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WELCOME!

Thank you for buying this product. It is the result of a
gTeat deal of hard Work and careful thought, and we
hope that it Wíll give you many hours of enjoyment,

We are proud of our games, but we know that they can
never be perfect. If you have any ideas about how we
can ímprove, we would be delíghted to hear from you.

Please take the time to Íill out the enclosed regístration
card, We can then add you to our mailjng list, and keep you

informed of new products and special offers as they
come out.

Please read the f1le on your game disk entitled
READMEWRI for information on changes made and

additíonal features added to the game after thís
manuscript Went to press.

SpaceBulk;

WELCOME!
Thank you for buying this product. It is the result of a
great deal of hard work and careful thought, and we
hope that it will give you many hours of enjoyment.

We are proud of our games, but we know that they can
never be perfect. If you have any ideas about how we
can improve, we would be delighted to hear from you.

Please take the time to fill out the enclosed registration
card. We can then add you to our mailing list, and keep you

informed of new products and special offers as they
come out.

Please read the file on your game disk entitled
README.WRI for information on changes made and

additional features added to the game after this
manuscript went to press.
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Introduction
Wkzlcome to Space Bucks! This game manual includesaH the
information you need to get started playing your new game, and
then some. There are three parts to this booklet,

Part I: Getting Started wíll tel] you hovv to ínstall and Ioad
your game; how to set up a game for play; and huw to sava and
quit your game, It Will also tell you a little about the game
ínterface and how game time Works. Fínally, this section includes
a detailed Written tutorial to help you learn hoW to play the game.

Part H: Game Reference will give you a complete screen-
by-screen and topic-by-topic breakdown of the game. You don't
necd to completely read through this section in order to enjoy
Spuce BUCkS

á ifs here to let you look up detailed informatíon on
thc parts of the game you Íind more interesting or confusing.

Part III: Appendices will g-ive you some additional
information ahout the game Which you míght űnd interesting and
useful, such as charts and tables to help you plan your strategy
To help you Íind aH the ínformation you need quíckly and easily,
thís manual has a Int of cross-referencingto other pages Where
you can get more information un the marked topic. A cross-
reference to another page of the manual looks like this: 125). This
telis you to go to page 25 of the manual if you Want to read rnore
about that topic. When you see (GRC), it Ineans you can find
more information on the Gluick Reference Card included With the
game. A combined mark such as (25, GECI means you can find
information both on page 25 of the manuál and on the Gzuick
Reference Card,

1. Bank
2. Stock Market
3. Negotiation Teams
4. Sell
5. Operations
6. Advanced
7. Covert Ops

The Reports Menu
The View Menu
Planets, People, and Profits

1. Cargo Types and Requirements
2. Planets and Production

Planet Types
Planet Development Level
Planetary Industries ....

3. The Five Races
4. Specialty Goods
5. Turning a Profit

Generating Money ......
Controlling Costs
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.58
Welcome to Space Bucks! This game manual includesall the

information you need to get started playing your new game, and

then some. Thereare three parts to this booklet.

Part I: Getting Started will tell you how to install and load
your game; how to set up a game for play; and how to save and
quit your game. It will also tell you a little about the game
interface and how game time works. Finally, this section includes
a detailed written tutorial to help you learn how to play the game.

Part II: Game Reference will give you a complete screen-
by-screen and topic-by-topic breakdown of the game. You don’t
need to completely read through this section in order to enjoy

Space Bucks — it’s here to let you look up detailed information on
the parts of the game you find more interesting or confusing.

Part III: Appendices will give you some additional
information about the game which you might find interesting and
useful, such as charts and tables to help you plan your strategy.

To help you find all the information you need quickly and easily,
this manual has a lot of cross-referencing to other pages where
you can get more information on the marked topic. A cross-
reference to another page of the manual looks like this: {25}. This
tells you to go to page 25 of the manual if you want to read more
about that topic. When you see {QRC}, it means you can find
more information on the Quick Reference Card included with the
game. A combined mark such as {25, QRC} means you can find
information both on page 25 of the manual and on the Quick
Reference Card.
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§pace Bucks

Windows 3.1 Installation
1_ Insert the Space Bucks compact disc into your CD-ROMPart I: Getting Started

drive,
2. Start Windows, if the program is not already running.
3. Click on File and select Run.
4. On the command line, type the letter of your CD-ROM drive,

followed by ÁSETUP. For example, if the letter of your CD
drive is "D", you would type "DÁSETUP" (without the quotes)
and then press the Enter key.

5, Follow the on-screen installation instructions, The Sierra
installation program will test your system to make sure you
have everything needed to run Spuce Bucks, then create the
directory SIERRA/SBUCKS, install the game files, and create
a program group and game icon.

6. After the game is installed, you will have the chance to read

Where do I start?
T0 get the most enjoyment out of your new game as soon as
possíble, We suggest that you begin by running the on-line tutorial
included on the game disk. To do this, start up the game, go to the
Game Menuíő) on the Menu Bar, and select Tutorial. There is
also a detailed written tutorial included below íf you need extra
help getting started.

These tutorials should teli you everything you need to know to get
your first company off to a solid start, Far additional help and
details on game play, part II of this manual inciudes a screen-by-
screen reference, Which is also avaílable on-line through the
Windows Help menu. Feel free to skip around this manual, and to ' the uReadmev m9- Thís m9 WÍH PTÜVÍÜB 31011 V/Íth ínformation
concentrate on those aspects that you Íind most challenging 01"

Í
011 Changes and additiüns made t0 the 831119 after thís

interesting, document went to press.ki!

7. To play Space Bucks, double-click on the game icon.

Game Installatlon Windows '95 Installation
The Space Bucks installatíon program Will automatically copy a 1. Insert the Space Bucks bompact disc ínto your CD-ROM
portion of the game to your hard dríve. The ínstalled portion will drive. An Autoplay box will appear un your Windows Desktop,
then access informatíon from the game CD as needed, so you must Select the optíon to install and follow the on-screen
have the CD in your CD-ROM drive While you play. This game is instructions,
designed ta be installed from Windows 3.1, but is also compatible 2- To play, insert the Spuce Bucks compact disc into your CD:
with Windows 95. ROM drive and clíck on the "Run" button.

Space Bucks SSi

Part I: Getting Started Windows 3.1 Installation

1 Insert the Space Bucks compact disc into your CD-ROM

drive.
2. Start Windows, if the program is not already running.

Click on File and select Run.

4. On the command line, type the letter of your CD-ROM drive,

followed by ASETUP. For example, if the letter of your CD

drive is “D”, you would type “DASETUP” (without the quotes)

and then press the Enter key.

5. Follow the on-screen installation instructions. The Sierra

installation program will test your system to make sure you

have everything needed to run Space Bucks, then create the

directory SIERRA/SBUCKS, install the game files, and create

a program group and game icon.

6. After the game is installed, you will have the chance to read

the “Readme” file. This file will provide you with information

on changes and additions made to the game after this

document went to press.
7. To play Space Bucks, double-click on the game icon.

Where do I start?
3.To get the most enjoyment out of your new game as soon as

possible, we suggest that you begin by running the on-line tutorial I
included on the game disk. To do this, start up the game, go to the I
Game Menu{6( on the Menu Bar, and select Tutorial. There is
also a detailed written tutorial included below if you need extra
help getting started.

These tutorials should tell you everything you need to know to get
your first company off to a solid start. For additional help and
details on game play, part II of this manual includes a screen-by¬
screen reference, which is also available on-line through the
Windows Help menu. Feel free to skip around this manual, and to
concentrate on those aspects that you find most challenging or
interesting.

Game Installation
Windows ‘95 Installation
1. Insert the Space Bucks compact disc into your CD-ROM

drive. An Autoplay box will appear on your Windows Desktop.

Select the option to install and follow the on-screen
instructions.

2. To play, insert the Space Bucks compact disc into your CDT
ROM drive and click on the “Run” button.

The Space Bucks installation program will automatically copy a
portion of the game to your hard drive. The installed portion will
then access information from the game CD as needed, so you must
have the CD in your CD-ROM drive while you play. This game is
designed to be installed from Windows 3.1, but is also compatible

with Windows ‘95.
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§pace Bucks

Game Interface
A mouse is required to play Spuce Bucks. When this manual or
any of the on-line instructions tell you to "click Un," "select," or
"press" something, you should click on it with your left mouse
hutton, unless you are specifically instructed to "right-click," nr
use the right button.
Most of the game functions are accessed via mouse-activated
buttans. Often, when you roll your mouse pointer over a button, a
teXt box on the screen Will tell you what Would happen íf you
clicked on the button your mouse pointer is currently over,
When you are called upon to set a numeric value, you can do so ín
one of two Ways. You can either click in the entry box and type the
number in directly, 01" you can use the arraw buttons. Click on the
right and left arrows to seb the value, Hold your mouse button
down to make large changes quickly.

Game Setup
When you first start up Space Bucks, you wiH see the company
logo, followed by an anirnated sequence. If you don't want to watch
the animation, you can click any mouse button or press any key to
Skip it.

The first screen to appear gives you three options:
1. New Game: This starts a new game of Spuce Bucks.
2. Load Game: This option lets you load an older game that you
have saved. When you select this choice, a Windows box appears
listing all the saved games available, Click on the one you Want to
load, then clíck on OK,
3. Exit Game: This option takes you back out to Windows.

4*

If you choose to start a neW game, the next screen to appear asks
you to name your company, Type ín a name you líke and eíther
press "Enter" or click on the Continue button. Then you are asked
to select one of four colors to represent your company. The color

you choose Will be used to identify your ships and starports,

Next, you need to choose a race for yourself, There are five

intelligent space-faring races ín the Space Bucks galaxy, Each

race has a hístory With the other races of the galaxy that will
affect their attítude toward your own race-

sumetimes ín your
favor, sometirnes not (72). Select the race you Want to play by
clicking on the pícture, then pressíng "Enter" 01" clicking on the
Continue button. Once you've selected a race, the game assigns a
dífferent race to each of your three competitors.

Finally; set the game difficulty level. At the more difíicult levels,
your company starts out With less money, and the opposition will
be smarter and more ruthless,

Game Time
Spuce Bucks takes place ín real time: your ships Will travei back
and forth continuously, loadíng and unloading cargo without
direction from you, However, you can pause the game at any time
by pressing the "P" key on your keyboard oir by clicking on the
"Pause Time" button on the Main Screen (25). The game can then
be unpaused by pressing "P" again or clicking the button a second
time. Also, Whenever you leave the Main Screen, the game

í

automatically pauses, then restarts tirne when you return.

Space Bucks

If you choose to start a new game, the next screen to appear asks

you to name your company. Type in a name you like and either

“Enter” or click on the Continue button. Then you are asked

Game Interface
A mouse is required to play Space Bucks. When this manual or
any of the on-line instructions tell you to “click on,” “select,” or
“press” something, you should click on it with your left mouse
button, unless you are specifically instructed to “right-click,” or
use the right button.

Most of the game functions are accessed via mouse-activated
buttons. Often, when you roll your mouse pointer over a button, a
text box on the screen will tell you what would happen if you
clicked on the button your mouse pointer is currently over.

When you are called upon to set a numeric value, you can do so in
one of two ways. You can either click in the entry box and type the
number in directly, or you can use the arrow buttons. Click on the
right and left arrows to set the value. Hold your mouse button
down to make large changes quickly.

Game Setup
When you first start up Space Bucks, you will see the company
logo, followed by an animated sequence. If you don’t want to watch
the animation, you can click any mouse button or press any key to
skip it.

The first screen to appear gives you three options:

1. New Game: This starts a new game of Space Bucks.
2. Load Game: This option lets you load an older game that you
have saved. When you select this choice, a Windows box appears
listing all the saved games available. Click on the one you want to
load, then click on OK.

3. Exit Game: This option takes you back out to Windows.

press
to select one of four colors to represent your company. The color

choose will be used to identify your ships and starports.you

Next, you need to choose a race for yourself. There are five

intelligent space-faring races in the Space Bucks galaxy. Each

race has a history with the other races of the galaxy that will

affect their attitude toward your own race — sometimes in your

favor, sometimes not {72}. Select the race you want to play by

clicking on the picture, then pressing “Enter” or clicking on the

Continue button. Once you’ve selected a race, the game assigns a

different race to each of your three competitors.

Finally, set the game difficulty level. At the more difficult levels,

your company starts out with less money, and the opposition will

be smarter and more ruthless.

Game Time
Space Bucks takes place in real time: your ships will travel back

and forth continuously, loading and unloading cargo without

direction from you. However, you can pause the game at any time
by pressing the “P” key on your keyboard or by clicking on the

“Pause Time” button on the Main Screen {25}. The game can then
be unpaused by pressing “P” again or clicking the button a second
time. Also, whenever you leave the Main Screen, the game

automatically pauses, then restarts time when you return.
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§pace Bucks

Saving, Guitting, and Setting the Game
Options
AH ofyour game file management and game options control is
done from the Menu Bar on the Main Screen (25).

The Game Menu
1. New: Choose this option to start a new game.
2. Load: Choose this option to load a saved game. Select the game
file from the Windows box and click on OK.
3. Save: Choose this option to save your curirent game, A Windows
file box will appear. Type ín a Íile name for your game and click on
OK,
4. Tutorial: Choose this option w start the on-ljne tumrial.
5. Exit: Choose this option to quit the game without saving it, You
will be asked to confirm that you want to quit; click on Yes to exit
out to Windows, You can also eXit by double-clicking the standard
Windows eXit bar, but you will not be given a chance to confirm
your decísion; your current game will be lest.

The Options Menu
1. Sound: Using this option, you can toggle the sound far the
effects, music, and digitized speech on or off Ifa check mark
appears next to the menu entry, that sound option is turned on,
2. Music Preference: Spuce Bucks comes Wíth twu different
music sets. You can use this option to select the music set you like
best.
3. Animations: This nption toggles some of the game animations
on and off, If thís choice is turned off, the combat animations and
news Video clíps will not appear. If a check mark appears next to

this entry, all animations will be shown,

4. Game Speed: You can choose to set the game speed from one
(the sloWestJ to ten (the fastest). Time will pass more quickly
when the game is seb at a higher speed. To temporarily increase
your game speed, use the Accelerute Time button (29).

5. Game Pause: This menu option allows you to pause and
unpause the game. (Pressing the "P" key and clicking on the Pausz
button on the main screen have the same effect as this option.)

6. Announcements: You can choose to have any or all of three
types of announcements displayed. A check mark next to an
announcement type telis you that it will be shoWn.

a; System Development: This option will present a panel at the
end of the year if the develnpment level of a planet Where you own
a starport changed during the year, (70)

b) NegotiationResult: Thís option will present a panel
whenever a neW Starport is purchased (either by you or by your
competition),

c) Annual Evaluations: Thís option will present a panel at
yeafs end when an important event occurs for one of the fouir

companies in the game.
7. Allow Covert Operations: When this option is turned on (a
check mark shows), you and your competitors can engage ín covert
operations against each other. With this option turned off, your
Competitors are not allowed to "play dirty", and neither are you.
S. Visibility: When this option is turned on (a check mark shows),
all the planets in the galaxy can be seen from the start of the
game. When this option is turned off, new planets are shown oniy
after your ships or those of your competitors have the range to
reach them.

Space Bucks

Saving, Quitting, and Setting the Game
Options
All of your game file management and game options control is
done from the Menu Bar on the Main Screen {25}.

4. Game Speed: You can choose to set the game speed from one

(the slowest) to ten (the fastest). Time will pass more quickly

when the game is set at a higher speed. To temporarily increase

your game speed, use the Accelerate Time button {29}.

5. Game Pause: This menu option allows you to pause and

unpause the game. (Pressing the “P” key and clicking on the Pause

button on the main screen have the same effect as this option.)

6. Announcements: You can choose to have any or all of three

types of announcements displayed. A check mark next to an

announcement type tells you that it will be shown.
a) System Development: This option will present a panel at the

end of the year if the development level of a planet where you own

a starport changed during the year. {70}

b) Negotiation Result: This option will present a panel

whenever a new Starport is purchased (either by you or by your

competition).

c) Annual Evaluations: This option will present a panel at
year’s end when an important event occurs for one of the four
companies in the game.

7. Allow Covert Operations: When this option is turned on (a

check mark shows), you and your competitors can engage in covert
operations against each other. With this option turned off, your

competitors are not allowed to “play dirty”, and neither are you.

The Game Menu
1. New: Choose this option to start a new game.

2. Load: Choose this option to load a saved game. Select the game
file from the Windows box and click on OK.
3. Save: Choose this option to save your current game. A Windows
file box will appear. Type in a file name for your game and click on
OK.

4. Tutorial: Choose this option to start the on-line tutorial.
5. Exit: Choose this option to quit the game without saving it. You
will be asked to confirm that you want to quit; click on Yes to exit
out to Windows. You can also exit by double-clicking the standard
Windows exit bar, but you will not be given a chance to confirm
your decision; your current game will be lost.

The Options Menu
1. Sound: Using this option, you can toggle the sound for the
effects, music, and digitized speech on or off. If a check mark
appears next to the menu entry, that sound option is turned on.
2. Music Preference: Space Bucks comes with two different
music sets. You can use this option to select the music set you like
best.
3. Animations: This option toggles some of the game animations
on and off. If this choice is turned off, the combat animations and
news video clips will not appear. If a check mark appears next to

this entry, all animations will be shown.

8. Visibility: When this option is turned on (a check mark shows),
all the planets in the galaxy can be seen from the start of the
game. When this option is turned off, new planets are shown only
after your ships or those of your competitors have the range to
reach them.

G 7
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(luick Start Tutorial
Before startíng thís tutorial, you should get out the Guick
Reference Card íncluded wíth the game and keep ít handy, Thís
card Wíll gíve you easy access to ímportant ínformatíon, such as
cargo and planet types.

A Brief History of the Galaxy
The year is 2250. Just over tWo hundred years ago, the human
race achíeved Íírst contact wíth extrawterrestríal íntellígent lífe
When a Tesarían trader made a Wrong turn and stumbled across a
hurnan deepwspace probe. From the Tesaríans, humaníty receíved
an íntroductíon to the other four íntellígent races ín the Local
Sector of the galaxy: the mysteríous Colíkar, the aggressíve
Secaníí, the aloof Krec N'had, and the galaxyys oldest and most
technologícalíy advanced race, the Madoríans, keepers of the
secret of faster-than-líght travel.

Aíded by the technoíogícal boost from theír contact wíth more
advanced cívílízatíons, mankínd Was able to advance Wíth
unprecedented speed. Over the next hundred and Íífty years,
human coloníes Were founded on dozens of worlds. Relations wíth
the other races Were not always peaceful; an earíy díspute Wíth
the Secaníí over a neWly-díscovered planet soon developed ínto a
seríes of short but Vícíous wars that left long-íastíng enmíty
between the two civílízatíons, Yet, despíte the ínevitable rough
spots, mankínd prospered ín the wíder galactíc woríd,

summa) ín
gmwdb.

Then, ín 2208, dísaster struck. For unknown reasons, Wíthín the
space of a few Earth days, the entíre Madorían race Vaníshed from
the galaxy. The few Madoríans who could be found before they
dísappeared símply commented cryptícally that they had "found a
way to a new level" and were movíng on, Horror set ín among the
remaíníng fíve races When it Was reahzed that only the Madoríans
knew how to create and maíntaín theír faster-than-Iíght (FTL)
dríves. Researchers strove frantícaHy to decode the mysteríes of
the Madorían dríve, but to no avaíl, Wíthín a few years, the last of
the great starshíps'díed

-
and Wíth ít, nearíy all contact between

the scattered worlds of the galactíc cívílízatíons. Countless
coloníes starved, and worlds went up ín flames as theír populatíons
ríoted ín paníc.

The loss of FTL travel Was an enormous blow to the Ííve
remaííííng races of the galaxy, Wíthout an FTL dríve, contact
between worlds ín dífferent systems became paínfuíly slow and
íneffícíent. Trade was impossible; only by sacrifícing decades or
hundreds of years of tíme could a traveler make ít from one
ínhabíted star system to another. Communícatíonbetween Worlds
al] but stopped; by the tíme a message arríved at íts destínation, ít
was many years out of date.

í

Cívílízatíon díd not gíve ín to despaír, however. FTL flíght Was
known to be possíble. It was only a matter of tíme before the
secret of the Madorían dríve Was unlocked. And nDW, forty-two
years after the Madorían Vanishíng, the word has gone out

f
FTL

ÉFHVE] is once again possíble, Thís time, the díscoverers

[
Space Bucks

Quick Start Tutorial Then, in 2208, disaster struck. For unknown reasons, within the

space of a few Earth days, the entire Madorian race vanished from

the galaxy. The few Madorians who could be found before they

disappeared simply commented cryptically that they had “found a

way to a new level” and were moving on. Horror set in among the

remaining five races when it was realized that only the Madorians

knew how to create and maintain their faster-than-light (FTL)

drives. Researchers strove frantically to decode the mysteries of

the Madorian drive, but to no avail. Within a few years, the last of

the great starships'died — and with it, nearly all contact between

the scattered worlds of the galactic civilizations. Countless

colonies starved, and worlds went up in flames as their populations

rioted in panic.

Before starting this tutorial, you should get out the Quick

Reference Card included with the game and keep it handy. This
card will give you easy access to important information, such as
cargo and planet types.

A Brief History of the Galaxy

The year is 2250. Just over two hundred years ago, the human
race achieved first contact with extra-terrestrial intelligent life
when a Tesarian trader made a wrong turn and stumbled across a
human deep-space probe. From the Tesarians, humanity received
an introduction to the other four intelligent races in the Local
Sector of the galaxy: the mysterious Colikar, the aggressive

Secanii, the aloof Krec N’had, and the galaxy’s oldest and most
technologically advanced race, the Madorians, keepers of the
secret of faster-than-light travel.

The loss of FTL travel was an enormous blow to the five
remaining races of the galaxy. Without an FTL drive, contact
between worlds in different systems became painfully slow and
inefficient. Trade was impossible; only by sacrificing decades or

hundreds of years of time could a traveler make it from one
inhabited star system to another. Communication between worlds
all but stopped; by the time a message arrived at its destination, it
was many years out of date.

Aided by the technological boost from their contact with more
advanced civilizations, mankind was able to advance with
unprecedented speed. Over the next hundred and fifty years,

human colonies were founded on dozens of worlds. Relations with
the other races were not always peaceful; an early dispute with
the Secanii over a newly-discovered planet soon developed into a
series of short but vicious wars that left long-lasting enmity

between the two civilizations. Yet, despite the inevitable rough
spots, mankind prospered in the wider galactic world.

Civilization did not give in to despair, however. FTL flight was
known to be possible. It was only a matter of time before the
secret of the Madorian drive was unlocked. And now, forty-two
years after the Madorian Vanishing, the word has gone out — FTL
travel is once again possible. This time, the discoverers

8 9
L



"m

§pace Bucks
have made sure that al] five races possess the knowvledge to build
the FTL drive. This time, there Will be no turning back,

Interstellar Commerce 101

Now that faster-than-light travel is once again possible, the
opportunities are endless. One 01" the most important steps back to
full galactic civilization is the establishing of regular trade routes
hetween Worlds. You are the founder of a trading company Your
goal is to help restore the former glory of the Galaxy 7 and, not
incidentally, make a fortune for youmelf, But you're not alone ín your
ambitinns.

You start With One ship, a Starport un your horne planet, and a
certain amount of cash for capital. Yaur task is to build your
company into the best and biggest transport empire in the galaxy
before the year 2500. Look out far your competition, though 7they want the same thing you do, and they'll stop at nothing to get
it. Ifynu aren't careful, you could go bankrupt, and everything
youlve built will come crashing down.

Whether you choose to build your fleet solely through hard work
and careful management, or to go straight for the jugular and
attack your competition directly, there are plenty of challenges
ahead,

The galaxy avvaits.

Gond luck!

Fw
YLXXU
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The Main Screen
After the introductory animation and set-up screens l4lhave gone
by, the Main Screen appears 425l. Most game actions can be taken
through buttons on the Main Screen. A Fevv actions are taken
through the drop-down menus on the Menu Bar (at the top of the
Main Screen) instead. Many actions can be taken through either
the Main Screen or the Menu Bar.

First, put your game in pause mode by pressing the "P" key on
your keyhoard. Tlnen take a look at the Main Screen and identify
the features described beloW,

At the bottom of the Main Screen is the MOUSE INFORMATION
BAR. This very important feature will help guide you through the
game. Whenever you place the mouse pointer over a button or
display area, the Muuse Info Bar Will tell you What that button or
display does.

The largest arca on the main screen is the Galaxy Display. In this
panel, you can see the known planets of the galaxy. Once you have
created a route far your ship, you will be able to see your ship
traveling betWeen the planets.

There are tWelVe ditferent types of planets, each With a unique
appearance on the Galaxy Display. Planets of different types
produce different types of cargos at different rates, Each planet
also has a Development Level (from one to six), Which indicates
hotw advanced it is. More advanced planets produce more cargo for
shipping. The more trade a planet gets, the faster it Will develop.

Just to the left of each planet is a six-part vertical bar With a
mund Symbol at the top, One part of the bar lights up for
each Development Level the planet has reached. The round
Symbol at the top indicates Which race the planet belongs

Fov mi
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have made sure that all five races possess the knowledge to build

the FTL drive. This time, there will be no turning back.
The Main Screen
After the introductory animation and set-up screens {4}have gone

by, the Main Screen appears {25}. Most game actions can be taken
through buttons on the Main Screen. A few actions are taken
through the drop-down menus on the Menu Bar (at the top of the

Main Screen) instead. Many actions can be taken through either
the Main Screen or the Menu Bar.

Interstellar Commerce 101

Now that faster-than-light travel is once again possible, the

opportunities are endless. One of the most important steps back to
full galactic civilization is the establishing of regular trade routes j
between worlds. You are the founder of a trading company. Your I

goal is to help restore the former glory of the Galaxy — and, not
incidentally, make a fortune for yourself. But you’re not alone in your

ambitions.

First, put your game in pause mode by pressing the “P” key on
your keyboard. Then take a look at the Main Screen and identify
the features described below.

At the bottom of the Main Screen is the MOUSE INFORMATION
BAR. This very important feature will help guide you through the
game. Whenever you place the mouse pointer over a button or
display area, the Mouse Info Bar will tell you what that button or
display does.

You start with one ship, a Starport on your home planet, and a

certain amount of cash for capital. Your task is to build your

company into the best and biggest transport empire in the galaxy

before the year 2500. Look out for your competition, though —
they want the same thing you do, and they’ll stop at nothing to get

it. If you aren’t careful, you could go bankrupt, and everything

you’ve built will come crashing down.

The largest area on the main screen is the Galaxy Display. In this
panel, you can see the known planets of the galaxy. Once you have
created a route for your ship, you will be able to see your ship
traveling between the planets.

There are twelve different types of planets, each with a unique
appearance on the Galaxy Display. Planets of different types
produce different types of cargos at different rates. Each planet
also has a Development Level (from one to six), which indicates
how advanced it is. More advanced planets produce more cargo for
shipping. The more trade a planet gets, the faster it will develop.

Just to the left of each planet is a six-part vertical bar with a
round symbol at the top. One part of the bar lights up for
each Development Level the planet has reached. The round
symbol at the top indicates which race the planet belongs

Whether you choose to build your fleet solely through hard work

and careful management, or to go straight for the jugular and

attack your competition directly, there are plenty of challenges

ahead.

The galaxy awaits.

Good luck!
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to (BSRRC). The color of the planetls name shows you which
company, if any, it belongs to. A planet With a gray name is
unowned. A planet With a violet name is under negotiation far
landing rights,

A círcle of your chosen color marks the currently selected planet.
To make any planet on the Galaxy Display the current planet,
click on ít once. T0 make any ship your current ship, click on it.
(You can also select ships and Starports from the Report screens,[SZU

You can scroll this display by placing the mouse cursor near anyedge and right-clicking to move in that direetion, You can also
jump quickly around the Galaxy Display by clicking anywhere on
the Galaxy Minimap Which appears in the top right comer ofthe Main
Screen,
On the right side of the screen is a panel which has most of the
information and actíon buttons you'll need to manage your
company.

O At the top is the Galaxy Mínímap, Which shows you the entire
known galaxy. Each planet Which has been leased by a company
appears ín that compaxiy)s colors.

O Just under the Mínimap are four buttons. The first three
allow you to change how much of the galaxy you can see in the
Galaxy Display, and the fourth Will take you to the Starport
Screen far the currently selected planet,

O Under those buttons is a display bnx showíng the name ofyour
company and your companys Current operating funds. The

stlipes on either síde of this boX show your cumpanys colon

12

g The next row shows you time passíng and lets you control how
fast it goes by.

g Under that are six buttons plns one toggle switch. The toggle
switch controls the display box at the bottom of this panel, and
also controls the display row of boxes _just underneath the
Galaxy Display. The use of the buttons and the toggle switch
Will be explained later in the tutorial,

Important Note: Once you take the game off pause and time
starts passing, a nnmber of different game events may happen at
anv time. You may see panels appear With newscasts about newLecvhnological developments, planetary disasters, the activíties of
your competitors, and so on. For this tutorial, you can simply exit
out of these panels and ignore their contents. lf yon'd r-athen
explore the options on these panels, more information IS available
in the Reference section of this manual. (80l

Step One: Get a Second Starport
Each company starts the game with one ship and a Starport on one
planet, Your Íirst goal will be to get landíng rlghts on a Second planet
so that you can set up a shipping route and start makíng a profit.

Each planet can only support one Starport. ln order to get more
Starports, you will have to send out negotiatíon teams to bíd for
the landing ríghts on each planet you want. You start the game
with one negotiation team, and can hire more if you choose by
güing to the Action menu on the Menu Bar and selecting
"Negotiation Teams: Hiring".

Find a nearby planet not owned by one of the other companíes and
select it. Be sure the planet is close; your first ship has a
short flight range. lf you select a planet thatls too far away

.
13:
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to {68,QRC}. The color of the planet’s name shows you which
company, if any, it belongs to. A planet with a gray name is
unowned. A planet with a violet name is under negotiation for
landing rights.

•The next row shows you time passing and lets you control how

fast it goes by.

•Under that are six buttons plus one toggle switch. The toggle

switch controls the display box at the bottom of this panel, and

also controls the display row of boxes just underneath the
Galaxy Display. The use of the buttons and the toggle switch
will be explained later in the tutorial.

A circle of your chosen color marks the currently selected planet.
To make any planet on the Galaxy Display the current planet,
click on it once. To make any ship your current ship, click on it.
(You can also select ships and Starports from the Report screens,
1621.)

Important Note: Once you take the game off pause and time

starts passing, a number of different game events may happen at
any time. You may see panels appear with newscasts about new
technological developments, planetary disasters, the activities of
your competitors, and so on. For this tutorial, you can simply exit
out of these panels and ignore their contents. If you’d rather
explore the options on these panels, more information is available
in the Reference section of this manual. 180}

You can scroll this display by placing the mouse cursor near any
edge and right-clicking to move in that direction. You can also
jump quickly around the Galaxy Display by clicking anywhere on
the Galaxy Minimap which appears in the top right comer of the Main
Screen.
On the right side of the screen is a panel which has most of the
information and action buttons you’ll need to manage your
company.

Step One: Get a Second Starport
Each company starts the game with one ship and a Starport on one
planet. Your first goal will be to get landing rights on a second planet
so that you can set up a shipping route and start making a profit.

•At the top is the Galaxy Minimap, which shows you the entire
known galaxy. Each planet which has been leased by a company
appears in that company’s colors.

•Just under the Minimap are four buttons. The first three
allow you to change how much of the galaxy you can see in the
Galaxy Display, and the fourth will take you to the Starport
Screen for the currently selected planet.

•Under those buttons is a display box showing the name of your
company and your company’s current operating funds. The

stripes on either side of this box show your company’s color.

Each planet can only support one Starport. In order to get more
Starports, you will have to send out negotiation teams to bid for
the landing rights on each planet you want. You start the game
with one negotiation team, and can hire more if you choose by
going to the Action menu on the Menu Bar and selecting
“Negotiation Teams: Hiring”.

Find a nearby planet not owned by one of the other companies and
select it. Be sure the planet is close; your first ship has a
short flight range. If you select a planet that’s too far away
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from your home planet, you won't be allowed to place a bid on it.
Once you've picked a planet, find the button on the control panel
that shows a human and an alien shaking hands and click on it.
(Itis roughly in the center of the control panel, on the right.) The
Starport Negotiation Screen will appear.

The locals on a planet want to be compensated for letting you usetheir planet for your ships, hut they also Want the trade your
company will bríng. Youill have to pay the locals a certain amount of
fent each quarter (every three months) for the right to use their
planet, and you may also have to agree to provide them with a
certain amount of service, and possibly also agree to build them
something as well. In general, you will have to offér more to any
planet that is highly advanced, 01' that duesdt like your company
for some reasun, 01' that is owned by a race not friendly to your race.

At the top of the screen is a box that shows the amount of rent the
locals are asking, You can accept this number, or you can change it
either by clickíng in the box and typing in a new number or by
using the arrows under the box to adjust the amount. There Will
be a minimum acceptable bid; if you try to enter a number lower
than the minimum, the boX will reject the number and show the
minimum bid instead,

Below the rent hox and to the left are the displays showing what
services and/or facilities the locals want, íf any, These are non-
negotiable. The top display will show a type ofcargo and a
number. By placíng the bid, you are agreeing to deliver that many
units of that cargo to the planet each year. The bottom display
shows a type af facility the locals want built, and the cost to clo so.
When you accept a contract that requires you to build a facility,

you will be shown how much time you haVe to do the buildingi,

I 4 before the locals will start to bewme unhappy.

Failure to deliver on promises of service or development will hurt
Vour Customer Satisfaction Index (CSI) on that planet. Your CSI
measures how satisfied the locals are with the service youive been
providing. If your CSI drops low enough, the locals may even
cancel your license, kick you off their planet, and invite one of
your competitors in to take your placel

Once youlve decided what your rent offer will be, click on **Submit"

to place the bid. When you return to the main screen, unpause
ríme, and you'll see that the planet's name has turned purple,
showing that a bid_ has been placed on the planet.

Youlll have to wait a while for the locals to decide whether 01" not
they like your bid. It)s possible that another company may decide
to place a competing bid while you are waiting. lf _tl'11S happens, a
panel will appear alerting you to the fact, and giving youla ChanCe
to see what the competing bid is. You can then choose to mcrease
your own bid, if you feel like it. Your Dpposition may also chouse to
tender a second. Each company gets only two bids; the Íirst bld
from each company is visible, while the second is always hidden.

After a while, the planet will decide Which bid it likes best, and
award landing rights to one of the companies. Although the
company that bids the most rent will usually get the contract,
sometimes other factors (such as safety ratings or race relations)
may sway their decisinn to someone other than the highest bidder.
When the decision is made, the planetis name changes color to
match the company that won.

Step Two: Set up a Route .

Once you have a second Starport, you can then set up a route fa
your ship to follow. Pause the game again, then find the
Build Route button near the center of the Control Panel
(use the Mouse Infa Bar for-help) and clíck on it, Several

Space Bucks

Failure to deliver on promises of service or development will hurt

your Customer Satisfaction Index (CSI) on that planet. Your CSI
how satisfied the locals are with the service you’ve been

from your home planet, you won’t be allowed to place a bid on it.
Once you’ve picked a planet, find the button on the control panel
that shows a human and an alien shaking hands and click on it.
(It’s roughly in the center of the control panel, on the right.) The
Starport Negotiation Screen will appear.

measures
providing. If your CSI drops low enough, the locals may even

cancel your license, kick you off their planet, and invite one of

your competitors in to take your place!
The locals on a planet want to be compensated for letting you use
their planet for your ships, but they also want the trade your
company will bring. You’ll have to pay the locals a certain amount of
rent each quarter (every three months) for the right to use their
planet, and you may also have to agree to provide them with a
certain amount of service, and possibly also agree to build them
something as well. In general, you will have to offer more to any
planet that is highly advanced, or that doesn’t like your company
for some reason, or that is owned by a race not friendly to your

At the top of the screen is a box that shows the amount of rent the
locals are asking. You can accept this number, or you can change it
either by clicking in the box and typing in a new number or by
using the arrows under the box to adjust the amount. There will
be a minimum acceptable bid; if you try to enter a number lower
than the minimum, the box will reject the number and show the
minimum bid instead.

Once you’ve decided what your rent offer will be, click on “Submit”

to place the bid. When you return to the main screen, unpause

time, and you’ll see that the planet’s name has turned purple,

showing that a bid has been placed on the planet.

You’ll have to wait a while for the locals to decide whether or not
they like your bid. It’s possible that another company may decide

to place a competing bid while you are waiting. If this happens, a
panel will appear alerting you to the fact, and giving you a chance

to see what the competing bid is. You can then choose to increase

your own bid, if you feel like it. Your opposition may also choose to
tender a second. Each company gets only two bids; the first bid
from each company is visible, while the second is always hidden.

After a while, the planet will decide which bid it likes best, and
award landing rights to one of the companies. Although the
company that bids the most rent will usually get the contract,
sometimes other factors (such as safety ratings or race relations)

may sway their decision to someone other than the highest bidder.
When the decision is made, the planet’s name changes color to
match the company that won.

Step Two: Set up a Route
Once you have a second Starport, you can then set up a route for
your ship to follow. Pause the game again, then find the
Build Route button near the center of the Control Panel
(use the Mouse Info Bar for-help) and click on it. Several

race.

Below the rent box and to the left are the displays showing what
services and/or facilities the locals want, if any. These
negotiable. The top display will show a type of cargo and a
number. By placing the bid, you are agreeing to deliver that many
units of that cargo to the planet each year. The bottom display
shows a type of facility the locals want built, and the cost to do so.
When you accept a contract that requires you to build a facility,

you will be shown how much time you have to do the building
before the locals will start to become unhappy.

are non-
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panels on the Main Screen Will change to bríng up the controls
you need to set your shipis route (48). The bottom half of the
Control Panel changes to show the Route List and the Route
Control buttons. The information bar under the Galaxy Display
becomes twu information bars, one marked With a ship, the other
marked With a planet. (Ignore these bars for the moment. You'll
use them in Step Three.) The mouse pointer changes to a
targeting box,

On the Galaxy Display, your tWo Starports now haVe purple circles
around them. These show you Which planets ars "legal" choices for
landing sites

r
that is, those that you own and that are within

range of your ship. Click on one of the twu planets. The circle
changes te blue, and over on the Cuntrol Panel you'll see that the
name of the planet you just chose has been added to the Route
List.

Now click on the second of your planets. lts circle turns blue, and
a line of your companyis color connects the two planets. The
second planefs name also appears un the Route List. You donlt
need to "close" the route by clicking on the Íirst planet again; the
ship Will automatically travel from the last planet on its route
back to the first, as long as the two planets are Within the ship"s
range.

Fínd the "Accept Route" button (again, use the Mouse Info bar for
help) and click on it. You Will be returned to the Main Screen and
see your shipis route still marked out in your colon If you donlt see
your ship's route, go to the View Menu on the Menu Bar, select the
"Routes" option, and Inake sure the name ofyour oWn company is
checked.

Now press "P" to unpause time, and youlll see yuur Ship,
marked With your color, Ílying from the first planet to the

econd and back again. ln the next section, ynulll learn hoW toZustomize
ynur ship's cargo bay so you can make the maximum

profit from each trip.

Here's a few final notes on route building:

O You Will want to buy more Starports as the game progresses.
You can hever have more than SÍX stops on any one route,
however. You may revisit the same planet more than once in
the same route. Remember that you don't have to send your
ship back to the start of the route

-
this happens

automatically

O When your routes get longer you may accidentally set up a
route where the start and end planets are too far apart from
each other for the Ship to make the jump ín one trip. lf you du,

you WODÍ be allowed to save the Millegal" route. To fix it, click
on the "Clear Route" button, Which Will clear the Route List
and let you start over.

O When you hava mora planets to choose írom while setting up
the route, you'll notice that the set of "legal" Choices changes
each time you add a new planet to the Route List. Only those
planets which are both yours and arc close enough to the
currently selected planet Will be shoWn. So, if you're trying to
reach one of your further out planets and it isn7t shown as a
legal choice, you probahly need to send your Ship to a closer
planet Íirst.

Step Three: Optimize Your Ship
You now have a Ship traveling between tWa Starports, It may or
mely not be making a profit, but ín any case ifs probably
not making the most money-it could. ln order to improve its 17V

r
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panels on the Main Screen will change to bring up the controls
you need to set your ship’s route {48}. The bottom half of the
Control Panel changes to show the Route List and the Route
Control buttons. The information bar under the Galaxy Display
becomes two information bars, one marked with a ship, the other
marked with a planet. (Ignore these bars for the moment. You’ll
use them in Step Three.) The mouse pointer changes to
targeting box.

second and back again. In the next section, you’ll learn how to

customize your ship’s cargo bay so you can make the maximum

profit from each trip.

Here’s a few final notes on route building:

•You will want to buy more Starports as the game progresses.

You can never have more than six stops on any one route,

however. You may revisit the same planet more than once in

the same route. Remember that you don’t have to send your

ship back to the start of the route — this happens
automatically.

a

On the Galaxy Display, your two Starports now have purple circles
around them. These show you which planets are “legal” choices for
landing sites — that is, those that you own and that are within
range of your ship. Click on one of the two planets. The circle
changes to blue, and over on the Control Panel you’ll see that the
name of the planet you just chose has been added to the Route
List.

•When your routes get longer you may accidentally set up a

route where the start and end planets are too far apart from

each other for the ship to make the jump in one trip. If you do,

you won’t be allowed to save the “illegal” route. To fix it, click

on the “Clear Route” button, which will clear the Route List

and let you start over.

Now click on the second of your planets. Its circle turns blue, and
a line of your company’s color connects the two planets. The
second planet’s name also appears on the Route List. You don’t
need to “close” the route by clicking on the first planet again; the
ship will automatically travel from the last planet on its route
back to the first, as long as the two planets are within the ship’s
range.

•When you have more planets to choose from while setting up

the route, you’ll notice that the set of “legal” choices changes

each time you add a new planet to the Route List. Only those
planets which are both yours and are close enough to the

currently selected planet will be shown. So, if you’re trying to
reach one of your further out planets and it isn’t shown as a
legal choice, you probably need to send your ship to a closer
planet first.

Step Three: Optimize Your Ship
You now have a ship traveling between two Starports. It may or
may not be making a profit, but in any case it’s probably
not making the most money-it could. In order to improve its

Find the “Accept Route” button (again, use the Mouse Info bar for
help) and click on it. You will be returned to the Main Screen and
see your ship’s route still marked out in your color. If you don’t
your ship’s route, go to the View Menu on the Menu Bar, select the
“Routes” option, and make sure the name of your own company is
checked.

see

Now press “P” to unpause time, and you’ll see your ship,
marked with your color, flying from the first planet to the16 17
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performance, you,ll Want to configure its cargo hold to take
advantage of the needs of the pianets on its route.

Start by ciicking on the "Build Route" button to bring the
Routing Controls back to the screen. (This Will automaticaily
pause time for you.) Look at the tWo information bars under the
Gaiaxy Display. The top one, marked with a ship, shows you
What kind of cargo your ship is currently outfitted to carry, A
cargo icon í67, GRC) appears far each type of cargo the shíp can
carry, Under each icon appears one box for each unit of that
type of cargo the ship can hold. A White box is an empty cargo
container, While a green boX is a fuil one.

The bottom bar, marked with a planet, shows you What kind of
goods the current planet can supply and what kind of goods it
demands. A cargo icon appears for each type of cargo the pianet
either has or wants, The number of boxes under the cargo icon
shows how many units of that type of cargo the pianet produces
each quarter. Each green box is a unit of cargo that has been
produced and is Waiting to be shipped, While each White box is a
unit of cargo that has not yet been produced.

The yellow bar beneath the cargo icon WiH be lit if there is a
demand for that type of cargo on the planet. If the bar is unlit
(that is, not showing), that planet does not want that cargo and
won't pay for it, Demand is unlimited; if the planet wants that
cargo, it Will take as much ofit as you can supply. As a general
irule, a planet that suppiies a cargo type Won't demand that
cargo, and Vice versa. Passengers and food are the exceptions to

this ruie 7 a planet may sometimes supply (md demand
these cargos at once,

The amount and type of goods a. planet produces depends on
A

several factors: what kind of pianet it is, What kinds of industries
exist on the planet (See "Improving Your Starport," below), and
What the planefs Development Levei (DL) is. The building of new
industries can cause a planet to either start producing a new type
ofgood, ar to stop producing an older one, ifit requires that older
good as a raW material for its industries. (67, GRC?

Every planet produces passengers and at least one other rasiv good,

Planets vviil not produce any of the other goods unless the right
industries are buiLt at the Starporti39) (see the last section uf the
Tutoriai, "Other things to try")

Find the "Configure Cargos" button and clitlzk on it, The moused
pointer vviil change from the routing targeting box to one showing
an arrow and siX boxes, Click on tine of your two Starports, and
the Cargo Configuration screen wiil appear.

The top of this screen shows the inside layout of your ship, filled
with gray cargo boxes. Each cargo box shows a picture of the kind
of cargn it can carry. Under the layout picture is a row of cargo
icons used to select the kind of cargo to place in the ship. The
yeliow highlight ShOWS you What kind of cargo is currently
seiected.

Underneath the cargo selection rows are two more rows of cargo
icons. These rows show you the cargo supplies and demands for
the planet your ship is departing from and the one La which it is
going. To maximize your profit, you want to set up your cargo bays

, to carry only cargo that the Íirst planet produces and the second pianet
wants.

hiuve the mouse pointer up to the ship layout. Find a cargo
box that your ship doesnk n'eed to be carrying and click on 19
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The amount and type of goods a planet produces depends on

several factors: what kind of planet it is, what kinds of industries

exist on the planet (See “Improving Your Starport below), and

what the planet’s Development Level (DL) is. The building of new

industries can cause a planet to either start producing a new type

of good, or to stop producing an older one, if it requires that older

good as a raw material for its industries. {67, QRC)

Every planet produces passengers and at least one other raw good.

Planets will not produce any of the other goods unless the right

industries are built at the Starport{39} (see the last section of the

Tutorial, “Other things to try.”)

Find the “Configure Cargos” button and click on it. The mouse

pointer will change from the routing targeting box to one showing

an arrow and six boxes. Click on one of your two Starports, and

the Cargo Configuration screen will appear.

The top of this screen shows the inside layout of your ship, filled

with gray cargo boxes. Each cargo box shows a picture of the kind

of cargo it can carry. Under the layout picture is a row of cargo

icons used to select the kind of cargo to place in the ship. The

yellow highlight shows you what kind of cargo is currently
selected.

performance, you’ll want to configure its cargo hold to take
advantage of the needs of the planets on its route.

Start by clicking on the “Build Route” button to bring the
Routing Controls back to the screen. (This will automatically
pause time for you.) Look at the two information bars under the
Galaxy Display. The top one, marked with a ship, shows you
what kind of cargo your ship is currently outfitted to carry. A
cargo icon {67, QRC} appears for each type of cargo the ship can]
carry. Under each icon appears one box for each unit of that
type of cargo the ship can hold. A white box is an empty cargo
container, while a green box is a full one.

The bottom bar, marked with a planet, shows you what kind of
goods the current planet can supply and what kind of goods it
demands. A cargo icon appears for each type of cargo the planet
either has or wants. The number of boxes under the cargo icon
shows how many units of that type of cargo the planet produces
each quarter. Each green box is a unit of cargo that has been
produced and is waiting to be shipped, while each white box is a
unit of cargo that has not yet been produced.

The yellow bar beneath the cargo icon will be lit if there is a
demand for that type of cargo on the planet. If the bar is unlit
(that is, not showing), that planet does not want that cargo and
won’t pay for it. Demand is unlimited; if the planet wants that
cargo, it will take as much of it as you can supply. As a general
rule, a planet that supplies a cargo type won’t demand that
cargo, and vice versa. Passengers and food are the exceptions to

this rule — a planet may sometimes supply and demand

Underneath the cargo selection rows are two more rows of cargo

icons. These rows show you the cargo supplies and demands for
the planet your ship is departing from and the one to which it is
going. To maximize your profit, you want to set up your cargo bays

. to carry only cargo that the first planet produces and the second planet
wants.

Move the mouse pointer up to the ship layout. Find a cargo
box that your ship doesn’t n'eed to be carrying and click on4 n these cargos at once.m- ID
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it. The cargo box Will disappean Get rid of all the cargo hoxes ym1r'
shíp doesn't need for this leg ofits route. Then move the mouse
pointer clown to the row of cargo selection icons. Find a kind of
cargo that your shíp needs (or needs more of), click on it, then
click on an empty space in your ship, The new cargo bax will
appean

Fill your ship up with the right kind of cargo boxes for the trip,
then click on the red check mark to save the coníiguration and
exit back ta the Routing Screen, Youlll notice that a small yellow
box has lit up next to that planetis name on the Routing List, This
shows that the ship is using a special cargo configuration When it
leaves that planet instead of the standard configuration it started
With,

Click on your second Starport and repeat the cargo configuratiun
for the new set of supply/demand information. Again, click the red
check mark to save the configuration and exit back to the routíng
screen. Save the new route information (click on the "Accept
Ruute" button), then click on the "Exit" button to exit back to the
Main Screen. YOUI" ship is now ready to head out and start making
money far you.

One last note about cargo configuratíon: it may happen that both
of your two planets produce a certain kind of product and neither
demands it. lf that happens, don't bother loading your ship With
boxes for that kind of cargo. Your ship won't load cargo unless
thereis some planet on its route that Wants that cargo.

Step Four: Watch Your Cash
Now you've got the basics under control: you have two Starports,

and a ship canying goods between them. If youlre not
already there, get bank to the Main Screen and unpausethe game. Your ship Will start movíng back and forth

betvceen your two planets.
I

Find the toggle switch on the Main screen which has a picture of
both a planet and a ship on it, Click on the ship side of the toggle,

ifít isn't already tnggled down, and take a look at the boX

derneath the switch. You should see a set of information aboutKinin"
ship in this order: a picture of the ship ancl its name; thehtmher el credits it made on its last run (Which will change as

you ship makes each stop); the shipis range; the ship's speed; and
nhe shipls status display, Which should be constantly updaüng i32lv

Hopefully, the number of credits the ship is making is positive on
both legs of its trip. The exact amount of credits the ship Will

make depends on rnany Íactors: how much cargo it delivered, how
far it Went, and several other things 1.74),

Look at the bar underneath the Galaxy display, lt shows the ship's
current cargo cunfiguration for Whichever leg of its trip it is
currently on. This bar updates as the ship moves from planet to
planet. The small boxes change from White to green and back as
cargo is loaded and unloaded,

Now move the mouse pointer back to the toggle switch and click
on the planet. The display changes to show information nn
Whatever planet is currently selected. From the top, this
information is: the planefs name; the race that owns it; the
planetls development level; your CSI for that planet; the quarterly
rental cost far your Starport on that planet; and the status of the
planet (37). The bar under the galaxy display shows the cargo the
planet is producing. The boxes Will change from green to white
and hack again as your ship picks up cargo and transports it away,

The revenue from your ship is the only regular source ofincome
your company has, and it comes in continuously as your ship
travels. Your company also has a number of expenses,
Which are paid quarterly: reht on your Starport facilities, 21
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it. The cargo box will disappear. Get rid of all the cargo boxes youri
ship doesn’t need for this leg of its route. Then move the mouse j
pointer down to the row of cargo selection icons. Find a kind of
cargo that your ship needs (or needs more of), click on it, then
click on an empty space in your ship. The new cargo box will
appear.

between your two planets.

Find the toggle switch on the Main screen which has a picture of

both a planet and a ship on it. Click on the ship side of the toggle,

if it isn’t already toggled down, and take a look at the box

underneath the switch. You should see a set of information about

your ship, in this order: a picture of the ship and its name; the

number of credits it made on its last run (which will change as

you ship makes each stop); the ship’s range; the ship’s speed; and

the ship’s status display, which should be constantly updating {32}.

Hopefully, the number of credits the ship is making is positive on

both legs of its triR. The exact amount of credits the ship will

make depends on many factors: how much cargo it delivered, how

far it went, and several other things {74}.

Look at the bar underneath the Galaxy display. It shows the ship’s

current cargo configuration for whichever leg of its trip it is

currently on. This bar updates as the ship moves from planet to
planet. The small boxes change from white to green and back as
cargo is loaded and unloaded.

Now move the mouse pointer back to the toggle switch and click
on the planet. The display changes to show information on

whatever planet is currently selected. From the top, this
information is: the planet’s name; the race that owns it; the
planet’s development level; your CSI for that planet; the quarterly
rental cost for your Starport on that planet; and the status of the
planet {37}. The bar under the galaxy display shows the cargo the
planet is producing. The boxes will change from green to white
and back again as your ship picks up cargo and transports it away.

The revenue from your ship is the only regular source of income
your company has, and it comes in continuously as your ship
travels. Your company also has a number of expenses,
which are paid quarterly: rent on your Starport facilities,

Fill your ship up with the right kind of cargo boxes for the trip,
then click on the red check mark to save the configuration and
exit back to the Routing Screen. You’ll notice that a small yellow I
box has lit up next to that planet’s name on the Routing List. This]
shows that the ship is using a special cargo configuration when it 1
leaves that planet instead of the standard configuration it started ]
with.

Click on your second Starport and repeat the cargo configuration j
for the new set of supply/demand information. Again, click the redl
check mark to save the configuration and exit back to the routing I
screen. Save the new route information (click on the “Accept
Route” button), then click on the “Exit” button to exit back to the ]
Main Screen. Your ship is now ready to head out and start making
money for you.

One last note about cargo configuration: it may happen that both
of your two planets produce a certain kind of product and neither
demands it. If that happens, don’t bother loading your ship with
boxes for that kind of cargo. Your ship won’t load cargo unless
there’s some planet on its route that wants that cargo.

Step Four: Watch Your Cash
Now you’ve got the basics under control: you have two Starports, j

and a ship carrying goods between them. If you’re not
already there, get back to the Main Screen and unpause

Oft the game. Your ship will start moving back and forth
£U 21
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maintenance on your ship, and so on, To track how Well your
company is doing, go to the Menu Bar and pull down the Reports
menu. You can call up any of these Reports and get detailed
informatíon on how your company is doing in comparíson to the
other four companies ín the game (62).

qhípped ín. lndustries also produce Waste materials, requiring
;rou to build ToXic Storage sites or Iisk your relations With the
locals.

5 J uxuries. Luxuries increase the local leVel of happiness,
improving your CSI at that Starport.

Other Things to Try Buy a Ship
jf vou hava the money, you can commission the building of a new
ship for your Íleet. You can only build a ship on a planet Whers
vour Starport has a shipyard. Since your first planet comes With a
ghipyard, Íind your home planet and click on it to make it current.
Then Íind the Buy Ship button on the Main Screen and click on it.
The Ship Builder screen appears (45I.

Improve Your Spacepart
You can help your business by improving your Starport facilities.
You can get to the Starport screen by double-clicking un the planet
un the Galaxy Display (Main Screen). The buttons on the right
síde of the screen let you build new structures or destroy old ones,
while the display Window on the left shows you What your
spaceport looks líke. (34)

Choose a ship model from the model list by clicking on it. Add
Weapons and shields (if you Want) by clicking in the Weapon and
Shield boxes at the bottom of the screen and selecting from the list
of available parts (there may be only one part available if starship
technology hasnlt advanced very far). When you are done
designing your ship, click on the Buy button. A box Will pop up
asking you to name your ship; type in the ship name, then press
*Enter" (or click on "OKÜ Assuming you have enough money, the
ship Will be added to your Íleet. (Be sure to go assign it a routel)

When you click on a "Build" button, the types of buildings you can
make appear on the bar underneath the Starport Display Window.
You may add only one of each type of building to your Starpurt. If
you see a "closed door" icon ínstead of a picture ofa building, it
means that you have already built that structure.

You can add three types of buildings to your Starport:

O Facilities. These are buildings that help your Starport runbetter. Three of them are essential: Landing Pad, Fuel Dump,
and Terminal. Your Starport starts With these three facilities
ín place. You Won't need to build them unless they are
somehow destroyed by accídent or sabotage, The fourth facility
is a Shipyard, Which allows you to build new ships at this
Starport,

Visít the Bank
íf you need a loan, or Want to move some of you! money from
checking to savings where it can earn interest, go to the Menu Bar
on the Main Screen, pull down the Actinn Menu, and select Bank.
The Bank screen appears, From here you can request a loan, or
transfer money between your accounts 1531.

i

O Industries. Industries help the planet produce more
advanced cargns for you to ship. lndustries require raw
materials vvhích eíther have to be produced at the planet 01'

This ends the Space Bucks Written Tutoirial. With what

u? ind nmning at a profit within a few years. Good luckl
you've learned here, you shduld be able to get your business V

r
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maintenance on your ship, and so on. To track how well your
company is doing, go to the Menu Bar and pull down the Reports
menu. You can call up any of these Reports and get detailed
information on how your company is doing in comparison to the
other four companies in the game {62}.

shipped in. Industries also produce waste materials, requiring

to build Toxic Storage sites or risk your relations with theyou
locals.

•Luxuries. Luxuries increase the local level of happiness,

improving your CSI at that Starport.

Other Things to Try
Buy a Ship

If you have the money, you can commission the building of a new

ship for your fleet. You can only build a ship on a planet where

your Starport has a shipyard. Since your first planet comes with a

shipyard, find your home planet and click on it to make it current.

Then find the Buy Ship button on the Main Screen and click on it.

The Ship Builder screen appears {45}.

Choose a ship model from the model list by clicking on it. Add
weapons and shields (if you want) by clicking in the Weapon and

Shield boxes at the bottom of the screen and selecting from the list

of available parts (there may be only one part available if starship

technology hasn’t advanced very far). When you are done
designing your ship, click on the Buy button. A box will pop up

asking you to name your ship; type in the ship name, then press

“Enter” (or click on “OK”.) Assuming you have enough money, the
ship will be added to your fleet. (Be sure to go assign it a route!)

Visit the Bank
If you need a loan, or want to move some of your money from
checking to savings where it can earn interest, go to the Menu Bar
on the Main Screen, pull down the Action Menu, and select Bank.
The Bank screen appears. From here you can request a loan, or
transfer money between your accounts {53}.

This ends the Space Bucks Written Tutorial. With what
you’ve learned here, you should be able to get your business
UP and running at a profit within a few years. Good luck!

Improve Your Spaceport
You can help your business by improving your Starport facilities. ]
You can get to the Starport screen by double-clicking on the planet
on the Galaxy Display (Main Screen). The buttons on the right
side of the screen let you build new structures or destroy old ones,)
while the display window on the left shows you what your
spaceport looks like. {34}

When you click on a “Build” button, the types of buildings you
make appear on the bar underneath the Starport Display window.
You may add only one of each type of building to your Starport. If
you see a “closed door” icon instead of a picture of a building, it
means that you have already built that structure.

You can add three types of buildings to your Starport:

•Facilities. These are buildings that help your Starport
better. Three of them are essential: Landing Pad, Fuel Dump,
and Terminal. Your Starport starts with these three facilities ;

in place. You won’t need to build them unless they are
somehow destroyed by accident or sabotage. The fourth facility}
is a Shipyard, which allows you to build new ships at this
Starport.

• Industries. Industries help the planet produce more j
sjfpf* advanced cargos for you to ship. Industries require raw

00 materials which either have to be produced at the planet or

l MS'- _
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Part II: Reference Section
This section ofthe manual is íntended to act as a handy screen-by
screen reference far Space Bucks. We suggest you use either the
On-Line Tutorial or the Written tutorial in the űrst section of
this manual to learn to play the game, then refer to this section to
answer any more detaíled questions you may have,

The Main Screen
Most of the game action in Space Bucks takes place here, on the
main Screen, shown the following page.

The parts of the Main Screen are:

A. Galaxy Display: This panel shows you What is currently
known about the galaxy. You can change the informatíon shown in
this display by using the View Menu on the Menu Bar (J), (66) By:
using the View Buttons (E) you can change how much of the
galaxy is displayed at one time. The number of planets you can
see on this Screen ís determined by the Visibility Option found
under the Game Options Menu /6/ on the Menu Bar (J).

To scroll the galaxy display, move the mouse cursor to any edge of
the Galaxy display and click the right mouse button. You can also
move quickly around the Galaxy Display by using the Galaxy
Minimap (D).

A circle of your companyls color marks the currently selected
planet. To make any planet on the Galaxy Display the

Main Screen
J. Menu Bor E. View Buhons

D, Goioxy Mínimcp G, Time
A. Galcxy Display

Display

F. Compony
B. Shíp Cclrgo/ Display

Plonet Produciion H_ Action
Display Bullons

C. Mouse Informolíon Bor

i. Ship/Porl
Dala Display

_

i
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Part II: Reference Section Main Screen
This section of the manual is intended to act as a handy screen-by]
screen reference for Space Bucks. We suggest you use either the 1
On-Line Tutorial or the written tutorial in the first section of I
this manual to learn to play the game, then refer to this section to
answer any more detailed questions you may have.

E. View ButtonsJ. Menu Bar

D. Galaxy Minimap G. Time
DisplayA. Galaxy

Display

>iVÿ-
Game Options View Reports Action

The Main Screen
Most of the game action in Space Bucks takes place here, on the
main screen, shown the following page.

The parts of the Main Screen are:

n

A. Galaxy Display: This panel shows you what is currently
known about the galaxy. You can change the information shown in
this display by using the View Menu on the Menu Bar (J). {66} By
using the View Buttons (E) you can change how much of the
galaxy is displayed at one time. The number of planets you can
see on this screen is determined by the Visibility Option found
under the Game Options Menu {6} on the Menu Bar (J).

'

'

F53

To scroll the galaxy display, move the mouse cursor to any edge of
the Galaxy display and click the right mouse button. You can also
move quickly around the Galaxy Display by using the Galaxy
Minimap (D).

F. Company
DisplayB. Ship Cargo/

Planet Production
Display

C. Mouse Information Bar

H. Action
Buttons

A circle of your company’s color marks the currently selected
planet. To make any planet on the Galaxy Display the

•Ml24
I. Ship/Port

Data Display 25
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current planet, click un it once. To move to the Starport Screen
(34? f01" 31157 Dlanets düuble-Click On that planet. A second red circl denlfilld fül" that type of cargo on the planet. lf the bar is unlit,
marks the currently selected ship. T0 make any ship your current that planet does not Want any of that kind of cargo and won't pay
Ship: Chck 011 ít- for it. Demand is unlimited; if the planet Wants that cargo, it will

i

take as much of it as you can supply.
A colored highlight appears around one of the cargo icons. This is
the type of service that the planet requires from your company
1433). lf the highlight is gin-zen, ynur company has fulfilled its
obligation and the planet is happy If the highlight is red, the
plzanet is still xivaiting for your company to deliver the goods you
pmmised for that year.

The yellow bar beneath the cargo icon Will be lit if there is a

There ars twelve different types of planets, each with a unique
appearance on the GalaXy Display (qRCl. Planets 01" different
types produce different types of cargos at different rates (74).

B. Ship Cargo/Planet Production Display: This bar
shows tWo different sets of information,

1. When the Ship/Planet Data Toggle (H-G) is set to display ship
data, this bar shows you what the cargo capacity of your current
ship is and What it is current carrying. A cargo icon (67, GERC)

appears for Bach type of cargo the ship can carry. Under each ico

appears one box for each unit of that type of cargo the ship can
hold, A White boX is an empty cargo container, While a green box i, Ü. Galaxy Minimap: This is a miniature map of the entire
a full one.

' known galaxy. The number of planets you can see on this screen is
determined hy the Visibility Option found under the Game Optians

1

iWe/uz, (6/ on the Menu Bar (J). The hollow red rectangle shows
L .e area of the galaxy Which is currently being displayed on the
Galaxy Display (A). You can use this minimap to move quickly
around the Galaxy Display by clicking on the Minimap on the area

. m which you want to jump.

C; Mouse Information Bar: When you move the mouse
pointer over a button or display on the main screen, this bar Will
tell you What the button does or What the display shows,

2. When the Ship /Planet Data Toggle (H-6) is set to display
planet data, this bar shows you What kind of goods the planet ca

i w

supply and What kind of good it demands. A cargo icon (67, GRC?
1

appears for each type of cargo the planet either has 01" wants. Th
number of boxes under the cargo icon shows how Inany units of
that type of carga the planet produces each quarter. Each green
box is a unit of cargu that has heen produced and is waiting to be
shipped, while each White box is a unit of cargo that has not yet
been produced.

On the Minimap, each planet in the Galaxy Which has heen
aÉíluired by a company is shown in that companyis color; all othier
píemets aire shown ín brown.

i27
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current planet, click on it once. To move to the Starport Screen ]
{34} for any planet, double-click on that planet. A second red circlj
marks the currently selected ship. To make any ship your current!
ship, click on it.

The yellow bar beneath the cargo icon will be lit if there is a

demand for that type of cargo on the planet. If the bar is unlit,

that planet does not want any of that kind of cargo and won’t pay

for it. Demand is unlimited; if the planet wants that cargo, it will

take as much of it as you can supply.

A colored highlight appears around one of the cargo icons. This is

the type of service that the planet requires from your company

{43}. If the highlight is green, your company has fulfilled its

obligation and the planet is happy. If the highlight is red, the

planet is still waiting for your company to deliver the goods you

promised for that year.

There are twelve different types of planets, each with a unique
appearance on the Galaxy Display {QRC}. Planets of different
types produce different types of cargos at different rates {74}.

B. Ship Cargo/Planet Production Display: This bar
shows two different sets of information.

1. When the Ship /Planet Data Toggle (H-6) is set to display ship I
data, this bar shows you what the cargo capacity of your current I
ship is and what it is current carrying. A cargo icon {67, QRC}

appears for each type of cargo the ship can carry. Under each icoiJ
appears one box for each unit of that type of cargo the ship can I
hold. A white box is an empty cargo container, while a green box iSj

a full one.

C. Mouse Information Bar: When you move the mouse
pointer over a button or display on the main screen, this bar will
tell you what the button does or what the display shows.

D. Galaxy Minimap: This is a miniature map of the entire
known galaxy. The number of planets you can see on this screen is

determined by the Visibility Option found under the Game Options
Menu (6j on the Menu Bar (J). The hollow red rectangle shows
the area of the galaxy which is currently being displayed on the
Galaxy Display (A). You can use this minimap to move quickly
around the Galaxy Display by clicking on the Minimap on the area
to which you want to jump.

On the Minimap, each planet in the Galaxy which has been
acquired by a company is shown in that company’s color; all other
planets are shown in brown.

2. When the Ship /Planet Data Toggle (H-6) is set to display
planet data, this bar shows you what kind of goods the planet caul
supply and what kind of good it demands. A cargo icon {67, QRC} I
appears for each type of cargo the planet either has or wants. The]
number of boxes under the cargo icon shows how many units of I
that type of cargo the planet produces each quarter. Each green I
box is a unit of cargo that has been produced and is waiting to be|
shipped, while each white box is a unit of cargo that has not yet|
been produced.

ASSk
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View Buttons

3. CIose UpT. Long Ronge
4. Go To

Sforport Screen2. Mid Range

Time Display
1. Pouse 3. Current Yeor 4. Current Month

2. Accelerote Time 5. Time Bor

Action Buttons
2. Dispotch Ship

1. Rcnge Finder 3_ Buud Rome

Ócl/b. Ship/Doio 7. Buy 5_ Negogime
DÍSPIOY Toggle ShiP Storporf

E_ View Buttons: These four buttons allow you to change the
Vjexv on the Galaxy Display. (See picture oppnsite.)

1. Long Range View: Shows you the whole galaxy. (This View
is the same as the Minimap)

2. Mid Range View: ShoWs you a moderate number

F. Company Display: This bar shows you the name of your
company, the amount of cash ín your checking account, and your
companyk color (on the Vertical stripes un both sides of the bar).

G. Time Display: This part of the main screen shows you how
tíme is passing and lets you control how fast it goes by.

1. Pause Bumm: Clicking thís button pauses the game, Time
stops, and no actívity takes place unti] the hutton is clicked again
to unpause the game. You can also press the P key to pause and
unpause the game. You may take any action While paused that
you van take while time is runníng, but you W0n*t see the results
of your actíons untíl tíme resumes. An important note: Any time
you leave the main screen to take an action on another game
screen such as a Starport 01" the Ship Builder, the game
automatícally pauses. Time begíns runníng again automatícally
when you return to the Main Screen.

2. Accelerate Time: Clíck _this button to make time pass at
double íts usual rate. Click it again to slow time back down tu íts
normal speed.

3. Year Display: Shows you the current year.
4. Month Display: Shows you the current month.
5. Time Bar: This bar shows times-passing, As the year

goeé
by, the bar füls up with red colon The bar is divíded into
quaTteYS (three-month periods), At the end of the year, the , _

"

Í x
bar resets.
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View Buttons E. View Buttons: These four buttons allow you to change the

view on the Galaxy Display. (See picture opposite.)

1. Long Range View: Shows you the whole galaxy. (This view

is the same as the Minimap.)

2. Mid Range View: Shows you a moderate number

3. Close Up1 . Long Range
F. Company Display: This bar shows you the name of your

company, the amount of cash in your checking account, and your

company’s color (on the vertical stripes on both sides of the bar).

G. Time Display: This part of the main screen shows you how

time is passing and lets you control how fast it goes by.

4. Go To
Starport Screen2. Mid Range

Time Display

1 . Pause 3. Current Year 4. Current Month
1. Pause Button: Clicking this button pauses the game. Time

stops, and no activity takes place until the button is clicked again

to unpause the game. You can also press the P key to pause and
unpause the game. You may take any action while paused that
you can take while time is running, but you won’t see the results
of your actions until time resumes. An important note: Any time
you leave the main screen to take an action on another game
screen such as a Starport or the Ship Builder, the game
automatically pauses. Time begins running again automatically
when you return to the Main Screen.

2. Accelerate Time: Click this button to make time pass at
double its usual rate. Click it again to slow time back down to its
normal speed.

3. Year Display: Shows you the current year.

4. Month Display: Shows you the current month.

5. Time Bar: This bar shows times-passing. As the year goes
bY the bar fills up with red color. The bar is divided into
quarters (three-month periods). At the end of the year, the
har resets.

PTTm

2. Accelerate Time 5. Time Bar

Action Buttons
2. Dispatch Ship

1 . Range Finder 3. Build Route

4. Track
Ship '

6a/b. Ship/Data
Display Toggle Ship

7. Buy 5. Negotiate
Starport28 29



T §pace Bucks
H. Action Buttons: These buttons allow you to take several
important game actions.

1, Range Finder: This button lets you determine the distance
hetween any two planets. To use it, first click on the Range Finder
button, The mouse pointer changes to the Range Tool.

K0 2
H-H-H

On the Galaxy Display (A), click on one planet, then on a. second,
The Mouse Infnrmation Bar (C) shows you the dístance between
the tWo planets. Click on the Range Finder button again to turn
off the Range Finder.

2. Dispatch Ship: This button Iets you move your currently
selected ship Írom íts current location to another planet. Select a
ship by clícking on it ín the Galaxy Display, or by using the Fleet
Display & Ship Selectian Button (I-SG), or by selecting it on the
Fleet List (63), Then click the Dispatch Ship button, then on the
planet Where you Want the ship to go. The ship will ímmediately
Ieave its route and travel to that planet (assuming that planet is
Wíthin the ship,s rangra)

3. Build Route: Clicking this button bríngs up the Routing
Screen (48).

4 Track Ship: Clicking this button wil] cause the Galaxy
1'

to start tracking the currently selected shíp. Clíck thísDÍSP 33'
.

button a second time to turn off trackmg.

5. Negotiate Starport: Clicking this buttun briDgS 1113 the
Ne rotiation Panel to let you place bids to build a Starport 011 Éh?!

b
current planet (41L

6a/6b Ship /Planet Dm.- Clicking thís bumm toggles the Ship
Cargo/pladnet

Prodjuction Display (B) andtthe ShiP/Port Datiid
fDisplay (I) to show either ship or planet informatiun. One si e 0

Hús button shoWs a small ship the other a small planet, Chck onb ,

the picture to view the appropriate set of data.

7 Buy Ship This button takes you to the Starship Builder
Screens (45/ to let you design and purchase a new shíplfm 32311?

Heet, Note: In order to use thís Dptlün, the CUTFGHtbLSB ecte
pianet must have a shipyard facihty. (40)

L Ship/Port Data Display: This panel displays infofmation
ím either the currently selected ship or the currently 591850951

planet.

When the ShIÍp/Planet Data Button (H-G) ÍS Set '50 display ShÍP -

daLa, the following information is shown:

SZ: The name of the current ship and a small picture
cm.

A
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H. Action Buttons: These buttons allow you to take several
important game actions.

4. Track Ship: Clicking this button will cause the Galaxy

Display to start tracking the currently selected ship. Click this

button a second time to turn off tracking.

1. Range Finder: This button lets you determine the distance
between any two planets. To use it, first click on the Range Finder
button. The mouse pointer changes to the Range Tool.

5. Negotiate Starport: Clicking this button brings up the

Negotiation Panel to let you place bids to build a Starport on the

current planet {41}.

, 6a/6b. Ship /Planet Data: Clicking this button toggles the Ship

Cargo/Planet Production Display (B) and the Ship/Port Data

Display (I) to show either ship or planet information. One side of

this button shows a small ship, the other a small planet. Click on

the picture to view the appropriate set of data.

On the Galaxy Display (A), click on one planet, then on a second.
The Mouse Information Bar (C) shows you the distance between
the two planets. Click on the Range Finder button again to turn
off the Range Finder. 7. Buy Ship: This button takes you to the Starship Builder

Screens /45/ to let you design and purchase a new ship for your

fleet. Note: In order to use this option, the currently-selected

planet must have a shipyard facility. {40}

2. Dispatch Ship: This button lets you move your currently
selected ship from its current location to another planet. Select a
ship by clicking on it in the Galaxy Display, or by using the Fleet
Display & Ship Selection Button (I-S6), or by selecting it on the
Fleet List {63}. Then click the Dispatch Ship button, then on the
planet where you want the ship to go. The ship will immediately
leave its route and travel to that planet (assuming that planet is
within the ship’s range.)

I. Ship/Port Data Display: This panel displays information

on either the currently selected ship or the currently selected
planet.

When the Ship /Planet Data Button (H-6) is set to display ship .

data, the following information is show'n:
3. Build Route: Clicking this button brings up the Routing

Screen /48}.

Si:The name of the current ship and a small picture

30 31of it.
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Ship Display

82. Profit from Currenf Sl. Ship
Roule Leg Name Speed

55. Shíp

35a. Bríng Up Fleei
Status Report

S5b. Go fo Next or
Prevíous Shíp

Planet Display
P2.Plonet Rece Pl. Planei p34 pyane,

PA. Pori Nome DL

CSI

P5 . Port Upkeep per
Guarfer

PÓCL Bring Up Port
Status Repori

PIonel SuppIy 8:

Demund
Pób. Go to Next

32 or Previous Port

SZ: The profit the ship made on the most recent leg of its
rnute.
53: The ship's range and speed.
S4: The shíp)s status (docked, loading cargo, en route to

planet, and so on.)

Ső: Fleet Display/Ship Selectian Button: Clicking on the
hutton showing three ships will bríng up the Fleet Display screen
(67) vvhich shows you all the shíps ín your fleet. To change ynur
current ship, click on either the plus 01' the minus button next to
the Fleet Display button, ami the information panel Will cycles
throtigh the inforniation on each of your ships, one at a time, untíl
you find the one you are looking fon

Whcn the Ship/Planet Data Button (H-G) is set to display planet
dala, the following information ís shown:

Pl: The name of the current planet.
F2: The race ínhabíting the planet.
F3: The Development Level (70? of the current planet.
P4: Your Customer Satisfaction Index (CSI) for that planet, if

you own a Starpurt there.
P5: lf you have a starpoi-t on the planet, this shows how much

the upkeep on that starport is per quarter (rental fees and
maintenance.) -

F6: Port Display/Port Selection Button: Clícking on the button
showing the starport will br-ing up the Starport Display screenl63l which shows you all the Starports you oWn. T0 View
lnformation on another one of your ports, click on either the plus
9r minus buttan next tu the Port Display buxton, and the
mfbrmationpanel Will cycle through the information on each of
Wur Starpofcs, one at a time, until you Íincl the one you arelooking így,

Space Bucks
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Ship Display
S2: The profit the ship made on the most recent leg of its

route.
S3: The ship’s range and speed.

S4: The ship’s status (docked, loading cargo, en route to

planet, and so on.)

S5: Fleet Display /Ship Selection Button: Clicking on the

button showing three ships will bring up the Fleet Display screen

{67} which shows you all the ships in your fleet. To change your

current ship, click on either the plus or the minus button next to

the Fleet Display button, and the information panel will cycles

through the information on each of your ships, one at a time, until
you find the one you are looking for.

S3. Ship
Range &
Speed

S2. Profit from Current
Route Leg

SI. Ship
Name

S5. Ship
Status

3 ± m

Ship Cargo S5a. Bring Up Fleet
Status Report

S5b. Go to Next or
Previous Ship

When the Ship /Planet Data Button (H-6) is set to display planet
data, the following information is shown:

PI: The name of the current planet.

P2: The race inhabiting the planet.

P3: The Development Level {70} of the current planet.

P4: Your Customer Satisfaction Index (CSI) for that planet, if
you own a Starport there.

P5: If you have a starport on the planet, this shows how much
the upkeep on that starport is per quarter (rental fees and
maintenance.)

P6: Port Display /Port Selection Button: Clicking on the button
showing the starport will bring up the Starport Display screen
163} which shows you all the Starports you own. To view
information on another one of your ports, click on either the plus
or minus button next to the Port Display button, and the
information panel will cycle through the information on each of
your Starports, one at a time, until you find the one you are
looking for.

Planet Display

P2.Planet Race

P4. Port

PI . Planet
Name

P3. Planet
DL

CSI

P5.Port Upkeep per
Quarter

m

P6a. Bring Up Port
Status Report

Planet Supply &
Demand

P6b. Go to Next
or Previous Port32 33
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J. Menu Bar: This bar displays the names of síx menus you
van access for more game options and commands. The Game and

i

Options menus have already been described 16); the Reports and 1

be used to access thís manual on-screen.

Starport Screen
The Starport Screen can be reached by doubIe-clicking on any
planet on the Main Screen Galaxy Display, or by dicking the Go tStarport Screen button on the Main Screen. From this Screen you
can monitor and make changes to your Starports.

The parts of the Starport Screen are:

A. Planet Name: This box shows you the name of the planet
where your starport is located.

B. Current Cash: This boX shows you how much cash is
currently ín your checkíng account.

C. Development Level: This box shows the planefs
development Ievel.

D. Customer Satisfaction Index: This bar shDWs you
what the attitude of the planefs people is toward your company.
On the right is a color bar wíth two hash marks. The size of the ,

bar and the color change as the company's attitude tovvard your
cumpany changes. A Iarge green bar shows you that the Iocals arhappy with you. A smaller yellow bar shows that there is 'some díssatisfaction you should investigate, If the bar turn

L Starport Screen
A. Pianet

,

Name D, CSI O. Exwf

B. Current *

Cash .
C- DL E Siarpon i

H. PIcmeT
Display Dispiay

1
galu

gam: ÉPHUIS Víz

K. Bana
F_ Plgne: i. Negofiafe/ J. Buiid
Suppiy & Pianet Siaius Industry? / FociIify
Demond s

*

N. Rece
G. Mouse

Inio Bor L_ Build i

LUXUW M. Desíroy
Buiidíng

Space Bucks
Starport ScreenJ. Menu Bar: This bar displays the names of six menus you I

can access for more game options and commands. The Game and I
Options menus have already been described {6}; the Reports and I
Action menus are described below {53, 62}, and the Help menu caij

be used to access this manual on-screen.

A. Planet
Name O. ExitD. CSI

B. Current
Cash E. Starport

Display
C. DL H. Planet

Display

Starport Screen
The Starport Screen can be reached by double-clicking on any
planet on the Main Screen Galaxy Display, or by clicking the Go td
Starport Screen button on the Main Screen. From this screen you
can monitor and make changes to your Starports.

a
Help

Game QÿiLnsJOewBepoÿÿAjÿ

IK

The parts of the Starport screen are:

A. Planet Name: This box shows you the name of the planet

where your starport is located.

jwmB. Current Cash: This box shows you how much cash is
currently in your checking account.

J
1

C. Development Level: This box shows the planet’s
development level. K. Build

Facility
J. Build
Industry

I. Negotiate/
Planet Status

F. Planet
Supply &
DemandD. Customer Satisfaction Index: This bar shows you

what the attitude of the planet’s people is toward your company. ]
On the right is a color bar with two hash marks. The size of the j
bar and the color change as the company’s attitude toward your I
company changes. A large green bar shows you that the locals are'

happy with you. A smaller yellow bar shows that there is I
some dissatisfaction you should investigate. If the bar turns

N. Race
G. Mouse

Info Bar L. Build
Luxury M. Destroy

Building

3534
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red, you are in danger of losing your Starport privileges unless I
you improve your planet’s performance within one year or less. 1
The left part of the display gives you a one-word description of the
same thing: Well-liked, Liked, or Disliked. If you are Disliked, yo\i
must improve your rating to Liked within a year or you will be |
kicked off the planet.

each quarter. Each green box is a unit of cargo that has been

produced and is waiting to be shipped, while each white box is a

unit of cargo that has not yet been produced.

The yellow bar beneath the cargo icon will be lit if there is a

demand for that type of cargo on the planet. If the bar is unlit,

that planet does not want any of that kind of cargo and won’t pay

for it.

E. Starport Display: This panel shows you your starport and
all its facilities. Before you buy a Starport, this display shows onbj
buildings representing the planet’s natural resources (some subsel
of people, food, fuel, or ore). When you buy a Starport, the three I
basic facilities of the Starport are added: the Terminal, Landing 1
Pad, and Fuel Dump. If you expand your Starport by adding otheij
facilities, they will appear on this display when you build them. I

By clicking on each facility, you can get information about how I
well that facility is functioning. Only one of each facility, except|
Toxic Storage, can be built. Facilities will tend to become
efficient over time, producing more product from the same amounl
of raw material.

G. Mouse Information Bar: When you move the mouse

pointer over a button or display on the main screen, this bar will

tell you what the button does or what the display shows. If you

put the mouse cursor over the buildings on your starport, this bar

will tell you what each building is.

H. Planet Display: This panel shows you a picture of the

planet. There are twelve different types of planets, each with a

unique appearance {QRC}. Planets of different types produce

different types of cargos at different rates {68}. The two vertical
green bars on either side of the picture are Alert Bars: if
something is wrong at your starport, these bars will flash red to
alert you to the problem. The Planet Status button (I) will tell you

exactly what the problem is.

more

If a competitor owns the Starport on this planet, you will be able
to see what facilities he has built, but you will not be able to
access any other information on the Starport.

I. Negotiate/Planet Status: This button has two uses. If
there is no Starport on this planet, it will take you to the
Negotiation Panel {41} so that you can place a bid for a Starport. If
you have already built a Starport, this button will tell you the
status of your Starport and report on any problems that
need attention.

F. Planet Supply and Demand: This bar shows you what
goods the planet produces and what goods it wants to buy. A cargo
icon {67, QRC} appears for each type of cargo the planet either has

or wants. The number of boxes under the cargo icon shows ]
how many units of that type of cargo the planet produces |36 37
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Starport Industries

1. Mefol 2. Chemicol 3. Speciolfy 4_ "foxi:
Gcod Wosfe

Starport Facililies

1. Termínol 2. Londíng 3. Fueí Dump 4. Shipyard
Pcld

Starport Luxuries

4. Sporfs
Arena

T. Restaurant 2. MaII 3, Casino

J, Build Industry: When you clíck this button, the Planet
Supply and Demand Bar (F) Will change to display the four types
of índustry you can buíld. Building a new índustry allows the
planet to start producing more advanced and profitable cargos,
You may only build one type of each índustry, with the exception of
íöxic Storage. Any industry you have already built Will be
replaced by a closed door icon,

l. Metal: A metal índustry produces refmed metals for export.
It requires ore as a raw materíal, and produces toxin Waste. The
efficiency of the industry Wíll íncrease as the planefs
Developmental Level increases, while its tendency to pollute WíH

decrease.

2, Chemical: A chemical industry produces chemicals for
export. It requires fuel as a raW materíal, and produces toxic
waste. The effícíency of the industry will íncrease as the planefs
Developmental Level increases, While íts tendency to pollute Wil]
decrease.

3. Specialty Goods: A specíalty gond índustry produces a
valuable cargo unique to that race, Each race can produce a
specific specíalty gond. Different specialty goods require different
"raw materials; some specíalty goods requíre more than one raw
material for production. Specialty Goods índustries 1.74, GRC)
produce no toxic waste.

4. Toxic Stumge: Metal and Chemíaal industries produce toxic
Waste as a by-product. The toxic waste must be either stored or-
Íransported off-world, or the locals Wíll become unhappy, You may
Üuíld up to six TOXÍC Storage units at each Starport.

Space Bucks

J. Build Industry: When you click this button, the Planet
Supply and Demand Bar (F) will change to display the four types

of industry you can build. Building a new industry allows the

planet to start producing more advanced and profitable cargos.

You may only build one type of each industry, with the exception of
Toxic Storage. Any industry you have already built will be

replaced by a closed door icon.

Starport Industries

1 . Metal 2. Chemical 3. Specialty
Good

4. Toxic
Waste

1. Metal:A metal industry produces refined metals for export.
It requires ore as a raw material, and produces toxic waste. The
efficiency of the industry will increase as the planet’s
Developmental Level increases, while its tendency to pollute will
decrease.

Starport Facilities

2. Chemical: A chemical industry produces chemicals for
export. It requires fuel as a raw material, and produces toxic
waste. The efficiency of the industry will increase as the planet’s
Developmental Level increases, while its tendency to pollute will
decrease.

IS !C3 SI
1 . Terminal 2. Landing 3. Fuel Dump 4. Shipyard

Pad

3. Specialty Goods: A specialty good industry produces a
valuable cargo unique to that race. Each race can produce a
specific specialty good. Different specialty goods require different
raw materials; some specialty goods require more than one raw
material for production. Specialty Goods industries {74, QRC}
produce no toxic waste.

Starport Luxuries

rr PDH rr«3 4. Toxic Storage: Metal and Chemical industries produce toxic
waste as a by-product. The toxic waste must be either stored or
transported off-world, or the locals will become unhappy. You may

build up to six Toxic Storage units at each Starport.

1 . Restaurant 2. Mall 3. Casino 4. Sports
Arena

38
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K. Build Facility: When you click this button, the Planet
Supply and Demand Bar (F) Will change to display the four type
of facílity you can build. Facílities keep your Starport runníng
efűciently. You may only buíld one type of each facílity. Any facíli
you have already built wíll be replaced by a closed door ícon. Sine
you start with three of the facilitíes already built (Terminal, Fuel
Dump, and Landíng Pad), you won't need to build these unless on_
of them is destroyed duríng the game. Any essential facílity that '

lost should be replaced as soon as possíble; otherwíse, all shíps
that are routed through that Starport Will remain ídle until the
Starport is repaíred.

1. Terminal: An essentíal facílity where goods are brought an
packaged far transport,

2. Landing Pad: An essential facilíty that allows your ships t
land,

3. Fuel Dump: An essentíal facílity that allows your ships to
refuel.

4. Shípyard: A shipyard allows you to buíld new shíps at thís
Starport.

L. Build Luxury: When you click thís button, the Planet
Supply and Demand Bar (F) will change to display the four types
of luxury you can build. Luxuries act to íncrease your Customer
Satísfaction Index on that planet. Dífferent luXuries increase your
CSI by dífferent amounts. You may only build one type of each
luXury. Any luxury you have already built WÍll be replaced by a
closed door icon,

m.

M Destroy Building: You can demolish any structure on
I

. smyport by clicking on this button and then clicking on the
ulpture

you Want to get rid of You Will receive about half of the'LI ' 'Snlst
of the structure back as cash from the planet for the scrap.íven
may not demolísh the three essentíal components Of the

Starpoft (Termínal, Landing Pad, and Fuel Dump).

N Race' This panel shows a picture of the race Whích owns the
planet (76).

O EXÍÍ: Clíck on lhis buttun tu return to the Main Screen.

The Starport Negotiatíon Panel
The Starport Negotíation Panel appears whenever you eíther chck
on the Negotiate Starport button on the Main Screen, or When you
clíck on rhe Negotiate/Planet Display button on the Starport
Screen. This panel allows you to place bids on unowned planets ÉO

try Lo get the exclusive ríght to build a Starport there. lf another
company has already placed a bíd on that planet (but has not yet
wnn the landing rights), you will first see a panel telling you What
bíds have already been placedand askíng you if you Want to placc
a Competíng bíd. lf you decide to place a competing híd, the
Stznrport Negotiatíon Panel then appears.

The parts of the Starport Negotíation Panel are:

A, Planet Name: The name of the planet under negotiatíon.

'41?
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K. Build Facility: When you click this button, the Planet fty[. Destroy Building: You can demolish any structure
Supply and Demand Bar (F) will change to display the four types your Starport by clicking on this button and then c IC ing on e

of facility you can build. Facilities keep your Starport running 1structure you want to get rid of. You will receive about halt ot the

efficiently. You may only build one type of each facility. Any facilitj cost of the structure back as cash from the planet or t e scrap.
you have already built will be replaced by a closed door icon. Sind You may not demolish the three essential components of the
you start with three of the facilities already built (Terminal, Fuel] Starport (Terminal, Landing Pad, and Fuel Dump).
Dump, and Landing Pad), you won’t need to build these unless on’
of them is destroyed during the game. Any essential facility that
lost should be replaced as soon as possible; otherwise, all ships
that are routed through that Starport will remain idle until the
Starport is repaired.

on

ie

N. Race: This panel shows a picture of the race which owns the

planet (76).

O. Exit: Click on this button to return to the Main Screen.

1. Terminal: An essential facility where goods are brought and]
packaged for transport.

2. Landing Pad: An essential facility that allows your ships Sta.rpOI*t Negotiation Panel

3. Fuel Dump: An essential facility that allows your ships to

land.
The Starport Negotiation Panel appears whenever you either click

on the Negotiate Starport button on the Main Screen, or when you

click on the Negotiate /Planet Display button on the Starport

Screen. This panel allows you to place bids on unowned planets to

try to get the exclusive right to build a Starport there. If another

company has already placed a bid on that planet (but has not yet

won the landing rights), you will first see a panel telling you what

bids have already been placed and asking you if you want to place

a competing bid. If you decide to place a competing bid, the
Starport Negotiation Panel then appears.

The parts of the Starport Negotiation Panel are:

A. Planet Name: The name of the planet under negotiation.

refuel.

4. Shipyard: A shipyard allows you to build new ships at this
Starport.

L. Build Luxury: When you click this button, the Planet
Supply and Demand Bar (F) will change to display the four types
of luxury you can build. Luxuries act to increase your Customer 1
Satisfaction Index on that planet. Different luxuries increase your
CSI by different amounts. You may only build one type of each
luxury. Any luxury you have already built will be replaced by a
closed door icon.
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Starport Negotiation Panel
D. Deíivery

semce B. Curren!
Requíred A. PIonet _Bíd

Name C. ScroÍI
E. FacÍIify Arrows
Controcf

üem n! ugar-m

F. Síaríup
. G. Locaí

Fee Attítude

|. Wlthdrcw J. P|oce
Bid Bid H. Rece

B. Current Bid: The number dísplayed ín thís box shows you
the current amount of rent you are offeríng to pay the Iocals on
the planet each quaIter-year for the ríght to place your starport
there. You can change the number ín thís box by clíckíng the
mouse poínter ín the box and typíng ín a new number, ur by usíng
the Scroll Arrows (C). There Wíll always be a mínímum acceptable
bíd; íf you try to place a bíd lower than the minimum, the
mínímum wíH be dísplayed ín thís box ínstead.

C. Scroll AITOWS: Use these arrows to adjust your bíd up (left
arrows) or down (ríght arrows). Click on the arrows to change the
híd. To change the bíd more quíckly, clíck on the arrow and hold
the mouse button doWn; the number ín the Current Bíd box WíIl
scroíl eíther up or down untíl you release the mouse button.

D. Delivery Servíce Required: As part of the contract far
your Starport, the local race may ask you tu guarantee to delíver a
certaín number of a partícular type of cargo to theír planet each
year. The small bnx to the left shows a pícture of the type of cargo,
wíth the number nf uníts of that cargo you are contraetíng to
delíver. The name of the cargo type appears ín the longer box to
the ríght, Neíther the type of cargo nor the amount to be delívered

negotiable. If you agree to delíver these goods, then faíl to do so,
the planet wíll become Very unhappy wíth your company and may
eventualíy take aWay your Starport and gíve some other company
Lhe ríght to use the planet.

E. Facilíty Contract: The planet may also ask you to promíse
10 buíld a certaín facílíty for them Wíthín the specífíed length of-
Iíme as part of your contract. The small box to the left shows a
Dícture of the type of facílity the planet wants. The top right box
áiíves you the name of the facílíty, whíle the lower right hox
Shows you What the cost tv buíld that facílíty Wíll be,
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Starport Negotiation Panel 13. Current Bid: The number displayed in this box shows you

the current amount of rent you are offering to pay the locals on

the planet each quarter-year for the right to place your starport

there. You can change the number in this box by clicking the

mouse pointer in the box and typing in a new number, or by using

the Scroll Arrows (C). There will always be a minimum acceptable

bid; if you try to place a bid lower than the minimum, the
minimum will be displayed in this box instead.

C. Scroll Arrows: Use these arrows to adjust your bid up (left

arrows) or down (right arrows). Click on the arrows to change the
bid. To change the bid more quickly, click on the arrow and hold
the mouse button down; the number in the Current Bid box will
scroll either up or down until you release the mouse button.

D. Delivery
Service

Required

B. Current
BidA. Planet

Name C. Scroll
ArrowsE. Facility

Contract

i
ml

D. Delivery Service Required: As part of the contract for
your Starport, the local race may ask you to guarantee to deliver a
certain number of a particular type of cargo to their planet each
year. The small box to the left shows a picture of the type of cargo,
with the number of units of that cargo you are contracting to
deliver. The name of the cargo type appears in the longer box to
the right. Neither the type of cargo nor the amount to be delivered
is negotiable. If you agree to deliver these goods, then fail to do so,
the planet will become very unhappy with your company and may
eventually take away your Starport and give some other company
the right to use the planet.

v.fÿHV Orc/Minerals
\ i

UB ' - ; ijjt
Jshk I

F. Startup G. Local
AttitudeFee

' 1. Facility Contract: The planet may also ask you to promise
to build a certain facility for them within the specified length of-
time as part of your contract. The small box to the left shows a
picture of the type of facility the planet wants. The top right box
gives you the name of the facility, while the lower right box
shows you what the cost to build that facility will be.

I. Withdraw J. Place
H. RaceBid Bid

42 43



§pace Bucks
Neither the type of the facility nor the cost to build it are
negotiahle. If you agree to build the facility but donlt do sn by the
time agreed, the planet will become very unhappy with your
company and may eventually take away your Starport and gíve
some other company the right to use the planet.

The Starship Builder Screen
The Starship Builder Screen appears When you clíck on the Buy
Wzip button on the Main Screen. This screen lets you commission
the building df a new ship far your Íleet.

Th t fth Starship Builder are:F. Startup Fee: This is hDW much ít will (rost you to buíld your
e Pat s 0 e

hasit: Starport With íts three essential facilities. This is a one-time
cost which does not include the cost of any special facility you ma
have agreed to build as a Facility Contract (E).

A. Ship Model Líst: This panel shows a líst of the ship
models currently ín productionthst you can buy and thend
customize. Select a model by chcking on the name in the hst.

Bl. Ship View (External) & B2. Shíp View
(ínternal): These two panels show you what the currently
selected model of ship looks like. The external View shows you
what your ship looks líke from the outside, while the internal View
shows you hoW much room the ship has to store cargo.

G. Local Attitude: This box shows you how interested the
locals are ín doing business With your company. The more
interested they are, the less they will charge you for rent.

H. Race: This panel shows you the race that owns the planet
you are bidding 011 C. Buy Ship: Click on the Buy button to buy the ship when you

are done customizing it. If you de not have enough money in your
account to pay far the ship, you will not be allowed to buy it,

I. Wíthdraw Bid: Click on thís button to cancel yout bid for a
Starport on this planet, D. Cancel Ship: Click here to leave the Ship Builder Without

buying a new ship and return to the Main Screen.

J. Place Bid: Click on this hutton to submít your bid to the
locals for consideration. The locals will think about your bid (and
the bids of the other companies, if any arc made) for a While
before making a decisíon. If a competitor also places a bid on the
planet, you will be given a chance to change your bid. Each
company gets only two bíds; the first bid from each campany is
Visible, While the second is alvvays hidden. The bids are always

lísted ín the order of best bid to Worst, and the length of
tíme left for biddíng is displayed on the panel,

É. Shíp Statistics: This panel shows you all of the capabilities
ofyour currently selected ship and the príce to buy it.

F. Add Weaponry: Click on this box to go to the Ship Shields.
(snd Weapons Sub-Screen (see below) and add weapons to your ship.

G. Add Shields: Clíck on this box to go to the Ship
Mhields and Weapons Sub-Screen (see below) and add
Cefenses to your ship.

Space Bucks
Neither the type of the facility nor the cost to build it are
negotiable. If you agree to build the facility but don’t do so by the
time agreed, the planet will become very unhappy with your
company and may eventually take away your Starport and give
some other company the right to use the planet.

F. Startup Fee: This is how much it will cost you to build your!
basic Starport with its three essential facilities. This is a one-time!
cost which does not include the cost of any special facility you maj

have agreed to build as a Facility Contract (E).

The Starship Builder Screen
The Starship Builder Screen appears when you click on the Buy

Ship button on the Main Screen. This screen lets you commission

the building df a new ship for your fleet.

The parts of the Starship Builder are:

A. Ship Model List: This panel shows a list of the ship

models currently in production that you can buy and then

customize. Select a model by clicking on the name in the list.

Bl. Ship View (External) & B2. Ship View
(Internal): These two panels show you what the currently

selected model of ship looks like. The external view shows you

what your ship looks like from the outside, while the internal view

shows you how much room the ship has to store cargo.

G. Local Attitude: This box shows you how interested the
locals are in doing business with your company. The more
interested they are, the less they will charge you for rent.

H. Race: This panel shows you the race that owns the planet
you are bidding on. C. Buy Ship: Click on the Buy button to buy the ship when you

are done customizing it. If you do not have enough money in your

account to pay for the ship, you will not be allowed to buy it.
I. Withdraw Bid: Click on this button to cancel your bid for a
Starport on this planet. D. Cancel Ship: Click here to leave the Ship Builder without

buying a new ship and return to the Main Screen.

E. Ship Statistics: This panel shows you all of the capabilities

of your currently selected ship and the price to buy it.

F. Add Weaponry: Click on this box to go to the Ship Shields

and Weapons Sub-Screen (see below) and add weapons to your ship.

G. Add Shields: Click on this box to go to the Ship

Shields and Weapons Sub-Screen (see below) and add

defenses to your ship.

*L Place Bid: Click on this button to submit your bid to the
locals for consideration. The locals will think about your bid (and
the bids of the other companies, if any are made) for a while
before making a decision. If a competitor also places a bid on the
planet, you will be given a chance to change your bid. Each
company gets only two bids; the first bid from each company is
visible, while the second is always hidden. The bids are always

listed in the order of best bid to worst, and the length of Atime left for bidding is displayed on the panel.
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Starship Builder Screen Ship Shields und Weapons

A. Ship C. Buy D. Cancel E. Ship
Model List Ship Ship Stotístics

Mama mert üallígüts
iuncxiout KtnmicEnm sueaPim

Destrhlt a
siess uhích
IauarA; a mag:

11..) model a, 5 o: ami has (ha unalmát tarat:
cavazím. másan m cm imai!zarsn runs.

amaan

F. Add F. Add
Weaponry Shíeíds -

C, Retum to A. Unit B. Unit

B]. Ship víew BZ. Ship view
Ship Mode Choice Lísf Specifícatíons

lExfernal) unteman

Space Bucks

Starship Builder Screen Ship Shields and Weapons

A. Ship
Model List

C. Buy D. Cancel
Ship Ship

E. Ship
Statistics

WmmM
. ;

I

!;
I

ss
!•“ 1I

j pi

_
F. Add F. Add

ShieldsWeaponry
B. Unit

Specifications
A. Unit

Choice List
C, Return to

Ship ModeB1 . Ship View
(External)

B2. Ship View
(Internal)
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Ship Shields &Weapons Sah-Screen
When either the Add Weaponry (F) 01" the Add Shields (G) box is

clicked, several of the panels on the Ship Builder Screen change.

A. Unit Choice List: The Ship View (External) panel is
replaced by the Unit Choice Iist, Which shoWs you from one to six
types of units (either Weaponry or shielding) you can choose to ad
to your ship. T0 select a unit, click on its picture. The unit will
appear in the appropriate box (either shield or Weapon) To change
the list from Weapons to Shields or Vice versa, click on the Add
Weapon (F) or Add Shield (G) button and the list Will update,

B. Unit Specifications: The Ship Stdtistics panel is replaced
by the Unit Specificatinns panel, Which shows you the name of the
unit you have selected in the Unit Choice List (A), What it does,
and what the cost to purchase and maintaín that unit will be.

C. Return 120 Shíp Mode: Click here ta return to the main
ship huiider Screen.

The Routing Screen
This Screen appears when you click on the Build Rnute button on
the Main Screen. From here, you can set up a route for your
starships to travel in search of profit. You can nnly set the route
for one shíp at a time.

The Routing Screen is similar ta the Main Screen and has
7'

a number of the same buttons and panels. The Galaxy

Routing Screen
A_ Gaicmy EL Roma D, Current

Display Lm Route

E2. Ccnrgo E3. Wait Umil
Fiog FuII Flag

:É Íi-Í;

B. Ship F. Aclcept
C0r90 ROBI"? H. Configure G Clear

CGPGCÜY Cargo Route
C. Planet
Supply & I, Exit
Demand

Space Bucks '
mMrmymcKeMatsBmmsBBissaa

Ship Shields &Weapons Sub-Screen
Routing Screen

When either the Add Weaponry (F) or the Add Shields (G) box is
clicked, several of the panels on the Ship Builder Screen change. D. Current

Route
El . RouteA. Galaxy

Display List
E3. Wait Until

Full Flag
E2. Cargo

A. Unit Choice List: The Ship View (External) panel is
replaced by the Unit Choice list, which shows you from one to six i
types of units (either weaponry or shielding) you can choose to add
to your ship. To select a unit, click on its picture. The unit will
appear in the appropriate box (either shield or weapon.) To changd
the list from Weapons to Shields or vice versa, click on the Add
Weapon (F) or Add Shield (G) button and the list will update.

Flag

HelpGame Options View Reports Action

1
•w

S9U&..B. Unit Specifications: The Ship Statistics panel is replaced
by the Unit Specifications panel, which shows you the name of the)
unit you have selected in the Unit Choice List (A), what it does,
and what the cost to purchase and maintain that unit will be.

1

C. Return to Ship Mode: Click here to return to the main
ship builder screen. . !1

BMBMI
•at ’

Km

B. Ship
Cargo

Capacity

F. Accept
Route G. Clear

RouteThe Routing Screen
This Screen appears when you click on the Build Route button on
the Main Screen. From here, you can set up a route for your
starships to travel in search of profit. You can only set the route
for one ship at a time.

H. Configure
Cargo

C. Planet
Supply &
Demand

I. Exit

The Routing Screen is similar to the Main Screen and has

/Jg a number of the same buttons and panels. The Galaxy 49
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Minimap, View Buttons, Mouse Information Bar,
and Company and Tlme Dlsplays are all exactly the same.
The other parts of the Routing Screen are:

A. Galyaxy Display: The Galaxy Display on the Routing
Screen 15 almost the same as the Main Screen Galaxy Display.
However, When you select a planet to add to the current ship's
route, a-purple circle appears around all the other starports you
own which are in range of that ship, When you select the second
planet for the shíp's route, a neW set of in-range planets Will be
marked.

B. Shlp Cargo Capacity: This bar shows the cargo capacity
of the current ship. A cargo icon (67, GRC) appears for each type
of cargofche ship can carry. Under each icon appears one boX for
each unit of that type of cargn the ship can carry. A white box is
an empty cargo container, While a green hoX is a full one.

C. Planet Supply/Demand: This bar shows the cargo
supply and demand for the currently selected planet, A cargo icon
(67, GRC) appears for each type of cargo the planet either has m"
wants. The number of boxes under the cargo icon shows how man
umts of that type of cargo the planet produces each quarter. Each
green box is a unit of cargo that has been produced and is Waiting
to be shipped, while each white hox is a unit of cargo that has not
yet been produced. The yellow bar beneath the cargo icon will be
lit if_ there is a demand for that type of cargo on the planet, If the
bar is unlit, that planet does not Want any of that kind of cargo
and Wonit pay for it,

D. Current Route: This bar shows you the name of the
Cnrrent ifoutel. You can ehange the name of the route by
chcking in this boX, typing in the new name, and pressing

V

"Enteiz"

E. Route Selection: This panel shows you information abont
yaur ship,s current route.

1. Route I/ist: The center part of this panel shows you the Iist
o? planets currently on your shipls rnute, in the order ín Which the
ship Will stop, To add a planet to this list, click on it on the Galaxy
Display (A). The planefs name Will appear on the Route list. As

you add more planets to the list, a purple line Will connect the
planets together ín the route youive chosen, You can have up to siX

planets in one route. After visiting the last planet on the route,
m9 ship Will automatically retuirn to the start of the route,
provided the last planet and the first planet are Within range of
each üthet. If the two planets at the end of the route are too far
away for the ship to make the trip between them, the route Will be
rejected and you Will be unable to save it.

Vou cannot remove a planet from the route list once it has been
zadded. To remove a planet, you must click on the Cancel Route
hutton (G) and start over. However, if you Want to sWap one
planet for another, you can do so by selecting the leg to be
replaced in the Route List and then clicking on the replacement
planet on the Galaxy Display.

2. Cargu Flag: Just to the right of each planet name on the
'v' nte list is a small boX. When this box is yellowp it means you
have Confígured the ship's cargo capacity for that leg of the trip
lsee the Configure Cargo Button (H).) If the box is unlit, the ship
Wíii keep using Whatever cargo configuration it had when it
airrived at that planet. This box automatically lights up when you
ntonfigure the shipis cargo for that planet, but you can turn it Dff

iand on again) by clicking on it, if you Want,

3. Wait Until Full FZag: Just to the left of each planet
name on the route list is a second smaH box. When this box

Space Bucks
Minimap, View Buttons, Mouse Information Bar,
and Company and Time Displays are all exactly the same.
The other parts of the Routing Screen are:

A. Galaxy Display: The Galaxy Display on the Routing
Screen is almost the same as the Main Screen Galaxy Display.
However, when you select a planet to add to the current ship’s
route, a purple circle appears around all the other starports you
own which are in range of that ship. When you select the second
planet for the ship’s route, a new set of in-range planets will be
marked.

E. Route Selection: This panel shows you information about

your ship’s current route.

1. Route hist: The center part of this panel shows you the list

of planets currently on your ship’s route, in the order in which the

ship will stop. To add a planet to this list, click on it on the Galaxy

Display (A). The planet’s name will appear on the Route list. As

you add more planets to the list, a purple line will connect the

planets together in the route you’ve chosen. You can have up to six

planets in one route. After visiting the last planet on the route,

the ship will automatically return to the start of the route,

provided the last planet and the first planet are within range of

each other. If the two planets at the end of the route are too far
away for the ship to make the trip between them, the route will be

rejected and you will be unable to save it.

You cannot remove a planet from the route list once it has been

added. To remove a planet, you must click on the Cancel Route

button (G) and start over. However, if you want to swap one

planet for another, you can do so by selecting the leg to be

replaced in the Route List and then clicking on the replacement

planet on the Galaxy Display.

2. Cargo Flag: Just to the right of each planet name on the

route list is a small box. When this box is yellow, it means you

have Configured the ship’s cargo capacity for that leg of the trip

1 see the Configure Cargo Button (H)j If the box is unlit, the ship

will keep using whatever cargo configuration it had when it

arrived at that planet. This box automatically lights up when you

configure the ship’s cargo for that planet, but you can turn it off

< and on again) by clicking on it, if you want.

3. Wait Until Full Flag: Just to the left of each planet

the route list is a second small box. When this box jjj

B. Ship Cargo Capacity: This bar shows the cargo capacity
of the current ship. A cargo icon {67, QRC} appears for each type
of cargo the ship can carry. Under each icon appears one box for
each unit of that type of cargo the ship can carry. A white box is
an empty cargo container, while a green box is a full one.

C. Planet Supply/Demand: This bar shows the cargo
supply and demand for the currently selected planet. A cargo icon
{67, QRC} appears for each type of cargo the planet either has or
wants. The number of boxes under the cargo icon shows how many
units of that type of cargo the planet produces each quarter. Each
green box is a unit of cargo that has been produced and is waiting
to be shipped, while each white box is a unit of cargo that has not
yet been produced. The yellow bar beneath the cargo icon will be
lit if there is a demand for that type of cargo on the planet. If the
bar is unlit, that planet does not want any of that kind of cargo
and won’t pay for it.

D. Current Route: This bar shows you the name of the
current route. You can change the name of the route by

Cf| clicking in this box, typing in the new name, and pressing
UU “Enter.” name on
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is orange, the shíp Will stop at that planet and Wait until the
planet has produced enough cargo to fiil the shíp. (This only
applies to those cargos produced by the planet; ifthe ship has
room for ore, but the planet does not produce ore, Lhe ship Will no
Wait around Íbr ore to magically show up.) Once the shíp is full, it
Will move on to the neXt planet in the route, This will tend to
make the ship take more time to complete its route, but it Will
keep the ship from traveling Wíth empty cargo compartments. To
set the Wait Until Full Flag, click on the box. Click a second time
to turn this optíon off.

wu the base profitability of the currently selected type of cargo,
Ígpfore any other modifiers are applied.

[nderneath the cargo selection rows are tWo more roWs of cargo
icons. These rows show you the cargo supplies and demands for
the planet your shíp is departing from and the one to Which it is
gming. To change the planets to a different leg of the route, click on
ihe up and down arrows just to the right of the supply/demand
mars.ií.

diagTaIn of the Cargo Configuration Screen is available on page

F. Accept Route: When you have finished creating the rnute
far your ship, click on this button to save the route and return to
the Main Screen.

I. EXÍt: Click here to return to the Main Screen Without saving
the current route,

G. Clear Route: Ciick this button to remove all planets from
the Route List (E) and start over. The Action Menu

The Action Menu on the Menu Bar allows you to contro] a numberH' Configure Cargo: Chck On this bumm to Conűgure yüur ef business activities not available from the main game screens.ship7s cargo for each leg of its route. The mouse pointer wíH
change from the routing targeting box to an arrow and six boxes.
Choose the leg of the route you Want to configure by clícking on
either the planet ítself ín the Galaxy Display (A), or on the name
of the planet in the Routing List (E), and a picture of your ship's
interior layout will appear,

1. Bank
Selectíng this menu option brings up the Banking Panel. The left
column un the banking panel shows your companys accounts,
vxhiie the right column tracks any loans you may have taken out.

í/our Accounts
éxll the income your company makes is automatically deposited
ivito your companyís checking account, Which earns no interest. If
3011 wish, you can shift funds into a savings account Where they-
Vill earn interest, but those funds are then not available for your
company to use unless you transfer them back into checkmg, The
túurth slot in the accounts column shows you the yearly
interest you will earn on your savings. This number may

The ship's cargo hold is shown as a number ofgrayboxes With pictures
of the cargo on the outside. To remove a cargo box, click onit. To
plaoe a neW cargo box, select the cargo from the row of cargo icons just
beneath the shíp, then click (m the ship in the place Where you
want the box to go. Some kinds of cargo take up more room than

others, The yellow bar shows you what kind of cargo is
currently selected. Above the shíp layout is a box that tells
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is orange, the ship will stop at that planet and wait until the
planet has produced enough cargo to fill the ship. (This only
applies to those cargos produced by the planet; if the ship has
room for ore, but the planet does not produce ore, the ship will not
wait around for ore to magically show up.) Once the ship is full, it
will move on to the next planet in the route. This will tend to
make the ship take more time to complete its route, but it will
keep the ship from traveling with empty cargo compartments. To
set the Wait Until Full Flag, click on the box. Click a second time
to turn this option off.

F. Accept Route: When you have finished creating the route
for your ship, click on this button to save the route and return to
the Main Screen.

ou the base profitability of the currently selected type of cargo,

before any other modifiers are applied.

Underneath the cargo selection rows are two more rows of cargo

icons. These rows show you the cargo supplies and demands for

the planet your ship is departing from and the one to which it is

going. To change the planets to a different leg of the route, click on

the up and down arrows just to the right of the supply/demand

bars.
A diagram of the Cargo Configuration Screen is available on page

85.

I. Exit: Click here to return to the Main Screen without saving

the current route.

G. Clear Route: Click this button to remove all planets from
the Route List (E) and start over. The Action Menu

The Action Menu on the Menu Bar allows you to control a number
of business activities not available from the main game screens.

H. Configure Cargo: Click on this button to configure your
ship’s cargo for each leg of its route. The mouse pointer will
change from the routing targeting box to an arrow and six boxes.
Choose the leg of the route you want to configure by clicking
either the planet itself in the Galaxy Display (A), or on the
of the planet in the Routing List (E), and a picture of your ship’s
interior layout will appear.

1. Bank
Selecting this menu option brings up the Banking Panel. The left

column on the banking panel shows your company’s accounts,

while the right column tracks any loans you may have taken out.

Your Accounts
All the income your company makes is automatically deposited

into your company’s checking account, which earns no interest. If
you wish, you can shift funds into a savings account where they

will earn interest, but those funds are then not available for your

company to use unless you transfer them back into checking. The

fourth slot in the accounts column shows you the yearly

interest you will earn on your savings. This number may

on
name

The ship’s cargo hold is shown as a number of grayboxes with pictures
of the cargo on the outside. To remove a cargo box, click on it. To
place a new cargo box, select the cargo from the row of cargo icons just
beneath the ship, then click on the ship in the place where you
want the box to go. Some kinds of cargo take up more room than

others. The yellow bar shows you what kind of cargo is

Cn currently selected. Above the ship layout is a box that tells
3L 53
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thaugh; ifyou run your cash supplies down to zen) and haVe to be
bailed out three times, the bank will declare you bankrupt, no
matter how many assets your company hasl If you have used up
vnur eredi: linegwith the bank and you run out of cash, you are not
Éligible for an autoloan, and you will automatically ga bankrupt.

change periodically; the amount your savings earn will change
accordingly

You can move money from one account to another by clicking on
one of the two picture buttons at the bottom right of the panel,
The icon of the money going into the safe allows you to transfer
money Írom checking to savings, while the icon of money going
into a checkbook allows you to transfer money from savings to
checking. When you click either panel, a number box and scrolling
arrows appears. You can either click in the number box and type
the transfer amount in directly, ur you can click on the arrows to
change the amount, If you click and hold on the arrows, the
amount in the boX will scroll up or down. When you've chosen the
right amount, click on OK to return to the Banking Screen.

You can request a loan at any time by clicking on the Request
_

button at the bottom of the right column. A panel will appear with
txvo number boxes. The top box sets the amount of the loan you
vxant to request, and the lower box sets the number of years you
want to take to pay the loan back. As usual, you can either click
and type ín the numbers directly, or use the scroll arrows, When
yaifve set the numbers, click on OK to return to the Banking
Screen.

The longest period over which a bank will extend a loan is 20
x ears, and the bank will extend you a line of credit equal to no
more than halfthe current valuation of your company. Your
C/JmPaHyLg valuation is based on its total value (cash plus assets),
or on the amount of revenue it brought in last year, Whichever is
higher. You cannot request a loan of less than a thousand credits.

Loans
If your business runs into a cash flow problem, or if you Want to
invest ín a costly expansion, you may Want to take out a loan from
the bank. The bank will, of course, expect a rather high amount of
interest for the use of their money. The current interest rate is
shown in the second slot in the right column. The third slot shows
the quarterly payment the bank will eXpect your company to mak
on the loan. This amount will automatically be deducted from you
checking account every three mnnths. Unlike the interest on your
savings, the interest you pay on your loan is locked in at the level
it was when you took out the loan, so it's to your advantage to
wait untíl the interest levels are low.

lf you take out a new loan before an old one is paid off, the two
luans are consolidated at the interest rate and terms of the new
loan.

When you are done Dn the Banking Screen, click on the Exit
button in the center of the screen at the bottom to return to the

If your companys available cash drops to zero, and you hava not "min Screen
used up all your availahle credit, the bank will automatically
eXtend you an Autoloan to help you keep running. (If you have a

savings accuunt, the bank will try to take the needed
money from your savings before it issues you a loan.) You
can only take advantage of this safety net three times,

2. Stock Market
Evelect this option to bring up the Stock Market Screen,
lyVhile you can run yonr company successfully Without ever
using the Stock Market, this screen gives you access to '
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change periodically; the amount your savings earn will change
accordingly.

though; if you run your cash supplies down to zero and have to be

bailed out three times, the bank will declare you bankrupt, no

matter how many assets your company has! If you have used up

your credit line*with the bank and you run out of cash, you are not

eligible for an autoloan, and you will automatically go bankrupt.

You can request a loan at any time by clicking on the Request

button at the bottom of the right column. A panel will appear with

two number boxes. The top box sets the amount of the loan you

want to request, and the lower box sets the number of years you

want to take to pay the loan back. As usual, you can either click

and type in the numbers directly, or use the scroll arrows. When

you’ve set the numbers, click on OK to return to the Banking

Screen.

You can move money from one account to another by clicking on
one of the two picture buttons at the bottom right of the panel.
The icon of the money going into the safe allows you to transfer
money from checking to savings, while the icon of money going
into a checkbook allows you to transfer money from savings to
checking. When you click either panel, a number box and scrolling!
arrows appears. You can either click in the number box and type
the transfer amount in directly, or you can click on the arrows to
change the amount. If you click and hold on the arrows, the
amount in the box will scroll up or down. When you’ve chosen the|
right amount, click on OK to return to the Banking Screen.

The longest period over which a bank will extend a loan is 20

years, and the bank will extend you a line of credit equal to no
more than half the current valuation of your company. Your

company’s valuation is based on its total value (cash plus assets),

or on the amount of revenue it brought in last year, whichever is

higher. You cannot request a loan of less than a thousand credits.

If you take out a new loan before an old one is paid off, the two
loans are consolidated at the interest rate and terms of the new

loan.

Loans
If your business runs into a cash flow problem, or if you want to
invest in a costly expansion, you may want to take out a loan from
the bank. The bank will, of course, expect a rather high amount of
interest for the use of their money. The current interest rate is
shown in the second slot in the right column. The third slot shows!
the quarterly payment the bank will expect your company to make
on the loan. This amount will automatically be deducted from your
checking account every three months. Unlike the interest on your
savings, the interest you pay on your loan is locked in at the level
it was when you took out the loan, so it’s to your advantage to
wait until the interest levels are low. When you are done on the Banking Screen, click on the Exit

button in the center of the screen at the bottom to return to the

Main Screen.If your company’s available cash drops to zero, and you have not
used up all your available credit, the bank will automatically
extend you an Autoloan to help you keep running. (If you have a

savings account, the bank will try to take the needed
money from your savings before it issues you a loan.) You

|ji| can only take advantage of this safety net three times,

2. Stock Market
Select this option to bring up the Stock Market Screen.
While you can run your company successfully without ever
using the Stock Market, this screen gives you access to 55
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several optíons that can help your company thríve or assíst you ín The ÍhÍTd YÜW ShOWS YÜÚ how much Of Bach Üf the other three
defeatíng your competitíon. The Stock Market also has íts danger companíes ín the game YÜH ÜWD, 35 a Percentage Of the totál
far your company, howeveyj ShÉlYeS. If you want to líquídate another company, you Want to

íncrease thís peírcentage to 51%. The fourth row shows how much
of each companyh stock ís owned by the general publíc and is
Lberefore avaílable far purchase. The three bottom roWs show the
cnmpany Valuatíons, the total number of shares that exíst, and
1he goíng príce per share.

AH fuur companíes ín the game start out privately owned, Wíth
1000 shares of stock heíd entírely ín the ownerís hands, Any
company that Wíshes to can íssue more shares of stock to the
publíc ín exchange for cash, at 85% of the stoclis current share
príce. Once the stocks are ín publíc hands, they can be bought up
by competing Companíeg" Tí) create and sell more shares of stock ín your company, clíck on

the Issue Shares button at the bottom of the screen, then enter ín
Lhe amount of monéy you want to raíse through stock sziles. You
wíll receíve 85% of the current Value of the shares you create ín
cash. The computer wíll calcuíate the number of shares you need
to create to produce the money you Want, and ask you to confírm
the creatíon of those shares. When you do, the shares wíll be
created and added to the publíc pool, whíle the cash wíll be
deposít to your checkíng account.

Any company that manage to purchase 51% of another companyís
stocks has forced that company to Ziquidate

a m shut down íts
operatíons and sell offíts stock. If you succeed ín líquídatíng a
competítor through the stock market, you receíve a cash payment
for your stock holdíngs, and all of that c0mpany's Starports
become open for negotíatíon, Of course, ífa competítor gets 51% a
your companfs stock, your company is done for, so you should be
careful When you decíde to make a stock offeríng.

'Io buy back some of your own shares from the publíc pool, clíck on
tííe Buy Shares button and enter ín the number of shares you
xxant to buy. (Youall pay fuH market príce, of course.) To sel] back
shares you hold ín a competítofs company to the public pool, clíck
m the Sell Shares button, select the stock you Want to seH, and
enter the number you want to get ríd of. When you sell shares of a
competítofs stock, you,1] get fuH market príce for them.

Once created, a share can't be uncreated, and you may only buy
back your shares íf they are owned by the general pubííc. If yourshares have been purchased by a competítor, you can't force hím t
sell; you have to Waít untíl he seHs those shares back to the publíc
befare you can recover them.

The top row on the screen shows the names of the four companíes,
wíth a percentage underneath that shows how much of that
companyh stock ís prívately held, The second row ís a bar Whích
shows how much of your companyís stock ís ín whose hands: a
percentage of the bar líghts up ín the color of each company who
owns part of yours. A íack of coíor shows publíc holdíngs. (So íf
your company ís bíue, and the bar ís 75% blue, 10% g-reen, and

15% uncolored, you know that you oWn three-quarters of
your companyb stock, the green company owns ten
percent, and the remaínder is publícly owvned.)

Ta leave the Stock Market and return to the Main Screen, clíck 011

Dzme.

3. Negotiation Teams
Áegotiatíon Teams are the mechanísm by whích you
aoquíre new Starports. You start the game with one
Negotíatíon Team. Each team may only handle one
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The third row shows you how much of each of the other three
companies in the game you own, as a percentage of the total

shares. If you want to liquidate another company, you want to

increase this percentage to 51%. The fourth row shows how much

of each company’s stock is owned by the general public and is

therefore available for purchase. The three bottom rows show the
company Valuations, the total number of shares that exist, and

the going price per share.

several options that can help your company thrive or assist you in
defeating your competition. The Stock Market also has its dangers
for your company, however.

All four companies in the game start out privately owned, with
1000 shares of stock held entirely in the owner’s hands. Any
company that wishes to can issue more shares of stock to the
public in exchange for cash, at 85% of the stock’s current share
price. Once the stocks are in public hands, they can be bought up
by competing companies. ! T0 create and sell more shares of stock in your company, click on

A „ , the Issue Shares button at the bottom of the screen, then enter in
Any company that manage to purchase 51% of another company’s amount of moni, want raise th h stock 6ales. You
stocks has forced that company fa .liquidate-to shut down its wjn receive g6% of the cmTent value of the shares create in
operations and sell off its stock. If you succeed in liquidating a cash The uter will calcuiate the number of shares you need
competitor through the stock market you receive a cash payment create to duce the want> and ask you t0 confirm
for your stock holdings, and all of that companys Starports

the creation 0f those shares. When you do, the shares will be
become open for negotiation. Of course, if a competitor gets 51% ol created and added t0 the b!ic t while the cash will be
your companys stock your company is done for, so you should be d it t0 checking account.
careful when you decide to make a stock offering.

Once created, a share can’t be uncreated, and you may only buy
back your shares if they are owned by the general public. If your
shares have been purchased by a competitor, you can’t force him to
sell; you have to wait until he sells those shares back to the public
before you can recover them.

To buy back some of your own shares from the public pool, click on
the Buy Shares button and enter in the number of shares you
want to buy. (You’ll pay full market price, of course.) To sell back
shares you hold in a competitor’s company to the public pool, click
on the Sell Shares button, select the stock you want to sell, and
enter the number you want to get rid of. When you sell shares of a
competitor’s stock, you’ll get full market price for them.

To leave the Stock Market and return to the Main Screen, click on
Bone.

The top row on the screen shows the names of the four companies,
with a percentage underneath that shows how much of that
company’s stock is privately held. The second row is a bar which
shows how much of your company’s stock is in whose hands: a
percentage of the bar lights up in the color of each company who
owns part of yours. A lack of color shows public holdings. (So if
your company is blue, and the bar is 75% blue, 10% green, and

15% uncolored, you know that you own three-quarters of
\ your company’s stock, the green company owns ten

Ijjg percent, and the remainder is publicly owned.)

3. Negotiation Teams
Negotiation Teams are the mechanism by which you

acquire new Starports. You start the game with one

Negotiation Team. Each team may only handle one 57
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negotíatíon at a time; therefore, if your single team is tied up for
two years hagglíng over the rights to a síngle Starport, you Won't
be able to place bids on any other Starports until the first híd is
settled.

Usíng this menu option, you can híre more negotiation teams, Íire
teams you have on staff, and get information on your current
teams and their assignments. Each team costs 50,000 credits to
híre, and has a maintenance sast of 300 credits per quarter, (Your
first team also requires maintenance, though you donit have to
purchase ít, If you fire this team, however, you will have to pay to
get ít back!) You may not have more than three teams on staff at
any one time.

4. Sell
When you seiect this menu optíon, you are given the choice of
selling either your current ship or your current starpart. A panel
appears, telling you What you can get for that ship or starport and
asking you if you Want to accept the offer. If you click OK, that
ship or starport WiH be removed from your list and the cash adde
to your checking account. If you change your mind about the sale,
click Cancel to return to the Main Screen.

5. Operations
The Operations menu option allnws you to adjust two very
important aspects of your business: the amount you charge for
your services, and the amount you spend on maintaining your
ships and starports.

Pricing
This panel controls h0W low or high your prices are

compared to the industry average. You don't have to set specific
prices 7 instead, you simply decide íf you Want to charge more m"

less than the dgoing rate." Pricing is set nn a scale of zero to one
hundred, with fifty being equal to the market average. Setting
mur pricing scale at Íifty means your príces are neither better norivorse than typical. If you reduce your pricíng below fifty, it means
your prices are low compared to the rest of the industry. Yuu'll get
less income per unit of cargo shipped, but you Will tend to attract
more customers thanks to your reasonable fares. If you raise your
pricing aver fifty, you are chargíng more than is typical for the
industry; you'll earn mora per unit of cargo shipped, but may lose
cvstomers because of your high tícket costs.

Maintenance
This panel controls how much money you spend each year on
routine maintenance for youir ships and Starports. The number at
the top of the panel shows you the maximum you sem spend on
maintenance, While the number at the bottom shows hOW much

wu are actuaHy spending.

If you set the number ín the number box tu 100, it means you are
keeping all your shíps and Starports in perfect condition,
performing all routine checks, repairs, and cleaning right on
schedule. If you set the number lower than 100, ít means you are
economízing on some of these expenses. The lower you set your
nűaintenance budget, the faster your shíps and ports Wil] wear out,
ami the greater the chances are that somethíng will break.
However, eVen keepíng your maintenance level at 100% all the
tíme Worft guarantee that breakdowns never happen 7 there will
Büways be accidents, Higher maintenance just means there ,

Vs 111 probably be fewer of them.
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negotiation at a time; therefore, if your single team is tied up for
two years haggling over the rights to a single Starport, you won’t
be able to place bids on any other Starports until the first bid is
settled.

compared to the industry average. You don’t have to set specific

prices — instead, you simply decide if you want to charge more or

less than the “going rate.” Pricing is set on a scale of zero to one
hundred, with fifty being equal to the market average. Setting

your pricing scale at fifty means your prices are neither better nor

worse than typical. If you reduce your pricing below fifty, it means

your prices are low compared to the rest of the industry. You’ll get

less income per unit of cargo shipped, but you will tend to attract

more customers thanks to your reasonable fares. If you raise your

pricing over fifty, ypu are charging more than is typical for the

industry; you’ll earn more per unit of cargo shipped, but may lose

customers because of your high ticket costs.

Using this menu option, you can hire more negotiation teams, fire!
teams you have on staff, and get information on your current
teams and their assignments. Each team costs 50,000 credits to
hire, and has a maintenance cost of 300 credits per quarter. (Your

first team also requires maintenance, though you don’t have to
purchase it. If you fire this team, however, you will have to pay to
get it back!) You may not have more than three teams on staff at
any one time.

Maintenance
This panel controls how much money you spend each year on

routine maintenance for your ships and Starports. The number at
the top of the panel shows you the maximum you can spend on

maintenance, while the number at the bottom shows how much

you are actually spending.

4. Sell
When you select this menu option, you are given the choice of
selling either your current ship or your current starport. A panel
appears, telling you what you can get for that ship or starport and
asking you if you want to accept the offer. If you click OK, that
ship or starport will be removed from your list and the cash added
to your checking account. If you change your mind about the sale,
click Cancel to return to the Main Screen.

If you set the number in the number box to 100, it means you are

keeping all your ships and Starports in perfect condition,

performing all routine checks, repairs, and cleaning right on

schedule. If you set the number lower than 100, it means you are

economizing on some of these expenses. The lower you set your

maintenance budget, the faster your ships and ports will wear out,

and the greater the chances are that something will break.

However, even keeping your maintenance level at 100% all the

time won’t guarantee that breakdowns never happen — there will

always be accidents. Higher maintenance just means there

will probably be fewer of them.

5. Operations
The Operations menu option allows you to adjust two very
important aspects of your business: the amount you charge for
your services, and the amount you spend on maintaining your
ships and starports.

jEgfr Pricing

gg This panel controls how low or high your prices are 59
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'. Híre Pirates: If successíhl, this actíon increases the
chances of the chosen opponenfs ships being attacked by
pirates.

. SabotageShip: If successful, this action destroys any one
of your chosen opponenfs ships (chosen by you).

. Bribe Local: If successful, this action increases your CSI
on one chosen planet you oWn.

6. Advanced
This menu option allows you to access the Custom Ship Builder
screens (81), where you can take more control of the ship design
process tn create the perfect ship far your needs.

Build Custom Ship
Instead of asking you to choose from a prebuilt hull and drive
combination, the custom ship builder lets you specify all the part
of your new ship, See Appendix A for full details.
Modify Shíp
The modify ship option lets you use the Custom Ship Builder to
change to design of a ship you've already purchased, so you can
upgrade its engines, add weapons, and so on. See Appendix A for
fuH detaíls.

Once you have paid out the money for the covert operation, you
must wait two moIiths to learn the outcume.

Engaging ín covert ops can be profitable, but it is always risky.
First, since you're deaiing vwith unsavory types, there's a chance
that the peopie you híre to do your dirty Work Wíll just take your
níoney and run. The good side to this kind of failure is that, aside
fmm losing your money, you suffer no bad effects * since the
operation nevet took place, your opposition isn't going to learn
about it.

7. Covert Ops
If you choose, you can híre people to help out your company by
bending the rules of fair play, (This option is oniy availabie if the
Allow Couert Operations selection is checked under the Options
Menu on the Menu Bar.) You can also híre people to protect
yourself against Tulesbendíng by the competition" Second even if your operatíves hold up their end of the bargain,

they might be stopped by yaur oppnnenfs Security Forves, Who

will turn them over to the authoritíes. In thís case, not only will
you lose the money you paid out for the operation, you wil] also be
Éned by the authorities for your actions. In addition, your actions
are likely to irritate your opposition.

Operation
When you select this option, a panel appears giving you a choice 0
Íive actions you can attempt. The most damaging options are the
most expensive,

1. Slander (One Starport): If successful, this action causesthe CSI of the opposition starport you choose to drop to
"Dislíked." The opponent Who owns that Starport wíH have
one year to recover his lost CSI rating, or lose the Starport,

2. Slander (All Starports): If successful, this action causesVariable drop in CSI far all of the chosen oppunentis
starports.

And finally, even if your covert operation comes off perfectly, your
opposítíon is still going to figure out what happened and who W_8.S

hltimately responsibie. Although youill avoid any official
punishment, you can rest assured that your victim Wonyt quickly
forget What you did. Expect reprisals. m

i

í.
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3. Hire Pirates: If successful, this action increases the

chances of the chosen opponent’s ships being attacked by

pirates.

4. SabotageShip: If successful, this action destroys any one

of your chosen opponent’s ships (chosen by you).

5. Bribe Local: If successful, this action increases your CSI
on one chosen planet you own.

6. Advanced
This menu option allows you to access the Custom Ship Builder
screens {81}, where you can take more control of the ship design
process to create the perfect ship for your needs.

Build Custom Ship
Instead of asking you to choose from a prebuilt hull and drive
combination, the custom ship builder lets you specify all the parts
of your new ship. See Appendix A for full details.

Once you have paid out the money for the covert operation, you

must wait two months to learn the outcome.

Engaging in covert ops can be profitable, but it is always risky.

First, since you’re dealing with unsavory types, there’s a chance

that the people you hire to do your dirty work will just take your

money and run. The good side to this kind of failure is that, aside

from losing your money, you suffer no bad effects — since the

operation never took place, your opposition isn’t going to learn

about it.

Modify Ship
The modify ship option lets you use the Custom Ship Builder to
change to design of a ship you’ve already purchased, so you can
upgrade its engines, add weapons, and so on. See Appendix A for
full details.

7. Covert Ops
If you choose, you can hire people to help out your company by
bending the rules of fair play. (This option is only available if the
Allow Covert Operations selection is checked under the Options
Menu on the Menu Bar.) You can also hire people to protect
yourself against rules-bending by the competition.

Operation
When you select this option, a panel appears giving you a choice c
five actions you can attempt. The most damaging options are the
most expensive.

1. Slander (One Starport): If successful, this action causes
the CSI of the opposition starport you choose to drop to
“Disliked.” The opponent who owns that Starport will have
one year to recover his lost CSI rating, or lose the Starport.

2. Slander (All Starports): If successful, this action causes a
variable drop in CSI for all of the chosen opponent’s
starports.

60
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Second, even if your operatives hold up their end of the bargain,

they might be stopped by your opponent’s Security Forces, who

will turn them over to the authorities. In this case, not only will

I you lose the money you paid out for the operation, you will also be

fined by the authorities for your actions. In addition, your actions

I are likely to irritate your opposition.

And finally, even if your covert operation comes off perfectly, your

opposition is still going to figure out what happened and who was

ultimately responsible. Although you’ll avoid any official
punishment, you can rest assured that your victim won’t quickly

forget what you did. Expect reprisals.
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Security
Even íf you keep your nose completely clean, therejs no guarantee
your opposition will be as faír-minded and ethícal as you are, If
you want to híre some extra protectíon for your company, you can
select this option to beef up your ínternal security to deal With th
threat of unethical actions by your competítion. Although you can
seríously reduce the chances of your opponenfs dirty trícks
succeeding agaínst you, you can never be completely secure 7there Will always be some chance of your opponent damagíng you.

Selectíng this option bríngs up a panel With a number box, askíng
you how much you want to spend on securíty. The more starports
and ships you have, the more money it Wíll take to protect them
properly
Some opponents may strike against you without Warning, While
others Will take action only if provoked badly enough. Whether or
not a competitofs covert operatíon agaínst you is successfnl, youyll
always know Who tried to do what to you.

The Reports Menu
The options on this menu let you call up fuH-screen reports to teH
you hovv vvell your company is doing. You can check on the
performance of indivídual shíps and starports, monitor your
company's cash Ílow, and compare your companyh performance to
that of your font competitors.

1. Current Ship
This report gives you the rundown on the capabilitíes and
performance of your currently selected Ship. On the top half of the
report you can see thís ship's safety rating, speed, range, and aga,

plus all ofits critícal components and íts current cargo
configuratíun. The bottom half of the report shows you the
ship's financial performance on each leg of íts route, If you

ayerft happy with the ship's earning power, you can get ríd of it by
Chcking on the Sell button at the bottom of the screen. To retum m
m3 Main Screen, click on Done,

2, Fleet Status _ _

This report lists some basic ínformatmn for al] of the sbps m your
ileet. It shows the shíp,s name, the technology level of1ts three
main components (drive, weapons, and shields) WSL ÍÍS Speáda

range current status, and its profit per route (the total crezhts
earned by the Ship on its Iast completed tríp.) If you have more
ships than can Íit an one page, you Ican move to other 133535 Of the
raport by clickíng on the Prev (Prevmus) and Next buttons.

Ynu can sell a ship from this screen by clickíng on the row of fíhe

Ship you Want to dump, then clícking on Sell. If you dOuIJ-le-chck

m any Ship, you Will bríng up the individual Current Shlp Reparz?

far that ship. The Ship also becomes current, To return to the mam
sercen, click on Done.

E. Starport Status
This report lists some basíc information for all of the styarports you
own. It shows the starporfs name, whether or not a sh1pyard
Cxísts at that port (40), the supply and demand at that port, your
CSI, the starporfs current status, and total number of ships that
have that starport as part of their route. If you have mora ports
than can Íit on one page, you can move to other pages of the report
by clícking on the Prev (Previous) and Next buttons.

Vou can sell a starport from this screen by clicking on the row of
Íhe port you Want to shut down, then clickíng on Sell. By double-
dicking on any Starpom, you can make that world your
(urrently-selected planet. To return to the main screen,
click on Done.
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Security
Even if you keep your nose completely clean, there’s no guarantee!
your opposition will be as fair-minded and ethical as you are. If I
you want to hire some extra protection for your company, you can
select this option to beef up your internal security to deal with thd
threat of unethical actions by your competition. Although you
seriously reduce the chances of your opponent’s dirty tricks
succeeding against you, you can never be completely secure —
there will always be some chance of your opponent damaging you.

Selecting this option brings up a panel with a number box, asking
you how much you want to spend on security. The more starports
and ships you have, the more money it will take to protect them
properly.
Some opponents may strike against you without warning, while
others will take action only if provoked badly enough. Whether or
not a competitor’s covert operation against you is successful, you’ll
always know who tried to do what to you.

aren’t happy with the ship’s earning power, you can get rid of it by

clicking on the Sell button at the bottom of the screen. To return to

the Main Screen, click on Done.

2. Fleet Status
This report lists some basic information for all of the ships in your

fleet. It shows the ship’s name, the technology level of its three

main components (drive, weapons, and shields) {78}, its speed,

range, current status, and its profit per route (the total credits

earned by the ship on its last completed trip.) If you have more

ships than can fit on one page, you can move to other pages of the

report by clicking on the Prev (Previous) and Next buttons.

You can sell a ship from this screen by clicking on the row of the

ship you want to dump, then clicking on Sell. If you double-click

on any ship, you will bring up the individual Current Ship Report

for that ship. The ship also becomes current. To return to the main

screen, click on Done.

can

The Reports Menu
The options on this menu let you call up full-screen reports to tell
you how well your company is doing. You can check on the
performance of individual ships and starports, monitor your
company’s cash flow, and compare your company’s performance to
that of your four competitors.

1. Current Ship
This report gives you the rundown on the capabilities and
performance of your currently selected ship. On the top half of the
report you can see this ship’s safety rating, speed, range, and age,

plus all of its critical components and its current cargo
configuration. The bottom half of the report shows you the

02 ship’s financial performance on each leg of its route. If you I

3. Starport Status
This report lists some basic information for all of the starports you

own. It shows the starport’s name, whether or not a shipyard

exists at that port {40}, the supply and demand at that port, your

CSI, the starport’s current status, and total number of ships that

have that starport as part of their route. If you have more ports

than can fit on one page, you can move to other pages of the report

by clicking on the Prev (Previous) and Next buttons.

You can sell a starport from this screen by clicking on the row of

the port you want to shut down, then clicking on Sell. By double¬

clicking on any Starport, you can make that world your

currently-selected planet. To return to the main screen,

click on Done.
f%v
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4. Comparison Reports
Thís grsPh lets you Compare your progress to that of your
competition at a glance-Each company is represented by a ship,
snd the height of the ships on the graph shows Where they stand
in relation to each other. To change what is displayed on the
gTaph, click Un one of the buttons underneath the horizontal bar o
the graph,

1. Val: Thís button dísplays the four company Valuations.
Your companyis valuation is hased on its total Value (cash
plus assets), 01" on the amount of revenue it brought in last
year, whichever is higher, The Valuation of your company
represents your companys total Worth, and as such is the
most important indicator of your compang/s current health.
Pricing: Thís button displays how the prices of the four
companies relate to each other.

3. Ships: Thís button displays the size of each companys
shipping flect.

Ports: Thís button displays the numbcr of ports owned by
each company.

5. Routes: This button displays the number ofroutes your
company shíps currently travel.

6. Speed: Thís button displays the average speed ofall the
ships in each companyys fleet.

When you are done Viewing the comparison reports, click on Done
to return to the main screen.

Note: Thís graph also provides an easy Way to identify Which color
goes With which company.

64

5., Profit and Loss Report
Tíiis essential raport gives you complete ínformation about Where
vour company's money is coming from and going to each quarter,
Íhere are three-columns on this raport. The Íirst shows you what
your income and expenses Were during the last quarter, The
second shows your income and expenses for the year to date. The
thírd column shows how well your company did during the
previous year.

The rows across this report break doWn your companyk finances
further. Income is shown at the top, and Expenses underneath.
Any row that is shown in yellow can be clicked on to expand and
break clown the information Íiirther (74). To return an expanded
row to normai size, click on the Minimize button at the bottom of
(ne screen.

The very last roW on the screen shows your Net Income. Naturally,
you want to try to keep this number positive. To exit the Profit
and Loss report, click on Done and you Will return to the Main
Bcreen.

6. Company Evaluation
Thís graph shows you a picture history of ail four companies since
Íhey were founded. The Vertical bar measures the Valuations of
erach company, Whíle the horizontal one shows the number of years
(uvered, Click on Done to return to the Main Screen.

7. Show Year End
Unlike the other options on the Reports menu, this selection
doesn't produce a raport. Instead, if this option is turned on
(Shown by a check mark), the Comparison Reports, Profit and Loss
tepert, and Company Evaluation Will automatically be

displayed at the end of each year.

Space Bucks
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4. Comparison Reports
This graph lets you compare your progress to that of your
competition at a glance. Each company is represented by a ship, I
and the height of the ships on the graph shows where they stand I
in relation to each other. To change what is displayed on the
graph, click on one of the buttons underneath the horizontal bar of]
the graph.

5. Profit and Loss Report
This essential report gives you complete information about where

your company’s money is coming from and going to each quarter.

There are three on this report. The first shows you what

your income and expenses were during the last quarter. The

second shows your income and expenses for the year to date. The

third column shows how well your company did during the

previous year.

The rows across this report break down your company’s finances

further. Income is shown at the top, and Expenses underneath.
Any row that is shown in yellow can be clicked on to expand and

break down the information further {74}. To return an expanded

row to normal size, click on the Minimize button at the bottom of

the screen.

Val: This button displays the four company Valuations.
Your company’s valuation is based on its total value (cash
plus assets), or on the amount of revenue it brought in last
year, whichever is higher. The Valuation of your company
represents your company’s total worth, and as such is the
most important indicator of your company’s current health.

Pricing: This button displays how the prices of the four
companies relate to each other.

Ships: This button displays the size of each company’s
shipping fleet.

Ports: This button displays the number of ports owned by
each company.

Routes: This button displays the number of routes your
company ships currently travel.

Speed: This button displays the average speed of all the
ships in each company’s fleet.

1.

2.

The very last row on the screen shows your Net Income. Naturally,

you want to try to keep this number positive. To exit the Profit

and Loss report, click on Done and you will return to the Main

Screen.

3.

4.

6. Company Evaluation
This graph shows you a picture history of all four companies since

they were founded. The vertical bar measures the Valuations of

each company, while the horizontal one shows the number of years

covered. Click on Done to return to the Main Screen.

5.

6.

When you are done viewing the comparison reports, click on Done
to return to the main screen.

7. Show Year End
Unlike the other options on the Reports menu, this selection

doesn’t produce a report. Instead, if this option is turned on
(shown by a check mark), the Comparison Reports, Profit and Loss
Report, and Company Evaluation will automatically be
displayed at the end of each year.

Note: This graph also provides an easy way to identify which color
goes with which company.

v
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4.

The View Menu
The View menu lets you choose hoW much information to show on
the Main Screenls Galaxy Display Ifa check mark appears neXt t
the menu option, then that information Will be displayed.
Otherwise, it Will be hidden.
1. Routes
You can choose to show the routes for your DWn ships, or for any 0
all of youx competitors, or for none of the companies. Routes are
shown as straight lines in the same color as the company who
owns them.

2. Ships
As vvith routes, you can choose to have your own ships or those of
your competitors be shown on the Galaxy Display. You can also
choose to haVe no ships shown at all. Each model of ship has a
distinctive look, so you can tell What kind of ships your
competítors have. Each ship is also marked with the oolor ofthe
company that awns it.

3. System Info
From this menu option, you can turn off either or both the display
of the planetary names and the display showing the planefs race
and development level.

4. Locate Current Ship
When you select this option, the Galaxy Display Will shift to
center on your currently selected ship. This option does not Work if
the Galaxy Display is set on long range View.

5. Locate Current System
When you select this option, the Galaxy Display Wlll shift
to center on the Currently selected system. This option doe
not Work if the Galaxy Display is set on long range View.

z
6 Go To Planet Surface
sr2lecting this option takes you to the Starport Screen for the
currently selected planet.

7) Highlight Current Ship
Tíis option turns the red circle around your cutrent ship on or off
lf a check mark is showing, the option is on.

Planets, Pebple, and Profits
l*1 order to make money in the interstellar shipping business, you
have to know your markets and your customers.

1. Cargo Types and Requirements
"lhere ars twelve types of cargo you can ship. Four ars raw goods,
riaturally pruduced by planets (though most planets produce only
LWO or three of the four possible goods), TWo are manufactured
goods, which are only produced when the riglit kind of industry
has been built on the planet and the right kind of raw good is
Supplied. Five are specialty goods, manufactured goods that are
produced only by certain races and Which require a supply of one
Cl" more raw goods. The last is taxic waste, produced as a by-
product from metal and chemical industríes. Toxic waste must be
either properly stored or shípped to a place that can use it, If toxic
vaste builds up to an unacceptable level, the locals Will tell you to
get rid of it. If you donlt, your CSI Will drop every year until yol;
Like care of the problem,

The following chart lists the twelve types of cargos in the
game and what is needed to produce them.
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The View Menu
The view menu lets you choose how much information to show on
the Main Screen’s Galaxy Display. If a check mark appears next tq
the menu option, then that information will be displayed.
Otherwise, it will be hidden.

1. Routes
You can choose to show the routes for your own ships, or for any 01

all of your competitors, or for none of the companies. Routes are
shown as straight lines in the same color as the company who
owns them.

6 Go To Planet Surface
Selecting this option takes you to the Starport Screen for the

currently selected planet.

7. Highlight Current Ship
This option turns the red circle around your current ship on or off.

If a check mark is showing, the option is on.

Planets, People, and Profits
In order to make money in the interstellar shipping business, you

have to know your markets and your customers.
2. Ships
As with routes, you can choose to have your own ships or those of
your competitors be shown on the Galaxy Display. You can also
choose to have no ships shown at all. Each model of ship has a
distinctive look, so you can tell what kind of ships your
competitors have. Each ship is also marked with the color of the
company that ownsit.

3. System Info
From this menu option, you can turn off either or both the display
of the planetary names and the display showing the planet’s race
and development level.

4. Locate Current Ship
When you select this option, the Galaxy Display will shift to
center on your currently selected ship. This option does not work i:
the Galaxy Display is set on long range view.

1. Cargo Types and Requirements
There are twelve types of cargo you can ship. Four are raw goods,

naturally produced by planets (though most planets produce only

two or three of the four possible goods). Two are manufactured
goods, which are only produced when the right kind of industry

has been built on the planet and the right kind of raw good is

supplied. Five are specialty goods, manufactured goods that are

produced only by certain races and which require a supply of one

or more raw goods. The last is toxic waste, produced as a by¬

product from metal and chemical industries. Toxic waste must be

either properly stored or shipped to a place that can use it. If toxic

waste builds up to an unacceptable level, the locals will tell you to
get rid of it. If you don’t, your CSI will drop every year until you

take care of the problem.5. Locate Current System
When you select this option, the Galaxy Display will shift
to center on the currently selected system. This option does

CC not work if the Galaxy Display is set on long range view.

The following chart lists the twelve types of cargos in the
game and what is needed to produce them. 67
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Cargo Icon Cargo Cargo Type
Fuel pump Fuel Raw good
Ore cart Ore Raw good
Hamburger Fond Raw gond
People Passengers Raw good
Gold Bars Refmed metal Manufactured good; requires

ore, produces toxic vvaste.
Glass Flasks Chemicals Manufactured good; requires

fuel, produces toxic Waste.
Wine glass Ambrosia Specialty good; requíres Íbod,
Gun Arms Specialty good; requires

chemicals and metal.
Computer High Tech parts Specialty good; requíres fuel an

metal.
Red CYDSS Medical supplies Specialty good; requires

chemicals.
Green Dog Exotíc Anímals Specialty good; requires toxíc

Waste.
Skull TOXÍC Waste Waste product; must be stored o

transported.

2. Planets and Production
The type and amount of cargo that each planet can supply
depends on three factors: the planet type, the planetls developmená
level, and the industries present on the planet,

Planet Types
There are twelve types of planets ín the Space Bucks galaxy. (See
the enclosed Reference Card for pictures of What each type looks
líke.) The planet type determines Whích raw goods the planet has
to supply, and how much of each.

O Tropical planets are Warm and have generally pleasaní
terraín. They are popular resídentíal and farming worlds.

C!

0

Jungle planets are Warm like tropical planets, but are wetter
and have dense Vegetatian over much of the surface, making
them less desirable Worlds to live (m.

Terran planets are Earth-líke, With abundant water and a
1

varied climate ancl territory, They are very popular far '

residences ancl farms, anol also produce some energy.
Ocean planets are covered almost entirely With Water. Theír
small land area makes them less popular Worlcls, but theír
teeming seas produce large quantities of food, and a small
amount of energy from tidal and geohydrothermal sources.
Arctic planets élre covered ín ice and cannot producer their Dwn
food. They haVe small populations, and produce a small
amount of energy.
Tundra planets are símilar to Arctic worlds, but are drier,
Their rocky surface is usually covered With tough gTasses and
moss-like plants.
Volcanic planets are very geologically active, making them
dangerous Worlds to live on. They usually hava generous
deposits of valuable minerals, however,
Rock planets are símílar to Volcaníc planets, but are less
geologícally active. They also tend to have valuable ores which
can be míned,
Arid planets are warm but Very dry. Their surface is usually
covered with desert. Some kínds of food can be grown on arid
Worlds, and a certain amount of energy is produced hy solar
and Wind power,
Barren planets are the same as aríd worlds, but have less
indigenous lífe.
Temperate planets are neither Very hot nor Very Cold, and háve

a Wide Variety of temaín types. They support Inany kínds of
plants and animals, and are popular resídential and
farming worlds. They also producer some useful minerals.

rSpace Bucks
Cargo Icon
Fuel pump
Ore cart
Hamburger
People
Gold Bars

Cargo
Fuel
Ore
Food
Passengers
Refined metal

Jungle planets are warm like tropical planets, but are wetter
and have dense vegetation over much of the surface, making

them less desirable worlds to live on.

Terran planets are Earth-like, with abundant water and a

varied climate and territory. They are very popular for
residences and farms, and also produce some energy.

Ocean planets are covered almost entirely with water. Their

small land area makes them less popular worlds, but their
teeming seas produce large quantities of food, and a small

amount of energy from tidal and geohydrothermal sources.

Arctic planets are covered in ice and cannot produce their own

food. They have small populations, and produce a small
amount of energy.

Tundra planets are similar to Arctic worlds, but are drier.

Their rocky surface is usually covered with tough grasses and

moss-like plants.

Volcanic planets are very geologically active, making them

dangerous worlds to live on. They usually have generous
deposits of valuable minerals, however.

Rock planets are similar to volcanic planets, but are less

geologically active. They also tend to have valuable ores which
can be mined.

Arid planets are warm but very dry. Their surface is usually

covered with desert. Some kinds of food can be grown on arid
worlds, and a certain amount of energy is produced by solar
and wind power.

Barren planets are the same as arid worlds, but have less

indigenous life.
Temperate planets are neither very hot nor very cold, and have

a wide variety of terrain types. They support many kinds of
plants and animals, and are popular residential and
farming worlds. They also produce some useful minerals.

Cargo Type
Raw good
Raw good
Raw good
Raw good
Manufactured good; requires
ore, produces toxic waste.
Manufactured good; requires
fuel, produces toxic waste.
Specialty good; requires food.
Specialty good; requires
chemicals and metal.
Specialty good; requires fuel anc
metal.
Specialty good; requires
chemicals.
Specialty good; requires toxic
waste.
Waste product; must be stored o
transported.

Glass Flasks Chemicals

Wine glass
Gun

Ambrosia
Arms

Computer High Tech parts

Red cross Medical supplies

Green Dog Exotic Animals

Skull Toxic Waste

< )

2. Planets and Production
The type and amount of cargo that each planet can supply
depends on three factors: the planet type, the planet’s development «)

level, and the industries present on the planet.

Planet Types
There are twelve types of planets in the Space Bucks galaxy. (See

the enclosed Reference Card for pictures of what each type looks
like.) The planet type determines which raw goods the planet has
to supply, and how much of each.

•Tropical planets are warm and have generally pleasanl
terrain. They are popular residential and farming worlds.'V
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O Temperate Bipolar planets have a iarge axial tilt that giVes

them very drastic seasonal changes. Because of this, they areless popular than temperate Worlds for living and farming,
though like temperate Worlds they have some valuable
minerals Which can be mined.

Planet Development Level
While planet type determines which raW goods a planet supplies,
the planefs development levei determines how much of each cargo
will be produced. Development level is shown on a scale of one to
siX, The higher the planefs development Ievel, the more it
produces. This applíes to both raw goods and manufactured goods,
so trade between weH-developed worlds is usually the most
profitable, Of course, planets of high development levels alsa
charge more for the use of their lands, too.

A planets development Ievel naturally improves over time. A
planet at a lower development level v/iil improve more rapidly
than one at a higher development leve]. Your company can help a
planet develop faster by running a regular passenger service to
and from that World. The more people transportedto and from a
particular world, the faster that planet Will develop,

The leve] of planetary development tends to increase from the
outside of the galaxy to the inner regions. That is, the "rím worlds"
tend to be more piimitive than the worlds nearer to galactic
center.

Planetary Industríes

T
b/
pvesent, the planet can take one or more raw goods and turn thein ínto
manufactured goods, which are more profitable far you to ship.

Metal and chemical industries also produce toxic Waste, however,
w hích your company WiH either have to build a storage facility far
o" Will have to ship off to sameplace that can use them, Specialty
industries do not produce toxic Waste.

In order to produce manufactured goods, each industry requires at
ieast one raw gond. If the planet produces that raw good itself, the
manufactured good Will be produced automatically If the planet
áoes not produce all the right raw goods, one or more of that good
vill have to be shipped to the planet.

It often takes more than one unit of a raW good to produce a singie
unit of a manufactured good. In general, the higher the
development level of the planet, the more efficiently its factories
operate, the fewer units ofraw goods it wiil take to make a unit of
manufactured goods, and the less toxic Waste is produced,

,f a planet is supplying its own raw goods for its industries, the
amount of that raw good available for export W111 drop. It s even

' possible (especially with planets at low development levels) that a
world whích used to supply a. raw good will start demandiiig it
instead, if it is not producíng enough raw goods to supply its
wndustries.

3. The Five Races
RVhen the game first begins, you choose a race to represent. Each

The presence of an industry built by your company can change the 1

type and amount uf goods a planet will supply and demand. Every
planet can have a melal industry, a chemical industry, and

q

one of Íive specialty industries (see the next section for details
on racíal specialty goods) When one of these industries is

A

Dreference to theiir own race, or to races they are friendly

Uf your competitors also represents one of the five races (one race
s left out.) The race Df each company affects how easy

11: is for
ihat company to get Starports w planets tend to give

Nith, Aside from race considerations, each race has its own
1

i

J

Í
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present, the planet can take one or more raw goods and turn them into

manufactured goods, which are more profitable for you to ship.

Metal and chemical industries also produce toxic waste, however,

which your company will either have to build a storage facility for

or will have to ship off to someplace that can use them. Specialty

industries do not produce toxic waste.

•Temperate Bipolar planets have a large axial tilt that gives
them very drastic seasonal changes. Because of this, they are
less popular than temperate worlds for living and farming,
though like temperate worlds they have some valuable
minerals which can be mined.

Planet Development Level
While planet type determines which raw goods a planet supplies,
the planet’s development level determines how much of each cargo
will be produced. Development level is shown on a scale of one to
six. The higher the planet’s development level, the more it
produces. This applies to both raw goods and manufactured goods,
so trade between well-developed worlds is usually the most
profitable. Of course, planets of high development levels also
charge more for the use of their lands, too.

A planet’s development level naturally improves over time. A
planet at a lower development level will improve more rapidly
than one at a higher development level. Your company can help a
planet develop faster by running a regular passenger service to
and from that world. The more people transported’to and from a
particular world, the faster that planet will develop.

The level of planetary development tends to increase from the
outside of the galaxy to the inner regions. That is, the “rim worlds”
tend to be more primitive than the worlds nearer to galactic
center.

In order to produce manufactured goods, each industry requires at

least one raw good. If the planet produces that raw good itself, the

manufactured good will be produced automatically. If the planet

does not produce all the right raw goods, one or more of that good

will have to be shipped to the planet.

It often takes more than one unit of a raw good to produce a single

unit of a manufactured good. In general, the higher the

development level of the planet, the more efficiently its factories

operate, the fewer units of raw goods it will take to make a unit of

manufactured goods, and the less toxic waste is produced.

If a planet is supplying its own raw goods for its industries, the

amount of that raw good available for export will drop. It’s even

possible (especially with planets at low development levels) that a

world which used to supply a raw good will start demanding it

instead, if it is not producing enough raw goods to supply its

industries.

3. The Five Races
When the game first begins, you choose a race to represent. Each

of your competitors also represents one of the five races (one race

is left out.) The race of each company affects how easy it is for

that company to get Starports — planets tend to give

preference to their own race, or to races they are friendly

with. Aside from race considerations, each race has its own

Planetary Industries
The presence of an industry built by your company can change the
type and amount of goods a planet will supply and demand. Every

planet can have a metal industry, a chemical industry, and
one of five specialty industries (see the next section for details

7Q on racial specialty goods.) When one of these industries is 71
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K
uae Colíkars have managed to establísh strong relatíons hasad on

í

mutual trade Wíth the Humans. However, shortly before the
Madorian Vaníshingv a conflíct broke out between thc Colíkars

11

and the Tesaríans over an obscute poínt of Colíkar theology,
Ifortunately, neíther tho Colíkars nor the Tesaríans forced the
Humans (theír common ally) to choose sídes ín the díspute. The
Colíkars also have a cordíal dístaste for the Krec N'had. The
Cnlíkars produce Ambrosía. A cautíous and rather superstítious
race, they prefer to do busíness wíth companíes that put safety
iírst.

standards for performance whích help determíne how favorably
planets settled by that race wíH look upon your companyk bíds,
And each raoe also produoes a díferent ldnd of Specialty Good.

The Humans are the newest addítíon to galactíc cívílízatíon, The
have a long-standíng fend wíth the Secaníí race that regularly
Hares up ínto outríght War. They are good fríends Wíth the
Tesaríans, who íntroduced them to galactíc cívílízatíon, and also
Wíth the Colíkars, Wíth Whom they have strong tradíng tíes.
Humans produce Medícal Supplíes. As the least-developed galactí
race, they are very cost-conscíous when choosíng Who to do
busíness Wíth. The Tesarians areíthe galaxyís foremost explorers and traders,

Tesaríans WíH go anywhere and trade wíth anyone, The fírst
extraterrestríal race to make contact wíth the Humans, they
remaín fast allíes wíth the younger race, toward whom they have
a rather paternal attítude, Formerly known for gettíng along wíth

The Secanii are the neXt-youngest galactíc race after the humans,
and are prímaríly a Warríor society. They respect mílítary strength
and líttíe else, The arríval of the Humans ín galactíc socíety
annoyed the Secaníí, Who saw them as competítors for scarce
undeveloped Worlds; the tensíon soon erupted ínto War Whích has ,

everyone except the Secaníí, the Tesaríans recently found
íemselves embroíled ín a heated díspute Wíth the Colíkar far

complícated reasons neither race seems to be able to easíly oxplaín
m the other races. The Tesaríans produce Exotíc Anímals. As
mcrchants, they are fírst and foremost concerned Wíth príce When
íí, comes to duíng busíness,

nevet really been resolved. The Secaníí also don't get along WeH
Wíth the Tesaríans, the sponsors of humanítfs entrance ínto í

ínterstellar cívílízatíon, The one race that the Secaníí have í

ísucceeded ín makíng an allíance wíth are the Krec Níhad, for '

reasons known only to the Krec. Secaníí produce excellent
Weapons. Sínce they respect strength, whích they víew ín terms of
terrítory controlled, the Secaníí Wíll prefer to do busíness Wíth
whomever controls the largest area of space.

The Colíkars arra an ameba-líke race who use a kínd of
magnetísm-based telekínesís to manípulate theír envíronment,
Not Inuch ís known about the Colíkars, Who evolved along Very
dífferent línes from the other races of the galaxy. They have more
ín common vvíth the Vaníshed Madoríans than any of the

remaíníng four races, and are the oldest cívílízatíon among
the races stíH around, Despíte theír bízarre appearance,

The Krec N'had are known for theír reluctance to get ínvolved
v íth other races ín any seríous way. Throughout theír hístory they
have tended to remaín apart from the maínstream of galactíc
socíety, askíng only that they be left aíone ín exchange, Für the
níost part, other races have been wíllíng to go along Wíth that. The
Krec Níhad are the aldest of the so-called "humanoíd" type ofraces
Vhípedal heíngs Wíth ínternal skeíetons) ín the galaxy. They donít
get along all that Well wíth the Colíkars for reasons that are lost
ín hístory, but the two races have nevet actually fought one
another. Probahíy to forestaíl Secaníí aggression (whích
vxould be dísruptíve, íf not actually dangerous), the Krec 73
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the Colikars have managed to establish strong relations based on

mutual trade with the Humans. However, shortly before the

Madorian Vanishing, a conflict broke out between the Colikars

and the Tesarians over an obscure point of Colikar theology.
Fortunately, neither the Colikars nor the Tesarians forced the

Humans (their common ally) to choose sides in the dispute. The

Colikars also have a cordial distaste for the Krec N’had. The

Colikars produce Ambrosia. A cautious and rather superstitious

race, they prefer to do business with companies that put safety

first.

standards for performance which help determine how favorably
planets settled by that race will look upon your company’s bids.
And each race also produces a different kind of Specially Good.

The Humans are the newest addition to galactic civilization. TheJ
have a long-standing feud with the Secanii race that regularly
flares up into outright war. They are good friends with the
Tesarians, who introduced them to galactic civilization, and also
with the Colikars, with whom they have strong trading ties.
Humans produce Medical Supplies. As the least-developed galactic!
race, they are very cost-conscious when choosing who to do
business with. The Tesarians are the galaxy’s foremost explorers and traders.

Tesarians will go anywhere and trade with anyone. The first
extraterrestrial race to make contact with the Humans, they

remain fast allies with the younger race, toward whom they have
a rather paternal attitude. Formerly known for getting along with
everyone except the Secanii, the Tesarians recently found
themselves embroiled in a heated dispute with the Colikar for
complicated reasons neither race seems to be able to easily explain
to the other races. The Tesarians produce Exotic Animals. As
merchants, they are first and foremost concerned with price when
it comes to doing business.

The Secanii are the next-youngest galactic race after the humans]
and are primarily a warrior society. They respect military strength]
and little else. The arrival of the Humans in galactic society
annoyed the Secanii, who saw them as competitors for scarce
undeveloped worlds; the tension soon erupted into war which has
never really been resolved. The Secanii also don’t get along well
with the Tesarians, the sponsors of humanity’s entrance into
interstellar civilization. The one race that the Secanii have
succeeded in making an alliance with are the Krec N’had, for
reasons known only to the Krec. Secanii produce excellent
Weapons. Since they respect strength, which they view in terms of
territory controlled, the Secanii will prefer to do business with
whomever controls the largest area of space.

] The Krec N’had are known for their reluctance to get involved
I with other races in any serious way. Throughout their history they

flhave tended to remain apart from the mainstream of galactic
society, asking only that they be left alone in exchange. For the

I most part, other races have been willing to go along with that. The
I Krec N’had are the oldest of the so-called “humanoid” type of races

(bipedal beings with internal skeletons) in the galaxy. They don’t
get along all that well with the Colikars for reasons that are lost
in history, but the two races have never actually fought one
another. Probably to forestall Secanii aggression (which

would be disruptive, if not actually dangerous), the Krec

The Colikars are an ameba-like race who use a kind of
magnetism-based telekinesis to manipulate their environment.
Not much is known about the Colikars, who evolved along very
different lines from the other races of the galaxy. They have more
in common with the vanished Madorians than any of the

. - . remaining four races, and are the oldest civilization among
the races still around. Despite their bizarre appearance, 73
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N*had have established a pnlitical and trade allíance With that
Warlike race, Whích appears to be holding against all odds. The
Krec produce Hígh-Tech Components, Since they value quiet and
order above all else, the Krec N'had prefer to do busíness Wíth
companies that can assure them of safe and uninterrupted
transport,

4. Specialty Goods
Most of the time, the race of a planet doesn't affect its abilíty to
produce goods, The one major exception to this rule is for the
Specialty Goods, Specialty goods are produced by only one race,
and are demanded by only one race. Although they are very
profitable tn Ship, they are costly to produce, and you may haVe to
go a Iong way ín search ofa market. Furthermore, no planet can
produce Specialty Goods until it has reached a Develapment Leuel
offour,

Ambrosia is produced by the Colikars and desíted by the
Humans.

Arms are produced by the Secaníí and desired by the Krec Nyhad.
Hi-Tech Components are produced by the Krec N7had and

desired by the Colikars.
Medical Supplíes are produced by the Humans and desired by

the Tesaríans.
Exotíc Animals are produced by the Tesarians and desired by

the Secaníí.

5. Turning a Profit
In nrder to make money ín ínterstellar shíppíng, you need to
balance a lot of dífferent concerns. You Want to keep income high
and costs low, but you hava to be careful how you go about ít %

cut the Wrong corners, and you could bring about your 0Wn
downfall Wíth poor decision-making.

T
z
Generating Money
Yuur Company has fwe sources of íncome:
0 Ship Revenue: Your major source of money. The amount of

cash your ships bring ín depends on a large number of factors,
not all of Which are under your control. (See below.)
Sale of Assets: You can generate cash by selling off ships and
starports. This optíon may reduce your companyís Valuatíon,
however, since Valuation is based on both cash and assets.
Bank Loans: You can take out a loan from the bank to get
Innre cash. But yotfll have to pay it back, plus substantial
interest, '
Interest Earned: If you put money ínto a savings account, you
can gaín some cash through earning interest.
Sale of Stock: You can generate cash quíckly by sellíng stock

ín your company on the Stock Market (55). This method of
gettíng cash carríes some risks, however.

The amnunt of money made by each of your ships depends on fwe
factors:
t) Cargo Base Profit: Some cargos are more proütable than

others per unit shipped, In order fmm least to most profitable,
they are: ore, fuel, food, passengers, metal, chemicals, toXic
waste, ambrosia, exotíc animals, medical supplies, high tech
parts, and Weapons,
Distance Carried: The further a cargo travels, the mora

money the destínatíon planet Will pay for it.
Fuel Cost: The further a Ship goes, the more money it must

Spend far fuel. The efüciency 01" the shíp's engíne Will also affect
how much fuel ít uses. Fuel costs go up and down on their own
over time.
Pricing: You can choose to charge more or less than the goíng

rate far your servíces by setting the Pricíng option from
the Operations selection of the Actinn menu (53). If you
charge too much, hovvever, you'11 lose busíness,
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Generating Money
Your company has five sources of income:

•Ship Revenue: Your major source of money. The amount of
cash your ships bring in depends on a large number of factors,
not all of which are under your control. (See below.)

•Sale of Assets: You can generate cash by selling off ships and
starports. This option may reduce your company’s Valuation,
however, since Valuation is based on both cash and assets.

•Bank Loans: You can take out a loan from the bank to get
more cash. But you’ll have to pay it back, plus substantial
interest.

# Interest Earned: If you put money into a savings account, you

can gain some cash through earning interest.
Sale of Stock: You can generate cash quickly by selling stock

in your company on the Stock Market {55}. This method of
getting cash carries some risks, however.

N’had have established a political and trade alliance with that
warlike race, which appears to be holding against all odds. The
Krec produce High-Tech Components. Since they value quiet and j
order above all else, the Krec N’had prefer to do business with
companies that can assure them of safe and uninterrupted
transport.

4. Specialty Goods
Most of the time, the race of a planet doesn’t affect its ability to
produce goods. The one major exception to this rule is for the
Specialty Goods. Specialty goods are produced by only one race,
and are demanded by only one race. Although they are very
profitable to ship, they are costly to produce, and you may have to!
go a long way in search of a market. Furthermore, no planet can i

produce Specialty Goods until it has reached a Development Level '

of four.

Ambrosia is produced by the Colikars and desired by the
Humans.

Arms are produced by the Secanii and desired by the Krec N’had.

Hi-Tech Components are produced by the Krec N’had and
desired by the Colikars.

Medical Supplies are produced by the Humans and desired by
the Tesarians.

Exotic Animals are produced by the Tesarians and desired by
the Secanii.

t

The amount of money made by each of your ships depends on five
factors:

Cargo Base Profit: Some cargos are more profitable than
others per unit shipped. In order from least to most profitable,
they are: ore, fuel, food, passengers, metal, chemicals, toxic
waste, ambrosia, exotic animals, medical supplies, high tech
parts, and weapons.
Distance Carried: The further a cargo travels, the more

money the destination planet will pay for it.
Fuel Cost: The further a ship goes, the more money it must

spend for fuel. The efficiency of the ship’s engine will also affect
how much fuel it uses. Fuel costs go up and down on their own
over time.
Pricing: You can choose to charge more or less than the going

rate for your services by setting the Pricing option from
the Operations selection of the Action menu {53}. If you
charge too much, however, you’ll lose business.

«)

5. Turning a Profit
In order to make money in interstellar shipping, you need to
balance a lot of different concerns. You want to keep income high
and costs low, but you have to be careful how you go about it —

cut the wrong corners, and you could bring about your own
downfall with poor decision-making.
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O Landíng Fees: Larger ships must pay mora ín landing fess.
You must keep a close eye on your cash supply as time goes on.
Even if you have a company With míllions ín assets, if you run out
of cash three times the bank Wíll declare you bankrupt. Be
especially careful if youlve already taken out heavy loans from the
bank; if youlve reached your loan limit, you only need to run out 0%

cash once to go bankrupt! lf you notice your cash gettíng low, you
should think about selling some assets, selling some competitor
stock if you own any, or íssuing some stock of your own ín order to
keep the bank at bay.

Contralling Costs
Your company spends money on three main things:
O Cost of Sales: These are expenses that your company has to

meet ín order to move cargo. They ínclude the cost of fuel and
landíng fees for your ships,
Construction Costs: These are expenses you incur svhen you

repair or ímprove your facilities. They ínclude: building and
modifying ships; building and upgrading starports; buying
stock; and random events that cost you money.
Overhead: These are expenses you have to pay ín order to

contínue doing business. They inclnde: rent on starports;
maintenance of shíps and starports; salaries for your
negotiation teams; loan interest payments; and payments for
íntemal securíty and covert operations.

You tan control how much your company spends on some, but not
all, of these expenses. In some cases, spending more ín one area
will produce savings in other areas; these decisions have to be
made carefully.

For example: You can*t control the cost of fuel for your ships, but
you can reduce landing fees by using smaller shíps.
However, smaller ships canlt haul as much cargo, so on a

/b-isy route you may lese proííts this Way. You aren't Íbrced to
spend any money on construction, but if you faíl to upgrade your
slxips or ímprove your starports your competitors will quickly
make you obsoleje. You can avoíd the stock market, but if you
invest ín your competitofs stock you may be able to eliminate one
or more of them completely by buying them out.

You can do a fair amount to control the amount of overhead your
company pays. One of your biggest overhead costs is always the
ront you pay on your Starports. By choosíng planets Wisely
(líeeping racial dislikes ín mind), and keeping your company's
rcputation stmng you can be sure of getting gond rates from the
lncals.

Cnce yoLfve buílt a Starport, you have to be careful to keep your
qualíty of service hígh enough to keep the locals from becoming
dissatisűed A not only Wíll they raise rents on you if you Inake
them unhappy, but if they kick you off the planet you'll have to go
Lhrough the Whole negotiation process again, spending more
money (and possibly losing the Starport to a competitorl) The most
inportant thing you can do to keep your customers happy is to
make sure you fulfill the promises you made when you built the
Btarport, and to keep your prices reasonable.

Ships
ln order for your business to prosper, youill need to build up your
Íleet of ships. At the start, the technology of ship-building is
rather prímitíve, hut as time goes on new technologíes wíll becume
avaílable.

ÜHBI

Each ship has four components you need to consider when you
ihink about purchasíng a new Vessel DY" upgradíng an older

Space Bucks -
•Landing Fees: Larger ships must pay more in landing fees.|
You must keep a close eye on your cash supply as time goes on.
Even if you have a company with millions in assets, if you run out!
of cash three times the bank will declare you bankrupt. Be
especially careful if you’ve already taken out heavy loans from the!
bank; if you’ve reached your loan limit, you only need to run out ofi
cash once to go bankrupt! If you notice your cash getting low, you I
should think about selling some assets, selling some competitor
stock if you own any, or issuing some stock of your own in order to*
keep the bank at bay.

busy route you may lose profits this way. You aren’t forced to
spend any money on construction, but if you fail to upgrade your
ships or improve your starports your competitors will quickly

make you obsolete. You can avoid the stock market, but if you

invest in your competitor’s stock you may be able to eliminate one
or more of them completely by buying them out.

You can do a fair amount to control the amount of overhead your
company pays. One of your biggest overhead costs is always the
rent you pay on your Starports. By choosing planets wisely
(keeping racial dislikes in mind), and keeping your company’s
reputation strong you can be sure of getting good rates from the
locals.

Controlling Costs
Your company spends money on three main things:

•Cost of Sales: These are expenses that your company has to 1
meet in order to move cargo. They include the cost of fuel and
landing fees for your ships.

•Construction Costs: These are expenses you incur when you
repair or improve your facilities. They include: building and
modifying ships; building and upgrading starports; buying
stock; and random events that cost you money.

•Overhead: These are expenses you have to pay in order to
continue doing business. They include: rent on starports;
maintenance of ships and starports; salaries for your
negotiation teams; loan interest payments; and payments for
internal security and covert operations.

You can control how much your company spends on some, but not
all, of these expenses. In some cases, spending more in one area
will produce savings in other areas; these decisions have to be
made carefully.

For example: You can’t control the cost of fuel for your ships, but
you can reduce landing fees by using smaller ships.

yg However, smaller ships can’t haul as much cargo,

w

Once you’ve built a Starport, you have to be careful to keep your
quality of service high enough to keep the locals from becoming
dissatisfied — not only will they raise rents on you if you make
them unhappy, but if they kick you off the planet you’ll have to go
through the whole negotiation process again, spending more
money (and possibly losing the Starport to a competitor!) The most
important thing you can do to keep your customers happy is to
make sure you fulfill the promises you made when you built the
Starport, and to keep your prices reasonable.

Ships
In order for your business to prosper, you’ll need to build up your

fleet of ships. At the start, the technology of ship-building is
rather primitive, but as time goes on new technologies will become
available.
Each ship has four components you need to consider when you
think about purchasing a new vessel or upgrading an older
one:so on a 77
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O Hull: There are siX types of huHs available. Larger hulls allová

the ship to carry more cargo, but also make the ship slower
and increase the cost of Ianding fees.

Engine: As engine technology ímproves, the range, speed and
safety of your shíp Wíll increase, Fuel efficiency Will not
necessarily increase

- some mora advanced engines are fuel
hogs.
Weapons: Weapons are not essential to your ship, but they

give it a better chance to defend itself agaínst pirates, The
more advanced your Weapon systems, the better able to fend 06
attackers your shíp Will be. Adding Weapons to your ships
increases their safety value.

Shíelds: As With weapons, shields are not essential, but they
improve its Combat abilitíes m help keep thieves away, The
more advanced your shields, the safer your ship is. )

Í

In general, the more advanced the component, the more expensive
it Will be.

If you use the Ship Builder (45) to buy neW ships far your fíeet,
you wiH choose a huH/engine combination from an availahle model
Iist, then add Weapons and shields if you want (and if they are
avaiiable.) Adjustments of the cargo hold ara then done using the
Cunfígure Cargo button on the Routing Screen (48). Ifyou use the
Custom Ship Builder (81), which you can access by choosing the
Advanced option from the Action menu and selectingBuild

T

Custom Ship, you can míx and Inatch hulls and engines, add
weapons and shields, and reconfigure your cargo hold all from the

*

same place. By selectíng the Modify Ship choice from the
Aduanced menu option, you can modify the currently selected shipi

after yodve bought ít, which is not possible frum the
1

simpler Ship Builder. f

l

When you buiid a neW ship, you have to sperkzify Which planet it is
tc be built at, You can only have the ship built at a planet where
VULÍVG constructed a Shipyard Facility (40). Your first Starport
comes equipped Wíth a Shípyard.

Combat
SJmetimes your ships Wíl] come under attack, either by space
pirates looking for loot, or perhaps, if your ship wanders into a
var zone (80), by a military Vessel. When this happens, your
captain Will immedíately contact you for orders, You have four
ontions:

f) Fíght: If your ship is much more Combat worthy than íts
opponent, you may choose to try to get him before he gets you.
If you succeed, the pirate is destroyed and your safety rating
improves. If you fail, your ship is destroyed with 8.11 cargo and
your safety rating goes down.
Flee: You can try to outrun the attacker. If you succeed, you

get aWay with no effect on your safety rating, If you fail, your
ship is destroyed wíth all cargo and your safety rating goes
down.
Payoff: You can offer the attacker a cash payment to go aWay

and leave your ship ín peace. Thís has no effect on your safety
rating.
Surrender: You can hand over your cargo and passengers to

the attacker. The pirates will take your ship's cargo, Weapons,
and shíelds, and your safety rating Will suffer, but you Will be
ahle to recover the ship itself,

(D

(I

As time goes on and starshíp technology improves, the pirates
ívill, of course, take advantage of the advances. Therefore, it's wise
10 update your shíps" defensive capabihties Whenever you

/

van afford to do so.
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When you build a new ship, you have to specify which planet it is

to be built at. You can only have the ship built at a planet where

you’ve constructed a Shipyard Facility {40}. Your first Starport

comes equipped with a Shipyard.

Hull: There are six types of hulls available. Larger hulls allow
the ship to carry more cargo, but also make the ship slower
and increase the cost of landing fees.

Engine: As engine technology improves, the range, speed and
safety of your ship will increase. Fuel efficiency will not
necessarily increase — some more advanced engines are fuel I
hogs.

Weapons: Weapons are not essential to your ship, but they |

give it a better chance to defend itself against pirates. The
more advanced your weapon systems, the better able to fend off
attackers your ship will be. Adding weapons to your ships
increases their safety value.

Shields: As with weapons, shields are not essential, but they
improve its combat abilities to help keep thieves away. The
more advanced your shields, the safer your ship is.

Combat
Sometimes your ships will come under attack, either by space

pirates looking for loot, or perhaps, if your ship wanders into a

war zone {80}, by a military vessel. When this happens, your

captain will immediately contact you for orders. You have four
options:

$ Fight: If your ship is much more combat worthy than its

opponent, you may choose to try to get him before he gets you.

If you succeed, the pirate is destroyed and your safety rating

improves. If you fail, your ship is destroyed with all cargo and

your safety rating goes down.

•Flee: You can try to outrun the attacker. If you succeed, you

get away with no effect on your safety rating. If you fail, your

ship is destroyed with all cargo and your safety rating goes

down.
® Payoff: You can offer the attacker a cash payment to go away

and leave your ship in peace. This has no effect on your safety

rating.
9 Surrender: You can hand over your cargo and passengers to

the attacker. The pirates will take your ship’s cargo, weapons,

and shields, and your safety rating will suffer, but you will be

able to recover the ship itself.

As time goes on and starship technology improves, the pirates

will, of course, take advantage of the advances. Therefore, it’s wise

to update your ships’ defensive capabilities whenever you

can afford to do so.

In general, the more advanced the component, the more expensive
it will be.

If you use the Ship Builder {45} to buy new ships for your fleet,
you will choose a hull/engine combination from an available model
list, then add weapons and shields if you want (and if they are
available.) Adjustments of the cargo hold are then done using the
Configure Cargo button on the Routing Screen {48}. If you use the
Custom Ship Builder {81}, which you can access by choosing the
Advanced option from the Action menu and selecting Build
Custom Ship, you can mix and match hulls and engines, add
weapons and shields, and reconfigure your cargo hold all from the
same place. By selecting the Modify Ship choice from the
Advanced menu option, you can modify the currently selected ship

after you’ve bought it, which is not possible from the
simpler Ship Builder.
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Random Events f

Even the best-run business will sometimes encounter the
unexpected. Disaster can strike witbout vaarning. When this
happens, someone Will show up to let you know about it and give
you a choice of actions: i

O Go to Planet: Click on this button to go to the planet Where i

the trouble has been reported. '

Repair Starport: If somethíng happens to one of your
i

Starports that needs fixing, you'll be told how mucb it Wíll cost
to repair and offered this buttan. Click on this button to Inake
the repair,
Repair Ship: If one of your ships maifunctions, youill be

alerted and told where the ship is stuck and how much it will
f

cost to fix it, Ciick this button to make the repair, 1

O Abandon Ship: If you decide a damaged ship would be too
costly to repair, click on this button to abandon it as junk,

One special event to be wary of is an outbreak of War involving a
planet on Which you have landing rights, While you can continue
to deliver goods to tbe planet while the war rages, your ships ars
in danger ofbeing Íired un by military if they venture into the Wari
zone, If your ships are not well-equipped to defend themselves,
you may Want to reroute them until after the war is over, The i

waste and destruction ofthe war vvill also cause the development
5

level of the fighting planets to drop one or two Ievels.
l

Your two main sourcos of information ara the IGN News Anchor
and your Personal Assistant. The nevvs anchor WiH appear to
announce neW technological breakthroughs, Wars, scandals, awards,
and other newsworthy events. Your assistant Will appear to tell you

í

of matters that are of ínterest to you personally

-
problems

With your ships and starports, result of successfu] covert
i

operations hy 01' against you, and similar things. i!

l

Part III: Appendices

Appendix A: The Custom Ship Builder
The Custom Ship Builder Screens can be reached by going to the
Action Menu on the Main Screen and selectingAdvanced. These

screens allow you to design a custom Ship (instead of selecting
fiam a model list) and also allow you to modify a ship that has
already been built. To modify a ship, make it the current Ship,

tden enter the Custom Ship Builder and that ship's design Will be
dísplayed.

A. Current Cash: How much money you currently have,

B. Ship Statistics: Information on the speed, range, Cost, etc.
cf the current design.

C. Component Description: Statistics for the currently
selected component.

D. Rename Ship: Click tu rename your ship. Click in the text
boX, then type in the neW name and press Enter or click on OK.

E. Build Ship: Click to save your design and order the ship
built.

F. Exit Builder: Click to cancel the current design and
laave the ship builder.

Space Bucks

Random Events
Even the best-run business will sometimes encounter the
unexpected. Disaster can strike without warning. When this
happens, someone will show up to let you know about it and give
you a choice of actions:

Part III: Appendices

Appendix A: The Custom Ship Builder
Go to Planet: Click on this button to go to the planet where

the trouble has been reported.
Repair Starport: If something happens to one of your

Starports that needs fixing, you’ll be told how much it will cost]
to repair and offered this button. Click on this button to make
the repair.
Repair Ship: If one of your ships malfunctions, you’ll be

alerted and told where the ship is stuck and how much it will
cost to fix it. Click this button to make the repair.
Abandon Ship: If you decide a damaged ship would be too

costly to repair, click on this button to abandon it as junk.

The Custom Ship Builder Screens can be reached by going to the

Action Menu on the Main Screen and selecting Advanced. These

screens allow you to design a custom ship (instead of selecting

from a model list) and also allow you to modify a ship that has

already been built. To modify a ship, make it the current ship,

then enter the Custom Ship Builder and that ship’s design will be

displayed.

A. Current Cash: How much money you currently have.

One special event to be wary of is an outbreak of War involving a
planet on which you have landing rights. While you can continue
to deliver goods to the planet while the war rages, your ships are
in danger of being fired on by military if they venture into the war
zone. If your ships are not well-equipped to defend themselves,
you may want to reroute them until after the war is over. The
waste and destruction of the war will also cause the development
level of the fighting planets to drop one or two levels.

Your two main sources of information are the IGN News Anchor
and your Personal Assistant. The news anchor will appear to
announce new technological breakthroughs, wars, scandals, awards,
and other newsworthy events. Your assistant will appear to tell you

of matters that are of interest to you personally — problems
: ’ with your ships and starports, result of successful covert

|JQ operations by or against you, and similar things.

B. Ship Statistics: Information on the speed, range, cost, etc.
of the current design.

C. Component Description: Statistics for the currently

selected component.

13. Rename Ship: Click to rename your ship. Click in the text

box, then type in the new name and press Enter or click on OK.

E. Build Ship: Click to save your design and order the ship

built.

F. Exit Builder: Click to cancel the current design and

leave the ship builder. 81
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G. Component LÍSt: Shows all availahle models of the
selected component type (J). Click on a component to see its
statistics (C) ami add ít to your Ship.

H. Ship Display: Shows the mfemal layout ofyour shíp.

I. Go to Cargo Configure Screen: Allows you to configure
the cargo hold uf your Ship.

J. Select Component Type: Click on one of the three boxes
to choose a drive, a Weapon, or a type of sluíeldjng. Available models
appear on the component list (G),

K. Select Hull Type: Click on a Ship to select that hull type,
(This option is not available if the Custom Ship Builder is being
used to modify an existing Ship.)

L. Mouse Information Bar: Displays text tellíng you the
functíon of the button or display the mouse pointer is currently
restíng on.

Custom Ship Builder

A. Currem
C CC h

_ . omponemas E Bwd Descríptíon
D. Rename B_ Ship Shxp

H. ShipShip Sfofistícs V F- EX"
_

. Builder Dlspby

G. Componem J. Sásd
K. SeIect

Lm
Componeni Hun Type

l. Go To Corgo TYPG
L MConfigurofíon ' Ouse
Info BarScreen
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G. Component List: Shows all available models of the
selected component type (J). Click on a component to see its

statistics (C) and add it to your ship.

Custom Ship Builder

A* Current
Cash C. Component

DescriptionH. Ship Display: Shows the internal layout of your ship. E. Build
ShipD. Rename

Ship
B. Ship

Statistics
I. Go to Cargo Configure Screen: Allows you to configure!
the cargo hold of your ship.

H. Ship
Display

F. Exit
Builder

~FEm__„_
! Game Qptions Vie y' B'vor*. ActionJ. Select Component Type: Click on one of the three boxes

to choose a drive, a weapon, or a type of shielding. Available models
appear on the component list (G).

telp

VI
m

K. Select Hull Type: Click on a ship to select that hull type.
(This option is not available if the Custom Ship Builder is being
used to modify an existing ship.) sss

1 r: jmm

L. Mouse Information Bar: Displays text telling you the
function of the button or display the mouse pointer is currently
resting on.

I

G. Component K. Select
Hull Type

J. Select
Component

Type

List

I. Go To Cargo
Configuration

Screen

L. Mouse
Info Bar
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Cargo Configuration Screen
A. Currently Selected Cargo Type: Tells you the cargo
type you are settíng up your ship fOTZB. Profitability: ShoWs
you the base proütability of the current cargo type.
C. Ship Schematic: Shows you the layout of your shipys cargo
hold. Clíck on an empty space ín the hold to place a cargo
contaíner there. Clíck on a filled space to empty ít. (Note: If you
click on a space too small to hold the currently selected cargo, it
Won't appear. Make more room and try again)
D. Select Cargo Type: Click on a cargo ícon to make it the
current cargo.
E. Supply/Demand at Planet of Origin: Shows you the
supply and demand at the snurce planet for the current leg of this
ship,s route.
F. Supply/Demand at Destination Planet: Shows you
the supply and demand at the planet of arríval for the current Ieg
of thís ship's route.
G. Change Route Leg": Click on the arrows to select a
different route leg to conügure.

H. EXÍt: Click here to exit the Cargo Conüguration Screen and
return to the main Screen of the Custom Ship Builder without
saving your changes.

I. Mouse Information Bar: Displays text tellíng you the
functíon of the button or display the rnouse pointer is currently
restíng an.

J. SaVe Changes: Click here to save the current design and
return to the main Screen of the Custom Ship Builder,

Cargo Configuraiion Screen

C Ship D. Seled
u,

Schemotíc CWGO

A, CurrenHy TYPe

Selected B. Profítobílify
Corgo Type .

E. Suppiy 8: F. SUppIy &

Demond o? Demond o?

H. EX"
Poinf of Orígín Desfinofion

.
S

|' Mouse áhosfs
lnfo Bor g

G. Chcmge
Route Leg

Space Bucks is®

Cargo Configuration Screen

A. Currently Selected Cargo Type: Tells you the cargo
type you are setting up your ship for.B. Profitability: Shows
you the base profitability of the current cargo type.

C. Ship Schematic: Shows you the layout of your ship’s cargo]
hold. Click on an empty space in the hold to place a cargo
container there. Click on a filled space to empty it. (Note: If you
click on a space too small to hold the currently selected cargo, it
won’t appear. Make more room and try again.)

D. Select Cargo Type: Click on a cargo icon to make it the I
current cargo.

E. Supply/Demand at Planet of Origin: Shows you the
supply and demand at the source planet for the current leg of this
ship’s route.

F. Supply/Demand at Destination Planet: Shows you
the supply and demand at the planet of arrival for the current leg
of this ship’s route.

G. Change Route Leg: Click on the arrows to select a
different route leg to configure.

H. Exit: Click here to exit the Cargo Configuration Screen and
return to the main screen of the Custom Ship Builder without
saving your changes.

I. Mouse Information Bar: Displays text telling you the
function of the button or display the mouse pointer is currently
resting on.

J. Save Changes: Click here to save the current design and
return to the main screen of the Custom Ship Builder.

Cargo Configuration Screen

D. Select
Cargo
Type

C. Ship
Schematic

A. Currently
Selected

Cargo Type
B. Profitability

t

a
Hr

m

F. Supply &
Demand at
Destination

E. Supply &
Demand at

Point of Origin

G. Change
Route Leg

H. Exit
J. Save

ChangesI. Mouse
Info Bar 8584
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Appendix B: Industry Supply and Appendix C: Hull Types & Cargo
Demand Formulae Capacity

F Food O Ore C Chemícals
M Metal E Fuel T Toxíes

, _Maxlmum Capacxty
Industr DL 1 DL 2 DL 3 DL 4 L 5 DL 6 Shnp Model Name( 1X1 cargo contalners)
MeLa] 3071 2071 2071 2o=1 1071 1o=1

' Finch 8
Chemicals 4F=1 31371 31371 2E=1 zEz1 1371 spamm, 10
Ambrosía 7 7 7 5F:1 4F=1 31771 .

_

Arms 7 7 7 3C+3M=1 3C+2M:1 2C+2M=1
g

Falcon 12
AIComp. 7 7 7

4E+3M=1 3E+3M=1 3E+2M=1
g

Eagle 20
MedSupplies 7 7 7 4071 3071 2c:1

;

ExmjcAnimals
7 7 7

6T=1 5121 4T=1
1 Albatross 24
v

Ostrích 30
Example:3E+30=1 means: To produce one unit of this gond three

1

units of Fuel and three units of Ore are required.

Space Bucks

Appendix B: Industry Supply and
Demand Formulae

Appendix C: Hull Types & Cargo
Capacity

F Food
Metal

O Ore
Fuel

C Chemicals
ToxicsM E T

Maximum Capacity
lxl cargo containers)Ship Model Name(

Finch

Sparrow

Falcon

Eagle

Albatross

Ostrich

Industry DL 1
30=1
4E=1

DL 2
20=1
3E=1

5M
3E=1

DL 4
20=1
2E=1
5F=1
3C+3M=1
4E+3M=1
4C=1
6T=1

DL fi
10=1
1E=1
3F=1
2C+2M=1
3E+2M=1
2C=1
4T=1

8Metal
Chemicals
Ambrosia
Arms
AlComp.
Med.Supplies —
Exotic Animals —

10=1
2E=1
4F=1
3C+2M=1
3E+3M=1
3C=1
5T=1

10

12

20

24

30
Example:3E+30=1 means: To produce one unit of this good three
units of Fuel and three units of Ore are required.
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4.4

Appendix D: Toxic Waste Production &
Storage

Key: Number of products produced to number 0x" toxins that will
be made

s
%1 E E IM DL5 DLü

Mutal 1/1 2/1 3/1 3/1 4/1 5/1
Chemicals 2/1 3/1 3/1 4/1 5/1 6/1

Example: 3/1 means: For every three units of this good that are
produced, one unit of toxics is made as a byproduct.

l

Capacity of Toxic Containment Facílitíes
l

DL_1

L É E DL5 DLG ,

Toxic-Storage 6 s 10 12 14 16
'

l.

After the Íirst six toxics have been made the player Will be Warned '

tliat he needs to add a toxin: Warehouse to hold the toxícs 01" move
the excess off the planet. He is given one year to comply

F

Technical Tips
Vle have found that many of the common problems our
customers experience With their machines have simple
answers. If you are having one of the problems listed
below, the solution provided should be tried first before
you search any further for answers.

Memory Requirements: This game is dcsigned to run on a
machine that has 8 megabytes of system RAM installed, lf you
sxperience BITOTS that say "Out of memory" 01" "General Protection
Fault", check to see if you have any other programs running, by
lzioking at the system task list. You can get to the system task list
by holding down the (Ctrl) and (Ess) keys at the same time. If
3011 see anything other than "Trogram Manager" and the game,
choose that item in the list With the up and down arrow keys and
hit the "end task" button With your mouse,

When things aren't working:
7. Is my video card set to a standard 256 color mode?

"Video mode" refers to the numher of pixels displayed on the
monitor along with the number of colors each pixel can represent.
"Öhe default Video mode for most installations of Windows 3.1 is
(i40x480 pixels With 16 colors, usually refetred to as standard
VGA. This game requires a 640x480 pixel 256 color, or better,
display mode. lf the Vídeo mode has gTeater than 256 colors, you
may experience some slowdown ín performance, but otherwise it
should Work Íine.

Space Bucks

Appendix D: Toxic Waste Production &
Storage

Technical Tips

We have found that many of the common problems our

customers experience with their machines have simple

answers. If you are having one of the problems listed
below, the solution provided should be tried first before
you search any further for answers.

Key: Number of products produced to number of toxins that will
be made

Industry DL1 DL2 DL3 DL4 DL5 DL6
Metal
Chemicals

1/1 2/1 3/1 3/1 4/1 5/1
2/1 3/1 3/1 4/1 5/1 6/1 Memory Requirements: This game is designed to run on a

machine that has 8 megabytes of system RAM installed. If you
experience errors that say “Out of memory” or “General Protection
Fault”, check to see if you have any other programs running, by
looking at the system task list. You can get to the system task list
by holding down the <Ctrl> and <Esc> keys at the same time. If
you see anything other than “Program Manager” and the game,
choose that item in the list with the up and down arrow keys and
hit the “end task” button with your mouse.

Example: 3/1 means: For every three units of this good that are
produced, one unit of toxics is made as a byproduct.

Capacity of Toxic Containment Facilities

DLl DL2 DL2 DL4 DL5 DL6
Toxic Storage 6 8 10 12 14 16

After the first six toxics have been made the player will be warned
that he needs to add a toxic warehouse to hold the toxics or move
the excess off the planet. He is given one year to comply

Vhen things aren’t working;

7. Is my video card set to a standard 256 color mode?

“Video mode” refers to the number of pixels displayed on the

monitor along with the number of colors each pixel can represent.
The default video mode for most installations of Windows 3.1 is

640x480 pixels with 16 colors, usually referred to as standard

VGA. This game requires a 640x480 pixel 256 color, or better,
display mode. If the video mode has greater than 256 colors, you
may experience some slowdown in performance, but otherwise it

should work fine.
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To find out what vídeo mode our machine is usin :

Go to the Program Manager (the main starting View of
Windows) and open the "Main" program group. Double click on
the "Windows Setup" icon. This will give a listing of a number of
settings for Windows, including "Display". On most systems, this w

entry will indicate the resolution as something like "SVGA
6402448071256" (this indicates 640 by 480 pixels with 256 colors).

If the Windows Setup Display does not clearly state how
many colors are being used, consult the documentation for your
computer to Íind out how video resolution can be changed; this
should give you some indication of how to Íind out what mode
your machine is currently using. Sometimes a "Set Resolution"
utility can be found in a group in your program manager that
might give a push button interface to the whole process of display
management. If necessary, call the Company that sold you your
computer (a list of computer manufacturers is included later in
this document) to find out this informatíon,

2. How do I chang) the videa mode to 256 colors?

First, consult the documentation, the computer Vendor or
manufacturer to find out how your specific machine should change
between video modes. Sometimes it is as simple as running a
program and choosing "64OX480" and "256 colors" in a list of
options. If not, read on.

Most video hardware for Windows machines includes a set of
"drivers", software iiles designed to manage the specific hardware n

through Various Windows modes. If you have an older machine,
contact the manufacturer for updated Video drivers.

Get out your Windows install diskettes and set them

aaide, as some Video mode changes require aooess to resources
fyom them; usually there are 6 in the set, If you have a "Video
dyiver" diskette, get ihat out too. Run the "Windows Setup"
p "ogram from tlie "Nlain" program group in the "Program
Nanager" (the initial Windows screen). (If you run into any
pwoblems where Windows will not display properly after running
Windows Setup, you can run the DOS version of Setup, which is
located inside the Windows directory and set the display for VGA,
bsfore contacting either the Vendor or manufacturer of your
computer for more information on video conüguration).

Ifthe "Display" setting indicates 256 colors, you are already
Ííl a 256 color Video mode. Ifyou are experiencing problems Vvith

tnis Video mode, try using some other 256 color mode.

To change drivers, click on the "Options" menu, choose
"change system settings", click on the arrow to the right of the
display setting and scroll down to an appropriate driver listing. If
3 our hardware specific video drivers have been previously
installed (Vary likely) they should be on this list, Windows version
3.11 (either for workgroups or not) or later, include in this list
Super VGA 256 color video drivers. Since some Video cards
require specific drivers, you should usually use the ones that came
with the hardware.

If your video drivers are not on the list, scroll to the Very
bottom of the list and choose "Other Display (Requires disk from
K)EM)...". At this point, insert the video drivers disk that came
With your system and make sure the disk path is correct, usually
oither "AzX" or "BzX". Choose the appropriate driver (640x480x256
s optimal) and follow the prompts if asked for further disk
nsertion,

ÍMPORTANT:DO NOT USE XGA, VIDEO 7 OR 8514/A
DRIVERS UNLESS YOU ARE ABSOLUTELY CERTAIN m

Space Bucks
aside, as some video mode changes require access to resources

from them; usually there are 6 in the set. If you have a “video

driver” diskette, get that out too. Run the “Windows Setup”

program from tlje “Main” program group in the “Program

Manager” (the initial Windows screen). (If you run into any

problems where Windows will not display properly after running

Windows Setup, you can run the DOS version of Setup, which is

located inside the Windows directory and set the display for VGA,

before contacting either the vendor or manufacturer of your
computer for more information on video configuration).

If the “Display” setting indicates 256 colors, you are already

in a 256 color video mode. If you are experiencing problems with

this video mode, try using some other 256 color mode.

To find out what video mode vour machine is using:

Go to the Program Manager (the main starting view of
Windows) and open the “Main” program group. Double click on
the “Windows Setup” icon. This will give a listing of a number of
settings for Windows, including “Display”. On most systems, this
entry will indicate the resolution as something like “SVGA
640x480x256” (this indicates 640 by 480 pixels with 256 colors).

If the Windows Setup Display does not clearly state how
many colors are being used, consult the documentation for your
computer to find out how video resolution can be changed; this
should give you some indication of how to find out what mode
your machine is currently using. Sometimes a “Set Resolution”
utility can be found in a group in your program manager that
might give a push button interface to the whole process of display
management. If necessary, call the company that sold you your
computer (a list of computer manufacturers is included later in
this document) to find out this information.

To change drivers, click on the “Options” menu, choose
“change system settings”, click on the arrow to the right of the
display setting and scroll down to an appropriate driver listing. If
your hardware specific video drivers have been previously
installed (very likely) they should be on this list. Windows version

3.11 (either for workgroups or not) or later, include in this list

Super VGA 256 color video drivers. Since some video cards
require specific drivers, you should usually use the ones that came
with the hardware.

If your video drivers are not on the list, scroll to the very

bottom of the list and choose “Other Display (Requires disk from
OEM)...”. At this point, insert the video drivers disk that came

with your system and make sure the disk path is correct, usually

either “A:\” or “B:\”. Choose the appropriate driver (640x480x256

is optimal) and follow the prompts if asked for further disk
insertion.

2. How do I change the video mode to 256 colors'?

First, consult the documentation, the computer vendor or
manufacturer to find out how your specific machine should change!
between video modes. Sometimes it is as simple as running a
program and choosing “640x480” and “256 colors” in a list of
options. If not, read on.

Most video hardware for Windows machines includes a set of
“drivers”, software files designed to manage the specific hardware
through various Windows modes. If you have an older machine,
contact the manufacturer for updated video drivers.

IMPORTANT: DO NOT USE XGA, VIDEO 7 OR 8514/A
UNLESS YOU ARE ABSOLUTELY CERTAINGet out your Windows install diskettes and set themII 91



A az

§pace Bucks
THAT THE CARD YOU HAVE IS OF THE APPROPRIATE TYPE.

If you try to use the 256 color driver's that come with
Windows 3.11 or later, be aware that they require a VESA
compliant Video card, VESA refers to a standard set of calls for
Super VGA cards that allows different programs to Work properly
With Super VGA displays.

If you are not sure whether or not your Video hardware is
VESA compliant, a program induded ín the game instal], cailed
UNIVESAEXE, can be used to make non-VESA compiiant SVGA
cards use VESA cails; the Íile can be found in the UNIVESA
directory inside the game directory and can be added near the end
of your AUTOEXEC.BAT Íile, so long as it is above the "WIN" linen
Note that UNIVESA wiH not sivork if you don't have an SVGA
card, and may not work if the SVGA card is too old.

3. Why doesnjt my sound work?
Sound hardware, usually a card of some kind, is required for

sound to wark in the game. If you hear sounds in other places in
Windows, but not in the game, it is possibie that there is a conflict
of resources, where some other program that is running is i

controlling the card. Make sure the game and the Program
Manager are the onIy two piograms nmníng (hold down thB(CtTi) and
the (Esc) keys to get a list of currently running programs).
Make sure your sound drivers are properly installed. If you hava

Í

an older configuration, contact the manuíácturer ofyour card for the
Iatest sound dyivers.

4. General problems
Make sure the game and the Program Manager are the only

Lwo things running (hold down the (Ctrb and the (Ess) keys
to get a list of Currently running programs) as things
Iike screen savers and runtime virus checkers can .

sometimes cause problems with other programs running ,'

at the same time. &

STILI. HAVING PROBLEMS?
BEFORE YOU CALI....

Iq order to allow us to help you more effectively, please try to follow
the suggestions below before you call for help. This will assist us in
Bnding the answer to your problem as quickly as possible, so that
you can begin playing and enjoying your new game,
1. READ AT LEAST THE FIRST FEW CHAPTERS OF YOUR DOS
NIANUAL.
The more you know abont the operating system that your machíne
is running, the easier it will be for any technical support to help you
soive any problems, You should at least be familiar with how DOS
mmmands work, what disk files and directories are, and what
ntilities are avaiiable on your machine for editing text files.

FIND OUT AS MUCH AS POSSIBLE ABOUT HOW YOUR
AIACHINE IS CONFIGURED.
wVhat Version of what brand operating system is mnning on the
"nachine? (At the command prompt, type "VER" and hit enter to
"ind out What version of DOS is running) What kind of chip is
vunning your machine? (7186? 3867 2867 80867) How much
nemory is in the system? HoW much conventional memory is free?
íow much hard disk space is free? What kind of Video card is in
jour machine? (SVGA? VGA? EGA? Brand name?) What kind of
sound card, if any, is ín your system? Do you have a CD-ROM
drive? Are you using
Stacker, Doublespace or some other kind of disk compression? Are
you using GEMM or some other third party memory manager? If
Windows 3,1 is installed on the Inachine, you can run Microsoft
Diagnostics to Íind out some of these things, if you do not already
Know about them (type *'MSD", then hit (enter) at the
command prompt). If necessary Gall Whomever it was that
rwiginally configured your system to answer these questions.

I
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THAT THE CARD YOU HAVE IS OF THE APPROPRIATE TYPE.

If you try to use the 256 color drivers that come with
Windows 3.11 or later, be aware that they require a VESA
compliant video card. VESA refers to a standard set of calls for
Super VGA cards that allows different programs to work properly
with Super VGA displays.

STILL HAVING PROBLEMS?

BEFORE YOU CALL...
In order to allow us to help you more effectively, please try to follow
the suggestions below before you call for help. This will assist us in
finding the answer to your problem as quickly as possible, so that
you can begin playing and enjoying your new game.

1. READ AT LEAST THE FIRST FEW CHAPTERS OF YOUR DOS
MANUAL.
The more you know about the operating system that your machine
is running, the easier it will be for any technical support to help you
solve any problems. You should at least be familiar with how DOS
commands work, what disk files and directories are, and what
utilities are available on your machine for editing text files.

2. FIND OUT AS MUCH AS POSSIBLE ABOUT HOW YOUR
MACHINE IS CONFIGURED.
What version of what brand operating system is running on the
machine? (At the command prompt, type “VER” and hit enter to
find out what version of DOS is running) What kind of chip is
running your machine? (‘486? ‘386? ‘286? 8086?) How much
memory is in the system? How much conventional memory is free?
How much hard disk space is free? What kind of video card is in
your machine? (SVGA? VGA? EGA? Brand name?) What kind of
sound card, if any, is in your system? Do you have a CD-ROM
drive? Are you using

Stacker, DoubleSpace or some other kind of disk compression? Are
you using QEMM or some other third party memory manager? If
Windows 3.1 is installed on the machine, you can run Microsoft
Diagnostics to find out some of these things, if you do not already
know about them (type “MSD”, then hit <enter> at the
command prompt). If necessary, call whomever it was that
originally configured your system to answer these questions.

If you are not sure whether or not your video hardware is
VESA compliant, a program included in the game install, called
UNIVESA.EXE, can be used to make non-VESA compliant SVGA
cards use VESA calls; the file can be found in the UNIVESA
directory inside the game directory and can be added near the end
of your AUTOEXEC.BAT file, so long as it is above the “WIN” line.!
Note that UNIVESA will not work if you don’t have an SVGA
card, and may not work if the SVGA card is too old.

3. Why doesn’t my sound work?
Sound hardware, usually a card of some kind, is required for

sound to work in the game. If you hear sounds in other places in
Windows, but not in the game, it is possible that there is a conflict
of resources, where some other program that is running is
controlling the card. Make sure the game and the Program
Manager are the only two programs running (hold down the<Ctrl> and
the <Esc> keys to get a list of currently running programs).
Make sure your sound drivers are properly installed. If you have
an older configuration, contact the manufacturer of your card for the
latest sound drivers.

4. General problems

Make sure the game and the Program Manager are the only
two things running (hold down the <Ctrl> and the <Esc> keys

to get a list of currently running programs) as things
like screen savers and runtime virus checkers can
sometimes cause problems with other programs running
at the same time. 1312
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It's also a good idea to print out your CONFIGSYS and
AUTOEXECBAT files (usually ín the root directory of C:) and keep
the printouts handy.

3, SET UP THE COMPUTER NEAR THE PHONE WITH THE
PROGRAM INSTALLED ON THE HARD DRIVE.
It is very difficult for technical support to troubleshoot a computer
problem over the phone wíthout having access to the machine in
question while it is running, If this is not an option, list every
detail about the occurrence ofthe probiem, íncluding all pertinent
system coníiguratíon ínformation (such as that described ín the
previnus paragraph), and keep this Iist handy When caliing tech
support.
4. DEFRAG YOUR HARD DISK.
Non-contiguous files on a hard disk can sometímes cause strange
and mysterious thíngs to occur. Whíle ín the game directory, type
"CHKDSK , then hit (enter) at the DOS prompt to find out if
all the game Íiles are contiguous or not. A hard disk can be
defragmented, or defragged, by using a disk utilíty program such as
SPEEDISK, Which is packaged With Norton Utílítíes, 01" DEFRAG, a
program included with MS-DOS Version 6.0 or above. This reorders
disk space, making stored files contíguous. If a hard drive has not
been defragged for more than a month, and has been used even
mnderately it is likely that many of the files on the disk haVe
become noncontiguous.

5. CHECK FOR VIRUSES.
Viruses can mess up even the most cairefully configured system.
Use a memory-resident vírus checker (such as VSAFE, a utility that
comes with MS-DOS versíon 6.0 and above) whenever you insert
new disks into your machíne, and run an anti-Vírus utílity (such as
MSAV, another utility that comes with MS-DOS V.60 and above)
before you call.

, Mi

N/
SIERRA CUSTOMER SERVICE

SERVICES NUMBERS HOURS AVAILABLE
Cumxmcr/
Techmcal Supporl (01734) 303 171 9 a.m. w 5 p.m.

Monday _ Friday
Cualomer semce Fax (01734) 303 362 24 m.
Bulletin Board Service (01734) 304 227 24 m:

x

Requircs a modem.
Hímlme (Oldat Games) (01734) 304 004 24 hrs.

Requircs a louch mne phonc
Automared Scn ice
24 hrs.
Availuble ín (be UK only.
Autonmted Service

Nlew Hinuine w UK unly 0891 660 660*

* Costs sop min. chcap mle, 49p m cum limes. Max. call length 7.5 mim. max chaxge cheap mtc
82.93, max, charge m othei UTHE? 53.68 (UK only)
* Charges cnrrecl ezt umo of piinúng,

For further informatian, please write to:

SIERRA
Atteníion: Custamer Sarvice, 4 Brewery Court, Theale,

Readíng, Berkshire RG7 SAI - U.K,

T
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It’s also a good idea to print out your CONFIG.SYS and
AUTOEXEC.BAT files (usually in the root directory of C:) and keep
the printouts handy.

3. SET UP THE COMPUTER NEAR THE PHONE WITH THE
PROGRAM INSTALLED ON THE HARD DRIVE.
It is very difficult for technical support to troubleshoot a computer
problem over the phone without having access to the machine in
question while it is running. If this is not an option, list every
detail about the occurrence of the problem, including all pertinent
system configuration information (such as that described in the
previous paragraph), and keep this list handy when calling tech
support.

4. DEFRAG YOUR HARD DISK.
Non-contiguous files on a hard disk can sometimes cause strange
and mysterious things to occur. While in the game directory, type
“CHKDSK then hit <enter> at the DOS prompt to find out if
all the game files are contiguous or not. A hard disk can be
defragmented, or defragged, by using a disk utility program such as
SPEEDISK, which is packaged with Norton Utilities, or DEFRAG, a
program included with MS-DOS version 6.0 or above. This reorders
disk space, making stored files contiguous. If a hard drive has not
been defragged for more than a month, and has been used even
moderately, it is likely that many of the files on the disk have
become noncontiguous.

5. CHECK FOR VIRUSES.
Viruses can mess up even the most carefully configured system.
Use a memory-resident virus checker (such as VSAFE, a utility that
comes with MS-DOS version 6.0 and above) whenever you insert
new disks into your machine, and run an anti-virus utility (such as
MSAV, another utility that comes with MS-DOS v.6.0 and above)

before you call.

SIERRA CUSTOMER SERVICE

NUMBERSSERVICES HOURS AVAILABLE
Customer/

(01734) 303 171Technical Support 9 a.m. to 5 p.m.
Monday - Friday

24 hrs.

24 hrs

Requires a modem.

24 hrs.

Requires a touch tone phone

Automated Service

24 hrs.

Available in the UK only.

Automated Service

(01734) 303 362

(01734) 304 227
Customer Service Fax

Bulletin Board Service

(01734) 304 004Hintline (Older Games)

0891 660 660*New Hintline - UK only

* Costs 39p min. cheap rate, 49p at other times. Max. call length 7.5 mins, max. charge cheap rate

£2.93, max. charge at other limes £3.68 (UK only).

* Charges correct at time of printing.

Forfurther information, please write to:

SIERRA
Attention: Customer Service, 4 Brewery Court, Theale,

Reading, Berkshire RG7 5AJ - U.K.

9594
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IVÍPLÍI-ZD WARRANTIESLIMITED SIERRA MAKES NO WARRANÍ Y. EXPRESS OR§

ÍMPLIED. REGARDING THIS PRODUCT. SIERRA DISCLAIMS ANY WARRANTY
THAT THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED;
WARRAIYTY OF MERCHANTABILITY IS EXPRESSLY AND SPECH-"ICALLY
DISCLAHVJEDTSOVÍE STATES OR COLNTRIES DO NOT ALLOW LIMITAI IONS OV
WARRANTY, SO THE ABOVE LIMATION MAY NOT APPLY TO YOLÍ

NO (ÉONSEOUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR
SPECIAL, INCIDENTAL.CONSEOUENTLAL OR O'I'H.ER DAWAGES,EVEN IF
SIERRA IS ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES.
THIS IVIEANS THAT SLERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST -

PROFITS OR REVEVUES, OR POR DAMAGES OR COSTS IIYCURRED AS A RESULT
i

OF LOSS OF TIME, DATA OR USE OF THE SOFTWARE.OR FROM ANY OTl-LER
N

CALSE EXCEPT THE ACTUAL CÓST OF THE PRODUCT. IN NO EVENT SHALL 1

SIERRA"S LlABlLlTY EXCEED THE PURCHASE PRICE OF THIS PRODUCT. SOME
STATES OR COUNTRIES DO NOT ALLOW THE EXCLUSION OR LLVLITATION OF
INCIDENTALOR (ÍOINSEOUENTIAL DAMAGES. SO THE ABOVE LIMITATIOV OR
EXCLUSION MAY NOT APPLY TO YOU, '

You ars cmmed Io usc lhis producl for yom own use, but may nm sell or mmsfex-
rcpruducnons of the software munual or [unok ro olher purtiev m any way. no: rem
or lense lhc product lu nthers. Yuu lnuy use one copy of rhe pmduct on a smgle
Ierminul conncclcd to a siuglc aompuler. Ynu muy nol nctwork m: product or
othemisu inxrall it on mure Ihau onc cumputer ur conlputcr tcrminul at lhc xume
llmc.

___._.

-,_.,._§,.

,,_x._-

1- fffffffffffffffffffffffffffffffffffffffffffffffffffffffffffffffffffffffff

WARRANTY CARD TO BE RETURNED (Please Cumplolc m capnals)
1

Iigre ave 3 gredl xcusonmvh) you shoum nlum von! cou wn inda)
i

. . Any multy dískx mnteed far 90 days ami wm be mchunged withm nm ptrmd of limc.
1

e Our Cuslomcrffcchnxcul supporí wte1' 101734) 303 171 7 mll unswer un your quealiuns form lvlundu) w
Fuday (9 am m 5 pm) Zmd svill solve your Ieckmml problams.

. We m1] regularl) noury you ufnw luluasus. specml offers. and compeuuom.
SLRYAIVIE
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COMPUIER OPERATIVG SYSTEM PERIPHERALS

PC II MAC ÍJ OTHER D MS/DOS _I WINDOXVS Í] CD ROM Ú PRINTERU

05/2 3 OTHER J IVJODEVI Ü SUUNDCARD A.

IITLE OF PRODUCT PURCHASEI) :

 J
'

ÉJATE OF PIÍIKÍHASE: Fermat. FLOPPY Ü CD ROM J
4 Nume m" the smre wherc you purchascd the gume. Cnunrr):
A Ilow ma you hezu" ahoul this proclua?

u Franc '_I Cumlngue Ü TV/Radio U Friends LI Snorcs J Olhcr

,
a Which magazines (Ív you rend regula!) v (m order of preference)

f

(ÍODIPLITJR-GANIING MAGAZNES OTHER muusznxss
3

1

2 1
i

1

1

Space Bucks -
IMPLIED WARRANTIES LIMITED: SIERRA MAKES NO WARRANTY, EXPRESS OR
IMPLIED, REGARDING THIS PRODUCT. SIERRA DISCLAIMS ANY WARRANTY
THAT THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED
WARRANTY OF MERCHANTABILITY IS EXPRESSLY AND SPECIFICALLY
DISCLAIMED, SOME STATES OR COUNTRIES DO NOT ALLOW LIMITATIONS ON
WARRANTY, SO THE ABOVE LIMATION MAY NOT APPLY TO YOU.

WARRANTY CARD TO BE RETURNED (Please complete in capitals)

Here are 3 great reasons-why you should return your coupon today:

< Any faulty disk is guaranteed for 90 days and will be exchanged within that period of time.

• Our Customer/Technical support - tel: (01734) 303 171 - will answer all your questions form Monday to

Friday (9 am to 5 pm) and will solve your technical problems.

• We will regularly notify you of new releases, special offers, and competitions.

SURNAME |_
l IRST NAME 1_
DATE OF BIRTH

I I II I I I I I IJ_L1 J_L
NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR
SPECIAL, INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF

SIERRA IS ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES.
THIS MEANS THAT SIERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST
PROFITS OR REVENUES. OR FOR DAMAGES OR COSTS INCURRED AS A RESULT

OF LOSS OF TIME, DATA OR USE OF THE SOFTWARE, OR FROM ANY OTHER
CAUSE EXCEPT THE ACTUAL COST’ OF THE PRODUCT. IN NO EVENT SHAH

SIERRA’S LIABILITY EXCEED THE PURCHASE PRICE OF THIS PRODUCT. SOME
STATES OR COUNTRIES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF
INCIDENTAL OR CONSEQUENTIAL DAMAGES. SO THE ABOVE LIMITATION OR
EXCLUSION MAY NOT APPLY TO YOU.

J_L iCUTSOMF.R N°* I I I I I J

I I I I J_I
_

IADDRESS I_L

I I I I I I I I JJ_L 1
POSTCODE|_L J_LTOWN I I I i I

1I I I I 1 TEL|_LCOUNTRY L
‘Please indicate customer number if you already have one

1

PERIPHERALSOPERATING SYSTEMCOMPUTER

PC’ MAC OTHER MS/DOS _1 WINDOWS J CD ROM J PRINTER

OS/2 J OTHER J MODEM SOUNDCARD L

TITLE OF PRODUCT PURCHASED : I_1_I_L

DATE OF PURCHASE:

•Name of the store where you purchased the game:

•How did you hear about this product?

Prcssc -1 Catalogue TV/Radio _l Friends U Stores -I Other

•Which magazines do you read regulary ? (in order of preference)

COMPUTER-GAMING MAGAZINES

I 1 I
You are entitled to use this product for your own use, but may not sell or transfer
reproductions of the software manual or book to other parties in any way, nor rent

or lease the product to others. You may use one copy of the product on a single
terminal connected to a single computer. You may not network the product or
otherwise install it on more than one computer or computer terminal at the same
time.

Format: FLOPPY CD ROM J_
Country:_

.

OTHER MAGAZINES

2
_

2 1

4
_

3

If:

!v
9799gf*

l
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Sierra On-Line Ltd

4 Brewery Court,
Theale, Reading,
Berkshire RG7 5AJ

United Kingdom
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Sierra On-Line Ltd

4 Brewery Court,

Theale, Reading,

Berkshire RG7 5AJ
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