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PROGRAM DESCRIPTION I\ Page 1 of 25

Program Title XFUNCTION STAR TREK

Contributor's Name Dale K. Doty

Address___Box 810 Parks College

city__Cahokla . State/Country 111 inois Zip Code 62206

Program Description, Equations, Variables . Thig Star Trek game is plaved on a galaxy

represented by a 4 by 4 grid of quadrants. Each quadrant is composed

af a 10 by 10 grid of sectors. The Enterprise and all other ships

each occupy one of these sectors at a time.

Individual quadrants are displayed by using the short range seanner

which shows the 10 by 10 grid one line at a time with each Klingon

shown as a letter "K", each base by a letter "B", and the Enterprise

as an “"E",

The object of the game is to destroy all of the Klingons in the

smallest number of moves without being destroved, This is accomplished

e Klingons and

then destroying them with your photon torpedoes or phasers.

Discussion continued on next page

Necessary Accessories___auad Memory and Extended Functions modules.

Operating Limits and Warnings__Thls program changes the status of flags 28 and
29, These are maintained by constant memory and cause changes in the
display format.

Reference(s)

This program has beep verified only with respect to the numencal example given in Program Description If. User accepts and uses this program matenal AT HIS OWN RISK, in rekance solely upon his own
inspection of the program material and without rehance upon any representation or description concerning the program material

NEITHER HP NOR THE CONTRIBUTOR MAKES ANY EXPRESS OR IMPLIED WARRANTY OF ANY KIND WITH REGARD TO THIS PROGRAM MATERIAL. INCLUDING, BUT NOT LIMITED TO, THE
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. NEITHER HP NOR THE CONTRIBUTOR SHALL BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL
DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM MATERIAL.
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At the start of the game you are given 5000 units of energy
and 10 photon torpedoes. TFiring phasers at one ¥Xlingzon requires
500 units of energy to destroy it. Firing one photon torpedo at a
Klingon uses no energy but they only have a 60% chance of succese—
fully destroying the Klingon.

When you run low on energy and torpedoes you must find a base
and dock adjacent to it in order to resupply your energy and tor-
pedoes. You will lose the game if you allow your energy to go to
zero. The three things which use energy are moving, firing phasers,
and being hit by enemy fire. Shields reduce the effect of enemy
fire but they increase the energy used in moving. In order for
shields to be effective you must have them on before entering a
quadrant containing Klingons because the Klingons will fire before
you have a chance to raise your shields. The only exception to
this rule is in the event that a Klingon uses his tractor beam to
pull you to his quadrant. In this case, if your shields are down,
you will be given the prompt "RAISE SH?". At this moment you will
have two seconds to press any digit key other than O in order to
raise your shields. Klingons can only use their tractor beams
when you change your position.

Klingons are unable to move from quadrant to quadrant but they
will move within their quadrant when the Enterprise is not present
there so don't expect them to be in the same sectors if you return
to the quadrant,

Sample short range scan:

The Klingons are shown as "K"'s and

B1Z2345878% their sectors are read as follows starting
-- at the top: 07; 44; 69; and 99. The
e ———— Enterprise at sector 31 is shown decked
B m—————— adjacent to the base at sector 20,
t=mE—mm Note: It is possible for more than one ship
Pk ——— to be in one sector but this does not happen
P often, If the Enterprise is in the same
P —— K sector as a Klingon then only the Enterprise
P will be shown. If a base is in the same
P sector as a Klingon then only the base will
T ko be shown., Firing at this sector will not
damage the base,

0 AT B O FY I O RS, S

* - Sample chart of the galaxy:

The first number in each row indicates

{:0- 4,F B~ d- the row number. In row 1 the 1 is followed
Tfe - e e by a colon and then a "0" and a "-", The
© I B 4= - 0" and the "-" represent quadrant 1 where
o 478c R £- G- the "0" is the number of Klingons in that

quadrant and the "-" indicates that no base
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is present, The next quadrant to the right is quadrant 2. It
contains 4 Klingons and a base but also there is a comma separating
the "4" and the "B". This indicates that the Enterprise is in this
quadrant. This is the quadrant shown in the above sample short
range scan., The rest of the quadrants are numbered 3 through 16.
Row 2 contains quadrants 5, 6, 7, and 8; row 3 contains 9, 10, 11,
and 12; etc,

When the program is started it will initially show the chart
of the galaxy one row at a time, Then it will check to see if there
are any Klingons in your quadrant and if there are then they will
fire at you causing a "BOOM" to be displayed along with a tone.

Next there will be a different tone and "COMMAND?" will be displayed.
At this point you have ten seconds to press one of the following
keys: [vX]=Fire photon torpedoes; TLOG)=Display chart of galaxy:
[LN]=Dock; [SINl=Shields; [COS]=Fire phasers; (TAN}=Move; [STO} =Status;
[(RCL]=Short range scan. If one of these keys is pressed less than
about ten seconds after "“COMMAND?" comes on, then the corre-
sponding operation will be executed. If no key is pressed then the
Klingons will fire at you again if you are in their quadrant.
Otherwise, the "COMMAND?" display will appear again and again until
you press a key., If you accidentally press any key other than those
listed above_ then the "COMNMAND?" display will reappear. This
includes [ON] [USER] [PRGM], and [ALPHA). If you want to stop

the program at this point then you should press {(R/S] twice. This
situation occurs because I used the [GETKEY] function instead of
[PROMPT]. The advantage to (GETKEY] is that it doesn't need key
assignments. There is therefore no need to assign anything to any
of your keys for this game and any of your current key assignments
will not be effective when "COMMAND?" is in the display during
program execution.

If you press the (TAN] key when "COMMAND?" is in the display
then "DELTA X?" will next appear as a prompt. At this point you
will key in a number of format q.s where "g" is the number of gquad-
rants you wish to move and "s" is the number of sectors. If the
number is positive then the Enterprise will move to the right.

If it is negative then you will go left. After you enter this
number "DELTA Y?" will appear. Enter the amount you wish to move
vertically in the same manner as delta x., A positive number will
cause the Enterprise to move up and a negative number will cause

it to move down, After entering this number, if there are any
Klingons in your quadrant (flag annunciator 0 is set), then they
will fire at you and if you survive then the Enterprise will move to
the appropriate position unless the Enterprise is caught in a
tractor beam. The amount of energy used in moving is represented

by the equation E=vQ(q.s)§+(q.s)§)-C
where C is 100 if the shields are down and 300 if they are up.
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If you press the [COS] key then, if flag 0 is set, the display N
will prompt with "KLINGON AT:§s" where :"ss" is the sector position
of one of the klingons., At this point you should enter 500 if you
want to destroy the klingon or 0 if you do not.

If you press the [VYX] key then the display will prompt with
“HOW MANY?". You will then give the number of torpedoes you wish
to fire, You can enter 0 if you didn't intend to fire torpedoes.,
Otherwise the display will prompt next with "DELTA X1?". Enter
the horizontal distance from the Enterprise to the Klingon with
the format .s where "s" is the number of sectors. Then the display
will show "DELTA Y1?" and you should use the same procedure for
the vertical distance. Remember that positive is to the right
or up and negative is left or down. This will be repeated for each
torpedo and then the torpedoes will fire and the results will be
displayed. If any Klingons remain they will fire back at you.

Pressing the [LN] key when "COMMAND?" is in the display will
cause the Enterprise to be docked if it is adjacent to a base.

You will then have 5000 units of energy again as well as 10 torpedoes.,

Pressing the [SIN] key will result in the prompt "ON=1, OFF=2",
Enter a 1 if you want to raise the shields and 2 if you want to
lower them. Flag 1 is set when the shields are on and cleared when
the shields are off.

Pressing the [STO) key will cause the status of the Enterprise
to be displayed. First it will show "Q:qq S:ss" where “qg" is
the quadrant of the Enterprise and "ss" is the sector. Then the
amount of energy will show followed by the status of the shields
and the number of torpedoes left,

Pressing {RCL] will cause the short range scan to be displayed;
and pressing {LOG] will show the chart of the galaxy.

If you use a printer with this game it will print only the
chart of the galaxy and the short range scan in order to save paper.
If you would like everything to be printed out then use the modi-
fications shown on page 11, However, you should change it back to
the original state if you want to run it without the printer.

The procedure for this is on page 12.
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Sample Problem (Sketch if Desired)

The following sample run shows all of the operations of the
game in action but there is one detail which is not covered by
this example and needs explaining: When shooting phasers at
Klingons while docked at a base your energy will still go down so be
sure you dock again after destroying the Klingons.

Also, before running the program for the first time make sure
you have 19 registers of unused memory in your extended memory
module. The program will create an ASCII file of this size which
it uses for the short range scan. If you want to purge this file
when the program is not being used then press the follewing keys:
ALPHA ST ALPHA XEQ ALPHA PURFIL ALPHA.

SOLUTION:
Display Input Function Comments
XEQ "sT" o By

SEED? 7 . RUN |Initialize random no. gen.
1:0- 0- 6- 6- | RUN Chart of galaxy. Enterprise
2:0- 0B 4,- 5- RUN o . |is shown in quadrant 7.
3:0- 0- 0- 5- RUN \
4:0- 4~ 6B O- RUN . ... , .
BOOM . Enemies attack.
COMMAND? , Ccos . Firing phasers.
KLINGON AT:56 500 RUN ,
KLINGON AT:43 500 . RUN
KLINGON AT:65 500 . RUN
KLINGON AT:54 500 RUN
4 KILINGONS
DESTROYED : ) o . .
COMMAND? v TAN i . Moving to base.
DELTA X? -1 RUN
DELTA Y? , 0 RUN . e
ENT. QUAD. 6 _|Entering quadrant 6. .
COMMAND? RCL Scanning for location of .
*:0123456789 , RUN the base. ) o
0:——-B-——E—- RUN
Lttt . RUN
2t ‘ RUN
3t ’ ' RUN
L T Tp—— RUN
. RUN
oY R —— RUN
7t RUN
8t RUN
) I S, RUN . -
COMMAND? TAN Moving adjacent to base.
DELTA X? -.3 RUN . o . e et e s
DELTA Y? 0 RUN e




)
{\g
sl
b
~
o

PROGRAM DESCRIPTION II Page 6 of 25
(CONTINUATION PAGE)

Display Input Function Comments
COMMAND? LN Docking.
DOCKED
COMMAND? SIN Raising shields.
ON=1, OFF=2 1 RUN
SH. RAISED
COMMAND? TAN Moving to guadrant 3.
DELTA X? 1 RUN
DELTA Y? 1 RUN
TRACTCR BEAM Klingons have engaged a
ENT. QUAD. 3 tractor beam.
BOOM Enemies attack.
COMMAND? RCL Scanning guadrant 3.
*.0123456789 RUN Note: It is only co-
U ) | RUN incidence that the tractor
I K RUN beam pulled the Enterprise
2:=—-K--K-—-c RUN to its intended destination.
3t RUN If you aren't using a printer
4:K-Kemme e K RUN then write down the position
I - RUN of each Klingon as they appear
6:—mme RUN if you intend to use photons.
Temm e RUN
8- RUN
Ot cmm RUN
COMMAND? 55 Firing photon torpedoes.
HOW MANY? 10 RUN This is the maximum.
DELTA X17? .5 RUN :
DELTA Y1? -.1 RUN If you pay attention to. the
DELTA X2? -.1 RUN goose in the display after
DELTA Y27 -.2 RUN entering each delta y value,
DELTA X37? .2 RUN then you can determine the
DELTA Y3? -.2 RUN success of each shot. If the
DELTA X47? -.4 RUN goose flies rapidly across
DELTA Y47? -.4 RUN the display without pausing
DELTA X5? -2 RUN then there was no Klingon in
DELTA Y57? -.4 RUN that sector. If the goose
DELTA X67? .5 RUN pauses for about a half sec-
DELTA Y67? -.4 RUN ond then there is a Klingon
DELTA X77? .5 RUN in that sector but the photon
DELTA Y7? ~.4 RUN failed to destroy him. If the
DELTA X87? RUN goose pauses for more than
DELTA YS8? RUN one second then you destroyed
DELTA X9? RUN that Klingon. This only works
DELTA Y92 RUN when the program is compiled.
DELTA X107? RUN
DELTA Y10? RUN

6 KLINGONS
DESTROYED
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Display

COMMAND?
DELTA X?
DELTA Y?
TRACTOR BEAM
ENT. QUAD. 4
BOOM
COMMAND?
DELTA X?
DELTA Y?
TRACTOR BEAM
ENT. QUAD. 4
BOOM
COMMAND?
DELTA X?
DELTA Y?
BOOM

ENT. QUAD. 6
COMMAND?
DOCKED
COMMAND?
DELTA X?
DELTA Y?
ENT. QUAD. 8
BOOM
COMMAND?
*.0123456789

COMMAND?
HOW MANY?
DELTA X17?
DELTA Y17
DELTA X2?
DELTA Y27?
DELTA X3?
DELTA Y37
DELTA X472
DELTA Y47?
DELTA X57?
DELTA Y572

(TD

PROGRAM DESCRIPTION II
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Input

-1
-1

-2
-1

-2
-1

Function

TAN
RUN
RUN

TAN
RUN
RUN

TAN
RUN
RUN

LN

TAN
RUN
RUN

RCL
RUN

RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN

=%

RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN

Page 7 of 25

Comments

Moving to guadrant 6.
Tractor beam pulls the
Enterprise to guadrant 4.

Enemies attack.
Try moving again.

One more attempt.

Made it this time.
Docking.

Moving to guadrant 8.

Enemies attack. ‘
Scanning their positions.

Firing photon torpedoes.
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3 KLINGONS
DESTROYED
BOOM
COMMAND?
KLINGON AT:?7
KLINGON AT:3
2 KLINGONS
DESTROYED
COMMAND?
DELTA X?
DELTA Y?
ENT. QUAD. 6
COMMAND?
DOCKED
COMMAND?
DELTA X?
DELTA Y?
ENT. QUAD. 4
BOOM
COMMAND?
*¥.0123456789

Ot e K~
COMMAND?
HOW MANY?
DELTA X17?
DELTA Y1?
DELTA X27?
DELTA Y27?
DELTA X3?
DELTA Y3?
DELTA X47?
DELTA Y47
DELTA X57?
DELTA Y57?
DELTA X67?
DELTA Y672
2 KLINGONS
DESTROYED
BOOM

PROGRAM DESCRIPTION II Page 8 of 25
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Input

Function

500
500

COoSs
RUN
RUN

TAN
RUN
RUN

LN

TAN
RUN
RUN

RCL
RUN
RUN

RUN "

RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
VX

RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN
RUN

Comments
I miésed 2 of them.

Enemies attack.
Firing phasers.

Moving to quadrant 6.

Docking.

Moving to guadrant 4.

Enemies attack.
Scanning their positions.

Firing photons.

Missed 4 of them.

They attack.



4
o]
™9
BN
9
~a

D

PROGRAM DESCRIPTION IT Page 9 of 25
(CONTINUATION PAGE)
Display Input Function Comments
COMMAND? VX Firing photons again.
HOW MANY? 4 RUN
DELTA X17? .4 RUN
DELTA Y1? -.9 RUN
DELTA X27? .1 RUN
DELTA Y2? -.8 RUN
DELT2 X37? .2 RUN
DELTA Y3? -.5 RUN
DELTA X4? .5 RUN
DELTA Y47? -.4 RUN
3 KLINGONS Still missed one.
DESTROYED
BOOM Enemy attacks.
COMMAND? STO Checking out my status.
Q:4 S:4 Quadrant 4, sector 04
ENERGY=2679
SHIELDS ON
0 TORPEDOES
COMMAND? Cos Firing phasers.
KLINGON AT:49 500 RUN
1 KLINGONS
DESTROYED
COMMAND? TAN Moving to quadrant 6.
DELTA X? -2 RUN
DELTA Y? -1 RUN
ENT. QUAD. 6
COMMAND? LN Docking.
DOCKED
COMMAND? TAN - Moving to guadrant 15.
DELTA X? 1 RUN
DELTA Y? -2 RUN
ENT. QUAD. 15
BOOM Enemies attack.
COMMAND? RCL Scanning for the base.
*:0123456789 RUN
O:———-E-wuu-- RUN
1 ¢ e B RUN
2t RUN
3t RUN
4o o RUN
Lo Y K RUN
6: —-Keooo RUN
y A R Ko RUN
8:—een KKK-— RUN

9t RUN
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DisElaz

COMMAND?
DELTA X?
DELTA Y?
BOOM
COMMAND?
DOCKED
COMMAND?
KLINGON
KLINGON
KLINGON
KLINGON
KLINGON
KLINGON

76

AT:62
AT:59
AT:87
AT:85
AT:86
AT:76

6 KLINGONS

DESTROYE
COMMAND?
DOCKED
COMMAND?
DELTA X?
DELTA Y?
ENT. QUA
BOOM
COMMAND?
KLINGON
KLINGON
KLINGON
KLINGON

D

D. 14

AT: 35
AT-. 26
AT:9

AT:23

4 KLINGONS

DESTROYE
COMMAND?
DELTA X?
DELTA Y?

D

ENT. QUAD. 15

COMMAND?
DOCKED
COMMAND?
DELTA X?
DELTA Y?
ENT. QUA
BOOM
COMMAND?
KLINGON
KLINGON
KLINGON
KLINGON
KLINGON
5 KLINGO
DESTROYE
YOU WON

SCORE=37

D. 12

AT:7
AT:5
AT: 14
AT:10
AT:19
NS

D

85

l\."-)
o,

C
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InEut

-.2
0

500
500
500
500
500
500

500
500
500
500

=

500
500
500
500
500

Function

TAN
RUN
RUN

LN

Cos
RUN
RUN
RUN
RUN
RUN
RUN

LN

TAN
RUN
RUN

Cos
RUN
RUN
RUN
RUN

TAN
RUN
RUN

LN

TAN
RUN
RUN

Cos
RUN
RUN
RUN
RUN
RUN

(CONTINUATION PAGE)

Comments

Page 10 of 2F

Moving to sector 02.

Enemies attack.

Docking.

Firing phasers.

Docking.

Moving to quadrant 14.

Enemies attack.
Firing phasers.

Moving to quadrant 15.

Docking.

Moving to quadrant 12

Enemies attack.
Firing phasers.
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STEP INSTRUCTIONS INPUT FUNCTION DISPLAY _
1 |Enter the program.
_2 |Begin program. . e R e} XEQ MST" SEED? .
3 |Enter any number greater than zero. R _ |RUN
Next, chart of galaxy is shown. N ) poy %;g: gg ET_N;-
indicates the no. of Klingons, B | RN =~~~ | 3:N- N- N- Ni
RUN 4:N- N- NB N}
indicates a base is present there,| RUN
|land a comma indicates the location
of your ship.
If Klingons are present in your
guadrant then they attack. ( ) o BOOM
4 |Execute one of the following optiohs: COMMAND?
A, To fire phasers --» \ , COS KLINGON AT: (])
Enter 500 to destroy the Klingon 500 |RUN KLiNgON'AT:( )
ship or 0 to save energy. 0 | RUN .
. .
The number of Klingons destroyed / o () KLINGONS
is displayved. . ; | DESTROYED
If any Klingons remain in the quad}
drant, they attack. ‘ V ) BOOM
If all Klingon ships have been
destroyed then the game ends and
your score is shown. Otherwise,
the program returns to step 4.
B. To fire photon torpedoes --> « = HOW MANY?
Enter the number of photons you
wish to fire. e e N RUN
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Step Instructions Input Function .

Give the horizontal distance for

for the first torpedo. X RUN

Give the vertical distance for

the first torpedo. Y RUN

Next, the number of Klingons

destroyed is shown, the remaining

Klingons attack, and the game ends’

if all are destroyed or execution

returns to step 4 if not.

C. To show the chart of the galaxy --» LOG
RUN
RUN
RUN
RUN

D. To scan your quadrant —-3 RCL
RUN
RUN
RO

E. To dock with a base —--» LN

F. To raise or lower shields —-» SIN

Enter 1 to raise shields 1 RUN

Enter 2 tooiower shields 2 RUN

Page 12 of 27

DisElaz
DELTA X1?

DELTA Y172

4:N- N- NB N-

O K--
l:—=E-me——
DOCKED

ON=1, OFF=2
SH. RAISED

SH. OFF
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Step Instructions Input  Function Display
G. To move your ship —--» TAN DELTA X?
Enter the horizontal distance you X RUN
wish to move. DELTA Y?

Enter the vertical distance. Y RUN
At this point there is a 17% chance

of a tractor beam grabbing your ship.

If your shields are down, this is

your chance to raise them. 1 RUN
If you don't get hit by a tractor

beam but there are Klingons in the

quadrant you are leaving, then they

will attack. This will also occur

if you stay in the same quadrant.

Now, if you leave your guadrant, the

display will show your new gquadrant #.

If you enter a quadrant with Klingons,

then they attack.

If your energy level drops to zero

then the game ends at that point.

This can happen any time a "BOOM"

appears in the display or if you move

too far or if you exhaust your energy

while firing phasers.

TRACTOR BEAM

RAISE SH.?

BOOM

ENT. QUAD. ( )
BOOM

NO ENERGY
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Step Instructions Input Function Display
H. To show your status --» STO Q:( ) s:() 4
ENERGY=( )

SHIELDS (ON or OFF
( ) TORPEDOES
5. To have all displays printed when

using a printer make the following

modifications: ' SHIFT GTO "ST"
PRGM
SHIFT GTO .015
SHIFT GTO .090 &
SHIFT GTO .140 <
SHIFT GTO .143 <«
SHIFT GTO .288
SHIFT GTO .302 <«
PRGM
XEQ ALPHA PACK ALPHA

To change the program back to its original

form you can rerecord it from magnetic '

cards or use the following modifications: SHIFT GTO "ST"
PRGM
SHIFT GTO .014 SHIFT CFr 21
SHIFT GTO .090 SHIFT SF 21
SHIFT GTO .141 SHIFT CF 21
SHIFT GTO .145 SHIFT CF 21
SHIFT GTO .291 SHIFT SF 21
SHIFT GTO .306 SHIFT CF 21

PRGM

XEQ ALPHA PACK ALPHA
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STEP/ KEY CODE STEP/ KEY CODE

LINE  KEYENTRY  (67/97 only) COMMENTS LINE  KEY ENTRY  (67/97 only) COMMENTS
ABlelLEBL ST 48«LBEL &2 :

a4z SIZE? Changing size if 49 HKEG 9g Randomly choosing
A3 39 necessary. 28 .16 7 quadrants to each
a4 XK>v? i o1 contain a random
853 PSIZE ' 52 3 number of Klingons}
Be SF 25 I 53 +

ar 19 | | S4 INT

as -sC- Creating an ASCII 25 STO 28

B9 CRFLAS ile if necessary. 95 RCL IHD

14 CF = 24 5

11 "SEED?~ Getting a seed for 37 Rxa? ‘

12 PROMPT the random number 92 GTO az |

12 STO @B generator. 99 REQ 9= Number of Klingons
14 CF 29 Eliminate decimal. (=Y = < in each quadrant i$
15 CF 21 Disable printer. &1 * less than 7 and mote
12 FIX @ =2 4 than 3 if not equal
17 @& Clear #of Klingons &3+ to O.

12 STO 27 destroyed and # pof &4 IMNT

19 STO 22 moves. 55 STO IMD

o B4 »F Clear flags. pag 5

Z1 SF @z ot ISG 19

22 HER 9g Random sector for &7 GTO &2

23 IHT Enterprise. A2 5 E= 5000 units of energy
24 STO @i | 69 STO 23 for the Enterprisel
25 XER 98 Random sector for 7 1@ 10 photon torpedoes.
26 INT base 1. 71 STO 24 ‘

27 STO z9 ' T2 MEG@ 98 Random quadrant

22 XEQ 98 <Random sector for TZ .1 for base 1.

zZ9 INT base 2. T4 *

28 STO Zo ‘ 7S 3

31 XER 98 Random quadrant for 6 +

22 .16 Enterprise, 77 INT

23 * ¥8 STO 27

24 = 79+ BL 11

9 0+ g8 XEG 95 Random quadrant

36 INT g1 .1&6 for base 2.

Z7 STO a2z : 82 * ‘

38 32.018 Loop counter, a3z 3

29 ST0O 19 g4 +

40« LBL &6 85 INT

41 RCL 19 . 86 STO 28

42 A Clearing # of KLlngon%? RCL 27 i

43 STO IND  in each quadrant. 88 K=Y? f true, then try
Y 89 GTOo 11 again.

44 ISG 19 Qo+ EBEL 14 Chart of galaxy.
453 GTO K5 91 SF 21 Enable printer.

46 & E-3 Loop counter. 92 CF 12 Normal width.

47 STOo 19 92 1.08@a4 Loop counter.

Note: Refer to "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE for specitic information on keystrokes. The Function Index 1s found at the very back of the Handbook Reter to Appendix E in
67 or 37 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE ~ for exact keystrokes
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aOe7 Q97 Ka1C

STEP,

LNE  KEY ENTRY ('t<i$/Y97c c?rﬁye) COMMENTS S;IEEI KEY ENTRY ('g/vgf 23;:) COMMENTS

Q4 STO 19 141 ADY -

9S5«LEL @9 142 CF 21 Disable printer.

96 CLA 1432 FS?C @2 Skip "COMMAND?" if

a7 ARCL 19 Row number. 144 GTO <a first time through}

ag vp:- 14S+LBL C

99 2.888 Loop counter. 146 CF 21 Disable printer.
168 STO 25 147 TOMNE &

181« BL 14 148 CF 29 Eliminate decimal.
1642 ISG 2t 149 FIxX @

183 GCTO @4 15a ~COMMAND

184 GTDO a5 e

185«LBL @4 151 AYIEW

186 RCL 19 Row number. 152 GETKEY Prompt for command}
1a7 1 1533 CLD

1as - 154 H=@7? If true then no key
1as 4 155 GTO a3z was pressed.

118 * 156 14 Checking for improf
111 RCL 25 Column number. 157 X per input.

112 + 523 FEC

113 INT 159 .=

114 STO 26 Quadrant number.' 158 H>%¥7?

115 RCL 82 Entrpse quadrant. 161 GTO C

116 HE=¥7? If equal then plage 162 X<{> Z

117 SF 29 .comma at radix. r 182 =24

118 CF 22 l o) P . 164 XKLY7?

119 ARCL IND '# of Klingons. 165 GTO C

25 1ee H{>Y

128 CF 29 1V 5

121 SF 2g 168 H>¥7?

122 RCL 27 169 GTQ C !

23 RCL 26 178 ¥{>Y

124 XH=%7? Base 1 at this 171 1 Increment the num-
125 GTO 12 quadrant? 172 ST+ 37 ber of moves.

126 RCL 2& 173 GTO IND Going to specified
127 RB=¥Y? Base 2 at this Y subroutine.

128 GTO 12 Quadrant? 174+LBL B3 Checking for pre-
129 k- = If not insert " 175 FS? aa sence of Klingons.
138 GTO 14 ‘ 176 HER 42 If true, they shoot
131«LEL 12 177 GTO C

122 +B = If so insert "B" 178+LBL 9= Develop short range
133 GTO 18 179 “EHNT. nu scan for new quad.
134+LBL 85 ARD. -

135 -1 Eliminating last lga RCL az Entrpse quadrant.
136 AROT "W to Fit into 181 2

137 ATOX display. 182 —

132 AVIEN 182 ARCL ¥

139 ISG 19 184 AVIEW

1463 GTO a9 125«LBL 9n

Note: Reter t0 "HP-41C OWNER S HANDBOOK AND PROGRAMMING GUIDE tor specihic information on keystrokes The Funclion Index 1s found at the very back of the Handbook Refer to Appendix E in
67 or 87 ' OWNER'S HANDBOOK AND PROGRAMMING GUIDE for exact keystrokes
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Oe7 097 ¥41C

STEP/ KEY CODE STEP/ KEY CODE
LINE  KEY ENTRY  (67/97 only)  COMMENTS LINE  KEYENTRY  (67/97 only) COMMENTS
186 CF @@ 231 INT Developing number |- -
187 -1 0 is a sector so|-1 232 %R<>Y for record and

188 STO 21t is used to initialize2Z3 1@ character pointers.
189 STO 22 sectors of Klingons. 234 .~

198 STO 323 . 235 FRC

191 STO 34 236 1 EZ2

192 STO 35 : 237 -

193 STO 3& : 228 +

194 RCL IHND Number of Klingohs 2329 Z2 E-3

az in this quadrant. 248 +

195 1 E3 241 SEEKPT

19 - 242 CLA

197 38.83 242 1

192 + i ‘244 DELCHR :

199 STO 19 £oop counter. 245 ARCL Z Appropriate letter
ZAd«+LBL QG l 246 INSCHE is inserted in the
281 156G 19 247 RTH place of a "-".
282 GTO 16 248« BL 27

282 GTa 18 249 RCL &1 :

2R4+LBL 15 258 “E- An "E" is placed at
285 RCL @i 251 AsSTO ¥ the appropriate
2856 XEQ@ 9& Random sector for 232 XE® 3a fsector in the short
207 INT Klingon. 253 RCL IND  range scan. '
22 X=v? If same as Entrpse @2 ;'

2089 GTO 145 then try again. 254 1 EZ

218 STO IND 255 -~

19 256 38.Q83

Z11 GTO ga 237 +

212« BL 18 2538 STO0 25 Loop counter.
2132 9 E-2 259«LBL =1 !
214 STO 19 Loop counter. 2668 ISG 25

215 -SsC*- Clear file "sc© 261 GTO =2

216 CLFL for new quadrant. 262 GTO A1

217+LEBL a7 ; 263<+LBL 322

218 CLA 264 RCL IND

219 RCL 19 Row number. 25 '
220 INT 263 K= A "K" is placed at
222 "kFi-———-— lank line to be 267 SF aa . sector in the short
—————— changed later. 268 KEG& 3a range scan. :
223 APPREC 269 GTO 21

224 CLA Z7a«LBL A1

225 ISG 19 271 FS? @a If Klingons are pret
226 GTO avy 272 REG 42 sent, they shoot.
227 GTOo 27 ; 273 RCL @az If base 1 is present
228«LEBL 324 Subroutine for i 274 RCL 27 then a "B" is placedl
229 14a inserting letters 270 X=:¥7? in the short range
238 X into short rng. |scn. 276 GTO @g scan.

Note: Refer to "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE " for specific information on keystrokes. The Function index s found al the very back ol the Handbook. Refer to Appendix E in
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE " for exact keystrokes
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STEP KEY ENTRY COMMENTS STEP _KEY ENTRY
277 RECL 29 s g
278 “B" i 323 HKLY?
279 ASTO ¥ F24 GTO 97
280 XEQ 324 325«LEBL 78
281+ BL a8 326 FS7T @6
282 RCL a2z 327 XER 42
283 RCL 22 328 RCL a2z
284 X=¥7? If base 2 is present==2 STO 25
28 GTO C then a "B" is placedg-j@ 1 EZ
286 RCL 306 in the approprigte =31 FS57? @1
=87 "B" sector in the sHort =52 3 EZ
288 ASTO Y range scan. 333 RCL =@
289 XE 38 334 RCL 19
291 GTOo C 32325 R-—-P
291+LBL 34  pisplay short range -o2 RCL 2
29?_ SF 21 scan. Enable printeg;?;? * g
293 SF 1=2 Double wide print —o2 5T— 23
294 “*»:83123=4 2329 GTOD 45
Sa7Se X4+ _BL <98
295 AVYIEW 241 RCL aa
296 @ 242 BE-I
297 =~sc- Set boi 343 FRC
o8 SEEKPTA pointers to O. 244 STO @@
299 9 E-32 345 1 EZ2
3Faa STO zZA 246 *
3a1«LEBL 37 . F47 RTH
3062 GETREC Each record conthins 348¢LEL 42
383 AVIEHW one row of the scan. 349 273
3284 ISG 2A 25Aa FS? ai
385 GTo 37 351 158
a6 ADY 3252 RCL IHND
387 CF 21 Disable printer. az
388 CF 12 Normal width. 353 *
389 GTOo C 2354 5T— 232
31@8eLBL 25 Moving your shipl 355 RCL 23
311 RCL &1 , 356 “"“BOOM*™
312 v-—- A "_" is placed at S9¢ AVIEHW
313 ASTO ¥ yovr old position 3538 TONE 3
314 RE® F@A in the s. r. scan. S22 X<@7?
315 "DELTAR XCourse changes are 368 GTO0 296
i given. 361 RTH
216 PROMPT 362+ BL 45
3217 STO 19 253 CLTI
21 “DELTA ¥ 3264 RCL 232
2 365 XL£4a7?
3219 PROMPT 366 GTO 96
32a STO 24 367 RCL 19
321 XEQ 982 368 INT

Page 18 of 2°

COMMENTS

If true then
tractor beam.

If Klingons are

present, they shoot.
Quad. of Enterprise.

If shields are up,
300 units of energy
are used to move 1
quad., else 100.

Distance moved.

Energy used is subs
tracted from energy
available.

Random number
generator.

Klingons shoot. -

If shields are on then
energy drain is 150 per
Klingon, else 2}5.

If energy available is
now less than 0 then game
is ended.

If energy available is
now less than 0 then
gane is ended.



387

STEP KEY

ENTRY

369 ST+
270 RCL
37 FRC
72 18
373 ®
374 STO
375 RCL
275 1@
377 -
378 FRC
379 18
388 *
g1 +
3e2
3832 GT
384 9
225
386
GTO
228 1
389 ST+
398 RCL
91 184
39z -
322 ST+
324 GTO
395+ BL
3956 1
3297 ST-
398 RCL
399 18
408 +
481 ST+
4802 GTO
403+ _BL
484 RCL
4835 ST+
486+ BL
487 RCL
408 INT
4829 4
416 *
411 ST-
412 RCL
413 CHsSs
414 FRC
415 1@
416 *

az
19

a1

nL<ay

[ —r ]
=
P} -t

mnLeY
nL{=y¥"?

54

@z

19

al

55
33

az
19

a1
55
54
19
a1
35
28

az
2a

PROGRAM

LISTING

(CONTINUATION PAGE)

COMMENTS
New coordinates are

calculated using the

delta x and delta F

values.

Delta x sectors.

Sect. of Enterprisp.

If true then ship is
leaving quadrant.

If false then ship is

leaving quadrant.

Delta vy.

Delta y quadrants.

438 ST+

STEP KEY ENTRY
Fi7 STO =5 —

418 RCL @1
419 1@

428 -

421 INT
422 +

423 X<{a?
424 GTO 56
425 9

426 HI{>Y
427 ¥{=¥"7?
4282 GTa 57
429 4

az
431 RCL Za
432 1@

433 -

Ju
bt
=

-
+

(=0 ]
5g

56

Ao
m o
o

B Gl G G s 0l

AL DLALN
DU ol r BN s OO |
+

az
268

Al
58
57

28

446 ST+
447 GTO
442+ BL
449 RCL
458 16
451 *
452 ST+
453+ BL
454 RCL
455 32
456 HK>Y?
457 STO 82
458 R4FY
459 18

468 KLY7?
4561 STO @2
462 RCL 42z
463 RCL 25
464 RK*¥?

81
58
az

Page 19 of 25

COMMENTS
Delta y sectors.

If true then ship is
leaving quadrant.

If false then ship is
lezving quadrant.

If new quad. is less than
3 then make it equal to
3.

If it is greater than
18, make it 18.
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(CONTINUATION PAGE)
STEP KEY ENTRY COMMENTS STEP KEY ENTRY COMMENTS
4653 GTO 99 5311 GTO &1 i}
466 RECL @At ﬁ 212 RTH
457 “E" Placing an "E" in S13+LBL 135 Becinning of "DOCK".
458 ASTO ¥ new sector. 514 27 # of register which
469 XEG 3@ 515 ST0O 19 contains sect. of
478 GTO © 516 XKEG® 69 base 1.
471+LBL 69 This subroutine | 217 28 # of register which
472 RCL IND determines if the 218 STO 19  contains sect. of
19 Enterprise is adjapcent®lS XER &9  Dpace 2.
473 RCL 82 to 2 basae. 528 “MNO BASEEnterprise is not
474 K=e¥7? Register 19 detert ~ adjacent to base.
475 RBRTH mines which base lis <221 RAVIEUN
476 2 being checked. w22 TONE ¢
477 ST+ 19 523 GTO C
478 RCL IHND Sector of base. SZ24«LBL &1 Docking is successful.
ia 52% "DOCKED*®
479 RCL @1 Sector of Enterprlise. 26 AVIEW
428 1 527 5 E3 Energy is replenished.
481 + 528 STO 2=
482 H=Yy"7 If true then dockl. 529 1@ Photons are replenished.
4232 GTO &1 538 STOo Z24
4584 1@ 521 GTO C
425 + S5S3Z<«LBL =24 Fire Phasers.
486 R=V7? If true then dock. 933 RCL IND
487 GTO &1 az
482 2G 334 STO Z&
459 — 535 Za.A836
490 ¥=y7 If true then dock.:. =236 STOa 240 Loop counter.
491 GTO &1 S5Z27+LBL &2
492 2 538 ISG Z2a |
493 — 539 GTO &4 1
494 K=¥7 If true then dock. 548 GTO &5
495 GoTO &1 S41«LBL &4
4946 18 542 RCL IND Sect. of Klingon.
497 + A
498 XR=¥7? If true then dockl. 543 X<@a? If true then no Klingons.
499 GTO &1 544 GTO &2
568 168 545 “KLINGOH
501 + AT :
SAZ2 ¥=v"? If true then dock. 946 ARCL IHD
583 GTO s1 28
SA4 1 547V PROMPT Energy to fire at Klingon.
505 + 548 ST- 23 '
506 X=¥7? If true then dock. 949 RCL 23
Sa7 GTO &1 558 X{a? If true then no energy
sag 2g 551 GTO 96 is left and game ends.
S6a9 — 552 RDH
518 X=v¥7 If true then doc)J. 553 5 EZ2
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PROGRAM LISTING Page 21 of 25

(CONTINUATION PAGE)

STEP KEY ENTRY COMMENTS STEP KEY ENTRY COMMENTS

554 K4>Y 294 AVIEW - - -
S55 X<Y? If true then Klingon =222 PSE

556 GTO 62  was not destroyed. D22 @

557 RCL IMD Else, Klingon was 227 GTo 95

28 destroyed and a "-" SQB*LBL = 8

ggﬁ FI;TD v is inserted in the '_'5_99 "NONE HI

Seo XEQ 2@ place of the "K". 608 AVIEMW

551 1 Decrement no. of 581 PSE

562 ST— IND Klingons in quadrpnt. @2¢LBL 74

az i 6832 FS? 806 If true, remaining
563 ST+ 38 Increment no. of 6@4 XEQ 42 Klingons shoot.

564 -1 Klingons hit. 608> GTO C

565 STO IND 606+ BL 33 Status report.

20 &8y “Q: - -

566 RCL INID 688 RCL a2 Quad. of Enterprise.
a2 609 2 Note: there is a
SE&7 ¥=Qa7? If true, no Klinans 16 - difference between the
568 CF @@ remain in quadranit. &11 ARCL ¥ actual guad. no. and the
569 GTO &2 512 "k S displayed no.
S7A+LEBL 65 513 ARCL @1 Sect. of Enterprise.
571 RCL 26 614 AVIENW

572 RCL IHND 615 PSE

az 616 PSE

573 - 617 “ENERGY=

574 X=a7? If true, no Klingpns ~

575 GTO Ss&  were hit. 618 ARCL 232

576 STO 26 # of Klingons hit. 513 AYIEM

S77«LEL 29 628 PSE

S78 CLA 621 PSE |
579 ARCL 26 622 “SHIELIDS ‘
588 "k KLING a-

OMNS ™ 623 FS7? @l

581 AVYIENW 624 GTO 7a

582 PSE 625 “FHFF*"

583 “DESTROY ! 626 GTO 71

ED" 627+LEL 7@ '
584 AVIEW 628 “FH-

585 3.018 Loop counter. 629«LBL 71

586 STO 19 638 AVIEW

S87<«LBL 75 31 PSE

588 RCL INI &332 CLA

19 523 ARCL 24

589 X>a7 If false for each 634 “F TORPE

59@ GTO 74 iteration of the DOES™

591 ISG 19 1loop, then you won. ©35 RAYIEHW

592 GTO 75 636 PSE

593 -“YOU WONY 6327 GTO C
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(CONTINUATION PAGE)
STEP KEY ENTRY COMMENTS STEP KFY ENTRY
638+LBL 23 Ralse or lower &SI GITo 59— COMMENTS o
639 "DHN=1, shields. 682 GTOa <99 )
FF=2" &23«+LBL 59
648 PROMPT 684 RCL 2@ Random gqguadrant.
641 1 685 RCL 19 No. between 2 and 19.
642 H=xY¥Y7? If true, shields 686 +
64Z GTO 72 are lowered, else 687 19
644 "SH. RAIshields are raised 688 RLY? If true, no. is not
SED*" 6289 GTO 42 valid quadrant.
©45 AVIEHW 698 RDH
646 SF @1  Raise shields. 691«LEBL 17
&47 PSE 692 RCL IND No. of Klingons in
648 GTO C ¥ guad. specified by x. |
649« BL 73 633 K=@a? If true, no Klingons,
658 =“SH. OFF 694 LGTO 88 else, move Enterprise
“ &3> RIDH to this quadrant.
€51 AVIEW 836 INT
602 CF ai Lower shields. 697 STO AZ New quad. for Enterprise.
653 PSE 698 GTO @9
&4 GTO C &9« BL 43
63535«LBL 97 Tractor beam subroutiner@@ RIDHN
69596 TONE S @1 15
65¢ "TRACTOR raz -
BEAM*™ | 703 GTO 17
w58 AVIEH Tad4el BL 2% Fire Photons.
659 FS? @1 If shields are down, 7@5 RCL IND No. of Klingons.
568 GTO 79 this allows them to be @2
651 PSE raised. a6 STO Z2Z&
662 CL= 77 “HOW MAH
663 “"RAISE S Y
H? - 78 PROMPT No. of torpedoes to fire.
664 AVYIENW A9 X=@a7
655 PSE via GTO C
666 PSE i1 ST-— 24
667 X>@av 712 RCL 24 No. of remaining
668 SF a1 Raise shields. T13 ¥L{@av torpedoes.
669« BL 79 This subroutine 714 GTO 84
678 XE® 92 randomly chooses a 715 RIN
671 .16 quadrant with Klingons ¢71& .1
67z * and moves the Enterprise?l? “
673 INT to that guadrant. 718 STO 28 Loop counter.
674 1 719« EBL 21
67D + 728 ISG zZa
676 STO 2@ 721 GTD =22
677 2.418 722 GTa 2=
672 STO 19 Loop counter. 723« BL 24 Not enough torpedoes.
679« BL 86 724 + Original no. of torps.
688 ISG 19 725 STO 24 4is returned to reg. 24.
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(CONTINUATION PAGE)

STEP KEY ENTRY COMMENTS STEP KEY ENTRY COMMENTS

726 CLH 778 ST+ 328 . -
727 RARCL 24 71 RCL IND

v28 "+ LEFT™ 21

729 AVIEW 77¥2 STO 19

738 PSE 2?73 - The "K" in the s.r.
731 GTO 13 ; 74 ASTO 22 scan is replaced with
732«LBL 82 775 XEG 308 a "-"

733 "DELTR X Course for torp. | 7756 —1

" is entered. 777 STO IND

734 ARCL z@a =1

r39 "F2” 778 GTO 81

v36 PROMPT T79+LLBL 83

737 STO 19 Horizontal distance. -»gg RcL 26

738 "DELTA ¥ 781 RCL IND

- az

v32 ARCL 2a 7oz —

748 "7 78I STO Z2e No. of Klingons hit.
741 PROMPT 784 ¥=@"7

742 STO 25  Vertical distance. 785 GTN &6

743 RCL @1 | 7286 RCL IND No. of Klingons re-
744 RCL 19 az maining.

745 18 TEY XK=@a?

745 ok 788 CF Q@

747 + 89 GTO 89

748 RCL 25 79a+LBL 96

749 1 E2 791 “HNO ENER

?5"3 # E:;t‘ﬁu

7aL - . 792 AVIEMW

52 STO 25 Target point. 7932 PSE

¥o3 38.8a3c 794 -2 E=2 Penalty for losing.
734 STO 21 Loop counter. 7aSeLEL 95

7?55+LBL 56 796 “SCORE="

¢56 ISG 21 This loop compares 797 RCL 38 No. of Klingons hit.
757 GTO 87 the sectors of alll 798 RCL 37 No. of moves.

98 GTO &1 Klingons in this quad=gq

739«LBL 87 with the target pointggg -2am

768 RCL IWND A1 *

21 8az2 +

re6l RCL 23 . 883 RCL 38 No. of Klingons hit.
752 Xay? If true, torpedo MiS-ond 106

763 GTO 85  sed. SAS *

64 XER 98 Else, random number 8';“5 +

765 66 determines if Klingongé? ARCL Total score.

TE6E HLY? is destroyed. a8 AVIEW

67 GTO 31 828A9 STOF

ces 1 21@ GTO “ST-

v569 ST— IND Decrement no. of 211 EHNT

a8z Klingons in quadrant.
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REGISTERS, STATUS, FLAGS, ASSIGNMENTS

DATA REGISTERS

00
01
02
03
o4
05
06
0

0

09
10
11
12
1

1

15

17
18
19
20
21
22
23
24
2

2

27
28
29
30
31

3

35
36
37
38

Random numbers’

Enterprise sect,

Enterprise quad.

Klingons in quad.

Klingons in quad.

Klingons in quad.
] " "

" " "
" " "
" o n "

1
2
3
1" " ” Ll'
7
:

, 9
" " " 1 O o
" " " 1 1
L] " L 1] 1 2

" ” "
LU ” "
" " ”"

” " "

Various values

Various values

Various values

Various alpha characters
Energy in Enterprise

No. of torpedoes
Various values
Various values
Quad. of base 1
Quad. of base 2
Sect. of base 1
Sect. of base 2
Sect. of Klingon
Sect., of Klingon
Sect., of Klingon
Sect. of Klingon
Sect. of Klingon
Sect. of Klingon
# of moves

# of Klingons hit

AT W

STATUS

size¢_039 TOT.REG. ;239 USER MODE
ENG FIXx .0 sc . .. ON ... OFF X _
DEG RAD GRAD

NIT FLAGS
# SIC SET INDICATES CLEAR INDICATES
00 . C Klin§ons,near No Klingons .. ..
01 . C Shields on .. . Shields off ..
02. .S Initializing Not initializing
12 C Print double wide . Normal print
21 C Printer enabled . Disabled
28 S Decimal point.  Comma radix .. .

C

29

Radix appears . No radix . .

ASSIGNMENTS

FUNCTION KEY FUNCTION KEY
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XFUNCTION STAR TREK USERS' LIBRARY PAGE 1
PROGRAM NUMBER: 02762C OF 8

PROGRAM REGISTERS NEEDED: 248

ROW 1 (1:5)







XFUNCTION STAR TREK USERS’ LIBRARY PAGE 2
PROGRAM NUMBER: 02762C OF 8

ROW 19 (125 : 130)

||
| | l

ROW 32 (206: 212)

ROW 33 (212:217)

ROW 34 (218: 222)

ROW 36 (227 : 234)







XFUNCTION STAR TREK USERS’ LIBRARY PAGE 3
PROGRAM NUMBER: 02762C OF 8

ROW 37 (235:241)

ROW 38 (242 :250)







XFUNCTION STAR TREK USERS’ LIBRARY PAGE 4
PROGRAM NUMBER: 02762C OF 8

ROW 55 (339:347)







XFUNCTION STAR TREK USERS’ LIBRARY PAGE 5
PROGRAM NUMBER: 02762C OF 8

ROW 73 (478 : 486)







XFUNCTION STAR TREK USERS’ LIBRARY PAGE 6
PROGRAM NUMBER: 02762C OF 8

ROW 91 (583 : 586)







XFUNCTION STAR TREK USERS’ LIBRARY PAGE 7
PROGRAM NUMBER: 02762C OF 8

ROW 109 (663 : 670)

ROW 110 (670 677)

(758 : 764)

m— 1\







XFUNCTION STAR TREK USERS’ LIBRARY PAGE 8
PROGRAM NUMBER: 02762C OF 8

ROW 127 (771:777)

ROW 128 (777 : 783)







