Dear Player,

Welcome to STAR SAGA: TWO ™ The Clathran Menace. You are about to embark on a fun and exciting space adventure.
In the game, you become one of six characters living in the year 2821 AD. In your role, as one of the few galactic pioneers
of your time, you journey deep into the galactic Arm and, in order o save all you hold dear, face The Clathran Menace.

As you travel in the arm, you explore exotic and bizarre planets. You trade with other players and in-game entities for
vital information and valuable commodities, You battle familiar enemies and strange alien monsters. You fly farther and
farther in pursuit of the enemy. . . dreading all the time the dark moment when you may find them.

A computer will serve as your moderator and ooordinator during the game. The Computer Game Master keeps track
of your actions, accomplishments and acquisitions. It will tell you the results of your moves, handle your transactions, and
even remind you where you parked your spaceship.

STAR SAGA: TWO ™is a long-lasting game, but you may stop whenever you like and start up again where you left off.
You may choose not to play the game in a single sitting: to do so would take approximately sixty hours.

Now it’s time to get started! Read the following description of the galhe’s setting and characters. You
will use this information to choose a character. Then, follow the_ instructions at the end of this letter.

The World in 2821 A. D.

The ‘year is 2821 A.D. Most of the human race lives in the Nine Worlds, a community including Earth and eight
_colonized planets. They are located on the outskirts of the galaxy, in a region called the Galactic Fringe.

The invention of the dual-axis hyperdrive in 2257 made it possible to travel among the stars. Great pioneers forged
‘deep into this frontier. A new era, called the “Great Expansion,” had begun. Vanessa Chang, perhaps the greatest explorer
of all, singlehandedly discovered more than forty planets.

"The Great Expansion came to an abrupt halt in 2490. The Space Plague killed more than half the population and brought
civilization to its knees, After discovering it was brought by an unknown space explorer, Humanity reacted by decreeing no
spacefarer may approach the Nine Worlds. They called this new border around their home worlds “The Boundary.” They
hoped this would forever protect mankind from dangers such as the plague.

Alas, you are one of the few who know better. As a space traveller, you left the Nine Worlds, and explored the vastness
of the Fringe. On a planet called Qutpost, you discovered a shipwreck. Inside, you found the log of the great Vanessa
Chang. The terrible secret you learned there forever changed your life:

The Plague was no accident. It was sent to Earth by an intractably hostile race of green-skinned reptilian beings called
the Clathrans. For reasons not yet understood, the Clathrans seem dedicated to the destruction of Humanity. They are
surveying the galaxy, intending to find the Nine Worlds and complete the extermination of man. And they have the means
to do so.

Mankind, blissfully ignorant of this grave threat, has no plan or means to defend itself. Instead, the human race hides
1ts collective head inside the apparent safety of the Boundary All, save a few intrepid explorers. .
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Choosing Your Character

Read the charactér summaries below and choose one you would enjoy playing. Flip a coin to decide who
will play a character if there are conflicts with other players.

Next, find the Character Booklet with your cCharacter’s name on the cover. At this time, open the booklet and

follow the directions inside.

" Your Character Booklet contains a complete blography, mcludmg your chamcter S background and goals.
It also contains a summary of the Star Saga™ rules and directions for playing the first tum of the game. Your
character booklet is secret, though you may share any information you like with the other players. It is not a good

idea to let anyone else read it.

At least one player should also refer to the beginning of the Hast Guide and Player Reference ManuaI There
you will find directions on how to set up the game components, some helpful hints, a comprehensive version of
the rules, a Computer Game Master user’s guide, and a glossary of terms used in the Star Saga™ Universe.

Laran Darkwatch — A mystic Disciple of the Final Church
of Man, and one of thexr leading theologians, Laran violated
Church dogma in search of the truth. Retracing the voyages
of the Church’s mysterious Founders in the ship Jihad, the

disciple has made discoveries that will change the Church

forever.

Jean G, Cler¢ — A down-to-Earth engineer, Clerc pursued
the dream of buﬂdmg the ultimate spaceship. Now, with the
most formidable ship in the galaxy, the Run Amok, Clerc
is still no match for the Clathrans Clerc now seeks new
technological discoveries to even the odds.

Valentine Stewart — Heir apparent to the Stewart Family

trading and smuggling “business,” Stewart has sought adven- .

ture and fortune in space. Far more than just the honor of
the Family depends on whether Valentine, and the ship Holly
Roger can fulfill a new contract; to find the source of a rare
and powerful matenal

Corin Stoneseeker — Sent to the stars on a quest which has
spanned twenty generations, ‘Corin has found the mysterious
Core Stone. Now, exploring the galaxy in the Quest's End,
Corin must discover the secret of the Stone, and complete
the quest of his ancestors.

M. J. Turner — The best pilot in the Space Patrol, Tumner
and the ship Barratry were “reass:gned” o explore beyond
the Boundary and rid the Fringe of a dangerous space pirate.
Now the human worlds face, the threat of the Clathrans and
Turner i is needed more than ever.

Professor Lee Dambroke — A well-lmown xenoblologxst,
-Dambroke studled a mysterious and powerful new form of

energy that conveys unusual powers. With his research ship,
the Black Abyss, Dambroke hopes to discover its secrets,

Let the Saga Begin!
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How to Set Up and Start the Game

Congxatulanons You are now t.he proud owner of STAR SAGA TWO 1""Tiu: Clatkmn Menace You and you.r Computer
Gnme Master have just become respons1b1e for your, desuny beyond this world, as well as the desl:my of up to five other people
.of your choosing. e

Choose well, becatite you and yoir friends are sbout to embark on #h 'int'erstellgr, intem:;tiv'e, role-p!nying space op_era;
Your box should include the following contents: ' 7 .

- Host Guide and Player Reference Manual

- Six “Dear Player” cards s
~ Computer Game Master stkelte

— Gamig Mapboard )

~ 8ix Playing Tokens '

— Six Character Booklets

- Fourteen Text Booklets, labelled A through N

To start the game, follow the steps below.
1, Lay out the game mapboard on a convenient surface.

2. Have each player read the dear player card, front and back, and choose a character to play. If two players want the
same character, flip a coin.

3. Take the character booklet for your character, Read the first two sections of the booklet, the character biography and
the rules summary.

4. Make a backup copy of the Computer Game Master (CGM) diskette, in case anything should happen to it. Then boot
up the disk to begin play. The CGM will ask you whether you want to start a new game or continue an old one. Press “N” for
New Game. When the CGM asks if you really want to start a new game, press “Y” for yes. The CGM will give you a menu
to select which characters are playing the game. Type the initials of the characters who are playing.

If you have played STAR SAGA: ONE™ Beyond the Boundary, you should now follow the directions at the end of this
section if you want to continue play with a character from that game, Qtherwise, hit return to create a new character.

The name of your character will move from the “not playing™ list to the “playing” list on the screen. Press “F” for Finished
when you're done. The CGM will now show the “Main Display” for Turn One.

5. Put the fourteen text booklets where everyone can conveniently reach them. Do not read any of the text in these booklets
vnless you are instructed to do so by the Computer Game Master.

6. Read the final section of your character booklet, “How to Play Tum One.” This section guides you through the first
turn of the game. It tells you where to start your spaceship on the map, how to plan your moves, how to enter your moves into
the computer, and how to get your “results” for the turn. Note that the “How to Play Tum One” section is different for each
character.



— How 1o Set Up and Stant the Game —

7. You are now well onyour way to playing on your own. The CGM will give you directions for each of the first three
trns, similar to the instructions in “How to Play Turn One.” After three turns, you will be free to go wherever you want!

8. If you need any more help, the rest of this manual contains reference information on various aspects of the game, You
do not have to read the nianual in order to play. The Helpful Hints section provides answers 1o a number of questions you may
have about the game. The Rules are an expanded version of the Rules Sumfiiary in the Chafacter Booklet, with an explanation
of all the points of game play. The CGM Guide explains how to nse the Computer Game Master, The Gldssary defines a
variety of terms from the Star Saga’ universe, ingluding all the items and sbilities you can acquire. We hope you will find
these reference materials useful and interesting. '

Enjoy the gamel!

Copying a Character from STAR SAGA: ONE™ Beyond the Boundary.

To continue play with a character from STAR SAGA: ONE™ Beyond the Boundary, collect the follp\@'_ir:lg information from
your original game: total score; number of cargo bays for both your ship and drone; and your items and abxlmcs

Then, after choosing your character, type “2" to continue your old character, and answer the questioné that follow.



Helpful Hints

Q: T have not yet played Star Saga: One™. Do I need 1o do so before playing this game?

A: Not at all. Each game stands alone and can be played separately. But don’t be surprised if you want to play the first game
when youn have finished this one! ’

Q: 1 have played the first game. Can I transfer my character over to Star Saga Two™?

A: Yes, many of your possessions and abilities from Star Saga: "One will be nseful in this game Read the “How To Set Up
and Start the Game™ section to learn how to transfer your character.

Q: I'm not sure how to get started. What should I do first?

A: The “How to Set Up and Start the Game” section of this manual explains what to do. The right order is: (1) lay ont the
map, (2) read the “Dear Player” card and pick a character to play, (3) read your character booklet, (4) boot up the disk, (5) play
turn one, following the instructions in your character bocklet, and (6) have the adventure of your life! The rest of the manual
is for reference only; you don't have to read it to play the game.

Q: What happens if my disk doesn’t work when I boot it up?

A: Try ejecting the disk, tarning off the computer, then restarting. Put the disk back in the drive, If thst doesn t work, follow
: the directions on your warranty card.

Q: Ca_n I make a backup copy of the disk?
A: Yes! In fact, we recommend you do so in case anything happens to the original disk. -
Q: Is the game as good played solitaire as with a group of friends?

A: We have designed the game to be fun no matter how many people are playing. Alone, the game is an exciting solitaire
adventure. With a group of players,_ you add the aspec_:t of social interaction to the game.

Q: Can 1 start a game alone and have my fnends Join in later?

A: Yes, but the best way to play with a group is to start together and to try to have eva'y player parﬁc:pate in every game
session. If you can't wait to try out the game, play a few turns by yourself, then start a whole new game when your friends are
ready. Choose the same character as before and try not to give away any surprises.

Q: What happens if a player has to miss a game session?

A: Use the “D:sab]e option (see section 13 of the CGM Guide, in this munual) o put that player s chamcter in “suspended
animation” while the rest of you play. It's best not to let any player fall more than twemy or thu-ty turns behmd, and to let
anyone who is behind play alone for a while in order to catch up.
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Q: 1 joined a game already in progress, so I am many turns behind, How do I catch up?

A: One way to catch up is to persuade other players to tell you where the best discoveries are. However, that isn’t the best
way, because you miss much of the fun of exploring and discovering on your own. Instead, you should arrange to catch up
by playing alone between game sessions. Use the “Disable” option to suspend all the other characters and play until you have
played the same number of tumns as the other players.
Q: How do I stop the game? '

A: At the beginning of a turn, select “Quit” from the Main Display. The game position will be saved on the disk, so the next
ti_me YyOUu ¢an resume play_whm'e you left off. Afier quitting, you may wish to m_al;c a backup copy of your disl;, o be safe.

Q: Does it matter what color playing token I use?

A: No. Go wild,

Q:Whenlplhytlie'game;dolhiive_tqactlil:'emychmcta? o
A: You canplay the_l,l,;ql.e_ of you;' parnc:ular character id “{hatevér extent yo_d w;sh. You alone k_r_mw wﬁp your character is, ))our
background, and what goals you have in the game. It’s a lot of fun to become someane else for a while; try it!

Q: What happens if my character gets killed?

A: You will be presented with the exact rules to follow should this happen, In general, you will have to start over with a new
character. However, since you can use the notes and information you learned with your original character, it isn’t too hard to
catch up. If all the other characters are in play, you may have to start the same character over again. Don't think of this as
being resurrected; think of it as starting your story over at Chapter One. : L - '

Q: My personal health score is very low. Is this dangerons? - : S
A: Yes! Read the rules section on Heslth for some hints on how to keep from dying.

Q: How should I mark the names of discovered planets on the map without ruining it?

A: Writing the names lightly with a pencil will help keep the map looking good, especially if you need to erase the names in
order to play again. Another solution is to use small adhesive labels of the remoyable kind or strips cut from adhesive note
pads. Yet another solution is to lay a piece of transparent acetate over the map and write the names on that with a grease pencil
or ransparency marker. If all else fails, you can keep a list of discovered planets and their trisectors on a piece of paper off to
the side — but this can make interstellar navigation difficulr. -~ o oo

Q: What are space walls?

A: Good question. The only thing known for certain is that they present an impassable barrier to a ship using any sort of
hyperdrive (such as your ship, for example). Oddly enough, they don’t seem to exist in “normal” space, only in hyperspace, A
ship using just rockets and thrusters can go right through them — but rockets and thrusters are so slow that it's faster to use a
hyperdrive and go around the Space Walls, i “ S S :

——



« Helpful Hints —

Q: I'm not sure how to acoomplish my character’s goals. What should I do?

A: First, go through your character booklet again to see if there’s a clue’ you missed the first time through. Second, mke thmgs*
one step at a time — the longest Joumey staris with the first step! By beginning to explore planets you will learn a lot about
what's really happening in the Star Saga™ universe. Some of what you will find directly relates to your character, including
information about your character’s goals and how to accomphsh them But most u'nportant of all, have funt

Q: T have the chance to trade one unit of my Phase Steel for three units of Flber at the mn:ketplace Should I make the trade?

A lf you're short of caxgo you should probably take the deal. As in real life, three for one is a preity good trade. When you
learn more you can become more discriminating — for example, you might not want to trade one unit of a commodity for which
you don’t have a reliable source, just to obtain three of a commodlty that you know’ yciu can get easﬂy

Q: WhydoI want to trade?
A: You irade to get the things you neéd to achieve your character’s goals. Some of your acqulsmons you can use dlrect]y. some

you can build other items with, and some you can exchange for goods or services you ‘need.
Q: What's the best strategy for ufading?

A: The best strategy is to keep as balanced a load of cargo as possible until you know what you really need. The most important
thing is to learn where commodities can be found. You can always plan to return to a planet later if you néed to get more of
the itemns they have for trade.

Q: What is the most nnportant commodity to acquire?

A: The ‘most valuable commodity in the game is mformanon Once you have leamed. for example, where an unlimited supp]y
of radicactives is located you always know where to get as many radloacnv&s as you need.

Q Dol have to tel] the other p]ayers what T learn, discover, buy. or ﬁnd?

A:"When you discover a new planet, you must tell the other players its name and locat:on Everythmg else is completely up to
you. It’s fun and smart to share information and experiences —— but remember that information is valuable, and keeping secrets.
is fun too. If you had to struggle your way out of a tough smmtton. or search half the galaxy for a rare matenal why should
the next person have it easy?

Q: I can't seem to win a combat. How can I do better?

A: As in real life, training and equipment make all the difference. You should take advantage of opportunities to improve on
your skills, weapons, and items. Be sure to keep a sharp eye out for these things; sometimes they can be found in the strangest
places! ) .

Q: How does the CGM figure out who wins a combat?

A: The CGM looks at how your skills, weapons, And items stack up against your enemy’s fighting ablhty For a dascussion of
how the CGM does this, read the combat section of the complete rules in this manual.
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— Helpful Hints -

Q: Help! I don’t know where my ship should be. What can I do? : :

A: Whenever you need to know anything about your character’s status, you can always look at the status display on the computer.
One way to do this is to select your character from the Main Display, then press “S” on the computer keyboard,

Q: How can I keep track of all of the information I discover in the game? ; o

A: In your “walk-through,” you will find several suggestions and examples of how to best organize all of your discoveries.
We recommend you write the text. numbers, the options on a planet, trades available at a market, as well as any jnferesting
information you uncover in your travels, all down on paper. We guarantee you will need most of this data at different times
during the game! - ' S '

Q What should I do when I finish a turn qui#kly and 1 have to wait for the other players to catch up?

A: Here are a few snggestions: (1) Use the time to organize your written notes in convenient ways. {2) Discuss discoveries,
trades, or plans with other players. (3) Re-read text you've looked at before. You might notice something new, especially if
you were in a hurry the first time you read it. To be able to do this, of course, you must keep a record of all the text entries
the CGM has sent you to, since these are the only ones you may read. (4) Read the complete rules and the glossary in this
reference manual. o S ‘

€ Do I have to be parked on a planet in order to have a meeting?

A: No. To meet with another player, you only have to be in the same trisector at the end of the same turn, It’s even OK if one
of you is on a planet and the other is in space. You both have to remember to plot 8 meeting, though, - . . .

Q: Do I have to use up all of my phases for a turn?

A: No. If, for whatever reason, you want to end a turn and you still have phases left over, simply use the “Finished” option on
the computer screen. The computer will ask if you really intend to leave some phases unplotted, Just be firm with it and say
yes. o o : | o

Q: If I leave phases unplotted can I go back and fill them in later in the turn, after I find out the results of my first few options?

A: No, Unplotted phases will either be used to “rest” (see rules section on Health for an explanation), or they will simply go
unused, All your options for the turn must be included in your plots before you get any results, .

Q: Can I play Star Saga: Two™ The Clathan Menace more than once? |

A: Yes. If you play again as another ch:iractei’, for instance, you will have a totally different set of goals to uccomphsh You
will learn about new facets of the Star Saga™ universe you haven’t seen before, Also, since you probably didn’t visit every
planet in the galaxy during earlier games, you will have totally new adventures awaiting you. :

Q: Will there be more Star Saga™ games? -

A: Yes. Star Saga: Two, The Clathran Menace is the second game of a trilogy. The first game, Star Saga: One, Beyond the
Boundary is available now and the third game will be released at & later date.

Q: Do I have to play the first game in order to play the second or third?

A: No. Each game is designed to be independent of the others. As in any trilogy, though, you only get the full impact of the
story if you piay them all. : o o
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Rules

This portion of the reference manual is a detailed, comprehensive version of the Star Saga™ Rules. You should refer here
for clarification on points of game procedure. You may wish to have at least one player in your group read these rules, so you
will have an “‘expert” to help everyone else along.

Note that the Rules do not give 4 detailed explanation of how to use the Computer Geme Master computer program. For
help with that, refer to the “CGM Guide” section of this manual

Your Spaceship

Your spaceship is represented by one of the six colored tokens (playing pieces) that come with the game. You may choose
any color you wish.

The Map

Star Saga™ is a multi-media game that uses three main components: the map, the computer, and the text. The map
represents the area of the galaxy in which the game takes place. It is divided into colored triangular spaces called “trisectors.”
Trisectors are referred to by both number and color, for example, 470-R (for red) and 643-G (for green). Some tnsechors have
planets in them, indicated by a large black dot in a trisector with a white center,

During the course of the game, you will “discover” planets with no name. When you land on such a planet, the computer
will give you the planet’s name and will instruct you to write the name on the map. We suggest you use a pencil to do
this, so you may play the game more than
once. (Alternatively, you may keep a sepa-
rate sheet of paper nearby and list the planets
there by number as they are discovered. You
may choose the way you like best, but you
do need the names and locations of the dis-
covered planets available to all players at atl
times.) '

- You should indicate the location of
your spaceship by the position of your token
on the map. If your ship is parked (landed)
on a planet, then your token should be placed
inside the planet dot. If your ship is aloft in
space in a ftrisector that contains a planet,
then your token should be placed outside the
planet dot.




— Rules —

RIGHT WRONG ' "~ WRONG

You move through the gelaxy by traveling from one trisector to another. You may move only through the sides of the
triangles, never through the points, For example, you can move from trisector 157-O to 156-V, but not from 175-R to 157-O.
The thick black lines separating some trisectors are known as “Space Walls.” Scientists haven't quite figured out what causes
Space Walls, but it is impossible to move through them. In addition, you cannot move into the gray trisectors or dark background
area of the map.

The Computer

The role of the computer in Star Saga is not that of a star or even centerpiece. Rather, it is the game’s braintrust, or
game-master if you will. From now on, we’ll refer to the computer as the “CGM,” short for Computer Game Master (or Chubby
Grey Monitor, you may decide). The CGM keeps track of all opuons chosen by the players and determines the effect of these
options on the Star Saga universe.

As a player, you must visit the CGM at least once per tum After planning your options for the wrn, you go to the
computer and enter them. For each option entered, the CGM will give you a “result.” This result can simply confirm that you
have moved safely (“MOVE to trisector 557-0"™), or it can be something more complicated. Often, the CGM will direct you to
read a piece of text (“READ book D, text 263"), which allows you to “live” ont the action you plotted. When you have gotten
all your results for a given tum, the CGM will mdlcate you are ﬁmshed with that urn. When all players are done with a turn,
the CGM advances to the next turmn. :

0cc_asmna1 delays at the CGM are ﬁnavoidabie. In order to keep them down to a minimum, it’s best to do all your thinldhg
away from the CGM (unless you're playing solitaire, in which case no one has to wait for you).

For detailed instructions on using the CGM, refer to the “CGM Guide” section of this manual.
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The Saga Text

The Star Saga story is broken down into short pieces of text ranging in length from a paragraph to a few pages. Each
piece of text describes the result of some action you can take, and is identified by a number ranging from 1 to 979. The text is
compiled into fourteen separate booklets for your convenience,

' When the CGM directs you to read a given pxeoe of text (e. g “READ book D, text 263"), ﬁnd t.he booklet namad and
read the text passage headed by the number given. Stop reading when you get to the end of the passage Readmg text entrws
that the CGM has not ass:gned is cheal:mg

If the amount of text seems large, don't worry. You will really enjoy “living™ your adventure through the text; 1t is meant
to be fast-paced and action-packed. Most players look forward to reading what is happenmg to them next. Also, you don’t have
to read all or even most of the text to finish the game. .

Each text passage describes events that are happening to your character. Taken together in the order that you read them,
the text passages form a story. Since the game actions you take determine what you read, you create the story as you play. In
addition, each text passage may contain one or more special game instructions. These include:

Actlon Codes. For example: “QXFBBN (5 phases) Explore the alien shipwreck.” These 6-letter codes represent actions you can
take, usually on a planet. When a piece
of text gives you an action code, it is
giving you the opportunity to do the ac-
tion described. See “Options,” below.

“Go Now To The CGM.” This means
that when you finish reading the text, ~
you should go back to the CGM to do
something there. For example, if the
text describes a market, yon need to go

10 the CGM to make trades; if the text
describes a4 combat, you need to go to - A ; o . .
the CGM to determine the result; and . - - .

50 On.

“You May Select This Option Again.” °

This means that the action that gave - ‘ . °

you the piece of text can be repeated. m

If you want to try the same action

again later, you &an plot the action code ' SPACE WALLS

again, Conversely, if a piece of text
does not say *“You May Select This Op-
tion Again,” then you cannot plot the
action code a second time,
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Time

S:ar Saga is played in turns. Each turn represents one week of time in the Srar Saga ‘universe. A tum 1s divided into
seven “phases,” or days.

During a tum, each player executes one or more “options” of their choice. The opuons include things like flying around
the galaxy, landing on planets, and performing actions on planets. Each option takes some number of phases to do. For example,
moving from one galacuc risector to the next takes 1 phase, while landing on a planet for Ihe first time takes 7 phases.

When you plot your options for a turn, you can choose opuons until you reack or go over the seven phases in the turn. If
you go over, the number of excess phases will be deducted from your next mm

Why don’t we show you what we mean? Suppose you plot options X and Y for Turn 10 as follows ' . .

Phas__el Phase 2 Phase 3 Phase 4 ’Pha'se_S' Phase 6 Phase 7

10 X - - = - Y

Option X takes 5 phases (as shown by the X and 4 dashes) and option Y takes 4 phases (shown as Y and 3 dashes).
You can plot both options in Turn 10, even though 5 + 4 = 9, which is over the 7-phase limit. This means that yon will be
“borrowing” 2 phases from Tarn 11. When you get to Turn 11, you will have only 5 phases available.

You don’t have to use all the phases available to you in a tumn, Although you can't carry over unused phases to your next
turn, you may use them for healing either yourself or your ship.

Optlons
t
When planning a turn, you must choose from the. various types of options available, These are: movement, land md
takeoff, action codes, and meetings.

Movement. B-blue. G-green. O-orange. R-red. V-violet. Ylyellow You can move from one trisector to angther any time
you are ot parked (landed) on a planet, A move is denoted by the first letter of the color of the triangle you wish to move to,
and takes one phase.

Land and Takeofl. L-land, T-take off. You can land on a planet any time you are in & trisector that has a planef dot in it. The
option “land” is denoted by the letter L. The first time you land on a planet you need to assimilate its culture and environment,
so it takes 7 phases. Later landings on the same planet are more routine and take only 1 phase. You can take off from a planet
any time your ship is already parked on oné. The option “take off” is denoted by the letter T and takes 1 phase. Remember to
place your token inside the planet dot when you land, and outside the planet dot after you have taken off.

— 10 —
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Action Codes. A + six letter code = action code, Once you are parked on a planet you will have one or more “action codes”
particular to that planet to keep you busy. The text you read when you land on the planet will describe these actions to you.
Each action is denoted by a six-letter code (actually 2 combination of letters and numbers). For example, “FGI26Q" might mean
“yisit the commodities market on the planet Blarr.” The text that gives you the action’ code nlso tells you how many phases the
action takes. - - _ o L

Almost all action codes cause the OGM lb, send you to a piece of wtt_,describ_ing what _happens. This i_s the “result” of
the action, and it is not always predictable, If the action is "‘explore the forest with the strange talking trees,” you might find a
useful item, you rnight learn sumethmg important about the planet, or you might end up ﬁghl:mg a fierce alien monster!

- m‘ .

Some actions can’ be performed more than ornce, bqt rnost ate one-nme—only If the piece of text the CGM gwes you for

an action says “You may select this opuon agam. ;hen “you can repeat the amOn later. Otherwise, you cannot.

In some cases, the text that gwes you the achon o‘ode wxll tell you that it is an “unllsted” acuon This means that the CGM
won 't list the acuon on its meﬁn when™ yon got vy - ) o L
enter the action into the computer, and you have R - ; , N
to_enter the action code mannally. See the CGM A
Guide for more about this. :

Meetings. M-meet. You can meet with other
players any time you are in the same trisector on
the same turn, Meetings allow players to trade
cargo and items back and forth between them-
selves. To arrange & meeting, all players involved
must go to the same trisector, then plot M (it .
" doesn't matter whether you're on a planet or not)
'The meeting takes one phase and ends your turn.
Note that it is nof necessary to have a meeting
in order to talk to another player, only to rade
cargo and items. You can talk to one another at
any time, using your ship’s subspace radio.

Acquisitions L e

As you play the game, you will acquire many “things.” These things fall into two bagic categories: cargo and items/abilities.
You should keep track of all the cargo and items/abilities you have at any given time. If you want to check the accuracy of
.your handwritten list, you can ask the CGM for your current status. The CGM will then d:splay what yon have oollected dunng

your journey.

[— g [—
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Cargo. Cargo is the basis for most of the trad-

ing you will do in the game. The twelve most

common types of cargo are called “commodi- . - .. RS R -
ties,” and are valued just about anywhere in the e T T ; D

galaxy. They are: Crystals, Culture, Fiber, Food, @
Medicine, Munitions, Phase Steel, Radioactives, -y
Super Slip, Synthetic Genius, Tools and Warp ° L b
Cotor. . L oo md WP . S
. L L ; N Z'!_.E'I o

Many of the planets you land on will be Sl H
willing to wade you commodities that they have ]
in plentiful supply for commodities that they . i é
need. By learning what commodities are avail- o
~able where and making smart trades, you should \ = g
be abie to build up 2 supply of the commodities V 8|5
You need in order to achieve your goals, — A g e ' 8 PR c°° ~ ]

)

15HIR,
%,

Your spaceship has 10 cargo bays in which . :
to carry the cargo you acquire. A “unit” of cargo s ' : L
represents the amount of that type of cargo that R
can fit into one cargo bay. Since you have 10
cargo bays, you tain carry up to 10 units of cargo,
Eventually, yél_,l_fl'ngy find ways around this limi- ©

tation -— there are several,

T £

Cargo is for trading purposes only. Food Cargo is not the food you need to edt tomorrow. Fuel cargo is not the fuel you

need, to pawer your ship. Your life support sipplies are sufficient for several years of spice travel, so you need not be coricerned
" about them during the game. LT : :

In addition 1o the twelve “commodities” mentioned above, there are also some other types of cargo you will come across,

. with funny names like “Vortex Coil” and “Insulicon.” These types of cargo have more limited uses and are harder to find, It’s
up o you to figure out what to do with them. : D . :

Ttems and Abllities. Items and abilities are different from cargo in that they do not take up space in your cargo bays and you
can collect as many of them as you want. Items are physical objects that you can carry around, either on your trusty ship'or on
your person. If an item is useful in combat, it is either a ship-to-ship combat item or a hand-to-hand combat item, Otherwise it
is a nion-combat item. Most items can be traded to other players (in'a meeting) if you so desire. S

Abilities are skills that you leérn. Like items, abilities can be ship-to-ship, hand-to-hand, or non-combat. However, they
cannot be traded away or taught to another player. e

3
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Combat

. w
"o Ty e T

Some of the creatures you will run into while exploring the galaxy may be hostile towards you. You can get into a combat
either in person (whlle you are on a planet), or in your ship (while you are in space). In either case, the text will describe the
‘combat situation and send you back 1o the CGM. The CGM will evaluate your offensive and defensive capabilities for the given
combat, and determine the ontcome. Then the CGM will send you to a piece of text describing what happened.

The factors that determine the oulcémé of a combat are your combat 1temslab1ht1es. “your health or sh1p s cond.mon. and
who/what you are up agamst. ‘When the CGM determines the outcome, it gives you 4 sc:een display telling you who/what you
fought and how well you did. In pamcular. it indicates whether you afigcked successfully or not, and whether you defended
successfully or not, It also shows you which items and abilities you used (it automaucally pncks the best ones for that particular
battle), and how effective each 1tem or ablhty was, _ e

You can try some oornbals more than once, so if you lose, you can get more weapons and abzlmes dnd attempt the combat
again later. Other combats are one-time-only, so if you lose, you don't get another chance, If the text that describes the result
of the oombal says “You may ‘select tl'us opt:on again,” then you can ry that oorubat agam later :

More About Combat | B - v

When the CGM evaluates your offensive
and defensive capabilities for a combat, it de-
termines whether your attack is successful or
not, and whether ‘your defense s successful or
‘not. The combination of attack and defense
yields one of four possibilities:

1) Your attack and defense both succeed.

2) Your attack succeeds but your defense fails.
3) Your attack fails but your defense succeeds.
4) Your attack and defense both fail.

The text you read descnbmg the conse-
quences of the combat interprets the above re-
sult in the context of the actual combat sim- .
ation. For example, sippose you are ﬁghnng L
a robot that guards the entrance fo an under-
ground city. Result (1) might mean you de-
stroy the robot and are able to enter the city; -
whereas result (2) might mean you destroy the COMBAT: RESOLT (2)
robot, but the robot also hurts you, so you have . .. e
to, return to your ship for medical treatment.

—13 —
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Just how does the CGM evaluate your offensive and defensive capabilities? For both hand-to-hand and ship-to-ship ‘combat,
there are six combat “categories.” Each item or ability used in combat is classified into one of these categories;

sﬁ'éngth.“ and it adds up the effects of the three dgfense iteﬁ;s]abﬂilies to
strength of 100 or more to succeed in each case,

Attack Contact. Close-range weapons that you
must actnally touch your enemy with, like a
Phase Sword (hand-to-hand item) or a Fusion
Arm (ship-to-ship item), :

Attack Projectile. Long-range weapons that
“shoot™ things at your enemy, like a Biogun
(hand-to-hand item) or a Zyroblaster (ship-to-ship
item),

- Attack Special. Other attacking u)eapons," like

Fiorenza (hand-to-hand item) or Entropy Loop
(ship-to-ship item). o

Defeli,s:e Armor. Barriers between you and your
enemy, like a Stunner Shield (hand-to-hand item)
or Charm Amor (ship-to-ship item).

Defense Mobility, Things that enable you to
dodge out of the way of your enemy’s attack, ke
a Propulsion Caps (hand-to-hand item) or a Warp
Winder (ship-to-ship item),

Defense Special. Other defenses, like Ghost
(hand-to-hand ability) or Muon Glue (ship-to-ship
item).

When the CGM evaluates your offensive
and defensive capabilities, it picks the best item
or ability you have in each of the above six cate-
gories. It then adds up the effects of the three
attack items/abilities to determine your “attack
determine your “defense strength.” You need a

' Nole that the stiength of each item or ability depends om who or what you are fighting. For instance, a blaster' would be
effective against a slavering alien beast, but wouldn’t work so well against a soldier wearing laser-reflective armor. To find out
which category an item or ability is in, look it up in the Glossary section of this manual.

Health

During the course of the game you will see two numbers on Yyour status screen indicatinig your “health,” The first number will
represent your personal health and the second will be your ship’s condition. The maximum score for either is 100, the minimum

14 —



- Ruleg —

is 0. We strongly recommend that you not allow either score to reach zero since that indicates the state of nonfunctioning for
you (death) or your ship (the junk yard). Neither is good. . . . o oo :

If you have lost health during a previous . . s""
_ ’

turn, you may regain up to 60% of the maximum .
score simple by “resting.” To rest, you need only
leave one or more phases unplotted in a turn. You
will gain one unit of health or ship condition for
each phase you rest up to the 60% mark.

In order to heal to the maximum of 100, you
will need to visit either a hospital on a planet for
your health, or take your ship to a garagefrepair
facility for an overhaul. Should your health or
ship condition fall below 20, you will not be al-
lowed to plot anything other than resting in order
to bring the numbers back up to a wlerable level.

Your health and ship’s condition have an
important effect on combat results. As they de-
crease, your attack and defense capabilities de-
crease proportionally, In other words. if your
health is 50, you can expect that your hand-to-
hand combat effectiveness will be 50% of its max-
imum, ' :

Drone Rules

Your drone is a small spaceship with cargo bays but no life support systems, It can carry as many units of cargo as it has
cargo bays. Your drone can carry cargo only, not items or people,

Each turn you may give an order to your drone. You control your drone through your ship’s computer and subspace radio,
You can ask your drone to do one of two things:

1. Go to any planetary commodities market you have previously visited,
2. Go to any player, including yourself.

Your drone’s jump engine allows it to do either of these things in a single turn. If you send your drone to a commodities
market on a planet, the drone can make trades there. It can trade any cargo it has in its cargo bays for cargo the planet has to
offer, at the planet's exchange rates. Note that drones can 80 to commodities markets only, not item markets or other kinds of
markets. '

If you send your drone o a player (including yourself), the player’s ship and the drone can trade cargo. This is a “drone
meeting,” and it is similar to a meeting between players. The nice thing is that by using your drone, you can arrange a trade
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with another player without you and the other player having to travel to the same trisector. You load carge onto your drone,
send your drone to the other player, and bring the drone back. This takes three tums, but your drone does all the work. -

Whoever meets the drone will be able to trade whatever cargo they want between their ship and the drone. If you send the
drone to yourself, you cinredistribute cargo between your ship and your drone however you like, as long as you don’t exceed
the cargo capacity of either. If you send the drone to someone else, they will be able to decide what rades to make. If they
want to, they can steal all of your drone’s cargo. So you need to decide whether you can trust another player before sending
your drone, s - T : ‘ 8

Dug to the limitations of your shq;',s q:’tinipu@ and subspace radio, you can only control one drone at a time. So, if y..o.u
find a drone with more cargo bays than your cutrent one, yoit can acquire the new drone, but you'll have to give up your current

The best of i'uck with your mission!
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Computer Game Master (CGM)
User’s Guide

This section of the mannal contains reference information for using your Computer Game Master program. If you have
any questions sbout how to do something at the CGM, you cén look for an answer here. The CGM Guide assumes a basic
knowledge of the Star Saga™ Rules, so you may wish to refer to the Rules section of this manual for additional clarification. -

STOP! If you have not done so already, be sure to ‘rnake & backup copy of your Computer Game Master diskette,” <

1. What is a Computer Game Master?

The Computer Garné Master (CGM) is a néw way to use a persona“! computer in a game. The CGM is not ‘the focus of
the game. but a moderator’ that ‘coordinates the ganie. It doesn't present the imemcmre story. it doesn't d:splny a map of the
galaxy, ‘and it uses no grap‘lucs The pnnted text, the pnmed map, and the pnnted nllustrauons do those ‘things. What the CGM
does do 1s think.

The CGM is the brain behind the Star Saga™ universe. Tt takes orders, distributes mformanon. and keeps track of everything
that happens in the galaxy. It monitors the status of all players, bnngs ‘the vérious game components into plny aI the propa
times, and ensures that the elements of the scenario are presented ina consxstent eft‘ecuve fashion. S

In fact, the CGM in Star Saga™ serves much the same role that a human game master does in a non-computenzed role-
playing game. When a player takes an action in the game, the CGM determines what happens as a result. In essence, the authors
of Star Sage have “bottled” their expert game—mastenng skills in the compmer prog-ram

"l'he CGM is fast, efﬁctent, ahd eéy to nse, Up to six players v:su the CGM separately each tum. s0 t.he game has been
designed to keep time spent at the CGM to a minimum. The players spend most of their time with the other game materials
and with each other. The computer moderates, thus letting the players play.

The CGM in the Game Turn. As a player, you must visit the CGM at least once per turn. You sign in, and plot your options
for the turn. The CGM then gives youn the results of the options you plotted. Usually, it relays these results by giving you
passages to read from the printed Star Saga text (for example, “Read book D, text #263") Someumes. your resulis require
further visits to the CGM. For example. if the text you read describes a market where yon can trade cargo. “after reading the text
you go back to the CGM to make any trades you want at the market. When you have redeived all your results fmm the CGM, -
your turn is over. As soon as &1l players have finished, the game proceeds to ‘the next turn !
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2. Overview of CGM‘Diéi}la}s’: Fadatos s WU

The Star Saga CGM program has a “menu- dnven" user mterface. Th1s mterface is designed to be easy to understand and
to use. Because the menu style is used throughout the CGM program, certain prmc:ples apply to all the different CGM displays
in the game, These principles (selection, help, finished, escape, and scrolling dlsplays) are discpssed in section 3. When “you
boot up the CGM diskette, the CGM asks whether you yvant to start a new game or continue an old one. This is dlscussed in .
section 4. Dot a -

At the beginning of each turn in the game, the CGM lists all the characters playmg This is the “Main Display.” Throughout
" the turn, the Mam Display indicates what each character needs to do next. At the beginning of a um, the Main Display also
allows admm:stratwe activities, such as quitting and saving the game and adding players. The Main Dlsplay is discussed in
section 5. oA chg e L
. When you are ready (o epter your plots for a turn, the CGM brings up the “Plot Editor.” This menu allows you tq select
and let plots for ;hg tym unul you are Jstmsﬁed with them. It is discussed in secuon 6. When you ﬁmsh entenng your pIots the
CGM reports your results for the wrn in a "Character 'Log.” The log tells you: what text o read. wlm thmgs you'ye gained amd
lost, and s on. It is also the bndge o specmhzzd interactions with the CGM, such as u'admg and combat, The Qharacter Log
is discussed i in section 7. A vanety of possible results can be reported in the Character Log. These are discussed in section 8.

=

s

The CGM keeps track of each player s status at all times. A player can ask for thdr status, and the CGM will prescnt all
the relevant information that the player might want to know: their score, health, spaceship location and condition, cargo and:
items owned, and so on, This is done with the “Status Display,” discussed in section 9.

A specml acuvny lhat can oceur durmg a mm is a meeting between two or more players Ina meetmg. players can trade
items and cargo among themselves. This is discussed in section 10. The use of Drones is explained in Section 11, Section 12
describes how to quit a game sesswn, saving the game so you can pick it up later where you left off. Section 13 discusses how
to add and drop players from the game, temporanly or permanently. Finally, Sectmn 14 gives advme on how io recover t'mm
an abnormal shutdown, catised by either machine or disk failure. - .

I

3. General Pri'ﬂciples T g ey

s Y e oam ey
. B oy

Menus. In otder o play the game, you w:]l ueed (o selec; from various cho:ces that the CGM offcrs you, These cho;ges wﬂl
almost always be presented ina “menu" format. For example, see Figure 1. T’ s called a menv becanse, hke AL a restaurant,
you look over what's available and choose what you want, In this case, there a.re Iive poss1b1htie}s A, B, and C, for the, three

landing pads; ?, for help; and ESC, for escape,
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Ouabajin Landing L

Hh:lch_lmdiﬁq pad do you dsa?

A} Pad 1, to the north. . 7.
B) Pad 2, diréctly below yo’u.
C) Prad 3, 'l'.o tha scuth. -

8elect one of tha abova choices, or:-

ESC) Escape " ?) Help . -7 ‘.

Type any prompt, ‘or Use cursér keys.

Figure 1

Selection Using & Prompt. The siost straightforward way to select a choice from a menu is to press the'key associated with
that choice. In Figure 1 above, pressing A would cause you to use landing pad 1 to the north; pressing ? wéild get yoi helpful
information, and pressing the Escape key would enable you o leaVe the medi {more about that later). Note that all choices in
a menu have keys associated with them. These keys are called prompts, since they “prompt” the corresponding action from the
meny.

-

. ST MY oo v._ f ) ‘ SK

Selectlon Uslng Cursor Keys and RETURN Arnother way m select a cho:ce from a menu is to use r.he cursm keys on your
computer keyboard. These are the - keys with right and left arrows on them. Some computers also have keys w:t.h up and down
arréws, For convenienca the space bar works like a right arrow. When you use the cur§or keys one cf the ﬂ'nenu chmces is
highlighted on’ the gcreen, in reverse type, as in Figure 2. R

The cursor keys will move the highlighted area around the screen. To_ select the thhhghted choice, press the Retumn key.
Note that even if yoh nse the cursor keys to highlight a choice, you can sull type a prompt to se"lect one of the other choices
dnectly B o .

Sometimes the CGM will automatically highlight one of the choices for you, This means it is suggesting that choice as
the one you probably want to select. To go along with the CGM's suggestion, just press Retum, since the choice is already
highlighted. If you prefer another choice, select it in the usual way (using either a prompt or the cursor keys) You ‘don't have
1o select a choice that the CGM highlights for you. . .
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Ouabain Landing

Which landing pid do you use?

A) Pad 1, to the north: Y
B} Pad 2, directly below gou.

C} Pad 3, to the south.

Salect one of the above choic.-,. or:

ESC) Escape - ?) Help

Press <return> for highlighted choice.
Figure 2

Selection Using a Mouse. If your computer has a mouse, there is another way to select a choice from a meénu. Point the mouse
anywhere in the field describing that choice (you can point at the prompt if you like, but anywhere in the description will do).
Click once (press the mouse button) to highlight the choice. Click again to select it. Chckmg twice fast selects the choice
lmmﬂllately o ST tmes S T

Help. Most CGM menus have “Help” as one of the choices, with the question mark key (?) as the prompt. If you select Help
the CGM will give you information about the current menu. When you are ﬁmshed readmg the help mformatmn. press F or
Rewrmn and the CGM will bring back your ongmal menu, -~ . .

" If the help screen doesn’t answer all of xour quesnons. consult thls reference manual for more detml The CGM Guide is
the first place to look for information about using the CGM; however, you, may also find it useful to look in the Helpfyl Hints,

Rules, Glossary, and so on.

Finished. Many CGM i menus have a "Fm{shed" ‘choice, prompted by the F key. Select “Fmished" when you e done with the
menu. The menu will go away, In some menus, Finished has the additional meaning, “Make all the commands 've given while
in this menu permanent.” In other words, Finished is an xrrevocable command. Once you tell the CGM you're Finished with
something, you can t take it back.

Escape. Many CGM menus have an "Escape chowe. prompted by the Escape key (for example. see Flgure 1). Different

computer keyboards have the Escape key in different places, so if you can’t find the Bscape key on your keybonrd, refer to your
computer owner's manual.
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Escape means “I'm not done with this menu yet, but I want to leave it temporarily.” You might want o let someone else
use the computer while you think over your choices. You might want to look at your Character Log before making a decision.
For whatever reason, Escape lets you temporarily leave a menu. Because Escape is only a temporary exit from & menu, you
will eventually have to come back and finish the meria, In Figure 1, you have to plck one of the ﬁmd:mg pads If you Escape,
then you don't have to make the decision right away. But eventually you’ll have to choose a pad.

Note the difference between Escape and Finished. Escape means you want o “take 2 coffee break” and you’ll come back
@ the menu later. Fimshed means you're done with the menu for good. .. S _—

imo -

. b - et C e I VU P
Scrolling- f)lsplays. Some of the CGM menus have too much information to fit on a single screen. The most common way that
the CGM handles this is to present the information in a “Scrolling Display.” For example, see Figure 3 (this example is actually
an excerpt from the Status Display, discussed in section 9). The portion of the screen between the doited lines is the scrolling
disglay In thls example the scrolling display shows the player’s various possesmons shxp cargo, :wms. anci 50 On. There are
too many items 1o fit on rhe screen at the same time, so the d:.splay orﬂy shows some of then. ; ~‘

IR

*%* SHIP CARGO{ € of 10 bays :Eull) *** -
Culture . .
“ ’luid-l " A3 . . vis
2 Warp Core R W e
Madicinas Tt e R
wools B - R
*&k% HAND-TO-EAND I'I’EMS/IBILITIES k&
Bilogun Item ‘
Kothan - +-Ability
_ - - more -
- | R} Naxt Page P) Pravious Page -
B) Baeginning E) End of List
Figure 3 ;

’I‘o look at the rest of the items you can “scroll" the dlsp]ay back and foﬂ.h Choose N for "Ne.xt Page to look at the next
bunch of items. Choose P for “Previous Page” 1o Took at the previous bunch of itsms. Note the word “more” in the middle of
the dotted line at the bottom of the scrolling display. This indicates there are more items below that won't fit in the display.

1f you are at the very beginning of the list of items, then the “Previous Page™ choice won't appear in the menu. Similarly,
if you are st the very end of the list, the “Next Page” choice won't appesr. The “Beginning™ and “End of List” choices are
short-cuts to go immediately to the very beginning and the very eﬂd of the list of items. They are available in some of the
CGM'’s scrolling displays, but nét all of them. - -~ : S Cg
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4 Startmg and Resummg Games - ERTE e

ey 3 syt - wo e T - e

S’IOPI For mstrucuons:on h0w o ‘start your vely ﬁrst Star Sa“gi game sess:on. fum to the begmnmg of this refeteuoe

manual, “How to Set Up and Start the Game\

New or Old Gate. Wheii - you boot up your Star Saga garie diskette, the CGM will ask you ‘whether you want 1o play a new
game or continue an old one. To continue an old game, press O. The CGM will automa.ucally pick up the old gime where you'
left off It wﬂl bnng up thg Main D:splay for the current tum, and you can connnue playmg from there. To start a new gnme,
f_’_'; STOP! If you attempt to begm & new game and t.he CGM has an old game saved on r.h; dlsk. the éGM wnl] gwe you 1
warning,. Starung a new game will, desl:roy the old game saved on the diski 'I'he CGM kEeps only gne game on the disk at a
time. To start a new game without wiping out your old game, make a copy of the disk. Then you'll have two disks, one to
keep your old game and one to start your new game,

Signing in Characters for a New Game When you start a new game, the CGM will give you a menu of characters to choose
from. Each player should select the characier they want io play. When you select a characwr the CGM will move that character
from the *not playing™ list to the “playmg list. You will then have the opportumty to transfer a character creaied in STAR
SAGA: ONE™ Beyond the Boundary to the new game. To do this, see the scmon at the front of this manual entitled “How to
Set Up and Start the Game.” When all the characters that are going to play have beén moved (o the “playing” list, select F for
“Finished.” The CGM will bring up the Main Dlsplay for Game Turn 1, You are ready to play.

STOP! Make sure all players have read their character booklets bet'm'e proceedmg any further with the CGM. The character
booklet describes a character's backgroul;d and goals, and contains mstrucuons for playmg the first turn of the game. Any player
who has not read their character bgoklet wili be at a severe disadvantage.. --.. i %

W

S. The Main Display

The Mam Dlsplay is the top-level d:spIay throughout the game, It lists all the characters playmg. and mdlcaws what each
character needs to do nat. At the begmmng of a tum, it looks like Figure 4. * :

The upper nght hand corner shows the current turn number. This’ is the total numbei of game tums that have been phyed
(even though some characters may pot have played all the turns). The middlg of the screen contains a list of all the characters
playing the game. To the right of each character, the CGM indicates what that characier needs o do next. The bottom of the
screen shows “administrative™ activities that you can perform at the beginning of a turn only, These include qum.mg and savmg
the game (see section 12), and enabling, disabling, adding, and dropping players (see section 13). :
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Star Saga: Two
'l'hg clgth:un Menace

L owe -

J} Jean 4. Clere
P) Prof. lee Dambroke
V) Valentine Stewart

Turn 16
Main Display

B

ENTER PLOTS

ENTER PLOTS

ENTER PLOTS

Salact one of the above characters or:

?)}) Help . Q) Quit Session
E) Enable/Disable D) Drep/Add -

Type any prompt, or use cursor kays.

) Figure4 )-r-f E: : LT IR
| = - o " L h _')"\-,’
.
Playing Your Turn. To play your turn, select your character from the menu. You don’t have to pley in any particular order;
whoever is ready can go first. Next to each character listed in the Main Dmﬁiay. the CGM shows what that character needs o

do next. In Figure 4, everyone needs to Enter Plots next. However, as the turn is played, the display will change.

“Enter Plots” means that you need to plot your opnons for ﬂus turn. When you select ybur character, you will get the Plot
Editor (see section 6).

“Get Resulis” means that you need to find out what has happened as a result of the options you plotted. When you select
your character, the Character Log will give you these results {see sections 7 and 8).

¢ “Waiting™ means that you must wait for another player to do some or all of then' turn before you can _continue, I.f yon
select your character, the Characte.r Log will tell you who you are waiting for. - i ;

“Meet Player(Drones)” means you are ready o have a meeting with another player (or drone(s)) The meeting allov.'s
you to trade cargo and items between players, or cargo only between a player and one or more drones When you select your
characwr the meenng wﬂl begm (see sechon IO) et a e st T

ptoceeds to the next l:urn

.:2!'1 IERNEEI i} e TG M g RTINS uiot R va"a,:',-

"“Disabled” meéans that you  have been temporanly suspended from the game, To restore your characta o the game. choose
“Enable/Disable” from the Main Display &i the beginning of a turn (see section 13). - ; '

Nk R
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6. The Plot Editor

CME

When you select your character to enter plots, the CGM will bring up the Plot Editor, This allows you to enter and edit
your plots for the wm until you are satisfied. Before you enter any plots, the display looks like Figure 5. The upper right hand
corner shows the number of phases you haye left to plot this turn. The “START” line sh\qvwsj the location of your spaceship at
the beginning of the turn. The “Options Available” are the options you can plot from your current position. Other choices are
Finished, Escape, Status, and Help. e : =wsh S

‘Plot Editor Phases Laft: T ecsesess
START: A.'I.ott in <£20-B>.

Cptions available:
V) Vieclet R) Red O) Orange
A} Action M) Maat .

. - o . "Sqlcuct”.ofngz of the above options, or:
o S T) Finished ESC) Escape PRAIRE
8) Status ° ?) Help

Type any prompt, or use cursor kays.

PY

Figqre 5..-’ Do

T N
St i

STOP! As a ourtésy to the other players, you should always plan out all your plots before sitting down in front of the
Plot Editor. This keeps the amount of time each player spends at the CGM to & minimam, and iio ‘one hes to wait & long time
for the computer. . - CL .

AT P . : RIS BECL IR

Plotting. To plot an option, select it from the “Options Available™ section of the meny, The optjon will then appear under the
START line of the display. Also, the number of phases taken by the option will be subtracted from the number left this tum,
sind the options’ available will change according o your new position. You can plot options until you have used up sll your
phases, possibly borrowing some phases from your next tum. When you are satisfied with all the optiori you have plotted,
select Finished. If yon want to see your status. display (your score, cargo, ftems, etc.), select Status, If you want to leave the
Plot Editor temporarily, select Escape. For a discussion of the various options you. can plot, see below, Ao
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NOTE: When you énter an option in the Plot Editor, you are only saying that you want to do that option this turn. You
don’t actually do the option until you finish plotting and the CGM gives you your results. For instance, if you enter “Red”
(move red) into the Plot Editor, you shouldn’t move your spaceship on the map yet. You don't know whether the move will
really happen or not. Maybe when the CGM gives you your results, it will tell you that you ran into a space storm gnd your
move failed.  Your plots represent the options you're atlempting this tumn, not what acmally happens. You won't now what
actually happens uontil you get your results

After you've plotted a few options, the display will look l:ke Figure 6. In t.he exu-nple, your spaceship starts in trisector
420-B. You move orange, violet, red, and land on the planet Outpost. The options you've chosen appear under the START
line. For each option, the Plot Editor lists the single-letter abbreviation fot the option, the number of phases the option takes (in
parentheses), and some useful mformat:on. such as where ) yon 're moving to or what planet you're landing on.

v
.o

Plot Editor ~ Thases Left: 3 ees

START: Aloft in <420-B>.

{ 1) MOVE <419-0>.

( 1) MOVE <390-V>.

( 1) MOVE <389-R-Outpost>.

( 1) LAND on Outpost. . . ..

ﬂn<b

Options available: e ogen

A 1 TS

8.1¢c1: one of th. above options, or:
1 r) rinished ESC) Escape
| 8) status ) ?) E.J.? _x),_po_:l.ot__a‘

Typa any p:oinpt-. oY usa Qursor k-y:.

sim L1 . by :
St 3 . REA

eweg firooa - : Figures S

The number of phases you have left to plot is reduced by the cost of the options you've plotied. In this example, you
started with 7 phases and ploﬁed 4 phases worth of options, so you now have 3 phases left. The options available reflect your
position after the options you've plotted. Since you have landed on the planet Outpost, you can now do an action on the planet,
meet another player on the planet, or take off. You can’t move to mother trisector before taking off, so the movement options

(Red. Blue, etc.) ¢ are no longer available.

+In the bothom portion of the screen there iz a new chowe X for Delete Pressing the X key dzletes the lut option you
plotted. In this example, the Land option would be deleted. If you wish, you can keep deleting options until they’re all gone.
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When You're Done Piotting. When you've used up all your phases for the tm, the display will look like Figuie 7. Since you

Eeaniiot plot any more options, the CGM automatically highlights “Finished” in the menu, Press F or Return to indicate you are
. satisfied with your plots. The Plot Editor will go away, and the CGM will give you your esults, If you decide you aren’t happy
+ With your plots, you can still use the X key to delcte them,; as long as you 'ha{'en't_ sclected Finished yet. " A

1 : R A S

i

Plot I}ditqr Phases Borrowaed: 1
T - - & M o ER FAE _"Z.Z _E_‘;ﬂ 3 ?ﬁ: 4
Fwiooq e pe-uis | START: Aleft An <420-B>, ..
o O (1) MOVE <419-0>. : v . .
T { 1) MOVE <390-V>. R
{ 1) MOVE <389-R-Outpost>. o
{ 1) Land on Outpost,
( 4) antii?n Code XZN2YH,

:’t‘NQQ

NESEE oA -

You have used up this ‘t.‘\irri’_l :‘ phasas
and horzowed 1 phiase from next tum.

Select one of the above optiocns, or:
i s ESC) Escape
8) Status ?) Eelp

FPress <raturn> for highlighted choice.
" Figwe7 B

Once you have used up all your pﬁ?lses. the OGM no’ féﬁéer ‘shows the number of phases you have left to plot. Instead, it
shows the number of phases you have borrowed from your next wrn, In this example, your last option (action code XZN2YH)
took 1 phase more than you had available, so you borrowed 1 phase from your next turn (see “Phases,” below). Also, when

you have no more phases, the display no longer shows the options yon have available from your current position. Youn cannot
plot any more options, )

“#- NOTE: You may elect to Finish your plots without tsing all of your phases. This is perfecily OK! The CGM will warn
you that ou still have some phases left, and give you the chance to plot more options. You can return to the Plot Editor or go
ahead with your plotsss they are,- =~ *- o e e L

- .
T R Ho 1

Optlons, Under “Options Available,” the Plot Editor shows which options you can plot from your current position There are
five kinds of options: movement, landing and takeoff, action codes, drones (if you have one), and meetings. See the Rules for -
the meaning of these options in the game. * B T T S
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Movement. To enter a movement option, select it from the Plot Editor menu. The possibilities are the six colors of trisectors
on the map: Blue, Green, Orange, Red, Violet, and Yellow. The menu lists only those moves that are allowed from your current
ship location. When you select a move, the Plot Editor displays it in the center section of the screen. It also shows the cost of the
movement option in phases (movement always costs 1 phase), and the number of the trisector you're movmg 1 (e.g. “420-B"\
for trisector 420 Blue). If the trisector you're moving to has a planet in it, the Plot Editor shows that 100 (e.g. “420—B-0utpost
for a known planet or "583 R-planet" for an undwcovered planet)

. Lo : . oo e
- i oeh L Wtk A

Landlng and 'I‘akeoﬂ To enter the l..gnd or Tnke Off option, select it ﬁom r.'he Plot E:htor menu. The menn lists Land when
you gre aloft in space in a trisector contgining a planet. Tt lists Take Off when you are parked gp a planet. As with movement,
when you select the Land or Take Off option, the Plot Editor displays it in the center section of the screen along thh its cost
in phases. For the Land option, the Plot Editor also shows the name of the planet you're landing on (or “new planet™ for an
unnamed planet)

Acﬁon Codes To enter an action code, selcct A, for “Action,” from the Plot, Edltor The CGM will give you a menu to select
the action code ‘you want. For example, see Figure 8. The menu shows whlch planet you're oh, and lists most of the actions
you can do (the English descnptmns of the actions may not appear on all machines due to memory limitations). To do one of
the listed actions, select it from the menu. The Plot Editor will show the action you selected in the center section of the screen.
For instance, selecting choice B from Figure 8 resulted in the display of Figure 7. Most actions can be performed once only.
These actions will be removed from the action code menu after you do them Some acuons. though. you can do more thanr

once. These acuons will stay in the menu. ¥
. ' SAY g e PEEIT: ST

I'.nt.: m:tion COde
!ou are on Outpost R ) . RO -

T A) 7Z82FKH Spacaport ' o B
B) XZN2YH Comnodities Cache - : R
C) 7U87K8 Ship Repairs
D) XUN7Y8 Chang Hangar
’ . . E) $ZV29H Landmarks . D N T
o ) | r) LZM2JH Meet Pilots . ’ h T

*) '.l'oqntez an unliet-d;qgt,:l.qp. o

AT s s i [ 5 Thisg

ER . .- A . s 3 - P r! L ey v-,-:,_.,:

Choose ona of the above sctions, or;

ESC) ﬁleapo ?} Help
Type any prompt, or usa cursor keyvs.

P e Figure 8 el PO SR
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Unlisted Actions, There are some “unlisted” actions in the game that the CGM won't include in the action code menu. When
you read about orie of these actions, the text will say that the action code is unlisted. I you want to do an unlisted action,
select * (asterisk) fiom the action cods' meny. The CGM will ask you 1 type the action code you want. Type the six letters or
numbers in the unlisted action code. When you fiish entering the code, press Re;qp.i" - ST
After you enter an unlisted action, the Plot Editor will display the action just like any other action code, Or, the CGM
may tell you that you can't do that action. There are thiee possible reasons for this: (a) you aren’t on the right planet; (b) you
can’t do the actioh at the current time (for example, if it's a once-only action and you've done it already); or (c) there is no
such action code. : et CoTh w0 e T ? - :
Meetings. To plot a meeting with another player, select M for “Meet” from tl_:e" Plot Editor menu. The CGM will st the option
in the center of the screen, along with an “E” for its cost in phases. The meetirig ends your turn. If another player ‘moves to the
same trisector and also plots “Meet,” then the meeting will occur when yon gef‘gybn'r resyits (see section 10), \

Phases, The Plot Editor keeps careful track of the number of phases you have left to plot in a tum. It displays this sumber in
the upper right-hand comer of the screen, 'Tf your plots take you over the number of phases left in the turn, then the Plos Editor
shows how many phases you have bomrowed from Yyour next turn (see the Rules for a discussion of how phases work).

Note that it is possible W begin a turn with no phases available. This can han: n if you plot a very expensive action code

on a previous turn. For example, if on turn 58 you plot a 14-phase action, the action will take up the rest of turn 58, all of
turn 59, and perhaps even part of turn 60. When you begin turn 59, the Plot Editor will say you have already used up all your
phases. You'll have to wait until turn 60 before you c¢an plot any m{w options,: . . '
Escaping from the Plot Editor. You can tempora:ily leave the Plot Editpr withEscapc Just like you can leave many of the
other CGM menus. You should rarely need to do this, since you should nl@nyé'prel;m your plots before coming to the CGM
to enter them. However, if you do escape from the Plot Editor, the CGM will “forget” about all your plots, and allow you to
come back and enter them later. ' : '

One other thing that happens when you éscape from the Plot Editor is that instead of go:ing back to the Main Display, the
CGM gives you your Character Log. It does this in case you want to look at your o_ld rg_;s_qlts from last turn (see below). Select
Escape again to get back to the Main Display, or “Conilive Tum” (with the Return'or * key) to continue entering your plots.

L ¥ - A KR

Color-Blind Display. An altemate Plot Editor display is available to assist players who have difficulty distinguishing the map
colors. Press the # key in the Plot Editor to show frisector numbers (instead of color names) for movement choices,
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7. The Character Log .

The CGM displays your Character Log as soon as you finish erlterlng your plet-s for a tum. The Character Log tells you
the results of the options you plotted. For example, if yon plotted the Gpuons shown in thure 6, you might get the Character
Log shown in Figure 9.

R -

Character Log Turn : 22
Laran Darl:watch
PLOTTED Turn 22. . ..
+ MOVE to trisector <419-O>
+ MOVE to trisactor <3%0-V>».
+ MOVE to trisector <389-R-Outpoat>.
+ READ book v, taf&. $263.

SR o k)

+ indicates a currant act:l.vi.ty.
¥éu have no more activities this turn;

P} Previous Page

) Finish Trip| 8) status - ¢ Cod
?)} Help
Préss <return> for highlightoc[ choic-.‘

: S o F.igure'g A

P o
The top of the screen shows your charecter name and the number of wms you have played If you have mt played all the
turns, then the turn number will look hke “56/85" meaning you have played 56 out of 85 tums (see section 12).

_The center sectlon of the screen is a scrol]mg display that shows your results for the turn. In this example (Frgure 9), you
move to trisector 419-orange, then 390-violet, then 389-red, Then you read text number 263 in book D. The + s:gns to the left
of your results mean that those results are new activities for you. For a discussion of all the results see section 8.

The bottom portion of the screen is a menu of the things you can do from the Character Log. In this example. you can
finish your trip to the CGM, look at your status display, or get help. Before leaving the CGM to read your text, select “Finish
Trip.” This brings back the Main Dtsplay S0 that other, players can do their turns.

N
oo it

Pending CGM Interaction. Some’ results  that appear in the Clmracter Log are activities that reqmre further mteractton ‘with the
CGM. For example, if you visit a commoditiés market, the CGM gives you the opportinity to make trades at the market This
is a “pending CGM interaction,” and it is marked with & * symbol as in Figure 10. Select Continue Turn” (by préssing ¥ of
Return) to do the interaction. If you don’t want to do the interaction yet, select Escape to temiporarily leave your Character Log.
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Charactar Log : Turn ; 23
Laran Darkwatch

PLOTTED Turn 23,

READ book F, text #433,
* MARKET interaction,

]

* indicates a pending CGM interaction.

*  Continue Turn

ESC) Escape 8) status
?) Help T .
Press <return> for highlighted choige.

P) Pmio_u- Dag‘_

Figure 10

Old Results. For your convenience, the Character Log keeps a record of your old results’ going back a couple of tumns, To look
at your old results, select “Previous Page” to go backward in the scrolling display. You can distinguish old results from new
ones since the new results are marked with a + sign. Note that the CGM only keeps track of old results for a couple of wms.
Eventually your old results wiil disappear, so you should write down any information you think is important, In particular, youn
should always write down the number of any text the CGM \giiréé"you to read, Then you will always be able to re-read the text

later in the game if you wish. The CGM “forgets” all your old results if you quit the game session or add or drop a player.

Multiple Trips to the CGM. The CGM may give you somé results for a tum, then Hst your character as still needing to get
results on the Main Display. When this happens, you should read the text for the results you already got, then come back to
e CGM and get more results, Typicatly, the CGM splits tip your résults this way when it is important for you to read thé text
from the first set of results before you get the rest of you results, Fot'example, if you visit a market for the first time, you need
to read about ﬂ:e_mqket,ﬁ;su then come back and make trades at the CGM. : S -

Walting for Another Player. There may be timiés when the CGM cannot give you your results atii another player has done
some or all of their turn, In this case, th Character Log will telt you who you are waiting for. You should finish your trip
to the CGM, since there is nothing more you can do until the other player goes. The Main Display will list your character
8, “waiting.” When the CGM decides you no longer need to wait, the Main Display will list your character as needing to get
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The End of Your Turn. When you have gotien all of your results for a turn, the Character Log will say *You have no more
activities this turn™ (as in Figure 9). You should note down any informstion you may need from the log, then select “Finish
Trip.” The Main Display will list you as “finished.” When everyone else is also finished, the CGM proceeds 1o the next turn.

8. Getting Results

Your results for a turn tell you what happened as a consequence of the options you plotted. Your Character Log (see
section 7) reports your results. There are thany different types of resulis. Some, such aﬁ movement and read text, are simply
listed in your Character Log. Others, such as market and combat, are “pending CGM interaciions”™ requiring further interaction
between you and the CGM. The different types of results are discussed below. - :

Movement. Movement confirms that you havé ‘moved successfully to ‘a given trisector. Ttis reported in your Character Log
as, for example, “MOVE to trisector (492-0),” giving the number and eolor of the trisector you have moved to, as well as the
name of the planet in the trisector, if any. PP 'z; ST

o ‘- -
Takeoff. Takeoff confirms that yen have sncceesfully taken oﬁ' from a planet. It is reported in your Character Log as “Your
TAKEOFF succeeded.” :

Ship Stops. “Ship stops” means that your ship‘“v'laﬂs foi‘céd o st6p in mid-pourse, interrupting the movement you plotted. It is
reported in your Character Log as, for example, “Ship STOPS in tnsector (492- 0)!" gwmg the number and color of the trisector
where you halted.

Discover Planet. When you land on a planet with no name, you “discover” that planet. The CGM reports the discovery in your
Character Log as, for example, “You DISCOVERED Margen!" giving the name of the planet. The discovery is a pending CGM
interaction. When you select “Continue Turn,” the CGM instructs you to write the planet’s name on the map. We suggest nsing
a pencil to write in the white part of the trisector, 50 you can erase the name later. The planet name and location must be made
_known to all players. When you're done writing, select Finished and your tum will continue.

Read Text. “Read text” means you should read the text passage the CGM has given you. The text describes what is happening
to your character. It is reporled in the Character Log a8, for example. “READ book D, text #263," grving the book letter and
=enl:ry number of the text to read R

Gainedil.ost “Gained” means you have gamed somethmg. either cargo. an 1tem, or an abrlrty It is reported in ‘the Character
Log as, for example, “GAINED: 1 Fiber,” telling you what you gained. “Lost” is similar. NOTE: If you gain a unit of cargo
that causes you to exceed your shrp ] cergo capac:ty. the CGM will require you to unload one of your cargo units. See “Dump
Cargo,” below. - .

Market. A market is & place where you cantrade thiﬁgs. When it is time to visit the market at the CGM. yo'i'r geta pending
CGM interaction, reported in your Character Log as “MARKET Interaction.” Select *“Continue Turn™ to enter the Market. There

are many different kinds of markets in the game. However, the CGM displays most markets in one of two formats, deecribed
below.
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Commodities Market. A commodities miarket is a planetary market that deals in the twelve standard galactic commodities.
When you visit a commodities market, the CGM gives you a menu like in Figure 11, In this example, the market will trade
you 1 munitions for 1 culture, 3 munitions for 1 fiber, etc. To make one of the trades, select it from the menu. As you make
trades, you can watch the number of the commodity you're buying go up in the center of the screen (“You have no munitions”
will become “You have 1 munitions,” and so on). You can’t make the trades marked with a + sign, since you don t have the
necessary cargo.

Intarplanotary Commoditiaes lh:kot o

They Will Trade For -

+A) 1 Munitions 1 cCulture : .. . . S
B) 3 Munitions 1 Fiber ..

+C) 1 Munitions 1 Phase Stnl

+D) 1 Munitions 1 Medicine

E)} 3 Munitions 1

Radioactives
" You have 1 mmit:l.ons. )

A ‘4+' means you do not have
the cargo to make that trade.

Select ona of the above choices, oF:

F} Finished 8) Status
?) Help ESC) Escapo
U} Undo - o

Type any prompt, or use curser kaya.

1

Flgure 11

" When you *re done l:radmg. select “Finished” to leave the market. If ydu make a mlslake. select “Undo” 1o cancel all the
" trades you've made (but once you select Finished you can no longer Undo). To look at your statos dlsplay. select “Status.” To
leave the market temporarily, select “Escape.” Note that if you use Escape to leave the market, you will have t6 come back and
finish the market later. Also, Escape causes any trades you've made to be cancelled, like Undo. NOTE: It is possible to make
trades at l.’nc triarket for more cargo than will fit on your ship. In that case. when you ﬂmsh wlth the market. the CGM wﬂl
'requue you o dump some cargo (seé “Dnmp Ca:go," below) o o
Other Markets The commod:ues markets are the most common type of market you w:]l come across. However, there are
many other types of markets in the game. These “other” markets sell personal items, ship improvements, rare types of cargo,
etc. In general, these markets dre displayed as in Figure 12. Thé title at the top of the sceen tells you what type of market
you are visiting. The center of the screen is a scrolling display that shows the different trades the market is willing to make,
The display shows one trade at a time. The bottom line of the scrolling display shows how many you own of the current item
showing.
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8hip Improvements Market
| Wa will make the rbliowj.nq trades:

‘| Trade you 1 Inaertial Stabiliray
| for all of tha following: I

1 Crystals . o
1 riber - '
sqp 2t -7

ARt

You have no Inc:;:'!:.:Lal stnbilizozl;

- more
N) Next Trade =

T) Trads ‘ , U} Undo All

¥) Finished <« . _2) Help

8) status .- .Y ESC) Escape : .

Type ahy prompt,-or use cursor koy-.'
Figure 12 '

Select “Trade” to make the trade currently showing on the screen. The Trade option won’t appear unless you have the
appropriate cargo to make the trade, Select “Next Trade” or “Previous Trade” to look at the other trades the market has to offer.
Select “Undo All" to cancel al the trades you have made at the market (not just the one currently showing on the screen).
Status, Help, and Escape have the usual effects. As in the commodities market, if you use Escape to temporarily leave the
market, all your trades are cancelled.

Dump Cargo. If you acquire more cargo than will fit into your ship's cargo bays, the CGM will require you to dump excess
cargo until you are within your capacity. It will show all of your cargo ina scrolling display. and ask you to select which units
of cargo to unload. Select Finished when you're done, - . X
Combat. When you gef. into a oombat. the t_éxt déscribes the mmaﬂon, then s&;ds you to the CGM to ﬁnd_oﬁt_ the result. You
get a pending CGM interaction, reported in your Character Log as “COMBAT Resulis.” Select “Continue Turn” to fight the
Combat. .

* * 'The combat display is shown in Figure 13. It says whether it's a hand-to-hand or ship-to-ship combat, and describes who
or what you're fighting. Then it tells you how you did: whether your attack succeeded or failed, and whether your defense
succeeded or fajled. Finally, it shows the items or abilities you used (at most one in each combat citegory) and indicates how
effective each one was, S : . :
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Hand-Hand Combat vs, Plasma Creature

Your Attack Fails. ' &« .0 — -5
Your Defense Succeeds!

. e

TO ATTACK YOU USED -~ .. .. STRENGTH

- Stunner (contact) 33
Pin-Rifle (projectile) 11
Hypnoctic Gas Sprayer (IPOQi@-l) 25
TO DEFEND YOU USED
skin Armor (armor) 66
Rocket Pack (mobility) 100

(100 total -tranﬁ'ﬁh, needed to rucc.ood)

i

s.leci'. oh. of the choices boléw'. i J&
F} Tinished .. - ?) Help : =
Press <return> for highlighted choioc

Figure 13

You need a total of 100 attack strength for your attack to succeed, and 100 defense strength for your defense to succeed. In
this example, your total attack strength was only 69 (33 + 11 + 25), so your attack failed. However, your total defense strength
was 166, so your defense succeeded. See the combat section of the Rules, in this manual, for an explanauon of attack, defense,
combat categories, and how the CGM picks the item or abxluy to use in each category. - 5 ‘ .

When you‘re done with the oombm‘., select Finished. You will then get text describing the oonsequences of the combat.

Optlon Fanled You may get an “‘option failed” result if you plot an opuon tha.t the CGM can t execute for some reason. The
result is a pendmg CGM mte.racl‘.lon. displayed in the Cha:actex Log as “Opuon FAILED.” When you select “Contmue Tum ¢

'''''

in whl(;h case r.he second plot falled and (b) you plotted an optlon l.hat requ:red an 1tem you dxdn‘t have .

Other Interactions. There are a variety of other pending CGM interactions that can appear in your Character Log. These
interactions are specific to situations in the game. For example, when you land on the planet Ouabain, the pending CGM
intetaction “Quabain Landing” appedrs. When you select “Continire Turm,”™ you get the menn shown in Figure 1 (see section 3).
You need to pick a landing pad: pad 1, to the north; pad 2, directly below you; or pad 3, to the sonth. In gerieral, these
sitnation-specific interactions require you to make a decision of some sort. Once you make the decision, your tum continues.
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9. Status Display

. Your stams display shows your character name, turn number, score, health, ship condition, ship ]ocaﬂon. cargo, items and
abilities. Stams is avmlable frorn many CGM menus. The d:splay is shown in Figure 14. '

L1

co::Ln stoneseakor : 8Score: 22_5
Statua Display Turn: so

Parsonal Boalth- 80
. 4 | ship Location: <389-R-0utpost>

*k% SHIP CARGO( 6 of 10 bays full) *#+

Crystals
2 Fibaer

Medicines

Phase Steel ce T

Radicactives
*%% HAND-TO-HAND ITEMS/ABILITIES *#+¥

Biogun - Item

Kothan Eoooae Ability
= - ————uu-d-—i-
C) Show Combat c:tego:y Information
N} Haxt Page P) Previous Page
B) Beg:!.nning E)} End of List Lo

H) Help
P:oll frotu:m:- for highlighted oho:l.m

oy Figure 14 - o
™~ LR . . S

. Your score is a measure of how well you are doing in the game. As a point of interest, the maximum score is 5000.
However, you can successfully finish the game wu.hout achieving the maximum score. Your turn number indicates how many
turns you have played. If you have missed some turns becatse you were disabled (see section 12), your turn is shown as two
numbers separated by & slash. For example, “Tum’ 65[89" means you have played 65 out of 89 turns. Your health and ship
vary from O to 100. Your ship location is indicated by the number and first lettér of the color of a trisector on the map, plus the
name of the planet there, if there is one. An undiscovered planet is just called “planet.” For example, “549-B-planet.”

The scrolling display in the center of the screen shows your ship cargo, hand-to-hand combat items and abilities, ship-to:\
ship combat items and abilities, and non-combat items and abilities. For ship cargo, the display shows how many cargo bays
you have, how many of them ate_ full, and exactly what cargo they contain. For items and abilities, the dasplay shows what
things you have, and whether each thing is an item or an ability. N .

A . 2 :
Select “Next Page” and “Previous Page” to scroll through the list of cargo, itemis™and abilities. Select "Begmmng 10 go
directly to the beginning of the list and “End of List” to go directly to the end of the list. Select “Show Combat Category

Information” to show the combat category for each item or ability ¢urfenily on the screen. When you're done w:th the status
display, select “Finished.” i . .
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10. Meetings

To have a moeting between two or imore players, ail players involved must go to the same trisector in the same turn and
plot “Meet.” The players present will then be able to trade cargo and items. The meeting takes place at the end of the turn, after
everyone in the meeting has gotten all their other results. If you are ready for the meeting but other players involved still have
te get results, the Main Display will list yon as “waiting,” When all players in the meeting are ready, the Main Display will list
you as ready to “Meet Player.” ' T

Two-Player Meeting. In & two-player meeting, both characters will be listed on the Ma:in Display as ready to “Meet Player.”
Select either character and the meeting begins. The meeting allows you to give cafgo‘ and items from one player to the other.
See figure 15, W . §

Transfer from: Corin Stonascekexr . ;.
to: Laran Darkwatch .

4) Medicine :
5} Radicactivas:
.., %wd HAND-TO-HAND COMBAT ITEMS #A%

Blogun 1l
more ——————————

N) Next P} Pravious D} Direction

v : Corin -> Laran
. R¥* CARGO ITEMS h##

2) Crystals 1 0
Culture 0 -1
Tiber . 0 - .1

1 0
1 0

o

Selact a unit to give to Laran
‘or one of the lettered optionas:

i‘) _i‘:l.nished U) Unde All
?) ,Belp ESC) Escape
' Type any prompt, or use cursor kays.’

Figure 15 o
¥y
. RN e o toun : AP -

The top of the screen indicates who is currently giving things (the “from™ character) and who is receiving them (the “ro”
character). The atrow pointing from “Corin” to “Laran” also shows this. The center sectioh of the screén is a scrolling display,
It shows all the cargo and items owned by either of the two Players in the meeting, and how many of each thing each player
has. The numbers in the left-hand column of the display are menu choices, Select the number of one of the items to transfer
that item from the “giving” player to the “receiving™ player. Note that when the giving player has none of an item, there is no
menu number for that item. -
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Select “Next™ or “Previous™ to page through the scroiling display. Select “Direction™ to switch the giving and receiving
players, so the giver becomes the receiver and vice-versi. The usual way to make a trade between players A and B is to give
something from player A to player B, switch the giver and the receiver (by selecting “Direction™), then give something from
player Bio player A, Select “Finished”” when you're done’ trading. Select “Undo all” if you make a mistake and want to cancel
all your trades. Help and Escape work in the usual way. 1 you “Escape, all trades will be cancellaa and you can come back 1o
the meeting later. NOTE: If you leave the meeting with a player having more cargo than will fit in their ship, the CGM will
warn you that the player will have to dump excess cargo You can retum to the meenng orproceed to the Dump Cargo menu
(see section 8). CEr R :

Three or More Player Meetlng A three or more player meeimg works as a series of two-player meetings. When all players
in the meeting are listed as ready to “Meet Player,” select one of the players (it doesn t matter whu:h) and the meeung stsns

The CGM gives you a menu to choose which two p]ayers will meet first. Have a normal two-player meeting between
those two players. When you're finished, the CGM asks yOu ‘to se"lect another two players from the group. You can ‘choosé the
sdme two players, again if you want. You can have as many two-player meetmgs from the group of three of more players as
you like. This allows everyone 10 make all the trades they Want. When everyone is ﬁmshed tradmg. seloct "Flmshed" from the
ménu where you select two players. This ends the mulu-pﬁayer meeting.

The CGM doesn’t enforce cargo capacity requirements until the very end of the multi-player meeting, That is, you can
have mote cargo than cargo bays at the end of the two-player sub-mcetmgs Howevu. if anyone has oo much cargo when the
multi-player meeting ends, that player w111 have to dump cargo

11, Drones

Once you obtain a drone, you will be able to do several new things with the CGM. The Plot Editor will allow you to enter
an option for your drone each tarn. When you get results, the CGM will give you not only the results of your own options, but
also the result of your drone option. Your status display, when you ask for it, will include the status of your drone. And finally,
-your can have a new kind of meeting: a drone meeting. '

“Drone.” When you select thls choice, the Plot Editor will give you a menu to decide whether you want to send the drone to
a planetary commodities market or to a player. To send the drone to a player (including yourself), select that player from the
menu, To send the drone to a planetary oommodmes market, select A for "Automated Market.” Escape and Help work in the
usual way.

. If you select “Automated Market” to send the drone to a planetary commodities market, the CGM will give you a meau to
choose a market. The planet names for all the markets your drone can visit will be listed on the screen (these are the commodities
markets you have previously visited). Select the market you wapt.

Once you've told the CGM what to do with your drone, the Piot Editor will show the drone option you chose in the center
of the screen. Before you select an option for your drone, the Plot Editor will mclude a line for your drone opnon but nothing
will be listed there yet. S .
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== If you plot all your regular options so you have no more phases left for the turn, the CGM will automatically highlight the
“Drone™ choice in the Plot Editor menu. It is reminding you to plot an option for your drone. .

STOP! If you select “Finished” from the Plot Editor without plotting an’option for your drone, the CGM will wam yoi
that you still haven't plotted a drone option, It will give you the chance to g0 back to the Plot Editor and select a drone option.
Or, if you like, you can go ahead and get your results without having your drone do anythirig. S

- STOP! To 'plan a drone meeﬁng, do rot plot M for “Meet.” That is only for meetings between players. ﬁfonc meetings
are plotted by plotting D) and then selecting the player the drone is to meet.

) STOP! It {s important to plan out your drone option before you come to the CGM to enter your plots for a turn, Like
planning ont your other options, this is a matter of courtesy to the other players. It keeps the time you spend at the CGM to a
minimum, and makes the game play faster. ) v '

Getting Your Drone Result, Near the end of each turn, after you get all your other results, the CGM will deliver your drone

result. The drone result will be reported in your Character Log. If the drone is visiting a planetary market, then you will get

the ;intwa;&ve‘inqnu for the market (see section 8). If the drone is meeting your ship, then you will get a drone meeting (see

“Drone Meetings,” below), If the drone is meeting another player, then you won’t get the drone result at all — the other player -
will. - o .

 Remember, once you send a drone to another player, the other player has complete control over what trades to make with
the drone. The other player gets the drone meeting doring the results portion of their turn, You have fio control over it,

STOP! If you send your drone to another player who doesn’t have a drone yet and hasn’t seen the drone rules, yon may
need to help the other player with the drone meeting. You can show them what to do, or you can give them this section of the
CGM Guide 50 they can read all about it. - .

STOP! It is possible for the CGM 1o list you as having finished your turn, then change its mind and give you a drone
meeting. This happens if you finish your turn before another player has plotted, and the other player sends you their drone.
Select your character from the Main Display to do the drone meeting, S

Drone Status. Your Status Display (see section 9) will now include information about your drone. At the end of your list of
cargo and items, the CGM will show the number of cargo bays your drone has, and what cargo your drone is carrying. You

may wish to use the “End of List” choice on the Status menu to get to this information quickly.

Drone Meetings. A drone fnéeting is similar to a player meeting (see section 10). However, instead of trading with dnother
Player, you trade with a drone. You can only trade cargo, since drones can’t carry items. ‘Also, the player to whom you send
the drone has sole control over the drone meeting.

If & drone meeting is the next thing for you 10 do in a tum, the Main Display will say “MEET DRONES" next 1o your
character name, When you select your charicter from the menu, your Character Log will appear. The next CGM interaction in
the log will be the drone meting. When you select “Continve Turn,” the CGM will give you the meeting. -

The menu to transfer cargo bétween your ship and the drone is identical o the player-to-player transfer mesiu. Page through
the scrolling display of all the cargo on your ship and the drone. Select units of cargo to transfer from your ship to the drone
or vice-versa. Select “Direction” to switch the transfer direction,
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When you're done with the meeting, select “Finished.” The CGM will bring back your Character Log.

STOP! As in player meetin gs. the CGM will allow either your ship or your drone to exceed its cargo capacity while you're
in a drone meetmg However, if you try 1o leave the nteetmg with too much cargo, the CGM will ‘warn you. Elther You can go
back to the meeting and redistribute the cargo, of You will have to ‘dump cargo from'the overloaded vessel. :

If more than oné player sends you a drone on the same turn, yéu can | havé a multiple drone meenng The CGM handles
this like a muhple player meeting. You can meet with one drone at a time. The ﬁGM gives you an extra ment to choose
which drone to meet. After you meet that drone, you ¢an pick another drone to meet. Then, if you like, you can meet with the
first drone again, or with a third drone, and so on, ‘uAtil yoa have made all the trades you want. Then select “Fmished" from
the “Choose Drone to Meet” menu. The CGM will bring back your Character Log. . - S

If you want to arvange a drone meeting with more than one drone, but only one droﬁe has amved at the meeting When
you get it, you should Escape from the meeting. You need to wait for other players who have not yet plotied t send you their
drones. Once everyone has plotted, you can select your character off the Main Display and you should get a dronie meeting with
all the expected pamclpants mere

12, Savmg and Qulttmg the Game

. You can save and quit the game at the beginning of a turn, before anyone has plotted Select “Quit” from the Main Display.
The CGM will store the current game position on the disk. When yon resume play, the CGM will pick up the game where you
left off. The game lasts a iong time, so you will probably have to do this many times before reaching the end, Itisa good idea
to back up your Star Saga disk each time after you save and quit the game That wsy. if any:hmg happens to your dlsk you
won't lose your game sessmn

13. Adding, Dropping, Enablmg and Dnsablmg Players 7'

You can add, drop, enable, or disable players at the begmnmg of a mm, before aﬂyone has plotted Select Drop/Add to
permanently add or drop players from the game. Select Enable/Disable to temporarily suspenid and restore players to the game.

Drop/Add. Use drop/add to make permanent changes to your group of playefs. If you move a character from the “not playing”
list to the “playing” list, that character will be added to the game. The person playing the character will start from the very
beginning of the game, with the three-turn walkthrough. The player should follow the directions in the character booklet just
like everyone else did when they started the game. It is also a good idea for the new player to “catch up” to the rest of the
group by playing alone for as many turns as everyone else has had (you can do this by disabling the other players; se¢ below),

If you move a character from the “playing” list to the “not playing” list, that character will be permanently removed from
the game. STOP! The CGM will ask you if you really want to do this. If you say yes, the CGM will delete all information
pertaining to that player from the disk. The player will no longer be sble to continue from the current position. If the player
wants to rejoin the game, he or she will have to start over from the beginning,

After 100 or so turns, it will no longer be possible to add new players to the game. The drop/add option will appear as
“drop™ after that point. Toward the end of the game, it will not be possible to pennanenﬂy drop players elther At that time, the
drop option will no longer appear on the screen.
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Enable/Disable. Use enable/disable to suspend someone from the game for & while, then bring them back where they left
off. If you move a character from the “playing” to the “not playing” list, that character will be listed in the Main Display as
“Disabled.” This méans that the player is still in the game, but not playing for the time being. If you move a character from the
“not playing” to the “playing” list, that character will be restored to the game in the position where they stopped playing,

Disabling and later enabling a player is a convenience, but be aware that if_h_as some effects on the game. First of all,
the player that was disabled will be behind by some number of turns (you may wdﬁt_\tq_diéable_ the other players for a while to
allow the person, who's behind to catch up). Second, the competition isn’t completely fair; an active player may beat a disabled

player to valusble goodies in the game. Finally, you can’t finish the game with a disabled player.

A player who is disabled and later returns to the game will have their turn number displayed in two parts. For example,
“Tumn 35/42" means you have played 35 out of a total of 42 tums, KPR . _ _
. o S Y : - .
14. Recovering from Abnormal Shutdown T e e
Hopefully, you will play all the way to the end of STAR SAGA: TWO ™ The Clathran Menace without any problems with
your computer hardware. However, as we are all sadly aware, sometimes computers break. The power goes out. A chip blows.-
- Your disk gets eaten by your cat. What happens to your game then? oo R

If you have a power failure, or accidentally tumn off or restart your computer, you're okay. The CGM saves the game
position on the disk at the end of each tumn. Just yesume your game where you left off, following the instructions in section 4.
You will have lost at most one turn’s worth of play. o = : R

If your coniputa' jtself Ixeaks down, then ohioﬁsly you can’t play until you get it repalred. But save yd_u; dlSk. The game
position at the end of the last turn is saved on the disk. When your computer works again, you can resume the game.

The most serious risk to your Star Saga™ game is if your disk is ruined. If your disk gets scratched or demagnetized, the
game information on the disk may no longer be usable. You may need to start over, or even send away for a new Star Saga:
Two disk. Follow the instructions on the warranty card if you need to replace your disk. - - :

The best way to guard igdinst‘inythi:ng happening to your game disk is to make a backup copy béfé_'ré'y(’m start playing,

and to back up the game at the end of every session. Then if your disk is destroyed, you can restart the game from the position
saved on your backup disk. L e . .
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‘Glossary

* Th1s glossary defmes many of the oommon terms used in the Star Saga ndvemure text It a]so gives the combal category
(in italics) for each item used in combat, .Use the glossary whenever you come across an item in the game aqg want to fmd out

more about it.

Advanced Heallng Unit — When you are feeling really
undex the weather, this device wﬂl 500N give you a clean
bill of healﬂl (Non-combat, ltem). .

Antl-Clathran Evasive Maneuvers — A nav1gancn pro-
gram designed to elude Clathran pursuers in space (Ship-
t0-Ship Defense Mobility, Ability).

Archigenitors — A race of advanced bemgs who have left
their mark throughout the galaxy. __

Archangel — The spaceship used by the Founders of t.he
Final Church of Man in their 3oumey to discover the
Perfect Truth about humanity.

Arm — See “Galactic Arm.”

Atlamls — One of the Nine ‘Worlds. Aflantis is lightly
inhabited, mostly water—covered. and prov1des Food to
most of the other Nine Worlds.

Automated Repair System —A device aboard your ship
designed to repair even the most sannoying of breakdowns
(Non—combat Ttem).

Barratry — A breach of duty on the paxt of the captam or
crew of a ship resulting in damage to the owner of the

* ship or cargo. .

Blogun The latest in blologlcal warfare, tl'us weapon
fires a highly potent range of germs against a particular
enemy (Hand-to-Hand Attack Projeciile, Item).

Boarding Robots — Computer-controlled attack robots
that can occupy and overwhelm an opposmg slup (Sth-
to-Ship Attack Contact, Item). :

Boson Beam — Subatomic pamcle separator an unusnally
nasty ship weapon (Ship-to-Ship Attack Projectile, Item),

Boundary — A wall of space buoys encircling the Nine
Worlds to protect the human planets within it. Once an
impenetrable wall, the Boundary is fast becoming obso-
lete due to the grave danger now facing humanity.

n et

— ] —

Brot!iei-hbocl —A quagi-_religiou; _sect that hu:‘tsprela‘d from
_ the Nine Worlds to the heart of the galaxy.

Call-a-wall — For those times when you wish you were
rubber and the other guy was glue, this device causes
an elastic force ﬁeld to form around you, cansing what-
ever physical threat is headed toward you to bounce off
(Hand-zo-Hand Defense Armar, Item). - .

Cargo Bay — The space in an interstellar ship used to
transport & wnit of cargo. .

Cargo Drone — An nmnanned remote-oontrolled ship
- -equipped with cargo bays and & jump engine, capable of
instantaneously transporting cargo (but not people) from
one place to another. ‘

Causality Shieldlng — A device wluch stops the ﬁrst ina
series of events that would otherwise lead to ship damage
. (Ship-to-Ship Defense Armor, Ilem)

CHHMELEON

Chameleon — The skill necessary to ble;-nd in with the
natives and remain unnoticed (Non-combat, Ability).



Chang, Vanessa — (2435-2519 A.D.) Last of the great - .

space explorers, and perhaps the most famous of all,
Chang was the first human being to travel in the Galactic
“Arm. She retuined from space during the years of the

~ Space Plagué and helped set up the Boiindary to protect
humanity from the dangers of unrestricted exploration, A

tragic but strangely fitting afternote is that in the political

~ and social chaos of the time, her maps were sornelww
lost. Despite the efforts of three centuries of lusmnans.

* they have neva surfaced.

Chatm Arior —— Ship shielding wluch absorbs both mat-
tef and energy, thén converts them into harmless sub-
atomic particlé show«g, thus creating a very beautiful
light show in space (Ship-to-Ship Defem'e Armor, Item).

Clathrans — A menacing alien race mtent upon the de-
struction of humanity.

Clathran Eriergy Weapon — A hand-held particle beam
weapon favored by Clathran soldms (Hand to-Hand At-
tack Projectile, Item). -

Cloaking Ray — A device which keeps’ your ship from
being detected by all known. forms of organic andfor
mechanical serisors {thp-to-Shap Defense Special, Item).

Commodity — Any on¢ of the twelve common types of
cargo that serve as the basis for interplanetary commerce:
crystals, culture, fiber, food, medicine, munitions, phase
steel, radioactives, super slip, synthetic genius, tools and

warp core.
Core — See “Galactic Core.” :
Core Stone“ A mysterious and powerful artifact found

by the explorer Soulsinger in the 25th cenmty. and later
stplen from hi by an alien creature, b

Corporeal Decompressor — When used as a _weapon,
th:s device has the ability to reduce your enemy oa
mushy blob of protoplasm (Hand-to Hmd Attack Cou-
tact, Item). -

Darthan — A’ combat skxl] that enables a pasgp to e-vade

. enemy blows with great speed and precision (Hand-fo-

. Hand Defense Mobility, Ability),

Density Barrier — The dividing line between the Galactic
Fringe and the Galactic Arm. On the duter (Fringe) side
of the Density Barrier, the density of interstellar matter

— 42—

is low enough to allow lightspeed travel with a dual-axis
drive. On the inner (Arm) side of the Density Barrier, the
density of interstellar matter is too high for a dual-axis
" drive, 50 a tri-axis drive is necessary in order to trave] at
" or above lightspeed,
Deresha — The skill needed to properly commune with
nature (Hand-to-Hand Defeme Speclal Ability).
Destroyer — An F3 class Clathran war vessel.
Diplomacy — The ability 1o speak effecnvely and pasua—
sively, even among strangers (Non-combat, Abdify) _

DIPLOMACY

Dlscontlnuity Wave Generator — The mtegral device in
the operation of a Stargate, also believed to adversely
" affect Clathrans (Ship-to- -Ship Attack Speczal ftem),

Disintegration Gun — A hand-held weapon that useés an

" ultra high frequency energy beam to canse an object 1o

- fade out of e:ustence {Hand-to Hand Attack Pm;ecule
Item),

Dodecabedron — A twelve-sided polyhedron.

Dreadnought — An L7 class C]athrun war wssel

Drone — See “Cargo Drone.”

Dual-Axis Drive — A spaceship propulslon system that
allows a spdceship to travel faster than the speed of light.
Invented by Dr. Anton Wamitian in 2257 A. D., the dual-
axis drive imade travel between stars practical for many
people, thus starting the period in history known as the
Great Expansion. The dual-axis drive system works by



“¢ollapsing two spacial dimensions into one along the path
- of the propélled ship.
Dual Space — The mathematical concept that allows many
‘possible universes to coexist sxmulbaneously '
Dual Space’ Interpﬁase — The degree of overlap among
' sunulmwously exisu.ng univérses.
Dual Space Orientation — The skill which allows you o
properly orient ‘yourself i in turbulent Dual Space ﬁelds
' (Non-combat, Ability). = o
Dual Space Inversion Bomb — An exp]cswe devtce wn.h
" the ‘potential destructive capability of 20000 neu’tron
bornbs (Non—combaf Ttem).
Earth = The home world of hnmanity, fiow one ‘of the
" Nine Worlds, Before the Space Plague in 2490 A. D,
Earth was the unchallenged center of all humén activity.
- However, civilization on Earth was virtually wiped out
by the Plague. “Earth was later rebuilt, but few traces
‘of pre-twentysixth céntury civilization remain. It is no
longer more important than any other human planet, and
- it shares an equal status with the rést of the Nine Worlds.

Earth Standard — The standard langoage of humanity,

- officially adopted by the Nine Worlds Governmient in
2581 A. D. Earth Standard includes not only a common

. spoken and written language, but also common measure-
ment units, radio signals, computm' commumcauom. and

i 80 On. ¢

Endawr — One of the Nme Human Worlds Bndaur is

« the seat of the Nine Worlds Goverameént and supports
a large administrative bureaucracy. It also serves as the
headquarters of the Space Patrol, which owns an entire
continent covered with military bases.

- Entropy Loop — A ship weapon which raises the mtropy
level around a given target, thereby randomizing the ef-
fects of the target. (Ship-to-Ship Attack Special, Item).

Environmental Sult — A standard spice suit, capable of
resisting vacuum, cold, and background radiation.

Environmental Terminator — A particularly nasty device
which is capable of shutting down an encry ship’s life
support sysiem (Ship-to-Ship Attack Confact, ltem).

Explosion Studs — Good close-range weapors, these studs
‘will detonate at the minimum safe range outside your

“+ ship and do extreme damage 1o an enemy ship’s hull
(Sth-to-Sh:p Aftack Conitact, Item).

Famﬂies — Powerful merchant clans, based on the planet

© Wellmet, who control almost all commerce in the Ghost-
worlds, The Families are also rumcred to operate a mas-

" sive illegal smuggling trade across the Boundary.

e a S w7
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'Final Church of Man — "I'he pnncipal organized religion
of the Nine Worlds, to which the majomy of the populace
belongs The Church teaches that it isa sin for human
beings to explore space, land thai péople st instead
strive to lmprove themselves so they can attam perfect

] souls. . B LT e

Florenza — A fancy sports car, or a wand which enables
'yoi to control the mind of your enemy (Hand 1o Hand
Antack SPCCIGI Item) g e e ady

- Flame Jewel —A unique and exquisitely beautiful red and

.. orange crystalline artifact, brought o the Nine Worlds
by Vanessa Chang from her space explorations in the
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- late 25th century. In her will, Vanesss Chang gave her
Flame Jewel to the Chang Museum on Earth. Although
the Jewel has been postulated by scientists to have a
number of unique physical attributes, its importance in
social terms far transcends any scientific usefulness. It
is seen as a symbol for humanity's resurgence afier the
Space Plague, and as a beacon for the future development
of civilizetion on the Nine Worlds.

Flexlon Glove — A specially lined safety glove used to

hmdle objects emitting harmful radiation,

F‘Iylng _The skill allowing you to soar with birds, .ptero-
dactyls ind the like (I-Iand to-Hand Deﬁ:m Mobility,
" Ability).

Fool's Errand — The ship Vanessa Chang plloted on her
last voynge. ;.'

Fore-slght Firing — A device which predxcts _you:r enemy s
behavior and fires an energy beam accordingly (Shlp-to-
Ship Attack Specmi Imn)

" Founders — The group of people who were responsible

for the estabhshment of the Final Church of Man,
Fringe -— See “Galactic Fringe.”
Frontler — One of the Nine Human Worlds, Fronner was
the last of the Nine Worlds settled prior to the Plagne and
the establishment of the Boundary. Even today much of

Frontier is undeveloped, with a small populatlon clus-.

tered in & few luge cities.

Fusjon Arm — A jeiway wansversing the space frorn your
ship o the Lenemy’s hull which punches a hole in the
opponent’s shlp, auowing you entry (Sh:p-to-Sh:p Attack
Contact, Item).

: Galncﬂc A,rm —The mtddle pomon of the galaxy, between

the Galectic Fringe and the Galactic Core.

Galactic Core — The region of space at the very center of
the galaxy. = . =

Galactle Fringe — The outer portion of the galaxy, in
which the Nine Worlds lies.

Ghost -— The ability to hide completely from all organic
and mechanical sensors (Hand to-Hand Defense Special,
Ability}).

Ghostworld — Any human colony that was left outside
when the Boundary was established. Many of the Ghost-
worlds, cut off from the Nine Worlds, were quickly aban-
doned. However, some survived becanse of their natu-
ral resources or other features. The surviving colonies
include Wellmet, Supa. Moiran, Crater, Medsun, Para-
Para, Cathedral, Gen, and Bugeys. L .

Golgotha — A pIaoe of agony or sacnﬁoe.

Gravity Tilt — A device that disrupts the pull of grav:ty
(Hand-to-Hand Attack Special, Item),

Great Expansion — The period in history from nppro:u-
mately 2260 to 2500 A. D., when people in large numbers
set out from Earth to explore and colonize space,

. Hadraklans — A merchant race of aliens found in the
Galactic A.rm ;
Harvard — One of the Nine Worlds Harvard is a
_ university-planet, devoted entirely to sducation and re-
~r search. Tt is the Nine Worlds® major center of culture
and learning. The planet is administered by the powerful
Harvard Corporation, which runs the planet’s economy
and oversees the university’s affairs. - :

Healing Liquid — An eluur for healmg personal wcunds
(Non-combat, Item). :

Heaven — One of the Nine Worlds Heaven is a densely-
populated planet whose once-beautiful surface has been
almost completely paved over by cities. Remarkably,
the planet is virtually self-sufficient, due to its immense

- automnated food synthesizers and advanced industry.

Holy Text Files “— The revered writings that describe the
philosophy and beliefs of the Final Church of Man, The
Founders of the Church wrote the Holy Text Files after
discovering the Final Truth durmg their j _;oumey nboa.rd
the spaceship Archangel.

Home Worlds — The name for Earth and tha ﬁrst colomes
After the building of the Boundary, the name ‘Nine
Worlds® became popular but the onginal name is grndu-
ally returning to faver. o

Human, Humanity — One of the mtelhgent Taces of the
Galactic Fringe, humans originated a mere million years
ago on the planet known es Earth, Humans are bilat-
crally symimeric, bipedal, carbon-based, and extremely
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aggressive. Humans are highly unpred.lctable and should
be treated with extreme caation.

Hyperdrive — (also called “Warp Drive”) Any spaceshxp
propulsion system that enables a ship to travel in hyper-
space, at or aboye llghtspeed 'I'he dual-axis drive is a
type of hyperdnve

Hyperspace — A fourth d:mension of space where time
does not ﬂow dt a constant rate. When a spaceship en-
‘ters hyperspace, it can trave] faster than the, speed of
light. The dual-axis drive is a technology t.hax enables
spacéships to travel in hyperspade

Illusion — A very potent disguise ability allowing you to
take on the outward appearance of whomever or what-
ever you wint to be (Non-combat Abiliy).

Impulse Engines — Drive systems that propel a spaoesh:p
‘dt speeds slower than the speed of light Impulse énfines

" are used prlmanly for travel within “a planétary orbit,
and for delicate maheuvers such ag docking, takeoff, and
landing. They can also be used as a backup if a ship's
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warp drive fails. Ships capable of interstellar travel are
always equipped with both warp and impulse engines.

Inertlal Stabilizer — A ship mechanism enabling you to
-‘remain stationary in the face of enemy attack (Siup-to-
Ship Defense Mobility, Item). N LN

Institute for Space Exploration (L.S.E.) — An organi-
zation dedicated to the continued exploration of spate.
Based on the planet Para-Para, the LS.E. was foutided
after the Boundary was established to encourage people
to keep exploring the galaxy. . :

Interactive Literature — Artistic constructs wluch incor-
poraie the free will of the reader into a pre-existing sce-
nario. The seductive appeal of this sort of game-playing
posed such a threat to scientific progress in the latter
-half of the 20th century that it was evenmally banned
worldwide.

Interphase — See "Dual Space Inwphase : :

Interphase Constrictor — A theoretical device capable of
_narrowing the Dual Space Interphase.

Interphase Reflector — A defensive weapon that mterfaes
' with your enemy’s attempts to alter reality through Dual

.. Space manipulation (Ship-to-Ship Defense Armor, ltem).

Interphase Varlometer — A device which measures the
.: Dual Space Interphase (Non-combat, Item). +

J ump Engine — A propulsion system that permlts instanta-
neous transportation from one place to another. However,
- the jump engine as currently designed can transport only
nof-living material; for unknown reasons, jump engine
transportation is lethal to all living organisms.’

Jump’r == The ability to leap out of the way of ceértain
death (Hand-to-Hand Defense Mobility, Ability).

Kothan — A combat ability that allows one to strike at an’
-enemy with great strength and accuracy (Hand ro-Hand
- Attack Contact, Ability). Co

Landing Beacon — An electromagnetic signal transmuted
by a spaceport to gmde arm'mg spaceshlps to d landmg
pad.

Leucothea — One of the Niné Worlds Leuoothea is the

- home world of the Final Church of Man, humanity’s ma-
jor religion. It supports a hierarchy of religious disciples



who study and promote the Church’s Final Truth while
striving to attain a perfect soul. -

Levitation — The ability to elevate oneself up off the ﬂoor
without any means of support {Hand to-Hand Defeme
Special, Ability).

Lockerbait — The ship used by Vanessa Chang in her ﬂlghL
from Clathran captors, E

Market — A place where various sorts of goods and met-

- chandise are traded.

Magquistra - A skill allowing you to act the heto in any
situation (Hand-to-Hand Attack Special, Ability).

Masters — A common term found on many planets refer-
ring to a mystmous race of bemgs who dxsappeared long

. ago,

Mellomia '~ A mental techmque allowmg the user to
project a calming field of influence which removes any
aggression from those in the vnc:mty (Hand-ro-Hand Des
Jense Special, Ability. -

Mental Powers — A generic term for any specml abﬂ:ty.
usually psychic in nature, which can be learned, _ iy

Mental Scrambler — Emits a ray which can effectively
scramble the victim’s brain wave pattern (Hand-10-Hand
Attack Special, Item), -

Mesmerizing Dust — Chem1ca1—coated sand whxc,h renders
an opponent ¢ompletely open to any suggestmn (Hand
to-Hand Defense Special, Item),

Message — Something you leave on an answering rnachme
or a weird psychic call heard by several humans relaung
to a waking dragon,,

Mind Wipe — A technique used by caplors for the purpose.
of gathering information from prisoriérs.

Mine — 1. (n.) A natural source of valuable commodmes;
Merchants and explorers usually outfit their spaceships
with equipment capable of extracting commodities from
mines on planets. 2, (v.). The process of extracting
valuable commodities from a natural source.

Monitor — A G1 class Clathran war vessel. o

Monument - One of the Nine Worlds. Monument, once
known as Maurs, is the terraformed memorial to the peo-
ple and societies which died in the Space Plague, It has

..’t
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only a small population, needed to maintain its museems
and historical landscapes. -

Morlkor — The planet where Vanessa Chang was taken by
the Clathrans for interrogation,

Mulitphasic Laser Torpedo — A high energy laser able
to slice through most armor and s!ueldmg (Ship-to-Ship
Anack Pro_;ectde, Item)

Muon Glue —A waapon which ﬁres a t]nck, sticky flyid
which, in the coldness of space, wnll | permanently adhere
to whatever it strikes, forming an impenetrable coating
{Ship-to-Ship Defense Special, ltem).

Nine Worlds — The human planets found within the con-
fines of the Boundary. The Nine Worlds are: Atlantis,
Earth, Endaur, Frontier, Harvard, Heaven, Leucothea, -
.. Monument, and Norstar.

Noseeme — A special skill enablifig the user to move about
unseen (Hand-to-Hand Defense Special, Ability).

Norstar — One of the Nine Woflds Norster is a gnmy.
industrial world, headqnaﬂets of many ]arge companies,

. including Iniergalactic Alchemy fnc (a chemical and
materials manufacturer). CHOMP (a computer and com-
munications servwes ﬁrm). and 5.T. Enterpnses (a trans-
portation engineering msmunon)

Outpost ~— The most dxs;am known human colony planet
in the Fringe. ’

Paracore — The regmn of the galaxy unmedlately adjqcent :
to the Galactic Core. Scientists dlstmglush it as the re-
gion closest to the Core wluch can still be said to contain
discrete star systems

Paralyu An ab:hty 1o use psychic energy to freeze the
voluntary muscles of an opponent (Hand to-Hand Aﬂack
Contact, Ability).

Para-Para — One of the humén colomes outside the
Boundary. See "Ghostworlds »

Phase Sword — Forged with a phase energy blade t!us
device is able Jo cut through any material, even phase
steel (Hand ra-Hand Artack Contact, Itemj

Plagne - See “Space Plague.” :



Plasma Beam -— A thin, very accurate, low-powered en-

. ergy beam usefu] in attacking small mgets (Skxp— o-Shup
Attack Projectile, ltem). ’ . ;

Power Armor — A lightweight material made into weat-
‘able clothing which is useful as protective shlaldmg
(Hand-to-Hand Defense Arnior, Item).

Preemptive Dodge Engines — A device which predicts
an opponent’s next move and takes the proper evasive
maneuvers (Ship-to-Ship Defense Mobility, Item),

SALLION

Prescient Choice — The skill of perceiving what is really
-in front of you, especially useful when dealing with an
unknown {Hand-to-Hand Defeme_Special , Ability).

Probe Beam — A high-energy particle ray with the capac-
ity for evaluating data on physical objects in its path.

Propulsion Caps — An attachment which can be deto-
nated to produce a surge of speed. May be hazardous
if used without forethought (Hand-to-Hand Defem'e Mo-
bility, Item).

Questor — A person who has dedicated their life to finding
and acquiring the Core Stone, a mysterious and powerful
object that was lost generations ago. :

a7 —

Quark Crusher — A weapon that destroys other objects by
. - condensing the space between their subatomic particles
- (Ship-to-Ship Attack Contact, Item). .

Revelation — A special skill needed to gain valusble in-

- sights from visits to sacred artifacts (Non-combat Abil-

- dty) He

Ruthlessness — The abxhty to think clearly and in a cold-

* blooded manner while in danger (Hand-to-Hand Attack
Special, Abzhty) B

Sallion Special — A very nseful 1f somewhat unpre-
dictable, weapon which will usually incapacitate an en-
emy (Hand-to-Hand Attack Projectile, Item).

Scout — An F2 class Clathran war vessel,

Sensaround — A great new type of audio system, or the
ability to perceive your environment all 360 degrees
around you (Hand-to-Hand Defense Mobility, Ability).

Sensors — Scientific instrumentation built into a spaceship
that can measure the properties of matter and energy
_outside the ship, Sensors are used in navigation and
weaponry, they are essem:lal for analyzing planets and
stars.

Ship IQ Enhancement — A computer upgrade wluch im-
proves all computer functions, including Imock-knock
]okes {Ship-to-Ship Defense Mobility, Ability).

Ship’s Computer — A highly oomplex, fast-acting ma-
chine with the ability to control all aspects of a space-
ship's operation, including navxgauon, power, hfe sup-
port,’ weaponry, and repair. The best’ ship's computers
are amﬁcmlly mte]hgent. with a vmce—achvated inter-
face for communication ‘with the captam and ¢ crew.

Shlp Shield Generator — A device that pro;ects a protec-
tive energy field around a ship to absorb both physical
and energy altacks (Ship-to-Ship Defense Armor, Item).

Silverbeard, John — The infamous “Pirate’ 6f the Space-
wiys,” a popular mythical character of the post-Boundary
era noted for attacking and plundering other spaceships.

Smart Net -— A net whose mesh size automatically varjes
depending on the nature of the target (Hand—to Hand At-
tack Contact, Ability). :

Smuggler — Any individval who attempls to enter the
Boundary protecting the Nine Human Worlds.

17



Space Age — The period of time beginning with the in-
vention of space travel in the late 1900's and contiiluing
through today. The Space Age is comimonly divided into
three periods: the Early Space Age, in which primitive
rockets were first developed but were still o slow to
travel between stars; the Great Expansion, in which inter-
stellar travel became possible and people freely explored
and colonized planets; and the Modem Era, in which
people stayed within the Boundary in order to protect
themselves from dangerous alien influences; SE

Space Patrol — A special military branch of the Nine
Worlds Government that enfofces the Boundary Laws.
The Space Patrol maintains a system of robot buoys

* around the Nine Worlds that detect any approaching

“spaceships. Once alerted, the Patrol then dispatches
manned cruisers to intercept such ships and prevent them
- from entering the Nine Worlds, e

Space Plague - The worsi contagious “epideritic ever to

‘strike humanity. Beginning in 2490 A. D, the Space
" Plague killed half the population in the colonized human
worlds and nearly destroyed civilization, The Plague
Wwas caused by an alien organism brought to Earth by
an unknown explorer. Forfunately the disease eventally
died away, for no cure was ever found. As a result of

'~ the Space Plague, the Boundary was established around
the Ninie Worlds, -~

Spaceport — A facility constriicted for the takeoff and
landing of spaceships,  Spaceports normally include
berthing facilities, fepair hangars, and automated signal

Space Navy - The next logical step in building a de-
fense for the Home Worlds of humanity, especially if the
Clathrans are coming! :

Space Suft — See “Environmental Suit.” See also “Super
Space Suit.” : o

Space Walls — Huge impenetrable barriers in the fabric
of space, often extending for great distances in a com-
plicated branching pattern. Space walls can be found
throughout the galaxy, but the phenomenon responsible
for their existence is poorly understood, :

ar

Spatial Inverter — A device that projects an inverted im-
. "age of your ship to confuse the sensors of an attacking
ship (Ship-10-Ship Defense Special, ltem). -
Stargate — A theoretical artifact that is belicved to function
5 a (wo-point Jump Engine field, allowing instantaneous
- transpart between two distant, but fixed, locations,
Stargate Key — Mechanism necessary to use a Stargate
(Nou-cambgl,_ltem). . e
Star Map —— A map that shows the exact coordinates of
inhabited, resource-rich, or otherwise “interesting” plan-
. ets. Such planets are extremely difficult to find, and as a
* result, even a small Star Map can take decades of explo-
ration and research to construct. Star Maps are extremely
' valuable and are usually kept secret by their owners, .
Stasis Fleld — An energy field which, when projected;
* will allow you to leap temporarily forward or backward
in time, but always retutning to the present (Ship-to-Ship

Atlack Projecile, ltem). .

Stress Fleld — A weapon that creates powerful shock
waves i space, alternately pressuring and depressuring
an enemiy ship’s hull and internal supports (Ship-io-Ship
Defense Special, Item). = N |

Stunner Shield — A common shielding device that protects

y ergy-based devices (Hand-

-~ the user from an opponent’s en
. lo-Hand Defense Armor, Htem), _
Subspace Radio — Technology for sending radio signals
to or from points in hyperspace. C e
Suddén Adjustment Psychosis Syndrome (a.k.a. SAPS)
— An illnéss beginning 1 appear in the Home Worlds
which is proving to be deadly in its effect on péople.

-Sup'er Space Sut — The theoretical perféct ‘space suit,
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incorporating ebsolute ¢nvironmental separation, regern-
erative air and water supplies, and protection against a
veriety of physical forces and radiation (Hand-to-Hand
Defense Armor, Item). 2
Survey — A poll or questionnaire, .
Survey Line — The leading edge of the

galactic survey
being conducted by the Clathran race. .



Survivable Jump Engine — A ship engine with the capa-
bility of instantaneous space travel between known coor-
dinates separated by any distance that also has the ability
to sustain organic life (Non-combat, ltem).

_ Tactles -—"The ability to use strategy 1o gain military ob-

jectives (Hand-to-Hand Defense Special, Ability).

SEﬂSﬁROOND

Technology Nullifier — A device that prevents the op-

eration of all electronic equipment in its area of effect . - -

(Ship-to-Ship Attack Special, Item). . - .. .-
Telekinesis — The power to exert physical force through
thought alone (Hand-to-Hand Attack Special, Ability).
Teleporter — A mechanism to instantaneously transport
yourself a distance of appromately six feet (Hand-to-
Hand Defense Mobility, Item).

Tight Beam Laser Pistol — High-energy gun with an ex-
tremely well-focused beam (Hand-to-Hand Attack Pro-
jeciile, Item).
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¢ Track-Allm — A highly developed ability to follow an

enemy's movement and fire with exceptional accuracy
(Ship-to-Ship Attack Special, Ability).

Tri-Axis Drive — A spaceship propulsion system that al-
lows 4 spacéship fo fravel in the Galactic Arm. In com-

* . parisont, the dual-axis drive only works in the Galactic

Fringe, where the density of interstellar matter is rela-
tively low. The tri-axis drive system works by collapsing
all three spacml dimensions into one along the path of the
propelled shlp Sclennst.s in the Nine Worlds have not

" yet been gble to Construct an operauonal tri-nxis dnve _
See also “Density Barrier.” =~ ' '

Unit — The standard quantity of a commodity that fills one
cargo bay.

Universal Translator — A device that can translats Earth

Standard into most alien languages, end vice versa.
Wamlirian, Dr. Anton — (2221-2293 A.D.) The inventor

of the dual-axis hyperdrive, a propulsion system that per-

, Mits & spaceship to travel faster than the speed of hght.

;Warp Drive — See “Hyperdnve.

Warp Wlnder — A devwe that dramahcally 1mream a
ship's speed for a short time by initiating and controlling
a feedback loop in the warp drive (Ship-to-Ship Defense
Mobduy, Ttem).

Wellmet '~ The center of commerce among the Ghost-

© ‘worlds, also rumored to be & sourcé of illegal smugglmg
across the Boundary. o

Zyroblaster — A special energy weapon desmned to melt
ship hulls, especially useful when your opponent wants
to have you over for dinner and you don’t know how to
refuse (Ship-to-Ship Attack Projectile, Ttem).

-‘Zyroshield — A powerful ship shield that is ven; effec-

tive against energy weapons (Ship-1o-Ship Defense Ar-
- “mor, Ttem).
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Star Saga is the bramchrld of four people w1t.h a common interest in wull-des:gned gamm and u'nagmatrve science ﬁcuon
who had the creattvrty to brmg it all together The four ongmal agthors are:

[T

Rlck Dutton — the' author of countless real-trme real-space role-playmg games, Rick inet Walt and Mike while at school
and dcvelopod a lastmg fnendshrp w:th them t!mt has proved to be both artistically and ﬁnancrally rewarding, not to mention
fun. Also, it was through these games that chk met his beautiful wife Greykell -

B e B . . R B 4 5 . - . -

. Walt Freltag — one of the original creators of ‘the real-time, real-space rolo-playing game system now known worldwide
as Rekou Wait wanted to see hts new game concept taken to its limits, and to reach the widest audience possible.

_ Andy Greeuberg — the creator of le.ardry oné of the best sellmg oomputer games of all time, -Andy saw a lot of
potentta.l in the Rekon game system, suggested that it would work well on the personal computer, and threw himself head first
into the pro_]ect that would become Star Saga *

. Mike Massimilla — the catalyst for bnngmg all four authors together and the coordinator of the game wnt:mg and des:gn
Mrke met Andy wh.tlo playmg bridge (a different kind of real-time, real-space expmence) and subsequently rntroduced him w
Rick and Walt, the rest is lustory . . . - :

The project’ grew 50 large that the ongmal authors ended up makmg the game a rnlogy and enhstmg the able bodled
ass:stance of twWo more poor souls o round out the tea.m. namely:
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Sheila Greenberg — proof that nepotism has its advantages Sheila is responsible for much of the actual text of Star
Saga (including the terrible jokes and frequent references to her favorite yummy snack, peanut butter and jelly).

Gerry Seixas — whose odmng talents and creative mput were invaluable in helping to make Star Saga the product it is
today. Gemry is responsible for censoring the worst of Sheila’s jokes and cutting down on the far-too-numerous references to
yucky food items.

— 50 =





