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You've just sunk every cent you own 1nto your own space ship. You're convinced
you are as good a trader as any of those you have workad for these last tfew
years. Now you're going to get the chance to prove it. As you cose in for a
landing, your first as captain of your very own ship, you retlect on the
abstacles, both natural and aan made, facing you: Space Storas. There are aany
conflicting theories why these disturbances seea to occur ;ust at the transition
troa hyperspace to noraal space, but no one can say tor sure, only that they do.
Space Storas can be deadly, damaging both ship and cargo. About all the goad
that can be said tor theas is that they are somewhat predictable, and standard

information services supply such predictions.

Most of the rewaining probless are do to your tellow man. Space Pirates will
try to hit you just as you break out of hyperspace, often as you are still
skaking trom a Space Stora. Pirates ais to dasage your ship just enough to slow
you down; not enough to destroy your cargo. You can either rus or  fignt
depending on how heavily armed your ship is and how lucky you tezl. There 1s a
substantial bounty for destroying a pirate ship -- soactiwes enough to repalr
your ship. Therein lies another probles. HKeal repair requires a rather
advanced tecnnologqy on = . wwner advanced planet. Most danger trom Space Firates
Secws 10 D present 4t less asovanced places,

After you land your troubles aren’t over. Planetary governsents seea Lo tale
pleasure in harassing free traders. Harasseent can range fros taxes on
everything you sell to departure taxes to autright confiscations. Even after
all this you still aight not make a protit. besioes other tree traders, aajor
cospetition coaes from the Star Line and the Blue Line, shipping lines plying
reqular routes through the galaxy. For weeks atter they arrive at a planet,
selling prices fall through the flaor. Not buying prices, though bath selling
and buying prices are affected by economic forces such as inflation, {(good
profit timwes), recession (buy those bargains), war or plague. Each has 1ts cwn
etfect on prices tor all the classes of goods which you norsally carry. Even
though the inforaation package you can buy about a planet will have whatever
information 15 available, (they always err on the conservative sige -- 1f they
don’t report 1t, 1t won’t usually happen), 1n the last analysis ‘you carries
your werchandise and you takes your chances’.

CLOAL from either side and RUN. Fick the long or short game, then decide on
Your unlverse, | .



nAIN DISPLAY SCREEN

Upper left number specifies the date as year, month, week, The month ranges
froa | to 13 and the week from 1 to 4. EX: 250.09.4 is immediately fallowed by
250.10.1. This is only important it you worry about when the Star or Blue Line
will arrive at a planet. To the right of the date is the name of the planet you
are on, In the upper right corner is your money amount.

Down the left hand edge of the screen is a coluan of 3-letter abbreviations over
a nusber. The number signifies amounts ot each:

CAP ship capacity  C60 cargo aboard SFD speed (1-3) ARM armament (10-40)
DH6 danage 100 (no damage) to O (cosplete destruction) FOD food (50 max)
FUL-fuel

To the right is the starmap. Each block of color represents a planetary
systes. The distance between systems is roughly proportionaly to the flight
tise between them. Each color represents a particular technological (tech)
level. One system is twice as big as the others. That is where you are.

e rightmost portion of the screen contains the main henu. Type the number of
the option you choose -- only the final one costs you money without allowing the
option of refusing.

NEMU Options: (Type <X> to get out ot option)
{1) Lists cargo and cost of each item.

(2> Brings you to the market place. A list of things you may buy or sell, costs
and amounts follows. The bottom line identifies the portion of the selling price
that the planetary government will take in taxes. Type <B> to buy or <5 to
sell, then answer the questions posed. Up to the final handshake, you may
cancel with <X>,

(3> Financial Services (as long as the planet is not too primitive.) You can
trade in your old ship on a new one, have it repaired, or borrow money. Be
aware that the interest rate is a weekly rate, You may only take out one loan at
a tise. To pay some or all of it back, or increase the amount borrowed, you must
be on the planet from where you borrowed it originally.

¢4> Planetary travel timetables. Type <5> and direct the flashing cursor with
the arrow keys to atop a star system, That system will then flash while its
name appears at the screen bottos. A (C) regains cursor control. As always, of
course, an (X exits the routine. A <(T) provides travel times. Answer the
prospts by naming the two systems you want the distance between,



5> Travel, fast or slow. Fast uses more fuel but reduces travel time by half.
(And food consumption). Answer "DO YOU WANT TO LIFT?" with a <Y> and off you
go... oh, there’s a departure tax - from 350 to B0O CR. Don’t forget to save
enough or you'll have to sell something, probably at a loss.

After you get to your destination, you'll learn what is going on there and be
asked if you want to land.
Answering 'no’ requires you give another destination: no departure tay,

however .

( > A blank option? Almost, The final option reguires you merely enter the lst
letter of the planet name. 200 CR will immediately drop from your bankroll --
the price of information. Most is selt explanatory; the top few lines aren’t.
These show the most recent and the next arrival dates for the Star and Blue
lines. Remember, these lines are very, very big and can buy and sell you a
hundred times aver.

(@8> Buit. You can always turn the computer otf, but entering <@> gives you a
tinal rating.

BO0DS

Electronic -- high tech products, presusably computers, components, control
circuitry, etc,

Meapons -- there is always a market for weapons. Neither earth nor the planets
have learned.

Medicinals -- ranging trom natural products to sophisticated products of genetic
engineering.

Spices -- spices, exotic foodstufts, wines and liguors.
Art -- not only traditional paintings but also handicrafts and jewelry.

As can be well imagines, producers and consumers for these items will vary
depending upon tech level. For instance, primitive planets (tech level 1) won't
produce electronics, Tech level 2 -- agricultural-based economies -- are good
places to buy food but bad places to buy rocket {fuel. More advanced planets
like Tech level J and 4 consuee the good things in life like Spices and Art,
Remember also that the state of the ecomony can have a major impact on prices so
vary your strategy accordingly. Another difference between types of products is
their vulnerability to damage while in transit, The latter three classes are
much more sensitive that are the tirst two,

BOOD LUCK and MANY PROFIT$$S
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6ALACTIC TAIPAN is a product of AKK ROYAL BAMES, Copyright {C> 1983 by David W
Cochran, all rights reserved.

StRidS
FEJY X &
PYAD E

C He o)
TE L
LOVUuS
£ Eﬁﬁa 1/ ‘:{;-f '

LS
o
LY
T



	taipan1
	taipan2
	taipan3
	taipan4

