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Introduction 

SPACE I, the authas believe, is sometting rather unique to the 
field of Micro-Co1'1'4l'Jters. What makes it unique? Here are some of 
the dffe.-ences between SPACE I, and many of the other fine 
games you have had an opporturity lo pay: 

SPACE I is a Multi Scenario Game 

Predcated on a prqection ct real life situations in a time in the far 
dstant future, it develops, the authors believe, some pausitle 
situations in which the user rright conceivatly find him'herself. To 
the degree ellowed by the capabiities of the computer, and the 
skils of the authors, we have endeavored to make each of the 
scenarios contingent upon potentielly reel vlfiations in human 
skils, and the impact ct situations over which we have litle 
knO\\fed,je, and even less contra. 

The Results of Later Games are Contingent on Eartier Games 

Put another way, our past comes back to haunt us in unexpected 
ways. Whie not every varielle impacts on eve.-y game, all 
varielles come into pay in one or more of the games. Variatle 
development is cumuative throughout pay of the games. 

Risk/Benefit is Part of Ewry Game 

Just as in real lffe, we assess the decisions we make based upon 
our judgment of the risks and the benefits, so too, is this the case 
v.ith each of the SPACE I games. Aayers have a number of 
options which may be judged for both their positive values , and the 
risks they entaH. 

Randomness is a Part of Every Move 

Whie most of us believe that we have contrc:A over our O'M1 

destinies, there are a few among us who assert that they have 
total contrc:A over their lives. llness, accident, and loss of income 
are all a part ct oir lives over which we have little, if any, contra . 
And, as ttis is the case in real lffe, so too, is randomness a 
deterrrinant in each of the games of SPACE I. 

nfonnation is Deliberately Imprecise 

Wtle it woud certairiy be possitle to describe ell ct the games' 
possitle penmutations, we have chosen to leave much of !tis 
dscove.-y to the payer. After all , none of us have perfect 
information on which to base reel lffe decisions, and yet we 
nonethaess are required to make them each day ol oir lives. The 
authors sought to repicate this condtion v.ittin each of the games. 

Winning is in the Eyes of the Player 

In most games v.ith which we are farriiar, the goals ct the game 
are expicil Other than the goal ct simpy staying alive, other goals 
are set individually by the payer; for some the gathering of wealth 
is centrel to the way the game is payed; to others, shOY.ing their 
skils as warriors wil be the reason for paying to a condusion. 
Thoughlfu construction ol various characters, and their contra 
throughout the games, as well as the sequence of games 
selected, \'oil serve to enhance the actievement of indviduat 
goals. 

Exit Points Exist for Some of the Games 

Typically, a game has to be finished before the computer is 
powered 00.Vn for the nighl This is oot the case with the SPACE I 
series. Since some game outcomes are committed to text lite, 
some of the games allow payers to resume where they left off. 

Characters and Scenarios 

The SPACE II series relies on the creation ct a number of 
characters by the payer, which are then payed through each of 
the scenarios, or games. Thus, the human payer creates one a 
more characters which reJ)'esent him throughout pay. Each 
character created has a set of attributes. These attributes, over 
which the human payer has some contra , can be divided into 
severel IJoad categories: 

Basic Attributes 

All of us are born with, a g:ow into certain attributes which can 
serve to quantitatively describe our characteristics. Strength, 
endurance, dexterity, IQ, social status, and education ell may be 
expicily described. Yet in most cases are essentielly beyond oir 
direct contra. 

Physical and Psychological Attributes 

Having been endo.ved v.ith some heredtary traits, our 
devaopment throughout our lives depends upon both genetic 
makeup, and environmental setting. As is the case in reel life, 
payers have the opportunity to make some modfications in the 
physical and psychaogicel characteristics of their characters, 
attempting to maxirrize the characters' attributes for most effective 
coping with the requirements of the games in which they are 
participants. 

Skill Development 

During their stay in the service, characters are given the 
opportunity to develop specific skils. Some of these are ai:4)icatle 
oriy in context of rriita:y life whie others are apµied in civiian 
occupations. Aayers shoud give close attention to the sklls 
developed for their characters, since tllese will impact on tile 
character's performance within the games. 

Economic Factors 

Wtle one measire of the human condition is change, it also 
seems apparent that a constant of human society is out reliance 
on an economic framework to oi the societel machine. To tile best 
of the authors' beiiefs this condtion v.ill prevai into the aslant 
future of man's spread throughout the gelaxy. The acquisition of 
money and Its use is thus seen in each of the games, and is 
centrel in some. 

Interpreting Attribute, Skill, and Economic Variables 

Attributes are valued from 2 to 12. A "l is indcative ct an almost 
totel absence of the quelity being rated. A '12' impies the 
maximum possilje for the attribute. An Intelligence ct '6' translates 
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to an IQ ol 100. Each increment of intelligence by 1 equals 10 IQ 
points with the Standard Deviation of 1.5. 

There are 6 physical health variatJes which are calcuated from 
other factors v.ithin the J)'ogram. Narrative statements accompany 
each of these numeric quantities, which range from 1 (pathdogy of 
that system) to 4 (system in good health). 

Personality attributes are celcutated by the program, and are 
dispayed as narrative statements within the program. These 
attributes have both direct and hidden effects within all of the 
programs. They are oriy indrecly modfiatle by the payer. 

Skill Ratings 

On initial entry, charncters are seen as not possessing any skils. 
All ski ls at entry oce rated as a 'O'. A rating of '1' impies initial 
training having been competed. A '2' puts the character at 
readiness to instruct others in the skil. A '3' is a consuttant to 
instructors. whi e a '4' and abcNe is a Master at that skil. 

Fin<11cial Acquisitions 

With the shift from an Earth-bound, to a galaxy.wide cuture, 
money is now standarcJied to the Galactic Qecit (GCR) being the 
normal unit ct exchange. Aayers are cautioned not to attempt to 
equate the values of !tis fcrm of exchange witll the CllTent U.S. 
Ddlar, which totally calapsed in the Great Dep-ession of 1996. 

Age 

Characters initiate pay at age 18. Duling various games, age 
increments a year at a time. Aayers shoud be aware that tile 
average lffe span has been extended to well over 100 years, 
calcuated Earth Standard. R~wenation after extensive aging and 
doning after death are wal estatlished, if expensive, life extension 
methods. 



Scenario Notes 

CHARACTERS 

Eve-y Earth citizen, having reached age 18, faces a term or 
service in ooe of the Gaactic Federation's Mlitary Services. 
Qtizens may attempl lo enlisl in the service of their choice, er 
faiing thal v.ill be drafted to thal service having need fer their 
abiilies. 

fl:; the payer develops the character throughout this game, there 
are many options for having a whde group ct characters \\1th 
afferent characleristics wtich best slit them for their rdes in later 
games. 

Many payers or epoch games repo1 that they become attached to 
characters they have created, even when those characters are 
somewhat inadequate fer the tasks that face them. The authors 
have maoo prcwision for a wioo range of attributes bang clrlied 
forward by characters into the other games, but truy inadequate 
characters >Ml be kiled by the computer before much time is spent 
on developng them. 

Since the rigors of combat trailing 00 pose rea risks, payers 
sholld be aware that cootinual exposure or the character to these 
risks may resllt in death er cisatling injll)' to the character that 
the payer has labcred long to build 

/lJ. the end of ttis game, each chll'acter is committed lo a 
permanenl locked, essentially un-modfiatle (by the payer), lex! 
fie. This fie is the basis fer the action of the character ttroughout 
the rest of the games. Fie access is by inputting the name of the 
character when prompted. 

FIRST BLOOD 

Having faced the rigors ct training, the character now faces a real 
test of tis/her abiities to survive in real wa1d, fight4o-the-death 
combat. The payer has a choice or one of three qitions for the 
conduct of this game: 

Solitaire 

In this mode, the payer selects any two of the chll'acters , and 
pays them, one against the other. One of the chiracters wil 
eventually cie (and be subsequenly from the text fie), whle the 
\'.inning character recovers the money, and possessions of the 
now departed loser. Any l'Ml characters may be payed, with the 
exception ct 'Arilersary' who is the computer's !1Nn character. 

Two Player Game 

Any l'Ml payers may participate, selecting any !'Ml characters that 
are avalat:le. A soon to be released version of this qition v.ill allow 
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for pay to be conducted, in this mode, via modem, over phone 
lines. 

Player-~ 'Adversary' 

When this option is selected the payer has either a limited nunt>er 
of characters at tis disposal , er leas confident that he can oostroy 
the mighty computer generated 'Adversary,' and thus capture all of 
its possessions. Players shotid be aware that 'Adversary' is a 
mighty !Jadialor and that or1y the fittest, and the brighlesl 
characters can hope lo suf\live lhis encounter. Wilie all of 
'Arilersary' material possessions and mooey accrue lo the \\inner, 
the characler itself is immecialely doned afler being kiled, and is 
thus immortal. 

fl:; is the case with alt of the games, there is no specific 
requirement that this game be payed in any pre-deternined 
sequence. The risks lo a character are very high, since only t in 2 
v.itl survive, with indeterninale benefit. These ire a function of the 
money carried t7i' the losing chll'acter, his possessions, (which can 
be very lll'ge), and some intangit:les which n only ciscoveratie 
during pay of the game. 

DEFEND 

A character is assigned as the Adninistrator on a \\Ol'td in a star
syslem long distant from lhe Earth. Since lhe \\Ol'td is many light 
years from home, depenoont fanllies ere housed, and live out their 
lives on the panel. The calm of day to day life on the panel is 
suddenly ended \\1th lhe ooleclion of hoslie invaders, who are 
soon to attack and punder the colony. 

The Adnlnistrator is faced v.ilh making one of four basic decisioos: 

Mobilize the Colony for Evacuation 

This decisioo, whie it is relatively l!1N in risk and 'Mllld serve to 
maxinize lhe potential fer all lo escape unharmed, also leaves the 
enlire inveslmenl in the panel in the hands of lhe invaders - no 
small cost lo pay for safety. 

Mobilize the Base to Fight the Invaders 

This ctioice is fraught wilh risk; many may tie, induting innocent 
chidren. From the perspective of the Federation, ltis is the besl 
choice, for which they v.ill well reward lhe Administrator, should he 
be successfld in his efforts. 

Surrender to the Invaders 

If ltis option is adopled by the Adminish"ator, he has the 
opportunity to nininize risks lo himself, whie accepting 
inooterninale benefils in terms of job continuation wilh a new 
empoyer. Players may assess the cosls in lerms of ettics, making 
Whatever appear to be appropriate judgemenls. (Alter all , Who will 
ever kn<71'1? - Or wil they!) 

Personal Escape 

The Administralor simpy leaves the colony lo lhe mercy (sic!) of 
lhe invaders. Such behavier, of course, v.itl evoke revulsion in the 
society of the Federalion, and be held in conternpl but lhen, of 
course, the survival of lhe character is al stake. This can be an 
inleresling option! 

Console Display 

Aay of the game begins with a dispay of the current status of the 
colony, wtich is al peace. Suddefiy, wlhoul any warring, 
attackers are detected. During the enlire attack, tispay changes 
are very rapd, and require real time, high pressure decisions to be 
maoo by the payer, lhrough his cheracter. fl:; soon as lhe payer 
can make a judgement aboul the stalus of the siluation, he sholdd 
immedately go inlo lhe Command Mode which allows changes in 
the capOOiities of the colony to respond lo the invaders. 

Console Data 

The coosde dala IJ'Ovides the payer v.ith a oosis lo make 
appropriale decisioos. II consists of: 

Sensors - used "" the oose lo detect the presence or the 
attackers, !heir slrenglh, as well as providng input data 
reative to the status or lhe rest or the dala provided "" the 
console. In the event the senscrs are destroyed, the 
Adninistrator is 'lying t:lind,' in making good judgemenls 
about fllther actions lo take. 

Defenses - report on the status of the oofensive screens, 
force shields, etc. avi¥a~e to protect lhe base from altack. 

Slirport- prcwioos infermation about lhe abiity of the starport 
faciities to expedite an evacuation, shotid lhis option be 
elecled. 

Resioonces and PoptJation - the stalus ct the physical 
condlion of the pqildalion housing is sh11Nn, as well as the 
number of colorists remairing alive at the end of each allack. 

Conb"d Center - it is from lhis point that all conlrol of the 
choices, and actions ire tislributed to various v.eapons 
systems, defenses, etc. If the Contrd Center is destroyed, an 
automatic sv.itchover to secondary computer lakes pace. 
This computer manages the remairing conduct of the batle, 
but the Adninisb"ator no longer can issue commands. 
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In lhe even! that both residences and Contrd Genier are 
destroyed, the Adn1r1strater is presumed dead, since he cotid 
orly have been in one of those l'Ml localions during lhe attack. 
The IJ'ogram 1\111 execule the Dealh and Delete routine for the 
characler. 

Slatus/Mocil - !ells the current status of lhe cd ooy, and lhe 
mode in wtich the colony is responding. 

Energy Bank - provides the enErgy required for all of the 
options, indU<ing evacuation. If dsat:led, no additional 
energy is produced, and after the currenl energy is expended, 
the colony is helpess. 

His and Misses - ere shown using lhe lash mode over a 
stricken facii ly for a lit, and a cross fer a miss. 

Action Cordtions: 
Green - normal standard qierating procedure. 
Yellow- ninimal damage oone by attack. 
Red- severe damage done to installalioo, imninenl 
danger of dsatlement. 
Elue - faciily is desb"oyed. 

Operating Commands 

After entering the Command Mode, the payer has six command 
options at his cisposal: 

fl/ - Change evacuation slatus. 
DS - Change energy defensive shields. 

• WE- Change energy to offensive v.eapons. 
SX - Surrender. 
PE - Attempt persooal escape. 
NN- No command-reti.rn to tispay. 

Soma General Considerations In Playing Defend 

Wtile ranoomness is certairiy a part of this game, as it is in all ct 
lhe SPACE I series, payers shotid be aware thal character 
attributes have a prctound effect on the oulcome of lhe game. Ttis 
is true to a far larger extenl than is the randomness v.iltin the 
game. Thus payers shotid have intimate knollledge of their 
characlers, belere selecting one of them for this demanding game! 

HIGH FINANCE 

This fast moving and demanding game ct financial manipuatioo 
extends the famliar mechanism of sleek sates to the fer reaches ct 
the galaxy. Seven sleeks ere IJ'O'lided in portfolio term lo the 
payer. Extensive prompting is avaiat:le fer the conduct of 
transactions, and the interpretation of lhe rest.dis. fl:; in any 
financial endeavor, the objecl of the game is lo maxinize the 
character's net worth, !trough rational econonic decision making. 



The scenaio presumes galaxy-wde investment cw<Jtunities fer 
the character who has amassed major levels of wealth during his 
acilentures in ea~ier games. Whi e this game may be selected al 
any time dlling the course of pay, payers are ai:Msed Iha! 
minimum investment requirements will , in all likelihood, require 
them lo pay I heir characters ltJough some of !he more I ucrative 
games to acqlire the wealth required. 

After call -up a the game, !he payer is presented with three 
categcries of selections availatle to him: 

Stock ticker listing for all avaiatle stocks. 
• Confidential portfaio infermation. 

Proceeds to the next investment quarter, executes 
transactions, and provides extra-mar!(et data. 

Transactions in the game ere always iritiated from the stock ticker 
routine. These indude buying and selling of stocks, and ending the 
game, wth the payoff of all loans. 

Aayer net wcrth, Loan otligation, and Cash on Hand ire all 
avaialle to the payer dlling the viewing a the ds;Xay. 

The confidential portfaio dispay is p-ovided as in-depth 
infonmational review to hap the payer to assess the relative merits 
of each of !he stocks, and the risks he may be assurring in 
undertaking the purchase of these securities. 

When the 'Lock in a Investments' routine is called, a variety a 
infonmation is provided to the pays-, relative lo stock spits, as well 
as galactic news affecting !he financial commurity. (For those so 
indined, this service nigh! be considered the 'Wall Street Journal 
of Spice.' ) 

Wiie !he p-og-am does no! put the same kind a real time 
p-ess11es on !he payer as do games like Defend, and in the 
normal course of events, the character is not required to 
demonstrate his combat prC7NeSS; there ere nonetheless real risks 
to the character. He may, fer exampe, be subject to ilness and 
death dlling the game. Moreover, there are p-obalil ities thal the 
character can be baltrupted by inappl'OP'iate investment of the 
payer. 

Yel the potentials fer massive acquisition of wealth are indeed 
there, and this game is c~(je of p-ovidng much in acquisitive 
satisfaction lo the payer wlh money-mal<ing indinations. 

EXPLORE 

Perhaps the measure of man is his consistent need to seek oul 
new challenges fer timself, in !he acquisition of goods and 
services, but even beyond that lhal in !he seerch for !he ever 
recedng siren call of the frontier. i:xpore is !he authors' attel!lll to 
meet !hat need. It p-esumes an experation force, seeking new 
woods to expoil for valual)e ninerals. Players receive linited 
information OOC>ut concitions as they exist on three l'ollftds, which 
are generated by the corrpuler. Based on this information, the 
payer sends his character on an exporation trip to the panel 
which appears to have the best riskAlenefit nix, given !he 
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panetary pirameters, and the attributes of the character, which 
the payer believes are most likely lo be of importance in actieving 
survival , and success ol the nission. 

Play begins wlh the presentation o( !he three panels fer 
consideration by !he payer. As indcated ab<Ne, the data is 
incompete, relative to each panel but the payer mus! choose, 
given !he information that is avai atle. Such factors as the 
presence or 005ence of animal life, climate, !he nallre of !he 
population living on the panel, !he availability of fuel , and the 
probroiity of findng ninerals are all pirt of the data the payer 
must sift through. 

Having landed on the panel, payers detenrrine the amount of fuel 
supµy they will expend fer the acquisition of minerals, and !he 
mode !hey WAI emp r:Jf to leave the panel Players mus! be nindfu 
that if fuel supjlies drop below 50, the expcration pcrly is 
marooned on the panel either un~ rescue arrives, er unti new 
fuel sources are found. 

TRADER 

Alts- all is said and done the motivalion fer man lllO'ling oul to 
space has been, and the authors believe WAI continue lo be, the 
motivation fer weath and power. After ninerals, ctugs, technaogy, 
and all the other trwngs of civilization have been identified, and 
expdled, there slil is the need to move !hose goods and services 
from one pace to the other. ms, the second ddest p-aession in 
the galaxy is what ttis game is all about 

Characters, have, by !his point in their careers moved freely 
through a number of professions. They have tested their skils in 
combat; they have had the chance to adninister and defend an 
ilTlXJlanl cao!T)' far from home; some have erjoyed the rigcrs, 
and the qipcrtunities inherent in the exporalion of new \\Ollds, 
waiting for expoitation, and punder. Now comes the opporturity 
for the payer to create the Horatio Alger myth of dd - the 
opportunity lo be a lrader in the vast emptiness of the shipjlng 
lane of space. 

The game p-esumes the need for !he acqlisition of a ship, with all 
that ttis entais. Rnancing, acquiring, and prepaing the ship are 
demandng tasks ol the payer and his by now, well famiiar 
character s11rogate. 

Once having acquired !he ship, the character must tire a crew, 
and, on the panel Xenon-12, buy weapons, and electronic 
equipment for later sale. Al the same time, he tries to fll !he 
passenger spice of his ship wth the best nix a passengers to 
maxinize his econorric gains from the df!iclit passage. 

Passenger accommodations must be negotiated fer the ship, whie 
in ftighl to provide !he best nix of tigh passage and low pissage 
passengers. High passage passengers ere those with stateroom 
faciities on board ship. Low passage passengers are paced in 
cryogenic containers fer the length of !he journey. 

During the month long jo11ney through spice, the cheracter lives 
(er in some cases cies) through ma!T)' experiences, but because of 

the lechndogy empoyed, he is essentially unatle to contra the 
events wtich take pace. 

Once having landed on the panel Y4732A, !he Trader sells his 
goods, pays off !he crew, and has the ewortunity, if he wishes, lo 
buy ctugs and valual)e crystals fer use as raw materials by the 
electronics industry. II shotJd be noted that the lv.o panels exist in 
a syrrtiotic relationship lo one another. Xenon-12 is !he high 
techndogy, nineral poor panel, wtle Y732A is a low technaogy, 
raw material rich panel 

The pay a the game is rtch wth prompts, and unacceptal)e inputs 
are clea~y rejected by !he computer. 
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Getting Into SPACE I 

For all of ils corrpexity, SPACE I is an extraetdnariy easy 
game to initiate. To pay simpy boot the game dsk and fdlow 
the screen ~o~s wtich EWE0r in inverse. 

Tha-e are a coupe of logistical facts which you should know. 

In order to accommodate players without Apptesoft ROM 
cards or II+ COf!llulers, dsk Apptesoft is induded with the 
SPACE l game. His leaves room remaining let orly a 
coupe of character files. Those who do not need the 
dskette Apptesoft should OO!ete it from the dsk. 

Because of the limited space for character storage, payers 
\\ii find it aa.iantageous to store their many characters on 
a separate diskette. [This is a must let those without the 
ROM.) 

Using a separate dsk for characta- Hes is fai~y 
straightforw.rd if these procedures are used. In 
CHARACTERS, leave the game dsk in the drive unli the 
characta- is 'ready to enter civiian life'. Then insert the 
characta- He dsk. (CHARACTERS is actually four games 
chained together.) In each cX the other scenarios, run the 
game from the game dsk unti you are asked to input the 
character's name. f>J tl'is point, insert the character dsk. 

In FIRST BLOOD, both characta-s must be on the same 
dsk. 
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Back Cover 

Venture in to the dstanl future... A strangely altered society 
popliates this galactic expanse, and penetrates to the dim 
edges cX the Universe. SPACE I, an Interactive Fantasy, takes 
you there. 

This unique system pro'lides mlitifaceted simlialions of human 
life in an interstellar environment, both perious and balling. 

The payer first constructs seva-al characters giving each a 
distinct physical and psychdogical makeup. The computer will 
display personality traits as ncrrative, whHe skils and physidogy 
are scaled numerically. The player calcliales each characle~s 
abiity lo meet impending challenges. The system gena-ates a 
permanen~ locked text file wl'ich fa-ms the locus of a 
character's actions throughout the scenarios. careful selection 
of game sequence and characters v.i!I prove rewardng. Bui 
rerne!T'ber, randomness is a prime deleminant. A player may 
see myriad options before you, but can you assess the benefits 
and risks wisely? 

Six intricate scenarios co~se SPACE I: 

CHARACTERS 

FIRST BLOOD - Now the game is life or death. 

DEFEND - On a small planet in a dstanl sd!r system, a 
characta- adrriristrates a cdony ... Suli1erly, ii is pl undered. Do 
you evacu&te, mobiize, surrender, or abandon the citizens? 

TRADER - Recreate the Hetatio Alger myth ... Exptdt the vast 
e!lllliness of the galaxy's ship!)ng lanes. 

EXPLORE - On the edge cX an l!>la- recedng frontier, a lone 
characla- searches out valualje rrineral deposits. 

HIGH FINANCE - Gaaxy-wide investment opporturities are 
avaiatle for the ch!racter who has amassed great wealth 
during ea~ ia- escapades. Your computa- supplies a portfdio. 
Maripliate to your heart's content 

Enjoy. This system's c~exity allows play to extend <J.Ja
several sessions. 



Getting Into SPACE II 

For all cA ils compexity, SPACE II is an extraorrinariy easy 
game to initiate. To pay simpy boot the game dsk and fdloo 
the screen pro"lJls which appear in inverse. 

There are a coupe of logistical facts which you shood know: 

In order to accommodate payers v.;thoot Appesoft ROM 
cards or II+ computers, disk Appesoft is inclu<Ed v.ith the 
SPACE II game. This leaves room remaining for any a 
coupe of character files. Those who do not need the 
diskette Appesoft should delete it from the dsk. 

Because cA the limited space for character storage, payers 
'I.ii find it a<Nantageous to store their many characters on 
a seµirate diskette. (This is a must foc those v.ithoot the 
ROM.) 

Using a separate dsk for character fies is fairly 
straighlforWcr"d if these procedlJ"es ere used. Jn 
Characters, leave the game ask in the dive unli the 
character is 'ready to enter civiian life'. Then insert the 
character file disk. (Characters is actually four games 
chained together.) In each cA the other scenarios, run the 
game from the game dsk unti you are asked to input the 
character's name. At this point, insert the character dsk. 
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Back Cover 

Venture into the distant future ... A strangely altered society 
poptlates this galactic expanse, and penetrates to the dim 
edges of the Url\lerse. SPACE 11, and Interactive Fantasy, takes 
you there. 

This unique system, the sequel to the epic SPACE I, provides 
mtlti-faceted similations of human life in an interstellar 
environment, both perious and bafling. 

The payer first constructs several characters (or i1'4luts them 
from The orignal SPACE I fies), giving each a dstinct physical 
and psychdogical makeup. The computer will dsp ay 
personality traits as narrative, whie skils and physidogy ere 
scaled numerically. The payer calctlates each character's 
aJjity to meet if11Jending challenges. The system generates a 
permanent Jocked text file which forms the locus of a 
character's actions throughoot the scenarios. Ceref\JI selection 
of game sequence and chncters Wll prove rew.irdng. But 
remerroer, randomness is a prime determinant. A payer may 
see myriad options before you, but can you assess the benefits 
and risks v.isely? 

Two intricate scenarios comprise SPACE II: 

PSYCHOOELIA -A character enters a wafd where rrind 
expanding substances are sdd in the 'shooting gallefies' of 
Psychedelia. Potency? T derance? Physical and/or Mental 
Dependence? Limitations? Hazards? The payer must 
deterrrine a ctug's exact nature throogh experimentation, 
knoWedge of the character, and the clues which the co"1'4lUter 
provides. 

SHAMAN -A professional religous practitioner is set down in 
the rridst of an untamed panel Traveling from one tCYNn to the 
next the Shaman lures native converts by administrating magic, 
sacrifices, calenciic rituals, oractlar prophesy, and fire-and
brimstone sermons. 

Enjoy. This system's cornpexity allows pay to extend r:Ner 
several sessions. 
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Scenario Notes 

CHARACTERS 

Every Earth citizen, having reached age 18, faces a term of 
service in one of the Gaactic Federation's Miilary Services. 
Otizens may allernpt to eilisl in the service of their choice, er 
failing Iha~ \WI be drafted lo that service having need for their 
abiilies. 

f.JJ the payer devaops the character throughout this game, there 
are many options for having a whde group of characters v.1lh 
afferent characteristics which best slit them for their rd es in later 
games. 

Many payers of epoch games repcrt that they become attached lo 
characters they have created, even v.tien those cha-aclers are 
somev.tial inadequate fer the tasks that face them. The authors 
have made prCNision for a v.ide range of attributes being cirried 
forward by characters into the other games, but truy inadeq:Jale 
characters wil be kiled by the computer before much time is spent 
on devaopng them. 

Since the rigors of combat trairing oo pose real risks, payers 
sholld be aware that continual exposure of the character lo these 
risks may reslll in death er cis~ing injury lo the character that 
the payer has labcred long lo buTid. 

At the end of this game, each chncter is comrritted lo a 
permanen~ locked, essentially un-modfial:je (by the payer), text 
file. This file is the basis fer the action of the chncler throughout 
the rest of the games. Fie access is by inputting the name of the 
character when prompted 

PSYCHO DELIA 

After paying through some of the SPACE II scenarios, the payer 
may v.1sh to ascertain a characters growth and devaopmenl and 
consequently modfy his attributes. A unique approach lo this lies 
in PSYCHODELIA. The scenario paces the character in the 
Zinlarian cdony, homewa1d of the Gaaxy's supPy of recreational 
drugs. Here, mind-expanding slbslances are sdd in 'shooting 
galleries,' much in the same manner as alcohdic beverages are 
sdd in bars today. Whie the character is free lo purchase a drug 
that is on the menu, he does so al his 0\\11 risk; each has the 
potential fer great risks and great benefits lo the character. Due lo 
conslanly shifting pditical factors in the Hgh Galactic 
Government, the legality of the Zinlarian lifesl')ie changes v.ilh the 
v.1nd. The one slancing law in the ccfony is that all patrons must 
have free access lo a Mecical Scanner upon request so that they 
v.111 be forewarned of a decline in their 0\\11 health. 

The Drugs 

The six ctugs on the menu vary in experience requirements, 
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potency, price, and properties. Each ciug increments er 
decrements certain mental and physical attributes of the 
characters: the total effect invdves such factors as age, lderance, 
previous ctug usage, and physical and mental dependence. II is 
up lo the payer lo delerrrine the exact nahxe of a drug through 
experimentation, knov.tedge of the character, and dues prcwided 
by the program. 

One major due is in the form of a !'Ml wad hallucination. The first 
l'tl:lrd describes the characters emotional stale, whie the last 
describes either his/ller mental slate er a skill acquired by the 
character in a previous game. Such dues are instrumental in 
delerrrining v.tielher the situation being experienced is real or 
merely a side effect of a drug. Correct evaluation of the true nature 
of the situation may be critical al times v.tien the consequences 
are perious. 

When a drug wears off, the characlerwil lapse into a mental stale 
ranging anywhere from a coma lo cosrric consciousness (ii has 
been rumcred that some drug users have come into contact v.1lh 
supernatural beings whie in 'cosrric consciousness'). 

Medical Scanner 

The Medcal Scanner, selection 7 on the menu, evaluates the 
characters physical and mental status. Note that the Mecical 
Scanner meastres oriy the characters ternporery, not permanent. 
stale. For exampe, if a chncler started wlh 100% endlrance 
and later is meastred lo have 30% endurance, his permanent 
endurance may not really be so loo, but certaiily wll be lcmer that 
v.tial he started out v.ith. 

Ending the Game 

The game is ended by saection item 8 on the menu, 'Come Demo 
and Go Home.' The cha-acters lab is paid off and his attributes 
updated al this poinl Drug experience is not accumulated from 
game lo game. 

SHAMAN 

Unlike many other games in the SPACE II series, SHAMAN is not 
payed for material benefits. The character assumes the rde of a 
shaman, a primitive religious practitioner, who is set down upon an 
untamed panel. Traveling from t0M1 lo I0\\11 in his ATV, he seeks 
to convert the natives to the one true faith by using his v.its and 
abiities. 

Since this game may be quite invdved and extended for many 
hours of pay, provisions are made to slop at al most any point in 
the game lo resume al a later time from where you exiled 

Starting the Game 

At the start of each game, the program asks if this is a new er dd 
game. If new, a panel of !crests, mountains, shrines and lcmns is 
randomy constructed, and the character is ~:laced outside cl the 
spac~ and assigned the rank of Wilch Doctor. The character 
stn v.1th G::R 2500 and 5000 units of fuel. ~ this is the 
continuation of an dd game, the program begins at the point 
v.tiere ii last ended wlh that cha-acler. 

The ATV (All-Terrain Vehicle) 

The A TV is used for quickly getting from pace to pace on the 
~anel Steering is contrdled wth pacXfe 0, direction being 
dispayed by the compass in the lower right hand caner of the 
ATV contrd consde. Padde 1 conlrds the throttle, wtich ranges 
in value from 1 to 5. The throtte reguates speed and fuel 
consumption. The ATV conlrd consde also dispays the dale, fuel 
remaining, the terrain being crossed, and location (the panel is 
divided into 9 x 9 grids, each grid being subdivided into 9 x 9 
seclcrs). To stop the vehide, simpy strike any key on the 
keyboad. 

Once out of the vehicle, you may then walk north, east, wes~ er 
south lo the nearest loon, shrine, hdy mountain, spac~ er 
back to the A TV. By striking the 'Q' key v.tien asked for the 
direction to trava, the status of the game is saved onto the cisk, 
and you may later start the game at that pcinl 

Towns 

There are four horticllltral, three warrior, and three industrial 
societies on the panel In each town you may attend the seminary, 
go to the marl<e~ buid tempes, and administer the necessary 
skils for being a shaman al the cost of time. At the marl<e~ the 
character may purchase suppies and religious accessories. 
Constructing lemPes v.111 increase the characters status in the 
I0\\11 but decrease the weight of his coin purse. Administering the 
faith through the use of ~ack and while magic, sacrifices, ciugs, 
calendric rituals, preaching, and consuting orades wil affect his 
popl.darily, pditical in11uence, and baievabiity depending upon the 
wsdom and tirring of his selections. The last three varia~es 
delerrrine the size of his contributions and the nurrber of dscipes 
gathered. Rank increases v.ilh wary additional twenty-five 
discipes. 

Shrines 

To enter a shrine, you ITIJSI have the rank of pnesl There, keys fer 
entering the hdy mountain may be obtained tJf combating the 
guardian of the shrine. 

The Holy Mountain 

You must be a high priest possessing three keys lo seek an 
audience wth the lord of Many Woods and receive any gifts that 
he rrighl besloo upon you. 
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The Spaceport 

To properly end the game and update the characters fie, you 
must enter the s~ceport Starship passage costs GCR 500. f.JJ a 
rewcrd for your devotion, you wil receive one-tenth of v.tiatever 
funds remain. 



Introduction 

SPACE II, the authas believe, is sometting rather unique to the 
field of Micro-Computers. What makes it unique? Here are some of 
the differences between SPACE 11, and many of the other fine 
games you have had an CWCJturity to pay: 

SPACE 11 ls a Multi Scenario Gama 

Predicated on a prqection a real life situations in a time in the!!!" 
clstant future, it develqis, the authors believe, some pausitXe 
situations in which the user night conceivatXy find him'hemH. To 
the degree allov.ed by the capabiities of the computer, and the 
skils of the authors, we have endeavaed to make each of the 
scenarios contingent upon potentially real variations in human 
skils, and the impact a situations <:Nef which we have litle 
kno\\fedge. and even less contrc:I. 

The Resulte of Later Games are Contingent on Earlier Games 

Put another Wily, our past comes back to haunt us in unexpected 
Wilys. Whie not £Nery variatXe impacts on £Nery game, all 
variatXes come into pay in one or more of the games. Variatle 
development is cumuative throughout pay of the games. 

Risk/Benefit is Part of Every Game 

Just as in real ltte, we assess the decisions we make based upon 
our judgement a the risks and the benefits, so too, is this the case 
llith each of the SPACE II games. Aayers have a number of 
options which may be judged fa both their positive values, and the 
risks they entai. 

Randomness is a Part of Every Move 

Whie most of us believe that we have contrc:I rNer our own 
destinies, there are a few among us who assert that they have 
total contrcl over their lives. Dlness, accident, and loss of income 
are all a part a OLf lives over which we have little, if any, contrd. 
And, as ttis is the case in real life, so too, is randomness a 
deterninant in each of the games of SPACE II. 

Information is Deliberately Imprecise 

Whie it muld certainty be possitle to describe all of the games' 
possitle permutations, we have chosen to leave much of this 
ciscovery to the payer After all, none of us have perfect 
information on which to base real life decisions, and yet we 
nonetheless are required to make them each day of 011 lives. The 
authors sought to repicate this concltion llittin each of the games. 

Winning is in the Eyes of the Player 

In most games llith which we are familiar, the goats of the game 
are expicil Other than the goal a simpy staying alive, other goals 
are set inclviduatly by the payer; for some the gathering of wealth 
is central to the way the game is payed; to others, shClt'ling their 
skils as warriors wil be the reason for paying to a condusion. 
Thoughtfu construction of various characters, and their cont.rd 
throughout the games, as well as the sequence of games 
selected, v.itl serve to enhance the achievement of incividual 
goals. 

Exit Points Exist for Soma of the Games 

Typically, a game has to be finished before the computer is 
powered dC1t'ln for the night This is not the case >Mth the SPACE II 
series. Since some game outcomes are comnitted to text fje, 
some of the games allC1t'I payers to resume where they left off. 

Characters and Scenarios 

The SPACE II series relies on the creation a a number of 
characters by the payer, which are then payed through each of 
the scenarios, a games. Thus, the human payer creates one a 
more characters which rep-esent him throughout pay. Each 
character created has a set of attributes. These attributes, rNer 
which the human payer has some contrd, can be divided into 
several !road categories: 

Basic Attributes 

All of us are born >Mth, a ~ow into certain attributes which can 
serve to quantitatively describe our characteristics. Strength, 
endurance, dexterity, IQ, social status, and education all may be 
expicily described. Yet in most cases are essentially beyond oLJ 
direct contrd. 

Physical and Psychological Attributes 

Having been endoNed llith some hereditary traits, our 
development throughout our lives depends upon both genetic 
makeup, and environmental setting. As is the case in real life, 
payers have the ewortunity to mal<e some modifications in the 
physical and psychc:logical characteristics of their characters, 
attempting to maxinize the characters' attributes for most effective 
coping >Mth the reqlirements of the games in which they are 
participants. 

Skill Development 

During their stay in the service, characters are gven the 
ewortunity to develop specific skils. Some of these are apPicatXe 
orly in context of military life whie others are appied in ci'lllian 
occupations. Aayers shoud give close attention to the skils 
devaoped for their characters, since these wil impact on the 
characler's pertoonance >Mthin the games. 

Economic Factors 

Wtile one measure of the human concltion is change, it also 
seems apparent that a constant of human society is out reliance 
on an economic framewak to oi the societal machine. To the best 
of the authors' beliefs this concltion v.tl prevai into the clstant 
future of man's spread throughout the galaxy. The acquisition of 
money and its use is thus seen in each of the games, and is 
central in some. 

Interpreting Attribute, Skill, and Economic Variables 

Attributes are valued from 2 to 12. A"! is inclcative a an almost 
total absence of the quality being rated. A '12' impies the 
maximum possi~e for the attribute. An intelligence of '6' translates 
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to an IQ a 100. Each increment of intelligence by 1 equals 10 IQ 
points >Mth the Standard Deviation of 1.5. 

There are 6 physical health variatles which are calcuated from 
other factors llithin the µ-~am. Narrative statements accompany 
each of these numeric quantities, which range from 1 (pathdogy of 
that system) to 4 (system in good health). 

Personality attributes are calcuated by the program, and are 
dispayed as narrative statements within the prog-am. These 
attributes have both clrect and hidden effects >Mthin all of the 
programs. They are orly inclrecly moc:lfiatXe by the payer. 

Skill Ratings 

On initial entry, characters a-e seen as not possessing any skils. 
~I skills at entry are rated as a ·er. A rating of '1' impies initial 
trairing having been competed. A '2' puts the character at 
reaclness to instruct others in the skil. A '3' is a consutant to 
instructors, whie a '4' and abrNe is a Master at that skil. 

Financial Acquisitions 

With the shttt from an Earth-bound, to a galaxy.wide cuture, 
money is nC1t'I standarclzed to the Galactic Qedt (GCR) being the 
namat unit a exchange. Aayers are cautioned not to attempt to 
equate the values of ttis lam of exchange >Mth the cITTent U.S. 
Dc:llar, which totally cc:llapsed in the Great Dep-ession a 1996. 

Characters initiate pay at age 18. During various games, age 
increments a year at a time. Aayers shoud be aWilre that the 
average tile span has been extended to well <:Nef 100 years, 
calculated Earth Standard. R~uvenation after extensive aging and 
doning after death are well estatlished, if expensive, life extension 
methods. 



Credits 

This co~nion to the ooginal package of mtJti-scenario games provides rme unique advenhres into the distant futtre. The games are 
ftJly co~titie >Mlh character text files from the orignal SPACE I, yet all you need for pay is contained in this package. 

CHARACTERS bulds your files as you erjist in s~ce services, SHAMAN launches your career as a religious inctitioner on an untamed 
panel wtile the risks and joys of rrind-expanding ctugs await the character in the Zintarian colony of the game PSYCHODELIA 

SPACE II contains new scenarios which are competely compatitie >Mth the character files generated in the original SPACE l. Read further 
for descriptions of these new scenarios. 

For Appe II and II-pus corrputers. 
ReqLires 48k RAM and Disk Drive. 

Devel oped exd usively by: 
Edu-Ware Services, Inc. 
28035 Docothy Drive 
P.O. Box 22222 
Agoura, CA 91301 
(213) 706-0661 

SPACE II is© Copyright 1979 t1f Edu-Ware Services, Inc. 
.AJI Rights Reserved. 

Appe is the trademarl< of Appe Corrputer, Inc. 

This book and the acco~n~ng softWdre are refdeased >Mth the cop'fright hot00rs' pemission and may be rei:tcxluced for ?ivate 
personal non-<:ommell:ial use. 

Traveller is Far Future Enterprises registered trademarl< for its rde-pa~ng game off science fiction adventure set in the far future. 
The Traveller trademarl< and selected material contained in this siwernent are used ....;th perrrission. 

Reproduced and Putiished by: 
Cj\l?<i<>.~\lr. Pl?i:ss 

1316 West 2'ld Avenue 
Apache Junction, Pl. 

85220 USA 
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