M.J. Lindsell.

Dateline 5000

A game to space out
your evenings

board game, ‘4000 AD’, and partly on the popular

television programme, ‘Star Trek’, although most of
it is original. It is not so simple and corny as to be too
boring, and yet at the same time, is easy to play. The object
of the game is to build up as large a fleet of starships as
possible, before being annihilated by the enemy. For this
reason each game is different, and the length of games is
enormously variable; one can try to beat one’s previous
record etc. The information given should adequately describe
the program, but it is recommended, that, if possible the
program is actually tried out.

The game is designed to run on a Texas Instruments
T1-59 calculator with the PC-100C Print/Security cradle. The
PC-100A or B Print cradles may be used instead.

The program is best recorded on two magnetic cards;
one for the program itself, and the other to record the
memories (as for printing reasons these must be entered at
the start). If a different game is required each time, a random
number seed between 0 and 199017 (inc) should be entered
into register 9, also at the start of the game. The program
should be run with the Master Library module in place
(supplied with calculator), and with the partition set to
479.59 (power up partition).

The program is controlled by means of the five user-defined
keys alone, using only their first functions, (A—E).

The program itself, and memory contents, are
supplied as a printer listing. The game may be altered slightly
by changing the names of the 12 stars. Registers 36 and 37,
contain the print codes for the first star, and 58 and 59
contain those for the twelfth and last star.

T his program is based partly on John Waddington’s

Program Scenario

The game is set in the future, at a time when the United
Nations have sent out a fleet of starships to colonise the
worlds. Matter transportation has been perfected, and any
resources found, can be immediately ‘beamed’ back to the
home colonies, in order to build more starships. For each
‘planetful’, of raw materials, and each one of life-forms,
providing the necessary manpower, one new starship is
manufactured, during each interstellar journey, and being in
possession of light-warp drive, each of these new ships, joins
the main fleet before the end of the journey. The objective is
therefore to colonise as many planets containing these vital
resources, as possible, thereby. obtaining the largest fleet
possible,

However, some of these planets have already been
colonised by Earth’s old enemies, the Romulans and the
Klingons. The UN fleet, on encountering one of these
colonies, may elect to withdraw and resume the search, or to
attack the settlement. If the attack is made, the battle will
continue until one fleet is totally annihilated; this will be the
fleet with the fewest ships (the colony will of course reply to
the attack by dispatching a fleet of battle-cruisers). If both
fleets are the same size, then because UN starships are
slightly larger and better equipped than alien battle-cruisers,
the UN fleet will win through.

The situation is further complicated by the
occasional approach of the UN fleet towards the neutral
zones, and statutory space of the aliens. When this happens,
most of the time, the approach is uneventful; however,
sometimes, the aliens, being of treacherous nature, actually
cross their boundaries, and commence a spontaneous
unprovoked attack on the allied fleet. In this event, the same
rules of battle as previously described, apply. Although, the
enemy fleets are proportioned according to the allied fleet,
the greater the size of the allied fleet, the smaller the chances
of its destruction (the U N fleet starts off with two ships,
and all enemy fleets have at least two).

The greatest fleet size hitherto obtained before
annihiliation, was 3,130 starships (defeated by a fleet of
3,144 battle-cruisers). The least was of course, 2 starships.

Planet ldentification

Planets are denoted by their Sun’s name, followed by their
numerical order from the Sun; ie., Earth is SOL 3.

The twelve stars used are divided into two categories, alpha-
stars, and beta-stars; please see flow chart for the differences
between them. The alpha stars used here, are as follows:—

ALBIREO, ACRUX, MENKAR, SOL, GEMMA & PAVO.
The beta-stars are:—
ALGOL, PROCYON, CASTOR, POLLUX, ENIF & SPICA.

Of these Procyon, Castor, Albireo, Menkar and Pavo have
planets housing alien colonies at the start of the game,
although these colonies readily change around during the
game.

The same planet will always contain the same
resources, however, throughout the game.

User Instructions

1. To start the game, first ensure the master library module is
in position. Next, ensure the calculator is connected to a
print cradle of the PC-100° series, and check that the
partition is set to 479.59. Now, enter the program and
data memories, either directly, or from each side of two
magnetic cards.
Press A. (First user-defined key)

2. If destroyed in an interstellar battle with Romulan or
Klingon battle-cruisers, start again. Otherwise, the printer
will haye written “On course for’”” and then a destination,
eg ' CASTOR g

If it is desired to investigate this planet, Press B. and
proceed to step 3.

If it is desired to withdraw and resume search, return
to stage 2 and Press C.

3. If the planet is uninhabited, parking orbit will be estab-
lished, and the surface scanned by sensors. Any resources
present, will automatically be utilised, and the fleet will
continue on course for another planet (or alien space); go
to step 2. If there is an alien colony present, then;

If it is desired to attack the colony,
Press D. and if successful, procedure will continue as if
colony had not been there, ie., go to step 2.
If attack is unsuccessful, game will terminate, — if desired,
Press A to start again.

If (as is the safest strategy early in the game) it is
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desired to withdraw from danger of enemy colony, The Flow Chart should clear up any points still not

Press C. and go to step 2. understood so far. However, please note that the chart does

not show all of the subroutines and branches in the actual

4. At any point in the game, E may be pressed, to print the  program, but is vastly oversimplified to show just the

size of the United Nations’ Fleet. behaviour of the program, in a reasonably comprehensible
1. Simplified Flowchart for the game. fashion.
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3./ Sample run of the program.

©-
OM COURSE F
ROMULAN SFAC

Letters indicate key depressed, lines show
'stages of execution,

FLEET HAS

STARSHIFRS di CHUEzE FORE
= i:! “;‘1 & 2

PRRRING OREIT OH COURSE FOR
CHHF IRMED KL INGOM =PacE

SEHSORS
LIFE-FORNS

OH COURSE FOR STARGHIPS
SPACE

ROML HH

TLEAe LY Uy o o P
LIMGHH FLEET HA=
=
tem B
BRHTTLE~URELISERS

FARKIWG OREIT
CONF IRMED

SEHSORS DETECT
LIFE-FORME HAHD

FAL MATERIALS

HAS FEESEHRT

ESOLATION
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