo,
Shelley Lauzon, and Angie Niehoff for
their contributions to this feature. I hope
we can work together again real soon.

AllWH.OL. copyrighted photographs
have been taken from The Discovery Of
The Titanic published by Warner/ |
Madison Press Books and Exploring The
‘Titanic published by ScholasticMadison.
Press Books both by Dr. Robert D. Ballard |
&ndwepmmnadbywpyng}uaspmmded |
serein.
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| The Program

Getting pictures of the debris field was
one thing. Constructing an exciting game
around them was a totally different story.
That assignment was given to Codesmiths,
Inc. (a two-man development team based
in the Miami area). Jeff Jones is 23 years
old. He's happily single and his hobbies in-
clude: skin diving, roller skating, micro-
computers and stunt kite flying. Sean
| Puckett, on the other hand, is a 22-year-old
| car nut. Puckett is equally single and en-
Joys reading the latest book or magazine
about his favorite subject. Both program-
mers previously worked for Hi Tech Ex-
pressions, where they created a number of
titles including Printpower, Awardware,
Jingle Disk and Ziggy and Popples holi-
day disks. Search for the Titanic is their
first official Intracorp release, and this is
how it all came together.

| Jermaine: How were you drawn into the
Titanic project?
Jones: Whenever something goes wrong
these days, we usually blame it on Angie
Niehoff/he laughs]. Angie, one of our
friends at Hi Tech Expressions, moved on
to work for Intracorp early in '88. When
the company needed some new develop-
ers, Angie contacted us and set up a spe-
cial meeting. On July 19, 1988, we talked
things over with Leigh Rothschild, presi-
dent of Intracorp. Sean and I weren't real-
ly interested in the Titanic before the as-
signment, but it kind of grows on you (if
you know what I mean). We agreed to
write a proposal for the game and keep
the project within Codesmiths, Inc.
| Jermaine: How did you proceed?
Puckett: Ten days later, I finished the pro-
posal and took it over to Intracorp. It was
30,000 bytes long, and barely scratched
the surface of what we wanted to do. It
really didn't look like much, with its eight
typewritten pages and two pages of lists.
We believed, however, that this was the
beginning of a spectacular project.
On August 1, I assumed the project was
£0. We received a small advance a short
time later and so much a month for the
next three months (against a staggering
$3,000 per month development cost). Inci-
dentally, taxes were not covered in this fi-
nancial arrangement. Jeff was working on
several Hi Tech Expressions projects at
the time, so we thought it was possible to
make ends meet. Later that day, [ wrote a
lot of the user interface code. My work was
actually beginning to look like a program.
The source file quickly expanded to 575

| lines, which is a lot of code when you're

| half asleep. I really wasn't getting much

| rest at that time. Maybe I sensed the diffi-
cult days that lay ahead.

| Jermaine: Tell me more about the early

| days of the project.

| Pucket: I recently kept a ive-day diary

| to illustrate a point: anything can happen
when we design and program a game. In-
cidentally, the diary picks up where the
last answer left off. (See bax, page 93.)
Jermaine: Can you tell me more about the
making of the program?

"‘Search for the Titanic

features 75-100 of the most |
| spectacular shipwrecks of all |

time.” —Puckett

Puckett: When I finally got Maps and
Legends, new problems suddenly materi-
alized. Most of the islands (at least the
ones I wanted to use) were not in the book.
As things progressed, I had to touch up ev-
ery digitized map by hand. When all is
said and done, there will probably be
100K of them in the game. The average
‘map compresses down to approximately

| 1000 bytes of code. We also came up with
an attractive color scheme: white repre-
sents land, blue was used for water, black
indicates a port, and red tells you there is
hazardous water in the area. Generating
Norway on a map was a real pain. The
bloody coastline looks like a. . . [ dunno. It
also has islands all over the place. If I had
a solid database of the worlds coastlines,
in %4, degree resolution, I would happily
throw away about a week’s work.

As time passed, we gradually came up
with 50 first and last names for the work
force pool. In the end, this works out to
| 2,500 combinations of names that can now
| be found in the program.

TI'm currently working on weather simu-
| lation. We wanted to put hurricanes in the
| southern latitudes, but it was hard to re-
| create them in a microcomputer environ-
| ment. Some of those storms are more pow-
| erful than others, and hurricanes in the
| Atlantic are fairly rare—they usually de-

\ velop three or four times a year. I also be-
lieve these mighty storms are less of a

\ threat to shipping these days. Scientists
| use satellites to watch their birth, monitor
| their movement, and basically keep an

| eye on them. So any captain worth his salt
can generally stay out of their way. The
Woods Hole people confirmed my suspi-
cions: they said hurricanes are a major
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problem in the Pacific, but they're no big
deal in the Atlantic where most of our div-
ing takes place. |

In northern latitudes, the user has to
deal with ice flows and icebergs during
several months of the year. Under certain
circumstances, your vessel can suffer the

| fate of the Titanic. Whenever you strike

| an iceberg or flow, for example, the integ-
rity of your hull begins to decrease. If that
number hits zero, you'd better know how
to swim. By the way, the user can actually
radio for help if he thinks his vessel is in
serious trouble.

| Jones: Search for the Titanic contains
about 47 ports. You start out in Miami,
Florida (for obvious reasons). But it

loesn’t mean you have to buy a boat and

begin an expedition at that location. If you
live in the “Big Apple” and wish to start
out there, you can fly to New York City for
approximately $500. You can actually fly
to any port on the map, but it pays to re-
‘member you're operating on a limited
budget.

Each port also has a specified technol-
ogy level. This numeric rating determines
the price of ships, equipment and labor in
that area. You don’t want to purchase a
mini-sub in Dakar, Senegal, for instance,
because the port has a low technology lev-
el. This means the mini-sub will have to
be flown in from some other place, possi-
bly the United States. It can also cost you
up to 50% more than the same item being
sold on our eastern seaboard. A low tech-
nology level is also an indication that the
local work force has a limited degree of
experience. I'm sure the user can hire
crewmen at bargain prices there, but they

| may not be qualified for the job at hand.
So use good judgement whenever money
bemma an
Jermaine: Is Search for the Titanic a
graphic adventure or an arcade game?
Jones: It’s certainly not an arcade game,
and it doesn't resemble the graphic adven-
tures I've seen to date. Our program is an
| authentic simulation of underwater ar-
‘ cheology and modern oceanography (even
‘ though you never become a frogman in
the game or operate the controls of a mini-
| sub). The user literally becomes the super- |
visor of numerous underwater expedi-
| tions. He evaluates the data from his
state-of-the-art equipment and makes all
of the diving decisions. In many respects, |
| the program seems to simulate Dr. Bal- |
| lards life from the time he left college.
Jermaine: How does the game begin?
Puckett: You automatically start things
| off with $10,000. Even though that’s not
| enough money to search for a wreck, there
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saw the mountain of ice near the ship.
Most people believe the iceberg, acting
like a giant can opener, cut a 300-foot
gash through five watertight compart-
‘ments on the vessel. Three hours later; the
Titanic quietly slipped beneath the waves,
descending more than 13,000 feet to its fi-
nal resting place. As the disaster was hap-
pening, the Californian was clearly visible
in the distance. Its wireless operaton had
gone to bed and didn't receive the broad-
cast of the first SOS distress call. In the
end, there were 705 survivors of this terri-
‘ble ordeal (of the 2,207 men, women and
children on board). No one believed the
majestic liner would ever be seen again.
Three quarters of a century went by be-
fore the Titanic once again became front~
page news. On September 1, 1985, a joint
French-American expedition, led by Dr.
Robert Ballard, discovered the remains of
the great ship. Using the research vessel
Knorr as a base of operations, the team

spent a number of days photographing ev-
ery inch of the wreck site. It scems that
the Titanic had broken into two pieces as
it descended to the depths. The sections
rest upright three-quarters of a mile
apart. Between the two pieces of the vessel
is a vast debris field, containing many
items of great historical value, These mo-
mentos of the past include: bed springs,
corked wine bottles, silver serving trays,
dishes and other objects too numerous to
mention, Believe it or not, the Ballard ex-
pedition didn't disturb anything at the
wreck site. In fact, they left behind a me-
morial plaque, honoring the people who
lost, their lives there.

In 1986, a new disaster theory emerged:
Maybe the collision with the iceberg actu-
ally popped rivets and loosened steel plat-
ing on the vessel. If things happened in
that manner, it could have produced ex-
tensive flooding that might have sent the
liner to the bottom.

Last year a French expedition returned
to the site. They recovered more than 900
artifacts from the wreck and the debris
field, and placed them in a permanent ex-
hibit. This venture also yielded another
interesting theory. A mysterious 30-foot
hole was discovered on the starboard bow
that extended down near the waterline.
Some scientists believe this hole was pro-
duced by a violent explosion in one of the
coal bunkers. Rumor has it that & smol-
dering fire existed in one of the bunkers
from the time the Zitanic was launched.

If this story is true, and an explosion
sent the ship to a watery grave, then why.
blame the disaster on a mountain of ice?
The White Star Line could have fabricat-
ed the iceberg tale because it was conve-
niently nearby, and that story made it
easier to collect the insurance money.
Whatever the case, the Titanic remains
ane of the worst (and most publicized)
maritime disasters of all time,
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cial number which can be found in the in-
struction manual. So when you tell the
program you're looking for a wreck, it is

the only wreck you can find at that time. |

In other words, the player can travel over
another wreck, with his sonar down and
operating correctly, and it won't detect a
thing. Since the user has the manual, he
knows where the ship should have gone
down.

Players with bootleg programs are in
for a big surprise. They'll have to search
about 14,000 square miles of ocean, just to
locate one particular wreck. I'm not even
sure I could find a site under these unusu-
al circumstances. Of course, you can al-
ways copy the manual, but it's going to be
a large one.

Jermaine: What happens when you per-
form a dive?

Jones: First of all, let’s talk about diving
in general. In the original concept, it was
supposed to have more of an archaeologi-
cal theme. You would examine wrecks, re-
cover objects and sell them to various mu-
seums. This idea initially sounded great,
but most of the people who dive on these
sites are usually treasure hunters. So
Sean and I came up with an alternate
plan of action. The user could earn expe-
rience points by locating wrecks and reco-
vering their relics.

‘We thought about having a treasure
hunter option, where you would sell gold
and artifacts to finance your work. Trea-

sure hunters don’t receive grant money, so |

it sounded like an interesting experience.

But the Woods Hole people didn't like that |

idea. The selling of gold and artifacts was
a very touchy subject. Let’s face it. Some
people will do anything and everything to
obtain gold and treasure. Over the years,
greedy individuals have destroyed impor-
tant underwater sites (keeping no record
of their “finds” and where they were locat-
ed). In the end, the divers had their trea-
sure alright, but science lost valuable in-
formation that couldn't always be found at
other sites. It’s really kind of sad.
Puckett: Diving in the program tends to
be more figurative than it is literal. We
didn't think it was practical, for example,
to have you actively manipulating a diver
around the ocean floor. Since wreck sites
can span a distance of 100 yards or more,
and you're weighed down with heavy div-
ing equipment, it’s pretty slow going. In
fact, it would probably take you hours
(maybe even days) to properly search a
wreck site in real time. So Jeff and I cre-
ated a special speed-up key. If I wanted to
perform a three-hour dive, for example, I

| could actually do it in five or six minutes.

This feature doesn't speed things up by a
| percentage. It simply removes the delay
loops from the program.

Whenever the player locates a wreck,
he automatically enters the dive mode of
the game. The screen will display a map of
the site, which has been subdivided into a
number of different sections. After exam-
ining the map, you can send divers down

““Now how many computer
games have non-violent
historical themes? Maybe
this is the direction of the

| future.” —Puckett

if the water is shallow enough or use the
‘mini-sub in deeper water. The bathy-
sphere is another valuable tool. It enables
a diver to perform more efficiently, where
he doesn't have to go through a decom-
pression routine, return to the surface as

| often for air, etc.

Whatever the case, you send your peo-
ple down to an area on the grid and in-
struct them to search it for a specified pe-
iod of time. Who knows what they will
discover down there? It’s also possible to
search an area several different times and
discover new artifacts you might have
missed before. This entire operation is
simple to use, easy to understand, and a
good simulation of diving procedures.
| Jermaine: Let’s talk about the Titanic.
How do you locate and dive on that par-
ticular site?

Puckett: The player needs approximately
200 experience points to get the proper
funding for the mission. You might get
five points for locating a wreck, and an-
other two to three points for finding each
item at the site. These reputation points
gradually add up, making it easier to ac-
quire grant money. If you have trouble ob-
taining a grant, an accountant will exam-
ine your proposal and tell you what's
wrong with it. By the way, the Titanic
expedition will probably cost you
Once you get the money, it's time to pre-
| pare for the voyage. A smart player pur-
chases the best of everything for this par-
ticular assignment. He buys the biggest
ship with the best equipment and hires
the most experienced crew. When all is
said and done, you will need about 40 peo- |
| ple (for 360 days) to help you locate and
dive on the Titanic. I also recommend the |
purchase of repair parts. If something |

breaks down at sea, you repair it there or |
return to port. The latter can cost you |
valuable time and a great deal of money.
Incidentally, St. Johns, Newfoundland is
my base of operations for a Titanic mis-
sion. The port has food and fuel at a rea-
sonable price, but don't hire technicians |
there. It has a low technology rating.
Jones: Then you tell the program you're
looking for the Titanic. This is done by
consulting the manual, which gives you
the wreck number and the general area
where the ship went down. Once you ar-
rive at that location, drop your sensors |
down and just cruise around searching for
the wreck. You can operate all four pieces
of equipment, or just one item at a time.
1t’s also interesting to note that you can’t |
monitor all of these devices at once. So the
player has to rely on his crew to tell him
when they see something unusual.
Discovering an unknown item on the
ocean floor doesn’t always mean you have
found the Titanic. A good oceanographer
examines all the facts and makes the deci-
sion to dive or move on. Don't send the
mini-sub down to investigate anything |
and everything, This practice can cost you |
thousands of dollars, and it wastes a lot of |
valuable time. Some unknowns are obvi-
ously not from a wreck, so learn to identify
them both visually and by their readings.
Most of these items turn out to be things
like engine blocks and old rusting cars.
Puckett: Finding what might be the Ti-

| tanic is one thing. Confirming your suspi- ‘

cions about the site is another matter alto- |

gether. When you discover something pe-

culiar down there (and assuming you

have enough food, water and fuel on hand)

examine the site with your mini-sub.
Sometimes the player must return to

port for supplies. When you have to leave

a possible dive site, use the handy player |

reference chart to get you back to the

proper location. Whatever the case, the

| user sees streams of beautiful digitized

pictures when he discovers the remains of
the great ship.

The object of the game is simple: you
must find three heavy duty safes in the
debris field and locate all of the artifacts |
there. If you think this sounds easy, think |
again. The player has to search an area
several square miles in size. You also have
to deal with another problem. When a safe

| drops hundreds or thousands of feet and
| strikes the ocean floor, it usually buries it-

self in the mud. So don't expect to find
these safes standing out in the open some-

| where. In fact, locating one of them is a

major victory for the average user. |
Exploring the Titanic should be equally |
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