WARP FACTOR X

WARP. FACTOR X is a graphics simulation game
requiring strategy, fast thinking, an eye for
detail, and, above all, experience in knowing
all the capabilities of your Starship and its
computer, You will begin your adventure into
space as a Cadet but your ultimate goal is to
become Captain of the Enterprise. To do this
you must neutralize the Enemy Planets, form
alliances with Neutral Planets, destroy the
‘Enemy Starbases, and eliminate the threat of
the Klingons from the Universe. The Klingon
is NOT a "Robot". He has the same capability
as your Starship but he is also subject to the
same problems. You will also flnd that he is
inclined to move around while you're attacking
him and may even chase you when you find it
prudent to retreat, You must form alliances
with Neutral Planets and bring them into the
Federation. Many of the planets will have
special resources important to the.Federation.

Never before has there been a graphics simul-
ation that is so REALISTIC. You will appreciate
the -attention to detail and the complex inner
workings of the program. The programs .are
supported by eight pages of documentation
important to the success of your mission.Your
progress through the Galaxy will be recorded
and saved for your next adventure into space,
WARP FACTOR X includes versions for 32K, 64K,
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THE ULTIMATE GRAPHI
SIMULATION GAME

FOR THE TANDY
TRS-80 COLOR COMPUTER

REQUIRES 32K and 1 DISK DRIVE



wARP EFACTOR X

ARP FACTOR X is a Startrek tuse simulation came. You will be
ble to select the version cof WARP FACTOR X that is orccramed to
un on wour seecific comeuter. WARP FACTOR 4 will sucecort the 32K
olor Computer while WARP FACTOR 5 is desisned to maike full use of
our 6&4K disk sustem. If uou have the Color Combuter 2 there is
1so a seecial version for wou.

ARP FACTOR X is written with some seecific conceets in amind:

Your eneamu. the Klinaon. has been aiven the intelliaence to
react to tactical situations. Most strateaic Startrec acaces
will fill the sku with 'rcbot® Klinasons. In WARP FACTOR X
there is. usuallu. onlu one Klinaon active at a time. He is
NOT a robot. His actions are based on the tactical situation
at the tiae. His @arimaruy acal is to destrou uocur shieo and
ultimateluy wou. 1f while fighting wou his shie becomes badlu
camaced or enerau levels fall to critical levels a tactical
retreat mau be deemed nkcessaru. This means if uou think uou
are about to finish off a Klinacn uou mau be surorised to find

he is suddenlu movina awau at ware sceed. An experienced

Captain can chase him down and finish him off. When the
Klinagon is enqaqed wou will find that he will wusuallu move
around aquite a bit. This makes little difference when usina
phasers to bring his shields down but does matter when usina
photon torocedoes since thed must be aimed manuallu. When the
Klinaon is not in battle with wour ship he is capturina
planets for the Klingon Empire or destrouina Federation
Starbases.

As a strateagic simulatipn there must be more than one qoal for
the ships captain to keep in mind. Aside from destrouina
Klinaon ships. the Carptain must find neutral clanets. or
level @ Klincon planets. and build alliances with them. Once
an alliance is establish science szannina should be
initiated. If durina the science scan the olanet is found to
have special attributes . bonus Points are added to the
captains score. These ©ooints hele when it comes time for
promotion. The Captain must attack 1level 1 or hicher Klinaon
planets and bring them down to level @ before a Klinaon
planet can be brouaht into the Federation. Enemu Starbases

must be destroved. This all adds ue tg “securina the
sector®. Once all the stratecic tasks have been accocmolished
and the last Klinaon cruiser has been cdestroued the sector
will be consicdered “secure®, The sector will now be
considered closed and no further Klinaon activitu can
tal:e mlace.

Scorinae and rankina of olauvers will bLe maintained. A rankina
sustem usina score and Klincon shie counts as a basis for
eromotions was established. Plauers scores and ranks are
filled on a master data file. Viewina of scores and ranks are
possible from the main menu.

ReXl—-time oceration was the final conceest used in writina WARP
FACTOR X. Rather than aivina each side a "turn". WARP FACTOR
X is set up for near concurrent coeration. This simplu means
that the time clock is used to slice a turn for the oecosina
(Klinaon) side everuy now and then. This time slice will vara
with battle or non-battle situations and the ranking of the
Cactain. As uou will see. the cace can aet rather hectic.
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BACKUP COPY

WARP FACTOR X IS A COULLECTION OF SPECIALIZED PROGRAMS AND DATA
FILES. A DISK PEING USED FOR WARP FACTOR X WILL HAVE VERY LITTLE
SPACE LEFT AND SHOULD RE CONSIDERED DEDICATED TO THE GAME. YOouU

.SHOULD HAVE A MASTER BACKUP DISK AND AT LEAST ONE BRACRUP OF THE

DISK REING USED. THIS IS mOST IMPORTANT SINCE YOU CANNOT WRITE
PROTECT THE PLAY DISK. UPDATZS HMUST BPE MADE TO THE SECTOR FILES

AND THE SCORE FILE. AT VARIOUS TIMES DURING PLAY.
TEMPORARY FILES WwIitl RE GENERATED AND THEN KILLED.
IMPORTANT! ! ! 2 Re sure to read throuah all the instructions
before beainnina WARP FACTOR X. This is a wveru intricate and

comelicated <came and wou will need all the information availaule
to become Caotain of uour Starshio.

LOAD ING

To load WARP FACTOR X tuce RUN *WARP®". A ecromet for the tuce of
comouter will be aenerated. If ywou have 32K or if uou want ta
specificallu run WARP FACTOR 4 select the 32K oetion. It wou bave
a &4K COCO or a COCO 2 then make the acoropriate selection. For
the 44K or COCO 2 oeotions WARP FACTOR S will be automaticallu run
when the cama is initiated. JIf uou have .iust enced a came of WARP
FACTOR S and re-run *WARP* then WARP FACTOR S will automaticallu
be selected when the came is initiated.

L e T T T T T T e
GETTING STARTED

When the main menu is disclaued the followina ontions. will be
available.

A=LOGIN/STARTUP: If wou have olaued the Qame before and
established Score/ UData file uwou can sian i1nto a came that w:ill
be use as ineut for Score and Rank information. When wou are

asked to enter wour Starfleet ID number rememter to oress the
{SPACZ> bar rather than the <ENTER> keu last.

If uou are a new olauer or would like to plau under a new name wou
can establish a Score/Data file bu enterina the new name wou wish
to eplau under at the LOGIN: oromet. You wil then be orcomoted.
acain. for uour name and an ID number that will be used to protect
uour file acainst unauthoriced use.

P=PRACTICE GAME: Th:is allocus wuocu to oslau a came without the
normal loain. The came 1s the same as a reqular cne with the
exceoticn that the final score 1s not recorded. All chances to the
sector information. such as a Zdestroued starbase. is saved. At the
start of a oractice came ucu will alwaus ware intc sector 1 1
first. It 1s a agod 1dea to plav a few oractice cames before
startina to lieee score.

C=VIEW HONOR ROLL: Selectina *C* will cause the plauer loa to
diseslau each oplauer and the:r statistics. The first eolaver
diseplaued is the senior officer. He holds the hichest score total
(this is an accumulation of scores for each came plaued):.

D=INITIALIZE ALL SECTORS: All 18 scectors will be rebuilt with new

information. It does not atfect scores.
2
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THE GAME

There are 2 auadrants each consistina of 9 sectors (1-9). Your
mission is to secore each sector of both quadrants. For a sector
to become secure the followina tasks must be accoarlished:

1. All Klinaon Starbases must be destroued.

2. Al}l clanets must be allied with the Federation.

3. The last Klinason in the sector must be
destrouved. A status disslau should now displau
the messace "secured®. OQuadrant/secfor 1 1
will alwaus be initialized secure. There will
be 10 allu rplanets and S friendlu starbases.

T R R R T Oy R S R I Y IR
POINTS

Points are earned for the followina accomelishments:
1. Destrou:na Klinaon btases. Points are earned
for each hit ueon a base.
2. Destrouina Klincon ships. Points are earned
for hits uson a Klinaon.
. B Puildina alliances with olanets. .
&, Science scannine. a newlu allied olanet that
reveals sianificant science find or useful
mineral ¥find.

Points are lost w en the Klinaon does the follbuina:

1. Attacks Feceration bases. Points are lost for
each hit.

Zs Attacks on the Entersrise. Points are lost for
each hit. )

3. Attacks ¢ -llied mlanets.
BEEr- - P HREFTFEELFE BRI FF SRR EEEFRRGECETCEEEN
SPACE
Each sector is ‘aid out in a 75X75 point arid network. The

enterprise can ma: >uver anw eoint on the arid that is not beina
occuried bu another ob.iect. If the shie attemots to stos on an
occurpied location a collision will result and the drive sustea
will receive scme camace.

There are SFALZE STORMS in most sectors. Space storms cannot be
dete-ted bu uour scanner. If the Entererise enters a space storm
damace to most devices will result alorna with enercu loss and a
complete neutralizina of the schields. The shie will be disclaced
to another locaticn. Instruments mau ovcerate erraticallu for a
short tiame.

In addition to fiehtina the Klinaon. Enemu Starbases. and Enemu
Planets. uou must capture the loualtu of as manu neutral and level
O enemu olanets as possible. This not onlu helps uour score but
also builds us uour rerair desots.
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THE SHIP
The followina devices are available from the comsmand console:

1. WARP drive and IMPULSE drive for manueverina the Starshin.
2. PHASERS and PHOTON TORPEDCOES for wearonru.

3. SHIELDS for shie defense.

4., SCANNER for science surveus and local ob.iect information.
s. COMPUTER for recallina known relative pcsition data.

All of the above mentioned devices are sub.iect to cdamaace fro

Durina most non—-arachkic commands the status of the Shios Enera
cells will be disolaued in bar arash form at the toe of tH
screen. 1f the bar arash turns froam BLUE to RED the Shies Enera
has fallen to 100Q units or below. When the weascons or driv
sustems are used the camace status will be discplaved in bar qrac
form with the amount of camaae in units. It the damaae reache
250 the device will not ocerate. Rerairs will be necessaru befor
inoperable devices can be used acain (see REPAIRS below).
»

The SHIELDS wil] eprotect. to some extent. the shie asainst attac

bu enemu forces. The shields bhave their own enerau storaa
cells. These cells will store a maximum of 25080 units of enerau
It needed this enerau can be charced from or transfered to th
shis enerau cells. The shield enerau is reduced each time th
shields absorb enerqu froa an impact of enemu fire. The shield

also are damaaed to some extent each time theu absorb enerau fro
an imepact of enemu fire. It takes extra ship enerau to move vi
impulse or ware drive if the shields are up. Move with shield
down when no enemu forces are eresent to save shiep enerau. 1
shasers are used with the shields up extra enerau is consumed fro
the shieps enerau cells to force the shot throuah the sheilds.

The SCANNER is used to usdate the shios computer and identifu fo
the Castain anu obiect. exceot one. that is within a 16 X 1
tarcet area. As each ob.iect is disvlaved its relative bosition
Y-X. to the shio is also displaued. Due to the peculiar enera
outsut of the Klinaon shie the Scanner can detect it in a 13 X 1
target arca as well as determine shie and shield enerau levels
The one ob.iect the scanner cannot detect is the Seace Storm, Whe
an impulse or ware move is comclete. a "scan® will be rerformed
unless the Klinaon has locked on the Entercrise.

The SHIPS COMPUTER is used to locate the relative weosition (y-X
of a known obiect in uour shivs sector. Usina this informatic
the Captain can keep track of all ob.iects that the Entersrise ha
scanned in the sector. This is veru useful for keerpina track c
Klinaon attacks on Friendlu Planets. HNeutral Planets. an
Federation Starbases. 1f the Shies Computer eicks urp an automati
alert beacon from a Federation Starbase under Klinaon attacik th
relative position of the starbase will be diseplaued with a messaaq
indicatina that a starbase is under attacl. A klaxon will soun
before and after the messaae is displaued. Sector summaries an
status can also be retrieved from its wmemoru banks. The PHOTC(C
TORPEDOES will not be veru effective acainst the Klinaon if hi
shields are veru strona. The lower the shields the stronger tt
&



rlast torce. The real advantaae 1s that 'ee can be launched at
ynce. Photon torcecoes have been known to disrust a planets
ijtabilitu on impact Odue to the extremelu concentrated enerau
.elease. It is pessible to destrou a planet with § ohoton torsedo
.it. This is frowned upon bu the Federation.

‘ou can DOCK at Friendlu Startases and Friendlu Planets. This
1ill reclenish uwour ships enerau and uour shield enerau. The ship
\nd some cdevice cdamace will be decreased a little for each dock.
‘he Startase is the best place to dock for cower but it costs more
oints to dock there than at a slanet.

‘c REFAIR wour shiss devices wou must execute the "REPAIR"
:ommand. Not all devices are recaired durina a dock. Use the
.ecair command to sseed up this rezair secuence.

ihen usina wour drive to maneuver enerauy will be consumed
iccording to how far wou move.; It takes a lot of enerau to move
)ith shields us. I wou move usina ware drive the enerau
:onsumption is increased accordine to the ware factor.

‘here are other features that uoﬁ will learn as uou Qo. The idea
s to master the came and not lFt the Klinaon and his supportinag
lases and planets destrou wou. =

P I I IS T R R R T R Y T Py Ty
SOUND

wound has been added to bhelep identifu certain functions.
‘ocllowine is a brealdown of the sounds uou mau hear:?

1. When a lonq range scan is in progress a °*ping®
will be heard for each ob.iect plotted.

2. If the comsuter is not ocerational a low
*tone* will be heard each time a number keu is
oressed to activate a function.

S If the Klinaon aperoaches to within 1@
locations of the entercorise a "klaxon® will
sound to alert wou to the caneer (RED ALERT).

4. When an attack message is received from a
Federation Starbase the *klaxon® will be
sounded before and after the message is
displaved.

S. WWhen a wove is initiated tones will sound each
time.

#WARP FACTOR S ONLYs

6. Explosion when the ship is hit bu Klingon
fire.

7. Phaser fire has an audible reverb.

8. Photon launches have an audible °“ploe”.

9. A ping will be generated when a key is pressed
and detected bu the comeputer. If wou hear the
ping but no character is diselayed the Shie
Computer will treat it as if it were displaved
and act if it is single key command.
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PLANETS - STARRASES - KLINGONS

NEUTRAL PLANETS are olanets that are not allied 3o e:ticr sthe

Klinaons or the Federaticn. Durina a sensor scan theu »:il! be
displaued as YELLOW PLOCKS. Tteu will. normallu. not attack the
Enterorise. Pefore anm alliance can be established trne Ente-ctrise

must maneuver to within 1 scace of the slanet.

FRIENDLY PLANETS are usad for dochkina and shie resar durinc the
came. Each dock costs 20 points. Some shie damane 15 reca:red.
Torocedoes are paritiallu reslenished. Ship and shield enerau is
increased and minor repairs to shies devices are rade. Wrhen
friendlu planets are scanned by the sencors theu will]l sooear acs
PLUE 2LOCKS. Friendlu planets are built to level & when first
allied. The Klinaon must brina the level down to @ to casture the
planet for the Klinson Emeire. The elanet can be bSuilt back to
level 4 bu dockina. The level is increased bu 1 for each dzck
until level 4 is reached. ©Pe sure to science scan a new ail-.ed
planet for scientific or min2ral resources......mnore points'!'!

FRIENDLY STAREBASES are used for ship damace repair and resurolu:na
the shies enercu and weapPONns. Ship enerpu is restored tc Scl2
units. Sheild enerau is restored to 2500 units, Toroedces are
re-stocked to 10. Each startase dock costs 258 pointe. Some
device recair is done. Friendlu Starbases will acoear as & blue
*lazu L" when sensor scanned.

ENEMY STARBASES will acpear as RED "HATS' with with a i
durina a sensor scan. These bas2s will fire uscon the Enterer z2
if she moves within B locations of the basa. Theu w .so
notifu the local Klinaon cruiser of uour arrival when with:n 8
locations. The Klinaon uses these bases to recair and re-susci.-.

ENEMY PLANETS are formeri+ NEUTRAL or FRIENDLY Planets that have
been captured bu the Klinaons and forced into the Klinaon empire.
Theu will fire wupon the shis when 1% is within & locatic =.
Communication with the local Klinacn shie when under attack s a

certaintu. When scanned an Enemuy Planet will aceear as a ~ D
BLOCK followed bu its build level and an astrix. Pefore wou _.:n
form an alliance with an Enemu Planet uou must attack until .:e

build level is cero.

The KLINGON is deadlu. Once locked on it is difficult to e: ‘e
him. He will casture uwour oplanets and destrou wour starbas.:s.
The Klineon is subiect to the same damace and needs as *t:re

Enterorise. Klinaons know how to fiaht and wmaneuver. You wilil
veruy seldom find one that doesn’t aive wou a aood fiaht. Notse.
thouah. theu are not superhuman and weaknesses do exist. Theas

will appear at the toe of the sensor scan -if theu are within 13
locations of the Entercrise.

L T S Ry T TS
COMMAND SUMMARY

Commands can be entered at the command orompt ®"##7°. Sometimes

when a keu is pressed it mau not be disclaued or acted ueon

immediatelu. This is normal decendina on what the Klinaon is

doina or what{ the current diseplau mode is beina used. If uwou hear
5 g



s pira when the keu 1s oressed but it 15 no Jisoclaued uou can
\ssume it has been recoaenized bu the comouter and willk be acted

1Don.

jome commands reauire 2 keus to be eressed to activate. Some of
-hose commands have been wplaced uncer coacuter control using
;inc]e numeric keu entru to activate. I1f the comouter is damaaed

wnd not operational the sinale numeric kew will not be active.
‘ou must then use the 2 keu code to activate the cesired function.

eSU = SHIELDS UP Remember. when the shields are us it takes much
yore enerau to move the shio.

+eSD = SHIELDS DORN HMove the ship with the shields down whenever
t is safe.

#SE = SHIELD ENERTY TRANSFER. This command allows the Cactain to
fransfer enerau froe the SHIPS ENERGY CELLS to the SHIELDS ENERGY
ELLS or vise versa. To transfer enercu from shiep to shields
;mter a positive number. To transfer eneraeu from shields to shie
;nter mecative number.

;ST = SHIP STATUS This command will disclau seneral shie s?atus
nformation. Included in the disclau is enerqu. position. §hxeld-
ihip cdamace and stardate status. The count of Klincon Ships and
itarbases destroued will be diseplaued followed bu the Shis Enerau.
itheild Enercu. and Ship Damace in bar crash form. When these bars
we RED a critical situation is indicated. If the Ships Enerau
‘alls below 1080 units that bar will be RED. If the Shield Enercu
‘alls below 5S@3 that bar will be RED. If the Shie Damace rises
.bove 2080 units that bar will be RED. The ship is considered
lestroued if the Ship Enerau reaches zero or the Shies Damace rises
\bove 2580 units.

.56 = SCIENCE SCAN. This command will use the shirs sensors to do
. specialized search of anu Friendlu Planet. within one location
¢ the ships for evidence of life forms and mineral decosits.
Ihen somethina of interest is located the Cartain is rewarded bu
n increase in points.

+DA = DAMAGE REPORT The damaae status of all the ships devices
1ill be diselaued in bar crach form followed bu the damace level
n units. When device damaae reaches 252 or above the bar arash
}ill be RED indicatine that the device is inoperable. As lona as
he bar is RLUE the device will still be orerational.

+R = REPAIR This command will effect some reecair over most of
he ships devices. A Damace Report wil be displaued after ea;h
‘ecair command. Everu rercair command reacuires 50 units of shie

NerqQd.

SN = SCANS a 18 X 1@ area surroundina the Entercorise §nd
lisplaus obiects and their relative egositions. The Xlinaon will
« seen it he is within 15 X 15 area. His scanner is n9t as
jkelu to detect the Entererise bewond 10 X 10 locations.
tarbases are shown with their enerau outsut level. Planets are
bhown with their build level. Note - Sepacestorms are not detected.

««P = PHASERS., Ranae = 1@ X 10 (+-). The phasers can be ained
and fired bu usine the 3 followina parameters: PUWR.Y. X.
PWR = Enerau level. of the ophasers (@ - S3C MAX.). The enerau
is subtracted from uwour Shiess Enerau Cells.

Y = Relative position of the taraet us (+) or down (-).
X = Relative position of the tarcet richt (+) or left (-).

If the Phasers are called usina the *7" keu (see SINGLE KEY
COMMANDS below) the Seieps Computer. if operational. will
automaticallu lock the Prasers on to the Klinaon ship. if in rance
18 X 1@. or the nearest Klinaon ob.iect.

- Note - If the Shields are ue uwhen the Phasers are fired some
extra enerau will be decleted from the Shies Enerau cells to force
the beam throuah.

*2TO 2= PHOTON TORPEDOQES. Rance = 1@8X10 (+-). Reauires 3
carametersi®#.Y.X ’

# = Nusber of Toreedoes in burst (1 to 3).

Y = Relative position of taraet ue (+) or down (-).

X = Relative pcsition of tarcet riacht (+) or left (-).

«xl_ = LONG RANGE SECTOR SCAN. This is a arashic diseplau of all
ob.iects. exceet Space Stormes. in the sector. If the Sthio
Computer is operational Friendlu Starbases are displaued as a
araphic *T®. Enemw Starbases will be diselaved in a arachic "hat*
form. Scanned planets are displaued as a filled in circle.
Ob.iects ¢that have not been scanned are disolaued as emotu
circles. If the Ships Computer is not operatonal all obiects will
be displaued as emptu circles.

*«*ARP FACTOR 4 - Your Starship location is marked with a "cross®
surrounded bu a 1@ X 10 tarcet scuare. If the Klincon is within
15 locations of uwour ship he will be crashicallu displaued.

*++*WARP FACTOR S - Ycur Stargh:
reorec ~tation cf 1t1he stars‘:

lccation is marked with a arashic
v.th a shield halo. if up. and is

v

-surrou: jed bu a 1@ X 10 taraet s=cuare. 1f the Klineon is within

15 locations of wuour ship he will be arashicallu displaued. If
the sti-ship comouter is not woriins everuthine in the sector will
be disclaued as an emptu circle.

%] = IMPUWWSE DRIVE. Recuires 2 parametercs: Y.X. The maximum
imoulse move is six (&) locations for Y or X.

Y = Move up (+) or down (-) relative to current position.

X = Move riaht (+) or left (-) relative to current position.

A Sensor Scan is preformed after each impulse move.

*#l = WARP DRIVE. This command allows the ship to make multiole
Impulse moves within a sector. Three parameters are recuired tc
use Ware Drive: WF.Y.X.

WF = Number of secuential Impulse sOVes (e-7).
Y = Relative move us (+) or down (-) from 1 to &6 locations for
each WARP FACTOR.

X - Relative move riaht (+) or left (-) from 1 to & locations for
each WARP FACTOR.

If a WARP FACTOR of 8 or mcore is uszed the Y and X parameters have
the followina meanina:

=]



Y = Quadrant the shis is movina to (1 or 2).
X = Sector number in the Quadrant (1 - 9),

1f a WARP FACTOR of 7 or less is used the move will be displaued
usina the Lona Rance Sector Scan displau. If the Klinaon Ship

acvorpaches to within 15 locations of the shio he will be disolaued

in arashic form.

«+C = COMPUTER ™MODE. Information stored in the memoru banks can
be retrieved usina the Comouter. Relative location and
eneraqu/build information of anu known ob.iect in the sector can be
disclaued. A computer controled Lona Ranae Sensor Scan disclauina
onlu known ob.iects can be selected. Quadrant/Sector status and
known ob.iect information can also be displaued. This is useful
for keepina track of secured or unsecured sesctors and/or obiect
information (onlu obiects that have been oreviouslu scanned.)

«+A = ALLIANCE. You mau form an alliance with a Neutral Planet
or level O Enemu Planet. You must reduce an Enemu Planet to level
® bu attackina it before an alliance can be formed. You =ust be
within one unit (Y.X) to the planet.

#«+D0 = DOCK/ORBIT. This command will initiate a dockina seauesnce
if the ship is next to a Friendlu Starbase or establish a secure
orbit around a Friendlu Planet. Enerau and damaae levels will be
ad.iusted to some extent. .

DOCK - Enerau cells will be filled. Ship damaae will be reduced to
Tero. Torvedoes will be fullu restocked. Sienificant amount of
device recair will be comeleted. Each Dock costs 258 ooints.
ORBIT - Enerau cells will be rerlenished somewhat. Shis damaae
will be reduced a little. A few Torredoes will be supplied. Some
device repair mau be done. Each Orbit costs 28 points.

%0 = QUIT. This command causes the came to end and scores to be
loaced.

A2 22X X2 222X 3

The following is a summaru of the SINGLE KEY COMHMANDS that are
available if the computer is operational: )

1=SU SHIELDS UP
2=SD SHIELDS DOWN

3=SS SCIENCE SCAN

4=SE SHEILD ENERGY TRANSFER
5=ST STATUS DISPLAY

6=SN LOCAL SCAN

7=P PHASERS

B=T0O PHOTON TORPEDOES

©=DO DOCK/ORRIT

NOTE =~ If an "e” appears before the command sromet this means that
the zhip enercu level has reached a criticallu low level of 999 or

less.,

WWNOTE — If an "s* asrpears before the command promet this means that
shields have been droered.

THIS PROGRAM AND DOCUMENTATION ARE CQOPYRIGHT 1985 BY PRICKLY-PEAR
SOFTWARE AND WAYNE MORSE. ALL RIGHTS RESERVED. :
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PLAYER DATA FILES

A proaram called "FEDCOR® has been included on the disk. When run-
this proaram will ask °HOW HANY RECORDS® to copu. A coou of °FED/DAT®
will be aenerated retainina onlu the nuaber of records specified. You
should alwaus coeu at least three.

The reason for this is as follows:?

1st record - This is the Senior Officer record

2nd record = Duanu record for "Practice® aanes

3rd record - The first clauer file

Generallu wou will want to add 2 to the number of different plauers

names beina used to decide on the number of records to be coried when
usina “"FEDCOR®.

WARRANTY

This program lls guaranteed to load for
as long as you own It. If It ever falls
to load fof any reason (even If your
dog chewed It), simply return It to us
There
Is no time Iimit, and there Is no other

for a prompt, free replacement.

warranty, expressed or Implied.



