Extreme Warfare Deluxe : Help File

Welcome to the EWD Help File. By reading through this document you should be able to find everything you need to know about the simulator-game, and how to get the best out of it. 

“SMART” TERMS


Wrestling has developed a language of it’s own, particularly with the massive impact of the Internet. Some “insider” terms have become commonly used, and non-wrestling fans may not know some of these. Therefore, below is a quick guide to some of the more commonly used terms to help you understand this document.

Face : This is a “good guy” wrestler, the wrestler the fans cheer for.

Heel : This is a “bad guy” wrestler, the wrestler the fans boo.

Tweener : This is a wrestler who is not clearly defined as a face or a heel.

Heat \ Over : This is how much a crowd reacts to a wrestler. A face will have good heat if the fans go wild every time he appears, cheering him on. A heel will have good heat if the fans despise him and want to see him get beaten up. A wrestler who has good heat is described as being “over”. A wrestler with little heat is “not over”.

Push : This is how much a wrestler is being made to look good to the fans. A wrestler with a good push will be winning lots of matches. A wrestler without a push will be losing most matches.

Promoter : A promoter is the “boss” who runs the company. He hires and fires the wrestlers, and makes all the business decisions. In EWD you do most of the work that a promoter would do, but the actual promoter is your boss, who has the power to fire you. 

Booker : A booker is the person who sets up the matches – he decides who will wrestle against whom, and who will win. In EWD, you are the booker, although you do not actually set who will win each match, this is decided by the computer based on each wrestler’s push, a pre-set formula, and some random numbers).

Tap Out : When a wrestler “taps out”, he submits to a move. In other words, he gives up to save himself betting hurt any more, and the other wrestler wins.

Run In : A run in is where a wrestler interferes in a match that they are not part of, either to help an ally or to attack an enemy (or both!). If the referee sees a run in, he is likely to disqualify the wrestler who the interference runner was helping. However, referees tend to mysteriously get accidentally knocked down quite a lot, and so miss a lot of run ins. 

THE BASICS


The overall aim of the game is to guide your promotion to be the best it can be. At the simplest level, this involves putting on the best shows you can in order to get the public more interested in your federation. As you attract more fans, you will make more money. This will allow you to hire better wrestlers, and improve your shows more, this attracting more fans, and so on. However, you will need to be able to successfully manage your wrestlers, your staff and your finances. 


Along the way you will encounter many good and bad events, which will be different in each game you play. How you deal with these will be the major factor in how well you do in the game. Some of the good things could include : being offered new TV shows, hiring major names who have left other promotions; having one of your wrestlers improve to the point where you have made a new star; beating your opposition in the TV ratings war. Bad things could happen, like : having star wrestlers leave to join rivals; injuries to wrestlers; losing TV shows due to poor ratings; having wrestlers leave when you cannot pay their wages. There are literally hundreds of different things that can happen during the game, far too many to list in this document. Some happen regularly (like hirings and firings of wrestlers), some not so often (job offers), and some almost never happen (food poisoning epidemics wiping out your active roster). Needless to say – by the end of the first ten years of the game, things will be radically different from when the game started!
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1. THE GAME WORLD


The game "world" consists of three promotions (WWF,WCW and ECW), 300 wrestlers and 50 staff members. Each promotion has a "public rating" - this is how well-known they are in the game world. The higher the rating, the more people are fans of that federation, and so watch their TV shows and buy their merchandise. The overall aim of all three promotions is to have the highest public rating possible. 


You have until the year 2020 to make your mark on the game before you have to retire. The game can end before then (if your present company goes bankrupt, or if you get fired for a poor performance), and you can also get job offers from other promotions during the course of the game. Unlike other styles of game (like platform games) there is no way to actually “win” the game. Some people play EWD to see if they can create the “ultimate” roster; some play to try and turn ECW into the best promotion in the country; others simply play to see what will happen on this occasion. The way you play is totally up to you.

2. THE COMPANIES


Each company has a public image - this is the most important value in the game. The higher the rating, the more people are watching the companies shows, buying their merchandise, etc. It increases with a good show, but goes down with a bad one. It can also be affected by behaviour of wrestlers sometimes. Another benefit is that the higher the public rating, the better the wrestlers you can attract.

3. THE WRESTLERS


The wrestlers are the most important part of the game. Each wrestler is made up of many statistics, which make them unique. Wrestlers can "evolve" or "devolve" as the game progresses, just as in real life. This happens to two wrestlers each month, on a random basis. A break-down of the various statistics is as follows :

Name : Clicking on this will show you the wrestler’s name, shortened name and sex. If you employ the wrestler, then you can change their name if you wish. The wrestler’s name has no real effect on the game, it’s just there so you know which wrestler is which.

Employer : This shows who the wrestler is currently under contract with. If they are currently unemployed (i.e. - employer is "none") then they are a free agent, and can be signed by anyone. If they are working for "other" then they are working the independent leagues - this means that they are not currently available to be signed. However, independent contracts are typically very short, and so the wrestler will likely be available soon. If they are working for one of the "Big Three" promotions, then they cannot be legally approached. 

Attitude : This is an indication of how easy they are to work with. A wrestler with a low rating will be likely to get into fights backstage, and will generally be difficult. A wrestler with a high rating won't cause you much trouble. For example : Scott Steiner would get a very low rating, Tommy Dreamer would get a high rating.

Heat : This is how "over" the wrestler is, or in other words how much they can get the crowd cheering or booing. For example : The Rock would get a very high rating, Brooklyn Brawler would get a low rating. This changes during the game - a wrestler who loses to "lesser" wrestlers will eventually start losing heat, although the reverse is also true - a wrestler who starts beating wrestlers better than him will get more heat. Also – if a wrestler is involved in a match that has an overall rating of 90% or over, he will likely get more heat from the fans. However, a wrestler cannot get heat of over 8 purely on great matches – to get higher than that, he needs to actually beat some better wrestlers.

Charisma : This is how charismatic they are surprisingly. A charismatic wrestler will be able to lift the crowd just by raising an eyebrow, a wrestler with no charisma will have to let his wrestling do the talking. This effects match ratings. For example : The Rock has high charisma, Chaz hasn't.

Fitness : This is a measure of cardiovascular condition. A wrestler with good fitness will be able to wrestle all night, a wrestler with no fitness will be exhausted very quickly. This is especially important in long matches like Iron Man. For example : Tazz has great fitness, Viscera doesn't.

Push : This is how much of a promotional push this wrestler has. A "push" is how much they are winning - a wrestler who is getting pushed will be winning matches, a wrestler who isn't will be losing. For example : Steve Austin is pushed, Brooklyn Brawler generally isn't. If a wrestler is under contract with you then you can change their push whenever you want. 

Country : This is the wrestlers nationality. You can pick from US, Canada, Japan, Europe or "other" if they are from elsewhere. This doesn’t have much of an effect on the game, other than in answers to certain questions at the press conference (see “10.3 Press Conferences”).

Talent : This is an overall rating of how talented a wrestler. Generally, this value is equal to their highest rating out of brawling, technical, speed, lucha and hardcore. This value is used in most calculations by the computer about which wrestlers are the best, worst, etc, as it saves adding together all the other statistics. Generally, you shouldn’t be employing too many wrestlers below 7 talent. 

PLEASE NOTE : There has been some confusion in the past over the next five categories. They are not ratings of how good the wrestler is at winning matches of that type, but rather how talented they are at producing matches of that type. For example : although Crash Holly rarely wins technical matches, he still produces great matches in that category, and so would get a high rating. These ratings are used by the computer to work out match ratings.

Brawling : This refers to basic punching and kicking matches, such as Steve Austin spent most of the late 1990's doing. 

Technical : Technical matches are full of suplexes and submission holds, the kind that Dean Malenko is a master of.

Speed : These are US style high flying bouts, using lots of daredevil moves. Jeff Hardy and Shane Helms would get high ratings in this category.

Lucha : This is the Mexican style made famous by Rey Misterio Jr, Psicosis and Juvi Guerrera. It consists of lots of high flying hurracarana-based moves. 

Hardcore : The weapon based anarchy made famous by ECW. Masters of hardcore wrestling are Al Snow, Raven and Tommy Dreamer.

Finisher : This is the wrestler's signature finishing move. If you employ a wrestler, you can change their finisher whenever you want.

Others : By clicking on this button (only if you employ them!) you will be able to specify whether the wrestlers talks (as oppose to being silent), and whether they ever "tap out" (a wrestling term for submitting). Note : The “talk” section is not used in the current version of EWD, as the “interview” section was not finished in time. The “tap out” section is used during the play-by-play – a wrestler will not submit to a submission hold if you have set him to never tap out. He can give up during “I Quit” matches though (otherwise a match between two people who have been set to never tap out would go on for ever!).

Condition : This is shown in the bottom right hand corner, and is a measure of the wrestler’s health. Wrestlers above 75% are doing fine, and will be able to work good matches. Once a wrestler drops into the zone of 75% to about 60%, their injuries will start to effect their ring work. If they drop below 60%, you should give them some time to rest. If a wrestler drops below 40%, he is regarded as injured, and is removed from the active roster. He cannot return to active duty until his condition goes back above 40%. Wrestlers recover health much quicker (three times faster) when they are inactive than when they are active. Wrestlers who are injured (below 40%) get health back at a slower rate than other wrestlers, and so it is a good idea to give your wrestlers a rest well before they get injured. 

Weight : A wrestler can either be lightweight, middleweight or heavyweight. Lightweight wrestlers are the only ones who can compete for lightweight-designated titles. In general, the weights are as follows :


Heavyweight : 250 lbs. +


Middleweight : 250-220 lbs.


Lightweight : Below 220 lbs.


These weights do not effect the actual outcome of matches. Their main role is in deciding whether a wrestler is eligible for a lightweight title, and also for deciding who interferes in matches (lightweights will tend to attack other lightweights).

Role : A wrestler can either be face, heel or neutral. A face is a "good guy" who the fans cheer for, a heel is a "bad guy" who gets booed, a neutral (or "tweener") is a wrestler who is not clearly defined as either good or bad. True neutral wrestlers are rare in US wrestling. If you employ a wrestler then you can change their disposition whenever you want. It is best to try and keep matches to people of different dispositions – putting face vs face can be a bad idea, as the fans won’t know who to cheer for, and likewise with heel vs heel. Changing a wrestler’s disposition regularly will not effect a wrestlers push, but “purists” tend to try and avoid this as it is unrealistic. It is also used for deciding who runs in to matches – heels will generally only attack faces, and visa versa. Tweeners will attack anyone, except other tweeners. 

Contract : This will show how much a wrestler is paid per month. At the beginning of the game, the maximum a wrestler can make is $150k. (For more details on the wage scale, try editing a wrestler’s wages using the editor – there is an on-screen guide to wages there). When wrestlers negotiate new contracts with you, they will generally want a wage increase. It will also show you how long their contract has left. This can be between one month and five years. You will get three opportunities to negotiate new contracts : when they have five, three and one month left to go. This will happen after the PPV event of that particular month.  At the bottom of the screen you will see a button that allows you to terminate the wrestlers contract. If they do not wish to leave, you will have to pay them compensation for the remainder of their contract. Please note - you will only be able to view contract information of people you employ!

Team : This is the tag team that the wrestler is aligned with. You can change the teams of wrestlers you employ. This doesn’t have a major effect on the game – the only real changes are that wrestlers will be called by their team name during matches, and team-mates will be more likely to run in and help their partners during singles matches.

Stable : A "stable" is a collection of wrestlers who share a common goal or enemy. You can change the stable of a wrestler if you employ them. It has the same effect as team name above.

Morale : This value cannot actually be viewed in the wrestler statistic screen, you can only view it from the side bar on the active roster. Morale is a measure of how happy the wrestler is with your company. Morale goes up and down all the time, it is your job to keep it high. Once a wrestler falls below a certain level, he will want to leave and request a release. Morale also has an effect on a wrestlers “effort” rating during a match. On a general note : morale goes up when a wrestler is being used regularly, but goes down when they are either injured or inactive for long periods of time. If a wrestler is unhappy, he will not open negotiations for a new contract with you. Also, if he is so unhappy that he is asking for a release, you can fire him for free, as oppose to paying compensation as usual.

Hidden Values : Each wrestler has two hidden values – “minimum” and “maximum”. These refer to his push, with “minimum” being the least you can push him, “maximum” being the most. As a wrestler becomes more over, his hidden values increase, and they decrease as his becomes less over. It is your job to keep his push within these values (your road agent will tell you when wrestlers need to be more of less pushed). If you over-push a wrestler, the fans will react badly to him being “shoved down their throats” and will have a negative effect on the wrestler. It can also lead to that wrestler becoming cocky and getting a bad reputation backstage. Under-pushing a wrestler will make the fans think you don’t care about him, and so they won’t either. This leads to morale problems.

4 STAFF

Name : This is the name of the member of staff.

Job Title : There are four jobs in EWD :


Announcer : These are the guys who call the action.


Interviewers : They set-up and conduct interviews.


Production Crew : The production crew do everything from set up the ring to


making the graphics packages for the TV shows.


Road Agents : Road agents work backstage, and make sure that everything


runs smoothly. Basically they are your direct link to the wrestlers.

Quality : There are four levels of quality : superb, good, average and poor. 

Wage : This is how much they earn per month. To see a guide to salary, use the editor to change someone’s wages.

Employer : This is the company they start the game with.

Morale : This value cannot actually be seen by the user. Like wrestler’s morale, it can go up and down with various factors. Staff morale does not effect their performance though. With announcers, it goes up if they are being used on a show, but down if they are not doing anything. The same applies to production workers. Road agents and interviewers are more random. Generally staff morale shouldn’t be too much of a problem for the user, and is only really relevant during contract negotiations (they won’t open negotiations if they are unhappy).

( PLEASE NOTE : Due to time constraints, "interviewers" were not finished in time for the release of this game. Although you can hire and fire them, and set who your interviewer is, there are no interviews in the game. )

5 STARTING A GAME


When you start a game you will be asked to fill in your name. Type carefully, as you will not be able to change this during the game! You will then be asked to choose your starting promotion. Once you have chosen, you will be asked to select your starting date – this can be anytime between January 2001 and December 2010. Use the plus and minus symbols to scroll through the different months or to increase \ decrease the year. The date you select will affect how long the game can go on for, because regardless of what date you choose to begin with, the game will finish at the end of 2020. Most users tend to choose to start at whatever the date is in real life. Whatever date you choose, you will always begin a new game with the data that is stored in the files. So, choosing to start in 2010 does NOT mean that ten year’s worth of play has already been simulated – the game will be exactly the same as if you’d started in 2001, the only difference being the date. Once you have selected the date, you will now begin the game.

6 PUTTING ON A SHOW


Before you go to put on a show, always make sure that you have set your active roster correctly, as this contains the wrestlers who you will have available to book (see "Internal Issues" for information on active and inactive rosters). 


Please note that you do not have to have a TV show. For example : although you can change this in the editor, ECW generally begin with no television shows. If this is the case, you will skip all the way through to the “ratings screen”, where you can see how the other promotions did. You can gain and lose TV shows during the game! Your personal assistant will tell you if you are being considered for a new TV show, or whether your ratings are falling too low and your current shows may be cancelled. If you start with no shows, you will gain them in reverse order – tertiary, secondary and then primary. You lose them in the reverse order if your ratings drop. You do not actually make any money from TV shows, as they are shown for free. They have many uses though, such as : they allow you to build up your public image \ fan base; they give you time to build up wrestlers, to make them more over. 


If you are offered a new TV show, you will be sent a message after the “ratings screen”, and asked whether to accept or not. If you accept, you will be able to choose the name of the show. If you reject the offer, you may have to wait a few weeks (or months) until the next offer. Even if you do not accept the tertiary show, you can still be offered a secondary show later on in the game, and the same is true of the primary show.


Assuming you have a TV show to do : the first screen you will see will allow you to book the venue for the show. By clicking on the button on the side of the screen you will be able to highlight venues of a certain size. If you book a venue that is too small for you, you will lose a lot of money from ticket sales. If you book a venue to big, you will not fill the arena. This will mean the heat for each match will be lower than usual, and the rows of empty seats will look very bad on television. See your personal assistant if you are not sure of what size venue to book. Select a location by clicking on it's name.


You will now be shown a "summary" screen of this show, telling you the name, what type (TV or PPV) and the announcers. If you have not selected any announcers, you will be given a warning prior to this screen, and you should exit and set them up (otherwise you will get poor ratings). You will now be able to advance to the booking stage.


Assistant booker : Each federation has an assistant booker. Although you personally have to book all pay-per-views, you do not have to book all the TV shows. You will only be made to book a TV show if it is your "major" show. So, if you have three shows a week, you will only need to book the Monday night one. If you have two shows, you will only have to book the mid-week one. If you only have one TV show, you will have to book it. If the assistant booker is available, you will be asked whether to use him or not. If you do, he will book the show using the active roster you have set, and put on the best show he can. You will NOT get to see the results. However, you are guaranteed that no titles changes will happen, and no "shock" results will happen either. If you use the assistant, you will skip directly to the rating screen.


Once you reach the booking screen, you will see a list of the active wrestlers, plus a side bar containing match details. (NOTE : Unlike previous versions of Extreme Warfare, you book the main event first, then work down toward the opener.) The side buttons work as follows :


Match style : Click on this button to choose the amount of people in the match. There is a minimum of 2 wrestlers, a maximum of 8. The styles are in a loop, so once you get to "8 wrestlers", clicking again will take you back to "2 wrestlers".


Match type : The type of matches available depends on the match style. For example - if you select a match style of "5 wrestlers" then you will only have one match available, a three-on-two handicap match. If you select "6 wrestlers" you will get three different matches : six person tag, three way tag, and TLC.


Selection : Once you are happy with the style and type of match, click selection to pick the wrestlers. Click on a wrestlers name to choose them. You must select them in order - i.e. for a 3-on-2 match, you select the team of 3 first, then the team of 2.


Back : If you make a mistake you can go backward one match, "wiping out" that match. If you go back beyond the main event you will be taken back to the main menu.


The roster changes as you select matches. Once a wrestler has been selected, his name changes to it's shortened version and a number in brackets appears after his name. This is the amount of matches he has been booked in. You can book a wrestler in as many matches as you like, but they will get more tired with each match. If you have not yet clicked on "selection", clicking on a wrestler's name brings up his statistics screen. You can edit the wrestler as normal.


Each match type has it’s own bonuses and drawbacks. A singles match doesn’t have any major pluses toward ratings, but it also doesn’t take much energy from wrestlers. A Hell In A Cell match is different though – the heat in the match will be much bigger than a regular singles match between the two people, but the potential for injury is extremely high, especially if one wrestler gets thrown off (or through!) the cage roof. An Iron Man match’s strength is that if the match is great, it will look even better given that it is set over 60 minutes. The drawbacks though are great – firstly, the wrestlers involved must have good conditioning (fitness) or they will be exhausted after only a few minutes, making the rest of the match look poor (this can lead to wretched ratings of 40% of less!). Secondly, a mediocre match looks terrible, as the mediocrity is drawn out over a much longer period than usual. 


Once you have selected all the matches, you will be asked if you wish to view full play-by-play. If you do view it, you will see every move that happens, everyone who runs in, and how the match ended. If you do not view play-by-play, you will only see the result.


Match ratings : Each match has four ratings.


Overall : This is the overall rating of the match, as a percentage, derived from the other three ratings. This is the value that is used in calculating the end rating.


Heat : This is how much the crowd responded. Heat can be effected by the attendance of the show, and also the skill level of the match.


Skill : This is a gauge of how much actual skill was used. This is not the same as technical ability!!!! Even a hardcore match has skill - if the rating of a hardcore match is 100%, then the two (or more) wrestlers used their hardcore moves expertly, making the best possible match as a result.


Effort : This is how much effort the wrestlers put into the match - this is a measure of the "bumps" they took, their work rate, and how much they put into the match. A wrestler who is unhappy will not put much effort in on purpose. A wrestler who is not fully fit will not put much effort in simply because he is in too much pain. A rating of below 70% is worrying.


You will not be taken through each match at a time. Once you have viewed all the matches, you will be taken to the results screen, which will give you information on how the card went, as well as a recap of the results in case you missed any. You can also see the ticket sales (gate receipt) here. 


After the show you will see the “ratings screen” (a guide to the ratings war between the three promotions) and also get numerous messages - these will be a message from your boss, information on any wrestlers who have been hired or fired, how much money you made from pay-per-view revenue and merchandise (after a pay-per-view only, obviously) and any backstage information that your road agent has. You will also get to do contract negotiations if applicable, and be told about TV offers \ cancellations.

7. INTERNAL ISSUES

The internal issues section takes care of everything "inside" your company.

7.1 ACTIVE AND INACTIVE ROSTERS


The active and inactive rosters contain all the wrestlers who are being employed by you. Regardless of which roster they are on, you still have to pay their wages each month.


The active roster contains the wrestlers who are travelling to the different venues, and who are ready to wrestle. When looking at the active roster, you can also view health, morale, push and how over they are via the side buttons. You can have a maximum of 50 wrestlers active at any one time.


The inactive roster contains the wrestlers who you are not currently using, who are allowed to "stay at home". This is also where injured wrestlers are. People on the inactive roster recover health a lot quicker than those on the active roster (as they have the time to go and see specialists), but lose morale as they are not being used.


On either roster, clicking on a wrestler's name will bring up his statistics screen. On the second part of this screen, at the bottom, is a large button that will have either "make active" or "make inactive" on it. Click on this to move people from roster to roster.

7.2 STAFF

7.2.1 ROSTER


This screen will show all your current staff members. Click on a name to view that person's profile. There is a button at the bottom of each statistics screen which will terminate their contract, although you will have to pay compensation if they do not want to leave. On the side of the roster screen are buttons which allow you to highlight the different types of staff.

7.2.2 FIRE


This is the same as the roster screen, but clicking on a name will automatically terminate the person's contract (you will be warned about compensation before the firing is completed).

7.2.3 POSITIONS


This screen allows you to set the six different positions. The first three are the announcers - for each active show you will be able to set an two-person announcing team (you must have two, one will not be accepted.) Please note that whoever is calling your "primary TV show" will automatically be your pay-per-view announcing team as well. Click on an active show to set the announcing team. You will be shown a roster with all your staff on it. Click the names of the two people you want (they must be of the type "announcer"). As long as there are no errors, you will be returned to the original screen with the new announcing team set. Common errors include selecting non-announcers, or the same person twice. If you make an error, the commentary team will either be set as "vacant", or your previous announcing team will remain.


The last three are the interviewer, "head road agent" and "head of production". Click on the relevant box and you will be given a roster of staff. As with the announcing team, simply click the name you want. They must be of the correct type though! You cannot put an "announcer" in as an interviewer. 

The head road agent is responsible for everything that happens backstage, and is your direct link to the wrestlers. A poor road agent will allow fights to happen, and morale will drop. A good one will keep good control.


The head of production is responsible for overseeing everything to do with production - from making the graphics for TV shows, to making sure the pyrotechnics work, to making the entrance videos, all the way to composing entrance themes. His work will effect your TV and PPV ratings, so you should get the best possible man for the job.


NOTE : I did not finish the "interviewer" section in time for the release of EWD, and so this is a "defunct" feature. Purists may wish to keep an interviewer just for realism, but you will not lose points \ ratings if you do not have one.

7.2.4 TALK TO STAFF


Talking to your staff is a vital part of business. They will give you expert advice on what to do. Make sure you listen to them, and consult them often!


Personal Assistant : Your personal assistant helps out in many ways. Firstly he can clear or fill your active roster. This is a great time saver! When filling the roster, he will select the most talented people, not the most over. You can of course edit his selection from the active roster afterward if you wish.


His reports can be vital. He will inform you of your public rating, which size venues he feels you should use, and also of any news regarding TV shows (if you are close to losing one, or is you are about to be given a new one).


Your assistant can also inform you of any release requests from wrestlers, and also who he feels are good buys - he will give you a list of the best five free agents in his view.


Mass Releases : Your personal assistant also has the power to issue a “mass release” offer. This means that you offer a company-wide offer to every wrestler that if they want to leave, they can go. The advantage is that it is a great way to cut down the size of your roster in a quick go, possibly to reduce wages. The downside is that you can never be 100% sure who will take you up on your offer! Although it is guaranteed that anyone who was already looking for a release will leave, and generally people who have been stuck on the inactive roster for a long time will follow them, sometimes major stars can decide to leave to pursue other paths. It is not unknown for World Heavyweight champions to walk out! You should be extremely careful with this option. It is a useful way to “shake up” a federation that has gone “flat” though!


Finance Department : The finance department will give you a breakdown of your monthly costs. If they predict that you are going to lose money, do something about it! For example, if your wage bill is much bigger than any income, you might think about firing some people.


You should note that this prediction is not static! For example : if at the start of the month the finance department say you will lose $40,000, that does not mean things won't change for the better - by the end of the month your image may have increased, which will mean you will get more pay-per-view revenue that you would have in their original estimate, and you may make money. 


The terms used in the finance report are pretty obvious. However, there is one that needs explaining – TV production costs. This is how much money your production crew is spending on your TV program, on graphics, pyrotechnics, etc. Two factors effect this amount – the skill of your Head of Production, and your companies public image. The more skilled the Head of Production is, the more money he will need to put his plans in action. As his work directly effects your ratings, it is a good idea to have the most skilled man you can doing this job. The TV production costs change when your public image reaches certain levels. When a new level is reached, costs increase sharply – this is because your production crew needs to work harder on your TV show, as more people are watching it. Watch out for these sharp increases, as they can effect your “monthly estimate” on the finance screen, taking you from a profit to a loss very quickly.


Head Road Agent : Your head road agent generally has a great understanding of the wrestling business. He can give you reports on how people on the active roster are doing, and whether you are over or under-pushing them. He will be able to inform you when contracts are coming to an end. Perhaps most importantly, he will be able to tell you when your roster is too small - make sure you take his advice and bring more wrestlers in if this is the case! Note : You must be currently employing a head road agent for this screen to be available. See "7.2.3 Positions" for more details.


Chief Medic : He will be able to tell you when wrestlers on the active roster need a rest, and also when injured wrestlers can be expected back.

7.3 VIEW CHAMPIONS


This screen shows you the current champions.


Active belts : Clicking on an active belt will show you a title history of the last ten wrestlers to hold that belt. You will then be given the choices of whether to vacate the title, or whether to retire the title. 


Inactive belts : Clicking on an inactive belt will give you the chance to make a new belt. Fill in the name (but without the word "title" after it) and then follow the on-screen instructions to set sex and weight restrictions.

7.4 CALENDAR


The calendar shows you your schedule for each month. At the bottom is a button to edit your pay-per-views. Once you have clicked on it, you will be given a list of your current pay-per-view. Click on a month to edit the pay-per-view. You can either cancel it, or make a new one. When making a new pay-per-view, you will be able to fill in the name, and whether it has a number or a year after it. 

8. EXTERNAL ISSUES

8.1 SCOUT WRESTLER


Scout wrestler allows you to view all 300 wrestlers in the game. The key at the bottom gives you a colour code to make finding wrestlers easier. Click on a wrestler to view his statistics (if you employ them, you can make edits from here as well). If the wrestler is currently a free agent, then you will be able to negotiate with him. On the second part of his statistics screen, at the bottom, is a button that says "Approach Wrestler". Clicking on this will take you to a contract negotiation (see "10.1 Contract Negotiations" for more details). 

8.2 SCOUT STAFF


This is exactly the same as "Scout Wrestler", but involves staff (obviously!).

8.3 MERCHANDISING


From the merchandising screen you will be able to change the level of your merchandising operation, by clicking on the plus and minus symbols. You can see "expected income" from merchandising by talking to your finance department (see "7.2.4 Talk To Staff").

8.4 SPONSORSHIP


You will be given a list of 50 sponsors, in descending order of desirability. Clicking on a sponsor will allow you to view them, and will allow you to accept or decline their offer (assuming they make one!). You can also see the sponsors of the other two promotions.

8.5 MARKET RESEARCH


This gives you access to five topics of market research that your team has carried out. Some of it is useful, some of it isn't...it's up to you how you choose to use the information at your disposal.

9. GAME OPTIONS

9.1 NEW GAME


After being given a warning that you will lose the current game, you will be taken to the same screens as when you started (see "5.Starting A Game").

9.2 LOADING AND SAVING GAMES


You have a choice from four slots, simply click on the one you want to use.

9.3 GAME ANALYSIS


This screen gives a quick analysis of the current game.

10. MISC.

10.1 CONTRACT NEGOTIATIONS

Contract negotiations can happen at two different times - when you first approach someone to sign them, or when you are renewing a contract. Contract renewals can only happen at certain times - when the person has 5,3 or 1 month left on their contract. You will be prompted to begin negotiations by the game.


With negotiations you will be given a screen with the person's request for wages and contract length. If you offer them this, without changing anything, they are guaranteed to accept. You can change the values if you wish, although you can be rejected if the person doesn't like what you are offering.

10.2 SENDING GAMES TO FRIENDS


If you wish to send a game to a friend, you can. Simply copy the correct save file ("ewd.sv1" is the first save slot, "ewd.sv2" is the second, etc). They can then over-write their existing save file with the one you sent. If for example you send “ewd.sv1” and the receiver does not wish to over-write their save slot #1, they can rename the file to “ewd.sv4” (for example) and replace that file instead. 

10.3 PRESS CONFERENCES


Press conferences happen after pay-per-views. In EWD it takes the form of just one major question per conference, with six possible answers. Answers can have one of three effects : “woo-hoo”, “D’oh” and none. A “woo-hoo” answer means you got a good reaction to the answer. A “D’oh” means you got a negative response. None means that the answer didn’t provoke any sort of reaction. The result of your answers depends on the question asked. For example : if you are asked about a certain wrestler and whether they are worth the money they are earning, and you say ‘no’, chances are that that wrestler is going to be a little upset. Be warned – the response to answers can change! Just because an answer got a “woo-hoo” the first time you said it, it may get a “D’oh” the next time, depending on the situation.

11. TECHNICAL DIFFICULTIES

11.1 LOADING PROBLEMS


The most common technical difficulty involves getting the game to load, and there are two specific problems : either the game simply doesn't do anything when you try to load it, or you get an error message saying that "graph.tpu" is missing - in this latter case, instructions will appear on screen with possible solutions.


If the game does not run, follow this check-list :

* Have you unzipped the file you downloaded from the web site?

* Have you put all the unzipped files in the same directory?

* Are the files "graph.tpu" and "ewd.exe" in the same directory?

* Are you running "ewd.exe"?


If the game still does not load, check your memory. 32 meg is recommended. Try closing other programs down to free up memory. You could also try playing it in MS-DOS, this sometimes works. If you still cannot load the game, I'm afraid I do not have the solution.

