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03398D Program Deseription 1

Program Title Simple 2D Star Trek

Contributor’'s Name _ John Nelson
Address _ 1226 E. University Ave.

City _Des Moines . State __Towa ZipCode 50616
S — — —
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Program Description, Equations, Variables _This program is a simple one -card version
of Star Trek. It was designed for people who do not want to read a

card for performing another function of the program. The game is a

follows:

The game is started by inputing a seed and pressing the Initialize
function key. The seed must be a decimal number between zZero and one.
The initialization will locate three klingons and the Enterprise on
a 100 x 100 grid (location coordinates are 00 thru 99 for both x & y).
It also initializes some energy into the main energy banks of the
Enterprise for use in Phasers, Shields and warp drive.

The Captain of the Enterprise then decides to run the sensors,
move the ship, divert energy to shields to prepare for battle, or
attack enemy vessels. The sensors are necessary to locate énemy )

ships and determine damage of Enterprise and enemy. As soon as an
enemy is found, (on the sensors) it opens fire. This is the only time
that the Enterprise will automatically put up its shields. Power is
not actually diverted from main banks at this time, but the shot is

Operating Limits and Warnings deflected

C ' — ]
————————

l Th.is program has been verified only with respect to the numerical example given in Program Description Il. User accepts and uses
this program material AT HIS.OWN RISK, in reliance solely upon his own inspection of the program materiai and without reliance
upon any representation or dqscription 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 CONSEQUEN-
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Simple 2D Star Trek

Program Title

Contributor's Name ___John C. Nelson
Address 1226 E, University Ave.

city _Des Moines : State__Lowa ZipCode _ 50316
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Program Description, Equations, Variables ‘The damage caused by the enemy fire is added
to a central damage accumulator and when the scan is completed, all

damage is displayed. If more than one enemy vessel is detected, all
that are detected will fire. This makes the enemy the aggressor and

the Enterprise must fight to save itself. As soon as the sensor scan

has completed, the Enterprise coordinates are returned to the display.

You may then prepare for battle. That is, if you have detected an

enemy within range. The range of the phasers is 3 the range of the

sensors. To prepare for battle, input.the amount of energy to be

diverted to the shields. This energy will be taken out of the main
energy banks and may never be replaced. The main banks are used for
moving the Enterprise, which is the highest use of energy, so be care-

ful not to run yourself too low in the main banks. The maximum you
sould ever need at one time in shield banks is 100 units. This will
be depleted from one shot to another by enemy fire, but it can be

replentished between shots. The shield power may be viewed at any time
by pressing RCL 6. It is also displayed after inputting the ship # to
be battled and pressing 'E'. Do not attempt to replentish them at thiﬁ
point, however because the program must be restarted at the point of

Operating Limits and Warnings the R/ S_for phaser power.

\_ R
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This program has been verified only with respect to the numerical example given in Program Description Il. User accepts and uses
this program material AT HIS OWN RISK, in reliance solely upon his own inspection of the program material and without reliance
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 CONSEQUEN-

TI::_.EDAMLAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM
M RIAL. .
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Program Title Simple 2D Star Trek

Contributor's Name . dohn C. Nelson

Address _ 1226 E, University Ave.

City Des Moines . State __Lowa Zip Code __50316
(e —

rI‘»‘rogram Description, Equations, Variables After the ship has been properly shielded,

you may attack the enemy (or enemies) one at a time using the 'E°
function. This is the first half of the attack routine. The ship #
that you want to attack is input and the function key pressed, This
will compute the power of the enemy attack, its effect on the shields
and damage to the Enterprise (although this is not displayed yet.)

The program then stops with the remaining shield power in the dis-

play. DO NOT press any function key at this time because the program

must be restarted at this point with an R/S. You may recall and dis-
play any information you want to, but the program pointer must be

unaffected. The program has stopped for phaser power to be input.
The power for the phaser is a digit from 1 to 9 inclusive with the

maximum = 9 and minimum = 1. The more power you use, the more energy

it will burn up. The energy used is = power x distancez. Phasers

lock on target automatically. Damage to enemy is output with a print-

(flash display) then the damage to the Enterprise. (Unless a ship is

destroyed.) If a ship is destroyed, it's I.D. (ship #) is displayed

as a negative number. If the Enterprise is destroyed, for example, .

the program will stop with a -£.00 in the display. The final output

Operating Limits and Warnings

his program has been verified only with respect to the numerical example given in Program Description /i. User accepts and_uses
this program material AT HIS OWN RISK, in reliance solely upon his own inspection of the program material and without reliance
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 CONSEQUEN-
TIAL DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM
MATERIAL. : :
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03398D  program Description I

Program Title Simple 2D Star Trek

Contributor’'s Name John Nelson
Address ___1226 E, University Ave,

City _Des Moines : State __Iowa Zip Code __ 50316
N
( '—'_—-—\"—

Program Description, Equations, Variables is the Enterprise coordinates (assuming
that no ships have been destroyed.).

Formulas Used:

Phaser Energy Used = Power setting x distance2 or E.. =pxd

Speed = Warp# x 10

Maximum Warp# = 8D/100 where D = damage to Enterprise

Power of enemy attack = (100 - D_)r where D_ is damage to enemy

r is decimal random #.

Damage to Enterprise = %(Power of enemy attack) if shields hold.

or L4(Power of enemy attack - shields) if shields
do not hold,

Shields reduction = Power of enemy attack if Shields are greater
than Power of attack, otherwise the shields
are reduced by (power of attack - shields) and
The 'power of attack' is also deducted from Rq.

Operating Limits and Warnings

— e
This program has been veritied only with respect to the numerical example given in Program Description II. User accepts and uses

this program material AT HIS . OWN RISK, in reliance solely upon his own inspection of the program material and without reliance
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 CONSEQUEN-

TIAL DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM
MATERIAL.
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03398D  program Deseription I

Program Title __Simple 2D Star Trek

Contributor's Name __John C. Nelson
Address __ 1226 E, University

city _Des Moines : State _1owa Zip Code 50316
N

Program Description, Equations, Variables __Each ship's information is contained in a
single register in the format: XX.YYDDDVDDD
where XX is the ship's x coordinates.

YY is the ship's y coordinates.
DDDVDDD. is the damage to the ship. (The V is an assumed
decimal place.)

Whenever the damage factor reaches 100 units, the ship is considered
to be destroyed. Ships are located by their ship #. Ship #s 1, 2, and
3 are Kiingons, ship # 4 is the Enterprise.As soon as damage is added
to a ships register the damage is checked for 100 to see if the ship
has been destroyed.

Operating Limits and Warnings

S — )

————— —— — ﬁ——‘——————ﬂ
This program has been verified only with respect to the numerical example given in Program Description II. User accepts and uses

this program material AT HIS OWN RISK, in reliance solely upon his own inspection of the program material and without reliance
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 CONSEQUEN-

TIAL DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM
“ MATERIAL. :
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03398) Program Deseription 1

Program Title Simple 2D Star Trek

Contributor's Name __John C. Nelson
Address __ 1226 E. University Ave,

City Des Moines . State _Towa Zip Code _503164
N

( . . . . )
Program Description, Equations, Variables __This portion of the program description
will contain more detailed information about the programs internal

functions. In case you want to modify the program this may prove a
valuable feature.

All labels are used and they are arranged in such a manner that it
is difficult if not impossible to re-use any of them, This was not
done on purpose, it just came out that way. If you want another label _
you could remove LBL A from the program and initialize with RTN R/S.

I have shortened the program time after time and I now think it is
about as short as it can be, so you won't find too many steps that

can be cut from it.
The labelled functions are detailed below:
LBL A - Initializes the program. Everything that the program

needs is initialized EXCEPT Rg. Register 5 is used for

storing Enterprise damages temporarily until the Enter-

prise register is updated with the new damages. The Rs
register is zeroed when the damage is put into the Ent-
erprise register. This is not done when an enemy ship

has been destroyed, because the program stops before

Operating Limits and Warnings
Damage to the Enterprise is not updated until after the enemy damage

is updated. Therefore,. if a ship is destroyed and you are not going to

repair the Enterprise before going to battle the next ship, the damage
has not been applied to the Enterprise yet. This means that register 5
contains the damage that still has not been applied. If you want to

kpullify this, simply press § STO 5. If you want to apply it press f a.J

o

— — S =
This program has been verified only with respect to the numerical example given in Program Description Il. User accepts and uses
this program material AT HIS OWN RISK, in reliance solely upon his own inspection of the program material and without reliance

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 CONSEQUEN-
TIAL DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM

|| MATERIAL. ‘
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03398D Program Deseription 1

Program Titte __Simple 2D Star Trek

Contributor's Name John C, Nelson

Address _ 1226 E. University Ave.
City Des Moines : State _Iowa Zip Code 50316

———— p—

sy

lﬁrogram Description, Equations, Variables __the Enterpris e,.damage_iSdeatM

that if you do not take action as given on prvious page under Operating
Limits and Warnings, then the next time you do battle with an enemy
this damage will be dropped if you do battle before using sensors. If
you use the sensors before doing battle again, then the remaining dam-
age in register 5 will be applied to the Enterprise along with any new
damage from finding an enemy ship.

LBL B - Sensors. This routine loops from register 3 to register 1

prise is less than the range of the sensors. The range of

the sensors is set up in program steps 7 thru 12 along

with two other fields at the same time. This is done by

calculation. Since a constant of '100' must be stored in

RA, and a 4 must be stored in register I to begin locating

ships, the range was calculated from the two using + (div-

ision). If you want to change the range of the sensors,

the easiest way is to store the new range in reg. 0 after

the initialize routine has been run. To compute the dam-

age suffered by the Enterprise when an enemy vessel is

Operating Limits and Warnings

L ' » » y,

e ————

A —— e
This program has been verified only with respect to the numerical example given in Program Description II. User accepts and uses

this program material AT HIS OWN RISK, in reliance solely upon his own inspection of the program material and without reliance
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 CONSEQUEN-

TIA# DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM
MATERIAL. . ,
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Program Deseription 1

k;mganme Simple 2D Star Trek :
Contributor’'s Name John C. Nelson |
Address 1226 E. University Ave, :
City _ Des Moines - State _ Towa Zip Code _ 50316
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)

Program Description, Equations, Variables _detected, the random number generator is run
and when it returns to the calling routine Lastx is recalled and used
as the damage factor. This makes the damage factor always less than

45 units. When the damage is applied from register 5, it is divided

by 4 before being applied. This is always true with the damage factor

in register 5 except when the shields do not hold.in the battle rou- .
_tine.

LBL C - Move Routine. There is nothing really tricky in the move

routine, except the way that the coordinates are updated.

They are updated by computing the x & y coordinate
changes then adding to the current x & y coordinates.

This simply means that if you go off the board, you may

get unpredictible results.

LBL D - Diverts energy from main energy banks to shields. If

there is not enough energy in the main banks to satisfy

the request, you will get a continuous pausing '0.00°,

This same routine is performed within the program to
take energy from the main banks for phasers and warp

drive. Whenever there is not enough, you will get a

Operating Limits and Warnings

-

- — !

————— = _—_—.—____._—___ﬁ
This program has been verified only with respect to the numerical example given in Program Description Il. User accepts and uses

this program materiai AT HIS OWN RISK, in reliance solely upon his own inspection of the program material and without reliance
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 CONSEQUEN-

|| :-III:‘IL'E?R?:ALAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM
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03398D  Program Deseription I

Contributor's Name _ vohn C., Nelson
Address _ 1226 E. University Ave.

city __Des Moines - State _1OWa Zip Code 50316
S —

Program Description, Equations, Variables __01inking zero. If you want to continue the

game, stop the program during one of the pauses using the R/S, then

store some energy in R,. Continue game where you left off. This might
(@)

not work in some cases, depending on where you got the continuous '0,04/
display. When I designed the game, however, this was supposed to be a
signal that you lost the war, so take your own chances.
LBL E - This is the battle routine. The distance from the Enter-
prise to the enemy being attacked is computed and the

power of the alien attack is computed. The more the alien

is damaged, the less severe (generally) is his attack,

although there is also a random factor involved. The
power of the alien attack is taken directly from the

shield power and if there is not enough, woe on you!

Operating Limits and Warnings

= ' )

h This program has been verified only with respect o the numerical example given in Program Description Il. User accepts and uses II

this program material AT HIS.OWN RISK, in reliance solely upon his own inspection of the program material and without reliance
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 CONSEQUEN-

TIAL DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM
MATERIAL. )
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Sample Problem(s) _US€ . 5281953751 as a seed: 5281953751 A ———— 84 28&%9

Enterprise coordinates. (84,28). The coordinates are given in standard
_ordered pair notation of x first then y. Now we are ready to scan for

enemy vessels. B ----» 84,28%*%*, Enterprise coordinates returned. No

_ships found. Enterprise is now at position 1 in above sketch. Let s

move to the left (180°) about Lo unlts.vThls w1ll mean an angle of

180 and a speed of warp 4. Input move data as follows' 180§ b C -5—-;
-=w LL 28%¥#*, New coordlnates. Scan agaln B ----s1.3 *%x 22, ERELL

137?** by snx B, 28%%%, We are now at p031t10n 2 and have detected a
ship at a bearing of 137°. The scan tells us the ship# (1st output)
which is # 1, the distance (2nd output) which is 22 unlts away, the
mbearlng (3rd output) which 1s 137 and the damage to the Enterpflsel

ﬁ(uth output) from 1 enemy flre. Then the coordinates are returned to

the display. To attack the enemy, we must be % the range of the sen-

Solution(s) Sors from it. This means we must be within 123 unlts of the -

enemy, since the range of the sensors is 25 by default. (see user
_instructions for default values.) Let's move closer. Sensors 1ndlcate

__the enemy is at bearing of 137 _from us. Therefore let's move at ______
137° for a speed of 1.8. Input move data: 137 } 1.8 C ----e31, uo***

_we are now_at position 3 in diagram. We should be close.AIf we scan

_again, we will be fired on again, so let' S assume we have done thls

_correctly and that we are close enough for battle. Flrst we should
L_rput up our shields. Let's set them to 110 units. 110 D ----+-110 00

,,,,, e i o < i e e s _..,,.__J

s —
Reference(s) . ‘ ;

Page |\ of (3
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Sample Problem(s) . Now_we are ready to attack. Input the ship number to be -
_attacked.(#1) and attack: 1 E ----+ 102.58 Shields are reduced to _
.-102.58 from 110,00, This is not very much damage when compared to
what damage is possible. Enemy power can conceivably reduce the shield
by as_much_as_100 units. Now fire Phasers: 9 (maximum power) R/S-----

-~ 11,92%%% 1,86%#% 31 LO*%#*, Damage to enemy was 11.92 units. The

_damage to_ the Enterprise was 1.86 units and the Enterprise coordinates
__are returned to the display. Since the shields are s'till above 100
units (they are 102.58) we will not have to replentish them yet, so
“we can attack again: 1 E ----332,27 Shields left. This time the
damage was more extensive and the power of the enemy attack reduced
_the shields to 32.27 units. We will have to re-vitalize them before
_our next attack, but right now let's fire: 9 R/S ----3 29,10%** .,
17, 68%%% 31 ,L40***, Damage to enemy vessel was 29.10 units. Daﬁaéewgdm
Solution(s) Enterprise was 17.58. Then the coordinates are returned to the
display. Let's check the total damage to the enemy and to us. Flrst
_check damage to the Enterprlse- L £ b —----> 23,40, Webare almost
25% destroyed. Let 's try some repair before we scan for damage on |
__the enemy ¢ Shlp. Let's say we want to_repalr 6 unlts of damage. To
__repair any damage, you must have the-eglé-;mio be repalred stored in
RI' Then input the amount of damageﬂfgxye repalred as a negatlve num-

ber and press f c. So now press: 6 CHS f c ----- 31. 40, Note that
we did not have to store the ship # (a 4) in Rr because the prior

& - i < 4 o S — NM,.VNM,._._)
r = - -
Reference(s) e

Page ]} of 1§
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03398D program Deseription 11
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Sample Problem(s)__Step was a recall of the damage where we did input_the 4.
This routine stores the ship # so_that R; already did contain a kb,
_Now_check damage again: 4 f b ----= 17.40. Now check enemy damage:

1 £b ----% 41,02 Let's attack again. First we must replentish the
shields as they were down to 32.27 units last shot., 100 D --==3=132,27
_Now attack: 1 E —=——4m 77.17. 9 R/S ----a 2,37%%¥ 13 77%%% 37 Lo
Damage -to enemy = 2.37 units. Damage to Enterprise = 13.77. Check his
_damage: 1 f b ----> 43,39, Re-vitalize shields: 75D ----=+ 152,17
Attack: 1 E =-w--p 107.08 9 R/S —--eae 26,09%#% 11 27%%% 31 Lo¥k*x
Damage to enemy = 26,09, Damage to Enterprise was 11.27. N
1 E ==-=% 99.41 9 R/S ----2 5,07%¥* 1,Q2%** 31 Lo***,
1 E -=--> 74.84 9 R/S ----4 UB.UO¥** -1,00 Enemy was finally

_destroyed! Now you are ready for the other two. ++.0r are you?

To repair all damage: 4 £ b ----9U44,37 CHS f ¢ -=--2 31,40
Solution(sy Check damage to enterprise: 4 f b ----+ 0,00

Now_try the other two on your own, as an exercise.

— —— e —— ——— 4"‘———_—-_——'——_——___ﬁ———j
rl;eference (s) - P ]




Simple 2D Star Trek

Page 14 of

STEP

INSTRUCTIONS

INPUT
DATA/UNITS

KEYS

OUTPUT
DATA/UNITS

1.

Load program sides 1 & 2.

To start a new game,

a.) Input a seed between 0 & 1

seed

b.) Change default values if desired.

defaults are:

1) Total energy = 20,000 units.

2) Range sensors = 25 units.

To change total energy

Energy

To change range of sensors

Range

To run a sensor scan for locating

enemy ships.

Outputs are ship #, distance & bear-

ing for any ships in range. When

all ships scanned, damage to the

Enterorise is displayed, then the

coordinates of the enterprise.

To move the Enterprise

a)

Input the angle you want to move

Ang;eo

900

O —f

180~ 0~

oYl

This may belany angle 0° - 360°

(or negative)

b)

Input the warp number 1 - 8,

warp #

You cannot move greater than 8

and if the Enterprise is damaged

you can move proportionately

slower. If you are 50% destroyed

(50 units damage) yvou can only

move warp U,

JUDORDEL
gl

JDDDDDDUDHUUUDDDHDHDDﬂﬂggjgéﬂé2
o e

I

Ent.Co¥*#

(if in

range)

Ship###

dist, **

brng., *#*

dmge ¥#*

Ent.Co¥#*

NewCo , #%*

18
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User Instruections

Page 15 of 1%

STEP

INSTRUCTIONS

INPUT
DATA/UNITS

KEYS

OUTPUT
DATA/UNITS

Move Routine - continued.

The speed that the ship travels will

be 10 times the warp number,

You may move non-integer warp number

Before going into battle, you should

divert energy from main energy to

shield energy or you will be destroy

rathqugir‘kly You must also re-

plentish this energy thruughout the

battle, as enemy fire will soon

destroy the shields. The maximum vou

will ever need at one time for

shields is 100 units.

To attack, you must first be within

attacking distance. Attacking dis-

tance is % range of sensors.

Battle can be directed at only one

klingon at a time.

To attack input klingon # to be

battled.

Kling.#

Output is remaining shields.

Now input phaser power to be used.

This should be a number 1 thru 9.

Power

Outputs are Enemy Damage, Enterprise

Damage, then Enterprise Coordinates.

If display stops with a negative #

in the display, the ship # displayed
Has been destroyed. '

If you are not close enough for

an attack, the Enterprise coordinate

will be output with no other output.

J0000000000000E00RA00000:

B
iU;QQDD

I
N
N

RN
U
I
L

|
i

1
§il

(nly
i

.
i
1

[ |
)
—_—

I an

Shields

rem.shld

K1l.Dam¥*#*

En.Dam¥**

Ent.Co**

(Destryd

Ship #)
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User Instructions

Page (b of 1§

INPUT OUTPUT
STEP INSTRUCTIONS DATA/UNITS KEYS DATA/UNITS
NOTE: IF AT ANY TIME YOU ARE GETTING 11 |
A CONTINUOUSLY PAUSING "0,00" IN THE 1L ]
DISPLAY, IT MEANS YOU HAVE USED ALL L_ 10 ]
THE ENERGY IN THE MAIN BANKS AND DO I
NOT HAVE ANY LEFT FOR MOVING OR FIRING Y
PHASERS. I USUALLY CONSIDER THIS A [ I ]
LOST GAME, BUT IF YOU WANT TO CONTIN=~ [ 1]
UE, STOP THE PAUSE WITH R/S, THEN [ 1
INPUT THE AMOUNT OF ENERGY YOU WANT L 1]
TO CONTINUE WITH FOLLOWED BY : STO 8 L |
S —
7. To recall the damage for any ship: |Ship # [f ][ b ] |damage
Ship #'s: ,_j
1-3 = Klingons 1 thru 3. (1 _ ]
4 = Enterprise [
(This also stores ship# in R.) C 0]
8./ To repair damage to a ship 00 ]
a.) Store ship # if not already Ship # [smol 1]
b.) Input amount of damage to be Amt-rep. CHS|[ 1]
repaired. AS A NEGATIVE VALUE. ~ Ship Co.
output is ship coordinates | [ ]
[ JC_]
9] To recall Enterprise coordinates [ 0] [Ent.Co**
(XX.YY) C_1C 1
I
10, To recall total energy remaining [RCL][ 8 ] [Tot.eng.
1] _
11] To recall shield energy [RCL][© ] [Shields
L_ 1]
12 To check range of sensors. [RCL) 0]
(Once set, they will never change |:] [::]
unless you change them.) I
C_J1C_1
13 To refresh seed, simply store a new | seed
| L1 1
L[]
C_ 1L __1
C_ L]
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COMMENTS STEP KEY ENTRY KEY CODE COMMENTS
| eal slBLA . 21 0! Lnitialize Rostine 657 __ G106 22 as Continue Sconning
| _ . @82  STOE.. 35 15 | Shre Seed |~ @58 CSBa 23 16 11 | Compvie § gtore
[ ee3___ 2 & oo y . 859 6708 .. 22 06 G s.....,)
| e@4__ EEX . -23 Store aitia .‘ 660 JLBL7 _ 21 07 |“Separak ¥ &y Cood.
| eas _4 84 nergy = 20'320* ,‘ as1 INT__ 16 34 Subvevtine
[ o3 °£g§ .35 8¢ L ez F2? 162762 | 15 FiestTime, store
Bav o TES 863 STOB .. 35 1: X in R
[ eee T 2 T }s+or¢ Corglan ¥ Y00’ 664  LSTS_ . 16-63 . ®
| 888 STOR_ 35 11 in Ra AES  FRC . 16 44
g e 4 g4 T—mt%a\ for storing 866 RCLA ._ 36 11 shift Y coord. to
@11 _STAl 35 46 ship \ocakions. 867 _ x_ -35 left decimal
a1z * -24 @62 _ INT. _ 16 34
[ @12 _sT08 35 @6 Create. Senser o Fege @63 _ RIN __ 24 | _Retorn Yo callingredt.
[ e T 8 7w } Zero R, Coboeid 870 #LELC. 21 13 | Thove Reoobime
@15 §106 35 65 Eneryy) @71 _ STOC . 3513 | Store warp #F
816 *LELS 2l as ar2 ¥ -4
817 T GSRE 23 &5 Genarate Random 872 STOB - 35 I Store Angle
~ e1e  RCLA ™ 38 1 in Sormat xX.XX g;‘.{_m 7 3_’ R G& Pol 8 i Stack
I G and Round+ Cor 875 RCLA __ 36 11 ot 100 in Shack
[ T @2e RNDTT16 24 Ship Location 876  RCL4 36 04 a
| e STOiTT 35 45 f 677 | cSBd 7316 14 | OO VAmeIe
i 22 psIl e 25 e Continve to next ars - -45 sobivact damge |
[T @23 ET09 T 2z es ship. 879 % 55 Srom 100. £eales;
| __ 824 MLBLET 21 80 | pone - Pispla .. @88 RCLC __ 36 13 of & = Warp Max.
| 625 TRCL4 T 36 a4 Enterprisa | @81 XV7__ 16-34 | Ts warpdin > Max?
T 826 T DsP? -63 @z Coordinated ~ @:2 X2Y_ =41 | Yes- Exchange Mox
[ T @37 T OPRIS . T -14 @3z 1 77 i
A - R8T T 51 9“‘0 - \'\ case Q"Aj @34—_ a‘ - as
T @29 wLBLETTTT 21 88 retven. T aesT Tk T 3= .
T B3R RCLETTT 36 1S Recall Seed X ass  &Toc 35 i3 sr“J- {ox Wa.rf#
[ 631 © TANT "T716 43 RomdomF = FRAC[TN _Bsr o xE 33 Energy vsed =(W#xlo§|
i B3Z FRCT ™ 716 44 RY See,JJ ‘a%e osei 23 a1 97
[~ 8337 STOE ~"35 15 T @88 RCLE | 36 1z
[T @3 RINTTTT 838 RCLC " 36 15 | Compvie X4 Y
B35 ylBLETTTT21 12 Sensor Rovhine aey R {“ 44 ' chanae
[ T A3E 3 C Bz starts : a2 INT 163 }° AXY)Y
o a3 sTOI—35 46 | OO "f’n:‘;’ '35“ T i TR 4 (AaxY
T @38 HLBLE 21 86 P TR ppdate X &Y eoord.
[T 839 §SB2TT23 82 | Compute dlstance 5 OINL_ 16 24 -
77T 840 TRCLATTT 36 B8 | Qange of Semsers 3% FOLA 3 | 1 :
T B4l XEYTTITTIE-35 | po ship in Ramge? | L35 . ‘ ~
[T B4ET ETOST 22 85 | No- Conbinve. 095" §Ted 35-55 64 | Add AXY To Ry
. 843 RY i -31 \‘es__ D'\sr\af Sk:f. @QQ E-TDG ; 2‘-’5‘&0""‘ G!° _‘o d‘lsF(A\/ coorcl.
TTTT844 T RCLITT36 46 T YLEL—T—‘—_ 21 31 - Take eners Trom
[ 8457TDOSPATITO6T B0 | Furst- display 0. | Tyar— SESTE 21 B | Ry (Toll) Roshine.
T @46 —FPRTX =14 " in Print/Flash T “_BLD”""’T 21 14 i Piver t EI\C ‘o
[ 847 R¢— =31 Roll down distance | a7 RCL§—T_~¢¢, 85 chields rodt \l“’.,.e
[ TTTTR4e T PRTY T ~14 Prind /Flash distance| = qpq ™ way T T gy
TTTT 48T XY T =4 185 x<v¥7 T 18-35 | s thare enovgh eneryy
S L S R Peink{Flosh Angle [~ 1667 108 T 22 64 | Yes-Gro 40 4. .
T T EPC - ; rd K -
- @52 GSSS—L—”—?E 8 thm"!. m“dom# o ig‘ STU? 35 gg—"— No’ CO:‘\“‘"JO')”S‘Y
TT 857 LSTXTTT 16763 | Geb TANT of Seed | 7 ypa ggg"‘fg'gg;g" Pavse ™0.00
o854 sr+r‘35__:§5 85 | beadded do damage |7 15 pop T yp sl
T 855 ¥LBELS T 21 @5 . 1 T 29 4%
" 655 D21 16 25 45 | Pecroment donectshp *“ff“’;ftz;”‘ e
. REGISTERS
0 Sensor |1 Klingony 12 Kiingon Z]3 Klingen 3[4 Enderprisels Tamage |6 Shield |7 8 Total |9
Range | xX.\YDPPP | XXYYOPD XxX-NYDDP | X K.Y YPPH Accumitator| Eneray Eneray
So St S2 S3 S4 S5 S6 M Y S8 S9
[N U - I n
ACav\‘i'f“** o |° - C used- Sor u;hrra]D E Seed S%’omfﬂ'
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STEP KEYENTRY  KEY CODE - OMMENTS STEP  KEYENTRY  KEY CODE COMMENTS ="
113 S1-8 ' 35-45 6¢ L 65 RCLB . 36 iz | Recall Enewmi x|
114 F2? 16 23 é; | Is +thisonly e redec-l 178 Ré. . -31
115 RTN . — . 24 tien of Rg 2 - Yes-£™, 171 Ry __ =31 Rearranae Stack
116 §T+6 35-55 @6 No- it sa Alvert | 172 XY . -4 and subiract
. 117 RCLE _ 36 86 Yo smie\ds. - Add Ry | 173 Rt . __ 16-31 X and Y
L 118 RIN . 24 Recall § Retvrn, 174 TS, & coordirales »¢
L. 119 ¥LBLE . 21 15 [ MAhack Rovkne. | 175 Ré____ -3 .
[ 128 STOI .. 3546 | Store ship # fo be afla] 16 - . 45 Enierprie and
i 121 €5B2. 2362 | Compvit distance 177 Rt 16-31 Enem
| 122 STOB . 35 1z Store distance. i 178 23 N3 Then compute
i 23 PRCLE. 36 o8 Put shields in-STK.| 178 WP 34 polar coord.
- 124 RCLA .. 36 11 Po¥ ‘oo’ in STK. | 188 RTN_ 24
125 RCLi 3645 | Get damage. [ "7 181 ¥lBle 21 16 15 A Ship has been
126 ESBA 23 1€ 14 [ 182 RCLI_ 36 45 desfroyed.
127 - -45 lo0 “‘?"‘ZJ‘-?"" [ 183 T oHsT T -zz | Idemdity e
[ 128 GSBS. 23 @5 = Shields I 184 T8T0iT T 35 45 User.
[ 128 x  -35 3 it > shieds? | o 1857 RS 51
138 XM 16-34% 5 hi S 186 xLBLb 21 16 12 Recall da e
U131 65B3 2303 | Yes - shields ok holdiny 187 STOI 35 46 o R 5'::5
. 132 8T-6 _35-45 @¢ | 188 RCLi 36 45 alter _,',+.,,.-..r X
[ 133 st05 35 @5 Store damage in Rg | 189 #LBLd 21 16 14 in R 3
| 134 RCL6 ___ 36 66 | Display remaining 138 RCLA 36 11
_ ﬁs - mB’” ) si, .,k;cla,? in s«;,:. _ __W:.:: g 1,’;? Recall Aam?e Srom
3 ‘6., S 3\ 1 Sfof‘e, V)ﬁro ’)M. “2 JR. ,b 4 Y t \Q,
137 RCLA 36 66 | " 187 EES T iz ‘. data "x\{:);pl
138 2 az Compute s Senser 1594 3 - a3 vl = XX
138 : -24 f Ravge | 195 x TTTTEIs *
148 } 36 iz P\‘:'l-ance"; . [ 196 CRTN T R4
141 16-34 Is & > +s.R.¢ T 187 xlBLa 2116 11 ly damoge
142 2260 | Nes- display coord[ 138 RELS 736 65 Apply cameg
143 B 199 X=g% i6-43 i Enfarprise
148 3w Power used= | ““opm  RTINT T 24 | Sem Rg,
145 ° iz | ) # xd y | 28T ST-S 354565 | zeo R
146 23 B G (s power level/ T+ = 2p2 . store 4 Gor Enler.
147 23 ag | 203 TSTOIT T35 46 _
148 36 11 Damase 4o Enemy | 20477 F22 16 23 62 for vse ia &
149 7" 35 pamege T B - zes Trey 52 | I* 5“"““”‘.“(5 ne
158 3% 1z r x foo | 206 T g ‘:lo‘d' my b:f J
151 = sy == DL T F S P awage
1527 % -2 \c3 TTT 2887 #LELST 21 16 13 ele divide by 4
53 PRTE T -14 [ TTTT2R8TT RCLITTTT 36 45 1 age Yo
. 154 T6SBc_ 23 1615 | Apply damge + eyl 2187 CSBd 23 167147 Aes J d“’:‘f
155 T 6SBa_ 23 16 11 | Apply damge 4o Eak, | 2117 #7TTogs” Ship a
TTT156_6T08. 22 68 | Display Coord. 22T RCLATT36IT| gee of i has
157 %LBLI T 21 83 Shield Tower wno ! 213 T REY?TTT16-35 - -
TS TTESEIT 2260 | guptrack poSn “i. —— 214 ~ £T0e 22716715 been deshroyed,
15 T Rt T 16-310 PR | 215 :’_J =31"
T eE T T s o o[ 216 EEXTT—-23 ‘
TUlEITTTSFE 1521 02 | TR T"ﬂf‘ﬁ'{?_’ 217 51 g5 | | Swift damage bo
162 RIN T 24 are T .007pp Sormal.
163 HLELZ 20 82 . | Compute distance | . 219 RCLT T35 45
164 RCLITT 36 45 | Recall ship Cenemy)[ ™77 220 ° DSP2T-63 02 | o 4, ,ld
165 7 SF2 16 21 82 | Turnon 1M Time Swid] T 221 RNDTIT 16 24 ot ¢ add
166 GSB7 23 67 | Separate x4 (Stwex)| 2227 ¥ T -55 J |
167" RCL4___ 36 @4 | Recall Enlerprise. 223 TET0P 735745 new:
158 peET 23 37 Separate x ¢ Y. 254 RTH 24
LABELS [ FLAGS SET STATUS
AT adralize, FB Sensor Scan|C Mowe Qovt. D*?:;I:‘-‘f:‘ n ,{E Attack o FLAGS TRIG DISP
ofp\Y dam. [p d; QPP cdamadp|d Get 1op la 1 ON OFF
"l e | 4P age [ TRES Y Chinmere [t shin o0 ®| DEG B | Fx ®
3 4 4 12 :
Used ; Used 2 Vs Used Used M},)li’,‘fm; g g SESD g gﬁéﬁ g
> Usd. P used |7 Vsed B oysed PP oused P 3 0 & n%



