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HISTORY OF THE LOCAL GROUP

History

During the latter part of the First Stellar
Expansion, it became evident that the
technology from planets in the Home Cluster
could not support the ever expanding
colonization effort.

The hyperdrive had opened an era of fast,
economical travel between the stars. Journeys
that used to consume decades could be made in
a matter of days. However, the hyperdrive was
not without its problems. Its unrefueled
maximum range was a major limitation. After 3 or
4 hyperjumps, the ship would be completely out
of the inhabited regions, with nowhere to refuel.
Its fuel capacity was also part of the second
limitation: the so-called "Mass Limit." Stated
simply, the mass limit sets a severe limit on the
maximum size of a spacecraft that can enter
hyperspace. Because of these limitations, the
experts were predicting an end to the rapid
expansion that had previously characterized
Earth's emergence as an interstellar civilization.

In 2105, a research ship travelling through the far
reaches of the Tau Ceti starsystem discovered a
huge alien artifact. Entire scientific communities
came to study the artifact and, several years later,
the purpose of the great machine was
discovered. It was a hyperspace booster. It had
the capability to "push" spacecraft not tens but
thousands of lightyears. Since the booster itself
did not enter hyperspace, ships up to the mass
limit could travel a thousand lightyears with
minimal power use.

Years of research continued. Why had the aliens
abandonded the booster? Where had they
gone? The scientists were unable to say. The
booster contained a mapping system depicting
millions of stars but very few of them had
received any special mention.

Finally, the control system was deciphered and
test flights were made. They proved the
machine to be fully functional and technician's
knowledge of the control system adequate
enough to allow regular use.

The Second Stellar Expansion started.

You are in a cluster of stars known as the Local
Group. The LG is unable to communicate with
Earth because travel using the booster is strictly
one-way. Packages from Earth arrive every 25
days, with examples of the the Ilatest
developments in technology. They appear
somewhere in orbit around Axia, your home
planet and the first colony of the Local Group.
Although progress has been swift during the
200 years history of the Local Group, the
colonies still lag behind Earth's level of
development; the packages are vital. Some of
the planets in the LG haven't even progressed
as far as Axia because of environmental and
cultural differences. Your own planet was
specially noted by the aliens who built the
booster and there is evidence that there were
colonists on the planet before the humans
arrived.

All'is not well now in the Local Group. There are
many documented cases of slave trading,
oppresive governments, and piracy around
some of the less developed worlds. But far
worse is the distressing news from Axia that for
the past 80 days, not a single package has
arrived from Earth. None of the previous
communications had mentioned any difficulties
on Earth or with the booster. Rumors about
what has happended to the booster are
rampant. Some suggest that the Earth was
attacked by aliens, or that the booster has
broken down, or the originals owners returned
to take their machine. Whatever the reason may
be, the Local Group is now on the verge of
complete panic.
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HISTORY OF THE LOCAL GROUP

Only 15 days ago, the Axian Central Educational
Institute announced that it had evidence
pointing to the presence of a second
hyperspace booster — somewhere in the Local
Group.

Your mission: locate the hyperspace booster.
Your ship and crew aren't free, however, so
during the course of your search, you are going
to have to earn a living.

Be the first to find the second hyperspace
booster and your fortune is made. Fail, and a
civilization encompassing 21 inhabited planets
and 20 billion people will fall. The need for a
hero has never been greater.
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GAME WARRANTY & REPAIR

Technical Questions

Should you experience a problem in running this
software on your computer, Omnitrend Software,
Inc. provides telephone assistance several times
per week. You may call (203) 658-6917 to find
out the current assistance schedule. We regret
that we cannot answer any questions regarding
the play of the game or provide hints.

Should you run across a bug in the program,
please drop us a note. Be sure to include the
version number of the game (this can be found
on the title screen after the scrolling text
sequence in Construction) as well as a
description of the computer you are using. All
correspondence regarding the game should be
mailed to:

Omnitrend Software, Inc.
M/S 11

P.O.Box 3

West Simsbury, CT 06092

Limited Media Warranty

Omnitrend Software, Inc. warrants all media for a
period of ninety (90) days from the date of
purchase. Should you experience a problem
within that period, return the defective disk along
with dated proof-of-purchase. Should you have
a problem out of warranty, Omnitrend Software,
Inc. will replace a defective disk for $6.00. We
regret that we will be unable to return any
packing materials you use to ship your disk.

Defective disks should be returned to:

Omnitrend Software, Inc.
M/S 10

P.O.Box3

West Simsbury, CT 06092

Omnitrend Software, Inc. will not be responsible
for replacing free of charge media within
warranty that has been subjected to misuse,
damage, or excessive wear.

Limited Software Warranty

This software and the enclosed manual are sold
"As is" without warranty to their performance.
The entire risk as to the results and performance
of the program is assumed by you.

The Limited Software Warranty is the only
warranty of any kind, either expressed or
implied, including but not limited to the implied
warranties of merchantability and fitness for a
particular purpose that is made by Omnitrend
Software, Inc.

Neither Omnitrend Software, Inc. nor anyone
else who has been involved in the creation,
production, or delivery of this program shall be
liable for any direct, indirect, consequential, or
incidental damages arising out of the use, the
results of use, or inability to use such product
even if Omnitrend Software, Inc. has been
advised of the possibility of such damages or
claim. Some states do not allow the exclusion or
limitation of liability for consequential or
incidental damages, so the above limitation may
not apply to you.
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GAME WARRANTY & REPAIR

Copyright

The enclosed software is copyrighted and all
rights are reserved by Omnitrend Software, Inc.
Copying (except for one backup for those disks
that provide for it), duplicating, selling, renting,
or otherwise distributing this product is a
violation of the law.

The enclosed manual is copyrighted and all
rights are reserved by Omnitrend Software, Inc.
The manual may not, in whole or part, be copied,
photocopied, reproduced, translated, or
reduced to any electronic medium or machine-
readable form.

Willful violations of the Copyright Law of the
United States can result in civil damages of up to
$50,000 in addition to actual damages, plus
criminal penalties of up to one year
imprisonment and/or a $10,000 fine.
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HOW TO USE THIS MANUAL

The size and complexity of Omnitrend's Universe
can be quite imposing at first glance. However, it
is not necessary to know many of the details in
order to start the game. Much of the manual
covers equipment and maneuvers which you will
not need to know until much later in the game.
This section of the manual deals with the material
that you will need to start the game.

Recommended Reading List

1) Spacecraft Systems

2) Navigation and Orbits

3) The On-Board Computer

4) Commerce in the Local Group

5) Using Menus

6) Sound Effects & Their Meanings

7) Running Universe On Your Computer

After you have read these sections, flip to the
sample game. This will lead you through the
construction of a spacecraft and a trading
voyage. If you have any problem with the terms
used, check the Glossary for details.

The chapters Construction, Flight, and Starport
explain how to run the program, while Playing
Universe explains the overall theory behind the
various systems on your spacecraft and how they
work in concert. Use the Appendix to find a
particular piece of information, such as the
minimum orbit radius for Kiskismok, for example.

Special Manual Notations

Whenever the manual refers to a certain key on a
keyboard, the following notation is used:

If Key Is th me for All Com rs —itis
written like this: [Q]. This means that you would
press the letter 'Q" to perform a particular
function.

h Different for h Com r—itis
written like this: [star/Q/F1]. This means that if
you have an Atari you would press start, if you
have an Apple you would press Q, and if you
have an IBM you press F1. The key codes are
always presented in the order Atari, Apple, IBM.
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RUNNING UNIVERSE ON YOUR COMPUTER

Atari XE/XL

System Requirements

Atari 800, Atari 800XL, Atari 1200XL, Atari
65XE, or Atari 130XE, 1 or more disk drives.

Starting Omnitrend's Universe

Omnitrend's Universe comes on 4 disk sides:
Construction, Flight 1, Flight 2, and Starport.
During play, a fifth disk is created called the
Player Disk. To start the Construction, Flight 1,
or Starport disks, place it in drive 1 and switch
your computer on. If you have an 800XL or
130XE, you must hold down the option key
while turning the power on. Release the option
key after 2 seconds.

Using Universe With Two Drives

i n i i - Boot the
Construction disk as you normally would and
begin playing. The program will ask you if you
want to use 2 drives after the section where you
purchase a spacecraft. Leave the Construction
disk in drive 1 and put the Player disk in drive 2.
Press option. When the computer asks you to
insert a different disk, (ex. Please Insert the
Starport Disk) use drive 1. The Player disk
should always remain in drive 2.

With the Flight 1 & Flight 2 disks — Put the Flight

1 disk side into drive 1. Boot the computer.
When the "Insert Player Disk and Hit Return"
display appears, place the Player disk into drive
1 and the Flight 2 disk side into drive 2. Hold
down the start key and at the same time, press
return. Do not release the start key until the
computer beeps.

With the Starport disk — Boot the starport disk.

When the "Insert Player Disk and Press Return”
display appears, place the Player disk in drive 1
and the Straport disk in drive 2. Hold down the
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start key and at the same time, press return. Do
not release the start key until the Customs
display appears. Both disks will remain in their
respective drives.

Apple //
System Requirements

Apple ][, Apple ][+, Apple //c, Apple //e, or Apple
/lgs with at least 48K memory and 1 or more disk
drives.

Starting Omnitrend's Universe

Omnitrend's Universe comes on 4 disk sides:
Construction, Flight, Flight 1, and Starport.
During play, a fifth disk is created called the
Player Disk. To start the Construction, Flight 1,
or Starport disks, place it in drive 1 and switch
your computer on.

One and Two Drive Use

Universe may be played with 1 or two drives. Itis
recommended that two drives be used.

When you boot the Flight or Starport disks, the
computer will ask you to select one or two drives.
You will then be prompted to insert the correct
disks atthe correcttime.

Making Backup Disks

After creating your Player disk, we suggest that
you use a copy program to back it up. Any
copying program which copies the entire disk
(not just files) will duplicate the Player disk.



RUNNING UNIVERSE ON YOUR COMPUTER

IBM/Zenith

System Requirements

IBM-PC, IBM-PCjr, IBM-PC/XT, IBM-AT, IBM
compatible, or Zenith Z-100 with color graphics
chips (jumpered for 64K), 192K memory, MS-
DOS (PC-DOS) 2.0 or higher, and 1 or more disk
drives.

Starting Omnitrend's Universe

Omnitrend’s Universe comes on 2 disks:
Starport and Flight. The Starport disk contains
the programs CONSTRUC and STARPORT.
The Flight disk contains the FLIGHT program.
Both disks contain several data files used
throughout the game.

Whenever the manual refers to booting a
particular program, simple run the appropriate
file. Program and data files must reside on the
same disk, and this disk must be the MS-DOS
default drive.

Players with two drives will want to use drive A for
the Starport and Flight disks and drive B for a disk
containing Player files. One drive users follow
the same system, except that drive B is
"imaginary". This means that one drive players
will be prompted to swap the Player and Starport
or Flight disks.

In both single and dual drive modes, users
should prefix their Player file name with "B:".

Players with hard disks may copy all of the files
onto a partition, but either the original distribution
Starport or Flight disk must be in drive A.

Universe does not support 8" drives, drive
mapping, or sound effects on the Zenith Z-100
series computer.
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SAMPLE GAME

This is a sample game that you can play in order
to learn more about Universe.  This sample
game is by no means the best or only way to play
and after playing it, you may want to create a new
ship and start over, doing things your own way.

This sample game is a step-by-step guide which
covers everything from getting a loan to trading
products on at another planet.

Beginning the game

Boot the Construction disk. Turn to the section
"Running Universe On Your Computer" if you
do not understand how to do this. The game
logo will appear, some messages will scroll by,
and the theme music will play. After the music,
the copyright notice and game version will be
displayed.

Next, you will be ushered into the office of the
Axian Central Bank and confront a loan officer
who will coerce you into a loan. The only thing
you need to do here is to select the number
years in which you want to pay off your loan.
Start high ... say 10 years. After the red tape is
out of the way, you will end up at the shipyard
where you will have to select a ship design.

At the shipyard, you should purchase the
cheapest design with the most hull space (every
penny counts!). Here's how: Press the
[select/E/F2] key. The screen will clear and you
will be asked for a design number. If you are
playing on an Apple // enter 2, on the the Atari
and IBM you should enter 3. After typing in any
numbers, you should press [return].

After this, your ship's data will have to be stored.
On the Apple // and Atari versions, you will have
to create a Player disk. Just follow the directions
on the screen. The IBM/Zenith version stores
the data in a Player file. You will be asked to
enter a name for the Player file, for example,
"B:SAMOYA". The file name must be in upper

case letters and it must not have a suffix (the
program will do that for you).

Now that a Player disk (or file) has been created,
you can run Flight.

Building Your Ship

Atari players should boot the Flight 1 disk. Apple
/I player should boot the Flight disk. IBM/Zenith
player should run the FLIGHT program.
IBM/Zenith players will be aksed to enter the
name of the player file. The Apple // and Atari
players will have to swap a few disks. Just follow
the instructions on the screen.

Now you are at the Main Flight Menu. The menu
entry we are interested in right now is Docking
Control. Use the [option/W/F3] key to move the
arrow to Docking Control and press the
[select/E/F2] key enter that section.

The screen will blank out and then show you the
docking maneuver. When you have safely
arrived, you will be presented with a menu of
three options. The first is Place Parts. This is
where you will build your ship from the items in
the loan package. Use the [option/W/F3] key to
move the pointer to Place Parts and press the
[select/E/F2] key to enter that section.

The next screen will show you your ship's
skeleton and a guided tour of each of its
sections. The ship you have purchased has six
sections, each capable of holding a pre-
determined number of hulls.

To place hulls in the skeleton of your ship, first
enter the section number, then the number of
hulls to place in the section and then press
[return]. Place all 31 hulls in section 4. WHen all
the hulls are in place, press [start/Q/F1] to store
them there permanently.
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SAMPLE GAME

Placing Parts on Your Ship

Notice that each part has a size. The size
represents the number of hulls it takes to store
that part. Thus, a part of size 5'would not fit in a
ship section that only has 3 hulls installed. The
parts provided in the loan package will take all 31
hulls.

To place parts, enter the section number where
you want the part to go and then lock it in place
by pressing [select/E/F2]. Continue in this
manner until all of the parts have been stored on
the ship (the last one is the Skandis Mass
Storage unit). After you place the part, it will
remain on the screen as though it didn't "take".
This is Universe's way of telling you that it's the
last part. Lock all of your selections in place by
pressing [start/Q/F1]. You will be returned to the
Drydock Menu at this point.

Look at the bottom of the screen. You should
see "Undistributed Parts: 0" and "Undistributed
Hulls: 0" (Apple // and IBM versions only). If you
don't see zeroes after each of the items, you
haven't placed all of your hulls or parts. Select
Place Parts again and the computer will show you
whatyou forgot to place.

There are 3 parts you received with your
Merchant's Loan Package which are very energy
inefficient. These are: the Sub-light lon Drive,
the Manx Orbital Scanner, and the Quentrix
Shuttle. Since there are better parts on the
market that you can afford right now, you'll want
to sell these. To do this, use the [option/W/F3]
key to move the pointer next to Parts Removal
and press the [select/E/F2] key to enter the
section.

Inside Parts Removal, you'll see the names of all
the items on your ship. Use the [selecVE/F2]
key to move the pointer to item #1 (lon Sub-light
Drive) and press the [space bar] to change its
status (at the bottom of the screen) from
"maintain” to "sell". Sometimes you'll get credits
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for the item and sometimes not. It all depends
on the sophistication of the part. Do the same
thing for the scanner and the shuttle. When
you've changed the status of the 3 parts from
"maintain” to "sell", press the [start/Q/F1] key to
return to the Drydock Menu.

Now use the [option/W/F3] and [select/E/F2]
keys to enter Purchase Items. On the Purchase
ltems display, you'll see 8 boxes with different
categories of items for sale. The pointer starts
off in the Parts box. Press the [select/E/F2] key
to activate this box. You are going to purchase 3
parts to replace the ones you just sold in Parts
Removal. The sub-light drive you'll want is
system number 1 and part number 5 so enter 1
in the System Section and 5 in the Part #
section. The computer will automatically fill in
the quantity and compute the price. When the
price is displayed, press the [select/E/F2] key to
purchase the part. If you wish to abort a
purchase, press the [option/W/F3] key.

Use the same process to purchase system 7,
part 28 and system 28, part 72. Press [return] to
exit the Parts box. Press [option/W/F3] to move
the pointer to the Ore 4 box. Press
[select/E/F2] to activate the box and enter
20,000 to purchase 20,000 units of Ore 4 (do
not use a comma). There is a small handling
charge on all Ore 4 purchase. When the price
for the Ore 4 is displayed, press [select/E/F2] to
purchase the ore and then press [return] to exit
the Ore 4 box. Now move to the Programs box.
Activate the box and purchase programs 6 and 9
{Shuttle Control and Market). All programs cost
the same amount. Remember to press [return]
to exit the box.

Every ship needs a crew, so move to and
activate the Crew box.  Your ship has
accomodations for 40 crewmen, but you don't
need that many to operate it at this point. Hire
15 (the union scale is quite steep!), pressing
[selec/E/F2] and then [return] to exit the box.



SAMPLE GAME

You are going to need to feed your crew, so
activate the Provisions box and purchase 2000
provisions (remember, no comma). Exit the
Provisions box and then press [start/Q/F1] to
exit the Purchase Items section.

At the bottom of the Drydock Menu screen, you
should see "Undistributed Hulls: 0" and
"Undistributed Parts: 3" (Apple / and
IBM/Zenith only). That's right! You have just
purchased 3 parts, so you're going to have to
place them before you leave the drydock. Enter
the Place Parts section. Place the parts as you
did before (enter the section number and then
press [select/E/F2] to place them). When the
last part has been placed, press [start/Q/F1] to
return to the Drydock Menu. Make sure
"Undistributed Parts: 0" appears (Apple // and
IBM/Zenith only). Now press [start/Q/F1] to exit
the drydock and return to the Main Flight Menu.

Setting Up Your Ship's Computer
Operations

Now enter the Program Control section. In
Program Control, you'll see 3 columns titled
"Priority", "Status", and "Loading". Use the
[option/lW/F3] key to move from column to
column. Move to the Status column. Use the
[up arrow] and [down arrow] ([I] and [M] on older
Apple //'s) to select different program names.
When the pointer is at Shuttle Control (number
6), press [select/E/F2] to change its status to
Run, press [option/W/F3] to move to the
Loading column, and then press [select/E/F2]
to change the loading status to Auto. Now do
the same for Sub-light Navigation (number 7)
and Market (number 9). Press the [start/Q/F1]
key to exit Program Control and go to Save
Game. Press [select/E/F2] to enter this section
to save your game up to this point. As you've
seen, getting started takes quite a while, so it's a
good idea to save your game at this point. Now,
if something awful happens, you won't have to
go through these steps again.

Make a back-up copy of your Player disk (or
Player file). Apple // players can use COPYA to
duplicate the Player disk. Atari players can use
the built-in disk duplicator in the Save Game
section to copy the Player disk. IBM/Zenith
players can use the normal file copy command to
copy the Player file (make sure that you change
the file extension).

Now on with the game!

Changing the Planetary Orbit and
Launching Your Shuttle

Run Flight again. When the Main Flight Menu
appears, select Drive Systems. Then select the
Sub-light drive section. Press [option/W/F3] to
switch your view to Planetary Scale. Now press
[selectE/F2] to start a planetary scan. The
computer will scan the planet a generate a polar
view map.

In order to land a shuttle on the planet, you need
to get as close to it as possible so that the shuttle
doesn't run out of fuel and crash. The closest
you can approach any planet is 1.05 times the
planet's radius. Axia has a radius of 6300 km,
thus the minimum orbit radius is 6615 km (1.05 x
6300 = 6615). You can look up a planet's
minimum radius orbit in the Appendix on the
Planet List.

When the planetary scan is completed, a cursor
will appear next to the "R:" (radius or rho). Enter
6615 and press [return]. Enter zeroes for the
next 3 values (E, TE, and T). You will receive the
message "Manual Entry". Press [select/E/F2] to
calculate the transfer's energy/ore requirements
and press [select/E/F2] again to execute the
transfer (a transfer is the process of changing the
spacecraft's orbit). When "Solar Scale" appears
at the bottom of the screen, press [start/Q/F1] to
return to the Main Flight Menu.
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SAMPLE GAME

Enter Trade Systems and from there select
Launch Orbiters. Although the Launch Orbiters
screen looks confusing, it's really very simple.
Press [select/E/F2] to load energy into Shuttle 1.
Enter 30. This meanus that you have fueled the
orbiter to 30% of its total capacity. Now press the
[option/W/F3] key to move the pointer to the
crew section and press [select/E/F2] to load the
shuttle crew. Pressing [option/W/F3] again
would allow you to load ore and passengers, but
since you're just starting out, you've done all you
can. Press [start/Q/F1] to launch the shuttle. If
you wish to abort a shuttle's descent and have it
return to the ship, press the number key
corresponding to the shuttle's number (ex.,
shuttle 3 is 3).

After the launch, your altitude will displayed at
the bottom of the screen. This will decrease until
you reach the surface, at which time it will change
to "A: Arrived". In addtion to youyr altitude,
energy usage and shuttle damage point level will
be displayed.

When you arive at the starport, you will be told to
proceed directly to Customs.

You must now boot the Starport disk (or run the
Starport file). See the section Running Universe
On Your Computer if you do not understand how
todo this.

Once in the Starport, you will be run through
Customs.  Since you aren't carrying any
products, it will let you proceed directly to the
Starport Menu.

First things first, let's get some passengers.
Enter the Traveler's Terminus section. This
works the same way as the Flight Menu.

Once you are in the Traveler's Terminus, enter
[L] to load passengers. You will be asked which
orbiter to load them on and how many you wish
to load. Your shuttle can only hold 5 passengers
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at a time, so ask for 5. When you've loaded the
shuttle with passengers, press [escape] to exit.

Buying Merchandise and Loading It on
Your Shuttle

Here's where the fun starts.

Enter the Buyer's Board. You will be presented
with a confusing array of products, which are
constantly changing. The idea is to select items
you can afford and to make sure that you don't
buy more items than your shuttle can carry. The
shuttle you have can carry a load of up to 150
cargo units in size, so watch your cargo units,
which are displayed at the bottom of the screen.
Be careful not to buy something too large. If you
do, you will not be able to place that item in your
shuttle and it will be lost when you leave.

Buying products takes a quick eye. The
products are given numbers from 0 (top line) to
9 (bottom line). When you see a product you
want to purchase, quickly press its
corresponding number. As you purchase
products, your credit total will decrease and the
cargo size will increase. Watch these values
carefully. Save at least 3,500 credits for
emergency ore purchases. Try to buy at least
one or two "big ticket" products (say from 8,000
to 10,000 credits each). These will bring you
some nice profits!

When you have purchased all you want and you

are sure that it will all fit on the shuttle, press

[escape]. The flow of products will stop. Do not
I

press [escape] again!

You are now at the Portmaster's, where you can
load cargo into your shuttle. Use the [up arrow]
and [down arrow] to move the pointer. Press [L]
to load items onto your shuttle. Do this until the
list is blank. Do not exit Portmaster's until you
have loaded all your purchases. If you do, you
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will lose both the products and the credits paid
for them.

When everything has been loaded, press
[escape] to exit Portmaster's.

Now enter Departures. Press [L] to launch the
shuttle (you are automatically loaded onto the
shuttle). After docking with you ship, you will be
told to run or boot Flight.

What the Heck Did | Buy?

Run Flight again. Select Trade Systems and
then select Cargo Manifest.

The Market program (which is running) will give
us a breakdown of the cargo. Use [option/W/F3]
to move the pointer through the list of products.
At the top of the screen are the type and
sophistication for the currently selected
product. Type is important information that will
serve you well later in the game when you have
enough fuel and money to travel to other
starsystems. For now, only the price, name, and
product sophistication are important. When you
have finished looking at the cargo manifest,
return to the Main Flight Menu and then enter
Program Control. In Program Control, change
the status of programs 6 and 9 to Halt and switch
program 8 (Hyper Navigation) to a Run and
loading to Auto. Press [start/Q/F1] to exit. Now
we're ready for hyperdrive.

Hyperdrive and Getting There

Enter Sub-light Drive so that we can leave orbit.
Use [option/W/F3] to choose Planetary Scale
and [selectE/F2] to start the scan. When the
scan is completed and the cursor is next to the
"R:", enter 25000. Enter zeroes for the other 3
factors. This will place you in an orbit far enough
away from the planet so that hyperdrive will work.
If you're too close to the planet, you may scrap

your hyperdrive. You must be at least 20,000
kilometers from the planet. Press [select/E/F2]
twice to execute the transfer.

When you are back to the Solar Scale, press
[start/Q/F1] to return to the Drive Systems Menu
and then select Hyperdrive.

On the screen will be all of the starsystems in the
Local Group. Your current location is the Hope
starsystem (notice the "Yes" in the Visited
column). Use the [down arrow] to move the
pointer to Prisa and press [select/E/F2] for the
jump data. Press [select/E/F2] again to start the
hyperdrive countdown.

After the hyperjump (whew!) you will be returned
to the list of starsystems. Press [start/Q/F1] to go
back to the Drive Systems Menu.

You have now made it to the Prisa starsystem ...
onward to the planet Zeath!

Sub-light Navigation on a Solar Scale

Since we do not know where we are in this
starsystem, press [select/E/F2] to activate the
solar scan. The first object identified is
ourselves. Press [option/W/F3] to identify the
other objects on the display. When you find
Zeath, press [select/E/F2] to calculate a transfer
and then press [select/E/F2] again to execute it.

Now you are orbiting Zeath. Press [option/W/F3]
to get the planetary scale and then press
[select/E/F2] to start the planetary scan. When a
cursor appears next to the "R:", press [return] to
bypass manual entry. Continue pressing
[option/W/F3] until the drydock appears. Press
[selecE/F2] twice to calculate and execute a
transfer to the drydock. Go back to the Main
Flight Menu and select Docking Control. Once
you are inside the drydock, go to Purchase Items
and buy at least 3,000 units of ore IV.
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Go back to Sub-light Drive. Press [option/W/F3]
and then [select/E/F2] to get a planetary scan. In
the Planet List (Appendix) Zeath's minimum orbit
radius is listed as 6,301 km. So after the
planetary scan is complete, enter 6301 at the
"R:" prompt and enter zeroes for the next three
factors. Press [select/E/F2] twice. Once you are
back to the solar scale, press [start/Q/F 1] twice to
return to the Main Flight Menu.

Now enter Program Control and change the
status of program 8 (Hyper Nav) to Halt and the
status of program 6 (Shuttle Control) to Run.
Press [start/Q/F1] to exit.

Enter Launch Orbiters and prepare the shuttle
for launch. Be sure to load at least 25% energy.
You also have passengers, so load them too.
Press [start/Q/F 1] to launch the shuttle.

Unloading Passengers

Welcome to Zeath! To unload your passengers,
enter the Traveler's Terminus and note how
much Zeath is offering for immigrants. Press
[escape] and re-enter the Terminus several times
until you see their top offer. Accept a high price
and press [U] to unload the passengers. Enter
the orbiter number and the number of
passengers to unload. Press [escape] to exit.

Selling Your Cargo

Now to dump, uh, sell your cargo. Enter the
Seller's Board. In the Seller's Board, you place
a product on the board and wait for someone to
purchase it. The trick here is to set the price to
an amount at which you make a nice profit and
still be able to sell the product.

The first thing you have to do is add products to
the board. Do this by pressing [A]. You can do
this until you have 10 products on the board or
you have run out of products to put up.
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Now to price each product. Press [P] and a
cursor will appear where the product's oldd price
was. Enter your selling price. Remeber that
most buyers are smart and they won't buy a
product if it is outrageously priced. Once you
have priced all of the products, start the bidding
by pressing [S]. The products will now be put
up for sale. If you notice that some of the
products are not selling, press [H] to halt the
sales and then change the prices on the slow-
moving products. Do this until you have sold all
of your products and then press [escape] to
return to the Starport Menu.

Departing Notes

Before leaving the Zeath Starport, enter the
Money Exchange and exchange some of your
credits for more ore IV. Be sure to leave enough
credits for buying products on Axia.

Now, having unloaded your passengers and
sold all of your cargo, it's time to leave. Zeath,
being a less sophisticated planet, has nothing to
offer Axia. So enter Departures and return to
your ship.

Head back to Axia. At this point, you should
have enough funds to purchase the more
expensive (and thus more profitable) products
to bring back to Zeath. In about 4 trips, you
should have enough cash to buy more shuttles
or to refit your ship a pirate or mining vessel.

From here on, it's up to you. Just one thing ...
don't forget about that banker waiting for here
money at the Axia drydock!



SPACECRAFT SYSTEMS

This section of the manual illustrates the
functions of the various components (or
systems) of a spacecraft constructed circa 2330
AD.

All systems have several common characteristics.
They are:

Damage Points (DP) — This is a measure of the
amount of damage that a part can take before it is
destroyed. The higher the damage point level,
the more likely the part will survive an attack.

Size — The measurement of a part's bulk. The
larger the part, the more room it will take to fit it in
a section.

Visibility — The measurement of how likely a part
is to be hit during an attack. This is based upon
two factors, the part's size and the visibility
modifier of the spacecraft section the part is
inside. The lower a section's visibility, the less
likely that parts inside of it will be hit during an
attack.

Sophistication — This is the same as the
sophistication of the drydock where the part was
purchased. Only the high sophistication
drydocks can repair the most sophisticated parts.
Typically, the high sophistication parts are the
best (and costliest).

Drive and Energy Systems

Hyperdrive — Used for interstellar travel. The only
way to move from one starsystem to another is to
use the hyperdrive. The hyperdrive is too
inaccurate to use for moving from planet to
planet.

Sub-light Drive — Used to travel between planets
within a starsystem. Unable to propel your
spacecraft faster than light, the sub-light drive is
too slow to be used for moving between
starsystems.

Accumulators — Stores energy units made by
the converter. This system is primarily used
when another system, such as the hyperdrive,
requires a large amount of energy at a rate much
faster than the converter can produce.
Essentially a large collection of batteries.

Converter — A power generator that transforms
Ore IV into energy units.

Inertial Compensator — Generates gravity for
environmental and protective purposes. The
inertial compensator will also protect you from
acceleration caused by the sub-light drive.

Ore Storage — Holds the 4 different types of
ore (I-1V).

Command and Support Systems

Bridge — The command center of your ship. If
the bridge is destroyed, the game ends.

Crew Quarters — The living quarters and off-duty
stations for your crew.

Computer —The central computer for your
spacecraft. It is very powerful, but not a true
machine intelligence.

Mass Storage— Holds program cartridges for the
computer.

Autodoctor — An automatic medical repair unit,
used for raising you and your crew's health
percentage.

Cryogenic Vault — A cold-storage unit for
transporting passengers. The process is
dangerous and you should expect to lose a
certain percentage of the passengers upon
revival.
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SPACECRAFT SYSTEMS

Cargo Hold — Stores cargo that you purchase
down at the starports or that you capture from
enemy vessels.

Orbital Scanner — Scans the starsystem you are
in or the planet that you are currently orbiting.

Onbital Shuttle —Used to travel to and from
starports, which are found on the surface of
almost all of the habitable planets.

Weapon Systems

High Definition Scanner — Provides a detailed
scan of any spacecraft within your range. In
addition, the high definition scanner functions
as a radiocomm receiver, picking-up any radio
messages in a starsystem.

Missile Launcher —Powers and launches
missiles at enemy ships.

Missile Rack — The system of racks and
conveyors used to store missiles and load them
into the Missile Launcher.

Laser— An extremely destructive laser weapon.

Shield Generator — Generates a sphere of
disruptive gravity waves around your spacecraft,
lessening the effect of laser or missile hits.

Docking Adapter — Used only for docking and
boarding an enemy spacecraft. The adapter will
adhere to the other spacecraft's hull and, if
marines are deployed, burns a breach right
through it.

Electronic Countermeasure (ECM) — A variety of
jamming equipment which reduces the odds of
being hit by incoming missiles.

Assault Capsule — A lander used on habitable
planets with a population sophistication of 40 or
greater when you wish to mine ores illegally.

The capsules are similar to the orbital shuttles,
but they carry marines, are covered with armor,
have a cannon mounted on top, and can land
almost anywhere.

Mining Systems

Ore Processor — Another lander, this one greatly
resembles a flying off-shore oil rig of the 20th
century. Used to mine ore on habitable and
airless planets.

Resource Scanner — Scans the surface of
habitable or airless planets for the best available
mining site.

Additional Spacecraft Parts

Crew Armor — Used during boarding combat and
assault capsule combat.
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NAVIGATION & ORBITS

Navigation from star to star is accomplished using
hyperspace. The X, Y, and Z coordinates of your
destination are fed to the hyperspace navigation
program and the rest is handled by the
computer. A hyperspace jump, regardless of the
distance, takes 6.8 days.

Navigation within a solar system is accomplished
using sublight engines. In order to move from
planet to planet, you need to feed the sublight
navigation program the current coordinates of
the planet. Since planets move, their locations
cannot be presented in a table. Rather, the
current coordinates of a destination planet can
be obtained from the solar scan in the sublight
drive section. The coordinates for a planet are
given in spherical coordinates, with one slight
modification. Here is a diagram illustrating solar
coordinates:

Planet or Ship

-—

Where p =distance from the star (rho)
0 = angle in the plane of the ecliptic (theta)
¢ = angle from the plane of the ecliptic (phi)

When arriving at a planet, you are placed into a
standard orbit which is to be defined as an orbit
with a radius four times the radius of the planet.
All other coordinates for the orbit are zero.

Changing planetary orbits is also accomplished
using sublight engines. For planetary orbits, it is
necessary to feed the sublight navigation
program the coordinates for the new orbit.
Planetary orbits are defined as follows:

N

Planet

Where p = distance from the center of the
planet (rho)

0 = angle in the orbit (theta)
€ = inclination of the orbit (epsilon)

Oe= angle in the plane of the ecliptic where the
inclination of the orbit is maximum (theta-
epsilon)

Note that p (rho) is equal to the radius of the

orbit. Keep in mind that this value is measured
from the center of the planet and not the
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NAVIGATION & ORBITS

surface. This means that if you are orbiting a
planet that has a radius of 7000 kilometers, the
minimum orbit you can establish is 7350. The
350 kilometers above the 7000 is to allow for
atmosphere. This amount will vary from planet to
planet and can be calculated by the formula:
minimum orbit = planet radius x 1.05

The Planet List section of the Appendix lists the
minimum orbit radius for all of the planets in the
Local Group, so it is not necessary to calculate
them on your own.
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COMMERCE IN THE LOCAL GROUP

In the Local Group, the basic currency is the
credit. The credit is fixed by the Interworld Trade
Commision as being equivalent in value to one
unit of Ore IV. This frees the interstellar trader
from the problems of barter and exchange
difficulties usually found between currencies.
Since Ore |V is a common substance but tedious
to refine, it provides a stable monetary base.

One of your primary goals, as an interstellar
merchant, is to earn money. The four major
sources of revenue available to you are: mining,
trade in products, passenger transport, and
piracy.

Mining

Mining is a fairly straightforward way of earning or
actually producing money. It requires at least
one ore processor, a resource scanner, a
resource program for your computer, and many
crewmen. In addition, depending how intent you
are in your pursuit of ore, you may need a few
assault capsules and their various operating
paraphenalia.

Once the ore has been mined and refined, you
bring it to a starport money exchange where it is
converted into credits.

The disadvantages of mining are numerous. The
success of a trip out to a mining world depends
on how rich the deposits of ore are. The process
of mining the ore is very dangerous and tedious.
The worst disadvantage for the beginning
merchant is the enormous start-up cost. The
equipment required for a reasonably profitable
mining expedition comes to well over 50,000
credits.

Trading
The object of trading is to buy an item on a world

where it is commonplace and relatively
inexpensive and bring it to a world with a slightly

lower sophistication and run the price up 250%.
Multiply that by the 80 products you can carry at
a time and you can see the amount of profit
involved in a successful trip.

A Starport will offer products only within the
range of numbers that have the same tens digit
as the port's sophistication. Example, if Grotto's
starport has a sophistication of 76, it will offer
products that range in sophistication from 70 to
79 (notice these all start with the same tens digit:
7L

The cost of a product is based on its
sophistication and its base price (a value you will
never know exactly). If the product has a base
price of 7000 and a sophistication of 73, on
Grotto (sophistication 76) it would sell for
approximately 6500 credits. Contrawise, if a
product has a base price of 7000 and a
sophistication of 79, it would sell for about 7500.

Other merchants at a starport will buy products
that are up to 9 sophistication points greater
than the starport's sophistication. For example,
if you place a product for sale on the Seller's
Board that has a sophistication of 84, merchants
at the Grotto starport will buy it.

The best method of trading is to buy products
with a sophistication slightly less than the
sophistication of the starport you are at. For
example, merchants on Grotto are trying to get
rid of a product with a sophistication of 73,
because on Grotto it's not current technology.
You buy that product for a reduced price and
bring it to the Stowe starport (sophistication =
67) where it's suddenly the latest thing! Plan on
a making a 250% profit.

You must take into account a planet's culture as
well as its sophistication. On Rouvchorra
(culture = 4, Formation of Aristocratic States), for
example, many product types are illegal and will
be confiscated if you try to bring them to the
starport. Consult the Culture List to make sure
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COMMERCE IN THE LOCAL GROUP

none of the types of products you bring down to
aplanet areillegal.

Passenger Transport

Some planets in the Local Group have a surplus
of people. Other planets are rapidly expanding
and need all the manpower they can get. The
object of passenger transport is to take people
from a planet in the former category and take
them to a planetin the latter.

Planets that need people will pay you for
immigrants. The problem is that many cultures
do not accept transportees and all of them want
people who are at least 1 and no more than 10
sophistication points greater than that of the
planet.

Transport captains can expect over 1000 credits
per passenger on a well-planned run.

Piracy

In orbit above many of the planets, complete
anarchy is the rule. Properly armed, you can
profit from this situation. To capture another
spacecraft, however, is a long and dangerous
process. You must carefully analyze your target
and be able to outmaneuver it into a forced
docking. Your troops must be stonger and
better equiped than your target's to successfully

capture it.

Once captured, though, the ship's entire crew
are your prisoners, all their credits and ore are
yours, and all their cargo ... but only if you live.



USING MENUS

The Flight and Starport disks are "menu driven".
This means that all sections are accessed by
selecting the section from a menu (or list) of
sections on the screen. When a menu is
displayed on the screen, you will see a pointer
that points to one of the sections on the menu.
This pointer may be moved from section to
section by pressing the [option/W/F3] key. To
run a section, you must first use the
[option/W/F3] key to move the pointer to that
section. Pressing the [select/E/F2] key will enter
the section. To exit a menu and return to the
previous menu (if any), press the [start/Q/F1]
key. This procedure is used for all menus in the
game.
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SOUND EFFECTS & THEIR MEANINGS

There are two major sound effects that are used
throughout Universe. They are:

Ship Under Attack

Every time the ship is hit by an enemy weapon,
you will hear a sound that resembles an
explosion. When this sound occurs, one of the
parts aboard your ship may take some damage
or be destroyed. Upon hearing this noise, you
should either transfer to a different orbit (in an
attempt to escape the attacker) or fire back.

Ore Converters in Use:

Whenever the ore converters run, you will hear a
whirring sound. This sound will last from a few
seconds to as long as a minute, depending on
how much ore is being converted. A few short
beeps will sound if you run out of ore IV during
the conversion process.

Note

The IBM/Zenith version of Universe does not
have sound effects when run on a Zenith Z-100
series computer.
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MORTGAGE

Here is where the game begins. In order to
purchase a ship and supplies, you need money.
Since stealing is out of the question (morals are
assumed here), you must take out a loan. The
Central Bank of Axia, so you hear, is the easiest
to borrow from. In fact, they don't even do a
credit check!

The Merchant Loan Package

The bank, being located at the commercial
center of the Local Group, sees a lot of your type
looking to buy a ship. Thus, they have devised
loan called the "Merchant's Loan Package". The
total value of this package is 223,000 credits and
includes the following:

Paying the Loan

You must, of course, eventually pay back the
loan. The payback period is quite flexible. You
may choose any period between five and
sixteen years.

Payment of the loan is done entirely at the end
of the period. The bank officer will tell you what
year the loan is due based on your decision. If,
for instance, the officer informs you that the loan
is due in 112, you must pay the loan between
112.00 and 112.99. Since you are paying
interest on the loan, the longer the payback
period you select, the more credits you will
eventually have to pay. The bank officer will give
you the current

interest rate and the
Part# Sys# System Name Type Quantity Cost SOkt wiliboithia
0 0 hyperdrive Quantum Div 1 35,000 | atthe end of the loan
4 1 sub-lightdrive  lon 1 20,000 | Period.
11 2 bridge Xorconn 1 3,500
14 3 accumulators  AlkisGroup 8 8,000 To pay back the loan,
17 4 converter Fuel cell 1 10,000 | You must visit the Axia
88 36 processor AE3504 1 10,000 | drydock within the due
93 37 mass storage  Skandis 1 5000 | year. The customs
27 7 orbital scanner  Manx 1 10,000 | agent will guide you
49 13 shield generator Koto Co 1 8,000 over to a bank official
68 26 cryogenicvault  Ageless Ind 1 7,000 | and give you the
71 27 orbitalshuttle ~ Quentrix 1 10,000 | Opportunity to pay the
79 33 ore storage Baynus 1 2,000 loan.
82 34 crew quarters Kraakobinir 1 2,000 A
n/a na  fuel ore IV 15,000 15,000 You will also be
n/a na  hulls standard 31 77,500 | required to give your
T S name and the name of
Total Cost (if purchased separately) 223,000 | Your ship to the bank
Package Cost 173,000 | officer. This is
recorded on your loan

The part number and system number of the
items in the package are given so that you may
use appendix to look up the specifics on the
parts listed.

agreement in the
event that the bank needs to locate you. You
should enter your last name only.
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BUYING A SHIP

The goods will be sent to the Axia drydock
where you can later place them on your ship.
When you have finished obtaining your loan,
you will be ushered over to the drydock to select
a ship design.

Purchasing a Ship

Once you have secured a loan from the bank, it
is time to purchase a ship. You may use part of
the 177,000 credits remaining from your
"Merchant's Loan Package" to pay for the ship.

You find yourself in the drydocks of Axia, talking
with Zefrep, the sales manager. He will lead you
over to a terminal from which you can view the
current selection of ten ships. It is important to
remember that these ships are merely
framework, and that you must fill it with hulls and
parts in order to make it operational.

A menu of ship names will appear on the screen.
To obtain information on one of the designs,
type the number corresponding to the name
and then press the return key. The terminal will
go blank for a few seconds while it accesses the
proper information, then display the first of three
screens of information on the ships. The top
half of the screen will give you an angled view of
the ship. The bottom half will relate the
specifications of the ship. For screen one, the
specifications are defined as follows:

Designation - The model name for the design.

Company - The company who constructed the
ship.

Year- The year construction was completed.
Price - Current cost of purchase.
Length- Overall length of the ship in meters.

Beam - Overall width of the ship in meters.

Draught- Overall height of the ship in meters.

When you are finished reviewing the data on the
screen, press the return key and the computer
will obtain the data for the next screen. Screen
two will display a top-down view of the ship, plus
the following data:

Mass - Mass of the ship in millions of kilograms.

Max. Hulls - The maximum number of hulls the
ship can hold.

Visibility - The overall visibility of the ship (this is a
number between 0 and 99, the higher the
number, the more visible the ship is to other
ships.).

Integrity - The overall structural integrity of the
ship (this is a number between 0 and 99, the
higher the number, the more structurally sound
the shipis.).

When you are finished reviewing this data, press
the return key and the computer will access the
last screen of information. Screen three will
display a side view of the ship in addition to a
brief description of the design.

When you are finished reading this screen, hit
the return key and you will find yourself back at
the selection menu. You may now select another
design to review.

You can obtain additional information on the
ships from Appendix. This will list the size and
visibilities for each of the sections on the ship.
Ships are divided into a maximum of eight
different sections. Each section is capable of
holding a paticular number of hulls. Hulls are the
main measure of a parts size. The larger sections
will be able to hold more hulls, therefore more
parts.

Sections also have a visibility factor. This is a
measure of how visible the individual section is to
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CREATING THE PLAYER DISK

another ship. This is a value between one and
ten inclusive. The higher the value, the more
visible the section is. The more visible sections
have the greatest chance of being hit by enemy
fire. A good strategy is therefore to place vital
parts in the sections with the lower visibility
factors.

Once you are finished reviewing ship designs, yo
you may purchase a ship by pressing
[selecVE/F2]. Zefrep will then ask you which
ship you want to purchase. To do this, press the
number corresponding to the ship you want,
then press the return key. The cost of the ship
will automatically be deducted from the credits
you have. The ship will be moved from the
storage area to the drydock area so that you will
later be able to place your hulls and parts aboard
your ship.

Creating the Player Disk or File

This section will create the player's disk for the
game. This is the disk (or file) that is used
throughout the game to keep track of all the data
onyour ship.

While Zefrep is moving your ship into the
drydock area, he will ask that you assist the
computer in creating the player disk. You will be
asked to remove the Construction disk from the
disk drive, then press [return]. (If you are playing
the IBM/Zenith version, please skip ahead to
Player Disk or File Completion.)

You will need a blank disk to use as the player
disk. The computer will ask you to place this disk
in the disk drive and press [return] to begin
formatting. The format procedure will take almost
a minute. If the format is successful, the
computer will ask you to replace the Construction
disk. The format may fail if the disk proves to be
defective. In this case, the computer will allow
you to place a different disk in the drive and try
again.

When you get a sucessful format and have
replaced the Construction disk, the computer
will the begin the process of moving data onto
the player disk. This process will use the
Construction, player, and Starport disks. Simply
follow the instructions the computer gives for
inserting disks. Several disk insertions will need
to be made during this process. Above all, be
patient!  Universe is a complex game that
requires over three-quarters of the space on the
player disk for data.

Player Disk or File Completion

Zefrep will inform you when the process is
complete. At this point, your ship, parts, and
hulls are in position and you are ready to boot
the computer with the Flight 1 (Flight for Apple
and IBM) disk.

After booting the Flight 1 (Flight for Apple and
IBM) disk, you must proceed directly to Docking
Control (this is a selection on the Flight Menu).
You must then select Place Parts (this is a
section on the Docking Control Menu). This
section will allow you to place the parts included
in the loan onto your ship. After placing the
parts, you must select Purchase ltems (also on
the Docking Control Menu). Here, you will need
to purchase at least 10 crew members (you may
wish to buy at least 15 if you plan to use orbital
shuttles) and enough provisions to last them
until you return to a drydock.

This procedure must be followed in the given
order. If you fail to do so, you may find yourself
sitting in your ship with no parts or crew. This will
end the game rather abruptly.
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DRIVE SYSTEMS

This section will allow you to use the sublight and
hyperspace drives to move from star to star,
planet to planet, or change your planetary orbit.
This section requires that the sublight navigation
program be running to use the sublight engines,
or the hyperspace navigation program be
running to use the hyperspace engines.

After selecting Drive Systems from the Flight
Menu, the computer will display the Drive
Systems Sub-menu. Select Sublight Drive for
planet to planet or orbital transfers, or Hyperdrive
for star to star transfers.

Hyperdrive

The computer will display a list of star names,
their coordinates, and a visit flag which displays
"Y" if you have visited there before, or "N"
otherwise. Use the [up arrow] and [down arrow]
keys to select the starsystem you wish to visit.
Near the top of the screen is an area for entering
coordinates manually. This is used if the
distance to your destination is too great for your
hyperdrive and you must make several jumps.
Enter coordinates here by moving the
starsystem pointer up to the manual entry line
(use the [up arrow] key).

After positioning the starsystem pointer, you may
then jump to or obtain data on that system. At
the far right hand side of the screen you will see a
"visited" indicator that is set to "Y" if you have
been to that system before, or an "N" if you have
not. If the indicator is set to "Y", you may obtain
data on the planets orbiting that star by pressing
the [option/W/F3] key. The planetary data will
include the planet name, the sophistication
levels of the drydock and starport (including of
course whether or not the planet has a starport or
drydock), and the type of planet. You may return
to the starsystem list by pressing the [start/Q/F1]
key. You may choose a star as your destination
by pressing the [select/E/F2] key. [f the
starsystem pointer is on the manual entry line,

you will need to enter the proper coordinates.
To do this, press the [option/W/F3] key and a
small cursor will appear after the "X:". Enter the
X, Y, and Z coordinates, pressing [return] after
each. Then you may press the selection key to
selet those coordinates as your destination.
You will now see the Local Group map as the
hyperspace navigation program plots the
appropriate  coordinates. The source
coordinates will be displayed on the left, while
the destination is displayed on the right. The
distance between the two locations is given at
the center of the map, measured in light years.
The amount of energy needed for the jump is
displayed at the bottom of the map. To make
the jump, press the [select/E/F2] key. To abort
the jump, press the [option/W/F3] key and you
will return to the starsystem list. If the computer
beeps when you press the [select/E/F2] key,
the hyperspace navigation program has rejected
the jump due to insufficient energy or an illegal
jump distance. Once the hyperspace navigation
program has accepted a valid jump, the
computer will begin calculating, fueling, and
sequencing for the jump. Don't be alarmed if
you see strange patterns of light on the screen.
This is simply sensory distortion due to the
hyperspace effect. Providing you obeyed the
orbital radius minimum for a hyperspace jump,
you will find yourself at the destination. If you
were too low in the orbit (less than 20,000
kilometers), you will find that you did not move.
You may also have damaged your hyperdrive.
To return to the drive system Menu, you must
first have the starsystem list displayed on the
screen. Pressing the [start/Q/F1] key from this
point will return you to the drive system Menu.

Sublight

At the bottom of the screen is the status area.
This is where the computer displays the current
scale, coordinates, selected object, and status.
Upon entering the Sublight Drive section, you
will be in the select scale mode. Use the
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DRIVE SYSTEMS

[option/W/F3] key to toggle between solar and
planetary scales. The [select/E/F2] key will
activate that scale. The [start/Q/F1] key will
return you to the Drive Systems Menu.

Solar Scale

If you select the solar scale, the computer will
begin by doing a solar scan. This scan will look
for all planets and stars for your current location.
The star, if present, will be displayed at the
center of the display area. Planets will appear as
dots, and your ship will appear as a dot with a
box around it. The computer will switch to the
destination select mode.

To select your destination, wuse the
[option/W/F3] key. One of the dots will begin to
blink, indicating the current object. Information
on this object can be seen at the bottom of the
screen. These objects are always planets, with
the exception of the one object which is your
ship. The data on the object includes the object
name and its coordinates, displayes as rho, phi,
and theta respectively. All angles are displayed
in degrees. Pressing the [option/W/F3] key
again will select the next object. Continue
pressing the [option/W/F3] key until the
destination planet you want is displayed. At this
point, press the [select/E/F2] key to choose the
current object as your destination, or the
[start/Q/F1] key to return to the select scale
mode.

After selecting your destination, the sublight
navigation program will make the appropriate
computations. At the bottom of the screen you
will see the following information:

Time - Time in minutes needed for the transfer.
Ore - The amount of ore IV needed for the
transfer. This may be 0 if your sub-light drive is
of a type which only uses energy.

Energy - The amount of energy needed for the
tranfer.

Press the [select/E/F2] key to begin the transfer,
or the [start/Q/F1] key to abort. If the computer
beeps after you press the [select/E/F2] key, the
sublight navigation program has rejected the
transfer. This is due to either insufficient energy,
ore, or the number of gravities of thrust needed
for the maneuver is too great. During the
transfer, time will be speeded up to
approximately 500 game minutes per 1 second
of real time. After the transfer, you will return to
the select scale mode.

Planetary Scale

If you choose the planetary scale, the computer
will begin by doing an orbital scan, then a
planetary scan. A polar view of the planet will
appear at the center of the display. If your ship is
within the range of the orbital beacon for the type
of orbital scanner you have, one or more dots will
appear, indicating objects in orbit. The computer
will switch to the destination select mode and a
cursor will appear in the "rho" coordinate. Now
the computer is waiting for you to enter the
coordinates of your destination.

The coordinates are as follows: rho, epsilon,
theta-epsilon, and theta. To enter the
coordinates, simply type in the numbers,
entering all angles in degrees. A radius or angle
that is too small or large will be rejected. The
minimum radius will be 5% greater than the radius
of the planet. For example, the minimum orbital
radius around Axia would be 6616 kilometers.
The minimum radius figure can be found in the
Planet List in the Appendix. The maximum
radius will be around ten times the radius of the
planet. Press [return] for the radius without
entering a number if you do not wish to manually
enter coordinates. If you have entered
coordinates, you press the [select/E/F2] key to
select those as your destination. Otherwise,
press [option/W/F3] to display the coordinates of
the objects in orbit. You may select an object as
a destination by pressing [select/E/F2] when the
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DRIVE SYSTEMS

object's data is at the bottom of the screen. Due
to the physics of planetary orbits and the
limitations of sublight engines, you will not be
able to select a destination whose orbital radius is
within 500 kilometers of your ship's orbital radius.

Objects other than an orbital drydock or your ship
appear with the description "HRS#". This is a hi-
resolution scanner contact number. It is usually
another spacecraft in orbit. In order to determine
what a contact is, you must run the hi-resolution
scanner section and enter the appropriate
contact number. In order to do this, the contact
must be within range of the scanner, so you may
wish to first transfer to the contact's location.

In order for your orbital scanner to pick up other
objects in orbit you must be within range of the
orbital beacon. The becon is a ring of satellites
surrounding the planet at an orbital radius equal
to five times the radius of the planet. To be
within range, the difference between your orbital
radius and that of the beacon must be less than
the maximum range of your orbital scanner.

After selecting a destination, the sublight
navigation program will compute the course and
resources needed. The following data will be
displayed:

Time - Time in minutes to complete the transfer.
Ore - Amount of Ore IV needed to complete the
transfer.

Energy - Amount of energy needed to complete
the transfer.

If you press the [option/W/F3] key, a "V" will
appear at the end of the status line indicating that
the transfer will be "visual". This means that you
will be able to watch the maneuver on the
screen. This will be interesting to watch since
the transfer uses real formulas, however it will
take considerably longer than a "non-visual"
transfer. To select a non-visual transfer, press
the[option/W/F3] key again. This will turn off the

"V" on the screen. At this point, you may press
[selectE/F2] to begin the transfer, or
[start/Q/F1] to abort the transfer. After the
transfer, you will return to the select scale mode.
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WEAPON SYSTEMS

The Weapon Systems screen is comprised of 6
parts. They are, from top to bottom: the tactical
view window and the tactical display, the
strategical view window and the stategical
display, the damage control display, and the text
area. The tactical displays provide you with
information on the ship you are attacking. The
strategical displays have data on your relative
position in orbit and your defense systems, and
the damage control will give information on
damaged sections during battle.

If the message "High Definition Scan Required”
is displayed upon entering Weapons, you must
run your high definition scanner before entering
the weapons section. If the message, "weapon
program not running,” appears, you may have to
raise the program priority in Program Control
before running this section. Now you may enter
acommand.

If you are still in the Weapon Systems section at
this point, the text area will go blank. This means
that the computer is waiting for a command. The
possible commands are:

Select Target

Press [T] to begin this section. The computer
will then ask you for a target. Use the "HRS #,"
and set the magnification the same way you did
in High Definition Scanners. The computer will
then display a picture of your target in the tactical
display window (upper left-hand corner). Next,
the computer will ask "Visual damage?". If you
press [Y] at this point, the computer will flash
sections of your ship on the damage control
display if they are hit. The disadvantage of this
option is that it is rather slow on some
computers. Type any other key to avoid this
[option/W/F3]. The computer will confirm your
selection of visual damage by putting a small "F"
in the bottom of the strategical data area. Your
targetis now selected.

Important: You must select a target before firing
aweapon.

Fire Laser

To begin the laser firing sequence, press [L].
The computer will then ask for a lock-on
confirmation. Press [C] to confirm. The laser will
charge and then fire.

Fire Missiles

To select missile firing, press [M]. The computer
will then list all your current missile loading status.
Choose a missile type by pressing its
corresponding number key (0-9). The computer
will then ask you for the salvo size. This is the
number of missiles to fire at once. Type in a
number up to the maximum and press [return].
The computer will then ask for a lock-on
confirmation and a firing confirmation. Press [C]
both times, if you wish to fire. The computer will
then display details on your salvo's fate.

Emergency Systems
(Overload and Rescue Pods)

To use the emergency systems, press [E]. The
computer will then display a Menu in the text
area. To overload your hyperdrive, press [O] or
to launch rescue pods, press [R].

Docking and Boarding

To forcibly dock and board another ship, press
[D]. The ship must be within 1000 kilometers
and you must have destroyed the target's
engines. After you have docked, the computer
will ask for the number of boarders to send over.
This number should not exceed the total number
of armor suits you own. Now the
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WEAPON SYSTEMS

computer will erase your ship from the damage
control screen and draw the target's ship. The
computer will display your current forces and the
target's current forces. If your men are winning
the battle, successive sections of the target ship
will turn red, signifying that you have captured it.
If things are not going well, press [R] to retreat. If
you are able to control the entire ship, then you
have captured it. The computer will then transfer
the booty onto your ship. (Booty is the reason
why you did this, right?).

Autodoctor and Docking Adapter

Both of these systems are used automatically in
Weapon Systems. The autodoctor will repair a
percentage of the battle casualties, if you have
one. The docking adapter allows you to dock
with other ships, when you are attempting to
board them.

Leaving Weapon Systems

Press [start/Q/F 1] to exit.



DOCKING CONTROL

The dock system allows you to dock your ship
with a drydock, then disembark and trade in
parts, crew, provisions, hulls, armor, ore IV,
programs, and weapons. You may also remove
parts from your ship in order to sell them or to
move them to another section. Parts moved
from section to section are also repaired.

Once you have performed an orbital transfer to a
drydock, your ship will be in position to dock.
Docking with a drydock manuvers your ship into
a berth and connects the airlocks. There are
three sections to the drydock: Parts removal,
Purchase Items, and Place Parts.

At the bottom of the drydock Menu screen is a
value which indicates the number of parts you
have in the holding area. These are the parts
you have either purchased or removed from
your ship. Upon entering the drydock, this
value will always be zero. As you move from
section to section in the drydock, this value may
change. You should never leave the drydock
Menu unless this value is zero. If you do, the
parts in the holding area will be lost. The
exception to this rule occurs when you have
purchased more parts than your ship can hold,
and you cannot place them on your ship.

Parts Removal

This area of the drydock is for removing parts
from your ship. There is a charge for part
removal, based on the size and value of the part
to be removed. You may also sell parts in this
area. The drydock personnel will determine how
much the part is worth (not always to your
satisfation.) Removal charges include re-
installation and repair costs, so that you may later
place the part in another section of your ship
free of charge.

The parts removal screen will display all 38 ship
systems and the make (company name) of the
part you currently own. A blank space will

appear after the system number for systems you
do not have installed. Below the systems list the
computer will display the amount of credits you
have. Below the credits is the status line. The
system pointer is the small arrow which points to
a system number. When you first enter this
section, the system pointer points to system
zero. To move the system pointer to the next
system, press the [select/E/F2] key. To move
the pointer back one system, use the
[option/W/F3] key. If you move the pointer
backward from system zero, it will point to system
thirty-seven. If you move the pointer forward
from system thirty-seven, it will point to system
zero. The pointer selects which part's status will
be displayed on the status line at the bottom of
the screen.

To change the status of a part, move the system
pointer to the part's system number. The status
line at the bottom of the screen will show the
current selection for the part. There are three
possible selections: Maintain, Sell, and Remove.

If a part has the selection "maintain”, the part will
not be removed from your ship. Note that this is
the normal selection for all the parts when
entering this section. You may change the
selection for a part by pressing the space bar.
Successive taps on the space bar will "roll" you
through all three selections.

If you change a part's selection to "sell”, the net
worth value at the bottom of the screen will
display the amount the drydock is willing to give
you for the part. If you change a part's selection
to "remove”, the net worth value will display the
charges for removing the part, repairing all
damage, and re-installing the part in another
section of the ship. Note that if you remove a
part from your ship, you may not sell that part until
after you re-install it aboard your ship. |If the
sophistication of the drydock is less than that of
the part you are removing, the drydock will be
unable to repaire the part. In this case, the
removal charge will notinclude repair costs.
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DOCKING CONTROL

Once you have set the selection status for each
part you wish to change, you may return to the
dock Menu by pressing the [start/Q/F1] key. No
removal or sales of parts will take effect until you
press this key.

Purchase Items

This is the main trading area of the drydock. This
area is where you purchase parts and other items
for your ship. All products purchased here are
new and have their full complement of damage
points. The price of hulls and parts includes the
installation charge for placing the product aboard
your ship.

The Purchase ltems screen is divided into eight
trading sections. The section pointer points to
the section you wish to trade in. This is a small
arrow just to the left of the section name. The
amount of credits you own is displayed at the top
ofthe screen.

You may move the section pointer to the next
section by pressing the [option/W/F3] key.
Once you have positioned the pointer at the
section you want, press the [select/E/F2] key to
activate trading. The name of the section will be
highlighted to indicate that you are currently
trading in that section. Here is a deatailed
description of the trading in each section:

PARTS:

To purchase a part, you must first enter the
system number of the part. Press return after
entering this number. Next you must enter the
part number. Both the system and the part
number can be obtained from appendix A. If you
[select/E/F2] a system for which you already
have a part, or you [select/E/F2] a part which has
a sophistication greater than the drydock's, the
computer will delete you entry. When
purchasing missile racks or accumulators, you
must also specify the quantity. The computer will

compute and display the cost. To purchase the
part, press the [select/E/F2] key. To abort the
purchase, press the [option/W/F3] key. To exit
the parts section, press the return key in
response to the system number.

ORE IV:

You may purchase ore IV by entering the
amount of ore you want. The computer will
compute the cost (there is a small handling fee.)
To purchase the ore, press the [select/E/F2]
key. To abort, press the [option/W/F3] key. To
exit the ore IV section, press return in response
to the ore IV quantity.

HULLS:

To purchase hulls, enter the quantitiy of hulls
you want. If you enter a value that is greater than
the amount of free space on your ship, the
computer will reject it. Once you have entered a
valid quantity, the computer will compute the
cost. Hulls cost 2,500 credits each. To
purchase the hulls, press the [select/E/F2] key.
To abort the purchase, press the [option/W/F3]
key. To exit the section, press return in
response to the hull quantity.

PROGRAMS:

You may purchase programs by entering the
number of the program you want. The computer
will not allow you to purchase a program you
already have, or to purchase a program that will
exceed the free space in your mass storage
unit. Programs cost 1,500 credits each. To
purchase the program, press the [select/E/F2]
key. To abort the purchase, press the
[option/W/F3] key. To exit the section, press
return in response to the program number.
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DOCKING CONTROL

WEAPONS:

Weapons are purchased by entering the
number of the weapon you wish to purchase.
Following the weapon number, you will need to
enter the quantity of that weapon you want. You
will not be allowed to purchase weapons whose
missile size units exceeds that of your missile
rack. The computer will calculate the cost and
display it on the screen. To purchase the
weapons, press the [select/E/F2] key. To abort
the purchase, press the [option/W/F3] key. To
exit the section, press the return key in
response to the weapon number.

CREW:

You may purchase crew for your ship by
entering the quantity of crew you wish to hire.
You will not be allowed to exceed the current
crew capability of your ship. The computer will
display the cost for hiring. To hire the crew,
press the [selectE/F2] key. To abort the
transaction, press the [option/W/F3] key. You
may exit the section by pressing the return key
in response to the crew quantity.

PROVISIONS:

To purchase provisions for your crew, simply
enter the quantity of provisions you desire. You
will not be able to purchase more than 100
provisions per crew accomodation. This means
that if you own a Kraakobinir crew quarters
(which can accomodate 40 crew) the maximum
amount of provisions you can carry is 100 X 40
or 400 provisions. The computer will calculate
the cost of the provisions ( 1 man-day of
provisions costs 3 credits.) To purchase the
provisions, press the [select/E/F2] key. To
abort the purchase, press the [option/W/F3]
key. You may exit the section by pressing return
in response to the provision quantity.

ARMOR:

To purchase armor for your crew, enter the
number of the armor type you want. You will then
need to enter the quantity of that type of armor
you wish to purchase. You may not own more
than one suit of armor per crew member, thus the
limit on total armor quantity is your current
complement of crew. The computer will calculate
and display the cost of the armor. To make the
purchase, press the [select/E/F2] key. To abort
the purchase, press the [option/W/F3] key. You
may exit the section by pressing return in
response to the armor number. To exit the
Purchase Items section, press the [start/Q/F1]
key. You may only exit when you are not in an
active trading section (no section name is
highlighted.)

Place Parts

This is the area of the drydock that all hulls and
parts are sent to upon purchase in the main
trading area. Drydock personnel will place hulls
and parts aboard your ship free of charge (the
cost of placement was included in the purchase
price or the removal cost.)

In this area, you will select the section number of
the ship that parts and hulls will be placed. The
top half of the screen is a three-dimensional view
of your ship. If you have hulls in the holding area,
proceed to "hull placement", otherwise proceed
to "parts placement”.

Hull Placement

The bottom half of the screen will display the hull
placement data. Here you will see a list of the
sections of the ship. Immediately following the
section number is the size of the section. This is
the maximum number of hull units that can be
contained in the section. Following that value
you will see the current number of hulls that are
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DOCKING CONTROL

in the section. Near the bottom of the screen
you will see the quantity of hulls that are in the
holding area.

The computer will begin by flashing each section
while the arrow in the bottom half of the screen
points to the section number being flashed. This
will help to familiarize you with the sections and
how they are numbered. Once the computer
has run through each section, you will be ready
to distribute the hulls.

Hulls are placed on the ship by first entering the
section number you wish to place hulls in. The
section you have selected will be highlighted on
the top half of the screen. The computer will
then request the quantity of hulls you want to
add to that section. You will not be able to add a
quantity of hulls that exceeds the maximum
number of hulls that the target section can
contain. The amount you have distributed to that
section will then appear on the section list
following the current number of hulls value. You
may "undo" a distribution by entering a negative
number in response to the quantity to add to the
section. Note that you will not be able to enter a
negative number that is greater than the quantity
of hulls you have distributed, even though there
may be more hulls in the section placed during a
previous drydock visit. This is due to the fact that
hulls, once place, cannot be removed from the
framework of the ship. When you distribute
hulls, they are not actually placed on the ship
until you are finished. Once all the hulls have
been distributed, press the [start/Q/F1] key to
exit.

Part Placement

The bottom half of the screen will display a list of
sections. Following the section number, you will
see the total number of hulls currently attached
to the section. Following that, you will see the
number of hulls currently being used in that
section. To compute the number of free hulls in

a section, subtract the total number of hulls
used from the number of hulls in the section.
Near the bottom of the screen, you will see the
system name, type, and size of a part in the
holding area.

To place a part in a section of the ship, enter the
section number you wish to place the part in.
The size of the part will appear in the "item"
column of the section number you selected.
You may then move on to the next part in the
holding area by pressing the [selec/E/F2] key.
When you reach the last part in the holding area,
pressing the [selectE/F2] key will have no
effect. You may move back to a previous part by
pressing the [option/W/F3] key. The computer
will display the size of the part in the "item"
column for the section you placed the part into.
You may change the location of the part by
entering a new section number. To move a part
back to the holding area (remove it from the
section you have selected to place it in), enter
zero for the section number. Once you have
finished placing the parts, you may exit the area
by pressing the [start/Q/F 1] key.
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HIGH-DEFINITION SCANNER

The High Definition Scanner will create a
detailed picture of an enemy vessel as well as
providing data on its fighting capability and most
possible configuration. It has the additional
capability to receive radiocomm messages,
which are relayed by the orbital beacons above
any planet.

High Definition Scanning

The computer will ask you for a target to scan (if
any). The target number is based on the "HRS
#" numbers which appear on the Planetary Scan
in Sub-light Drive. The notation stands for High
Resolution Sighting Number.

For example, if you rendezvous with HRS #1 (in
Sub-light Drive), to obtain a picture of that ship,
select scanning target 1.

Next, if the target ship you have selected is
within range, the computer will ask you for a
viewer magnification. This will determins the
size of the picture. The value may range from a
minimum of 20% to the maximum magnification
of your hi-def scanner. To change the value,
press [up arrow] to increase it by 10% or [down
arrow] to decrease it by 10%. Press [return]
when you are finished. If you are fairly close to
the target, as you are after a rendezvous, do not
set the magnification too high or only a few of
the ship's lines will appear.

At the bottom, the computer will display some
data on the currently targeted ship. All of the
information is very accurate except for the crew
size (it is difficult to determine).

To continue, press [start/Q/F1]. The computer
will ask you if you want to scan another ship.
Press [Y] to do so again or [N] to return to the
Main Flight Menu.

Note: If you return are using the high definition scan
prior to an attack, you must make a new scan
every time you move your ship.

Radiocomm Messages

Your high definition scanner also operates as a
long-range radiocomm message receiver.
Whenever a new incoming message is detected,
the computer will display it for you automatically.
You will only receive these messages when
using your high definition scanner.

Important: Radiocomm messages do not occur
until some time after year 105. The spacing
between messages may be several years, so be
patient. Some of the messages may lead you on
to other clues concerning the location of the
hyperspace booster.
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MINING SYSTEMS

Mining Systems can provide you with a ready
source of income and an inexhaustable supply of
fuel. Although the intial cost of mining is great,
finding a planet rich in ore can make mining the
most profitable of the professions available to
you.

The Ore Processors resemble giant off-shore oil
rigs. They have electrogravitic engines, a large
crew capacity, on-board refining systems, and
large payload areas. They can only be operated
on relatively flat and hard surfaces, making the
supply of landing sites limited on most worlds.
During their descent to the surface, you will have
to decide, based on readings from their radar,
whether or not they will land. This can
sometimes be fatal, in terms of lives and
equipment, if your decisions are bad.

The Assault Capsules are giant armored troop
carriers, armed with two or more Voigt-effect
cannons. Use them to control an area prior to
mining. These have the same landing limitations
as ore processors.

Ore Processors

The computer will scan the surface of the planet
below (if possible). The planet must not be a
gaseous type. You must be within the resource
scanner's range, have the program running, and
have sufficient power to run the scanner. The
computer will then present you with a series of
possible mining sites.

Use [option/W/F3] to move between the mining
sites and use [select/E/F2] to choose one. If the
sophistication of the site is above 39, the
computer refers you to assault capsules and will
exitthe back to the Mining Systems Menu.

Next, the computer will display all available ore
processors and their loading states. Press the
corresponding number (1-5) to change the state
of an orbiter. Example, orbiter 2 is unloaded.

Press [2] and it changes to loaded, if there is
enough energy and crew to man it. The
computer may indicate that you have insufficient
energy to load although ore storage is full of ore
IV. This is not an error. Your accumulator's
energy capacity must be equal to or greater than
the energy required to fill the ore processor.
Press [L] to launch or [escape] to return to the
Mining Systems Menu.

If you have launched, the computer will display a
three-dimensional grid. On the grid, the
computer will place one triangle for every lander.
Then it will draw a line starting from the center of
each triangle toward the top of the screen. This
is your altitude indicator. It will slowly shrink
(move toward the center of the triangle) as your
ore processor descends. At the bottom of the
screen is the ore processor status line. Each
ore processor's display will be in its
corresponding spot. For example, processor
5's status area is on the far right. It contains
information on ship's energy (percent), current
damage level, and direction of travel.

As captain, your main concern at this point is to
ensure that the ore processors all land on safe
sites. To gather information for your decision,
you must get surface reports. To get a report
from a processor, press the letter directly
underneath its corresponding number key
(Q=1, W=2, E=3, R=4, T=5). For example,
press [Q] if you have an ore processor #1. The
computer will print something like "PRCSR #1
Ancient Seabed." In this case, it is a safe landing
site. On the others, you are going to have to
use your own judgement as to whether or not it
is safe to land.

Note that each ore processor will land on a
different site.  Reports from a single ore
processor may vary. This occurs when the
processor downward scanner gets a false
reading. The frequency of false readings is
directly proportional to the hostility of the
landing site. Therefore, you must take several
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MINING SYSTEMS

readings from each ore processor and decide
whether or not each one is going to land.

Mining Ore

Once you have landed all your the processors
that are going to land, the computer will switch
you to the mining screen. The mining screen
has four major parts. They are, from top to
bottom, ore concentrations, mining status
boxes, mining indicators, and the ore processor
status displays.

The ore concentrations are the concentrations
for the current site, not the planet. Each ore
processor that is on the ground gets a mining
status box. The box shows current ore holdings
(the green horizontal line near the top is the
maximum mark for each type). All are
percentages. The "E" stands for current energy
percentage. When it is down to the minimum
needed to return, the ore processor will
automatically take-off (with all the others). The
mining indicators show which ore is currently
being mined. A "5" denotes the ore processor
is standing idle (using no energy). The ore
processor displays are the same as the descent
type except that these also list the efficiency of
the processor in recovering ore.

To tell a particular processor what ore to mine,
press [C] until the two triangles surround the
single number below the status box of the
proper ore processor. Press the corresponding
key for each ore (1-4) and [5] to make the
processor stand idle. When you wish to have
the processors return to the main ship, press [L]
and they will all leave at once.

Assault Capsules

Now the computer will display all the available
assault capsules. They are loaded in the same
fashion as ore processors. Press the

corresponding number key to fill an assault
capsule (1-5). Press [L] to launch or [escape] to
exit.

If you have pressed [L], the computer will draw
the descent grid, and place on it all the planet's
ground forces (hollow orange sqaures). Now it is
your turn to decide where your assault capsules
will ground. In the center of one of the grid
sgaures is a dot. That dot is your positioning
cursor. To move it, use the four arrow keys. You
do not need to hold [shift] or [ctr]] when moving
the cursor. When you have found a suitable
landing site (it must be empty), press
[select/E/F2]. This will place your first assault
capsule in the grid square. Your assault capsule
will be represented by a hollow blue square.

After you have placed all your assault capsules,
the computer will start to fill in empty grid squares
adjacent to the enemy units in red. Then it will fill
in empty squares adjacent to yours in blue.
These filled in squares represent "zones of
control." The zones give a rough approximation
of the tide of the battle. During the course of the
battle, these zones may change hands
frequently. Each zone is controlled by only one
base unit (a hollow square) and the same holds
true for yours. As a zone is hit, the attack factor
of its controlling unit is reduced. When a unit is
totally destroyed, its zones are cleared off the
board too.

The attack factor ("AF") of each assault capsule is
indicative of its strength. When a capsule's
attack factor is zero, it is destroyed and removed.
It is a good idea to recall a capsule near 0 by
pressing its corresponding number key. It will
leave the battle field and return to the ship. All of
its abandonded zones will disappear.

If you successfully wipe out all the ground forces,
you will be returned to the ship. The site where
you foughtis now clear for ore processors.
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This section allows you to view the items you
currently have in the cargo hold, and to launch
your orbital shuttles down to a starport. You will
also be able to move products to and from your
cargo hold and orbiters.

Cargo Manifest

The cargo manifest is a list of the products in your
cargo hold. This list includes the size, name, and
price paid for each item in the hold. If your
computer has the market program, you may also
obtain information on the type and sophistication
of each item.

After selecting the cargo manifest selection from
the trade systems Menu, the computer will
display the list of products. At the top of the
screen you will see the amount of free space in
each of your orbiters and the cargo hold. These
values appear below the large red numerals and
the word "Hold" respectively. Note that numerals
will not appear on the screen for orbiter you do
not have.

Directly below the free cargo space you will see
the market program status line. This line displays
information on the status and readout of the
market program. The status for the program will
be displayed as one of the three following
values:

NA - Program is not available (not in mass
storage).

Halt- Program is in a halt state.

Run - Program is running.

The readout of the program is the type and
sophistication of the product pointed to by the
row pointer (the row pointer is the small arrow just
to the right of the manifest number.) The readout
will be active only when the market program is
running.

The row pointer may be moved up and down the
display by using the [up arrow] and [down arrow]
keys. You may also scroll the manifest up and
down by wusing the [option/W/F3] and
[select/E/F2] keys respectively. By using these
four keys, you may access any product in the
manifest.

To move a product from one place to another,
you must first move the row pointer to the
product you wish to move. Then, press one of
the number keys from "1" to "5" to move the
product to orbiters one through five
respectively, or press "0" to move the product to
the cargo hold in your ship. The computer will
give you a warning signal if you try to move the
product to a place where there is insufficient
space.

To exit the cargo manifest, press the [start/Q/F1]
key.

Launch Orbiters

Orbiters are the only method of transportation to
a starport. Orbiters may be launched when in a
fairly low orbit around a planet with a starport.
Just how low an orbit depends on the gravity of
the planet, the amount of energy your orbiters
can hold, and the amount of energy you fill the
orbiter with. Obviously, the greater<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>