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10. QUICK START

10. QUICK START

This gives you the most basic information you need to get started in the game. If you get stuck
or need more help please check out the rest of the guide or just ask in game!

10.10 How do I move around?

Read the description of the room to see what exits there are.
Type the initial letter of the direction - E or SE or whatever.

Got stuck or lost? The command ‘ESCAPE’ will take you back to where you started.

10.20 How do I talk to players?

To talk to everyone in the game type 'COM <message>'.
To talk to players in the same location with you type 'SAY <message>'.

10.30 What do I do first?

Say hello! Type 'COM Hello'.
Check out the Map of Earth
Get a spaceship.

10.40 Great, how do I get a spaceship?

You get a ship permit.
Then you go to the shipyard and buy one.

10.50 How do I get a Ship Permit?

Look at the Starter map of Earth

Follow the map to find the Galactic Administration headquarters building.
In the building, get into the elevator and 'PRESS BUTTON' .

Find the Office of Traffic and Transport Licensing and 'BRIBE CLERK'.

10.60 Now can I get a spaceship?

Yes! Get out that Starter map of Earth again.
Follow the road back to the Shipyard.
Buy a ship.
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10. QUICK START

10.70 Wow, that spaceship costs a lot! How do I pay off that loan?

Work for Armstrong Cuthbert hauling cargo around the Solar System.
Check the Solar System Map

10.80 Where's my spaceship, dude?

In orbit.

10.90 Very funny, how do I get to my ship?

Go to the shuttle landing pad and type 'BOARD' - your personal shuttle will take you up to your ship
automatically.
The same command will put you back on the ground.

10.100 How do I fly my ship?

Use the same movement commands as you do on the ground - the eight compass directions, plus 'IN'
and '0OUT'.

10.110 Does my spaceship need fuel?

Of course it does - type 'BUY FUEL' to buy a full tank of fuel. Do this on the ground because fuel costs a

lot more in space.

10.120 How do I get work?

Type 'WORK' to see the workboard, which lists all the jobs available - jobs look like this:
5. From Titan to Mercury - 75 tons of Petrochemicals - 7gtu 9ig/tn Zhcr

10.130 What do those numbers and letters on the workboard mean?

5 - This is the number of the job.

75 tons - this is the size of the job. You have a 75 ton cargo hold so cannot do a job larger than this.
7 gtu - this is the number of moves in space you have to complete the job.

9ig/tn - this is what you will get paid, groats per ton.

2 hcr - this is hauling credits which you amass by doing jobs, and you need for a later promotion.

10.140 How do I accept a job?

Type AC5 to accept job number 5.
Only accept jobs to and from planets in the Solar System - check the Solar System Map to see which
ones those are (scroll down to the bottom for the asteroids).
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10. QUICK START

10.150 I won a job! What do I do now?

Go to the planet where the cargo is and find the Armstrong Cuthbert office - Check out all the starter

maps.

10.160 How do I get the cargo?

Type 'COLLECT'.

10.170 Where do I take the cargo?

Go to the Armstrong Cuthbert office on the destination planet and type 'DELIVER'.
If you forget where you have to go, type 'ST' and the cargo details will be at the end.

10.180 Woah! The cops stopped me!

Customs may stop your ship and search it while you are flying in space. Don't panic, they don't do
anything nasty apart from dumping you somewhere else. They give you a full tank of fuel as
compensation.

10.190 What's this bonus thingie, then?

If you deliver the cargo in less time than the job called for, you will be paid extra. This is a good thing.

10.200 What's this late delivery?

If you deliver the cargo in more time, you won't get the full payment. This is a bad thing.

10.210 How do I repay my loan?

Every time you do a job, 10% of the payment goes towards paying your loan. You can also make extra
payments whenever you want by typing 'REPAY <amount>'.

10.220 Can one of you rich people pay my loan for me?

Sorry, you have to earn your own way. Other players can give you small amounts to help you out if you
get really stuck, but they can't give you enough to pay your loan.

10.230 What else do I need to know?

Well this is enough to get you started but you really should read the full game manual.
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20.10 Sol

The Galactic Administration has issued the following map to aid space travellers in their navigations
around the Solar System. To enter the Asteroid Belt, type 'IN' - the map of the asteroids is shown at
the bottom left of the map. Verbal maps for use with screen readers can be found at the end of this
section.

Magrathea

~EDERATIE

Space Fantasy Game

Paradise

to exit
asteroid

The Lattice
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20.20 Earth

This is a starter map for Earth. You need to explore the rest of it yourself.

Meeting
Point

Starship
Cantina

Armstrong
Cuthbert

Transport/Traffic
Licensing

(get permit here)
Elevator

(press button
to go down)

Base (of f-limits)

Jarrow
Shipyard

Elevator
(press button
to go up)

20.30 Brass

Earth

This is a starter map for Brass. You need to explore the rest of it yourself.

Shuttle
Pad

Armstrong
Cuthbert

20.40 Castillo

This is a starter map for Castillo. You need to explore the rest of it yourself.

Brass
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Elevator Elevator
(press button (press button
to go down) to go up)

Reception/
Armstrong
Cuthbert

Shuttle
Pad

Castillo

20.50 Doris
This is a starter map for Doris. You need to explore the rest of it yourself.
Shuttle
Pad
Armstrong
Cuthbert
Doris

20.60 The Lattice

This is a starter map for The Lattice. You need to explore the rest of it yourself.
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Shu;t;: HRecep?ion

Step onto black
4

T .
Step onto white
Transfer Node
Step onto black
4

Step onto white

Armstrong
Cuthbert

The Lattice

20.70 Magellan

This is a starter map for Magellan. You need to explore the rest of it yourself.

Armstrong
Cuthbert

Shuttle
Pad

Magellan

20.80 Mars

This is a starter map for Mars. You need to explore the rest of it yourself.
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Chez
Diesel
Crossroads
To the ruins
(dangerous!)
Armstrong

Cuthbert

Shuttle
Pad

Martian
Desert

Mars

20.90 Mercury
This is a starter map for Mercury. You need to explore the rest of it yourself.
The
Hub Caves are
this way
Armstrong
Cuthbert
Shuttle
Pad
Mercury

20.100 Moon

This is a starter map for the Moon. You need to explore the rest of it yourself.
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Armstrong
Cuthbert

% Shuttle
Pad

Moon

20.110 Paradise

This is a starter map for Paradise. You need to explore the rest of it yourself.

Shuttle
Pad

Armstrong
Cuthbert

Paradise

20.120 Pearl

This is a starter map for Pearl. You need to explore the rest of it yourself.

Gravshaft
(down to level 2)

Shug.lg (Wear tabi)

Armstrong
Gravshaft Cuthbert

(up to level 1)

Pearl

20.130 Phobos

This is a starter map for Phobos. You need to explore the rest of it yourself.
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Buggy Park
(to other
domes)

Armstrong
Cuthbert

Phobos

20.140 Rhea

This is a starter map for Rhea. You need to explore the rest of it yourself.

Armstrong
Cuthbert

% Shuttle
Pad

Rhea

20.150 Silk

This is a starter map for Silk. You need to explore the rest of it yourself.

Shuttle
Pad

Armstrong
Cuthbert

Silk

20.160 Sumatra

This is a starter map for Sumatra. You need to explore the rest of it yourself.
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Airlock
(press
touchpad)
% Shuttle Armstrong
Pad Cuthbert
Sumatra

20.170 Titan

This is a starter map for Titan. You need to explore the rest of it yourself.

General Store
and Courier shc;mle
Office a
Titan

20.180 Venus

This is a starter map for Venus. You need to explore the rest of it yourself.

Armstrong
Cuthbert

Shuttle take shuttle
Pad to mines
Venus

20.190 Sol Verbal Map

The main part of Sol space occupies a grid 12 squares across by 11 down. Starting at the top left, hereis
what each of the squares contain.

Row 1: Magrathea, Link, Space, Saturn, Titan, Space, Space, Space, Arena, Arena, Blank, Blank
Row 2: Blank, Space, Rhea, Space, Space, Space, Castillo, Space, Blank, Blank, Blank, Blank
Row 3: Blank, Blank, Blank, Blank, Asteroids, Jupiter, Space, Space, Phobos, Blank, Blank, Blank
Row 4: Blank, Blank, Blank, Blank, Space, Sumatra, Space, Mars, Space, Space, Space, Blank
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Row 5: Blank, Blank, Blank, Blank, Blank, Space, Space, Space, Space, Earth, Space, Space

Row 6: Blank, Blank, Blank, Blank, Blank, Space, Space, Space, Magellan, Space, Moon, Space
Row 7: Blank, Blank, Blank, Blank, Blank, Space, Venus, Space, Space, Space, Space, Space

Row 8: Blank, Blank, Blank, Blank, Blank, Paradise, Space, Space, Space, Mercury, Space, Space
Row 9: Blank, Blank, Blank, Blank, Blank, Blank, Blank, Blank, Space, Space, Space, Space

Row 10: Blank, Blank, Blank, Blank, Blank, Blank, Blank, Blank, Space, Sun, Pearl, Blank

Row 11: Blank, Blank, Blank, Blank, Blank, Blank, Blank, Blank, Blank, Space, Blank, Blank

Key:

Blank - an unused space that you cannot enter.

Space - an empty space location that you can enter.

Arena - the start of Arena space which does not hold anything useful at the moment.
Asteroids - the entrance to the asteroid belt which you access by typing IN.

20.200 Asteroid Belt Verbal Map

The asteroid belt occupies a grid 5 squares across by 6 down. Starting at the top left, here is what each
of the squares contain.

Row 1: Blank, blank, blank, Silk, blank
Row 2: Brass, Space, blank, Space, blank
Row 3: Blank, Space, Exit, blank, blank
Row 4: Blank, Doris, Space, Space, Space
Row 5: Blank, blank, Space, Space, blank
Row 6: Blank, Space, blank, blank, Lattice

Key:

Blank - an unused space that you cannot enter.

Space - an empty space location that you can enter.

Exit - The exit from the Asteroid Belt which you leave by typing OUT.

20.210 Starter Planets Verbal Map

The following directions lead from the shuttle pad for each planet to the Armstrong Cuthbert office:

Brass: E, E, E, E, NW

Castillo: N, N, N, N, press button, S
Doris: S, S, W

Earth: S, S, E, E, E, SW, SW, W

The Lattice: E, step onto black, step onto black
Magellan: E, N, N, N, W

Mars: E, N, N, W

Mercury: E,N, N, E

Moon (Selena): E, N

Paradise: S, NE, S

Pearl: E, wear tabi, N, D, E
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Phobos: SW, SW, S

Rhea: NW, NW, NW, SW, N

Silk: E, SE

Sumatra: E, E, press touchpad, €, S
Titan: W, W, W, S, W, NW

Venus: E, N, E, NE, NE, E, S
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30.10 All about Fed

Federation 2 Community Edition is a space-trading game where you start out hauling cargo, then rise
through the player ranks through company ownership until you're building worlds of your own.

At the bottom, it's just you, a small cargo hold, and a running tally of Imperial Groats. You earn your way
up by trading commodities on the galactic exchanges, cornering markets, building factories, and
gambling on futures contracts. Climb far enough and the game changes shape entirely: you get your
own planet to build and run — laid out room by room, described however you like, its economy yours to
steer. Go further still and you'll command a whole system of planets to shape and defend. At the highest
ranks, you wield immense economic power as you steer your own cartel of planetary systems, and
finally rule over a syndicate of cartels.

Getting rich is a lot faster with friends. Fed runs on cooperation, not combat: the players who rise
quickest are the ones who run supply chains together and know exactly who to call to thrive on the
commodity exchange markets. You can go it alone, and plenty do — but the deals, the alliances, and the
people you meet along the way are half the reason to log in.

It's a text game: you read what's happening, you type what you want to do. That means it runs
anywhere and the whole galaxy fits in one window. Play free in your browser, or plug in your favourite
MUD client. Fed has been running, in one shape or another, since 1985, and there are people logged in
right now who'll happily show a newcomer the ropes.

One piece of advice: leave your guns at home on your first couple of ships. Cram them with weapons and
you'll have no room for the cargo that pays the bills.

The exchanges are open. Come make your fortune.

30.20 Fed is a free game

Unlike Federation 2, Fed 2 Community Edition is completely free to play. However, we have left in place
the premium items that existed in Federation 2. Some of them make it easier to play the game, such as
an upgrade to your navigation computer allowing you to automatically move between planets, a
promise that customs will not stop your ship for a certain length of time, remote price checking, or
permission to build warehouses. Some are social things, like being able to marry another player. And
some are decorative, stylish or just plain fun items such as medallions and keyring accessories.

These extras are bought in the game using a certificate of ownership of a rare and valuable alien
creature called a slithy tove, which is used as a high-value bribe to obtain various goodies. You can earn
a slithy tove every 5 days you login to Fed. We will also be releasing other ways to earn them. You will
never pay for them.
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Your score shows you how many slithies you possess, and you can see whether other players have any
by looking at the information provided by the SpyNet organization with the command 'SPYNET REPORT
playername' .You can give one of your slithies to another player with 'GIVE playername SLITHY'.

None of the things you can get using slithies are necessary to play the game. It is possible to play from
GroundHog to the highest rank without ever using a slithy tove.

30.30 Why Fed2 Community Edition?

The original version of the game, called Federation, ran for over 30 years on a variety of networks,
including the British network, Compunet, and GEnie and AOL in the US. We then moved it to the web and
ran it as a stand-alone site. In all that time, the code was fixed, patched, ported to new systems,
expanded, rewritten, bodged and changed so many times that it became unmanageable - real spaghetti
code. We needed to do a complete rewrite of the code, from scratch.

But rather than just replicate the old version of Fed (known as classic Fed), IBgames have made
changes to the design to make it a lot better - added new features, expanded existing functions, and
made the game easier to maintain and to update. That new version was called Federation 2.

When ibgames shut down, Fed 2 was taken over by the community and renamed Federation 2:
Community Edition

30.40 About Fed2 Commands

Throughout this document, commands are enclosed in quotation marks like this: 'EXAMINE

playername' . \When you use the commands, you do not type the quotes, they are simply there for clarity
in this document! Anything in upper-case should be typed literally; anything in lower-case indicates the
kind of information the game is expecting. For example, if you want to examine Hazed, the manual says
the command is 'EXAMINE playername' soyou type: examine hazed.

It doesn't matter if you use upper or lower case, or a combination of the two; however, broadcasting
messages in capital letters is the equivalent of SHOUTING, and is not terribly polite.

Some long commands have a shorter version, to save your poor fingers from too much wear and tear. As
a general rule, the first time we refer to a command we will use the full form; subsequently, the
abbreviated form will be used, for example 'EXAMINE playername' and 'EX playername'.

You cannot enter multiple commands by separating them with commas, periods or spaces - you must
have a carriage return between commands. When we list directions in the Guide we separate them with
commas for convenience, but the game won't accept them in this form.

30.50 Rules and Regulations

Federation has staff whose purpose is to help new players get started and keep an eye on the game.
Don't be afraid to ask for help if you're stuck or confused - but don't expect them to give you answers to
game puzzles!

While you are in Federation, you are subject to the Federation Game Rules.
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The Fed?2 rules are very simple. They are:

Rule 1 - Don't annoy other players
Rule 2 - Do what staff members tell you
Rule 3 - Don't intentionally subvert or damage the game

We reserve the right to remove anyone from the game, either temporarily or permanently, if they break
these rules, or for any other reason.

We expect our players to behave in a mature, adult fashion, and anyone who is disruptive will be asked
to leave. The staff have a responsibility to keep order in the game and if they ask you to stop doing
something, then you should stop! You can see a list of the staff members who are currently in the game
by typing 'STAFF'.

You can ask for help by typing 'CALL STAFF' - this alerts any staff who are in the game that you have a
question or a problem. It also tells the staff where you are in the game. One of the staff members will
then contact you to offer help.

30.60 About this Manual

The manual covers all of the game that exists so far, and will be updated whenever new features are
added to the game. This manual goes into detail about all aspects of the game. You can also read the
QuickStart Guide, which gets you started in a hurry, and the Command List, which provides a quick
reference.

When explaining how something works, we will use two stereotypical characters as an example.
Newbod is the generic new player - keen and eager to learn, but still wet behind the ears and prone to
making embarrassing mistakes. Dork is the kind of obnoxious nerd who never reads instructions, thinks
he knows everything, wants to be handed everything on a plate without having to work for it, and
usually ends with no friends at all.

You might see some references to the original game creators. We have left them in for historical
reasons but you can assume they all mean current game staff now.

Bella, also known as Our Illustrious Leader. Bella is the creator of the Fed universe - the designer and
programmer, without whom all of this would not exist.

Freya, the Fed2 Game Manager

The demi-goddess Hazed, author of this manual.

30.70 Disclaimer

Whilst we have made every attempt to ensure that the information contained in this Guide is accurate,
Fed2 is a constantly evolving game and modifications are frequently made. Information about any
changes will be found on the electronic notice board in the game itself.

This manual has been reproduced using recycled electrons. No aliens were harmed in the creation of
this manual.
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40.10 Logging on to Fed2

To play Federation, you need to use a program to connect to our game server. You have a number of
options: you can play using our web frontend; you can use a game front-end of your choice; or as a last
resort you can use the basic functions which come with Windows. All of these options are explained
below.

Using Web frontend

This is the fastest way to get into the game. While it isn't a super powerful tool yet, expect more in the
future! Click the Play Now button to get to it.

Using Other Game Front-Ends

You can use any telnet client or game front-end to log on to Fed2. To log on to Fed2, point your game
front-end here:

System Name: play.federation2.com
Port Number: 30003

Using Windows Telnet

If you use Windows, as a last resort if you cannot get access to Fed2 any other way, you can fire up the
basic telnet client that comes with Windows. It's not very elegant, the formatting will be all over the
place, and it has no input window so you won't be able to see what you are typing - but at least it will
show you that it works!

Click the Start button (on the bottom left of your screen) and select Run. In the box that comes up, type
the following:

telnet play.federation2.com 30003

then press return.

40.20 Connection Details

A few notes for those who are more experienced with MUD usage.

Fed2 supports the connect method for login. At the login prompt you can use ‘connect <username>
<password>'to easily script login. Many MUD clients support this a default way to authenticate.

Fed2 also supports GMCP.

40.30 Setting up a Fed2 Character

To play Fed2 you need to have a character. If you don't already have an character, then type ‘NEW’ and
you will be asked if you want to set up one.
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The first thing you are asked to provide is a name for your character, which can be between 3 and 15
characters long and must only contain letters of the alphabet and numbers - with no spaces. If you
choose a name that is already in use by another player or by the game, you will be asked to choose
something different.

Please do not use a name that contains the words Fed or Host; these are reserved for game staff. Don't
use any vulgar words as your name, those are against the rules.

Assuming it is not already being used by someone else, you will be asked for a password - you will have
to type it twice to check you know what you typed. When you type the password, nothing will appear on
your screen, as a security measure.

You will also be asked for your email address. This is important - it is the only piece of information we
have to identify you, and if you ever forget your password, we need to know that you really do own your
account before we can help you.

You are asked to specify a race - which can be anything you like! Spaces are allowed, but no
punctuation, only letters and numbers. Whatever you type here will be accepted, so take care. Note that
there's no benefit to being human, or a droid, or a tentacled blue blob from the crab nebula - your race is
purely cosmetic, designed to help you role-play. It is possible to change your race later, but at a cost -
see the information in the SpyNet section.

Next you are asked about gender. You can choose to be male, female or neuter.

Finally, your character has four attributes to which you allocate stat points: strength, stamina,
intelligence and dexterity. The game automatically sets them at 35 each, but you can change them if you
wish; you have a total of 140 points and each attribute can have a minimum of 20 and a maximum of 70
points. (You only have to type numbers for the first three stats; the game can add up and will calculate
the last one automatically.)

Each of these attributes has a different function. At this stage, some of the stats have more significance
than others:

*Strength - determines how many items you can carry, which isn't all that vital at the moment

* Stamina - a general measure of your health, probably the most important stat

* Dexterity - determines how good you are at manipulating things, not very important at the moment
*Intelligence - determines how powerful a computer you can install in your ship, not very important at
the moment

You can play about with these stats until you are happy with them, although however carefully you
choose, you will undoubtedly realise later that you got it wrong!

Once you are resigned to the fact that you cannot achieve perfection, and you accept something you can
live with, the game checks if the name you have chosen is already in use; if it is not, you can proceed.

40.40 Your first steps in Fed2

Having created your character, you will find yourself in the Meeting Point in Earth's busy spaceport. The
exit from this room is east, and to move you type the initial letter of the compass direction in which you
wish to go.

Page 33 of 248



40. GETTING STARTED IN FEDERATION 2

The first thing you need to do is acquire some form of transport - you can't be a space trader unless you
can leave the planet Earth! Then once you are mobile you can start making groats. If you are impatient
to get started, read the QuickStart Guide on the website to find out how to get yourself a ship.

40.50 Things you need to know at this Point
Before getting down to the nitty gritty of getting a ship and earning a living, here's a few bits and pieces
you need to know about.

Unlike real life, you don't enter Fed DataSpace empty-handed; you start with a communicator which is
part of your personal kit, and stays with you throughout your life in Fed. You should acquire various
other things along the way which will be added to your kit. Type 'INVENTORY' or'l' to see what you've
got.

You also start life with the princely sum of 13,000 Imperial Groats; 'SCORE' or 'SC' shows you your
character details.

You also have one slithy tove - a certificate of ownership of a rare alien creature, which is used to bribe

people. You will need this to get your ship permit. Your slithies show up on your score.
The status of your character is automatically saved by the game.

You leave the game by typing 'QUIT' , which stops your participation in the game but leaves your front-
end program running so you can review your session if you choose.

You should never close your front-end program or log off the Internet without typing 'QUIT' first,
otherwise the game might not know you have left and something nasty may happen to your character
while you are not looking.

When you come back into Fed, you will usually find yourself in the location where you left.

40.60 Returning to Fed

If you played Fed before, welcome back! While F2CE uses the same code base as the last version of
Fed2, we are a new galaxy, so you will have to create a new character. You will find it somewhat faster
to get through the initial ranks.

Also, please note that while Slithies still buy you extras in Fed2 Community we don't sell them. Today
you'll earn 1 Slithy Tove every 5 days that you log into Fed2 Community. Days need not be consecutive.
We're exploring more ways to give away (and earn!) Slithies in-game.

You can always type HELP CHANGES in-game to see an updated list of changes.
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20. HOW TO MAKE FRIENDS AND INFLUENCE

PEOPLE

50.10 Communicating with Others

One of the things you will need to do in Fed is to form alliances with other players. Sure, you can make it
in the Galaxy by being the strong, silent, loner type - but that might get boring in the long run! After all,
Fed is a multi-player game, and you cannot ignore the presence of other players. What would be the fun
in that?

One of the first things you need to know is how to communicate with other players. You can find out
who else is in the game by typing '"WHO' , which will list the current players showing their name and

rank:

>who

Commander Bond
Groundhog Dork
Industrialist Hazed
Commander Ivanova
Adventurer Magellan
Commander Newbod
Captain Picard
Captain Pugwash

8 players

'"QUICKWHO' or 'QW' will give a shorter version by simply showing the character names.

>qw

Bond Dork Hazed Ivanova
Magellan Newbod Picard Pugwash
7 players

If you want a more local version, 'WHO planetname' will tell you who is currently on the named planet,
and 'WHO rank' lists the players of that rank in the game.

If you are talking to players in the same location you can use 'SAY message' . For example, if you type:
say hello everyone, can | buy you a drink?
the players in the same room as you will see:
Newbod says, ‘hello everyone, can | buy you a drink?’
'SAY ' canbereplaced by a single or double quote; no closing quote is necessary.

All other messages are sent and received via your communicator, which is part of your personal kit
when you start the game. There are a number of ways to communicate with players who are not in the
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same location - by sending your message to a named individual, to all players, or to specific groups of
players.

The least selective level of communicationis 'COM message' which broadcasts the message to every
player in the game (provided they have their comm unit switched on). This is the most public way of
talking in Fed, and conversations held on the comms are staff moderated.

Private conversations can be carried on using 'TELL playername message' which sends the message
to the named player only. 'TELL' can bereplaced by 'TB' - that's an abbreviation of tightbeam, which
is how these messages are sent!

Somewhere between the two are transmitted messages. 'XT message' (XT is short for TRANSMIT)
sends the message to all players tuned to the same comms channel, which allows players to separate
up into groupings - small or large - to talk about specific subjects. Channels are created when they are
needed, and vanish again when no-one is using them.

To tune to a channel, the command is 'JOIN CHANNEL channelname' - this will join you to an existing
channel, or create a new one. You can see what channels already exist, and who is tuned to which one,
with 'DISPLAY CHANNEL' . 'DISPLAY' can be shortenedto 'DI'.To find out who is on a specific
channel, type 'DI CHANNEL channelname' . To leave the channel, either join another one or use 'LEAVE
CHANNEL ' .

As you can imagine, it is possible to carry on a number of conversations simultaneously - some private,
some public. To avoid embarrassment, the Idiot's Guide recommends that you learn to tell the difference
between various levels of communication. Fortunately, your communicator can be a great help. For

example:
Your comm unit crackles with a message from Newbod, 'Hello everyone, what's happening?'

Indicates a message broadcast using 'COM' . Had the message been sent using 'XT' , your
communicator would 'relay a message' For 'TELL' messages, your communicator 'signals a tight beam
message'. Armed with this information, you should be able to avoid blushes!

50.20 Relaying your Actions

Sometimes you don't just want to tell somebody something, you want to show them. In Fed, you can
broadcast your life to another person by relaying your actions to their screen. The command is 'RELAY
playername' where 'playername’is the name of the player to whom you want to send your broadcast.
Everything that you type, and everything the game sends in response, will also be sent to the named
player. The relay will last until you stop it, using 'RELAY OFF', or until you log off.

If the person you are relaying to logs off and then back on again, the relay will pick up again, unless
you've stopped it in the meantime.

You can only relay to one person at a time - but if you are the receiver, you can watch as many different
relays at you think you can cope with. To help keep them straight, the relayed message has the name of
the relayer at the beginning of each line, like this:

Your comm unit beeps with a message, 'Newbod is now relaying everything to your comm unit.
[Newbod] >act sips his pint of Diesel's Old Peculiar

Page 36 of 248



50. HOW TO MAKE FRIENDS AND INFLUENCE PEOPLE

[Newbod] Newbod sips his pint of Diesel's Old Peculiar
[Newbod] Dork says, 'You drink like a gurl!'

[Newbod] >relay off

Newbod is no longer relaying activities to you.

Please note that it is extremely bad manners to relay to somebody without first asking their permission!

If you are such an exhibitionist that relaying to one person isn't enough for you, then you can also relay
toachannel. 'RELAY CHANNEL' will relay to whatever channelyou are tuned to, so that all the other
people tuned to the channel can watch you as you go about your business. The relaying will stop when
you leave the channel.

It is bad manners to start relaying to an existing channel,; it is far better to set up a new channeland

then invite people to tune to it if they want to watch your relay.

50.30 Stopping Communication

There are times when you do not want to receive messages. (Indeed, your nature may be such that you
never want to receive messages, although if this is the case you probably won't advance very far in the
game). Comm messages can be suppressed using 'COMMS OFF'; 'COMMS ON' will reverse the effect.
Typing 'COMMS' on its own reminds you if you have comms turned on or off. XT messages can be
suppressed by leaving the channel, with 'LEAVE CHANNEL' .

Tight beam messages cannot be suppressed in general; however, if a particular player is annoying you,
then you can ignore any messages they send using 'BLOCK playername' . The block stops any message
from the player - comm and say messages, TBs, relays, acts, kisses and so on. The only thing you will
see is the player's presence in a room, or the player moving in and out.

You can only block someone who is in the game. The block lasts until you log off - if the annoying player
leaves and comes back, the block remains. You can block as many people as you want at a time.
'BLOCK' onits own lists the people you are ignoring, and 'UNBLOCK playername' removes the block

so messages will get through again.

Note that you cannot ignore staff!

50.40 The Noticeboard

Should you wish to communicate with someone who is not actually in Fed DataSpace at the same time
as you, and should you not be adept at telepathy, you can leave a message. A Galaxy-wide electronic
noticeboard which you access using your communicator allows you to leave messages, and to read
what other people have scribbled. 'POST message' willinscribe your words for all to see. You can post
more than one message, although please be reasonable - you shouldn't try to write a full novel on the
board!

If you make a mistake, you can erase your your messages with the '"UNPOST' command. Keping using it

to remove older messages.

'"READ' will show you the last 25 messages left on the board.
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Messages remain on the board for about 3 days.

50.50 Buying Drinks for your Friends

As you trundle around Federation DataSpace, generally having a wild and wacky time, your stamina is
going to dwindle. Typing 'SC' brings up your score display so you can check your current stamina.

To replace lost stamina you eat or drink something. The usual method is to visit one of the Galaxy's
many bars and restaurants, and buy yourself something to eat. 'BUY FO0OD' gets you a meal which

replaces 5 stamina, at a cost of 10 groats.

The more sociable optionisto 'BUY ROUND', which buys a round of drinks for everyone in the bar
(including you) and 'BUY PIZZA' which, as you can probably guess, provides a pizza for you and your
buddies. A round costs 5 groats per person, and replaces 2 stamina. Pizzas cost 10 groats per person,
and replace 5 stamina.

There is somewhere on every planet selling refreshments, but most of them are dull places, either full
of boring people talking about prostate operations, or totally deserted. Only one bar is worth visiting;
only one place is guaranteed not to water the beer. That is the legendary bar that is the Social Centre of
the Solar System - Chez Diesel on Mars, as recommended by all travel guides and the InterGalactic
press, and which, following extensive research, the Idiot's Guide feels it can whole-heartedly

recommend.

After all, there is a lot more to Fed than just dashing around making loadsagroats! Making friends,
chatting, forming (or destroying) alliances and taking part in wild bacchanalian parties are not only jolly
good fun but will stand you in good stead for the times when you will need help to advance.

Everyone drinks in Chez Diesel, and the Idiot's Guide recommends that it is one of the first places you
visit after you have bought your ship. There are directions to the Social Centre of the Solar System later
in this Guide.

The best way to make friends and influence people is to buy them a drink. In our not-at-all-humble
opinion, 'BUY ROUND' is THE most important command in the whole game. If you are not satisfied with
the house beverage, you can be more specific when you buy drinks for people. 'BUY ROUND a large
glass of Jack Daniels' will buy everyone in the bar a large glass of JD! Pizzas can also be
customised with the topping of your choice - the command works in the same way as buying a round.

50.60 Socialising with your friends

Fed is a social game and there are many commands to let you interact with other players. You can kiss,
hug, cuddle, snog, tickle, and grope players - 'TICKLE NEWBOD' does just that. The game adds a

qualifier at random, just to liven things up a bit.

Using the magic of modern technology, you can also kiss and hug people remotely - the kiss is sent via

your communicator.

You can also smile, either generally, or at someone special. 'SMILE' on its own just flashes a smile at
whoever happens to be in the room, whereas 'SMILE playername' directs the full intensity of your grin
at your chosen person. Like kisses, smiles can also be sent remotely.
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However, as in real life, it is bad manners to grope a stranger so these commands should be used
sparingly. Kissing someone without their permission is not going to make you any friends; quite to the

contrary in fact!

Relating to other people in Fed can be as simple or as complex as you like, using the more powerful Act
command. 'ACT giggles foolishly' will resultin the message 'Newbod giggles foolishly' for all the
other players in the same room as you. This allows players to role-play very detailed scenes. While
hanging around in Chez Diesel (SC of the SS) you might see such behavior as this:

Hazed taps loudly on her empty glass hoping that someone will take the hint.
Dork takes the hint and pours some water into Hazed's glass.
Hazed spits in disgust and biffs Dork around the ears.

Avariation on this command is Acts. This works in the same way but puts an apostrophe-S on the end of
your name. Typing 'ACTS heart beats faster due to the excitement of his proximity to the
demi-goddess Hazed' will result in the message '‘Newbod's heart beats faster due to the excitement of

his proximity to the demi-goddess Hazed.
Let the thespian inside you run riot!

The 'MOOD' command lets you add a short description to the otherwise boring messages that say you
have just entered, left or are simply loitering in a room. For example, if you type 'MOOD Looking
confused' then people will see you as 'Looking confused Newbod is here'. The mood can be up to 95

characters long.

You can check out somebody else's mood with 'GLANCE playername' or gauge the mood of the whole
room with 'GLANCE ALL'.

The mood is saved until the game is reset, at which point you are reset to a bland, moodless state. So
whether you're in the mood for dancing, in the mood for love, or just in the mood, you need to retype
your mood each day.

'"CLEAR MOOD' returns you to a moodless state. Typing '"MOOD' on its own reminds you what kind of
mood you are in, if any. If you have to use this too often, we suggest you try '"MOOD A forgetful'!

50.70 Bar Games

While hanging about in a bar with your friends, you can play a numbers game called Lucky Louie,
wagering small amounts of groats on your guessing ability.

The game can be played in any bar, and here's how it works. A player forms a game and decides what
the stakes will be, between 1and 10 groats. Two other players join the game and put up the specified
stake. Each of them chooses a number greater than zero. If all the players choose different numbers,
then the one with the middle number wins. If two players choose the same number, the one with the
different number wins. If all three players choose the same number, the round is a draw and the stakes
remain in the pot for the next round.

The command to set up a gameis 'START LOUIE amount' where 'amount'is the size of the stake
(between 1and 10). 'JOIN LOUIE playername' allows two other players to join the named player's
game. 'DISPLAY LOUIE' gives you areport onthe game you are currently playing.
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To guess a number, just type a number - if you're taking part in a louie game, it's assumed that any line
you type that starts with a number is your guess. When you make your guess, your stake will be
deducted. You can change your mind and put in another number, but you'll have to pay the stake again.

The winner of the round will be given the groats in the pot, up to the daily limit of 1,000ig - nobody can
receive more than that amount in any one day, either by gift or winning at louie. You can keep on playing
once you reach the limit, you just won't receive any more groats. However, if you buy any rounds, the
amount you spend will increase the amount you can receive accordingly.

'LEAVE LOUIE' takes you out of the game; walking out of the room does the same.

50.80 Getting Married

Having made friends with lots of people and attended many wild parties, you may find yourself
becoming very special friends with one person in particular. A close relationship may form and
eventually, if you are spending all of your leisure time with that certain someone, you will decide it's
time to get married.

The Galactic Administration usually only registers marriages between members of the aristocracy,
where matters of inheritance and the transfer of wealth, property and titles are concerned. However,
the official registrar has been known to accept bribes, and will officially register your marriage for one
slithy. Gather your wedding party together in the registry office on Earth and use the command 'MARRY
playername' . A notice will be posted in the SpyNet Review.

Because there are so many religions and belief systems held throughout the Solar System, the Galactic
Administration makes no attempt to provide a religious service for those wishing to marry. The registrar
provides a simple civil union and officially registers the details of the wedding, and it is up to the happy
couple to arrange whatever religious ceremony and blessing they desire.

Once married, you will wear a wedding ring inscribed with the name of your beloved, and anyone who
examines you will see who you are married to.

Should your state of wedded bliss fade after a while, then you will be able to divorce your spouse for the
cost of two slithies. Go to the registrar and type 'DIVORCE' to dissolve your union - your soon-to-be-
ex-spouse does not need to be present.

50.90 Style and Textile

If you examine yourself (type 'EX ME' ) you will find you have the standard description:
Newbod is dressed in a nondescript grey coverall, like most of the rest of the population.
Dull, isn'tit?

So change it! You can customise your appearance and change it as many times as you want, all thanks to
the miracle of modern technology that is nano-chameleon clothing. This suit can be reconfigured to
change your clothes to anything you please - wherever you are! Sartorial elegance can be yours at the
touch of a button; no more hanging around in clothes shops, being measured and fitted in drafty
changing rooms. Now you can alter your look on a whim, with no mess, no fuss.
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The command is 'CHANGE CLOTHES description' where 'description'is what you want people to see
when they examine you. The words you enter are exactly what people will see when they look at you, so
you need to include something like 'Newbod is wearing... or 'You see...' as part of the description. You are
limited to 220 characters, but that should be plenty to show off your sartorial elegance.

You can change your clothes anywhere, and the Digital Clothes Management software will charge 10
groats as a licensing fee. The Idiot's Guide recommends that you invest in some decent clothes right
away. You will never gain the respect and friendship of other players unless you look trendy!

It wouldn't be any use being able to dress up, if you couldn't look at other players to see what they are
wearing, and perhaps criticise their fashion sense. The 'EXAMINE' command does just that - 'EXAMINE
playername' shows youthe named player's description. 'EXAMINE' can be shortenedto 'EX' . To look
atyourself, use 'EX ME'.Humming You're so vain' as you do so is optional.

As if new clothes weren't enough of a fashion statement, you can also decorate yourself with various
items. The most prestigious thing to be in possession of is a keyring, which can be obtained with a slithy
tove from Gallagher's store on Earth. The basic keyring comes with the key to the Galactic
Administration executive washroom, a very prestigious perk. To buy a keyring, the command is - as you
would expect - 'BUY KEYRING'.

The keyring is also used to display special trinkets and charms. There is one new charm on sale every
month, and special seasonal charms for holidays such as Christmas, Halloween and St Patrick's Day.
Each charm is a limited edition item, available for short periods only and never repeated. Buy a charm
with 'BUY item' where 'item'is the charm you want to buy. Charms are put into your inventory when
you buy them, so long as you are not carrying too much! You can attach one of your charms to your
keyring with 'CLIP objectname' - for example, ‘clip rose charm. Infact you can clip any object to your
keyring, not just charms. The keyring will only hold one item at a time, so clipping something else will
remove the first item. To remove the item without replacing it with a new one, use 'UNCLIP'.

When someone examines you, they will see your keyring and what is attached to it.

There are other ways to show off the objects in your inventory so other players can see them: you can
wear or carry any object. The command 'WEAR objectname' isintended for items of clothing, jewelry
or anything else that might adorn your person - although you can wear any object from your inventory if
your idea of fashion is strange. You can wear as many things as you want at one time. Remove items
with 'DOFF objectname' .

If you want to show something off without trying to start a new fashion trend, you can carry it, with

'CARRY objectname' . This has no actual effect on what you can do with an object or how you use it -
it's simply a way to show it off. Once again, you can carry as many things as you want, no matter how
many hands (or equivalent) you have. To put something away again and stop carrying it, you 'POCKET
objectname' .
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60.10 Ground Travel

Having got past the initial hurdles and introduced yourself to Fed and its personalities, you will need to
start exploring. You can travel to exotic parts, meet interesting people, and buy them a drink! Which is
much more fun than killing them.

You move around by using the eight compass directions - 'N', 'NE' ,'E'and so on. You can also use the
commands 'UP', 'DOWN', 'IN' and 'OUT' (or'U,'D'and'O'-sadly 'IN' cannot be shortened).

Each location you are in has a detailed description which describes where you are, and what is
happening. This will give you some idea of the function of the room. The description usually tells you
what exits there are, although there's no guarantee that there won't be 'hidden' exits that are not
mentioned in the text.

When you enter the room, you will also be told which other players are present, and if there are any
objects or mobiles in the room. Objects and mobiles are explained later in the manual.

Once you know your way around, you can choose to dispense with the long descriptions of every
location. You can turn them off by typing 'BRIEF' and then you will only be given the name of the
location when you walk into it. You can turn the long description on again by typing 'FULL' .

If you forget what room you are in you can type 'LOOK' or 'L and the full description of the room will be
displayed again, along with the info about who and what is present.

If you merely wish to find out with whom you are drinking when you are propping up the bar in Chez
Diesel (SC of the SS) then 'GLANCE' or 'GL' will simply give you the name of the location and tell you
who or what is there. A variant on this command lets you see a player's mood, with 'GLANCE
playername' , or gauge the mood of the whole room with 'GLANCE ALL'.

60.20 What you can do in Location

There are game commands that are specific to the location, or type of location, you happen to be in. For
example, in a bar you can buy rounds for your friends; in the shipyard you can buy a ship; in the offices
of Armstrong Cuthbert you can get jobs; and so on. The name of the location may tell you what you can
do there, or you may find out by reading the description carefully.

Sometimes a location will offer you a way to move to another part of a map without walking - for
example, on Earth there is a monorail linking various parts of the planets, and on Venus a shuttle giving
access to the mines. Many planets also have elevators linking different levels.

You will also find some areas on planets which you cannot just walk into. You may need to do something
specific before you can proceed, such as press a button to make an elevator move or press a touchpad
to open an airlock.
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Some areas of the game cannot be entered without first solving a puzzle, or being in possession of a
particular item (such as the key to the executive washroom), and some you won't be able to enter until
you are at a higher rank.

One thing you can do in all locations is type 'SEARCH' , which gives the room a thorough going over
looking for anything hidden. However, searching uses up energy - 10 stamina when you're on a planet,
or 10 fuel in space - so it's not something you should do unless you have reason to believe there may be
something secret to find. Taking the brute force approach and searching every single room just in case
is not going to be practical!

60.30 The Solar System

Once you have a spaceship (patience - the next section tells you how to buy a ship) you can visit other
planets. In addition to Earth, there are a number of other bodies in the Solar System you can visit and
explore - planets, moons, smaller bodies and artificial space stations.

The main Solar System planets (or bodies) you can visit are Castillo*, Magellan, Mars, Mercury, the
Moon (also known as Selena), Paradise, Pearl, Phobos, Rhea, Sumatra, Titan and Venus. There is also the
asteroid belt, found between Mars and Jupiter, which you enter by typing 'IN' . Right now, the
following asteroids have been cleared for trading: Brass, Doris, Silk and The Lattice.

And of course, there is the sun, blazing brightly and providing life and energy to our Solar System, which
you should avoid flying into unless you want to become crispy-coated Newbod!

Should you forget which planet you are on, after a heavy night of socialising with your friends in some
obscure bar, your score display will remind you.

Clearly, flying your new spaceship to these planets would be a lot easier if there were a map of the Solar
System which showed their positions. Aren't you lucky, then, that just such a thing is available? Look
around on the website and you will find it.

You can upgrade your ship's navigation computer using one slithy so it will automatically navigate
between planets. Visit Arnie's Surplus Store on the Moon to get the upgrade - the command is 'BUY
NAVCOMP SOFTWARE' . Once it is installed, 'GOTO planetname' will zoom you to your destination faster
than the speed of light. It only works from an orbit - you can't use it from the depths of the
Interplanetary Wastes. If you sell your ship and buy a new one, you lose the upgrade and have to get a
new one installed.

You are encouraged to explore the Sol planets thoroughly - you are going to need to know your way
about when it comes to working for a living. To get you started we provide a set of maps showing the
routes between the shuttle landing pads and Armstrong Cuthbert offices on each planet. Armed with
these you will be able to haul cargo, which is what you do for the first couple of ranks.

These starter maps can form the basis of more detailed maps which you make as you explore the rest
of the planets.

The most important place for you to find is Chez Diesel (SC of the SS) on Mars as you will want to take
every opportunity to buy a pint of Diesel's Old Peculiar for your superiors. To make your way from the
Mars landing pad to Chez Diesel (SC of the SS), the directions are: E, N, N, N, N, N, N, N, U. Cheers!
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Some areas of the game cannot be entered without first solving a puzzle, and some you won't be able to
explore until later stages in the game.

* Amateur astronomers will be aware that Castillo should be Callisto. Abysmal spelling on the part of
Bella, the creator of the Fed universe! Too much work to fix!

60.40 Venturing out of the Solar System

Players who have amassed 50 hauling credits can leave the claustrophobic confines of the Solar
System and visit truly strange new worlds - those built by other players.

Star systems are grouped into economic and political units called cartels, ruled over by a Plutocrat.
They own the hub system which links the cartel to the rest of the Galaxy.

Each system has an Interstellar Link, which you use to jump through hyperspace to the link in another
system. When you are in a cartel, you can jump directly to any of the systems within the cartel, but to
move to another cartel you must go via the hub system. If you have goods in your hold then you will pay
a customs levy on the cargo when you enter a new cartel.

New systems that link to the game are automatically put into the Sol cartel, of which the Solar System is
the hub.

In Sol, the Interstellar Link is situated a few sectors to the west of Titan on the edge of the Solar System.
To travel through hyperspace to another star system, the command is 'JUMP systemname' , which
sends you to the link in the specified system, assuming there is a direct link between the systems.
Typing 'JUMP' on its own lists the systems you can jump to from your current system. 'JUMP' can be
abbreviated to ).

'"DISPLAY SYSTEMS' will list all of the systems and give a little information about each one, including
the planets contained in it. It will only show you the systems that are currently open; to see all of the
systems, including the closed ones, use 'DISPLAY SYSTEMS ALL'. 'DI SYSTEM systemname' will give
you more details about the specified system and its planets, including which cartel it is in; if you leave
off the system name, you will be given information on the system you are currently in. 'DI PLANET
planetname' tells you about the planets; again, you can leave off the planet name and you'll be told
about the world you are on.

To find out what system a planet is in, without getting all the other information that the planet display
gives you, type 'WHEREIS planetname'.

Once you are in the new system, you can fly around, land on the planet, explore it, and die just as you
can in the Solar System. Player-planets can be much more hazardous than Sol Space, so when exploring
them, make sure you are insured. If the system has a hospital of its own, your death will transport you
there, and insurance will be on sale at your bedside; if it does not, you will be shipped back to the
hospital on Earth.

Should you annoy the owner of a star system, they could decide to deny you admittance in future by
exiling you. This means you won't be able to jump into the system but will be turned back at the border.
If you are already in the system when they issue the order or banishment, you will be unceremoniously
chucked out. You can see a list of all the planets and those who have been exiled by typing 'EXILE'.
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60.50 Custom Searches

The Galactic Administration is worried about smugglers and other nefarious types who attempt to
transportillicit cargoes around the Solar System. To prevent such lawlessness, the customs service
patrols the interplanetary wastes with the intent to stop and search vessels. Should you be intercepted
by a customs cutter, you will be escorted off the main routes to a quiet section of Sol space, and such a
search will be carried out.

Not wishing to inconvenience law-abiding citizens, the very nice customs officers will, on completion of
their search, top up your fuel tank for you. They will also notify Armstrong Cuthbert that you have been
delayed, so that if you are carrying cargo you will be given more time to complete the delivery.

If you find the attention of the gentlemen from customs a real nuisance, you can use a slithy to bribe
one of the officers to give you an exemption certificate which will keep them off your back for 31 days.
Visit the customs shed on Earth to obtain this valuable bit of paperwork - the command is 'BRIBE
MANAGER' .

60.60 Staying Alive

There are only a very few places in the Solar System that can kill you, and they all have some warning so
the astute can avoid them - only the really careless should fall prey to them. However, if you should be
unlucky (or stupid) enough to die a horrible death, this isn't as bad as it sounds. In Federation
DataSpace, death does not have to be fatal. If you purchase Life Insurance you can be cloned, then
should you meet an untimely end, you simply wake up in the nearest hospital surrounded by get-well-
soon cards. As part of the service, all your belongings are recreated for you so you do not lose objects in
your inventory, or in your ship storage locker. Even if your ship is destroyed along with your body, the
cloning service will replace it as good as new.

Your first insurance is free, and is automatically granted to you when you take your first faltering steps
in this brave new world. But don't get complacent - after each resurrection you will need to purchase
more insurance, because it only covers you for one death.

To make it easy for you (and to maximise the money-making abilities of the insurance industry),
insurance salesmen will hover around your sickbed like rapacious vultures and be ready to sell you a
new policy as soon as your clone opens its eyes (or equivalent).

The command to buy insurance is 'INSURE' .

Your score shows whether you are insured or not, and if not, tells you how much your new policy will
cost. The price increases with each death, because the more accident-prone you are, the greater a risk
you become. So even though insurance means that death need not be the final farewell, the Idiot's Guide
recommends that you exercise some caution and avoid jacking your premium sky-high.

As with many things in this corrupt regime, you can reduce your premiums again by 'persuading’
someone to alter your record at the insurance company. You'll need to talk to the appropriate droid on
Venus, and 'BRIBE ZORK857' . For one slithy tove, it'll take 5 deaths off your record.

Speaking of death, should you wish to kill yourself deliberately, the 'SUICIDE' command will pull the
plug on your miserable existence. If you have insurance then you will wake up in hospital, at which point
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you can either suicide again to wipe yourself out completely, permanently, forever and with no turning
back - or if you've had second thoughts, purchase more insurance to ensure your continuing existence.

60.70 Teleportation

For those that are too lazy to walk, the wonders of matter transmission will let you teleport around the
Galaxy with ease. You rent a teleporter from Emily's Emporium of of Mechanical Delights & Electronic
Wizardry on The Lattice (use the green disks) at a cost of 1 slithy tove for 30 days. The porter shows as
part of your permanent kit in your inventory and is labelled with the number of days before the rental
agreement runs out. To rent the porter, go and visit Emily and type 'RENT TELEPORTER' .

"ADDRESS' gives you the teleport address of the location you are currently in, so you can compile a list
of useful addresses. It only works if you have a teleporter. There's also some handy Sol addresses at the
end of this page.

There are a range of teleport commands, depending on where you want to go. 'TELEPORT' takes you to
the LP of the planet you are on. 'TELEPORT address' where 'address'is a location number ports you to
the specified location on the current planet. 'TELEPORT planetname' will take you to the LP of the
named planet, provided it is in the same system. 'TELEPORT systemname.planetname' sends you to
the LP of the named planet in the named system. You can only port to the LP of other planets - you can't
go directly to a specific address.

In allthese commands, 'TELEPORT' can be shortenedto 'TP'.
There are a number of things that will stop the porter from working:

*You can't teleport to or from a location that has been teleport shielded.

*You can't teleport if you are carrying an object that has been teleport restricted, either in your
inventory or your ship's locker. Restricted objects are marked when you display the inventory or locker.
*You can't teleport if you have any cargo in your ship's hold.

*You can't teleport to a planet which you have been exiled from. If you try, you'll suffer a hefty fine.
*You can't teleport to a closed system.

*You can't teleport into space, which is a relief, because if you could you would probably die!

*You cannot teleport when you are in your ship.

If you teleport to a place that would kill you if you walked into it, you will die just the same.

Should you try to port to a non-existent address you will temporarily be sent to Hilbert space, but the
emergency circuits in the equipment will yank you back before too much damage can be done - you will
lose some stamina, so trying numbers at random is not a good idea unless you do it from a bar where
you can keep eating!

Useful Address
To get you started, here are some useful addresses in Sol:

Earth:

Galactic Admin HQ - 782
Outside Gallagher's - 651
Lucky Seven - 1479
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Meeting Point - 390
Hospital Foyer - 1370

Mars:

Outside Chez Diesel - 325
Probe Graveyard - 1096
Entrance to the Ruins - 781

Mercury:
Sizzling Wok - 648

Moon:
Mario's - 847

Venus:
Cargon City Shuttle Station - 713
Museum Lobby - 523

And for those engaged in economic activities, a list of the exchange addresses:

Brass - 264
Castillo - 199
Doris - 531
Earth - 911
Lattice - 2068
Magellan - 971
Mars - 452
Mercury - 326
Moon - 591
Paradise - 455
Pearl - 141
Phobos - 277
Rhea - 653
Silk - 327
Sumatra - 1159
Titan - 713
Venus - 452
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MAINTENANCE

70.10 Buying a Ship

Federation is a space trading game. The operative word here is 'space’, so you are going to need a
spaceship to get around in. Of course, this is optional - you could decide to become the oldest
GroundHog in the history of the game, but the Idiot's Guide does not recommend this approach because
you will miss out on an awful lot of things, not least of which is the chance to visit Chez Diesel (Social
Centre of the Solar System) to sample the famous ale, Diesel's Old Peculiar, and perhaps buy a pint for
the regulars.

Assuming you choose to become upwardly mobile, you first need to obtain a Shipowner's Permit. This
can be had from the appropriate department in the Galactic Administration's HQ, a huge office block in
the commercial district of Earth. The route from the Meeting Point, where you start out, to the GAHQ is
shown on the starter map of Earth.

Bureaucracy being rampant in the Galaxy, finding the ship permit department isn't the end of your
problems; getting a permit without getting tangled up in time-consuming red tape isn't an easy task -
you have to resort to bribery, which involves paying out cash and a slithy tove (a token used for high-
level corruption).

Having successfully outwitted the bureaucracy of the Galactic Administration, you should rush off to the
Jarrow Shipbuilders office, (which you passed on the way to the GA HQ) clutching your permit in your
sweaty palm (or equivalent), and order yourself a ship.

Ships come in all shapes and sizes, with many configurations of features. GroundHogs are spared the
confusion of having to make a decision; the SalesDroid will offer you the starter special, a standard
model for first-time buyers that is extremely good value. Type 'BUY SHIP' and the droid will tell you
about the deal; agree to the terms by typing 'YES' , and the purchase will be complete.

Your new ship will allow you to leave the confines of the planet Earth; it has a cargo hold in which you
can pack goods for delivery or sale on other planets; and it also has a ship storage locker in which you
can stash objects you don't want to lug around with you. All mod cons, in fact!

70.20 Dude, Where’s my Spaceship?

The kind of ships used by space traders, such as you aspire to be, don't land on planets - they get parked
in orbit, and the owner uses a personal shuttle to flit down to the surface of the planet, landing in the
spaceport on the shuttle landing pad.

When you buy your very first ship, Jarrow Shipbuilders deliver it to Earth orbit and park the shuttle on
Earth's shuttle landing pad, waiting for you.
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70.30 The Financial Side of Ships

Now, ships cost money. A lot of money. You start your Fed life with some cash, but barely enough to buy
a pushbike, let alone a superduper whizzbang trading spaceship. So as part of their services, Jarrow
Shipbuilders will arrange a loan with the bank to finance the entire cost of your first ship. How generous
is that? Loans are only available to first-time buyers; those trading up to a new model have to fund the
whole cost themselves.

Having hocked your soul to the bank for this huge loan, you will of course have to start paying it back.
The Bank will automatically skim 10% off any money you earn by doing cargo jobs. You can make
additional payments at any time - 'REPAY 10' deducts 10 ig from your bank balance, and reduces your
loan balance by the same amount. The amount of your outstanding loan is shown on your 'SCORE'

display.

If you do want to make extra payments, don't use up all your groats... make sure you have enough left
for fuel and for buying drinks for your friends.

70.40 Space Navigation

Congratulations, Commander Newbod! You are now the master of a shiny new ship, and incidentally you
have earned your first promotion - you are a GroundHog no longer. Presumably you will want to start
cruising the spaceways, boldly going where no Newbod has gone before.

Head for the shuttle landing pad in the spaceport, and get into your shuttle using 'BOARD SHUTTLE' or

'"BOARD' for short. The shuttle will shuttle you into orbit and connect to the mothership, and you will be
ready to fly off into the Interplanetary Wastes. The same command reverses the procedure, landing you
on whatever planet you are orbiting around.

To move in space you use the compass directions, just as you do on the ground (North is regarded as
being towards the Galactic North Pole, wherever that might be). The other movement directions - 'U’, 'D|,
"IN' and 'OUT' - may also work in certain areas of space; for example, youuse 'IN' to enter the

asteroid belt.

Judicious use of bribery can save you wear and tear on your fingers - for the cost of 1slithy you can
install an upgrade to your navigational computer that will allow you to move automatically between
planets using the command 'GOTO planetname' . Visit Arnie's Surplus Store on the Moon to get the

upgrade, which lasts until you sell your ship.

Your first foray into the Interplanetary Wastes should take you to Mars - W, NW from Earth - where you
can visit the legendary Chez Diesel (SC of the SS) and buy a drink for the regulars.

70.50 Fuelling Up

You've bought your new ship. You've been whizzing back and forth across the Solar System, exploring,
buying drinks for people in Chez Diesel (SC of the SS) and generally having a good time. Suddenly, a
warning buzzer sounds... this indicates that you are in imminent danger of running out of fuel.
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When you buy your first ship it will come with half a tank of fuel, courtesy of the management. As you
move around space this will be used at the rate of 1ton per move for the basic small ships. Of course,
larger ships guzzle fuel and are consequently more expensive to run, as you will discover when you can
afford to trade up.

If you look at your ship's status (type 'STATUS' or 'ST') it will tell you how much fuel is in the tank.
The warning buzzer sounds when the level reaches ten tons and continues until you top up the tank, or
you run out completely. 'BUY FUEL' will fill up your tank. Fuel, of course, is a volatile substance so
Galactic Administration regulations on hazardous materials prohibit the refuelling of ships while you
are still on board unless there is an emergency. So although you can buy fuel anywhere, we strongly
recommend that you arrange for your ship to be refuelled while you are on a planet, not least because
of the cost.

Fuel bought when you are grounded costs 10 ig a ton; the cost in space is 50 ig a ton, since there are no
service stations in the Interplanetary Wastes and the fuel has to be shipped out to you. A loophole in the
regulations means that the fuel companies can charge the space premium even if your ship is in orbit,
so long as you are still on board.

To avoid this embarrassment, the Idiot's Guide recommends that you refuel every time you touch down
on a planet.

If you are stupid enough to run out of fuel in space, only buy the absolute minimum you need to reach
the nearest planet. You can buy less than a tankful with 'BUY tons FUEL' where 'tons'is, of course, the
number of tons you wish to purchase.

If you run out of fuel and don't have enough money to buy more, you can cadge a loan from another
player - so long as you are not stranded in space. If that happens you are really in trouble!

70.60 Trading Up

Sooner than you think, you will want to trade in your spaceship for a bigger model with go-faster
stripes. You can only sell things that actually belong to you, so before you can trade her in you have to
repay the outstanding loan that has been hanging round your neck like an albatross. This, incidentally,
will trigger your next promotion - once your loan is repaid you become Captain Newbod.

Jarrow Shipbuilders pride themselves on providing an all-inclusive service, so they will take your rusty
old ship off your hands in part exchange when you buy a new one, knocking 50,000 ig off the price. If
that sounds like a pittance considering what you paid for it, don't forget that the loan you took out
included a hefty interest payment - there is no such thing as free banking!

This time when you type 'BUY SHIP' from the comfort of Jarrow's spacious salesroom, you will have a
chance to specify exactly what makes up the ship of your dreams. You will be asked what size hull you
want, if you require extra armor or any shielding, what weapons you want, the level of computer, the
size of power plant and the size of fuel tank. At each stage of the proceedings, you are given an update
of the price and the cargo space remaining, and at the end the salesdroid will show you the final specs
and ask you to confirm your purchase.
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There are restrictions of the size of ship you can buy. Guardian ships are only available to Merchants
and above, Mammoth ships to those who have reached the rank of Industrialist, and you have to be at
least a Manufacturer to fly around in an Imperial.

Remember that the larger the ship, the more fuel it will consume!

Don't be tempted by all the bells and whistles the smooth salesdroid will offer. At this stage in your
career your main concern is cargo space - add-ons take up room that could otherwise be used to carry
lucrative cargo. Besides, the Galactic Administration is currently enforcing a strict moratorium on the
use of weapons in Sol space, so there is little point arming yourself to the teeth (or equivalent).

When you buy a new ship, your storage locker is moved from the old ship to the new, along with all its
contents. However, if you have bought the navcomp software upgrade, that won't be transferred to the
new ship; you'll have to buy it again.

Of course, you don't have to buy your ship from Jarrow; you could visit one of the out-of-Sol planets and
trade your ship in there. Planet owners can vary the prices at which ships are sold, so you may end up
paying less. If you type 'DI PLANET planetname', the planet display will show the shipyard markup. If
it's a negative number the ships will be cheaper than in Sol; a positive number and they will be more
expensive. A markup of zero means the price will be the same as Jarrow Shipyard.

Ships bought in Sol will be registered to Panama. Outside of Sol, some planets will have their own ship
registration facility so that if you buy your ship there it will be registered to that planet. You can see a
list of all the ship registration facilities by typing 'DI REGISTRY'.

70.70 Ship Repairs

Right now there's no way for your ship to get damaged so it won't need repair, but once ship fighting
returns to the game you will need to patch up your leaky hull or repair any bits of equipment that have
been damaged in a fight.

You can repair your ship at any repair yard ' most planets will have one, usually on the landing pad. In
Solyou can find a repair yard on Earth, Mercury and Venus.

To repair your ship, the command is 'REPAIR SHIP' . This fixes everything that is wrong with the ship.

You can get an estimate first with 'REPAIR SHIP ESTIMATE' . Note that since the materials used in the
repair are purchased from the exchange, there may be differences between the actual cost and the
estimated cost of the repairs ' the shorter the period between the call for an estimate and the request to
repair, the less likely there is to be a significant change. It also means the cost will vary from planet to
planet so it will pay to shop around.

Right now you won't actually be charged for the repair, no matter what the game tells you. The charge
will only be implemented when ship fighting goes in.

Page 51 of 248



80. MAKING PROGRESS

80. MAKING PROGRESS

80.10 Ranks

Ranks are important in Fed2, not just because they are a visible indication of the progress you are
making, indicating that you are superior to some people (the lower orders) but inferior to those who
have climbed higher than you, but also because what you do to earn your living changes drastically
when you promote.

At any stage, you can type 'RANKS' and see a list of all the ranks in the game, and be told what you
need to do to promote to your next level. You can also use this command to find out the promotion
requirements for other ranks. 'RANKS rankname' will give the requirements to promote from the given
rank; for example, 'RANKS CAPTAIN' would tell you what you would need to do if you were a Captain.

The following sections explain all the details about how you make your living at each rank; but just to

give you an overview, here is a summary.
GroundHog

The lowest of the low in Fed is the GroundHog. We all have to start out at this pitiful rank, but unless
you enjoy having derision and scorn poured upon you, the Idiot's Guide recommends that you cease to
be a GroundHog as soon as possible.

You will become Commander Newbod as soon as you acquire your first spaceship. This Guide contains
all the information you need to drag yourself out of the squalor of GroundHogdom, so there's no excuse
for not making it to Commander in pretty short order.

Commander

As you proudly display your new ship, you will soon realize that being a Commander is little
improvement! You will have signed your soul over to the bank on a finance agreement and the only way
to redeem it is to repay the loan. And that means working for a living. At this stage, your work consists of
carrying cargo around the Solar System and being paid for the delivery. When you've done a certain
number of jobs you can leave Sol, jump through hyperspace and contract for more lucrative jobs in
other star systems.

After many hours of hard work, you will finally repay the loan and become a...
Captain

You are now the proud owner of your own spaceship - but not much else! You continue to do cargo jobs,
but this time the bank is no longer slicing 10% off your income.

Once you make enough money, you can trade your ship in for a larger model, which allows you to carry
bigger loads, which pays you more groats. At the same time, each job you do gives you hauling credits,
which are important for your next promotion. Once you have completed the magic number of 500 and
enter the Adventurer’s Guild on Earth you will become an...

Adventurer
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At last you are starting to make progress! As an Adventurer, you no longer have to carry cargo; instead
you are entrusted with small, valuable items to be carried between specific places on the various Sol
planets.

As you do these akaturi jobs you will be awarded akaturi credits, and you need to amass 25 of those in
order to qualify for your next promotion. You will also need 55,000 ig in the bank. Once you have met
those targets, you need to apply for membership of the Trading Guild, by visiting their HQ on Earth. If
they are satisfied that you fulfil their stringent criteria, they will admit you to their august ranks, and
you will become a...

Merchant

Now you are entering the big leagues. As a Merchant, you buy commodities from trading exchanges and
sell them on other planets at (hopefully) a profit.

On promotion to Merchant, you get a boost to your stats - 5 points is added to your strength, stamina
and dexterity.

Each successful trade you complete will gain you two Merchant Rating points; an unsuccessful trade
will lose you one point. You need 800 MR points to qualify for your next promotion. You will need to visit
Messrs Trumble, Cruikshank and Bone on Earth to lodge a 400,000 ig bond and appoint them as your
brokers - the command is 'DEPOSIT A BOND' - and then you will be promoted to...

Trader

As a Trader, you stop making money from buying goods, carrying them elsewhere and selling them, and
switch to buying futures contracts. Your proficiency at this enterprise is measured with trading points
which are awarded and taken away depending on how profitable each contract is.

Your goal as a Trader is to achieve a Trader Rating of 300, by making profits on futures contracts. Once
you have done that, you are ready to promote to the next rank. The promotion will happen when you
register a business of your very own.

Industrialist

Registering a business makes you an Industrialist, the CEO of a company which owns factories churning
out an endless stream of commodities. On promotion to Industrialist, you get 15 extra intelligence
points.

This rank is relatively free of pressures since with a private business you are the boss and the
shareholders can't overrule you. You can choose when to promote; there are no requirements at all
although you'd be advised to stick with it long enough to pile up some cash in your business. Whenever
you choose to do it, you launch an IPO to convert your business into a company and you will become a...

Manufacturer

As a Manufacturer, you have successfully undertaken an IPO to change your business into a public
company. You continue to run factories, but now the training wheels are off. You don't get any say in
who buys the shares, you have to cope with maintenance and shareholder disaffection, but on the plus
side you can buy more shares in your company and can upgrade the facilities, and can buy more
factories.

Page 53 of 248



80. MAKING PROGRESS

Once you have run your company for four cycles without getting in such a mess you are forced to
declare bankruptcy, you can sell off all your factories and depots, and at the next reset promote to...

Financier

Financiers continue to run companies, but now they are financial instead of manufacturing companies.
Your company earns groats by bidding for shares in businesses and buying shares in other companies.

Financial companies can also trade in futures contracts.

Your goal as a financier is to build up a nice big company balance, so that when you promote to the next
rank, Founder, you have a big float to start your planet treasury off. There's no actual requirements for
that promotion - you go when you are ready, by getting your planet linked into the game, at which point
you become a...

Founder

Founders are planet-owners, with their very own population to oppress. As part of the promotion to this
rank you link a planet into the game - you can design it yourself, or use one of our stock planets. Then
you run the economy of the planet, working with CEOs to get factories set up on your soil which will
boost your economy, and with merchants to ensure goods are hauled in and out as necessary.

Building infrastructure to improve your planet will eventually allow you to be promoted. You need 30
builds, two of which must be schools, and then you can become an..

Engineer

Your planet moves up an economic level, and you have more things to worry about when running your
planet, such as disaffection - but you should also be able to improve things for the sake of your
populace and for your treasury. You will need to undertake more infrastructure builds because a total of
70 will be needed for your planet to advance to the next rank.

Mogul

When your planet becomes an industrial world, you promote to Mogul. At this rank you can link a second
world into your star system, doubling your chance to make groats. Which you will need, because your
further advancement involves even more builds. You can choose which of your two planets you want to
improve the most, but you will need to achieve 125 builds on one of them to become a...

Technocrat

At this rank, you can add objects, mobiles and events to your planets in order make them really exciting
for players to explore. You can even make your own puzzles. On the economic side, it's more building,
building, building until your techno planet has 200 builds so you can promote to the next rank.

Gengineer

Your techno planet doesn't advance but you can link a new planet with a biological economy into your
star system. To advance further, it's yet more builds - your techno planet needs to have 265 builds and
then you can promote. Your bio planet won't go up a level - it always stays a bio planet, but you will

become a...

Magnate
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Owner of a leisure planet, this is the final PO rank. And guess what - you have to build some more, as
you prepare to promote to the final rank. Your leisure planet needs to have 335 builds. Your star system
must have at least two planets in it. Once you fulfil those criteria, then you can promote to...

Plutocrat

As a Plutocrat you run a cartel, an economic grouping of star systems. You can complete cartel builds,
like the Dyson Sphere, to further enhance the economies of the systems in your cartel.

Syndicrat

The final rank in the game is where you run a syndicate, an economic grouping of cartels, in your
attempt to dominate the galaxy.

Exciting stuff!

80.20 Taking a Short Cut

There is a way you can climb the greasy pole and attain the highest rank in the Galaxy - that of Emperor
- without doing a stroke of work. You can 'CHEAT' . Of course, the results might not be quite what you
expected...

80.30 Score and Status

As you progress in Fed you will want to keep track of how well (or how badly!) you are getting on. You
can check on your personal score, or your ship's status.

Typing 'SCORE' or 'SC' brings up your personal details:

>sC

Commander Newbod

Gender: Male Race: Human

Bank Balance: 12929 Games played: 5

Gifts:

1slithy tove

Loan: 199919ig Hauling Credits: 2

Strength max: 35 current: 35

Stamina max: 35 current: 35

Dexterity max: 35 current: 35

Intelligence max: 35 current: 35

Insured against one (1) death in Fed2 DataSpace.
Owner of a Panama registered, Harrier class ship
You are currently on Earth in the Sol system

This shows you how much money you have, your outstanding loan, the number of hauling credits you
have amassed and your stats, and whether you are insured, among other things.
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Keep an eye on your stamina, because it reduces as you trundle around, not to mention you may do
other things that cause it to plummet, so you will need to visit Chez Diesel (SC of the SS) frequently and
'BUY ROUND'.

To find out your ship's status, type 'STATUS' or 'ST'.

>st

Status report for your Harrier class spaceship
Registered in Panama

Hull strength: 15/15

Shields: 0/0

Engines: 40/40

Computer:

Level: 1/1

Sensors: 0

Jammers: 2

Cargo space: 75/75

Fuel: 64/80

Weapons installed:

None

You don't currently have a shipping contract.

This shows you both the current level and the maximum level of your equipment. The one to watch is
your fuel, which reduces as you fly your ship, and your cargo space, which determines the size of the

load you can carry.

80.40 Self Improvement

However carefully you choose the distribution of your personal statistics when setting up your
character, you can guarantee that you will later come to regret it. Do not despair! Illicit operatives
situated in various places in Sol offer clandestine services which allow you to add extra points to each
of your characteristics. Of course, if you feel you are practically perfect in every way, you will have no
interest in this, but otherwise, each stat point costs 1slithy tove, and the command to use is 'BUY
statname' where 'statname’ is the stat that you want to improve - stamina, strength, dexterity or
intelligence. There is a limit of 150 on each stat, and you can only receive one stat boosting treatment
each day.

* Stamina enhancement is offered by the purveyors of all business services on the Magellan
spacestation, Rotary Offices. Talk to Blythe about stamina for the details.

* Strength can be increased on the Doris asteroid, where the biolabs facility, being unregulated by the
Galactic Administration, can offer a more upfront service in their automated booth.

* Dexterity boosts are performed as a sideline by the scientists in the genetics lab of Earth's mini-zoo -
ask about dexterity for the details.

* Intelligence can be lifted by paying a droid who has figured out how to operate some ancient alien

machinery, deep in the Mercury caves.
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Admittedly, right now there is little use for having high levels of any of the stats except for stamina -
but that could change in the future!

80.50 Puzzles

As well as the core economic activities you undertake to earn your crust in Fed2 DataSpace, there are
peripheral activities that you can become involved in that do not have a direct bearing on your progress
through the ranks, but can confer additional benefits. In short, there are puzzles to go find and
mysteries to solve. Completing a puzzle will give you a variety of rewards, and the fact that you have
solved a puzzle will be displayed on your SpyNet Report information.

At the moment there are nine puzzles available:

* The Magellan Society Treasure Hunt. This is aimed at new players (Commanders and Captains)
although higher ranked players can take part if they wish. To start the Treasure Hunt, visit the Magellan
Society Exhibition in Earth's spaceport and talk to the organizer, Victor. You will need to have a
spaceship in order to do the hunt, because you will have to visit many planets.

*The Trading Guild Mission to Graveyard. This is a dangerous puzzle that should only be undertaken by
those unafraid of death, whatever rank they happen to hold. To start the puzzle, go to the Galactic
Trading Guild HQ on Earth and speak to Mr Puckleberry.

*The Cluedo Whodunit. Find the mansion on Cluedo.

*The OWCA escape room. Find the escape room on OWCA; this one is easier if you bring a friend!

*The Hoolagio Heist. Can you rob the casino bank on Hoolagio?

*The Order of True Caffeination. Find Administrator Smith on Espresso and say hello and offer your
help.

* The Tower of Ghenjei. Start by playing a boardgame with Loial in the library at the Queen's Blessing on
Caemlyn.

*The Two Rivers quest. Find and tell Alanna Sedai hello in the Old Sickhouse on Two Rivers.

*The Phineas and Ferb Adventure.

80.60 Missions

For most of Fed2's history the Galactic Administration tried to run the economy the way bureaucrats
always do: with rules. Tariffs, quotas, directives, and sternly-worded bulletins that everyone promptly
used to line their cargo bays. It never worked - Fedders have a way of doing whatever pays best - so the
Administration has finally given up on the stick and reached for the carrot instead. These days it simply
pays you to get out there and play. That is what missions are.

A mission is a small job or errand with one or more goals - haul some cargo, buy a round in a bar, turn a
profit on the futures market, or climb to your next rank. Complete the goals and you are rewarded with
cold hard credits, Mission Points (a running tally of your mission work, shown on your status), and,
every so often, a genuine Slithy Tove.

To see what is on offer, type 'DISPLAY MISSIONS' (orjust 'DI MISSIONS').This lists the missions you
currently have active, your progress on each, and any new ones available for you to pick up, each with
its own number.
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Many everyday missions - the daily hauling runs and social tasks - are handed to you automatically; you
will simply see them appear. Others you take on yourself: type 'CHOOSE' followed by the mission's
number, for example 'CHOOSE 7' .0Once a mission is active there is nothing to manage - just play.
Completing its goals credits you and pays out the reward on the spot. Type 'DISPLAY MISSIONS
number' (for example 'DISPLAY MISSIONS 7' )atany time to read the full details of a single mission.

You will meet several kinds of mission:

* Daily missions - repeatable each game day: hauling commodities between exchanges, keeping the
factories fed, buying a round at the bar, and other bread-and-butter work. Steady, reliable income.

* Rank missions - milestones that mark your climb up the ladder, from GroundHog all the way to
Syndicrat. The higher you rise, the larger the payout.

* Global missions - system-wide efforts where every captain's contribution is pooled toward a single
target. Do your part and share in the reward when the goal is met.

*The occasional secret - some things are not posted on any board, and the Administration would rather

you did not ask. Keep your eyes open; you will know when you have found one.

The board is refreshed regularly and new missions are added over time, so it pays to check 'DISPLAY
MISSIONS' often. See alsothe command reference entries for CHOOSE and DISPLAY MISSIONS.
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90.10 Cargo Jobs

There comes a time when even the richest of us have to interrupt our drinking in Chez Diesel (SC of the
SS) and do some work. For Commanders and Captains, this means carting cargo around the Galaxy.
Cargo jobs pay a pittance, but the pay does add up, and you also gain hauling credits, without which
Poor People will not be able to promote.

Cargo is the business of the mega-corp Armstrong Cuthbert, who have offices on all the major Sol
planets, usually fairly close to the spaceport. They also have a presence in other star systems, and
automatically set up shop on the landing pad of planets that have been made accessible by the
Interstellar Link.

Armstrong Cuthbert controls workboards, onto which they post details of the cargo jobs they have
available. There is one workboard for each cartel, with jobs going to and from the planets within the
cartel. 'WORK' shows you the jobs available:

Work available from Armstrong Cuthbert:

22. From Earth to Mercury - 75 tons of Clinics - 7gtu 1lig/tn 2hcr

25. From Mars to Venus - 75 tons of Fruit - 9gtu 8ig/tn 2hcr

27. From Rigel 4 to Pebble - 75 tons of Sensors - 7gtu 6ig/tn 2hcr

30. From Titan to Castillo - 75 tons of Cereals - 7gtu 12ig/tn Zhcr

31. From Venus to Mercury - 75 tons of MicroScalpels - 9gtu 11ig/tn 2hcr
32. From Earth to Doris - 225 tons of Proteins - 8gtu 1lig/tn 2Zhcr

Commanders should pay particular attention to the collection and delivery planets - since you cannot
leave the Solar System until you have got 50 hauling credits, you won't be able to do jobs to or from out-
of-Sol planets, such as number 27 on the sample workboard above. Make sure you know which planets
are in Sol and which are not - you can also type 'DI SYSTEM' for a list of all the planets in the Solar
System.

The number is the identifier for each particular job, which you use if you want to bid for the job.
The quantity to be shifted may be larger than your cargo hold, so take care before bidding for a job.

The time allowed to complete the job is measured in Galactic Time Units (GTUs). Each move you make in
space takes up 1 GTU; wandering around on a planet's surface doesn't use any GTU. If you complete the
jobin less than the time allowed you will receive a fast delivery bonus. Take longer than the time
allowed and the payment will be reduced by a late delivery fine. Some jobs will be impossible to
complete in the time allowed, but may be worth doing anyway to gain the hauling credit.

The payment for the job is shown in groats per ton.

The final entry for each job is the number of hauling credits you will be awarded on successful
completion. These are important because they are the measure of when you are ready to promote to
Adventurer.
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Armstrong Cuthbert posts jobs onto the board in batches; new jobs appear when there are only a few
left. Old jobs that are not taken will be removed from the board after a while to leave space for new
ones; the cargo will be consigned to the slowest of government haulers and will probably get damaged
on the way. If you want to be notified when new jobs are posted, type 'JOBS ON' and your comm unit
will flash up a message; to make it stop, type 'JOBS OFF'.Turning jobs on also notifies Armstrong
Cuthbert that you are available for work, so they will tailor the jobs available to your cargo space.
Therefore, if you are not doing jobs, don't leave the notifications turned on, because you will skew the
jobs posted which might inconvenience other haulers.

So, you want to do one of these jobs. First you have to bid for it, using 'ACCEPT #' where '#'is job
number as shown on the workboard. If your bid is accepted, you need to go to the Armstrong Cuthbert
office on the 'from' planet and 'COLLECT' the cargo. The freight will be loaded onto your ship ready for
you. You then fly to the 'to’' planet and go to the Armstrong Cuthbert office, where you 'DELIVER' the
goods, at which point you will be paid.

While you are a Commander, the bank manager will automatically take 10% of your job earnings to

repay the ship loan.

If you forget where you are supposed to be delivering the cargo, the details of your current contract are

shown on your status.

Should you subsequently decide you don't want a contract, you can cancel the job by typing 'VOID' -
and get fined for your impetuousness.

From time to time, particularly valuable jobs might pop up on the board - some pay a much larger
amount, others offer extra hauling credits. Keep an eye out for those, because they really can boost
your bank balance or hauling credits!

A few notes on strategy. Since the clock starts ticking as soon as you accept the job, it can be a good
idea to get to the collection planet before accepting the job. However, if competition for jobs is fierce,
you may find it works out better to accept the job from wherever you are, and swallow the late delivery
fine. After all, hauling credits are more important than actual groats. Alternatively, work in a more
leisurely fashion by waiting until a job shows up from the planet you happen to be on. And where better
to wait than your nearest bar, such as the excellent Chez Diesel (SC of the SS) on Mars?

Jobs Outside Sol

Once you are have 50 hauling credits you can leave the confines of the Solar System and do jobs to and

from other star systems.

If you leave the Sol cartel, the workboard will change completely, with the collection and delivery
planets on all the jobs being in the new cartel. In other cartels, the workboard may contain jobs placed
there by POs - these are marked with an asterisk. It's worth trying for these because they pay more
hauling credits than regular jobs.

You may also be offered jobs directly by a planet-owner in a Plutocrat-owned cartel. If you receive the
offer of a job its details will appear on your ship's status display as a pending job. If you have a current
job you need to complete that before you can accept the pending job; then you 'ACCEPT' and the job
stops being pending and becomes your current job. Alternatively, you can choose to 'REJECT JOB' if

it's an offer you can refuse.
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If you choose to accept it, you deliver the cargo just as you would any job. The payment will be broadly
similar to that for PO-posted workboard jobs.

90.20 Akaturi Jobs

So you've promoted to Adventurer. Now you can hang up your hauling trousers and go and do
something a lot more interesting: Akaturi jobs. That's an alien term that has crept into the Earth
language. What it means is that Armstrong Cuthbert, having been impressed by your work, wants you to
become a trusted courier and deliver small valuable items.

To obtain an Akaturi job, go to any Armstrong Cuthbert office and type 'AKATURI' (or 'AK' for short).

They will tell you to go to a specific location on one of the Sol planets, to pick up a package. When you

get to the right place, use 'PICKUP' to take charge of the package. You will then be told where the

valuable item needs to be taken; when you arrive at the destination, deliver the package with
‘DROPOFF"* .

At any point, you can check the details of the job with 'DISPLAY AKATURI' or 'DI AK'.Theitemsyou
are carrying do not show up in your inventory, because they do not belong to you.

Successful delivery of the package gives you a payment of groats plus 1 akaturi credit. You will need
those credits in order to qualify for the next promotion.

These jobs don't pay quite as well as cargo jobs, but there is no time limit on them, and no competition
from other players. Akaturi jobs are only available in the Solar System.

If you decide you don't want to do the job, you can 'VOID' it, but not only will you be fined a large
number of groats, you will also lose 5 Akaturi credits - after all, you are carrying extremely valuable and
rare items that the owners will not want to lose!

Now you see why knowing your way around the planets is important!
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100.10 Exchanges

Once you have promoted to Merchant you can stop being a wage slave and start working for yourself,
buying your own goods to cart from planet to planet.

You should have discovered that there is a Trading Exchange on most planets. If you haven't - go and
find them at once. Exchanges are pretty easy to spot because you will notice the prices streaming
across the display screens the moment you set foot inside one, something like this:

+++ The exchange display shows the prices for Livestock +++
+++ Exchange has 700 tons for sale +++
+++ Offer price is 162ig/ton for first 75 tons +++

An Exchange's sole purpose in life is to sell those goods produced by the planet and to buy those
needed to support its economy.

There are 67 different tradable commodities which are divided into six categories - Agricultural,
Resource, Industrial, Technological, Biological and Leisure. You can find a complete list of commodities
at the end of this section. The exchange displays prices for the commodities in alphabetical order.

'BUY commodity' will buy a 75-ton container of the specified commodity from the exchange. The
container is delivered to your ship and loaded into your cargo bay by the spaceport's stevedores.

You can buy another container of the same commodity, provided you have room in your ship, but it pays
to check the price first, because the exchange recalculates the selling price whenever its stock changes.
Fortunately, the exchange very helpfully displays the new price immediately following your purchase.

You can also perform bulk purchases. 'BUY commodity bays' will purchase multiple bays at a time and
load them onto your ship. 'SELL commodity bays' will try to unload them at your destination.

If you buy more containers than will fit into your cargo hold, you will lose the goods. Your cargo hold is
also emptied out at reset, so you need to sell whatever you've bought before that happens.

Having filled up your ship with goods and hauled them across the Solar System or beyond to a planet
where you hope there is a demand for them, you will want to get rid of them. 'SELL commodity' does
just that. Once again, the price will change as a result of your sale, and the Exchange will display the
new price. You can't sell goods back to the planet from which you bought them - you have to take them
elsewhere for disposal.

If you forget what you are carrying in your ship, the details are shown on your ship's status:

Cargo carried (75 ton containers):
Cereals - Cost: 216ig/ton - Planet of origin: Earth, Sol system

The price you paid for goods is particularly important, since checking this against the price in the
exchange where you wish to sell the cargo will ensure you don't make any embarrassing mistakes, such
as flogging something for less than you paid for it. Not only would that be a fine way to lose money, it
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will also hold up your advance, since you are required to carry out a certain number of successful
trading transactions in order to promote. A successful trade is one where you make a profit of at least
15% when you sell the goods. When you complete a successful trade you gain 2 Merchant Points, which

are shown on your score display; an unsuccessful trade will lose you 1 point.

100.20 Checking Prices

When you reach an exchange where you want to sell your goods, you can do a spot check of the price
with 'CHECK PRICE commodity'. 'CHECK' can be abbreviated to 'C.

You can subscribe to a remote price checking service by visiting the brokers office on Earth and paying a
slithy tove for 31 days access - 'BUY REMOTE SERVICE' - and then use the command 'C PRICE
commodity planetname' to find out prices without having to leave the comfort of your favorite bar, ship
or bed. 'C PRICE commodity CARTEL gives the price for the specified commodity on all the planets in the
cartel you are in, but it won't work in Sol.

You can also buy an upgrade to this service which adds two new variants to the command. You can get a
list of the prices offered for a commodity on all the Solar System planets with 'C PRICE commaodity,
which will only work outside of an exchange, and you can get the prices for a whole commodity group
with the command 'C PRICE commoditygroup planetname’ - ‘commoditygroup' being agri, resource, ind,
tech, biological or leisure. The upgrade costs a one-off payment of two slithies. Get it from the brokers
with 'UPGRADE REMOTE SERVICE' . It only works if you have the basic remote price subscription.

As if that wasn't enough, there's a super-duper all-in-one premium ticker that lets you check the price
for a commodity on all the planets in the Galaxy. This costs five slithies. You can buy it anywhere with

'BUY PREMIUM TICKER' and then get the full set of prices with either 'C PREMIUM commodity BUY' or 'C
PREMIUM commodity SELL. To see the complete list of both buying and selling prices, use 'C PREMIUM
commodity ALL but be warned, the list is extremely long and unwieldy, even though it leaves out
planets in closed systems. If you leave off the last bit, the command defaults to showing the complete
list. The premium price checker, like the upgrade, will only work if you have the basic remote price

subscription.

100.30 Warehouses

Having to sell everything you have bought before the game resets is a nuisance. Wouldn't it be nice to be
able to stash your purchases safely somewhere so they would be reset-proof?

Well, that's what a warehouse is for. The snag is that fledgling Merchants cannot build warehouses; you
have to prove your trading prowess first. You do this by completing enough successful trades to have at
least 300 Merchant Points. You can then go and buy a building permit from the Galactic Administration -
the permits cost 600,000 ig, but you will need to have 700,000 ig in the bank. The GA very wisely insists
that you have at least 100K left for trading purposes! You will also need a slithy tove, to persuade the
clerk that you are a suitable person to own warehouses. The command is 'BUY WAREHOUSE PERMIT'.

Once the necessary paperwork is in order, you can build yourself a fine set of warehouses. Go to the
trading exchange of the planet on which you want to situation your storage facility, and use the 'BUY
WAREHOUSE' command. 'WAREHOUSE' can be abbreviated to 'WARE' . The costis 650,000 ig. You can
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only have one warehouse on a planet. There is no limit to the total number of warehouses you can own,
at the moment, but that may change as the Galactic Administration re-examines its building codes.

There are some things to take into consideration when deciding where to build your warehouses. In Sol,
while there are no restrictions on building warehouses, you need to keep in mind that depots are not
allowed on certain planets - at the moment the ban prohibits building them on all planets barring
leisure worlds, but this may well be extended to all worlds in the future. If you do have any warehouses
on these planets, make sure you sell them before you promote to the next rank, otherwise you will
eventually lose them.

If you are contemplating building out of Sol, you need to be consider the possibility that unhappy
citizens may riot and tear your warehouse down. If the planet-owner doesn't keep the populace happy,
disaffection will increase and loss of property is one of the possible results. You can keep an eye on the
how upset the people are because once you promote to Merchant, the planet display shows the
disaffection level.

Once you have a warehouse, you can start putting things in it for safe-keeping. There are 20 baysina
warehouse, and each one will hold one 75-ton container of goods. To transfer a container from your ship
to the warehouse, type 'STORE cargoname' where ‘cargoname'is the name of the cargo that you want
to store. If you have more than one container of the same goods in your ship, the first one will be stored.
If you try to store something and there is no room in your warehouse, those thieving stevedores will find
a home for the goods anyway...

To take a look at what you have stored in your warehouse, type 'DI WARE planetname'. 'DI WARE'
without a planet name will list all of your warehouses, so you can see which planets you have built

upon.

To get the goods back out of the warehouse, use 'FETCH #' where '#'is the number of the bay
containing the goods you want. If there is no room in your ship for the goods, then you can guess what
will happen!

You can rearrange the goods in your warehouse using 'SHUFFLE' . This moves the goods in your
warehouse into the lower numbered bays, so there are no gaps. It makes it a lot easier to see how full
the warehouse is.

If you want to dispose of a warehouse, you can sell it with 'SELL WARE' - this will flog off the building
on the planet you happen to be standing on. You'll get back 250,000 ig for the sale.

100.40 Being a Successful Merchant

Now you know the mechanics of trading on the exchanges, it's time to concentrate just a little on the
techniques to being a successful Merchant. The golden rule is:

Buy low, sell high!

In order to do that, you need to understand the economy of the Solar System, and have a grasp on what
each planet is likely to want to buy and sell. As a general rule, the planets produce commodities from

the following groups:
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Agricultural:
Earth
Rhea

Resource:
Sumatra
Titan
Venus

Industrial:
Brass
Moon
Paradise

Technical:
Castillo
Mars
Pearl

Silk

Biological:
Doris
Phobos

Leisure:
Magellan
Mercury
The Lattice

This is only a general rule because they won't necessarily produce every commodity in those categories
and may produce odd commodities from others. Biological commodities are the only ones which are
never produced on planets at other economic levels; they are so dangerous to develop that strict rules
govern where and how they can be manufactured.

Out-of-Sol planets start at Agricultural level and advance as their economies grow. You can see what
level a planetis by typing 'DI PLANET planetname'.

Each commodity has a base price, which is shown on the table at the end of this section. Each exchange
then calculates the exchange price for each commodity, depending on how much is in stock, and what
the planet's population demands, and is capable of producing. Different commaodities behave in
different ways, so you may see wild variations in the price of one commaodity, whereas another
commodity will remain a lot steadier. Finally, the exchange applies a markup, or spread, when
calculating the buying and selling prices, to ensure it makes a profit.

Observing the movement of prices over time will soon give you a grasp of which commodities are
available in abundance, and which are in short supply, as well as the way the prices change. You will
then be able to formulate trading strategies.
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When you sell goods to an exchange, half of the amount is absorbed by the planet; the other half is used
to fill the exchange's deficits or to provide a surplus. The exchange won't switch to selling the
commodity until it has at least 75 tons - one container load - available for sale.

Things that happen in the Galaxy will also have an effect on prices. Natural disasters, new discoveries,
accidents and so on could affect the stockpile of a particular commodity on a particular planet, or the
production or consumption figures for the relevant commodity. On average, each planet will experience
2 or 3 of these events each day.

You can see a report of events which effect exchanges by typing 'DI EVENTS', which shows the events
that happened since the reset (although if the list gets too long it only shows the last 30). If you just
want to know about the events on one planet, use 'DI EVENTS planetname' . These things will have an
effect on prices so you need to keep an eye on them so you can take advantage of them when buying
and selling goods. To help you monitor these occurrences, you can ask Messrs Trumble, Cruikshank and
Bone to notify you when they happen. 'REPORT EVENTS' will switch on the receipt of exchange
notifications, and 'CANCEL EVENTS' will switch them off again. The notifications will last until you log
off.

Once you have mastered the intricacies of trading on the Solar System planets, you can venture into the
exchanges on out-of-Sol planets - those owned by players. These work in the same way as the solar
exchanges at the moment, but the owners will soon be given control over the economy and be able to
determine whether the planets give good prices or not. Therefore it will pay to be chummy with the POs
and find out their particular wants and needs.

Plutocrats will set customs levies to charge those that import goods, so crossing cartel borders in the
course of your trading can get expensive. The Sol customs rate is 10% - other cartels may vary
depending on whether the owner wishes to encourage imports or not.

100.50 Getting Out of Trouble

Merchant is the first rank where it is possible to end up in a right old pickle. You need a certain amount
of groats in order to be able to afford to buy a container of goods. That's why the Trading Guild insists
that you have a spare 100,000 ig on top of the joining fee - so you have a float with which to start
trading.

But it wouldn't take too many bad trades for that float to disappear, leaving you stuck. If that happens to
you, then don't reach for the poison pills right away... there is another way out. You can declare yourself
bankrupt and be demoted back down to the rank of Adventurer. The command is 'DECLARE

BANKRUPTCY' . You will then be able to work your way back through that rank before having another stab
at trading. A drastic step, and a big humiliation to be sure, but better than being unable to go any
further!

100.60 Table of Commodities

Agricultural

Commodity Base Price
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Cereals 270
Fruit 420
Furs 650
Hides 400
Livestock 210
Meats 410
Soya 230
Spices 650
Textiles 300
Woods 700

Resource
Commodity Base Price

Alloys 180
Clays 520

Crystals 650

Gold 600

Monopoles (monos) 720
Nickel 370

Petrochemicals (petros) 400
Radioactives (rads) 540
Semiconductors (semis) 350
Xmetals 480

Industrial
Commodity Base Price

Explosives 470
Generators (gens) 670
LanzariK 700

LubOils (lubs) 560
Mechparts (mechs) 420
Munitions 250

Nitros 230
Pharmaceuticals (pharms) 630
Polymers 200
Propellants (props) 260
RNA 380

Technological
Commodity Base Price

AntiMatter (anti) 480
Controllers 710
Droids 700
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Electros 250

GAsChips 450

Lasers 470

NanoFabrics (nanfab) 850
Nanos 550

Powerpacks (packs) 680
Synths 560

Tools 350

TQuarks 835
Vidicasters (vids) 380
Weapons 420

Biological
Commodity Base Price

BioChips 650

BioComponents (biocomp) 760
Clinics 450

Laboratories (labs) 470
MicroScalpels (scalpels) 320
Probes 510

Proteins 260

Sensors 470

ToxicMunchers (toxics) 470
Tracers 600

Leisure
Commodity Base Price

Artifacts (arts) 730
Firewalls 690

Games 210

Holos 260
Hypnotapes (hypnos) 430
Katydidics (kats) 610
Libraries (libs) 680
Musiks 470

Sensamps 520
Simulations (sims) 310
Studios 390

Univators (unis) 570
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110.10 Trading in Futures

When you promote to Trader, you have to learn another way to make money. While you can still buy and
sell goods which you personally haul between planets, there is a daily limit on how much trading you
can do: once your gross sales reach 1 meg you will be prevented from buying and selling any more that
day. (This restriction is lifted when you promote to the next rank.) You should also start divesting
yourself of your warehouses, because you don't need them at this rank and will have to get rid of them
before you can become an Industrialist - you can sell warehouses but not buy new ones.

As a Trader, your method of making money is to get involved in the futures market, and have to become
a success or you will never be able to promote any further.

Afutures contract is like making a wager. You purchase a futures contract to either buy or sell a specific
commodity on a specific planet, at a later time. You are gambling that at some point between the time
you take out the contract, and the time you liquidate it, the price of that commodity will change in such a
way that you can make a profit on the deal.

For example, you might contract to buy 225 tons of alloys from Mars at a price of 29,925 groats - this is
called a long contract. That works out at 133 groats per ton, which is lower than the base price for
alloys. You therefore think it is likely that over time, the price will rise, so that the futures contract
becomes profitable.

Alternatively, you might contract to sell 225 tons of alloys on Mars - a short contract. In that case, you
would want the futures contract to be priced high, and you would be gambling that over time the
exchange price would drop, so that when the futures contract is settled you make a profit.

Note that you never actually have to go out and buy or sell loads of alloys yourself - these are all paper
transactions. The details are handled by your broker, who works for Messrs Trumble, Cruikshank & Bone
on Earth. This means the rank can be a change of pace from previous ranks. Although you will need to
visit an exchange to purchase a futures contract, once you have done so your time will be spent
monitoring the movement of prices in order to decide when to liquidate the contract, rather than
rushing around the Solar System - thus leaving a lot more time for socialising in Chez Diesel, the Social
Center of the Solar System.

110.20 Purchasing a Futures Contract

Futures contracts are offered by some of the exchanges in the Galaxy, but not all of them. Those that do
sell them won't deal in all commodities, and the ones they do sell won't be tied to the production or
demand of the planet's exchange. Each planet decides which commodities it is going to offer futures in,
and which will be long and short, when the game fires up. That list is then fixed until the next reset, and
won't change - however, the price the contracts are offered at does change, and that is affected by the
movement of the exchange.
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You can see what futures contracts are available on a planet by stepping into an exchange and typing
‘DI FUTURES' :

Mars Futures Exchange

Margin 4000ig/contract

(Minimum 2000ig/contract)

Min movement lig/ton

Max hourly movement 5ig/ton

Long contract in cereals available at 315ig/ton.
Long contract in crystals available at 537ig/ton.
Long contract in droids available at 849ig/ton.
Short contract in electros available at 306ig/ton.
Short contract in explosives available at 495ig/ton.
Long contract in firewalls available at 570ig/ton.

Mars actually offers many more contracts than this; the display has been truncated for the Idiot's Guide
to save using up too many bits and bytes...

To buy a futures contract, type 'BUY FUTURES commodity' where 'commodity'is the commodity you are
interested in. You must be in an exchange to buy a futures contract. You will pay your broker a deposit
which he holds as a float, called a margin. The current margin is set at 4,000 ig for all Sol planets.

When you are not in an exchange, 'DI FUTURES' lists all your current futures contracts. You can be
more selective: 'DI FUTURES planetname' will list all your contracts bought from the named planet,
and 'DI FUTURES commodity' willlist all your contracts in the named commodity. The information for

each contract looks like this:

Mars Exchange - Woods Futures Contract

Long position (You to receive) Value: 131250ig
Cost: 131250ig Margin: 4000ig (minimum 2000ig)
Maximum loss: 10000ig

The cost is the actual price for the contract at the time you bought it; the value is the current price for a
similar contract at the time you look at the display. When you buy the contract those figures will be the

same; the value will change over time.

You cannot have more than 40 futures contracts at a time, but since you only have to shell out 4,000
groats for each one, an outlay of just 160,000 ig will get you a full portfolio. However, although the
potential is there to make big gains, you can also make big losses!

110.30 What happens next
So you have bought yourself a bunch of futures contracts which you hope will make you rich. What
happens next?

Every so often (5-10 minutes or thereabouts) each exchange recalculates the futures price - that is, the
price at which it offers futures contracts - using the exchange price for the relevant commodity (the
exchange price is somewhere between the buying and selling price).
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If the base price is higher than the price per ton for futures contracts in that commodity, then the
futures price will increase by the minimum movement figure for the planet (currently set at 1 groat).

If the base price is lower than the price per ton for futures contracts in that commodity, then the futures

price will decrease by the minimum movement figure for the planet.

If the base price is equal to the price per ton for futures contracts in that commaodity, then the futures

price will remain unchanged.
If you keep checking the prices for futures in an exchange, you will see them change over time.

This carries on until the end of trading is reached, which is every hour. At this point, the exchange will
settle up all outstanding futures contracts. The price of your contract (the cost) is compared to the
current futures price of the exchange and the difference is either added to, or subtracted from, your
margin - the float that the broker holds for the contract. The value of the contract will be updated

accordingly on the futures display, and the new margin amount will also be shown.

If the cumulative changes exceed 5 groats either way before the hour is up, then trading will be
suspended on that commaodity - nobody will be able to buy any more contracts in the commaodity, and
the price of your contracts is frozen until the end of the hour.

At any time you can liquidate a futures contract, in which case you get back the margin plus credit for
any changes that happened since the last hourly settling up, minus the brokers charge (which is
explained below). The command is 'LIQUIDATE commodity' .You must be in the relevant exchange.

The brokers charge is a commission of 5% of the contract's profit, with a minimum charge of 250 ig. The
profit is calculated by taking the amount of money left in the margin at the time of liquidation, and
subtracting 4,000 ig - any margin calls made during the life of the contract are ignored.

When the game resets, any outstanding futures contracts will be liquidated, and whatever is left in the
margin will be paid back to your bank account. If you are on the game at the time you will be told the
results. If you are absent then your brokers will leave a message for you, which you can read next time
you log in by typing 'MAIL'.

Obviously, you hope that the margin will be higher than the initial 4,000 ig you laid out when you bought
the contract - that's where your profit comes from.

If your margin goes below the minimum allowed, as shown on the 'DI FUTURES' listin an exchange
(currently 2,000 ig) then your broker issues a margin call. That means he expects you to top up your
margin by paying another 4,000 ig, from your bank account.

If the losses on a contract exceed the maximum figures, as shown on the contract display (currently
15,000 ig) then your broker will automatically liquidate it for you - cutting your losses before any more
of your groats are wasted!

110.40 Becoming an Expert Trader

As a Trader you will need to demonstrate a certain competency at handling futures contracts in order to
promote. Your success is indicated by your Trading Rating, which shows on your score. Points are
awarded (or taken away) depending on how well a futures contract does, as follows:
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*You lose 4 points for a margin call.

* On liquidation, you lose 1 point for each 1,000 groats (or part) the contract is below the margin of 4,000
groats.

* On liquidation, you gain 1 point for each full 1,000 groats the contract is above the margin of 4,000

groats

Note that this doesn't automatically mean 'margin call - bad'. It would be acceptable to take a margin
call if you believe that by the end of trading, the future will improve enough that you will still make a
profit. The trading points are given more or less in line with whether the contract makes a profit overall,
by the time it is liquidated.

Clearly in order to be a successful futures trader, you need to be able to predict the movement of prices
on the exchanges. This requires that you understand how exchanges calculate their prices, and what
factors can make the prices change.

Each commodity has a base price, which is its absolute unchanging price. Each exchange takes the base
price for a commodity, and looks at three factors: the stockpile, the consumption, and the production.
That is: how much of the commodity is there in storage? How much does the planet's population require
to sustain it? How much do the planet's workthings churn out? Using those three things, it sets a price

for the commodity, called the exchange price.

It then uses the exchange price to calculate the actual buying and selling prices - the prices you will see
on the exchange display. The difference between the two prices is called the spread, and for all Sol
planets the spread is set at 20%. That means, the exchange will buy goods for 10% below the exchange
price, and sell them for 10% above. Exchanges need to make profits too!

There are two things that make prices change: exchange events, and Merchants. Exchange events are
natural or man-made happenings that can change the stockpile, consumption or production figures for
a commodity (increasing or decreasing it). Merchants can't do anything to the production or
consumption, but they can change the stockpile - obviously, buying goods makes the stockpile go down,
and selling goods makes it go up.

Remember that only half of the goods sold to an exchange show up in the stockpile - the other half goes
to service the needs of the planet.

There is one more piece of information you need to know, and that is that different commaodities behave
in different ways when one of the indicators changes. The prices of some commodities increase or
decrease in small, steady increments whenever the stockpile changes; other commodities will
experience drastic changes in the price, as a small stockpile change results in a massive increase or
decrease in the exchange price. Observation of the exchanges over time will show you which
commaodities react which way. You will be helped by the fact that you can check buying and selling
prices remotely for those items in which you hold futures contracts, using the command 'CHECK PRICE

commodity planetname'.

Armed with this knowledge of how exchange prices change over time, you can start to predict which
futures contracts will be profitable. As the small print on all investment contracts reads, 'The value of
your investment may go down as well as up, but you shouldn't need a crystal ball in order to avoid
those where you will lose groats!
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110.50 Glossary of Terms Used in Future
Futures introduces a whole new set of jargon for you to learn. Here's a glossary that explains exactly
what they mean.

Long - a contract where you promise to buy the commodity at the given price. A good long contract is
where the price is low - the value going up means profit to you.

Short - a contract where you promise to sell the commaodity at the given price. A good short contract is
where the price is high - the value going down means profit to you.

Cost - The price on the futures contract at the time you buy it.

Value - The current price on the futures contract, having factored in exchange movements and random
events. This is adjusted hourly, every time the exchange settles up.

Margin - The money you pay to your broker when you take out a futures contract. Think of it as a float, or
a deposit. Changes as the value changes.

Base price - The fixed price for a commodity, as shown on the table in the Trading section.

Exchange price - The price for a commodity on a specific exchange (somewhere between the buying and
selling price).

Exchange event - A natural or man-made occurrence in the Solar System which either increases or
decreases the stockpile, production or consumption for a particular commodity on one planet.

Futures price - The price on new futures contracts, as shown by 'DI FUTURES' in an exchange, which is
recalculated every 5 or 10 minutes.

Settling Up - The process that each exchange does once an hour, where it adjusts the margin depending
on how the futures price has changed.

Suspension - What happens to commodities if the cumulative changes exceed 5 groats either way
during the hour before settling up. The price won't move any further and no further futures contracts in
that commodity will be sold until the end of the hour.

Margin call - An instruction from your broker, telling you to pay 4,000 ig groats to top up your margin,
should it fall below the minimum at settling up time.

Liquidate - Closing out, or selling, a futures contract to get back the margin from your broker.
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120. BUSINESSES AND FACTORIES

120.10 Incorporation

When you have had your fill of futures contracts, and amassed a high enough Trader Rating, you can
promote once more and turn your groat-making skills in a different direction. You can set up a private
business, which will operate factories producing commodities to be sold on the open market, bringing
you wealth and economic power.

To register a business you must go to the brokers office on Earth and use the command 'REGISTER
BUSINESS shareprice businessname' where 'shareprice'is the initial share price for the business, and
'‘businessname’ is what you want the enterprise to be called. This can be anything you like, up to 31
characters long, and can include spaces. You can see what names the existing CEOs are using with the

'DI BUSINESSES' and 'DI COMPANIES' commands, which list all of the businesses/companies
currently in the game. 'DI CEO businessname|companyname' will tell you who owns a particular
business or company. Traders and above can get a bit more detail about a business with 'DI BUSINESS
businessname'.

Registering your business will set up the firm, and promote you to Industrialist - the boss. The business
has 2,500 shares of which you are buying 250 at the initial price that you specify (the rest are available
for you to sell to investors). So if you set the price at 8,000 you will pay 2 meg, and that amount will be
put into the business as its starting capital.

You can look at your business details with 'DI BUSINESS' which produces a display something like
this:

Newbod Enterprises registered business - CEO Newbod
Status: Running

Working Capital: 7,429,337

Revenue:

Income: 1,869,375ig

Expenses: 444,000ig

Capital:

Receipts: 17ig

Expenditure: 0

Book Value: 19,247,587ig

" Days left in Accounting Cycle: 2

" Profit last cycle: O

Tax last cycle: 0

Business has been running for O full cycles

The company has the following factories:

# 1 producing Clays on Rigel 4 100% efficiency

# 2 producing Cereals on Scratchwood 100% efficiency
2 factories
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The company has no depots

Shareholders' register:

Banking Corporation: 250 shares

Newbod: 281 shares

Dancing Phalanges: 250 shares

Treasury: 1719 shares

The current average value of the shares is 121315ig/share
Your total capital invested in the business is 4850037ig.
Outstanding bids for company shares:

1. Dancing Phalanges 500 shares at 8000ig/share - bid expires in 7 days
1bid for a total of 500 shares

Now you've really become a capitalist!

120.20 Getting More Money into the Business

In order for your business to actually do anything, it's going to need more operating capital which you
put into the coffers by selling shares. You can buy shares yourself or sell them to investors. This,
coupled with money made from running factories - the profit - will allow you to expand. However, there
is a cash limit: your business can only have 100 meg working capital before the taxman smells a rat and
steps in to confiscate excess profits.

You buy some more of the business' shares with 'BUY SHARES amount AT shareprice'.There'sa
minimum purchase of 150 at a time, and an upper limit of 1,000 total that you can own in your business,
which means that after the initial registration you can buy another 750. There's no limits on the price
you pay, but since the whole point of the exercise is to put more money into the business, it doesn't
make sense to make the price too low... and if you make it too high, you will deter outsiders from
investing.

Or you can use Other People's Money to fund your business. Financiers can bid for shares, and its your
choice whether to accept the bid or reject it. Sensible Fins won't just launch a bid out of the blue, but will
negotiate with you first so they know whether their offer is going to be acceptable to you. You can see
any outstanding bids on the business display. Bids are renumbered at the reset to start from 1 again.

To accept a bid, use 'APPROVE BID bid#' where 'bid#'is the number of the bid in question. You could
probably figure out how to reject a bid: it's 'REJECT BID bid#'.See, sometimes, Fed2 commands are
logical!

If you approve a bid, it sells the treasury shares to the Financier, and the money is put into the
business's balance. However, if you delay too long before approving a bid, the Fin's circumstances may
change - she may have bought shares in other businesses which put her up to her portfolio limit, in
which case when you try to approve the bid, it'll get cancelled anyway. If you ignore a bid, it will expire
after 7 days.
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120.30 Depot Maintenance

Before we get into the high finance details of how to manage your company and keep the shareholders
happy, you need to get to grips with the nitty-gritty of depots and factories. We'll start with depots.

Depots are not the same as the warehouses you used to store goods when you were a Merchant. The
depot is the company's main storage and distribution center for the planet on which it is located - it
needs to be staffed and maintained, and it can be expanded to hold more goods.

You had to sell all your warehouses before you could promote to Industrialist, so now if you want your
factories to be able to have any storage facilities, you will have to buy some depots at a cost of
1,000,000 ig each - one per planet. Your business can't own more than 16 depots, so choose their sites
carefully! The command is, guess what, 'BUY DEPOT', and you must be in an exchange. Since it's the
business that owns depots, the cost comes out of the business's working capital.

Your business display lists all your depots, and you can look at an individual depot with 'DI DEPOT
planetname' :

Location: Rigel 4

Capacity: 30 cargo bays Workforce: 8

Bay # 1 Clays Cost 520ig/ton (Origin Rigel 4, Rigel system)
Bay # 2 Clays Cost 520ig/ton (Origin Rigel 4, Rigel system)
Bay # 3 Clays Cost 520ig/ton (Origin Rigel 4, Rigel system)

Depots have much stronger foundations than those cheap and flimsy warehouses you used to own,
which means that they can be upgraded to hold more, with 'UPGRADE DEPOT' - you must be in the
relevant exchange. The cost is 500,000 ig. This builds an extra floor on the depot, increasing its size to
30 bays.

In order to upgrade your depot to more than 30 bays, you will need to obtain a depot permit. This costs
one megagroat (taken from the company's balance) and you will also have to use a slithy to persuade
the clerk to give you the permit - the command is 'BUY DEPOT PERMIT'.You can then keep on adding
floors, to a total of 5 which will give you 50 bays. But there is a downside to expansion - the depot will
need more workers to run it, which will cost more in wages. The depot display tells you how many
workthings are needed.

There is a difference between depot workers and factory workers. Factory workers are skilled and
highly trained, which come out of a limited pool of trained workers on the planet, while depot workers
are unskilled labor drawn from the limitless ranks of the lumpen proletariat. Depot workers therefore
have no effect on the number of workers shown on the planet display.

Each worker is paid the minimum wage for the planet (which for Sol planets is 40 ig) each factory cycle.
The wages are paid at the start of the day, at reset, with the assumption that there are 16 cycles a day;
therefore, the wage bill for a basic depot with 7 workers would be 4,480 ig per day.

To put goods into a depot or retrieve them you use the same commands as with warehouses - 'STORE'
and 'FETCH' . Because the depot is owned by the business rather than you personally, when you store
goods in the depot, the company will pay you the cost. When you fetch goods you pay the company the
cost. You can use the 'SHUFFLE' command to rearrange goods in the depot.
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You can also sell goods from the depot direct to the exchange, without having to put them into your ship
first. This will save both you and the stevedores work. The command is 'SELL BAY bay#'.You must be
in the exchange for this to work.

If the goods were produced by one of your factories then the proceeds from the sale will all go to the
business. If the goods were not manufactured by your business then the sale is treated as if you had
fetched the goods from the depot and then sold them personally - in other words, the business receives
the cost of the goods, and you get the profit (or take the loss) from the sale.

If a planet owner decides that your depot is unwanted then it can be expropriated. It will vanish, along
with its contents, and you won't get any compensation. It therefore pays to stay on friendly terms with
POs, and never build on a new planet without talking to the owner first.

120.40 Deciding what Factories to Build

Your shiny new business with its huge depots is no good at all unless it produces something. In order for
the business to make lots and lots of lovely money, you must build factories full of whirring machinery
and whizzing production lines, which are probably going to be extremely noisy, annoy all the locals, and
contribute to the pollution of the atmosphere, should the planet have one. Still, that's progress for you!

But before you go rushing off to buy a factory on any old planet, it pays to put some thought into what
commodity you want to produce, and where you want to produce it, since there are limits to how many
factories you can build (and how many you can afford).

First, what should you produce? Each factory can only produce one commaodity, and in order to run it
needs raw materials out of which the commodity is made, and workthings to operate the production
lines.

If you look at the table, you will see that some commaodities need more inputs than others, and some
need a greater number of workthings. These will affect the profit you could make on a commodity. You
must also take into account how easy it is to sell a commodity - there's no use producing something
that is very expensive, but that no exchange will buy!

Since you are going to buy more than one factory, it is a good idea to look at commodities that many
other factories can use as inputs. This will come in handy when you expand Newbod Enterprises - you
can set up a chain of factories across the Galaxy, all producing things other factories need, and move
the output from one factory to become the input for another.

You should take into account what factories other players have already set up. If many other players are
producing the same commaodity as you, it will make it more difficult to sell your goods. If there are
already lots of factories needing the same inputs as you, you may have difficulty getting enough. And if
the planet on which you want to build already has lots of factories, you may have to pay over the odds
for the labor force needed to run the factory. Workthings, being mercenary souls, will go work for the
company which pays the highest wages. And who can blame them!

Fortunately, you can find out what factories already exist on a planet using the very useful 'DI PLANET
planetname' command. Here's what the display looks like:
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Rigel, Rigel 4 system - Owner Pugwash

Economy: Agricultural Workforce: 414/1000
Shipyard markup: 0% Merchant Fleet: 15 ships
Approval rating: Satisfactory

Commercial Activities:

6 warehouses:

Depots:

Widgets & Gizmos Inc

Newbod Enterprises

SuperMegaGigaCorp

Consolidated Amalgamated Distributed Fabrications
Cottage Industries

Universal Exports

Factories:

SuperMegaGigaCorp #1 plant producing Crystals
Cottage Industries #2 plant producing Petrochemicals
Universal Exports #1 plant producing Alloys
Universal Exports #4 plant producing Livestock
Widgets & Gizmos Inc #5 plant producing Nanos

The two significant things here are the workforce - that is, how many workthings are available to toil in

your factory - and the list of existing factories.

Don't pick a commaodity that uses inputs that are very hard to come by. Since you won't be buying a
business until you've done a fair amount of trading on the planetary markets, you should have a fairly
good idea of which commaodities the exchanges tend to run out of quickly, and which are always
available.

Don't be tempted to put too many factories on the same planet. It might be convenient when keeping an
eye on prices, but you will soon run out of room in the depot, not to mention straining the planet's
workforce.

If you're building on a resource planet or higher, keep an eye on the approval/disaffection level for the
planet - if approval drops below zero, it turns into disaffection which means there's a chance of riots
which could result in one of your factories getting destroyed.

You should also take a look at the infrastructure that has been built on the planet, using 'DI INFRA
planetname' . Infrastructure builds affect many things, but of chief importance when deciding where to
site a factory are the builds which increase the efficiency of the exchange because this will have an
effect on the speed with which the exchange produces inputs you need, or consumes your outputs.

The Galactic Trading Guild have decreed that no factories can be built in Sol. There are no restrictions on
where you can build outside of the Solar System - you don't have to get the owner's permission to erect
a factory on an out-of-Sol planet. However, POs can kick unwanted property off their planets by
expropriating factories, without paying any compensation, so you shouldn't get used to building where
you know you will be unwelcome.
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120.50 Building a Factory

Having agonized over all the different commodities you could produce, looked through the real estate
brochures for the various planets, and decided on one which you think will make you rich, you can
actually build the factory.

The command is 'BUY FACTORY commodity' andyou must be in the exchange of the planet where you
want to site the factory. The cost is 2,000,000 ig per factory (2 megagroats).

A business can own up to 8 factories. You can only build on out-of-Sol planets.

120.60 Running your Factory

Now you have a factory, you can sit back and let it get on with making you money. Well, almost.
Factories do take a little bit of management!

You can look at the factory details with 'DI FACTORY factory#':

Newbod Enterprises: Clays Production Facility #1
Location: Rigel 4 Status: Running

Finance:

Working Capital: 38125 Top Up Level: 100000
Income: 1248000 Expenditure: 630825

Profit last company accounting period: 0
Structure:

Nominal Efficiency: 100% Current: 100%
Maximum Storage: 150 tons Available: 75 tons
Workers:

Required: 120 Hired: 120 Wages: 40

Inputs:

Mechparts Required: 10 Available: 75

LubOQils Required: 15 Available: 75

Output:

Stored: 75 tons of Clays

Dispose of Clays to exchange where possible
Next batch is 1% complete

First, you have to make sure the factory has the raw materials it needs - look at the Inputs part of the
display. The factory will first look for its inputs in the depot on the planet. If there are none in the depot
(or if you don't have a depot) it will try to buy what it needs from the local exchange. If it still can't get its
requirements, it won't be able to run. It will always take a 75 ton container, regardless of how much the
factory actually needs.

If the goods are taken from the depot, the factory pays the business the base price for them. If the goods

are bought from the exchange, the factory pays the current exchange selling price.

The factory also needs workers, so you need to hire yourself a labor force, by setting the level of wages
you are willing to pay, using 'SET FACTORY factory# WAGES amount' - for example, 'set factory1
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wages 40" Workthings will not show up for work if you set the wages at less than 40. If there is a
shortage of workers on the planet, they will go to the factory paying the highest wages. The factory
won't run unless it can get the full number of workthings needed.

Since wages cost money, and so does buying inputs from the exchange, part of the cost of building a
factory is given to the factory as a float - the working capital, which starts out at 100,000 ig. This goes
down as the factory pays for inputs and workers, and up as it receives payment for the output. The
factory display shows the current working capital level. Each day at reset the business siphons off the
surplus, or tops up the deficit (should the factory have made a loss), to bring the working capital back to
the top off level.

The first factory cycle after you buy a factory, it will show a huge loss. Don't be alarmed - this is simply
because before it can produce anything at all, the factory will buy up 75 tons of each required input, and
pay wages for the first cycle. But after a few cycles, when the output is distributed, that will bring
money into the factory to offset the expenses. The factory display shows the income and expenditure
for the factory, which is cumulative until the end of the business accounting cycle; it also shows the
profit for the previous cycle.

Assuming the factory can get the inputs and labor it needs, it will start the production lines rolling.

The factory takes one factory cycle to produce a 75 ton container of the product - the progress through
the cycle is shown on the factory display as a percentage. If you leave Fed2 DataSpace, the factory will
continue to run, but at a reduced speed - 75% to be precise. The running speed for the whole cycle is
determined by your presence or absence at the start of the cycle.

At the end of the cycle, your first container of product will appear. Cause for celebration, break out the
bubbly...

The finished product is stored in the factory's storage space. There's room in the basic storeroom for
150 tons of goods - two containers. When the third container is produced, the goods in the storeroom
are distributed, and the third one placed in the storeroom. Should you wish to distribute the goods
before the storeroom is full, you can flush them using 'FLUSH FACTORY factory#', inwhich case they
will be sent on to their destination.

When the goods are distributed, they can either be stored in the depot or sold directly on the exchange.
You specify the destination with 'SET FACTORY factory# OUTPUT exchange|depot' .Of course, if you
set the output to depot but the depot is full - or you don't have a depot on the planet - the goods are
sold on the exchange anyway.

You should be careful about directing the output to the exchange if you're not going to be around to keep
an eye on it. Prices and planetary requirements fluctuate, so if you don't keep an eye on the exchanges,
you may find you are selling goods for less than the base price, which is no way to make a profit. Make
sure your depot doesn't fill up, either - if it does, the factory will end up selling to the exchange. Empty
your depot before you log off.

If the exchange wants to buy the goods, it will pay the current exchange buying price. If it doesn't want
them the exchange will look for a private buyer for the goods, at a reduced price.

At the end of the cycle, the work force is released back to the labor market, and has to be rehired for the
next cycle. That's the power of the unions for you - always trying to negotiate a better deal. If you can't
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hire workers, you will have to wait until one of the other factories finishes a batch and workers come
onto the market, for you to try to recruit at a higher wage.

Should you wish to halt production in a factory temporarily, you can mothball it using the command

'SET FACTORY factory# STATUS STOP'.Thisis a good idea if you're going to be away for a while, and
won't be able to keep an eye on the factory. To start it up again, use 'SET FACTORY factory# STATUS
RUN', at which point it will take up from where it left off.

If you realize you've bought a duff factory, you can dispose of it with 'SELL FACTORY factory#'.You
will receive between 500,000 ig and 1,500,000 ig for a factory which is at 100% efficiency; the price will
be adjusted up and down accordingly if the efficiency is higher or lower.

You can also sell a depot with 'SELL DEPOT planetname', for which you will realize 500,000 ig for a
basic depot, and 750,000 ig for an enhanced one.

120.70 Business Management

Running a profitable factory is only half your job as an Industrialist. You are also the owner of Newbod
Enterprises and that involves running the actual business. You will end up with a string of factories, all
of them (you hope) making money for the business. Looking at the income and expenditure figures for

your factories will enable you to sell off the unprofitable ones.

The business itself has revenue income and expenditure figures, which are the true measure of how
well you are doing as a boss. The business display shows figures for income and expenditure, which is
operating money coming in and out as the factories buy inputs, pay workers and sell the finished
product. It also shows capital income and expenditure which is the buying and selling of capital assets
like factories and depots; only the figures for the current day are shown. Both types of income and
expenditure affect the working capital, that is, the number of groats the business has in the bank.

The business also has a book value, which is calculated each day when the game fires up after the reset.
It consists of the cash in the business plus the cost of all the factories (2 meg each) and depots (1 meg
each). Goods stored in the depots or in factory storage are not counted, neither are any enhancements
you may have made to factories and depots. The book value is important because when you float the
company on the stock exchange at your next promotion, the sale price of the shares will be based on the
book value.

Businesses run on accounting cycles which last 7 days. The end of the cycle is when the greedy taxman
takes his cut. The rate for Sol is a swingeing 20% of the profits for the cycle. Ouch! And no, you don't get
any tax rebates if you happen to make a loss. This rate applies even if you have built factories outside of
Sol - since your company is registered on Earth, the taxman isn't going to let you get away with that
excuse. There are no offshore tax havens in Fed DataSpace.

The business display reminds you how long to go until the end of the cycle.

120.75 Posting Jobs on the Cartel's Workboard

As an Industrialist or Manufacturer, you have one other means of getting goods into your depots - you
may post a job onto the cartel workboard, for delivery to your depot on your current planet. The
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command is 'POST JOB commodity origin where 'commodity'is the trading commaodity you want to
shift, and origin is the name of another planet in the current cartel, from which the cargo is sourced.

The job will be posted onto the workboard as a 75 ton job. The goods will be purchased from the origin
excahnge at the time the job is created, and held in storage ready for the hauler to pick them up; the
hauling cost is also taken right away and kept by Armstrong Cuthbert until the job is delivered, at which
point it will be paid to the hauler.

When the job is delivered, the goods are delivered to your depot on your current planet, as long as it has
room. So don't send jobs around unless you're sure your depot can hold the cargo!

You can't post a job on the board if there are already 40 jobs on the workboard, but any jobs not taken by
haulers will expire after a few minutes, thus freeing up space for your job. If your jobs don't get snapped
up by other players, they too will expire - the goods will be delivered by Armstrong Cuthbert's robotic
trading ships.

Haulers can't void your jobs but that doesn't mean your cargo is completely safe... jobs on the board are
not preserved over the reset, so any that are posted on the board but haven't been delivered will vanish,
the cargo being appropriated by the stevedores (they consider it one of the perks of the profession) and
if a cargo is in a hauler's hold over the reset, the paperwork that credits you as the owner of the goods
mysteriously vanishes and the job reverts to being an ordinary job.

120.80 Declaring Bankruptcy

Running a business can be a challenge, and if you really mess up you might prefer to wipe the slate
clean and start again. Fortunately, you don't have to go right down to GroundHog: you can declare
yourself bankrupt and be demoted to Trader, with enough trader credits to set up a new business
whenever you are ready. The command is 'DECLARE BANKRUPTCY' .

120.90 Summary of Commands for Businesses and Factories

APPROVE BID bid#

BUY DEPOT

BUY FACTORY commodity

BUY SHARES amount AT shareprice
DI BUSINESS

DI BUSINESSES

DI CEO businessname|companyname
DI DEPOT planetname

DI FACTORY factory#

DI PLANET planetname

FLUSH FACTORY factory#

FREEZE BUSINESS

IPO markup

LAUNCH IPO markup

REGISTER BUSINESS shareprice businessname
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REJECT BID bid#

SELL BAY bay#

SELL DEPOT planetname

SELL FACTORY factory#

SET FACTORY factory# OUTPUT exchange|depot
SET FACTORY factory# STATUS stop|run

SET FACTORY factory# WAGES amount
UPGRADE DEPOT

120.100 Table of Inputs

Agricultural

Cereals Price:270 Labour: 60 Inputs:10 Textiles 10 Mechs 10 Cereal 10 Petros

Fruit Price:420 Labour: 90 Inputs:10 Textiles 10 Fruit 10 Mechs 10 Lubs 10 Petros

Furs Price:650 Labour: 60 Inputs:10 Livestock 10 Mechs 20 Textiles 10 Petros

Hides Price:400 Labour: 60 Inputs:10 Meats 10 Livestock 10 Textiles 10 Petros 10 Mechs
Livestock Price:210 Labour: 50 Inputs:10 Petros 20 Cereal

Meats Price:410 Labour: 40 Inputs:75 Livestock 10 Textiles 10 Meats 10 Petros

Soya Price:230 Labour: 40 Inputs:10 Petros 10 Spices 10 Soya

Spices Price:650 Labour: 80 Inputs:10 Petros 10 Mechs 10 Woods 10 Textiles 10 Spices
Textiles Price:300 Labour: 40 Inputs:10 Petros 10 Woods 10 Textiles 10 Furs

Woods Price:700 Labour: 100 Inputs:10 Lubs 20 Petros 10 Mechs 20 Woods 10 Textile

Resource

Alloys Price:180 Labour: 90 Inputs:--

Clays Price:520 Labour: 120 Inputs:10 Mechs 15 Lubs

Crystals Price:650 Labour: 200 Inputs:10 Packs 20 Lubs

Gold Price:600 Labour: 200 Inputs:30 Explosives

Monopoles (monos) Price:720 Labour: 300 Inputs:10 Pharms 10 Nitros
Nickel Price:370 Labour: 80 Inputs:10 Lubs 10 Nitros

Petrochemicals (petros) Price:400 Labour: 50 Inputs:10 Pharms 40 Petros
Radioactives (rads) Price:540 Labour: 90 Inputs:10 Lasers 20 Tools 20 Packs
Semiconductors (semis) Price:350 Labour: 65 Inputs:20 Explosives 20 Petros
Xmetals Price:480 Labour: 100 Inputs:20 Lasers 50 Polymers

Industrial

Explosives Price:470 Labour: 60 Inputs:20 Electros 50 Nitros 20 Nickel 30 Electros 20 Tools
Generators (gens) Price:670 Labour: 70 Inputs:10 Lubs 75 Alloys 10 Polymers

LanzariK Price:700 Labour: 50 Inputs:40 Polymers 20 Semis 50 Xmetals 20 Alloys

LubOQils (lubs) Price:560 Labour: 10 Inputs:60 Petros 20 Toxics

Mechparts (mechs) Price:420 Labour: 20 Inputs:10 Tools 75 Alloys 10 Gold

Munitions Price:250 Labour: 20 Inputs:30 Explosives 10 Alloys

Nitros Price:230 Labour: 40 Inputs:30 Petros

Pharmaceuticals (pharms) Price:630 Labour: 20 Inputs:75 RNA 10 Xmetals

Polymers Price:200 Labour: 20 Inputs:30 Petros 10 Xmetals
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Propellants (props) Price:260 Labour: 10 Inputs:20 Petros 40 Nitros
RNA Price:380 Labour: 40 Inputs:20 Pharms 20 Xmetals

Technological

AntiMatter (anti) Price:480 Labour: 40 Inputs:30 GAsChips 20 Monos
Controllers Price:710 Labour: 50 Inputs:50 BioChips 40 Electros
Droids Price:700 Labour: 50 Inputs:50 BioChips 20 Anti

Electros Price:250 Labour: 20 Inputs:30 Nickel 20 Alloys

GAsChips Price:450 Labour: 60 Inputs:60 Petros 10 Nitros

Lasers Price:470 Labour: 100 Inputs:10 Electros 20 Anti 10 Semis
NanoFabrics (nanfab) Price:850 Labour: 20 Inputs:40 Nanos 15 Synths
Nanos Price:550 Labour: 5 Inputs:20 Nanos 10 Lasers 15 Synths
Powerpacks (packs) Price:680 Labour: 50 Inputs:30 Lasers 50 Rads
Synths Price:560 Labour: 50 Inputs:50 GAsChips 20 Clays

Tools Price:350 Labour: 50 Inputs:10 Rads 30 Nickel

TQuarks Price:835 Labour: 30 Inputs:20 Lasers 20 Droids

Vidicasters (vids) Price:380 Labour: 50 Inputs:50 Electros 10 TQuarks
Weapons Price:420 Labour: 20 Inputs:50 Nickel 50 Alloys

Biological

BioChips Price:650 Labour: 100 Inputs:60 RNA 10 Monos

BioComponents (biocomp) Price:760 Labour: 100 Inputs:40 RNA 10 Clays 10 Nanos
Clinics Price:450 Labour: 50 Inputs:30 Alloys 20 Synths

Laboratories (labs) Price:470 Labour: 55 Inputs:40 Alloys 10 Clays
MicroScalpels (scalpels) Price:320 Labour: 40 Inputs:20 XMetals 10 Nanos
Probes Price:510 Labour: 30 Inputs:30 Clays 10 Xmetals

Proteins Price:260 Labour: 100 Inputs:20 Soya

Sensors Price:470 Labour: 20 Inputs:20 Semis 10 Clays 10 Nanos
ToxicMunchers (toxics) Price:470 Labour: 80 Inputs:40 RNA

Tracers Price:600 Labour: 30 Inputs:30 Nanos

Leisure

Artifacts (arts) Price:730 Labour: 370 Inputs:--

Firewalls Price:690 Labour: 150 Inputs:20 Semis

Games Price:210 Labour: 30 Inputs:10 BioChips 10 Hides

Holos Price:260 Labour: 40 Inputs:10 BioChips 10 Lasers

Hypnotapes (hypnos) Price:430 Labour: 40 Inputs:30 Crystals 10 Gold
Katydidics (kats) Price:610 Labour: 100 Inputs:20 Anti 40 Polymers 20 Gold
Libraries (libs) Price:680 Labour: 80 Inputs:20 Polymers 30 Woods 40 Textiles
Musiks Price:470 Labour: 200 Inputs:10 Woods 50 Alloys

Sensamps Price:520 Labour: 80 Inputs:10 Crystals 10 Gold

Simulations (sims) Price:310 Labour: 50 Inputs:20 Anti 10 Gold

Studios Price:390 Labour: 70 Inputs:40 Electros 10 TQuarks

Univators (unis) Price:570 Labour: 90 Inputs:10 Monos
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130. COMPANY MANAGEMENT FOR

MANUFACTURERS

130.10 Promoting to Manufacturers

The rank of Industrialist is your probationary period as a CEQ; you are running a private business and
while you will have had investment from venture capitalists, they won't have had any say in how you
run things. You also won't have had to worry about problems such as maintenance of your facilities. But
now all that changes.

You can promote to Manufacturer whenever you want - there are no requirements, but if you prefer you

could remain in charge of your small business forever.

Promotion involves floating your business on the Galactic stock exchange by undertaking an initial
public offering to convert it into a public company. To do this you decide on the price that shares will be
sold for. This price is based on the book value of the company to which you apply a markup of between
-20 and 20. You can see what effect a particular markup would have by using the command 'IP0
markup' where 'markup'is the markup you want to apply. You'll be given an evaluation of how the
resulting IPO would work:

IPO Valuation for Newbod Enterprises
Markup 10%

IPO share price 2,560

IPO capital raised 23,296,000

Brokers fees 3,494,400

IPO net capital raised 19,801,600

When you're ready to promote and have decided on the markup, you float the business with 'LAUNCH

IPO markup' where once again the markup is between -20 and 20. You'll become a Manufacturer and
your business will become a company. The total number of shares increases to 10,000 with the extras
held by the broker, and the company gets the money raised.

Running a company isn't all that different from running a business, but some of the commands change -
instead of 'DI BUSINESS' youuse 'DI COMPANY', 'FREEZE BUSINESS' becomes 'FREEZE COMPANY'
and so on. You can also own up to 15 factories now.

As a Manufacturer, things get much more interesting. Your opportunities for making money increase,
but so do the obstacles in your way! This section of the Guide details the advantages and
disadvantages.

130.20 Share Trading

You can increase your personal shareholding in the company by buying some of the shares held by the
broker. The advantage of this is that you, personally, will get more money whenever you issue a

Page 85 of 248



130. COMPANY MANAGEMENT FOR MANUFACTURERS

dividend. You can also sell some of your shares back to the broker. Buying and selling shares may affect
the share value, depending on how many you buy or sell at a time.

The commands to buy and sell your shares are 'BUY amount SHARES' and 'SELL amount SHARES'
where 'amount' is the number of shares in each case. You can buy or sell up to 100 shares at a time, but
you cannot own more than 2,000 or less than 500. The broker will charge a fee of 1%, with a minimum
charge of 250 ig.

As well buying extra shares for your personal shareholding, the company can buy treasury stock - that
is, it buys back some of the shares from the broker. The more shares the company itself owns, the less
money actually leaves the company when you issue a dividend.

The commands are 'BUY amount TREASURY' and 'SELL amount TREASURY' and like personal shares,
you can buy or sell up to 100 at a time, and the company cannot own more than 2,500 shares. It can sell
all of its stock, though.

130.30 Upgrading your Facilities

As a Manufacturer you can upgrade factories in two ways - you can increase their efficiency, and you
can expand their storage.

Expanding the storage means that the factory will be able to hold more containers of output before it
sends them to the depot or sells them on the exchange. The command is

'"UPGRADE STORAGE factory#' A which adds 75 tons to the storage and costs 250,000 ig. However, it's
not quite as simple as that - the Galactic Administration's bureaucracy will allow you one upgrade, but
to increase the storage any further you need a storage permit. As you can probably guess, a hefty bribe
is needed - 500,000 ig (paid from the company) and one slithy tove - the command is 'BUY STORAGE
PERMIT' . Once you have the permit you can continue to upgrade the storage, to a total of 450 tons
capacity.

Increasing the factory efficiency means that you need fewer workers to run the plant. The goods take
the same amount of time to produce, but you save on labor costs, and if there is a shortage of workers
that can be very significant. The command is 'UPGRADE FACTORY factory#' 6 which adds 5% to the
efficiency for a cost of 1,000,000 ig. As with the storage, you need a permit to do more than one
upgrade, and the permit costs 5,000,000 ig and two slithy toves - the command is 'BUY FACTORY
PERMIT' . With the permit, you can carry on increasing the efficiency to a limit of 150%.

130.40 Maintaining your Facilities

Now for the downsides. As a Manufacturer, the forces of entropy come into play and your factories and

depots will start to decay and break down. The result of the decay is a loss of efficiency - every time the
company cycle finishes, the efficiency will go down 5%. For both factories and depots, the result is that

operating the facility will take more workers and will therefore cost more.

To stop the rot, you need to make repairs, with 'REPAIR FACTORY factory#' which restores 5% of
efficiency. The basic cost is 500,000 ig, but the more the factory has deteriorated, the more it will cost
to bring it back to full operating efficiency.
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To repair a depot, you use the command 'REPAIR DEPOT planetname' . The basic costis 200,000 ig for
a 5% repair, but again, the cost increases the more decrepit the depot is.

If you fail to carry out repairs, the efficiency figure will keep on dropping, making the facility more and
more expensive to run, and once the efficiency gets as low as 75% there will be a risk that the whole
building will collapse. Every day the probability is calculated by subtracting the efficiency from 80 - so
at 75% efficiency, the probability is 5%, and on the next cycle when the efficiency is 70%, the probability
increases to 10%, and so on.

If a building collapses it vanishes completely, along with its contents, looted by the local lowlife or the
fleeing workthings.

130.50 Keeping the Shareholder Happy

As a Manufacturer, your honeymoon period as a new CEQ is over, and the shareholders expect results. If
you don't perform to their satisfaction, they will be unhappy and if their disaffection gets too great, they
will revolt and sell off the company's assets, using the resulting cash to pay out a dividend!

Unlike businesses, companies have to issue detailed accounts so the shareholders can keep an eye on
what you're up to. Companies run on accounting cycles which last 7 days. At the end of the cycle, the
accounts for the cycle are calculated - you can see them with 'DI ACCOUNTS', and they look something
like this:

Newbod Enterprises Accounts - Cycle Number 5
Share value: 1580ig (+80)

Atotal of 10000 shares have been issued
Assets: 26Mig (+50Kig)* Dividend: lig
Cash: 47Mig (+28Mig)

Income: 152Mig Expenditure: 107Mig
Profit: 44Mig (+3Mig)

Price-Earnings (P/E) ratio is O
Price-Dividend (P/D) ratio is 1580
Earnings-Dividend (E/D) ratio is 4467
*All assets valued at nominal sale prices.

The figures in brackets show the change in value for that entry from the previous cycle.

Assets is the value of all the depots and factories, valued at the price you would get if you sold them.
Cash is the working capital. Income and Expenditure are the operational figures - capital income and
expenditure are not included because they are counted in the assets. Profit is also the operating profit,
and is pre-tax.

Financiers can now buy shares in your company without your approval, and they will examine your
books to see how well you have been doing. If they like what they see, they may invest. These shares
will come from the broker, so the total number of shares will remain the same. The company display
shows who owns the shares. If you are online at the time somebody purchases shares in your company,
you will be told about it.
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Investors trading in your shares is going to have an effect on the share price. When Financiers buy
shares, it will make the price rise; when they sell them, it will make the price fall.

Assuming your factories are humming away and producing lots of valuable goods, and your company is
making a profit on them, you may want to issue a dividend - a payment to all the shareholders in the
company. This is one way to reward yourself for all your hard work as a CEQ. The command is ' ISSUE
DIVIDEND amount', where 'amount'is the amount per share you want to give. The company always has
10,000 shares, so if you issue a dividend of 100, the company will pay out 1,000,000 ig to the
shareholders. Since you only own 500 shares, you would get 50,000 ig of that payout - the rest goes to
the broker and to Financiers who have bought shares in your company. There is an upper limit on
dividends of 2,000 ig per share, and you can only issue two divvies per day.

Paying regular dividends keeps your shareholders happy. It's a good idea to issue a divvy at some point
during your first cycle, to keep them sweet while you get to grips with being a Manufacturer.

If your shares turn out to be very popular, you can split the shares so that the company has twice the
number, each of them at half the value. If you have 10,000 shares valued at 4ig each, then splitting the
stock will give you 20,000 shares at 2ig each.

The commandis 'SPLIT STOCK'.You have to pay the brokers a commission of 5,000ig - after all, they
have to do the paperwork for you. You can only split the stock four times, giving you a total of 160,000
shares, and the share price cannot go below 2ig a share.

Splitting your stock does have an effect on the running of your company, and you shouldn't do it without
thinking through the implications, particularly the timing of the split in terms of where you are in a cycle.
You will benefit greatly by talking to other, more experienced CEOs and asking their advice.

130.60 Dealing with Disaffection

Shareholders are a stroppy bunch and if they don't think you're running the company properly they will
become dissatisfied and may even stage a rebellion. The disaffection level is shown on the company
display. There are several things that affect it. The change in share price is one: increased share values
tends to reduce disaffection, while falling share values do the opposite. Issuing a dividend could also
have a positive effect, and the larger the dividend, the more likely it is that disaffection will go down.
Failure to issue a dividend during an accounts cycle is really going to annoy your shareholders. During a
cycle, the dividend figure on the company display is cumulative, but it is set to zero at the start of each
cycle, so it's better to issue one divvy each cycle, rather than three divvies in one cycle and none in the
next two.

However, share prices and dividends only have a relatively small effect on disaffection, and the major
effect is the result of the accounts for the previous cycle. Shareholders are keen readers of balance
sheets, and they will study the company's accounts at the end of each cycle. If they don't like what they
see, they will get more disaffected. They don't just look at the profit figure, they look at how that profit
relates to such things as the share price, and the dividends paid out. There's a bit of jargon to be learnt
here:

* Earnings - this is the earnings per share, which is calculated by dividing the company's profit for the
cycle by the number of shares. A company always has 10,000 shares, no matter how they are
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distributed between the broker, the treasury and you, so if the profit figure is 40,000 ig, then the
earnings are 4 ig per share.

* P/E ratio - this is the ratio between the share price and the earnings. If the share price is 1,000 ig, and
the earnings 4 ig, the P/E ratio is 250. The higher this figure, the worse the company is doing.

* E/D ratio - this is the ratio between the earnings per share and the dividend. If the earnings are 4 ig
per share, and you paid a dividend of 2 ig, then the E/D ratio is 2. The lower this figure is, the happier the
shareholders will be.

*P/D ratio - this is the ratio between the share price and the dividend paid out during the cycle, and it's
the one that shareholders really care about. If the share price is 1,000 ig, and you paid a dividend of 2 ig,
then the P/D ratio is 500. The lower this figure is, the happier the shareholders will be.

The first three of these measures indicate the overall economic health of your company. They will be
studied by players who are at the Financier level to decide whether to invest in your company. The
fourth measure, P/D ratio, has the largest effect on shareholder disaffection.

Disaffection is a percentage, which represents that proportion of the external shareholders that are
unhappy with your performance. The key figure is 50%. If the disaffection level is greater than 50, then
you are in danger of suffering a shareholders revolt, and the higher the disaffection, the more likely the
revolt will happen. However, it takes shareholders time to organize a revolt, so you do have time to do
something about disaffection, even if it goes over 50%. The fastest way to calm your disaffected
shareholders down is to issue a dividend. You can also buy some of the shares from the brokers, to
reduce the power of the independent shareholders.

Every day at reset, the game checks the disaffection level to see whether the shareholders are
disgruntled enough to stage a rebellion. The only day a rebellion will not happen is the day the cycle's
accounts are made up - that gives you a day's grace to try to get the disaffection below 50%.

If the shareholders do rebel, it's pretty drastic! They take control of the company's assets and sell all the
depots, and all but one of the factories. All of the company's money, including the proceeds from the
sell-off, is used to pay out an extraordinary dividend, leaving just one meg in the company. The share
price drops by half, and the disaffection level is set back to zero.

You are then left in control of a much reduced company and can try again.

If you are going to be absent from Fed DataSpace it's a good idea to freeze the company for the duration,
to stop the shareholders from rampaging in fury every cycle. It works just like it did for your business,
but now the command is 'FREEZE COMPANY' .

130.70 Attracting Investors

As a Manufacturer, the shareholders have to be kept sweet, and as well as the broker your shareholders
may include other players at the rank of Financier. This means you have real live people to keep happy,
as well as the game-generated broker shareholders.

If you are battling with shareholder disaffection, and you have maxed out the number of shares you can
hold yourself, and the treasury shares the company can hold, then wooing Financiers and persuading
them to invest in your company is a good way to calm the virtual stockholders down.
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However, once somebody has bought shares in your company, it's going to be important that they hang
onto them because sudden sales will make the share price go down, which will increase dissatisfaction.

130.80 Declaring Bankputcy

If you get yourself into a real mess as a Manufacturer, by not paying attention to keeping the
shareholders happy, the company may end up without enough money to operate properly. As an
alternative to just throwing in the towel and starting over as a GroundHog again, you can 'DECLARE
BANKRUPTCY' . This liquidates your company and pays out a final dividend, using your payout as starter
capital for a new business with the same name as your ex-company. You are demoted to Industrialist.

130.90 Summary of Commands for Manufacturers

In addition to the commands used by Industrialists, Manufacturers can use the following commands:

BUY amount SHARES

BUY amount TREASURY
DECLARE BANKRUPTCY

DI ACCOUNTS companyname
DI COMPANY

FREEZE COMPANY

ISSUE DIVIDEND amount
REPAIR DEPOT planetname
REPAIR FACTORY factory#
SELL amount SHARES

SELL amount TREASURY
UPGRADE FACTORY factory#
UPGRADE STORAGE factory#
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140.10 Promoting to Financier

Once you have run your company for four cycles as a Manufacturer, without getting into such a mess
that you are forced to declare bankruptcy, you can promote to Financier whenever you choose. All you
need to do is sell off your factories and depots, and at the next reset you will promote.

You are not forced to become a Financier; you can stay a Manufacturer forever if you choose. Indeed,
rushing the promotion as soon as your four cycles are up might be counter-productive, because your
company is going to need a decent wedge of cash to operate as a financial institution.

As a Financier, your company stops being an industrial business, interested in producing physical goods,
and instead becomes a financial institution that makes its money by investing in businesses and in
other companies and by playing the futures market. It is also no longer subject to the whims of the
shareholders and won't suffer rebellions.

Because you are no longer directly involved in the messy business of industry, you can no longer buy or
sell commodities on the trading exchanges.

If you really mess up as a Financier, you can 'DECLARE BANKRUPTCY' . You will get put back to
Manufacturer level and all your company's accounts will be zeroed. You will have 5 megagroats with
which to start this rank again. You get to keep any shares you have in other companies, so you'll reap the
benefits of divvies that get issued - but you can't sell those shares or buy any new ones until you make
it back to Financier.

140.20 Financiers and Futures

Financiers who wish to play the futures market use exactly the same commands as Traders. The only
difference is that the money you spend, and the profits you (hopefully) reap, will come from/go into the
company rather than your personal bank balance.

140.30 Bidding for Shares in Businesses

Buying shares in a business is not something that will make you money right away; it's a long-term
strategy. Your reward will come when the business turns into a public company and starts to pay out
dividends, and even more so when the company is dissolved upon the owner's ascension to Founder, if
you happen to still be a Fin then. But this is also the start of a relationship that should last a long time,
as you gain followers who will eventually become members of your cartel. You can see a list of all the
businesses in the game with 'DI BUSINESSES' . You can find out who owns shares in a business with
the command 'DISPLAY SHARES name' - 'name'can be a business, company or CEO name. A business
with a reputation for doing well is likely to have more shares owned by individuals than by the broker.

You can get basic information about businesses that you might want to invest in with 'DI BUSINESS
businessname' but before you try to buy any shares you should talk to the owner of the business to find

Page 91 of 248



140. MAKING INVESTMENTS AS A FINANCIER

out if your bid for shares is going to be welcome, and what kind of price she thinks is reasonable. Then
you can put in a bid. The command is 'BID amount SHARES AT shareprice IN businessname', for
example, 'bid 200 shares at 10000 in Newbod Enterprises' There's a minimum of 150 on the number of
shares you can bid for, and a maximum of 1,000. Also, you are subject to the limit of 35 companies in
total in your portfolio, and if your bid would take you over that amount then it won't go through. In
addition, the value of your bid cannot exceed 50% of the value of the owner's stake - ie, the total money
she has paid for her shares.

If your bid is accepted, the shares will be added to your portfolio. You can't sell shares in businesses
until they convert into public companies.

140.40 Buying Shares in Other Companies

As well as bidding for shares in businesses, then waiting for them to convert into shares in a public
company when the owner promotes to Manufacturer, you can buy shares in existing companies too.
When a business launches an IPO and becomes a company, the broker will have a bunch more shares
for sale, so it pays to keep an eye (or equivalent) out for new public offerings.

Before you start investing in other players' companies, you need to do a little research to find out which
companies are going to be worth investing in. You can see a list of all the businesses in the game with

'DI COMPANIES' . You can find out who owns shares in a business with the command 'DISPLAY SHARES
name' - 'name' can be a business, company or CEO name.

You can inspect the books of other companies to see their details before you decide whether to buy
shares inthem. 'DI ACCOUNTS name' - company or player name - will show you the accounts for the
last five cycles. This will let you judge how well the company has been doing, and whether it is worth
investing in. It'll also tell you the current share price at the end of the most recent company cycle, so you
know how much you would be spending if you buy any shares.

If you keep an eye on the SpyNet Financial reports, you will also see when dividends are paid out, which
will also affect your decision on who deserves your investment.

You should also talk to the CEOs about how they manage their companies. There's nothing like the
personal touch to help you make a judgment on their success. It pays to cooperate with other players
and build up business relationships with other companies, just as it does with businesses.

You can invest in any company, without the owner's permission, but buying shares without talking to
the CEO first is going to cause bad feeling. The company could be owned by a Manufacturer or by a
fellow Financier, but your peers are not subject to dissatisfaction so may not pay out dividends as often
as you would like.

When you have decided that you want to invest in a particular company, use the command 'BUY amount
SHARES companyname' , where 'amount' is the number of shares you want to buy. You can only buy 100 in
any transaction, although there's nothing to stop you making more than one purchase. You can't own
more than 1,000 shares in a company, and the broker will always hang onto 100 shares, so you can't
invest in a company once that limit has been reached.

The price you pay for the shares is determined by - as you can probably work out - the share price, as
shown on the company accounts. You will also pay the broker's fee of 1% (or 250 groats).
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The act of you buying shares in a company is going to increase the share price, which will go some way
towards keeping the other shareholders happy, thus staving off disaffection. The other main method
that CEOs use to keep the shareholders from rioting is to pay them dividends - and that means your
company gets the money. The more shares you own, the more money you will get when the divvy is paid
out.

Should you find yourself disappointed with a company's performance, you can sell some or all of your
shareholding, with 'SELL amount SHARES companyname' where 'amount'is the number you want to
sell - 100 at a time. Once again, you will pay the broker a fee for the transaction. Selling shares ina
company will make the share price go down, so it is a courtesy to warn the CEO that you intend to
offload your investment.

There is a limit of 35 on the total number of companies you can own in your portfolio.

Your goal as a Financier is to make money - a lot of money. You are going to need a seriously large heap
of groats to finance your move to the next rank, which is going to involve buying a planet and paying to
have it terraformed and linked to the rest of the Solar System.
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150.10 How to Build Your Very Own Planet

When you reach the rank of Founder you become the owner of your very own star system, with a planet
that other players will be able to visit for exploration and for trade. You have full control of the planet's
economy and can manipulate production and consumption in order to make a vast amount of groats at
the expense of your downtrodden populace.

You get promoted to the rank of Founder when your planet is linked into the game. It is up to you when
that happens: you can stay a Financier for as long or as short a time as you like. When you promote, your
company sells all the shares it owns, with the proceeds being added to the company balance. The
company is then liquidated and a final dividend is paid out to all the company's shareholders. The
portion belonging to the company's treasury stock and to you personally is transferred to the planet
treasury as a starting balance. You should therefore remain a Financier long enough to ensure that your
company has enough money to give your new planet a decent sized float.

You can either design your own planet using the Fed2 Workbench, or you can use one of the stock
planets as supplied by Slarti's outfit on the space station Magrathea and make the whole process
automatic. The only requirement for having a planet linked into the game at the moment is that you
must be a Financier.

150.20 Claiming a Stock Planet

If you're not interested in designing your own planet, or want to get a planet linked quickly which you
can then customize later, you can use the 'CLAIM' command to automate the process.

The command is: 'CLAIM SYSTEM systemname PLANET planetname TYPE stocksystemname'.
‘Systemname' is the name you want to give your system, 'planetname’ is the name you want to give your
planet, and 'stocksystemname' is which of the stock systems you want to use.

Names have to be unique - you cannot call your planet or system something that is already in use by
another planet or system. They can be up to 32 characters long and can contain spaces. You can use
letters and numbers, but no punctuation or symbols, and they must start with a letter. Do not use the

words “system"”, “planet” or “type" as part of the names.
For example, you could call your system Big Star and your planet New World 1.
There are seven different stock systems - here's a list:

* Beach - contains a water planet, with sandy beaches, beautiful warm oceans, and lots of sunshine.
* Furnace - contains a fire planet, close to its sun, with erupting volcanoes and rivers of lava.

* |Iceberg - contains an ice planet which is (as you would guess) very cold.

* Rescue - has a space station, or habitat.

*Stone - the planet is a rock, with all the interesting stuff happening underground in caves.
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* Sweet - the candy planet, where everything is edible. Yum.
* Laboratory - an underground biological laboratory.

You can examine the seven stock systems in the showroom on Magrathea (west of the Sol interstellar
link).

An example of what the command would look like is: claim system big star planet new world 1type
sweet.

Warning: make sure you have spelled the system and planet names correctly before you press return,
because you can't change them once you have issued the command!

The new star system and planet will be linked into the game immediately, at which point you will
promote to Founder.

Making Changes to your Stock Planet

Once your stock planet is in the game, you can change the name and description of any location, by
redecorating the location you are in. You can change the location name with the command ' CHANGE
NAME new name' - for example, 'change name Big Bertha's Bar and Grill. You can change the description
of the room with 'CHANGE DESC new_description' - for example 'change desc This long and winding
road winds along for a long way, linking the Fool's Hill to the east, to Strawberry Fields which is south.

The 'CHANGE DESC' command has some restrictions. You are limited to the number of characters the
game will accept for any input, so you won't be able to use all 1,000 characters that the Workbench
location editor allows for a description. You will also be unable to split the text up into paragraphs - the
whole description will be one paragraph. And you won't be able to put any spaces at the start of the
descriptions, to indent the text.

You can decide whether these changes should be permanent or whether they should disappear at reset.
Normally, the changes are just temporary and when the game resets, the planet files will be loaded in
as they were before, reverting to the stock version. So you could redecorate a room for a party or other
special event, safe in the knowledge that the decor will revert to its normal state once the festivities are
over.

However, if you want your change to stick around, then use the command 'SAVE MAP' and the current
version of your planet will be saved to disk, and will load back in at reset. Note that the command only
affects the map you are on, so if you have made changes to both ground and space locations, you will
need to use the command twice, once on the ground and once in space.

Customizing Your Stock Planet

If you later decide you want to customize your planet you can start over from scratch and design a
brand new planet which will replace the stock planet, or you can ask us to send you the stock planet
files that the game created for you, and use them as the basis for your amendments. If you want the
files, contact us using the button above and give your Fed2 character name.

150.30 Submitting Files

Files that you have created yourself get uploaded to the game and linked in manually by team staff.
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Once your planet files are ready, email them to fed2-community-admin@googlegroups.com and ask for
them to be linked into the game. Your email should include the following information:

Your Fed character name
The planet name
The system name

Your planet will normally appear in the Galaxy in a couple of days, although planet files generally only
get linked at weekends. New planets show up when the game fires up after a reset.

Having submitted your files, you should stop work on the planet - don't make any further changes to the
files until the planet actually opens up in the game. The reason is that F2CE admins sometimes need to
make some changes to the files in order to get them to work. They will then mail you back a copy of the
files, and you should save the files they send you in the same place on your computer as the files you
sent to them - you want to overwrite your original files with the changed versions. Then you can carry
on working and make further changes to the planet if you wish.

If you don't do this, then your copy of the files and the one that F2CE has put into the game will be out of
sync, and as a result one of two things will happen. Either you will lose the further changes you have
made, or you will lose the changes that F2CE made. The former is annoying; the latter could be a
disaster.

Once you have got back the amended files from F2CE - or they have told you that there were no
problems with your files (it has been known to happen, occasionally!) then you can make any further
changes to your planet, such as fixing typos and movement errors, or adding new locations. Updates to
the files should also be mailed to fed2-community-admin@googlegroups.com, and will show up at reset
in one or two days.

150.40 Making Changes to your Customized Planet

You can keep on making changes to your planet and sending the files in so they can be linked to the
game, as often as you like - although if you send in a new set of files too frequently, they will be given
lower priority than those from new planet-owners!

There is a command that will help you to keep track of whether new files you have submitted have been
linked into the game: 'VERSION' . This displays the file version number of your planet map. The file
version number also shows on the status bar of the Workbench map editor, and it increases by 1 every
time you save the map.

If you feel cramped for space and wish you could expand your planet further than the 50 locations
available to Founders, you can buy an expansion in your allowance. Two slithy toves gets you an extra
30 locations, bringing the total for your system to 80. Contact us if you want to take advantage of this
increased space. Promotion to Engineer automatically gives you the extra 30, and at that level you can
purchase 30 more to give you a total of 110. Higher ranks can increase the number further.

If you want to make temporary amendments to a location you can use the 'CHANGE NAME' and 'CHANGE
DESC' commands ' or make the changes permanent with 'SAVE MAP' .You can also use them to correct
any typos you spot in your locations - fixing the mistakes right away, rather than having to wait for new
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files to be put into the game. Don't forget to make the change to the files on your computer, so the

names and descriptions all match.

150.50 Opening and Closing your Planet

There are times when you are not going to welcome visitors to your brave new world. Specifically, you
might want to check it over carefully to make sure everything works OK before letting other players take
a look at your handiwork. Fortunately, planet-owners have the power to close the system to stop
people from jumping in.

To close the system, use the command 'CLOSE LINK' when you are on the space map. This stops
anybody except the owner (and game management staff) from getting there. The close command does
not kick everyone off the planet, but it does stop new visitors jumping in.

When you are ready to receive visitors again, you open the system up with the command 'OPEN LINK'
- once again, you must be in space for this to have any effect.

When the planet is first linked into the game, the system will be closed so nobody will be able to get to
the system (except you) until you have checked it out and opened it up. Thereafter, you control when the

planet opens and closes.

If you send updated files to be putin, it is a good idea to close the system before the reset when you
expect the files to go in, or when you log off the night before. That way, you'll be able to check over your
corrections before other players are let loose on them.

150.60 Adding More Planets to Your Systems

When you promote to Mogul, you are allowed to add a second planet to your system. It's not obligatory,
you can stay with just one planet if you prefer. However if you do decide to expand your system, you can
add the second planet at any time after you promote. A few ranks later, at Gengineer, you can add
another planet to act as your biological asteroid. Magnates earn a fourth planet, which starts at agri, if
they have completed at least two puzzles. Plutocrats can earn up to 13 planets, each additional planet
either agri or bio, by paying some slithy toves.

Auto-linking a New Planet

You can use the 'COLONIZE' command to auto-link the second thru thirteenth planets, and each will

appear in the game immediately.

The command is 'COLONIZE PLANET planetname TYPE planettype ECONOMY agri|bio' where
planetname is what you want to call the new planet, and planettype is which of the stock planets you
want to use: water, fire, ice, habitat, rock or my favourite, candy. Plutocrats may choose either agri or bio
for the new planet's economy.

For example: colonize planet new world 2 type fire economy agri.

The planet name must be unique, up to 32 characters long, and can contain spaces. It can contain
letters and numbers but must start with a letter. So World Number 2 would be fine, but 2nd World
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would not. No punctuation or other symbols, and none of the reserved words: “system”, “planet” or
“type".

This command will only work if your space map conforms to the template used for the stock star
systems: the interstellar link must be in location 460, and the location for the new planet's orbit must
be empty. If your space map doesn't match these requirements, you will have to make your own map as
explained below.

Moguls may colonize a second agri planet, and Gengineers may colonize a biological planet. Magnates
who have completed at least two of the puzzles available in the galaxy may colonize a fourth planet,
which starts at agri.

Plutocrat Planets

Plutocrats can also purchase more planets which can be either agri or bio, for the cost of some slithy
toves. The cost is 10 slithy toves for the fifth and 15 slithy toves for the sixth planet. For the seventh and
beyond planets, the price increases by 15 slithy toves for each additional planet. The seventh costs 30
slithy toves, the eighth 45, and so on.

The second thru thirteenth planets can be auto-linked with the COLONIZE command, subject to the
restrictions on your space map mentioned above.

Adding a New Planet Manually

If you can't use the auto-link commands because you designed your system from scratch, then to add
another planet to your system, you design the new planet just like you did the first one. The new planet
should have an exchange, and it can also have a hospital/insurance office, although if players die
anywhere in your system they will always be transported to the hospital that is on the planet that is
loaded last.

You need to amend your space map, adding an orbit location for the new world somewhere on the map,
and then add that orbit location number to the map information for the new planet map. When adding
the orbit to your space map, you are advised to put it reasonably close to your first planet. Even though
you can use the remote trading controls to fiddle with your planets' economies, you are still going to
spend a lot of your time commuting between the two. Remember to set the space property on the new
orbit location.

Don't forget to add movement links both ways from the new orbit location, and check over the rest of
the space locations to make sure that mention of the new planet and its location is made somewhere -
otherwise players won't be able to find it easily!

When you're ready, send in the space map and the new planet files to us, giving the system name, the
new planet name (which obviously must be different from the original planet) and your character name.
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160. PLANETARY ECONOMIES

160.10 Introduction

Designing and constructing your very own planet makes you a Founder, but then you need to run your
planet's economy. You need to keep your population happy, by ensuring they have enough of all the
things they need to live, and you need to make sure the planet's treasury remains healthy, by selling off
the things the planet has a surplus of. To do this, you will need to work closely with CEOs and encourage
them to build factories that use as inputs the things you have in excess, and produce an abundance of
the things you are short of.

You will also need to encourage Merchants to come and trade on your planet, hauling goods in and out
for mutual profit. Plus, once you leave the Sol cartel, you can contract haulers to shift goods for you by
posting jobs directly onto the cartel's workboard.

You spend the groats that your planet makes building infrastructure to improve conditions for your
populace and enhance the economy - thus making even more money. When you have done enough
builds, you can use the 'PROMOTE' command and your planet will promote at the next reset. Promotion
means the planet's economy goes up a level; the exchange gets re-rolled which changes all the
production and consumption figures and wipes out your existing stocks and deficits.

Assuming you set your planet up correctly, it should make enough money to allow you to build
infrastructure using the planet's own money. However, if you find your personal cash is mounting up
and your planet is struggling, you can inject some of your own groats into the treasury with 'TRANSFER
megagroats', where 'megagroats' is the number of meg you want to transfer, up to 100. ' TRANSFER'
can be abbreviated to 'XFER' . Since the Galactic Administration frowns upon large amounts of groats
being shifted out of Sol into independent economies, they levy a rather hefty tax of one third on the
transfers.

At later ranks, you are allowed to have more than one planet in your system. You can transfer money
between two treasuries using 'TRANSFER megagroats planetname' which takes the money out of the
planet you are standing on, and puts it into the treasury of the named planet. You have to own both the
planets - this isn't a sneaky way of letting you fund a friend or ally.

An alternate way to finance infrastructure builds is to convert four slithy toves to 10 meg, using the
command 'TRANSFORM SLITHIES'.The cash is added to your treasury where it can be used to build
something useful. You can do this once every two weeks for each of your planets.

Should your planet turn out to be super-successful, you need beware of hoarding your groats instead of
using it to better the lot of your citizens. There is a 1 gigagroat limit on the size of planetary treasuries -
if your treasury has more than that then the taxman will seize it at reset.

Most planet commands will only work if you are actually on your planet.
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160.20 Your Planet Displays

If you look at the planet display for the planet that you own, using the 'DI PLANET planetname'
command, you also see the planet's treasury:

Bodville, Newstar system - Owner Newbod
Economy: Agricultural Workforce: 700/1000
Shipyard markup: 0% Merchant Fleet: 10 ships
Approval rating: Satisfactory

Treasury: 14,642,063ig

Commercial Activities:

6 warehouses:

Depots:

Widgets & Gizmos Inc

Newbod Enterprises

SuperMegaGigaCorp

Consolidated Amalgamated Distributed Fabrications
Cottage Industries

Universal Exports

Factories:

SuperMegaGigaCorp #1 plant producing Crystals
Cottage Industries #2 plant producing Petrochemicals
Universal Exports #1 plant producing Alloys
Universal Exports #4 plant producing Livestock
Widgets & Gizmos Inc #5 plant producing Nanos

The heart of your planetary economy is the exchange. When your planet is first linked into the game,
exchange data is generated - which commodities the planet produces, which it consumes and so on.
This is based around the economic development level of your planet (agricultural when it is first linked

into the game) with a strong element of randomness thrown in.

You can get a list showing the status of every commodity with 'DI EXCHANGE' or you can get one of the
commodity groups with 'DI EXCHANGE commoditygroup' (the economic commodity groups are agri,
resource, ind, tech, biological and leisure, and the secondary commodity groups are bulk, consumer,
defence, energy and sea). You need to be somewhere on your planet for these commands to work.

The display looks something like this:

Bodville exchange - agri products:

Cereals: value 199ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%
Fruit: value 318ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%
Furs: value 482ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%
Hides: value 505ig/ton spread 20% Stock: current -303/min 100/max 800 Efficiency: 100%
Livestock: value 155ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%
Meats: value 310ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%
Soya: value 175ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%
Spices: value 482ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%
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Textiles: value 229ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%
Woods: value 535ig/ton spread 20% Stock: current 800/min 100/max 800 Efficiency: 100%

This shows the exchange base price for the commodity, the spread, which is the difference between
buying and selling prices, the stock the planet currently has, the minimum and maximum levels that you
want the exchange to maintain for the commaodity if it can, and the efficiency with which the commodity
is produced.

You can see the details of your planet's native production and consumption with 'DI PRODUCTION
commoditygroup' , which gives something like this:

Bodville exchange - agri production and consumption:
Cereals: production 57, consumption 18 (39), efficiency 100%
Fruit: production 41, consumption 26 (15), efficiency 100%
Furs: production 34, consumption 14 (20), efficiency 100%
Hides: production 18, consumption 19 (-1), efficiency 100%
Livestock: production 40, consumption 9 (31), efficiency 100%
Meats: production 64, consumption 34 (30), efficiency 100%
Soya: production 43, consumption 35 (8), efficiency 100%
Spices: production 68, consumption 29 (39), efficiency 100%
Textiles: production 36, consumption 3 (33), efficiency 100%
Woods: production 37, consumption 31 (6), efficiency 100%

This command also works with the secondary commaodity groups.

Each exchange cycle, the population of your planet will produce and consume the specified amount.
These values are set when your exchange is configured, but they will change as you do such things as
building infrastructure. (The length of an exchange cycle will vary depending on a number of factors,
including whether you are logged on or not.)

The number in brackets is the production minus the consumption. If it's a negative number it means the
planet consumes more than it produces of that particular commodity, which means you will end up with
a deficit unless you make arrangements to get the commodity shipped in. When Merchants sell goods
to your exchange, half of what they sell gets added to the stock, the other half is eaten up by the
population right away.

There are several things that will increase the efficiency of a commodity. Some infrastructure builds
increase the efficiency of commodities in certain groups, and building up your merchant fleet will also
boost the efficiency. If a commodity's efficiency is greater than 100%, it means that over time the
exchange is going to produce more of that item - it simply speeds up the production line. It doesn't have
any effect on the actual production points.

You can check up on the factories on your planet and find out whether the owner has directed the
output to the exchange or to a depot, with the command 'OUTPUT' . This lists all of the factories and
tells you the output destination. For more detail, 'DI FACTORIES' also tells you the status of the
factories - whether they are running or not - and the efficiency levels.
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160.30 Adjusting your Economy

At the moment there are two things that you can change: the spread and the stock levels.
Changing the Spread

The spread is what will determine how much money the planet makes when the exchange buys or sells
a commadity. It defaults to 20% but you can change it, either by setting the overall spread for the whole
exchange with 'SET SPREAD amount', or setting it for an individual commodity with 'SET SPREAD
amount commodity' .As with the display commands, you have to be on your own planet. The spread
must be between 6 and 40.

Whichever command you issue, it will overwrite the previous spread value, so you should set the overall
spread first to whatever you think is a reasonable number, and then tweak the individual commodities
that you want to differ from the rest.

The higher the spread on a commodity, the greater the difference between buying and selling price - so
the more profit the planet will make. However, that doesn't mean you should just whack all the values
up to 40%, because that will mean bad value for your potential customers, who might take their trade
elsewhere, leaving you with no profit at all! You may also want to have 'special offers' on commaodities
you particularly want the exchange to buy or sell, reducing your potential profit in order to fulfil
demands or offload surpluses.

Changing the Stock Levels

The stock levels reflect the amount of each commodity that the exchange has, and how much it wants
to have - the maximum and minimum levels. While the current stock is somewhere between the max
and min, the exchange will both buy and sell the commodity; should it rise above the mayx;, it will just sell
it, and if it falls below the min, it will just buy it.

You can change the max and min stock levels for every commodity with the command 'SET STOCKPILE
min|max amount' - use min to setthe minimum level, and max to set the maximum level you want the
stockpile to go. You can also use the command to set the stockpile for an individual commodity with

'SET STOCKPILE min|max amount commodity'.You mustbe onyour own planet. When setting the
mayx, the level must be between 20,000 and 200. When setting the min, it must be between 2,000 and
100.

The exchange will change its behavior when the stock gets to within 75 tons of the levels for the min or
max that you have set, since it only deals in 75 ton loads.

Just like setting the spread, these commands will overwrite all previous stock values, so you should first
set the min and max stock levels for the exchange as a whole, and then set the levels for the individual
commodities that differ.

160.40 Running your Planet Remotely

Checking your planet displays and tweaking the economy can be done from the comfort of your favorite
bar as you hang out with your friends and gossip. With many of the commands, you just put your planet
name on the end and they will work remotely.
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The remote control commands are:

DI EXCHANGE planetname

DI EXCHANGE commoditygroup planetname

DI PRODUCTION commaoditygroup planetname

DI FACTORIES planetname

SET SPREAD amount planetname

SET SPREAD amount commodity planetname

SET STOCKPILE min|max amount planetname

SET STOCKPILE min|max amount commodity planetname

160.50 Joining a Player Cartel

A cartelis an economic grouping of planets that trade with each other, share a workboard for hauling
jobs and cooperate to further the interests of all the members. The head of a cartel is a Plutocrat.

When your planet is linked into the game it is placed in the Sol cartel. The owner of this cartelis a
hands-off kinda guy, and the tax rates, import duties and so on will never change. (The rates will be set
soon...) There is no membership fee to join the Sol cartel.

You should start to shop around for a more active cartel to join as soon as you become a Founder - in
fact, you should have formed links with high-up players much earlier in the game, so with any luck you
will have a slot waiting for you.

To see a list of all the cartels in the game, type 'DI CARTELS'. 'DI CARTEL' gives you the details of the
cartel you are currently in, including a list of the member planets. For the info on another cartel, without
actually having to fly there, use 'DI CARTEL cartelname'.

To join a cartel, use the command 'JOIN CARTEL cartelname'.You mustbe somewhere in your star
system. This puts your request into a pending queue to be dealt with by the Plutocrat at his, her or its
leisure. The owner of the cartel can accept or reject your membership bid, and whichever they do, you'll
be informed of the result. If you're not in the game at the time, you will find there is mail waiting for you
when you return - type 'MAIL' toread it.

The cartel owner may set a membership fee for the cartel, which will be taken from the treasury of your
highest-level planet on joining; alternatively, she may give out a joining bonus which will be paid when
you join.

If you manage to annoy the Plutocrat then your star system can be expelled from the cartel, in which
case it is put back into the Sol cartel.

Cartel Mail

If you want to leave a message for one of your cartel-mates, you can do it using cartel mail. You can
send the message to an individual, or to all of the cartel members. The command is 'SEND MAIL
playername message' where 'playername’is either the name of one of your fellow cartel members, or
the word 'all, and 'message’ is what you want to say. You must be on one of your planets to send cartel
mail.

This facility is not available to members of the Sol cartel.
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You are notified when someone sends you mail - if you're not in the game, the notification will show up
when you next log on. To read your mail, type 'MAIL'.\When you read your mail, it is deleted.

Be warned - over-using the function to spam the cartel members is likely to get you kicked out by an
irate Plutocrat!

160.60 Offering Jobs to Poor People

Once you leave Sol cartel and join a player-owned cartel, you have two alternative ways of shifting
goods out of one of your exchanges - you can post jobs onto the cartel's workboard to be delivered by a
Poor Person, and you can offer jobs directly to haulers.

Posting Jobs on the Cartel's Workboard

When you post a job onto the workboard or your cartel, the job is generated from the exchange of the
planet you are standing on, so long as you own that planet, and can be set up to deliver to one of the
other planets in your star system or to any other planet in the cartel. The command is 'POST JOB
commodity planetname' where 'commodity'is the trading commodity you want to shift, and
'‘planetname’ is the name of the destination planet.

The job will be posted onto the workboard as a 75 ton job. The goods will be taken out of your stockpile
at the time the job is created, and held in storage ready for the hauler to pick them up; the hauling cost is
also taken right away and kept by Armstrong Cuthbert until the job is delivered, at which point it will be
paid to the hauler.

When the job is delivered, the goods are sold to the destination planet's exchange and the proceeds
taken out of that planet's treasury and paid to your planet. The cargo will be added to the destination's
planet's stockpile assuming the exchange is buying the commodity; otherwise the goods will be sold to
a private buyer at a heavily discounted rate. So don't send jobs to another star system without checking
whether the planet needs them!

You can't post a job on the board if there are already 40 jobs on the workboard, but any jobs not taken by
haulers will expire after a few minutes, thus freeing up space for your job. If your jobs don't get snapped
up by other players, they too will expire - the goods will be delivered by Armstrong Cuthbert's robotic
trading ships.

Haulers can't void your jobs but that doesn't mean your cargo is completely safe... jobs on the board are
not preserved over the reset, so any that are posted on the board but haven't been delivered will vanish,
the cargo being appropriated by the stevedores (they consider it one of the perks of the profession) and
if a cargo is in a hauler's hold over the reset, the paperwork that credits you as the owner of the goods
mysteriously vanishes and the job reverts to being an ordinary job.

Offering Jobs Directly to Haulers

You can bypass the cartel's workboard and offer your jobs directly to a named player. The recipient of
the job must be a Commander or Captain.

The command is 'OFFER playername JOB commodity planetname',where 'playername'is the poor
person you want to give the job to, '‘commodity’ is the goods you want to shift, and 'planetname’ is the
destination planet, which must be in the same cartel.
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The job becomes a pending job for the hauler, until they either accept or reject it. You can't offer a job to
a player who already has a pending job. Should they accept it, you will be notified when the cargo is
delivered. But be warned: the hauler can choose to reject your offer, in which case you lose the goods,
so don't offer jobs to players without prior arrangement. And don't forget to check that the hauler can
leave Sol before you offer the job!

160.70 Making Money on Ship Sales

Adjusting the Shipyard Markup

Your planet treasury rakes in a 5% cut of all ship sales on your planet, applied to the amount the player
actually pays for the new ship, so the second-hand value of the old ship is deducted first. This
represents money being pumped into the economy by the activities of the shipbuilders.

In order to attract customers to the shipyard, you can decide to subsidise the building of new ships. This
lowers the price for customers, which means your planet's rake-off on each sale will be lower - but the
difference should be made up in volume as hordes of punters flock to buy the cheapest ships in the
galaxy. Alternatively, you can add a surcharge to the ship price so they get more on each individual sale,
even if the higher prices mean fewer ships sold.

The command to set a discount or a surcharge is 'SET YARD amount' where 'amount'is the percentage
of the price that you want the ship mark-up to be, between -10 and 10. Setting it to a negative number
makes the price cheaper for purchasers; setting it positive makes ships more expensive. The percentage
is applied to the gross price - that is, before the trade-in price for the old ship is applied. When a
potential buyer is given their quotation, the final amount of the invoice includes the discount or
surcharge so there will be no hidden extras.

Building Up a Merchant Fleet

Normally, all ships sold anywhere in the Galaxy are registered to Panama. However, you can purchase a
ship registration facility for your planet, so that any ships bought there will instead be registered to your
planet. A ship registration facility costs 5 slithy toves, and the command to get one is 'BUY REGISTRY'.
The facility never breaks down or expires - once purchased, it lasts as long as the planet does. You can
see what other planets have their own registration facilities with 'DI REGISTRY'.

Ships registered to your planet become part of your merchant fleet, and an entry on your planet display
shows you the size of the fleet. This is only calculated when the game fires up after the daily reset, so
new ships bought on the planet don't get counted right away. Ships belonging to players who have not
logged on for a month or more are not counted. You can find out exactly who has bought a ship on your
planet with 'DI FLEET' - you must be on your planet.

Having a merchant fleet will boost your economy - for every ten ships in your fleet, there will be a 1%
efficiency increase in your exchange and in all the factories on your planet, up to a maximum of 10%.

As well as the efficiency improvements, there is of course the cachet of having ships flying around the
Galaxy with your planet name on them - the registration details show on the SpyNet Report for a player.
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160.80 Setting up a Repair Yard

A ship repair yard is an extra source of income, because commodities used to fix the holes in battered
ships come from your exchange, so you get the money. When ships are repaired on your planet, if the
goods come from the exchange, then the treasury gets the money, and your stocks are reduced - but if
the goods are sourced elsewhere, you get zilch. So it's well worth setting things up so you have
everything needed readily available, and then encouraging battered ships to make your world their first
port of call.

Having a repair yard is also an incentive for ships to join your merchant fleet, because they'll get a
discount on ship repairs on the planet the ship is registered to.

Setting up a repair yard is a simple matter of flagging a location with the Ship Repair property. You then
need to ensure that all the commodities needed for repairs are available in your stockpiles.

Here's the schedule of what commodities are needed for repairing the various bits of a ship:
Engines
For each point of damage the following commaodities are required (@mounts are in tons):

Alloys - 2
Monopoles -1
Xmetals -1

Shields
For each point of damage the following commaodities are required (@mounts are in tons):

Crystals - 2
Lanzarik - 1
Xmetals - 1

Computers

For each point of damage the following commaodities are required (amounts are in tons), subject to level
multipliers:

Monopoles - 3
Semiconductors - 4
Nanos - 3

Biochips -5
Firewalls - 1

Alloys - 3

Level multipliers mean the commodities needed increase for each extra level:

From level1to 2 - x 1
From level2to 3 - x1
From level 3to 4 - x5
From level 4to 5 - x10
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From level5to 6 - x 30
From level6to 7 - x50

For example, the monopoles needed to repair a level 5 computer which has been reduced by damage to
a level 3 or below would be 3 x 5 x 10 =150 tons.

160.90 Keeping Out Undesirables

Planet-owners can close down the whole system, which stops anybody except the PO from jumping
through the link, but that's a bit crude - it's all-or-nothing. This is fine if you are feeling completely anti-
social and don't want to receive any visitors at all, but not much use if you want to invite a few friends to
your planet but keep out the masses, or if there's one specific person you particularly want to exclude.

Fortunately, it is possible to remove named individuals from your star system and stop them from
returning, by exiling them. 'EXILE playername' will chuck the offending player off your world, moving
him to Earth, and will prevent him from jumping through the link to your system. You need to be
somewhere in your system to use the command. It doesn't matter if the player is not in your system -
the command works wherever he is, even if he is not logged on at the time.

If you change your mind and decide to forgive the exile, you can 'PARDON playername' which will allow
him to return. Until such time as he annoys you once more and you exile him again...

As well as exiling unwanted persons, you can also get rid of factories and depots that you don't want.
'"EXPROPRIATE FACTORY factory# companyname' 6 where 'factory#'isthe number of the factory you
want to get rid of, and 'companyname' is the name of the owning company - for example, 'expropriate
factory 4 universal exports' You must be on the planet. The offending factory is eliminated with no

compensation to the owner.

'"EXPROPRIATE DEPOT companyname' does just that.

160.100 Planetary Disaffection

The Causes of Disaffection

The population of your planet can be a fractious bunch and if you don't keep them happy, disaffection
will start to build up. Founders don't have to worry about the effects of disaffection but once you
promote to Engineer, it becomes a big concern. If you don't placate your grumbling citizens, they will
riot. You need to keep an eye on the approval/disaffection level which appears on your planet display. A
satisfactory approval rating equates to zero, which is what you start out with; if it gets higher then it
shows as a percentage approval rating. If your approval rating drops below zero, it turns into
disaffection, which has all kinds of nasty consequences.

There are two main causes of disaffection: infrastructure builds and unemployment.

Infrastructure builds can have an effect on disaffection in a number of ways. Some builds cause
disaffection; some reduce it. The absence of some necessary builds can also increase your disaffection
levels. Check the information about builds in the next section of the Idiot's Guide carefully to see which
ones are necessary, and which have unpleasant side-effects which need to be offset. Since resource
planets need some builds which cannot be done until you promote to Engineer, you should make sure
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you have enough groats to do the builds right after the promotion, to stave off disaffection - the same
applies to promotions to the higher ranks, too.

Unemployment is more straightforward - workthings without jobs get unhappy and if enough of them
get together to moan, they can have a serious effect. So long as your unemployment rate remains below
half the available workthings, the grumbling will remain just that.

Once the unemployment rate reaches 50%, then 5% will be added to the planet's disaffection. At 60%
unemployment, the extra dissatisfaction will be 10%. Then it'll jump to 15% should unemployment go up
to 70%, and so on, up to a 30% increase should there be no work at all on your planet.

This means it is going to be all the more important for resource planets to attract factories to your
planet, so as to provide jobs for the boys (and the girls and the things).

You can see how the disaffection or approval rating for your planet was calculated at the last reset with
the 'DI DISAFFECTION' command. This doesn't show any changes due to things that happened since
the game fired up.

What Happens if there's a Riot

Careful management should keep disaffection at bay, but if it does rise then you could be in for some
trouble. The disaffection figure is a percentage, and the higher it gets, the higher the chance that
something horrible will happen. Every day at reset, the game will generate a random number between 1
and 100, and if the resulting number is lower than or equal to your disaffection figure, there will be a
riot. For example, if your disaffection is at 20%, then there's a 20% (1 in 5) chance there will be a riot.

If there is a riot, a number of things could happen. First, one of your stockpiles will be wiped out at

random.
Then things get more serious, and one of the following will happen:

* One of your infrastructure builds will be sabotaged, and will have to be rebuilt from scratch

* Afactory on your planet will get razed to the ground

* A depot will be torched

* Awarehouse will be looted then destroyed

* Disaffected hackers will hack into your planetary treasury or your personal bank account and
embezzle between 30% and 60% of the balance

Rioting doesn't make the citizens feel any better, it just encourages them; unless you do something to
lower the disaffection, the riots will continue. So it pays to keep disaffection at bay and deal with
discontent before it gets out of hand.

160.110 Managing a Second Planet

When you promote to Mogul, you are allowed to link a second planet into your system. It's not
obligatory, you can stay with just one planet if you prefer, but if you do decide to expand your system,
you can add the second planet at any time after you promote.

You deal with your second planet in exactly the same way you did the first. It will start out as an
agricultural world, and you will build infrastructure until you are ready to advance it to a resource world,
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and then an industrial one. You will have the same pressures of keeping the populace happy, and the
same opportunities to make money.

Your personal rank will be tied to the highest economic level of the planets in your system. You could, if
you wanted, keep your original planet at industrial level and advance your new planet to technical and
beyond; you'd promote to Technocrat when one of your planets becomes technical.

When your new planet gets linked into the game, it starts out with a treasury balance of zero groats. As
soon as the exchange starts to operate, it will probably start to generate groats (unless you have been
very unlucky in the roll). You can also use the 'XFER megagroats' command to move money from your
personal balance into the treasury of the planet you are standing on, and the 'XFER megagroats
planetname' command to move money from the treasury of the planet you are standing on, to the
treasury of the named planet. You can also swap four slithies for 10 megagroats with ' TRANSFORM
SLITHIES' - you are limited to one transfer every two weeks, but that limit applies to each planet.

160.120 Becoming a Gengineer

To become a Gengineer, you need to increase the infrastructure on your technological planet to a certain
level (see the next section for how builds work) and then type 'PROMOTE' when you are situated on that

planet. After that, things do not work the same as the other planet owner promotions.

You will promote to the new rank right away, instead of having to wait until the next reset. Your techno
planet will not advance; it will remain at that economic level.

At any time after you promote to Gengineer, you can have a new world added to your system, which will
have a biological economy. Although you can then build up the infrastructure of your bio world, it will
never advance - its economy will always stay at biological level. Meanwhile, you can continue to build
on your techno planet until you have enough builds for promotion to Magnate; at which, the economy
will jump to leisure.

Another difference is that bio planets do not suffer from disaffection because the workthings are
largely made up of robots, which don't get unhappy. Of course, they will be missing much of the
infrastructure that is needed for a high-level planet so will be less efficient than they should be, and
have fewer workthings, until you carry out the necessary builds.

Page 109 of 248



170. PLANETARY INFRASTRUCTURE BUILDS
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170.10 INTRODUCTION

When your planet is linked into the game and you become a Founder, it has a basic economy, which will
make you money if you set things up right. But you will never be able to promote to the next rank
without enhancing your planet considerably. You do this by building infrastructure.

There are approximately 50 different things you can build, split into 10 categories: communications,
defense, ecology, education, energy, health, housing, security, social security and transport.

Some of the builds cannot be done until your planet is at a certain level. Some require you to do other
builds first as a prerequisite. The effect of some of them will be permanent; others will expire when
your planet gets to a certain level.

Builds are vital not just to enhance your planet, but also for your promotion. To climb the planet-owning
ranks, you are required to complete a certain number of builds. The 'RANKS' command will tell you how
many. If you've not yet reached the requirement, the 'PROMOTE' command tells you how many builds
you have done; once you have made the target, the command will initiate the promotion, which will
happen at the next reset. You will move up to the next rank and your planet will advance to the next

economic level.

170.20 Building infrastructure

The cost for a basic infrastructure build is 10 meg; the money comes out of your planet's treasury. The
command is 'BUILD infrastructure',h where 'infrastructure'is the type of build you want to do. With
some builds, you will also specify where the resulting production point should go - for example, the
command to build a heliograph is 'BUILD HELIOGRAPH commodity' , where'commodity'is one of the
agri or resource commodities.

You must be on your planet in order to build infrastructure.

You can see the builds you have done with 'DI INFRA'.This also gives a count, telling you how many
builds you have done, which is important when you start to consider promotion.

If you decide you no longer need a build, you can demolish it with 'DEMOLISH infrastructure'.You
will get back between 3 and 7 meg for the land which is released and the recycled materials. As with the
building, you must be on your planet. Note that some builds cannot be demolished until the planet has
advanced to a level where they can no longer be built. They are: heliographs, telegraph, bases,
satellites, defence and oil.

170.30 The Effect of Infrastructure Builds

Builds have a number of effects on your planet. The most common is a boost to productivity or
efficiency - either to an individual commodity which you specify, to a group of commodities, or to the
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economy as a whole. Where the effect is on a group of commodities it may be one of the regular
economic groups (agri, resource and so on) or it may affect a particular type of industry such as defense
industries or sea-based industries.

Builds can also increase your population, reduce disaffection, or allow you to increase the size of your
merchant fleet. With most infrastructure, there is a limit to the number you can build - or at least, you
can build as many as you like, but once you exceed the limit you won't get any further effect.

Sometimes failure to build the required number of certain installations will have a negative effect, such
as increasing disaffection, so like the Red Queen's race, you will have to build the infrastructure just to
keep things as they are.

Some infrastructure builds will themselves have negative side-effects, such as increasing disaffection
or reducing population, so will need to be balanced with other builds to mitigate the bad effects.

The good news is that disaffection and population reduction are not in effect at agricultural level - they
only kick in when the planet advances to resource.

Builds that increase the population are not cumulative but always operate on the base level - for
example, if you have a build that adds 1% to the workforce, it will increase the population from 1000 to
1010. Building something that adds another 1% will add another 10 workers - not 11.

Builds that affect the workforce, either positively or negatively, will have another effect. For every 100
workers above the base level of 1,000 there is a 1 point increase in the consumption of all consumer
goods. Similarly, for every 100 workers below the base level, there is a 1 point reduction in consumer
goods consumption. This change does not take effect until the next reset.

When your planet promotes and the exchange is re-rolled, you lose the effect of any extra production
points that were given by builds. The build itself remains in the list until you demolish it, although it no
longer has an effect.

To help you see the effect that some builds have on your planet, the 'DI POPULATION' command
shows how the planet's workforce was calculated at the last reset and 'DI DISAFFECTION' shows
how the disaffection or approval rating was calculated. These won't include any changes due to builds
you have done since the reset.

170.40 Builds On Higher Level Planets

Agricultural planets have it easy: they are shielded from some of the side-effects of infrastructure
builds, such as disaffection and reductions in population. However, once you promote to Engineer, and
your planet becomes a resource level planet, the bad side-effects kick in.

Your planet's population is adjusted as you build infrastructure, so the effect - both positive and
negative - should be immediately apparent. It's also recalculated every day at reset to make sure it
remains accurate.

Disaffection is calculated at reset, so you won't see the effect of a build right away.
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Biological planets are linked into the game at that level, without having to go through the earlier
economic levels. This means they will be missing much of the infrastructure necessary for the rank, and
you will have to do a lot of building in a hurry to avoid the negative consequences.

170.50 Definitions

As well as the standard commodity groups (agri, resource and so on), some commodities belong to a
specific type of industry, which can be affected by a build. Here is a list of the different commodites that
fall under the different industry types.
Bulk Goods Industries:
Cereals

Clays

LanzariK

Nickel

Nitros

Polymers

Proteins

Soya

Woods

Consumer Goods Industries:
Cereals

Fruits

Games

Meats

NanoFabrics
Pharmaceuticals

Proteins

Sensamps

Simulations

Textiles

Defence Industries:
Antimatter

BioComponents

Explosives

Firewalls

GAsChips

Lasers

Monopoles

Munitions

Sensamps

Weapons

Xmetals

Energy Intensive Industries:
Alloys
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Droids
GAsChips
Kaytdidics
Mechparts
Polymers
Semiconductors
TQuarks

Sea-based Industries:

Crystals

Games

Holos

Libraries
Musiks

Nickel
Petrochemicals
Proteins

Soya

Xmetals

Note that some commodities are included in more than one industry type.

170. PLANETARY INFRASTRUCTURE BUILDS
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175.5 Overview

The following list is all of the infrastructure builds that it will be possible to do on a planet, ordered by
the economic level at which you can first do the build.

Agricultural starts at Heliograph and signal towers
Resource starts at Telegraph

Industrial starts at Radio

Technological starts at Telephone

Biological starts at Tachyon transmissions

Leisure starts at T-quark communicators

175.6 Commodity Groups

As well as the standard commodity groups (agri, resource and so on), some commodities belong to a
specific type of industry, which can be affected by a build. Here is a list of the different commaodities
that fall under the different industry types.
Bulk Goods Industries:

Cereals

Clays

LanzariK

Nickel

Nitros

Polymers

Proteins

Soya

Woods

Consumer Goods Industries:

Cereals

Fruits

Games

Meats

NanoFabrics

Pharmaceuticals

Proteins

Sensamps

Simulations

Textiles
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Defence Industries:
Antimatter
BioComponents
Explosives
Firewalls
GAsChips
Lasers
Monopoles
Munitions
Sensamps
Weapons
Xmetals

Energy Intensive Industries:

Alloys

Droids
GAsChips
Kaytdidics
Mechparts
Polymers
Semiconductors
TQuarks
Sea-based Industries:
Crystals

Games

Holos

Libraries

Musiks

Nickel
Petrochemicals
Proteins

Soya

Xmetals

Note that some commodities are included in more than one industry type.

175. INFRASTRUCTURE BUILDS

175.10 Heliograph and signal towers

Description:

Early methods of signaling over distances included beacon fires, flags, and mirrors reflecting sunlight
(heliographs). By the end of the pre-electric era, chains of signal towers using wooden arms on the
towers as semaphores were constructed to pass messages across the country. The signal towers,
though primitive, were effective, but required substantial capital investment because they all have to be
in line of sight of one another.

More modern systems usually use self cleaning mirrors mounted on high platforms or towers.
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Effect:
Worth one extra production point in any agriculture or resource commodity, up to a maximum of five
points.

Duration:
Can be built at agriculture and resource levels. Production points gained from heliograph builds are lost
when the planet advances to the next level, but the build remains on the list until it is demolished.

Command:

'BUILD HELIOGRAPH commodity', where 'commodity'is the agrior resource commaodity to which you
wish to allocate the production point. You can remove the build with 'DEMOLISH HELIOGRAPH' at
industrial levels and above.

175.20 Planetary Defence Base

Description:

Ground based planetary defences. Powerful, but fixed, and therefore vulnerable to bombardment - if
the opponent can get close enough. Weaponry is mainly short range interceptor and missile based,
since beam weapons do not usually have the range to attack orbiting vessels.

Effect:
Worth one extra production point in any defence industry commodity, up to a maximum of five points.

Duration:

Can be built at agricultural, resource and industrial levels. Production points gained from defence builds
are lost when the planet advances to the next economic level, but the build remains on the list until it is
demolished.

Command:

'BUILD BASE commodity', where 'commodity'is the defence commodity to which you wish to allocate
the production point. You can remove the build with 'DEMOLISH BASE' at technological levels and
above.

175.30 Atmospheric Control

Description:

The basic terraforming which new planets start with is good enough for an agricultural economy with a
relatively low level, scattered population. However, the activities of sentient beings at higher economic
levels can rapidly upset the balance of the atmosphere, leading to a rapid decline in quality.

Effect:

For each level above agricultural, the planet must have two atmospheric control builds (for example,
resource planets need two, industrial four and so on). Failure to build the modules results in a 5%
increase in disaffection for each missing build.

In addition, one atmospheric control build is required (along with one pollution control) to offset the

side-effects of each coal power build.
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Duration:
Atmospheric control modules can be built at any time.

Command:
'BUILD ATMOS' . You can remove the build with 'DEMOLISH ATMOS' .

175.40 Pollution Control

Description:

Control of pollution is very important on terraformed planets, especially at the resource level, where
spoil-heaps from mining activities cause problems; at industrial, which can cause toxic waste; and at
technological, where there is a risk of nano-pollution. Failure to control pollution has in the past
resulted in a number of promising planets becoming uninhabitable.

Effect:

Two pollution control builds are required at resource level, five at industrial level, and nine at
technological level. Failure to provide the required facilities results in a 5% increase in disaffection for
each missing point.

In addition, one pollution control build is required (along with one atmospheric control) to offset the
side-effects of each coal power build.

Duration:
Pollution control projects can be undertaken at any time.

Command:
'BUILD POLLUTION' . You canremove the build with 'DEMOLISH POLLUTION' .

175.50 Biodiversity Projects

Description:

Biodiversity projects help keep the planet a pleasant place to live and work by maintaining a balance
between the terran and native strains of flora and fauna, ensuring no species comes to dominate the
ecosystem to the detriment of others, and that no animals or plants become endangered or extinct.

Effect:
Each biodiversity project reduces the level of disaffection by 1%, up to a maximum of 5% (8% at leisure
level).

Duration:
Biodiversity projects can be undertaken at any time.

Command:
'BUILD BIODIVERSITY' .You canremove the build with 'DEMOLISH BIODIVERSITY'.

175.60 Schools

Description:
Schools are the backbone of the education system, ensuring that future citizens are educated up to a
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minimum level. Without a supply of students with basic literacy and numeracy, all higher forms of
education are impotent.

Effect:
Schools can be allocated as general schools, which are required for resource and higher level planets, or
as college feeders, which are a prerequisite for building higher education facilities.

The number of schools required increases with each economic level. Agricultural worlds do not need
any. Resource planets need 2 general schools, Industrial planets need 3, Technical 4, and so on. Failure
to build the necessary general schools will result in disaffection.

Four schools are required for each higher education facility (except for biological research lab, which
has special requirements).

Duration:

Schools can be built at any time.

When you build a school it is assigned as a general school, if it is needed for the planet's economic level,
otherwise, it is assigned as unallocated. When you build a college, the necessary schools will be
allocated as college feeders.

Command:
'BUILD SCHOOL'.You canremove the build with 'DEMOLISH SCHOOL' .

175.70 Agricultural College

Description:
Provides the agricultural specialists needed to improve the productivity of the agricultural sector.

Effect:
An agricultural college provides a boost in the efficiency of all agricultural commadities, increasing it by
40%.

Duration:
Only one agricultural college can be built, and a minimum of four basic schools are required to sustain
its intake of students. The college can be built at agricultural or resource levels but ceases to become

effective when the planet reaches tech level.

Command:
'BUILD AGRICOLLEGE' .You can remove the build with 'DEMOLISH AGRICOLLEGE' .

175.80 Clinics

Description:
Clinics are primary health care units for both urban and rural areas. They are essential for keeping the
population healthy and for control of epidemics.

Clinics can be allocated as general clinics, which are required for resource and higher level planets, or as
teaching clinics, which are a prerequisite for building hospitals.
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Effect:

Each economic level above agricultural requires two general clinics to keep the population healthy
(agricultural planets do not require any general clinics). Each clinic below the required number reduces
the working population by 10%, due to disease and lack of public health.

Two teaching clinics are required to build one hospital.

Duration:

Clinics can be built at any time. If the planet does not have enough general clinics for its level then
building a clinic will automatically allocate it as a general clinic; otherwise, it will be an unallocated
clinic until you either build a hospital, or promote to the next level.

Command:
'BUILD CLINIC'.You canremove the build with 'DEMOLISH CLINIC'.

175.90 Hospitals

Description:
Urban general and specialist hospitals deal with the treatment of more intractable health problems,
and provide advanced training for medical staff.

Effects:
Hospitals add 1% to the working population for each build, up to a maximum of 5%.

Duration:
One hospital can be built for every two unallocated clinics in operation.

Notes:
For every 100 workers above the base level of 1,000 there is a 1 point increase in the consumption of all
consumer goods.

Command:
'BUILD HOSPITAL'.You canremove the build with 'DEMOLISH HOSPITAL' .

175.100 Police Force

Description:
Local community based policing where the primary task of the police is to protect the community rather
than the state. If there are not enough police, then citizens feel threatened by lawlessness, and become
disaffected.

Effect:
Each economic level above agricultural requires two police forces (agricultural planets do not require
any police). Each police force below the required number increases disaffection by 5%.

Duration:
Police forces can be built at any time.

Command:
'BUILD POLICE'.You canremove the build with 'DEMOLISH POLICE'.
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175.110 Family Allowances

Description:

State allowances that are keyed to the size of families - the bigger the family, the larger the allowance.
While ostensibly aimed at ensuring that those in larger families don't end up below the poverty line
(however that may be defined for a given society) the overall effect is to increase the fertility of the
population.

Effect:

Each family allowance allocation adds 1% to the working population, up to a maximum of 10%.

Duration:

Family allowance allocations can be made at any time.

Notes:
For every 100 workers above the base level of 1,000 there is a 1 point increase in the consumption of all
consumer goods.

Command:
'BUILD FAMILY'.You canremove the build with 'DEMOLISH FAMILY'.

175.120 Dole

Description:

Dole, or unemployment pay, is an effective but expensive way of reducing disaffection. In times of high
unemployment it provides a reasonable safety net to keep your populace above the poverty line, but it
also tends to reduce the willingness of the workers to work for low wages.

Effect:
Each point of dole pay reduces disaffection by 3%. However, each point of dole above the level of the
planet (where agricultural planets are 0, resource 1, etc) reduces the working population by 5%.

Duration:

Dole payments can be made at any time.

Notes:
For every 100 workers below the base level of 1,000 there is a 1 point decrease in the consumption of all
consumer goods.

Command:
'BUILD DOLE' .You canremove the build with 'DEMOLISH DOLE' .

175.130 Canals

Description:

Canals were the first successful artificial means of inland bulk transport - slow when compared to
modern methods but considerably faster than the contemporary alternatives, and also much safer for
transporting fragile goods. This explains why historically pottery manufacturers such as Josiah
Wedgewood were at the forefront of promoting canal construction.
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On agricultural worlds where the rural population is sparse and widely settled, canals are the most
efficient way of moving goods cheaply.

Effect:
Each canal adds 7% to the efficiency of all agricultural and resource commodities, up to a maximum of
35%.

Duration:
Canals can be built at agri and resource level, but cease to become effective when the planet reaches
industrial level.

Command:
'BUILD CANAL'.You canremove the build with 'DEMOLISH CANAL' .

175.140 Telegraph

Description:

The transmission of messages through a wire using electricity. The discovery of sensitive current
measuring instruments, such as the mirror galvanometer, allowed the first intercontinental links to be
laid. As with other varieties of communications infrastructure, a large capital investment is required to
set up an effective communication network.

Effect:
Worth one extra production point in any resource or industrial commodity, up to a maximum of five
points.

Duration:
Can be built at resource and industrial levels. Production points gained from telegraph builds are lost
when the planet advances to the next level, but the build remains on the list until it is demolished.

Command:

'"BUILD TELEGRAPH commodity', where 'commodity'is the resource or industrial commodity to which
you wish to allocate the production point. You can remove the build with 'DEMOLISH TELEGRAPH' at
technological levels and above.

175.150 School of Mining

Description:
Provides the mining engineers needed to improve the productivity of the resources sector.

Effect:
A mining school provides a boost in the efficiency of all resource commadities, increasing it by 40%.

Duration:

Only one school of mining can be built, and a minimum of four basic schools are required to sustain its
intake of students. The mining school can be built at resource or industrial levels, but ceases to become
effective when the planet reaches Leisure level.

Page 121 of 248



175. INFRASTRUCTURE BUILDS

Command:
'BUILD MINING' .You canremove the build with 'DEMOLISH MINING' .

175.160 Coal power

Description:

Coal mining includes both deep and strip mining. A useful source of both energy and raw hydrocarbons,
it is one of the easiest to obtain and use, simply by burning it. However, both the obtaining (especially
through strip mining) and burning of coal cause extensive pollution and atmosphere control problems.

Effect:
Each build of coal power boosts the efficiency of all industrial commodities by 7%, up to a maximum of
35%.

Each build will generate 2% dissatisfaction for resource and industrial level planets unless it is offset
by an otherwise unused pollution control build and an unused atmospheric control, each dealing with
1% of the problem.

Duration:

Coal power can be built at resource and industrial levels. It is superceded at biological level, when the
builds cease to be effective. Coal cannot be built at tech level but the builds will remain in operation,
however the pollution will vanish because at this level coal is used as a raw material, not an energy

source.

Command:
'BUILD COAL'.You canremove the build with 'DEMOLISH COAL' .

175.170 Insulation

Description:

A combination of breakthroughs in the designing and making synthetic insulating materials combined
with intensive energy-saving campaigns helps to reduce energy loss in some of the most energy-
intensive industries.

Effect:
Each insulation build increases the efficiency of energy-intensive industries by 4%, up to a maximum of
40%.

Duration:
Up to five insulation builds can be carried out as long as you have at least one coal power build. Further
points can be built once you have built an oil power facility.

Command:
'BUILD INSULATION' .You can remove the build with 'DEMOLISH INSULATION' .
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175.180 Housing Estates

Description:
Minimal basic housing for poorer workers, usually concentrated in less salubrious areas. This sort of
housing is an urban phenomenon, and the estates usually have few, if any, social amenities.

Effect:
Three estates are required at resource level, and six at industrial level. Failure to provide the required
housing means a drop in efficiency of 5% for each estate below the necessary number.

Duration:
Housing estates can be built at resource and industrial levels, but at least two railway builds are
required to build more than three estates. They cease to be required at tech level.

Command:
'BUILD HOUSING' .You canremove the build with 'DEMOLISH HOUSING' .

175.190 Riot Police

Description:

Riot police are a separate organization whose primary task is to protect the state against the citizens,
dealing with civil unrest. They also provide security for property owners in situations of industrial
unrest. They are brutal and effective.

Effect:
Each riot police unit reduces disaffection by 2%, up to a maximum of 20%, but also reduces efficiency by
1% as the populace resort to more passive means of opposition.

Duration:
Riot Police units can be built at resource level and higher.

Command:
'BUILD RIOTPOLICE' .You canremove the build with 'DEMOLISH RIOTPOLICE' .

175.200 Pensions

Description:

State pensions are paid to those too old to work, and ensure they can still afford shelter and food. This
reduces disaffection: content old folk are less prone to unrest, and will also avoid activities prejudicial
to the security of the state (such as rioting).

Effect:
Each point of pensions provision reduces disaffection by 1%, up to a maximum of 10%.

Duration:

Pensions can be paid at resource levels and higher.

Command:
'BUILD PENSION' .You canremove the build with 'DEMOLISH PENSION' .
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175.210 Railways

Description:

Railways were in many ways the quintessential product of the industrial revolution. Capable of moving
large loads, or large numbers of passengers, over significant distances they increase productivity in
many industrial sectors.

Effect:
Each railway adds 7% to the efficiency of all resource, industrial and technology commaodities, up to a
maximum of 35%.

Duration:

Railways can be built at resource and industrial level, but cease to have an effect at biological level.

Command:
'BUILD RAILWAY' .You canremove the build with 'DEMOLISH RAILWAY' .

175.215 Distribution Centers

Description:
Adistribution center helps coordinate the movements of consumer goods from producers to local
markets.

Effect:
Each distribution center provides a 7% boost in the efficiency of all consumer commodities, up to a

maximum of 35%.

Duration:
Distribution centers can be built at industrial level and higher.

Command:
'BUILD DISTRIBUTION' . You canremove this build with 'DEMOLISH DISTRIBUTION' .

175.220 Radio, Television & Holovision

Description:

Mass media uses the electromagnetic spectrum to initiate one-to-many communications. Initially only
analog facilities are available, which means the number of entertainment channels are limited. Later
developments in digital broadcasting massively increase the channels available. Like telephones, the
arrival of broadcast mass media has profound social implications.

Effect:
Each two points of radio and television reduces the level of disaffection by 1%, up to a maximum of 10%.

Duration:

Up to four points can be built at Industrial level. At higher levels, as many as needed can be built.

Command:
'BUILD RADIO' . You canremove the build with 'DEMOLISH RADIO'.
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175.230 Satellite Launch Facility

Description:

Satellites are orbital defence platforms, controlled from their launch facilities on the ground, which also
provide for their maintenance and testing. Building the satellite in the first place is contracted out to
private companies, thus providing a useful boost to the defence sector.

Effect:
Each satellite launch facility generates a production point for use on any defence industry commaodity,
up to a maximum of five points.

Duration:
Can be built at industrial and higher levels. Production points gained from satellite launchers are lost
when the planet advances to the next economic level, but the build remains on the planet.

Command:
'BUILD SATELLITE commodity',where 'commaodity'is the defence commaodity to which you wish to
allocate the production point. You cannot demolish this build.

175.240 Technical Institute

Description:
Atechnical institute provides the trained technicians needed to improve the productivity of the planet's
industrial sector.

Effect:
Atechnical institute provides a boost in the efficiency of all industrial commodities, increasing it by
40%.

Duration:

Only one technical institute can be built, and a minimum of four basic schools are required to sustain its
intake of students. The institute can be built at industrial or technological levels, but ceases to have any
effect at leisure level.

Command:
'BUILD TECH'.You canremove the build with 'DEMOLISH TECH'.

175.250 Oil Power

Description:

Oilis more flexible and more powerful than coal as an energy source and hydrocarbon raw material. It
tends to be more difficult to obtain than coal. Turning it into heat is a polluting process, but at higher
levels it is more of a raw material than a fuel.

Effect:

Each oil power build adds two production points to any industrial commodity, up to a maximum of 10
points. However, each build also generates 2% extra disaffection in the population on industrial,
technical and biological planets.
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Duration:
Can be built at industrial and technical levels. Production points gained from oil builds are lost when the
planet advances to the next level, but the build remains on the list until it is demolished.

Command:

'BUILD OIL commodity', where 'commaodity'is the industrial commodity to which you wish to allocate
the two production points. You can remove the build with 'DEMOLISH OIL' at biological levels and
above.

175.260 Ports

Description:

There have always been ports wherever there is a suitable haven on the coast. However, with industrial
economics 'superports' capable of moving goods on a gigantic scale can have a major effect and come
to dominate transportation of goods on a planet.

Effect:
Each port adds 7% to the efficiency of all bulk goods, up to a maximum of 35%.

Duration:
Ports can be built at industrial level and higher.

Command:
'BUILD PORT' . You canremove the build with 'DEMOLISH PORT' .

175.270 Telephone

Description:
Telephones allow, for the first time, non-face-to-face immediate personal communication, with

immense social consequence.

Effect:
Each telephone exchange is worth 3% increase in efficiency on all commodities, up to a maximum of
30%.

Duration:
Telephone exchanges can be built at technological and biological levels. They cease to have any effect
at leisure level.

Command:
'BUILD PHONE' . You can remove the build with 'DEMOLISH PHONE' .

175.280 Fibreoptic Cabling

Description:
The arrival of fibreoptics precipated a massive improvement in the bandwidth available for
communications. For the first time, internet-style comms nets are truly workable.
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Effect:
Two points of fibreoptics are worth 1% increase in efficiency, up to a maximum of 20%.

Duration:
Fibreoptics can be built at technological levels and higher.

Command:
'BUILD FIBRE'.You canremove the build with 'DEMOLISH FIBRE'.

175.290 System Defence Vessels

Description:

Non-jump capable defence space warships. Because of the space and tonnage saved by not carrying
hyper capable equipment, these vessels are, size for size, faster and more powerful than similar sized
jump-capable warships. On the other hand, by definition, they have no offensive capability.

Effect:
Each ship built causes a 7% increase in efficiency of defence industries, up to a maximum of 35%, plus
one additional consumption point for use on any defence industry commaodity, up to a maximum of ten
points.

Duration:
Can be built at technological and higher levels. Consumption points gained from defence vessels are
lost when the planet advances to the next economic level, but the build remains on the planet.

Command:
'"BUILD DEFENCE commodity', where 'commodity'is the defence commodity to which you wish to
allocate the consumption point. You cannot demolish this build.

175.300 Weather Control

Description:

Weather controlis a hotly disputed subject. The vast bulk of the population are very much of favor of it,
but there is a small group who believe that it is likely to destroy the fabric of the planet using it (though
there is no empirical evidence for this). A militant splinter group, known as the Weathermen, has taken
to destroying automated weather control facilities. Their leader is a shadowy figure known only as 'Met}
who is given to leaving long, boring proclamations about the 'problem’ of weather control at the scene
of destruction.

Effect:

Each weather control facility increases the efficiency of all agricultural and sea-based commodities by
7%, up to a maximum of 35%, and reduces disaffection by 2%, to a total of 10%. Because of the activities
of the Weathermen, the facilities may be destroyed without warning.

Duration:
Weather control may be built at technological levels and above.

Command:
'BUILD WEATHER' .You can remove the build with 'DEMOLISH WEATHER' .
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175.310 Central Research Lab

Description:
Aresearch lab provides the steady flow of new ideas and research needed to keep the technology
sector going.

Effect:
A central research lab provides a boost in the efficiency of all technological commodities, increasing it
by 40%.

Duration:
Only one research lab can be built, and a minimum of four basic schools are required to sustain its
intake of students. The research lab can be built at technological, biological and leisure levels.

Command:
'BUILD RESEARCH' . You can remove the build with 'DEMOLISH RESEARCH' .

175.320 Fusion Power

Description:

Fusion power has few of the problems of earlier power sources, but it does still cause some heat
pollution. Fusion generators can suffer from instability in certain, rare circumstances. Whilst the
resulting explosions are serious and can devastate large areas, they do not result in radioactive fallout;
they do, however, cause casualties amongst the workforce.

Effect:

Each fusion power station built gives a 7% increase in efficiency in all industries, up to a maximum of
35%. Fusion power can explode, resulting in the loss of the build and between 50 and 150 workforce
casualties. The casualties return to the workforce, or are replaced, at the rate of one per reset.

Duration:
Can be built at technical Llevel.

Command:
'BUILD FUSION'.You canremove the build with 'DEMOLISH FUSION' .

175.330 Anti-grav Architecture

Description:

Anti-gravity brings with it a revolution in architecture, because foundations no longer have to support
the weight of buildings, and anti-grav elevator plates are capable of reaching the top of the tallest
buildings in minimal time. The main effect is higher buildings, resulting in substantial increases in
population density in urban areas.

Effect:
Each anti-grav tower increases the population by 1%, up to a maximum of 5%.

Duration:

Anti-grav towers can be built at technological level and above.

Page 128 of 248



175. INFRASTRUCTURE BUILDS

Command:
'BUILD ANTIGRAV' .You can remove the build with 'DEMOLISH ANTIGRAV' .

175.330 Urban Regeneration

Description:

Urban regeneration is the process of renewing and upgrading the fabric of urban areas. It helps to
attract highly skilled researchers, technicians and media people back into the cities, improving the
performance of higher level industries and increasing the size of the workforce.

Effect:
Each urban regeneration project adds 7% to the efficiency of tech and leisure industries, up to a
maximum of 35%. It also adds 2% to the planet's workforce.

Duration:
Urban regeneration can be undertaken at technological level and above, but at least 4 points of airlanes
and 2 points of anti-grav must be built before you can do any urban regeneration builds.

Command:
'BUILD URBAN' . You can remove the build with 'DEMOLISH URBAN' .

175.340 Floating Cities

Description:

Seaborne floating cities are one response to overcrowding. They can be moored at a specific place, or
powered so they move from place to place, albeit slowly. They tend to have very specialized economies,
and are expensive to build. After a while it becomes difficult to find sufficient crew for them.

Effect:

Each floating city built increases the efficiency of sea-based industries by 12%, up to a maximum of
120%. Nine floating cities add 5% to disaffection, ten bring the disaffection up to 15%. More than ten can
cause damaging riots.

Duration:

The first floating city can be built at any time that the following prerequisites have been built:
2 atmospheric control units

6 pollution control units

2 weather control units

1fusion power

4 clinics

2 police units

4 ports

Subsequent cities require an increase of one of each type of requirement (ie the second city will require
3/7/3/2/5/3/5 units, including the units used as prerequisites to the first one). You also need one
central research lab before you can start building any floating cities, but only one lab is needed,
regardless of the number of cities built.
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Command:
'BUILD FLOATING' .You canremove the build with 'DEMOLISH FLOATING'.

175.350 Extended Surveillance

Description:

Awide range of technology ranging from cams through stealth micro-drones to satellites. Initially,
these new techniques favor the forces of security, who use them to enhance their abilities. However, by
the time society reaches a leisure level, citizens have managed to impose identical technology on the
security forces, including cams in all security force offices. Finally the technology becomes all but
useless as both sides come to an agreement to eschew surveillance technology.

Effect:
Each point reduces disaffection by 1%, up to a maximum of 10%.

Duration:
Extended surveillance can be built at Technological and biological levels. It ceases to become effective
at leisure level.

Command:
'BUILD SURVEILLANCE' .You canremove the build with 'DEMOLISH SURVEILLANCE'.

175.360 Universal Insurance

Description:
Universal health insurance is a mark of more advanced civilizations. It helps to alleviate tensions
caused by inequalities of wealth and opportunity.

Effect:
Each point of insurance reduces disaffection by 1%, up to a maximum of 10%. It also gives a 4% boost to
biological efficiency, up to a maximum of 40%.

Duration:
Insurance can be built at technological levels and higher.

Command:
'BUILD INSURANCE' .You canremove the build with 'DEMOLISH INSURANCE' .

175.370 Highways/Airlanes

Description:
While crude and inefficient cars first became available when planets are in the middle of their industrial
eras, they used wheels and required a ruinously expensive investment in high grade surfaces to run on.

The introduction of cheap anti-grav allows the introduction of 3D highways and obviated the need for
smooth surfaces. Most modern highways are laid out with four sets of three side by side lanes, each set
stacked one above the other, for a total of 12 lanes in each direction. However, increasing congestion
has recently resulted in calls for a fifth layer - the so-called 'superfast’ layer.
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Effect:
Each highway built reduces dissatisfaction by 1%, up to a total of 10%.

Duration:
Highways/airlanes can be built at tech level and above.

Command:
'BUILD AIRLANE'.You canremove the build with 'DEMOLISH AIRLANE'.

175.380 Tachyon Hyperwave Transmission

Description:
Faster than light transmission allows intrasystem communications to be a real option for the first time,
with delay times of only a few seconds right across a star system.

Effect:
Each tachyon transmission build adds one point of production to any leisure commodity, up to a
maximum of 15 points.

Duration:

Tachyon hyperwave transmission facilities can be only be built at biological level. Production points
gained from tachyon builds are lost when the planet advances to the next level, but the build remains
on the list until it is demolished.

Command:
'"BUILD TACHYON commodity',where 'commodity'is the leisure commodity to which you wish to
allocate the production point. You can remove the build with 'DEMOLISH TACHYON' at leisure level.

175.390 Enhanced Terraforming

Description:
Enhanced terraforming improves on the basic terraforming that allows the planet to be settled,
allowing it to support a higher population.

Effect:
Each terraforming build increases the population by 1%, up to a maximum of 20%.

Duration:
Enhanced terraforming can be built at biological levels and higher.

Command:
'BUILD TERRAFORM' . You canremove the build with 'DEMOLISH TERRAFORM' .

175.400 Bio Research Lab

Description:
A bio research lab provides the steady flow of new organisms needed to keep the biological sector

going.
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Effect:
A bio lab provides a boost in the efficiency of all biological commodities, increasing it by 40%.

Duration:
Only one bio research lab can be built, and a minimum of four unallocated schools are required to
sustain its intake of students. The research lab can only be built at biological level.

Command:
'BUILD BIOLAB'.You canremove the build with 'DEMOLISH BIOLAB' .

175.410 Genetic Medicine

Description:

Genetic medicine is medication specifically tailored to the individual, as opposed to general medication
which can be taken by anyone not allergic to it. Health problems such as auto-immune diseases can
only be effectively treated by genetic medicine.

Effects:
Each genetic medicine build increases the working population by 1% and also reduces disaffection by
1%, up to @ maximum of 15% each.

Duration:
Genetic medicine can be built at biological level and higher. One hospital is needed for each genetic
medicine build.

Notes:
For every 100 workers above the base level of 1,000 there is a 1 point increase in the consumption of all

consumer goods.

Command:
'BUILD GENETIC' .You canremove the build with 'DEMOLISH GENETIC'.

175.420 T-quark Communicators

Description:
The combination of tangled quark transmission and hyperspace jumps finally makes near-
instantaneous communications possible across the Galaxy.

Effect:
Each t-quark communicator built increases the efficiency of leisure industries by 4%, up to a maximum
of 40%, and adds 1% to the population, up to a maximum of 5%.

Duration:
T-quark communicators can only be built at leisure level.

Command:
'BUILD TQUARK' .You can remove this build with 'DEMOLISH TQUARK' .
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175.430 Media MetaStudios

Description:
A media MetaStudios facility provides the technicians and creatives required to keep the leisure
industries running at high output.

Effect:
The MetaStudios provide a boost in the efficiency of all leisure commodities, increasing it by 40%.

Duration:
Only one set of MetaStudios can be built, and a minimum of four unallocated schools are required to
sustain its intake of students. The studios can only be built at leisure level.

Command:
'BUILD METASTUDIO' . You can remove this build with 'DEMOLISH METASTUDIO' .

175.435 Retail Arcologies

Description:
Aretail arcology draws consumer industries into a dense, highly coordinated commercial district.

Effect:
Each retail arcology provides a 5% boost in the efficiency of all consumer commodities, up to a
maximum of 40%.

Duration:

Retail arcologies can only be built at leisure level.

Command:
'BUILD ARCOLOGY' . You canremove this build with 'DEMOLISH ARCOLOGY' .

175.440 Solar Power

Description:

Solar power is the cleanest of the energy sources, since it is mostly using energy that would be added to
the Earth's energy budget regardless of its use or not. However, it's not without its drawbacks. The
planet's population start to become annoyed by the proliferation of collectors, and the resulting
shadows, after a while. Furthermore, the introduction of orbital solar reflectors causes a great deal of
anxiety about the dangers of terrorists using them as weapons.

Effect:

Each solar power facility built gives a 3% increase to efficiency of all commodities, up to a maximum of
45%, and an increase of 2 consumption points in each leisure commodity for each build above 12 (stops
after 15 builds). After 7 builds disaffection increases by 1% for each build, and after 12 builds this
increases to 3% for each build (for example, 9 builds would give 9% dis, while 14 builds would result in
14 x 3 = 42% dis).
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NOTE: For reasons known only to themselves, the Society for the Preservation of Ancient Artifacts and
Relicts (SPAAR) seem to have taken a particular interest in solar power collectors, making it difficult to
demolish them once they have been built.

Duration:
Can be built at leisure level.

Command:
'BUILD SOLAR'.Demolishing this build requires a well-placed bribe of 12,500,000ig.

175.450 Longevity

Description:

Longevity uses anti-agathic drugs - a combination of nano- and bio-technology - to extend the lifetimes
of the population. It is something of a mixed blessing for economies. It increases the size of the working
population, but if it is not available universally, it breeds jealousy and disaffection amongst those who

don't have access to the technology.

Effects:

Universal access to longevity will cause an increase equal to the basic working population (in other
words, it adds a bonus of 100%). For universal access, one longevity program is required for each 50
productive workers, or part thereof, in the base population. Partial access causes a 2% increase is
disaffection for each missing point, and does not increase the population.

Duration:

Longevity programs can be built at leisure levels and above.

Notes:

For every 100 workers above the base level of 1,000 there is a 1 point increase in the consumption of all
consumer goods.

The population will not increase incrementally as you build, but will increase by 100% after you

complete the final build necessary for universal coverage.

Command:
'BUILD LONGEVITY' .You canremove the build with 'DEMOLISH LONGEVITY'.

175.460 Informer Networks

Description:

The psychological techniques developed in leisure production societies can be utilized to build
extensive networks of very efficient informers, which reduces disaffection. However, such networks are
inherently unstable and difficult to control. The unmasking of such a netwaork can, in itself, cause major
increases in disaffection.

Effect:
Each point reduces disaffection by 10%, up to a maximum of 50%. If a network is unmasked - which
could happen at any time - the planet's disaffection willimmediately rise to 50%, and a check is made to
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decide if this causes a riot. If the disaffection is already higher than 50% it will remain at the higher
level. The build is not lost, and the disaffection is recalculated immediately.

Duration:
Informer networks can be built at leisure level.

Command:
'BUILD INFORMER' .You canremove the build with 'DEMOLISH INFORMER' .

175.470 Leisure Center

Description:
Leisure centers - arenas, pools, anti-grav stadia, etc - help to keep the population physically fit and also
provide approved leisure time activities.

Effect:

Each leisure center built reduces disaffection by 1%, up to a maximum of 8%, and increases the
efficiency of all leisure commodities by 5%, up to 40% max. It also adds 1 point of consumption to all
leisure commadities, also 8% max.

Duration:
Leisure centers cannot be built until the planet has a media meta-studio.

Command:
'BUILD LEISURE' .You canremove the build with 'DEMOLISH LEISURE' .

175.480 Airports

Description:

Theoretically, using anti-grav, airplanes can land and take off anywhere. However, not only is such
behavior frowned upon by planetary authorities, who like to keep an eye on the movement of their
population, it is also inconvenient to land at places where there are no maintenance and refueling
facilities.

In the event, most big combines have their own private airfields, but all other flights go to airports,
which have the necessary facilities. The cheapness of anti-grav enabled flight has had profound
implications for the movement of population to areas of work availability.

Airports can also be upgraded so you can move workthings between planets in your star system - see
below.

Effect:
Each airport built increases the size of the population available for work by 1%, up to a maximum of
10%.

Duration:
Airports can be built at leisure level.

Command:
'BUILD AIRPORT'.You can remove the build with 'DEMOLISH AIRPORT' .
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Upgrading:

Once you have built ten airports you can upgrade them with the command 'UPGRADE AIRPORT' which
costs 5 slithy toves. Once you have upgraded the airports you can move workthings around between the
planets in your star system with 'ASSIGN xx WORKERS FROM planetname TO planetname' - for
example, ASSIGN 100 WORKERS FROM RIGEL 4 TO RIGEL 5. You have to be on the planet that has the
upgraded airports, and then you can move the workthings from and to any of your planets. You can only

move workthings that are currently unemployed.

Note that moving population from one planet to another affects the base population. This changes the
equations used by various builds to calculate the actual population, so the resulting population may not
be what you expect!
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180.10 Promoting to Plutocrat

The penultimate rank in the game is that of Plutocrat. Being a Plutocrat means that you collect together
a group of star systems owned by different players, and place them under your wing (or equivalent).

To become a Plutocrat you do much the same as you did at earlier planet-owning ranks - build, build,
build until you've reached the requirement. The builds must be on your leisure planet. There are a couple
of other conditions, though. You must have at least two planets in your system, otherwise Armstrong
Cuthbert won't be able to generate any jobs to put on the cartel's workboard. You must be on your
leisure planet. And the star system must be open - closed systems cannot become the hub of a cartel.

When you type 'PROMOTE' , assuming you fulfil all those criteria, you will promote immediately, and
become the Plutocrat of a cartel with the same name as your system. Your planets will stay at their
current economic levels, but your star system will become the hub of the new cartel.

180.20 Running a Cartel

Now that you have a cartel, you can admire it by typing 'DI CARTEL' . This shows you your cartel
balance.

The first thing you need to do is recruit some members for your shiny new cartel. After all, a cartel of
one system isn't going to be much of an economic powerhouse. Your cartel can have up to 15 systems,

including your own.

With any luck, you'll already have some candidates lined up, who were just waiting for you to promote
so they could join you. Otherwise, you'll have to start scurrying around selling the benefits of your cartel

to attract potential members.

If a PO wants to join your cartel the request will go into the pending queue. You can see if there are any
outstanding membership bids on the cartel display. To accept a star system into your cartel, use
"ACCEPT systemname' and to rejectit, 'REJECT systemname' .You need to be inyour hub system to

accept or reject members.

If you change your mind, you can get rid of a cartel member with 'EXPEL systemname' . This puts the

star system back into the Sol cartel.

You can charge new members a joining fee, or you can pay a signing up bonus to those that join your
cartel. The command is 'SET CARTEL fee|bonus megagroats',h where megagroats is the fee or bonus
you want to set, up to 100. For example, 'set cartel fee 10" would charge joiners a fee of 10 meg, whereas
'set cartel bonus 20" would pay out a joining bonus of 20 meg.

When you accept the joining planet into the cartel, the fee or bonus is automatically transferred
between the cartel's treasury and the highest level planet in the new member system. If you are paying
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bonuses, this may send the cartel balance into the red, but don't panic - you'll soon be able to claw that
money back.

Transferring Money

You can move groats from your personal bank balance into your cartel treasury using a variant of the

'TRANSFER' command - 'TRANSFER megagroats CARTEL' where 'megagroats'isthe number of meg
you want to transfer. You cannot transfer more than 100 meg at a time. The good news is that the
taxman doesn't take a cut of this transfer.

You can also move groats from the cartel treasury to the planetary treasury of any system in your
cartel. ‘TRANSFER megagroats FROM CARTEL TO SYSTEM [name]’ will do this transfer, which is also
not taxed.

Customs Dues

Another way to make money for your cartel - and to make it more economical for people to keep their
trading within your borders - is to levy customs dues on those jumping in from other cartels. The
command is 'SET CUSTOMS percent' where 'percent'is the percentage you want to levy, between 0

and 100%. You need to be somewhere in your hub system to use this command.

The customs fee is levied against all goods in the cargo hold of ships that enter your cartel. The Sol level
is always set at 10% so if you want to encourage imports then set your levy lower than that. The money
your customs staff take goes into the cartel treasury.

180.30 Cartel Builds

Just as a planet owner has infrastructure builds that affect the economy of the planet, so a cartel has
builds that can be targeted at any planet in the cartel, or even affect the whole cartel. These builds will

be added over time, starting with...
Graving Docks

A graving dock is an orbital shipyard. Jarrow Shipyard on Earth has one that it uses to construct the
ships it sells, as do all the planets that sell ships, and many other organizations such as the Imperial
Navy have their own graving docks.

Plutocrats will use graving docks to construct Blish cities, which are spacefaring cities that can move
around from star system to star system, adding production points to the economy of whatever planet
they are in orbit around. They are built by the cartel, and can then attach themselves to any planet in the

cartel, producing income for the cartel as well as production for the planet.
Graving docks can also be used to construct Dyson Spheres - more on that below.

They will have an additional benefit: while a Blish city or Dyson Sphere is being built, the planets in the
hub system of the cartel will not suffer any disaffection, because all the troublemakers will be on their
best behavior as they hope to be chosen to populate the new spacefaring city.

But that's getting a bit ahead of the technology: right now, all you can build is the graving dock itself. It
is constructed on the cartel's prime planet, and that's where the cities will subsequently be put
together.
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Building a graving dock isn't like other planetary infrastructure builds. It takes money, time and
commodities. You start by issuing the command to build a dock, which is 'BUILD GRAVING DOCK' , at
which point the cost - 20 meg - is immediately taken from the cartel's treasury. You can only build one
graving dock in a cartel. You can see the progress of your build with 'DISPLAY GRAVING'.

Nothing much will happen without the materials needed, so you need to start transferring them to the
partially-built dock's warehouse facility. Assuming all of the commodities are in the warehouse, the
build will take 5 days to complete, and each day at reset one-fifth of the commodities will be taken from
the dock warehouse and put towards the build. If not all the commaodities are there, no building will
happen that day.

Here's the commodities needed, in tons:

Graving Dock: 20 meg 5 days
Alloys - 9,450
Clays - 6,000
Nickel - 3,000
Xmetals - 4,050
Mechparts 1,950
Polymers - 4,125
Droids - 1,125
Lasers - 2,025
Nanos - 675
Synths - 3,000
Tools - 4,875

In order to get the required commodities into the dock warehouse, you need to divert goods that would
otherwise be delivered to your exchanges. Once you have issued the command to build the graving
dock, you then type 'DIVERT'.After that, whenever any goods are delivered to any of the planets in the
cartel's hub system, if they are required by the build then they will be diverted to the dock's warehouse.
This will happen with goods that are sold to the exchange, and loads delivered by haulers. When the
warehouse has enough of a particular commodity to complete the build, no more of that item will be
diverted.

You can stop the diversion happening with 'UNDIVERT' which turns off all of the diverting until such
time as you turn it back on again.

When the build is finished, the diversion will be turned off automatically, and any unused commodities
in the graving docks will be stolen by the construction workers.

You can only build one graving dock in a cartel.

180.40 Blish Cities

Building a Blish City

Once you have built a graving dock for your cartel, you can put it to use building some Blish cities.
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A Blish city is a mobile habitation, built in space by the cartel and able to move to other star systems in
the cartel where it adds its production facilities to another planet. Building a city costs money, uses
commodities and takes time, just like when you built the graving dock itself. It also takes workthings
from your population, to crew the ship when it launches. You can build as many Blish cities as you like
(or you can afford) and the cities can vary in size, with the larger cities giving more production slots to
the planets they visit, but taking more time and resources to build.

You start by issuing the build command: BUILD CITY cityname' where 'cityname' is what you want to call
the city. You can have spaces in the name. Note that if you want the name to include the word 'City' then
you have to specify that along with the name - for example, for a city called Nutbush City, you use the
command 'build city Nutbush City"

The city name doesn't have to be unique - since your city will only operate within your cartel, it doesn't
matter if there is a Nutbush City in another cartel, too. In fact, the game will let you build more than one
city with the same name within a cartel, but that's not a good idea because you won't be able to control
them both!

The city name cannot be the same as the name of a production group, i.e. agri, resource, sea, tech etc, so
you can't call your city Tech - although Tech City would be fine.

When you have started the build, you can see the details on the graving dock display with 'DISPLAY
GRAVING' . The build process is the same as when you built the dock: you use 'DIVERT' to get the
commodities needed sent to the dock.

The initial requirements for building a Blish city are:

Blish City 6 meg, 5 days
Alloys - 3,975
Monopoles - 1,200
Generators - 2,700
Droids - 3,525

Nanos - 1,350

Workers - 10

The workers won't be taken from your pool until the build is completely finished and the city is
launched.

While the city is being built, the planets in the hub system won't suffer from disaffection, because all
the usual trouble-makers are hoping to be given a job in the impending city so are on their best
behavior. Once the city has been launched, disaffection will return as those left behind start to grumble!

When the five days are up, you have a choice. You can fit the city out as a basic size 1 city, or you can
expand it. A size 1 city will have one production slot, enabling it to produce one commodity for its host
planet, a size 2 city two slots, and so on up to a size 5 city which will offer five production slots. To
increase the city's size, you type 'BUILD CITY' -you don't have to specify the name because you can
only build one city at a time.

Obviously, the larger the city, the more benefit it will bring to its host planet - size matters! But each
expansion takes more time, more commodities, and more money. The details vary depending on the
size. The next page gives you the requirements.
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Fitting Out

Building a Blish city to its maximum size takes 15 days. Then you have to fit it out. This is the point where
you decide which economic level it will have, which will determine which commodities it can give a
production boost to when it is docked with a planet. The command to fit out the city is 'BUILD CITY
level' where 'level'is either agri, resource, ind, tech or leisure. Blish cities cannot be fitted out to bio
level - the risk of spreading contamination throughout your cartel would be far too great!

Just like building the city in the first place, fitting it out uses up commodities and takes time, and the

requirements are listed on the next page.

When the fitting out is complete, your city will launch, and at that point the workers required to run it
will be taken from your population. (Don't worry, though, they will gradually be replaced over the next
couple of weeks.)

Launching the Blish city will clear the graving dock so it is ready for its next building project - which
means you can start to build another Blish city. Eventually you can have a whole flotilla of them, ready

to go and spread their economic cheer throughout your cartel.

Meanwhile you can check out the status of your new city with the command 'DI CITY cityname'
which will show you its details, including its whereabouts and its production slots.

Moving the City

Having launched your Blish city, you have to decide where you want it to go. The command to move the
cityis 'MOVE cityname TO systemname' where 'cityname'is the name of the city you want to move,
and 'systemname’ is the destination star system, for example 'move Nutbush City to Limits' The
destination must be in your cartel.

The journey will take a while - between 3 and 5 days - because moving something the size of a large

asteroid takes a lot of power, and the city's engines are not tremendously powerful.

Of course, you don't have to move the Blish city to another star system - you could leave it in the hub
system of the cartel, where it was built, and use it to boost production of one of your own planets!

You can change your mind about a city's destination in mid-journey - justissue the 'MOVE' command
again. If you do, the current journey is cancelled and the trip to the new star system starts from scratch.
So if you're not sure where to send your city, while you dither you can have fun steering your city around
the Galaxy!

Allocating Production Slots

Once your city arrives at its destination system you need to tell it which planet it should attach itself to,

and then tool it up to produce specific commodities.

"ALLOCATE cityname TO planetname' will dock the city to the specified planet, for example, 'allocate
nutbush city to church house' The planet must be in the star system where the city currently resides.

This happens straight away.

Once the city is docked, you can tool it up to produce something. 'SET PRODUCTION cityname TO
commodityname' will set up the first free production slot to produce the named commodity, for example
'set production nutbush city to furs' The commodity must match the city's economic level - a leisure city
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cannot produce an agri commaodity. You use the command as many times as needed to set up all the
available slots. It then takes 2 days for the city to tool itself up to produce.

In order to change what a slot is producing, you have to cancel the production so it becomes a free slot
again, and then you can issue a new instruction to set the production. The command is 'STOP
PRODUCTION cityname slotnumber', forexample 'stop production nutbush city 3" This happens right
away, and you can then set the production up again, which will take the usual 2 days.

If you change your mind about what you want a slot to produce during that 2 days, issue the stop
command and the tooling up will be cancelled, clearing the production slot.

You can re-allocate the city to any other planet in the star system, and this will clear all the production
slots. If you move the city to another star system, that will also clear the production.

Producing the Goods

You've built your city, you've fitted it out, you've moved it to another star system, you've docked it with a
planet and you've tooled it up... so finally, it's ready to produce.

For each production slot, the city will dump a load of commodities into the planet's exchange at reset.
The amount produced will be between 200 and 525 tons. That means, if you have 5 production slots, you
could potentially get 2,625 tons every day. Of course, the nature of randomness means you probably
won't... and sod's law means you're more likely to get 200 tons a day!

The Blish city display will show you how much was produced at the last reset.

180.50 Blish City Requirements

Building

Blish City size 1 - 6 meg, 5 days
Alloys - 3,975

Monopoles - 1,200

Generators - 2,700

Droids - 3,525

Nanos - 1,350

Workers - 10

Blish City size 2 - 4 meg, 2 days
Woods - 2,025

Xmetals - 5,100

Polymers - 4,725

Synths - 2,100

Katydidics - 975

Workers - 10

Blish City size 3 - 4 meg, 2 days
Semiconductors - 6,825
Pharmaceuticals - 3,225
Controllers - 1,050
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Laboratories - 1,800
Clinics - 2,400
Workers - 12

Blish City size 4 - 5 meg, 3 days
Soya - 7,950

Clays - 3,975

Vidicasters - 450

Firewalls - 900

Libraries - 1,125

Workers - 12

Blish City size 5 - 6 meg, 4 days
Crystals - 1,350

Tools - 3,825

Tracers - 675

Musiks - 2,700

Simulations - 1,275

Workers - 16

The amounts given are the totals needed for the whole build, so divide them by the number of days
required to figure out the daily needs.

The workers are not taken from your population until the city is launched, and the amounts are
cumulative, so for example a size 3 city would need 32 workers in total (10+10+12).

Fitting Out

Blish City fit-out Agricultural - 8 meg, 2 days
Livestock - 5,025

Soya - 8,025

Woods - 2,025

Petrochemicals - 2,775

Mechparts - 3,675

Alloys - 3,350

Probes - 825

Sensamps - 1,050

Blish City fit-out Resource - 10 meg, 3 days
Explosives - 6,075

Polymers - 5,925

Nitros - 4,050

Tools - 975

Sensors - 375

Blish City fit-out Industrial - 12 meg, 4 days
Petrochemicals - 4050)

Radioactives - 2325

Alloys - 6,975
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Lasers - 2,025
Nanos - 1,050
Synths - 1,200

Blish City fit-out Technological - 14 meg, 5 days
Monopoles - 3,000

Semiconductors - 5,400

Xmetals - 5,025

Pharmaceuticals - 2,700

Droids - 1,125

Clinics - 2,100

Tracers - 1,875);

Blish City fit-out Leisure - 16 meg, 6 days
Katydidics - 2,850

Libraries - 3,150

Sensamps - 2,025

Studios - 4,125

Vidicasters - 3,975

Proteins - 2,475

Woods - 4,650

180.60 Dyson Spheres

A Dyson Sphere is a massive stellar structure that completely surrounds a star, enabling all of the star's
radiant energy to be harnessed. Plutocrats are able to build Dyson Spheres for the systems in their
cartel.

A Dyson Sphere applies a large efficiency boost to all commodities on all planets in its system. A level 1
Dyson Sphere provides a 100% boost; an upgraded level 2 Dyson Sphere doubles this to 200%.

Constructing a Dyson Sphere requires the cartel to have a graving dock. A level 1 Dyson Sphere costs
300 megagroats and a large amount of raw materials; upgrading it to level 2 costs an additional 400
megagroats and an even larger amount of materials.

To build a Dyson Sphere, issue the command 'BUILD DYSON system', where 'system'is the name of the
system that will have the new Dyson Sphere. If that system already has a level 1 Dyson Sphere, the
same command instead builds the level 2 upgrade, which replaces the existing sphere once
construction is complete.

If a system that has a Dyson Sphere leaves the cartel, the Dyson Sphere is lost, although a partial
refund for its value will be issued.

Dyson Spheres, once constructed, cannot be moved to another system.

Before constructing a Dyson Sphere for any member system in the cartel, the cartel's hub system must
first have completed a Dyson Sphere for itself.
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185.10 Becoming a Syndicrat

The highest rank in the game, the position to which all members of Fed DataSpace aspire, is that of
Syndicrat. As a Syndicrat, you are in control of a syndicate - a grouping of cartels, each of which is itself
a grouping of star systems. A syndicate gathers multiple cartels together under your wing (or
equivalent) for even more economic power.

To become a Syndicrat, you must be a Plutocrat with a full 13 planets in your cartel's hub system. Your
cartel must contain at least two member systems, and the cartel's hub system must have a Dyson
Sphere. At that stage, you may use ‘BUILD SYNDICATE HALL’ to constructa Syndicate Hall once your
cartel has an idle graving dock and can pay the 1 gigagroat cost.

Completing the Syndicate Hall build at your graving dock will promote you to Syndicrat on the day the
build is complete. A new syndicate will be created with your cartel as its hub.

'DISPLAY SYNDICATE name' shows you all the details about your current syndicate, or the named
syndicate.

'DISPLAY SYNDICATES' lists all of the syndicates in the galaxy, along with each syndicate's score from
the previous game cycle. Syndicates compete with each other for economic leadership, being scored for
daily traffic in tonnage and groats in imports and exports.

185.15 Syndicate Beacons

As an organizational grouping above cartels, syndicates impact the jump routes between systems.
These syndicate builds are currently available, with more coming:

Hub Beacon: A syndicate with this build enables all ships to jump from any system in the syndicate to
any other system in the same syndicate, making it as if all systems in the syndicate were in the same
cartel. Without this build, all ships moving between cartels in a syndicate must first jump to each
cartel's hub system - same as before. 'BUILD SYNDICATE HUB BEACON' completes this build, at a cost
of 1 gigagroat.

Distant Beacon: A syndicate with this build enables all ships to jump from any system in the syndicate
directly to the hub of any other syndicate. Without this build, all ships traveling to another syndicate
must first jump to the current syndicate’s hub. Requires the Hub Beacon. 'BUILD SYNDICATE DISTANT
BEACON' completes this build, at a cost of 1 gigagroat.

Without either beacon build, the longest inter-syndicate jump route would be 5 jumps to travel from
System A, Cartel B, Syndicate C, to Syndicate D, Cartel E, System F. Jump from A to B, then C, D, E, and
finally F.)
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If the current syndicate has a Distant Beacon, and the destination syndicate has at least a Hub Beacon,
that same route drops from 5 to 2 jumps: System A directly to Syndicate D, then to System F. That's even
faster than inter-cartel travel!

A syndicate that has a Hub Beacon enables auto-generated and player-created jobs that run between
any two planets in the syndicate. Factory owners and planet owners can also post jobs to any planet in
any cartelin the syndicate. If the syndicate doesn't have a Hub Beacon, jobs can only be posted between
planets in the same cartel.

185.20 Syndicate Membership

A syndicate is a group of cartels. Every cartel belongs to a syndicate; Prime is the default syndicate and
can be joined by any cartel. Cartel hubs in the same syndicate are connected by the inter-cartel jump
network.

Much like systems can apply for membership in a cartel, cartels can apply for membership in your
syndicate. Plutocrats can use 'JOIN SYNDICATE name' to apply for membership in a syndicate. If the
syndicate is open, the cartel joins immediately. Otherwise the request is queued until the Syndicrat
accepts or rejects it. 'JOIN SYNDICATE PRIME' moves your cartel back to Prime.

Syndicrats can use 'ACCEPT CARTEL name' and 'REJECT CARTEL name' to handle pending cartel
applications. 'EXPEL CARTEL name' removes a member cartel from the Syndicrat's syndicate and
returns it to Prime.

'SET SYNDICATE FEE megagroats' will charge cartels thatjoin, or 'SET SYNDICATE BONUS
megagroats' will pay cartels that join, up to a maximum of 500 Megagroats.

'"SET SYNDICATE REQUESTS ON' queues cartel applications for approval. 'SET SYNDICATE REQUESTS
OFF' lets cartels join immediately. If a Syndicrat is absent long enough for the syndicate to be
abandoned, the syndicate becomes open-join and its joining fee or bonus is reset to 0.

185.30 Moving Money within a Syndicate

Syndicrats have a number of ways to move money between the syndicate treasury, cartel treasury, and
member system treasuries.

Flowing upwards towards the syndicate:

'XFER megagroats FROM PLANET TO CARTEL' can be used by any planet owner to move megagroats
from the planet they are standing on to the cartel treasury.

As a Syndicrat, 'SET SYNDICATE TRIBUTE megagroats' collects a fixed daily tribute from each
accepted member cartel, including the hub cartel, up to a maximum of 250 Megagroats per cartel.

Flowing downwards from the syndicate:

The Syndicrat can 'XFER megagroats FROM SYNDICATE TO CARTEL name' to transfer cash from the
syndicate treasury into the cartel treasury of any member cartel in the syndicate.
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Plutocrats can 'XFER megagroats FROM CARTEL TO SYSTEM name' to transfer cash from the cartel
treasury to the system treasury of any member system in the cartel.

185.30 Syndicate Intelligence

All Founders who are members of a player-owned syndicate have access to these intelligence reports:

'DI SYNDICATE INTEL PRICES commodity' shows a selection of buy and sell prices for the specified
commodity across exchanges in the syndicate.

'DI SYNDICATE INTEL DEFICITS commodity' shows the exchanges in the syndicate with the largest
deficits, in bays per hour, for the specified commodity.

'DI SYNDICATE INTEL SURPLUSES commodity' shows the exchanges in the syndicate with the largest
surpluses, in bays per hour, for the specified commaodity.

'DI SYNDICATE INTEL ROUTES commodity' shows the most profitable trade routes for a given
commodity, having the largest differences between buying and selling prices.

'DI SYNDICATE INTEL TRAFFIC' shows a traffic report with data from the previous cycle, similar to
the galaxy-wide 'DI TRAFFIC' but scoped to the current syndicate.

'DI SYNDICATE INTEL EMBARGOES' shows a summary of cartel trade embargoes within the syndicate.

185.40 Syndicate Stockpile

The syndicate has a shared commodity stockpile, which the Syndicrat can configure to accept deposits
of specific commodities from any exchange in the syndicate. The Syndicrat can also upgrade the

syndicate stockpile's storage to increase its capacity.

The stockpile starts at tier 0 (100,000 tons per commaodity, 2,000,000 tons total); the Syndicrat can
spend 250 Megagroats from the syndicate treasury on 'UPGRADE SYNDICATE STOCKPILE' to raise itto
tier 1(500,000 / 10,000,000), and another 250 Megagroats to reach tier 2 (1,000,000 / 20,000,000).
Prime cartels have no stockpile.

To fill the syndicate stockpile, the Syndicrat posts contracts for the desired amount of a given
commodity, with delivery to a particular planet in the syndicate. Each contract has a reward per ton of
stock delivered, paid from the syndicate treasury.

'DI SYNDICATE CONTRACTS' (available to all Merchants and above) shows a syndicate's active
commodity contracts, and 'DI SYNDICATE STOCKPILE' (available to all Founders in the syndicate)

shows the contents of the stockpile.

'SET SYNDICATE CONTRACT commodity qty destination reward [days]' postsa contract - the
destination must be a planet in the syndicate and the treasury must cover the full payout at post time.
Default expiry is 14 days, and each syndicate can have up to 10 open contracts at a time. ' CANCEL
CONTRACT number' cancels one by its position in that listing.

When a planet owner opts in their exchanges with 'DIVERT SYNDICATE', then the syndicate stockpile
can be filled 3 ways:
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* Commanders and Captains that deliver player-posted jobs to a contracted planet will fill the syndicate
stockpile (and be paid the extra reward)

* Factories that sell their outputs to the exchange of a contracted planet will also fill the syndicate
stockpile (and the owning business or company will be paid the extra reward)

* Anyone selling that commaodity to the exchange on the contracted planet will also fill the syndicate
stockpile (and be paid the extra reward)

The Syndicrat can configure who is allowed to withdraw stock from the syndicate stockpile:

'SET SYNDICATE STOCKPILE WITHDRAW syndicrat' allows only the Syndicrat to withdraw from the
stockpile;

'"SET SYNDICATE STOCKPILE WITHDRAW plutocrats' allows any Plutocratin the syndicate to
withdraw from the stockpile;

'SET SYNDICATE STOCKPILE WITHDRAW founders' allows any Founder inthe syndicate to withdraw
from the stockpile.

Member withdrawals can optionally be capped using 'SET SYNDICATE STOCKPILE MEMBERCAP tons'
(0 = unlimited)

To withdraw a commodity from the syndicate stockpile, use 'WITHDRAW SYNDICATE commodity
[tons]' from any exchange in the syndicate.
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190.10 Finding and Using Objects

Scattered around Federation DataSpace are various objects. These show up at the end of the
description when you walk into a room, or type 'LOOK' or 'GLANCE'.

Crossroads

The city's main crossroads has become a gathering place for the locals. From here streets go out to the
four points of the compass, but everyone stops on their way, to pass the time of day with each other. To
that end, benches have been placed on all four corners.

You can see a tree.

The tree in the last line is an object. You can look closely at it with 'EXAMINE objectname' . This will
give you the object's description. For example, examining the tree tells you:

It was brought from Earth as a tiny sapling, along with the first colonists. It is now a tall and spindly
specimen, due to the low gravity on the planet. To the locals, it is a symbol of the colony's success on an
alien world.

There are two types of object: objects you can pick up and carry around with you in your inventory, and
objects that are fixed in place - such as the tree in the above example, signposts, posters, and so on.

Objects that you can pick up may not be simply lying on the ground - they may appear when you do
something else. Usually there will be an inexhaustible supply of them, so just because one player has
one, it doesn't mean other players cannot also have one too. Dork cannot corner the marketin a
particular valuable item in order to stop Newbod from using it! This means that you may end up with
more than one object with the same name in your inventory, or more than one in the same location.
When you try to do anything with an object - examine it, drop it and so on - the game will look for things
in your inventory first, and then things on the ground, and it will stop with the first one it finds.

If an object is just lying around, then to pick it up use 'GET objectname' . This places it inyour
inventory, which you can look at with 'l'. You can get rid of the object again with 'DROP objectname' .
However, this may not just leave the item on the ground; dropping it might have some unforeseen
effect. Many objects vanish if dropped, which is just as well since the Galactic Administration takes a
dim view of littering.

You can give objects to another player with 'GIVE playername objectname', for example 'give
newbod top hat'

Most objects will remain in your inventory - even if you leave the game. Come back to Fed and the object
will still be there, even if the game resets. There are a few exceptions to this; some objects (such as
perishable items of food) can be marked as non-persistent which means they will be deleted at reset.
Objects dumped on the ground and left lying around as litter will be tidied up at the reset.

There is no limit to the number of objects you can tote around with you; however, the weight of the
objects will put a limit on what you can pick up. Your strength determines your carrying capacity. You
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can carry one third of your strength, so if your strength is 35, you can carry objects weighing 11 units.
Objects all weigh at least 1, but may weigh more depending on what they are - obviously you will be able
to carry fewer elephants than you can feathers!

Ship's Lockers

If you own more clutter than you can carry, you can dump the things you want to keep for a rainy day in
your ship. Spaceships come equipped with a storage locker which will hold up to 75 items, regardless of
weight. 'STASH objectname' puts something into your locker,and 'RETRIEVE objectname' gets it
back out, provided you can carry it - if it will put you over your weight limit, it stays in the locker. You can
look at what's in the locker with 'DISPLAY LOCKER' .You have to be in your ship to do all of these things.
Persistent objects will stay in your locker forever; non-persistent objects will vanish at reset. If you sell
your ship, the locker and its contents get transferred to the new ship.

Uses for Objects

What else can you do with objects? Well obviously, you cannot pick up a fixed object, although
something odd might happen if you try. But you may be able to do something else with it. For example, if
you see a lever, you may be able to pullit. Buttons are made to be pressed. You can open an umbrella or
a box; use a hanky, ride a bicycle, read a book... just try what seems natural. The object's description
may give you a clue as to what you can do with it. When in doubt, try 'USE objectname' - even if that
doesn't actually do anything useful, it may give a hint about how the object can be used.

You can also show off the objects you have found, bought or been given by using the 'WEAR
objectname' and 'CARRY objectname' commands, so that they show up when players examine you.
You can wear and carry as many things as you like. Stop wearing something with 'DOFF objectname'
and stop carrying it with 'POCKET objectname' . Note that carrying an object makes no changes to

what you can do with it.

You can also clip one object at a time to your keyring, if you have one, with 'CLIP objectname' .
"UNCLIP' removes it.

Display Cabinets

One other place you can find objects is in a display cabinet. All star systems have one of these which can
be viewed from the landing pad of any planet in the system, thanks to the magic of quantum
entanglement. You will see the cabinet as part of the LPs description. If you 'EXAMINE CABINET' you'll
be shown a list of the goodies inside the cabinet. You can then look at the individual items with

'"EXAMINE objectname'.As always, 'EXAMINE' can be shortened to 'EX'.You can't take an object out
of the cabinet unless you are the owner.

If you are the owner of the star system then you can put objects into the cabinet with 'STASH
objectname' and take them out again with 'RETRIEVE objectname' -the same commands used with
your ship's locker. Objects put into your cabinet will stay there safely across resets.

You can only conceal objects in your cabinet, so they are kept safely but won't show up for other players,
using 'HIDE objectname'.You'll see the objects when you examine the cabinet, and you retrieve them
as normal.
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The basic display cabinet holds 57 items. An object only takes up one display slot, no matter how heavy
itis - you could store 57 nano-crystals or 57 kalindras and the cabinet will reconfigure itself to
accommodate them.

If 57 slots isn't enough to hold all of your precious things, then you can make the cabinet bigger - for a
price. One slithy tove gets you an extra 13 slots, with 'EXTEND CABINET' .You can keep on adding new
shelves as long as you have a slithy to pay the carpenter; there is no limit on the total size of a cabinet.

190.20 Encountering Mobiles

As you explore Federation 2 DataSpace, you are going to meet characters that are not played by real
people, but are controlled by the game. These non-player characters are called mobiles.

Mobiles might be humans, aliens, droids or animals. The name suggests that they move but some of
them will always be found in the same place. If they do move then they will have a movement area that
they will move within at random, so if you're looking for a particular mobile you may have to hunt
around for it. A mobile will only move around one planet (or in space). They may move very fast, or very
slow, or somewhere in between, depending on how the planet owner has designed them.

When you meet a mobile it will show up on the end of the room description, just like objects do. You can
examine a mobile to find out more about it, and the description will give you some idea of what you can
do to, or with, the mobile.

One of the most important things that mobiles do is hold conversations - you can talk to them and get
useful information. Not all mobiles will talk. Some will be incapable of speech, such as non-genetically-
modified animals, or aliens that don't speak our language, or communicate in some esoteric way such
as flashing colored lights, exchanging smells, or thought transference.

Even some humans, who you would think would be capable of speech, will have nothing to say.

The only way to find out if a particular mobile has anything to say is to try and start up a conversation.
To talk to a mobile, type the name of the mobile followed by what you want to say, for example, 'Priest
hello. Or you can use the 'TELL' command which has the same effect, for example 'Tell Priest hello' All
mobiles that do talk will respond to a greeting of 'Hello'

Conversations work like this: the game examines the message you type and looks for keywords that it
recognizes, and then gives the appropriate response. For example, if you type 'Priest is the design of the
temple significant?' the game will seize on the word 'temple’ and the mobile will reply. So you could just
type 'Priest temple' and get the same response.

Here are some guidelines about what words or phrases will elicit a response from mobiles in general:

* All talking mobiles will respond to Hello. The message you get when you say hello to a mobile should
also give you some hints about other things they will talk about.

* They will all talk about the planet they are on. Sometimes, they may have opinions on some of the
other planets in the Solar System.

*They will all respond to Bye, which is of course the polite way to finish a conversation.

* They will talk about personal things, such as their job - try Job or Profession.
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* They may talk about the location or area that they are found in - for example, the priest talks about the
temple.

* They may talk about other mobiles on the same planet (once we have more mobiles in).

* They may talk about things of inter-planetary significance, such as the Galactic Administration, Ming,
the Cult of Gaelaan and so on.

If you type something the mobile doesn't know about, you'll get a message telling you so, and that may
give you more hints about what the mobile does know about. Read the information contained in the
mobile's responses carefully - that may give you clues about other subjects the mobile will talk about.
In some cases, particularly in a puzzle, information from one mobile may help you to get information

from another.

Of course, not all mobiles will be chatty right away. You might have to carry out some other actions,
such as buying them a drink or giving them a present, to get them in a receptive mood first.

Sometimes a mobile will do something else as a result of a conversation. Say the right thing, and he, she
or it might give you an object or cause you to move somewhere else. Of course, say the wrong thing and
the mobile might clam up and refuse to talk to you any more, or do something more serious.
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200.10 Violence and Mayhem

Fed is not a fighting game. Indeed, until recently it was calm and peaceful, full of gentle, caring and kind
players. The Galactic Administration's strict rules, enforced by the Imperial Navy, prohibited firing
weapons anywhere in civilized space.

But then, under pressure from lobbyists working for the military-industrial complex, the rules were
loosened ' allowing players to unleash a plague of mayhem, bloodshed and gratuitous violence upon
each other.

Still, the powers that be tried their best to ensure that weapons could only be fired in designated
fighting zones, so we won't see a return of the bad old days when unsuspecting traders could be
ambushed by vicious killers.

No, fighting these days is strictly for those that choose to indulge in blood sports, and if you are one of
those violent types, then here's how you go about it.

200.20 Arming Yourself

Should you wish to become involved in a battle, you need to be well equipped for both offence and
defence.

Since weapons are an integral part of your vessel, you need to get them installed when you buy the ship
'you cannot retrofit them later. The Jarrow Shipbuilder pricing schedule (in the ships section of the
manual) lists all the details and prices for armour, shielding, weapons and so on.

Shields and Armour

Shields give you protection against lasers. Armour is extra thickness for your hull ' the higher your hull
strength, the more hits your ship can take before it disintegrates.

Types of Weapon
There are two different kinds of weapons you can use to attack an opponent: missiles and lasers.

Missiles are used in open range. They are stored in @ magazine, and then loaded into a missile rack in
order to be fired. So if you want to use missiles you need to have a missile rack installed in your ship,
and you need a magazine. You choose how big the magazine is, which determines how many missiles
your ship can carry. You can have more than one missile rack to give you some redundancy should it
take a hit during a fight.

Lasers are for close-range fighting. They come in three varieties: laser, twin laser and quad laser. (Open
and close ranges are explained later in this section.) You can have more than one of each type, which is
a good idea because although you can only fire one at a time, if one of your lasers takes damage your
ship will always choose the least damaged one to fire, so it pays to have some spares installed.
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Even if you only plan to use missiles or quad lasers as weapons, you should also get a single laser
installed, because it will be used as a defensive weapon, attempting to destroy your opponents missiles
before they can hit your ship.

Jammers and Sensors

Sensors help you to aim your weapons, and jammers spoil your opponent's aim. They can be fitted and
removed from a ship at any time. To add more sensors or jammers, go to any repair yard and use the
command 'BUY number jammers|sensors' where 'number'isthe number of sensors you want to
install in your ship and 'jammers|sensors' is which of the two things you want to buy. For example, 'buy
3 sensors' or 'buy 5 jammers' The cost is 10K groats each.

Sensors and jammers take up cargo space ' 2 tons each. That size is because a sensor is not just one tiny
little sensor, it's a bank of sensors fitted to a large panel which slots into your ship's hull. It has shielded
cables to connect it to the ship's electronics, and a not-so-mini-computer to process the data before it
is sent to the command centre. So it's no wonder it takes up cargo space.

This has a drawback: if you calculated the size of your cargo hold for an exact multiple of bay sizes, then
just adding one sensor will effectively knock out a whole cargo bay. So you can reclaim that space by
removing one or all of your sensors or jammers. 'REMOVE jammers|sensors' takes all of the specified
item out, or 'REMOVE number jammers|sensors' gets rid of the specified number.

Incidentally, a new groundhog's starter special ship comes with two jammers already installed, to
provide some protection against suddenly being attacked by a homicidal maniac.

Missiles

Missiles are bought separately and since they get used up during a fight, you are going to need to
replace the ones you fire. You buy missiles from a weapon shop in Sol, you will find such establishments
on Earth, Mars, Mercury and the Moon, and many out-of-Sol planets will also have weapons shops.

The command is 'BUY MISSILES' which fills up your magazine, or 'BUY number MISSILES' where
'number’ is the amount of missiles you want to buy ' limited by the size of your magazine. Warfare isn't
cheap: missiles cost 5,000 groats a piece. You'd better be serious about going after your enemies.

200.30 Ready, Aim, Fire!

Where to Fight

Having armed yourself to the teeth (or equivalent) you will no doubt be keen to rush out and murder
somebody in cold blood. But hold on there' the Galactic Administration is keen to protect innocent
players who are going about their trading business from being ambushed by a homicidal maniac.
Fighting should be for people who have agreed to fight ' the equivalent of a duel ' not to wreak havoc on
anyone and everyone.

Fighting is therefore only allowed in space locations which have been designated by the planet owner
as fighting zones. Interstellar links and planetary orbits will always be safe locations; any other space
location can be set to allow weapons to be fired. You can tell if you are in a fighting zone because the

location title will say it is not patrolled.
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In Sol, there is a large area called Arena Space which is designed for ship fighting duels. You will find it if
you head for the most north-easterly point of Sol space, then keep going towards the utter east.

Setting Your Target

Assuming you find someone else to have a fight with, you need to designate them as your target. Your
ship will then direct its missiles and lasers at that person 'you can't just fire them off willy-nilly and
hope they hit somebody or something. Neither can you have more than one target at a time, so there
will be no all-out melee fighting, just one-on-one duels.

The command is 'TARGET playername'. 'TARGET' on its own reminds you who your current target is,
and tells you if anyone else is targeting you; 'CLEAR TARGET' removes the target. You can set up your
target in advance of the fight, even if the player isn't in the game.

Attack!

You start a fight using the 'ATTACK' command. This will only work if you are in a fighting zone, and your
opponent is also in the location.

When you attack, your ship will fire one missile at your opponent. After that, you fire further missiles
with 'LAUNCH MISSILE'.Whether your missile hits the opposing ship depends on your sensors, your
opponent's jammers and defensive lasers, and a little bit of luck.

Should it hit, it will inflict damage to the hull, and may also damage other bits of the ship. If you are the
victim, you will see the damage on your ship's status display.

If you are the recipient of a missile attack you can start launching missiles right away ' you don't have to
use the 'ATTACK' command first.

You cannot use your lasers unless you move into close range'
Recharging Battle Computer Capacitors

It takes a lot of energy to fire weapons and move during battles. After launching a missile or using any
of the following commands (firing lasers or changing range), it takes about 5 seconds for your battle
computer to be ready to execute your next command. If you give a command before the computer is
ready, it will store it and execute it as soon as it is charged. If you give a different command before it is
charged, it will execute the new command instead. You can do other game actions, like checking your
ship status or sending a message without using your battle computer or slowing its recharge.

Open and Close Range

If you want to bring your lasers to bear during a fight you will have to move your ship closer to your
opponent's vessel. You can only move into close range if you are already involved in a fight. Either you
have launched an attack or you have been the subject of an attack.

The two ships engaged in a fight move closer together in three stages, which means there are four
levels of proximity:

*Open range ' that's the normal range at which you can use missiles
* Intermediate range 1' you can still use missiles
* Intermediate range 2 ' you can't use missiles or lasers

* Close range 'you can use lasers
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You move into a closer range using the command 'CLOSE RANGE' . This moves you through those levels
of proximity, so type it three times and then you can use your lasers. Back out using 'OPEN RANGE' in
the same way to move through the levels by typing it three times.

Of course, while you are moving in or out of range, your opponent may also be doing the same thing. If
you type 'CLOSE RANGE' twice and your opponent types it once, then you will be in laser range. Or, if
you type it once and your opponent types 'OPEN RANGE' , you'll be back to square one.

Firing Lasers

Once you are in close range you can fire your lasers at your opponent, with 'FIRE weapon' where
‘weapon'is either 'laser’, 'tl' or ‘ql. The game will utilise the least damaged of the specified laser ' a
damaged laser won't be as accurate as one with no damage.

When you fire a laser the usual calculations will be made to determine whether you hit your target,
taking into account any sensors you have which will improve your targeting (jammers have no effect on
laser fire). If you do hit then the laser will inflict damage on your opponent's ship ' generally lasers do
half as much damage as a hit by a missile, twin lasers the same amount and quad lasers twice as much.

However, the damage can be mitigated by shields. Each point of shielding will reduce any incoming laser
strike by two percent, which means that the standard 10 points will reduce the potential damage by
20%.

200.40 Run Away!

If you are in the middle of a fight and you think you are losing, then you might want to retreat. Better a
live coward than a dead hero.

If you're in open range, being pounded by missiles, you can simply move your ship out of the location to
escape the hail of destruction. However, in close or intermediate range you can't move without first
moving back to open range.

The alternative way to escape a fightisto 'FLEE' which will take you to the interstellar link where you
will be safe. As with moving, you can only flee from open range.

You can use the command anywhere in space, even non-fighting locations ' you don't have to be
involved in a fracas to flee.

Your flight will inflict damage on your ship so under normal circumstances it's not something to do
lightly. Fleeing also uses up fuel, so it's not a free way to travel from one side of a system to the other,
just a very fast one.

Remember, he/she/it who fights and runs away lives to fight another day.

200.50 Dying For Your Cause

So you decided not to run away ' or you weren't fast enough to react when you realised your ship was
taking damage. You watched as holes were punched into your hull until it resembled a colander. Your
ship's status kept on reporting on the damage, as your hull strength crept lower and lower" until it
reached zero.
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Zero hull strength is the end of your ship. With no hull, the whole thing just falls apart, leaving you
stranded in space with just the air in your spacesuit to sustain you. It doesn't take long before you die an
agonising death’

To wake up in a hospital bed. Because you did have insurance, didn't you? Of course you did ' nobody
would be foolish enough to take part in a ship fight without life insurance.

Your ship will be repaired as part of the resurrection package, and will be waiting for you, all shiny and
new, in orbit.

Just don't forget to reinsure before you leap back into the fray!

200.60 Repairing the Damage

Whether your ship sustained damage by fight or flight, it's not good practice to fly around in a ship that
isn't up to snuff. Damaged engines use more fuel, which will be a constant drain on your finances, and if
there's a chance you'll get into another ruction, well you don't want to have shields or a computer that

aren't as good as they can get.

So you need to repair your beaten up ship by taking it to a repair yard. Swift-Fix Ship Repairs on Earth is
just northeast of the LP, there are other facilities on Mars and Mercury. and out of Sol planets may have
yards of their own if the POs have provided them.

The command to repair your ship is 'REPAIR SHIP'.This fixes up everything that is wrong with it. If you
are short of cash, the repair droids will carry out the work anyway and you will end up overdrawn.

If you want to know how much it's going to cost you before you commit yourself, then get an estimate
with 'REPAIR SHIP ESTIMATE'.Bearin mind that the ship repairs use raw materials purchased from
the exchange so the price will vary from planet to planet ' it pays to shop around, unless your damage is
so severe you can't make it to another planet without your ship disintegrating around your ears (or
equivalent). If the planet's stockpile doesn't have a commodity needed for repairs then it will be sourced
from a private buyer and will be more expensive.

There may be differences between the actual cost and the estimated cost of the repairs due to
fluctuating exchange prices. The shorter the period between the call for an estimate and the request to
repair, the less likely there is to be a significant change.

Thanks to the Galactic Administration's programme called the OutSystem Business Development
Subsidy, the repair will be cheaper if your ship is registered to the planet on which you are getting the
repairs done. There is also a discount if the planet happens to be in a non-Sol cartel.

You can't repair sensors and jammers ' if they get shot up they need to be replaced.

You can't repair bits of your ship and leave other bits damaged - the entire thing gets repaired. It's not
economical to repair odd components, because the whole ship has to be opened up to get at them, so
you might as well fix everything that needs it in one go. Besides, insurers refuse to insure partially
repaired ships - apparently they have worries about compatibility issues with brand new components
interacting with damaged stuff.

Page 157 of 248



220. ODDMENTS

220. ODDMENTS

Other information you might want to know but doesn't seem to fit anywhere else.

220.10 Money and Taxes

The unit of currency in Fed DataSpace is the Imperial Groat, or IG. A thousand groats is a kilogroat. One
million groats or 1,000,000 ig equals a megagroat or meg. Add some more zeroes and you have a
gigagroat, 1,000,000,000 ig.

You can give groats to another player using the command 'GIVE playername amount', for example
'give dork 137 However, there is a limit which stops you from passing large quantities of cash to
another player - a player can only receive 1,000 ig each day. If the amount you try to hand over would
take the receiver over the limit, then the amount will be reduced accordingly.

Having said that, the 1,000 ig limit is subject to your generosity in buying rounds - the amount of money
you spend on drinks for your friends is added to the limit for the day.

The Galactic Administration keeps a tight rein on the Galactic money supply, and acts to curb any
inflationary pressures. As part of this rather restrictive monetary regime, it has instructed the
Interstellar Revenue Service to investigate those who seem to have way too much money for their rank,
on the grounds that anyone with excess groatage must be a dodgy character and up to no good.

The IRS investigators will swoop and confiscate any earnings that are deemed to be suspicious.

The threshold at which the IRS will take action is as follows:

Commander - 250,000 ig

Captain - 400,000 ig

Adventurer - 600,000 ig

Merchant - 7,500,000 ig

Trader - 12,500,000 ig

Industrialist - 17,500,000 ig

Manufacturer - 22,500,000 ig

Financier - 27,500,000 ig

Each day at reset, they will remove 20% of your excess groats.

The taxman doesn't tax the personal money of planet owners; however, planetary treasuries are
subject to a strict 1 gigagroat limit, and at the reset any excess groats are confiscated.

The same limit is applied to companies - at the reset, any groats in excess of 1gig in the company

balance are removed.

220.20 SpyNet

The exact origins of SpyNet are unknown, although it is rumored to have evolved from the merger of the
20th century organizations known as the FBI, CIA, KGB, AAA and MFI. One of their fields is now
commercial intelligence. Such information as they gather is available to anyone, for no charge. Such
altruism - they must have a sinister ulterior motive, but until we find out what it is, let's take advantage
of their freebies. It is rumored that SpyNet has its offices on Earth, but nobody knows where.
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SpyNet provides a number of services for players.

SpyNet Notice will notify you when players log on and off the game. 'SPYNET NOTICE' toggles this
information on or off. The setting only lasts for your current game session - it defaults to being on.
SpyNet Report will give you a report of the status of a player in the game. 'SPYNET REPORT DORK' will
provide a report on Dork - his ship details, current location and so on. If he's a planet-owner it will tell
you what cartel he is a member of.

SpyNet Review is a report on births, marriages, deaths, promotions and other notable happenings. The
command to read the reportis 'SPYNET REVIEW'.Itis cleared whenever the game fires up.

SpyNet Financial reports give information about company information such as dividend payouts. Read
the report with 'SPYNET FINANCIAL'.

The SpyNet Organization has asked the Idiot's Guide to stress that it does not guarantee the accuracy or
completeness of the information it supplies.

220.30 Resets and Maintenance

Once a day, the game shuts down for a few minutes to perform housekeeping chores. To find out the
current reset time, type 'TIME' . You will be warned beforehand so you know it is coming; if you are still
online when it happens, you will be gently removed from the game. You will be able to come back almost
straight away.

In addition, the game may be closed down at other times in order to put in new code. Once again, you
will be able to come back after just a few minutes.

220.40 Account Maintenance

There are a number of commands that allow you to make changes to your Fed 2 account.

'DISPLAY EMAIL' will show you what email address is attached to your account - the registered email
address. 'DISPLAY' can be abbreviatedto 'DI'.

To change the email address for your account, the command is 'UPDATE EMAIL new _email' where
'new_email' is what you want the email address to be changed to.

It is important to make sure your registered email address is correct, because if you forget your
password you will need to email us from the registered address.

You can change your password in the game with the command 'UPDATE PASSWORD newpassword'
where 'newpassword' is what you want the password to be changed to. Passwords must be between 8
and 15 characters, and can only contain letters and numbers.

If your Fed front-end saves the password, then don't forget that if you change it in the game, you have
to tell the front-end about the new password, or it won't be able to log on again.

If you forget your password, email us with the Fed2 character name and request that the password be
changed. The mail must come from the registered email address for the account.

For security reasons, remember that you should never have the front-end remember the password if
you share your computer with other people, otherwise they will be able to log on using your account.
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220.50 Miscellaneous Commands

'TIME' gives you the date and time (in US eastern time), and tells you the stardate, and what time the
reset is going to happen. It also reminds you how long you have been in the game for your current

session.

Most front-end programs, including FedTerm, know how to neatly wrap the lines of text that Fed sends
so they fit into the window. However, if you log on using less orthodox methods, you may need the
termwidth command, which allows you to format text to the specified width so that the game will take
care of wrapping the lines for you. The command is 'TERMWIDTH #' where '#'is the number of
characters you want each line to have. You cannot set it to less than 40.

The setting lasts for your game session, or until you turn it off with 'TERMWIDTH 0' or 'TERMWIDTH
OFF"' .

Here's another obscure technical command... Some generic game front-end programs include the ability
to send ANSI codes along with the text. These codes allow the sender to specify what color the text will
display in, so anybody else using a front-end that supports ANSI will see messages from the player in
glorious technicolor. This actually goes against our philosophy for Fed, where we prefer to leave it up to
the receiver how to decide how text should be displayed, rather than imposing it on them.

Usually, the game strips out ANSI color codes, otherwise anybody not using a front-end which supports
them would see strange characters along with the text. At least, the game does its best, but there are
no guarantees! However, you can stop the game stripping out ANSI codes so that if your front-end
knows what to do with them, you can see other players' messages in color. The command is 'ANSI ON'
to get the codes, and 'ANSI OFF' to stop them from appearing.

220.60 Bugs and Errors

In the event you think you found a bug and want to be told why it isn't a bug and how it must be user
error, send some mail to the Federation 2 team by mailing support@federation2.com.

When reporting a bug, please provide as much information as possible about what you were doing and
what the problem is. "There's a bug in jobs" is not particularly helpful! If you can send a capture or log
file of the bug in action it makes troubleshooting a lot easier. If you are reporting a bug that made you
lose groats or other data, then you must send in a capture that clearly shows the loss happening.

If you find a typo or something that doesn't work as it should on an out-of-Sol planet, you should tell the
owner.

In the game, you can ask questions of the staff, who are there to help new players get started. However,
they are not obliged to answer your every question. You are expected to find some things out for
yourself, by reading the game manuals, watching other players, and trying different things.

And if you get really cheesed off about something, then you need to go to the Galactic Administration HQ
on Earth and lodge a complaint!
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220.70 Why Fed is different from MUDs

Fed is an online text adventure game. It looks like a MUD, and you issue commands to the game just like
a MUD - but it's not a MUD. Here's some of the things that make Fed different from MUDs.

* Fed is not written using a standard MUD code base; it is proprietary code, written from scratch. It's an
original concept, and has been developed in an original way.

*In Fed, you do different things at different ranks. You don't just keep on repeating the same actions but
with bigger weapons or spells. You start out hauling cargo around the Solar System, and then you
deliver valuable packages. You move on to trading commodities on the planetary trading exchanges,
then dealing in futures contracts, building factories to produce your own goods, and finally owning your
own planet, a system of planets, and a cartel of systems.

*You don't have to accumulate equipment or clothing in order to advance through the ranks.

*If you die in Fed, you don't have to go and retrieve your corpse, or collect all your equipment.

*There are no rigid character classes, and you don't have to stay "in character".

*\We're relaxed about in-game vs out-of-game conversations. You can talk about what you like, subject
to the game rules.

* Fed is not a fighting game, and because you don't have to take part in battles there is no need to rest a
lot, or cast spells, to build up your stamina/health. To restore stamina, just have a drink or a meal in a
bar.

* No fighting means you are in no danger from other players - there's no player-killers in Fed!
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230.05 Slithy Toves

Slithy toves are a basic unit of "gifts" that can be used to obtain a wide variety of things, some of which
are functional, some social, and some frivolous. Two slithy toves combine to form a mimsy borogove,
two mimsy borogoves make a mome rath, and finally two mome raths become a frumious
bandersnatch. Bandersnatchii do not combine.

You can earn a slithy tove every 5 days you login to Fed. Your score shows you how many slithies you
possess, and you can see whether other players have any by looking at the information provided by the
SpyNet organization with the command 'SPYNET REPORT playername' .You can give one of your
slithies to another player with 'GIVE playername SLITHY'.

Here is a list of what you can currently get:

230.10 Transportation Upgrades

Ship Permit - new players start with one slithy tove, which they use to bribe the clerk to get their ship
permit.

NavComp upgrade - upgrade the software in your ship's navigational computer and you will be able to
move between the Sol planets automatically using the 'GOTO0' command. Buy this illicit upgrade from
Arnie's Surplus Store on the lower level of the moon, for one slithy - 'BUY NAVCOMP SOFTWARE' . The
upgrade lasts until you sell your ship.

Teleporter - Merchants and above can rent a teleporter from Emily's Emporium on The Lattice (use the
green disks) - 'RENT TELEPORTER' . It costs 1slithy tove for 31days.

230.20 Trading

Customs exemption certificate - you can bribe a customs office to give you a certificate that will keep

you safe from being stopped and searched by customs. The certificate lasts for 31 days. Visit the

customs shed, near Earth's spaceport, and you will be sure to find a corrupt officer who will accept one

slithy - 'BRIBE MANAGER' .

Remote price checking - Messrs Trumble, Cruikshank & Bone, the brokers on Earth, offer a remote price

checking service available to Merchants and above - 'BUY REMOTE SERVICE'.The costis one slithy

tove for 31 days.

Remote price upgrade - an upgrade to the remote price checking service is also available for a one-off

payment of two slithy toves, which lets you check the prices of a whole commodity group on a planet -
'UPGRADE REMOTE SERVICE'.

Premium price ticker - the ultimate in price checking tools, it gives you the price of a commodity of every

planet in the Galaxy, so long as you have the basic remote price checking service - 'BUY PREMIUM

TICKER' . It costs five slithy toves.
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230.30 Business & Company Management

Warehouse permit - Merchants need a permit before they can build warehouses, and as well as having
to complete 300 successful trades and pay over a stack of groats, you will also need to bribe the clerk in
the Planning and Zoning Dept with one slithy - 'BUY WAREHOUSE PERMIT' .

Depot permit - CEOs can upgrade depots once, adding an extra floor to the building, but before you can
build your depot any higher you need a depot permit, which costs one megagroat plus one slithy - 'BUY
DEPOT PERMIT'.

Factory storage permit - Manufacturers can increase factory storage once, but to make it any bigger
you need a storage permit, which costs half a megagroat plus one slithy - 'BUY STORAGE PERMIT'.
Factory efficiency permit - Manufacturers can increase factory efficiency once, but to increase it further
you need a permit, which costs five megagroats and two slithies - 'BUY FACTORY PERMIT'.

230.40 Planetary Ownership Tools

Extend your display cabinet - POs can add an extra 13 slots to their display cabinet for 1 slithy tove. The
command is 'EXTEND CABINET'.

Plutocrats extra planets - Plutocrats can also purchase more planets which can be either agri or bio, for
the cost of some slithy toves:

Fifth planet: 10 slithy toves

Sixth planet: 15 slithy toves

Seventh planet: 30 slithy toves

The eighth and beyond planets cost an extra 15 slithy toves for each additional planet.

The second thru thirteenth planets can be auto-linked with the COLONIZE command, subject to the
restrictions on your space map mentioned above.

Players at any rank may add custom objects and events to their planets.

Ship registration facility - Planet Owners can purchase a ship registration facility so that any ships sold

on your planet are added to your merchant fleet, which improves planet and factory efficiency. It costs

five slithies - 'BUY REGISTRY'.

Alternative financing for infrastructure builds - Planet Owners can convert 4 slithy toves into 10 meg

cash, which is added to your treasury. There is a limit of one transformation per planet every two weeks

- '"TRANSFORM SLITHIES'.

Airport upgrade - Owners of leisure planets, once you have built ten airports, can upgrade them for five

slithies so that you can move workers between the planets in your system - 'UPGRADE AIRPORT' then
"ASSIGN xx WORKERS FROM planetname TO planetname'.

Finally, while Messrs Trumble, Cruikshank & Bone produce a daily traffic report, only the galaxy wide
oneis freevia ‘DI TRAFFIC'.You can getaccess ones specific to your planets via 'BUY TRAFFIC
SERVICE' attheir offices on earth, unlocking the command 'DI TRAFFIC planet _name'.Howeuver, this
report is only available for your own planets.
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230.50 Personal

Insurance premium reduction - every time you reinsure, your premium goes up as you become a higher
risk. Go to Venus and you will find a droid who will help you; bribe it with one slithy tove and it will knock
5 deaths off your record - 'BRIBE ZORK857'.

SpyNet Data Change - SpyNet will change the entry for your race in return for 1 slithy tove. The new race
will be all lowercase and with no spaces (so one word only). Email support@federation2.com and give
your Fed2 character name, and the new race that you want. Don't forget to put FedZ2 in the subject line.
Stat Improvements - You can increase your stat points up to a limit of 150, for 1 slithy tove. You are
restricted to one increase perday - 'BUY statname' ie stamina, strength, dexterity and intelligence.
You have to be in the place that offers the service for that stat:

Stamina - Rotary Offices on Magellan

Strength - Strength Enhancement Booth on Doris

Dexterity - Genetics Lab in the mini-zoo on Earth

Intelligence - Chamber with alien machinery on Mercury

230.60 Social

Marriage - the Galactic Administration only registers marriage between members of the aristocracy,
where issues of property and inheritance are important. However, the registrar will agree to marry
couples from all walks of life, in exchange for a bribe of one slithy. He will conduct the ceremony in the
registry office on Earth - use the command 'MARRY playername' . The happy couple will be given
wedding rings inscribed with the name of their beloved, and the marriage will be officially registered.
Divorce - you can dissolve your marriage for two slithy toves by going to the registry office and using
the command 'DIVORCE' . You do not need to have your spouse present.

230.70 Style Items

Keyring - The high-class Earth store Gallagher's will sell you a TenBrane keyring with the key to the
Galactic Administration's executive washroom, for one slithy - 'BUY KEYRING' .|t comes with the key to
the executive washroom.

Charms - the ultimate accessory to hang on your keyring, Gallaghers on Earth sells a different charm
every month. These desirable status symbols can be displayed when somebody examines you. Plus,
seasonal specials are available from other artisans; details will be published in the Fed2 Star.

Trading Cards - Clive's Collectibles on Earth sells a series of trading cards, one each month, for a slithy
tove.

230.80 Access

Slithy Tove Room - possession of at least one slithy gets you into the private room in Earth's mini-zoo,
where the rare creatures are actually kept.

Executive Washroom - the key to the executive washroom, which comes with the TenBrane keyring,
allows you to use the private facilities in the Galactic Administration.
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Ming's Hunting Lodge - sponsors get access to Ming's hunting lodge in the wilderness on Earth - see
below.

230.90 Sponsorship

As well as using your slithies to get goodies in the game, you can donate them, which means you are
directly helping with the running costs for Fed2. Use the command 'SPONSOR FED amount' where
‘amount' is the number of slithies you want to donate. The game will deduct that number of slithies, and
flag you as a sponsaor for the year. This will give you access to Ming's hunting lodge, in the wilderness on
Earth.

There is more information about the way corruption works in today's bureaucracy in the Encyclopedia

Galactica.

Page 165 of 248



250. ENCYCLOPEDIA GALACTICA

250. ENCYCLOPEDIA GALACTICA

250.10 Overview

The Encyclopedia Galactica collects together information about various aspects of life in the Galaxy.
These excerpts (reprinted from the 42nd edition with kind permission of the publishers) will be of
interest to haulers, traders, and other space entrepreneurs.

250.20 Armstrong Cuthbert

Armstrong Cuthbertis the mega cargo corporation that has the monopoly on delivery of goods around
the Galaxy. The company was formed pre-spaceflight, back in the 18th century, when the invention of
the telegraph allowed remote communication for the first time. AC took advantage of this new
technology to set up a profitable business that employed couriers to deliver valuable items all over the
world. At the time, the identity of the two founders - Messrs Armstrong and Cuthbert - was kept a
closely-guarded secret; they were in fact women, a fact that did not become generally known until their
deaths nearly a century later.

As humankind spread throughout the Solar System, so did AC, opening offices on all the main planets
and some of the asteroids, and then as humankind discovered hyperspace travel, getting a foothold in
other star systems.

At first, the company had little direct contact with their haulers, dealing with them via the comms. This
lead to the rise of the new breed of cargo haulers, who rarely left their ships, just setting down on a
landing pad to unload and load up again. But in recent years, the enhancements to remote
communications technology have meant the facilities can no longer be trusted. Electronic
communications can so easily be faked, which caused a huge rise in cargo hijacking. Conducting
business face-to-face makes fraud and theft much easier to counter (at least, theft by haulers; the
stevedores are another matter...), hence the requirement for you to actually show up at one of their
offices to arrange the loading and unloading of goods! You can see the locations of the AC offices on the
Sol planets by looking at the starter planet maps. On out-of-Sol planets, their offices are always on the
landing pad.

250.30 Asteroid Belt

Situated between the orbits of Mars and Jupiter is the rubble-strewn asteroid belt, a collection of rocks
which range in size from grains of sand right up to moon-sized chunks. Although there have been
suggestions that they are the remains of a planet, perhaps one destroyed by the Martians far in the
past, itis generally thought by the more traditional scientists that the asteroids are primordial objects
left over from the formation of the Solar System, which never successfully coalesced into a planet.

The exploitation of the asteroid belt began in the early days of space colonization, driven by multi-
national corporations and their need for new sources of minerals and other resources, having used up
all those easily available on Earth. But the number of asteroids, and the size of the belt as a whole,
prevented any one organization from gaining a monopoly, and left plenty of scope for small companies
and intrepid individuals to mine the rocks for wealth.

It didn't take long for settlements to spring up on the larger asteroids to service the asteroid miners,
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and these were swiftly followed by colonies that wanted to set up societies independent of control from
Earth. While the Earth government (which later became the Galactic Administration) ensured that
colonies on the major planets and moons remained under its control, they realized the futility of trying
to control the asteroid belt, and allowed those who settled there to go their own way.

During the reign of Ming, many chose to flee to the asteroid belt to escape his excesses. For such a
control freak, it was surprising that Ming did not attempt to assert his authority in the belt; perhaps
even he realized what a difficult, if not impossible, task that would be. Today, the Galactic
Administration continues its hands-off policy and does not govern the asteroid belt. It collects no taxes
from the inhabitants, and provides no services. This has allowed many experimental societies with all
manner of forms of government to flourish. Most of them have little or no contact with the rest of Sol,
and do not welcome visitors. Only a few asteroids have decided to become a part of the Sol economic
system, and have welcomed Armstrong Cuthbert and the Imperial Trading Guild. The Imperial Navy
keeps the routes to and from these asteroids clear of debris, providing safe paths for visitors; access to
the other asteroids is a chancy business and is not recommended with standard navigational

equipment.

250.40 Akaturi

A Rigellian term that loosely translates as 'trusted messenger' The term dates back to the Warlord
period in Rigellian history. Some flavour of that period can be gained from the fact that the Rigellians
have the same word for both 'tax collector' and 'bandit.

More recently the term has come to be used by interstellar freighters Armstrong Cuthbert for their
courier service, although there are legal battles with the Rigellian government over the patenting of the
term. These disputes are expected to reach the supreme court for a final judgement some time in the
next thousand years.

250.50 Alpha Crew

The Alpha Crew are the players who helped us through the period while we were developing Federation
2, but it was not yet ready for prime time. They helped in different ways, by testing new code, reporting
problems, buying subscriptions before they had to, making suggestions about how things should work,

and proposing new features to be added.

They stuck with us through all the boring bits, as well as the exciting bits, and some of them logged in
the very first time it was publically available - Christmas Day 2003. We'd like to thank them all, without
them we would have found it a great deal more difficult to develop the game as fast as we did.

Special mention needs to be made of the original Federation 2 staff. During that period they showed
patience above and beyond the call of duty: Ahal, Art, Bella, Elijah, Fancy, Freya, Hazed, Marina,
Nightdroid, Paladin, Paul, Vlad.

Thank you to everyone involved.
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250.60 Bio Facilities

By an unwritten convention most biological research and production facilities are confined to otherwise
uninhabited worlds. The tradition started after a few unfortunate accidents in early laboratories and
became pretty much de-rigeur after the Drascue incident.

In that incident the Drascue facility on Proycon IV was developing a strain of bacteria intended to eat
food waste. Unfortunately, a mutated strain got loose. The mutation damaged the terminator
mechanism and the bacteria was able to multiply unchecked. The original strain was intended to cope
with dead bone, the new strain was not so discerning, and within a very short space of time all the
organic beings in the facility were reduced to boneless masses of flesh. All of them rapidly died of
asphyxiation, leaving only inorganic beings, who were, fortunately, able to seal off the facility in time.

The result was that the entire population of the planet had to be evacuated as a precaution while the
facility was destroyed with a hellburner. Even so, some of the bacteria managed to survive and the
planet has been off limits ever since.

A Galactic Administration investigation later concluded that the problem was caused by cost-cutting on
the part of the Drascue Corporation. The cost-cutting resulted in sub-standard, badly maintained
equipment and ill-trained staff. In the resulting riots the entire board of the company were lynched by
an angry mob.

Rumours persist that the bacteria was part of an illegal bio-weapons development program, but given
the destruction of the facility and the state of the planet now the chances of resolving this issue are
minimal.

Since that time bio facilities have tended to be built on otherwise useless asteroids or minor moons as a
precaution against accidents.

250.70 Castillo

Castillo Research Base was one of the first facilities set up to study the outer planets, in this case
Jupiter. Originally called Callisto, it was renamed after Ming the Merciless' favourite horse on his
accession to Emperor. Since his fall there have been a number of attempts to return its name to the
original form, but none of them have been successful.

Over the years since its founding the research base has expanded the range of its research, and a
number of its discoveries have proved to be commercially successful. As a result it produces a limited
number of hi-tech commaodities and, of course, imports those things which it is unable to manufacture
itself.

The base itself is of little interest to space tourists, the research instruments all being remote from the
base. In spite of this the exchange draws a respectable number of traders, and most spacefaring
citizens will visit it at some stage of their career.
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250.80 Clerk of the Purple Wax

The office of the Clerk of the Purple Wax is an ancient one dating back to the early pre-atomic age. It fell
into some disuse, but was revived by The Tyrant, Emperor Ming, and was judged to be useful enough to
be continued after his demise.

The modern function of the Clerk is to turn the boring print-outs of Galactic Administration decrees into
something more imposing and official. It's long been recognised that people are more likely to be
impressed by edicts which are published in copperplate handwriting on finest vellum. Producing such
decrees is the function of the Clerk of the Purple Wax.

The purple wax refers to the purple sealing wax used to take the imprint of the seal of the Galactic
Administration. The seal is usually affixed to the bottom of the edict.

The position is hereditary, being passed on to the first born, whether boy or girl, and is one of the few
remnants of the semi-feudal system of government run by the Tyrant.

250.90 Corruption, bribery and 'gifts'

The rise of the Galactic Administration (GA) as the main power broker in the Solar System brought with
it a steady increase in corruption and bribery.

There had always been some small scale bribery under the Ming regime, but it was kept in check by
Emperor Ming who regarded being bribed as his prerogative. Significant corruption by others was
regarded as theft from Ming's exchequer, and retribution was swift and usually fatal.

As is normal when you have poorly paid officials and obscure, convoluted rules, bribery soon became
endemic and spread from officialdom to other areas of life. In truth, GA petty officials are so poorly paid
that bribes constitute a significant portion of their income. Higher level officials - who accept larger
bribes - turn a blind eye.

Recently the situation has gotten so bad that there have been proposals to stop employing staff as
such and to sell benefices and institute tax farming. The proposed system is similar to that used by the
churches and monarchs in the Earth pre-atomic (medieval) era. In the event, this proposal caused such
outcry that it was quietly dropped. Undoubtedly it will reappear at sometime in the future when things
seem more auspicious!

What is true, however, is that there has become a quasi-institutional system of 'gifts' which lays down
what can be used for higher level bribes and what you get for your 'gift’ For lower level bribes, a few
hundred groats are usually sufficient.

The usual currency for larger bribes is a small collection of highly prized alien species only found on the
planet Snark in Hilbert Space. Not only is the planet hard to get to, but the animals are extremely
difficult to even spot, let alone capture.

Apart from their rarity, the animals have one very unusual characteristic. If you put two of the same
animals together all but the biggest will merge to form a completely different species. There is a
technical process by which they can be forced to separate again, but the details are beyond the scope of
this article.
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The smallest animal is called a slithy tove. Two slithy toves combine to form a mimsy borogove, two
mimsy borogoves make a mome rath, and finally two mome raths become a frumious bandersnatch.
Bandersnatchii do not combine. Slithy toves are the basic units of 'gifts"

Thus we have:

1 frumious bandersnatch = 8 slithy toves
T mome rath = 4 slithy toves
1T mimsy borogove = 2 slithy toves

The size of a bribe can be expressed in either slithy toves or the larger animals, as preferred.

The animals themselves have unusual environmental requirements and are kept in a special restricted
area of the Earth mini-zoo. Their owners carry certificates of ownership, which are similar to bearer
bonds in that the ownership belongs to whoever currently holds the certificate. This makes the
certificates untraceable, and very useful to hand over as bribes.

One interesting aspect of the bribe system is that you don't need high level bribes for the basics, only for
luxuries and items that make work easier. Thus, you don't need a high level bribe to become a merchant,
but you will need one to get a permit for warehouse building, which serves to make life easier for
merchants!

250.100 The Cult of Gaelaan

Alberto Mortimer Gaelaan was born of poor parents during the final years of the reign of The Tyrant
(Emperor Ming) in what was, in Earth's pre-Atomic age, the province of Maine in the USA. Receiving the
standard computerized education (only the children of the rich have human teachers), he was classified
as a (X3 level manual labourer and went to work in the nearby LanzariK factory.

Awaking one morning he discovered that his transport cube had moved from where he had parked it.
Not only that, it was already running, waiting for him to board. As he gazed at it he heard what he later
described as an 'alien, crystal, voice' whisper "We cannot get through! We need help to bring you our
gifts."

Disturbed, he reported an alien encounter to the local law enforcement authorities and was told that it
was probably teenagers with a remote control and a voice projector.

Later that day, an hour into his shift, he was hit by inspiration. The event is well known, because it was
recorded on the factory's security holo recorder. He is wearing a nondescript worker's coverall and is
looking up from toiling at an archaic machine. His face reflects awe, shot through with surprise and
even a tinge of regret.

Gaelaan immediately left the factory and set out to preach his revelation - that the Martians were trying
to bring gifts through to the Solar System but were being intercepted by the Galactic Administration
who didn't want their power undermined. The Martians were bearing gifts that would wipe out hunger,
misery, drudgery, old age and disease for everyone - and the gifts were free if they could only get
through. (A later sub-cult claimed that the Galactic Administration were keeping the goods to
themselves.)
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Gaelaan was laughed at by the intellectuals and harassed by the Galactic Administration, but the
message struck a chord with the masses and the cult swept the solar system. There were sporadic
attempts to suppress the cult, particularly by factory owners who had to contend with workers deciding
the Martians were nearly through and therefore it was not necessary to work. However the cult had
become too widespread to be completely destroyed and eventually an uneasy truce was reached in
which the cult acquired a semi-legal status.

During one of the anti-cult pogroms Gaelaan himself vanished. There are two common explanations of
this. Cultists believe that he was taken by the Martians and is assisting them in their efforts to break
through and reward the faithful. Those of a more cynical bent believe he was killed by a secret
Nightwatch assassination squad. As evidence they point to the much quoted exclamation of the Galactic
Administration's Chief Administrator, "Who will rid me of this turbulent worker!"

The cult is open to all who believe, but most of its adherents are manual labourers. Cult temples can be
found on most (but not all) inhabited planets. Often they are difficult to find because of local political
antipathy, but in a few places they are openly tolerated.

250.110 Customs Exemption Certificates

The increase in interplanetary traffic over the last few years, and the resulting requirements for
enforcement of customs regulations, have caused the Galactic Administration to look again at the
whole issue.

In the course of the review it became obvious that the policy of random stopping and searching was
resulting in ever-diminishing returns, and that a more focussed enforcement policy was required. It was
decided, therefore, to introduce a system of certifying trusted carriers, thus allowing scarce resources
to concentrate on those not certified.

To this end a system was set up whereby carriers can apply for an exemption certificate. If granted, the
certificate is hard coded into the carrier's transponder signal so that customs enforcement vessels
know to ignore the ship. The certificate lasts for a month (31 days), and then the carrier must be re-
certified.

Perhaps inevitably, the scheme has been seized on by customs officials as a way of supplementing their
meagre salaries. It is, theoretically, possible to get a certificate without paying a bribe, but the author of
this entry has been unable to trace anyone who has succeeded in doing so!

Those wishing to apply for a certificate of exemption should go to the main customs shed in Earth
Starport and talk to the manager.

250.120 Davros

Davros is the controller of the Sol cartel. At least, that is the name which shows up on the legal
documents.

And that's all that anyone knows for certain.

Who is Davros? Nobody knows. Male, female or neuter? Nobody knows. Human or alien? Guess what -
nobody knows.
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Davros, whoever or whatever he, she orit is, is certainly the most shadowy figure ever to come to power
in the Galaxy. He, she or it never does anything visible. Requests to join the Sol cartel are dealt with
silently and immediately. Nobody has ever spoken to Davros or seen any trace of this reclusive entity.

Even SpyNet doesn't have anything on him.

Before the interregnum, when the star systems of the Galaxy were members of duchies, the Sol duchy
was ruled by the Galactic Administration, although inertia meant that the Ming's name remained on the
duchy display. Now such groupings are reappearing once again, the Sol economic entity is the default
cartelin which all new star systems are dumped. As before, it is controlled by the GA who have decreed
a standard tax rate and who tend not to tamper. But now, the name on the display is this unknown

personage - Davros.

Speculation as to the identity of this mystery Plutocrat abounds. Is he (let's assume for the sake of
brevity that it's a male) a high-up in the GA's economic division? Is he the lowly bureaucrat that actually
does the work of monitoring the cartel - the clerk of the purple wax, perhaps? Is he a prankster who has
somehow hacked into the GA's records and added his name to the display? Is he a creature from another
dimension who is infiltrating our space-time reality with a view to bloody conquest, and is starting by

taking over our bureaucratic institutions?

We don't know. He could be any of those. (Well, perhaps not the creature from another dimension.)

Perhaps we will never know.

250.130 Earth's Wilderness

Until recently, the general public was not aware that there was a wilderness area on Earth, received
wisdom being that most of the Earth's surface was concreted over long before the reign of Ming.
However, following an expose in the Fed2 Star that led to the resignation of several government

ministers, its existence - if not its location - became common knowledge.

The late and not-so-very-lamented Ming commissioned Slarti, a terraformer, to create a wilderness
preserve where the Emperor could pretend he was a great hunter in a virgin stretch of forest. Unable to
refuse the royal command, Slarti, who now runs a successful planet-modifying business, selected an
area in the Northern hemisphere with a mild, temperate climate for the wilderness. Buildings were
knocked down and concrete ripped up to lay bare the original soil of the planet, and suitable plants and
animals were selected to match the European style of the proposed wilderness.

One of Ming's requirements was that he wanted to be able to hunt the animals without actually being in
any danger himself - but at the same time allow the animals to eat anyone who displeased him. Slarti
reluctantly complied with this request, and the wilderness area was completed to Ming's satisfaction.

Following the fall of Ming, the wilderness continued to be used for secret hunting parties by top officials
at the Galactic Administration. A journalist's investigation which revealed that the parties were being
funded by the public purse led to the resignation of Justice Minister Jerrard Hopgent, amongst others.

Now, in a bid to legitimize the allocation of public funds towards the maintenance of the wilderness
area, the Galactic Administration has opened it to visitors. The franchise for running trips to the
wilderness has been granted to Wilderness Wonder-tours, who operate from a private landing field not
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far from Earth's hospital. Anybody can explore the wilderness now, but tourists should be aware that it
is still a dangerous area and visitors should exercise caution.

250.140 Eugene Podkletnov Anti-Grav Breakthrough

In the late 20th Century, Russian scientist Dr Eugene Podkletnov stunned the experimental Anti-Gravity
community with the revelation that his Superconducting Force-Beam Generator was producing an
output in excess of hundreds of pounds of pure gravitational force.

Podkletnov claimed that the gravitational beam was generated by a 3 to 5 megavolt drop onto a 4-inch
diameter superconductor, which was enclosed in a wrapped-solenoid to create a magnetic field around
the apparatus. His own diagram of the machine indicated it involved a levitating ring of
superconducting material spinning at a rate of 5000 rpm. Apparently the anti-gravity effect produced
by the machine was the well-known magnetic effect associated with superconductivity.

Pulses were powerful enough to punch through brick, concrete, and deform light-metals "like hitting it
with a sledgehammer". The beam didn't disappear rapidly with distance -- in fact, it had been measured
at distances of up to 5 kilometers, and seemed to penetrate all materials without a decrease in force.

At the Southwest and Rocky Mountain Division meeting of the AAAS in Norman, Oklahoma (May 1995),
Dr. Podkletnov discussed briefly his theory of repulsive gravity which occurs in the centers of the
enormously massive central stars that exist in the nuclei of all galaxies, such as the one in the galaxy,
M-87, which has a mass of 2.4 billion solar masses. Under this theory, which has nothing to do with
magnetism or superconductivity, when the scalar field value in the interior of such a massive star
attains a value roughly equal to that which occurs at the Schwarzschild radius, under the formula F =
ma, the force also becomes negative or repulsive.

In 1996, Dr. Podkletnov was about to publish a peer-reviewed article in the respected British Journal of
Physics-D - proving, he claimed, that gravity could be negated. Then a London newspaper publicized his
conclusions, and the skeptics had a field day. Everyone knew you couldn't mess with the law of gravity -
Einstein himself had said so.

Podkletnov withdrew the article. His university evicted him. He retreated from the public eye.

But the controversy didn't go away, and his findings began to be investigated in laboratories around the
world, including one owned by NASA. What came of that research is unknown; the results were never
released, and the anti-gravity technology in use today is the result of commercial development that
took a different path. Now anti-gravity and artificial gravity are in mainstream use, although the
enormous price of operating the technology (particularly the power needed to artificial gravity fields)
means it's not common.

250.150 Fedberge

Avery skilled jeweller in pre-spaceflight Russia on Earth, Carl Fedberge first made his name making
copies of ancient Russian treasures, which brought him to the attention of Czar Alexander Ill and his
wife.
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His designs revolutionized the art of jewellery, which had previously been valued purely on the cost of
the precious metals and stones that made up a piece. It was Fedberge who felt that the artistic
creativity and fine craftsmanship of jewellery made it art that transcended its bullion value.

Fedberge experimented with gold and enamel and with a colleague, learned to replicate techniques of
earlier artisans. His expertise led him to become the Supplier to the Imperial Court. He founded the
House of Fedberge, a workshop staffed with some of the finest jewellers and goldsmiths of the time,
most famous for producing the fabulous Easter eggs which the Czar gave as an Easter gift to his wife
every year.

His descendants have carried on his work, and the Fedberge Workshop is now situated on a heavily-
fortified spaced station in a secret location somewhere on the fringes of Sol space. The use of unusual
jewels and minerals found on alien planets ensures that Fedberge jewellery continues to be considered
the finest in the Galaxy.

250.160 The Galactic Administration and the Fall of Ming

Centered on Earth, the Galactic Administration runs everything in the Solar System, and now that
contact has resumed with the rest of the Galaxy they are attempting to reassert their control over all

the out of Sol planets too.

In the days of the despotic Emperor Ming the Merciless - who had reigned as Emperor for so long that
nobody remembers when he didn't rule, and who had altered all records so as to make it appear that
there never was a time when he didn't rule - the Galactic Administration ensured that the day-to-day
business of the galactic empire continued smoothly despite the excesses of the supreme ruler. Ming
himself had no interest in the nitty gritty of ruling, preferring to spend all his time flogging his
catamites, biting the heads off babies, and generally being decadent and despotic.

Over the years, there were many conspiracies to overthrow or assassinate Ming, but they all failed
because the top echelons of the Galactic Administration - the ministers and court functionaries, all the
people who did the real work - were quite happy with things as they were. They didn't care that Ming's
favorite hobby was torturing and murdering people, because there were plenty of people in the Galaxy
and a few here and there would never be missed.

But then Ming changed his modus operandi, which shook them out of their complacency. His usual
source of victims were the slums of Sol, sending his guards out to find people who wouldn't be missed
(or not by anybody who could do anything about it). But then for some reason he started to search for
his victims closer to home, selecting the young members of his court as his playthings. This shocked
and outraged the Galactic Administration bureaucrats who had previously let him get away with his
gross excesses. They saw that they were no longer safe from the mad Emperor and realized the time
had come for action. So a conspiracy was launched, a plot was hatched, and this time the conspirators
were some of the most powerful and influential people in the Galaxy, and they had the resources to

succeed. Ming was removed and his reign of terror was over.

For a short while following the palace revolution, the Galactic Administration felt the Galaxy had had
enough of royalty interfering in the smooth process of government. They appointed a committee of 12
of the conspirators, who represented all the major power groups who had been involved, and continued
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to rule the Galaxy much as it had been ruled all along. They then changed their policy and decided an
Emperor as a ceremonial figurehead would be useful, serving as the focus for resentment and keeping
those with the real power out of the limelight and allowing them to continue with the business of
government without having to put on a show of any kind. They chose as their candidate an influential
planet owner called Catty, Baroness of History, who was rumored to be the richest person in the Galaxy,
and the person who bankrolled the conspiracy to overthrow Ming. However, Catty soon tired of being
the target of every extremist and nutcase with a grudge, and retired from public life, leaving the
Emperor's throne vacant again - as it has remained ever since.

The Galactic Administration continues as it has done from its formation, running the huge creaking
bureacracy in an inefficient system that thrives on bribery and corruption. And yet, somehow, it all
works.

So what of the ex-Emperor, Ming? The new rulers planned to imprison him on his Deathstar, Starbasel,
having of course changed all the locks. Why they didn't just kill him and display his body in some
prominent location, we will never know. They probably wished they had, because Ming managed to
escape by disguising himself as a lowly hauler and hijacking a ship. Ever since, there have been reported
sightings on planets all over the Galaxy, and he has even been recorded talking briefly on the commes,
but he always eluded capture. Even now, centuries later, rumors abound that he has been spotted
working in a burger bar in an out of the way planet...

250.170 Heisenberg's Warehouse

Colloquial: This legendary place is part of a saying popular among stevedores, as in, "Your cargo is
probably in Heisenberg's Warehouse," meaning that it's been stolen.

Etymology: It is believed that the saying is derived from the name of the pre-atomic physicist, Werner
Heisenberg, who first defined the quantum principle known as Heisenberg's Uncertainty Principle. It
states that you cannot know both the position and the speed of an object. Measuring one makes it
impossible to measure the other. The saying implies that since you know the speed at which your cargo
was stolen (always very rapidly!), you cannot know where it is now.

Heisenberg's Warehouse is also sometimes referred to as Schrodinger's Warehouse.

250.180 The Interregnum

The 200 years between the fall of The Tyrant (Emperor Ming) and the rise of the Galactic Administration
toits current all pervasive status saw large changes in the structure and dispersal of human societies.

The fall of Ming released an explosion of creativity which lead to a new, if short lived, blossoming of
science and the arts. Politically the situation was very fluid with the complete breakdown of central
authority, and the balkanisation of the old duchies. Shifting alliances, border wars and self-proclaimed
empires - each smaller than the last - sprang up all over the galaxy.

Starting a few years before the end of the Ming rule Earth had waged a struggle against the remnants
of the Martian Empire, who used a number of techniques, including time travel and hiding bases in
Hilbert space. This struggle intensified after Ming's demise, and it was against this background that
what became known as the 'Constant Catastrophe' struck.
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The techniques of manipulating time and space, used by both sides, precipitated the crisis as Earth
discovered once again, to its cost, that there is no such thing as a free lunch.

What happened was that the bleeding of temporal and Hilbert energy into normal space caused a subtle
shift in the values of the universal constants that govern the physical laws of the universe. Fortunately
for life, it was an infinitesimal shift. A little more and all life - indeed the very existence of matter -
would have been rendered impossible.

But the shift did have an impact on the laws of physics. The hyperspace links on which interstellar
travel depended were rendered inoperable. Interstellar commerce became impossible because of the
transit times in normal space. The result was varied, but there was mass starvation on some worlds,
and a general decline in technological standards. Colonies reverted to more primitive ways of working -
ways that were sustainable from local resources.

It was fortunate that the same shift in the universal constants also destroyed the capacity of the
Martians to bring war into the home system. As far as is known they are currently confined to their
bases out on the rim of the galaxy.

Itis only recently that new theories and new devices that permit the operation of modified hyperspace
links have become available. Until recently, the link facilities were only available to military and
exploratory forces of Earth, but they are now open to commerce, and more star systems are being
linked up all the time.

The Galactic Administration used the Interregnum to consolidate its hold over the Solar System, taking
charge of the inevitable rationing, and gradually assuming more and more functions of the old Ming
state. It remains to be seen whether, with the opening up of interstellar commerce again, the
bureaucracy will be able to retain its grip on society.

250.190 The Lattice

The origin of The Lattice is not known. It was already floating in the middle of the asteroid belt when the
first miners reached the belt. The Lattice is a system of hollowed out asteroids linked together by a
series of force tubes that support teleportation. Floating in space, it resembles a giant 3D model of a
molecule with dark atoms (the asteroids) and frost covered links (the force tubes). The technology
involved is still not understood.

Early would-be explorers were unable to figure out how to enter, and attempts to force entry inevitably
resulted in destruction at the hands of the Lattice's highly efficient defences. Eventually, the entry
puzzle was solved by Almond Ackroyd, one of the leaders of a then little-known alternative media
commune.

The commune moved in and started to set up the media facilities for which The Lattice has now become
famous. In the process it was discovered that the Lattice would defend Almond and her family against
threats - both internal and external. As far as is known this is still the case, and is one of the reasons
why The Lattice remains a free port, outside the remit of the Galactic Administration.

Today the Lattice is the hub of a vast media conglomerate with hyperspace broadcasting facilities. The
original commune has stratified into three different layers - exhibs, techs and voys. All layers nominally
have equal stakes in the conglomerate, but in practice the exhibs run the system.
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Roughly speaking the exhibs create the entertainment material, the techs handle the technical aspects,
and the voys run everything else. The head of the Ackroyd family is known as 'The Protector’, and by
convention stays on The Lattice after he or she becomes Protector.

250.200 Lucky Louie

Lucky Louie is a numbers game where three players all guess a number, and the person with the number
closest to the middle wins.

The origins of the game are shrouded in mystery, although there are several different theories about it.
Some say the game originated in pre-spaceflight Earth, in the country called Canada.

One popular theory is that Ming devised the game as a way of making prisoners choose who was going
to be tortured on a particular day; the two losers being sent off to the information retrieval specialists,
and the winner earning a reprieve for that day - lucky, indeed!

The most detailed story of the origin of Lucky Louie, and the one most popularly believed to be true, is
almost certainly an urban legend. The tale goes that in the early days of the exploration of the Solar
System, three men set off in a private spaceship to explore the asteroid belt and find valuable
resources. Although they travelled together, they were not a team, and each of them wished to claim his
own share of the resources found. At first they divvied up the claims to asteroids by taking turns, but
that turned out not to be a fair method, since one strike would be of minimal value and the next much
more valuable. After trying various methods that were equally unworkable, they finally decided to leave
things in the hands of Lady Luck.

But they needed a way to let luck operate. They couldn't toss coins or roll dice in zero-gravity. They tried
the game of rock-paper-scissors but once they got experienced at it, the games too easily stale-mated.
Finally, they invented a guessing game involving numbers, that seemed to all three of them to be a fair
and equitable way of dividing their spoils.

But Lady Luck proved herself to be as unpredictable as always, and although the nature of the game
was essentially random, one of the three seemed to win far more often than the others. His name was
Louie, he came to be known as Lucky Louie, and the game was eventually named after him.

Not long after the invention of the game, the three split up, unable to come up with a way to split up
their finds that pleased all of them, and went their separate ways. The game itself spread throughout
the Solar System until it was played in bars and schoolyards, for fun, money and prestige.

250.210 The Magellan Society

The origins of the Magellan Society are lost in the mists of time. It is named after the pre-atomic era
Portuguese explorer Ferdinand Magellan, whose ship the Victoria was the first to sail completely round
the Earth. Magellan himself was killed by natives in the Pacific. Of the 270 men and five ships that set
out, only one ship with less than 20 survivors completed the voyage.

In the last 400 years the society has risen to prominence as one of the two primary organisers of
expeditions (the other is the Galactic Administration's space navy).

Page 177 of 248



250. ENCYCLOPEDIA GALACTICA

The society sponsors expeditions and offers grants to member explorers who participate in its
activities. The society has its own orbital space station known, unsurprisingly, as 'Magellan' Income
from the satellite's facilities and treasures brought back by expeditions constitute the main source of
the society's income.

Membership of the society is open to all who can complete the society's entrance test. The test usually
takes the form of a series of clues which would be members have to solve by travelling to, and
exploring, the various inhabited bodies in the Sol System. Those wishing to try their hand at the test
should talk to the society's adjudicator, who can usually be found at the society's permanent exhibition
in Earth's main starport.

Each year, on the 6th of September, the society sponsors a 'Magellan Day', this being the date that the
Victoria sailed back into harbour after circling the Earth.

250.220 Marriage

The human institution of marriage has had a somewhat checkered history.

In ancient times legal marriage was mainly confined to the aristocracy where matters of inheritance
and the transfer of wealth, property and titles made it important for there to be a written record. The
peasantry tended to be less formal, and in any case, give the depredations of their feudal lords, had
little money to spare for such luxuries as marriage.

By the Atomic era, marriage had become a nearly universal institution on Earth, although the extent of
its practice varied with geographic regions.

The activities of The Tyrant (Emperor Ming) during his reign, however, brought the institution of
marriage into such disrepute that it almost died out. Ming was married no less than 144 times, each
time swearing vows that it was for life. Once he tired of the current spouse an offer was made - a trip to
the dreaded Tower of London, or a pension and a one-way ticket to a distant star system.

Needless to say virtually all of them took the one-way ticket, which enabled Ming to divorce them on the
grounds of desertion, and re-marry. The 144th marriage resulted in a whole school of underground
humour based around the word 'gross.

During the Interregnum it became obvious that, at least among the propertied classes, there was a need
for some legal form of marriage. The worker classes, to the contrary, avoided it like a plague. This was
because the law provided that not only could assets be passed on to heirs, but that legal heirs were also
responsible for outstanding debts.

There was considerable debate about the form that marriage should take, and not a little bloodshed,
since it was an issue that raised great passions. Eventually, it was decided that the Galactic
Administration would provide a means of registering legal marriages. The ceremony is secular, and the
Galactic Administration makes no rules concerning the sex or species of the partners™. It will only marry
couples, on the grounds that there are outsystem authorities that provide for marriages of more than
two partners.

If is left to the religious authorities to perform what is usually known as the 'solemnisation’ of the
marriage. Normally a couple wishing to marry will go through the civil, Galactic Administration
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ceremony and then go on to a religious ceremony. The religious ceremony is not compulsory, and many
who have no religion, or whose religion is not theist, just go through the secular ceremony.

Although the civil ceremony is open to all, the religious authorities will only solemnise couple who meet
the specific requirements of their religion. It is normal for the authorities, for a suitable fee, to make
available a suitably decorated room for the religious ceremony.

Currently, weddings can be registered at the Main Registry Office on Earth.

*There is one exception to this rule. The Galactic Administration will not marry a couple if one of the
putative partners is a member of a species that eats its mate after consummation of the marriage.

250.230 NavComp

Developed by the Navy for its own ships, the Mark | NavComp software upgrade handles automatic
route finding between the planets and asteroids of the Solar System.

The Mark | version of the software will only find routes between orbit locations, and then mainly for
planets and asteroids that have exchanges, although it will sometimes work for other planets as well.

Most Navy spaceships have been converted to the Mark Il version of the software which will route find
from non-orbital locations; however, the Mark | version still remains classified for reasons which are
unknown.

Despite this, a number of civilian ships do seem to have been fitted with the Mark | software, although it
isn't known exactly where it came from.

There are persistent rumors that the Navy has developed a version of the software which works outside
of the Solar System, but we have been unable to find any evidence that this is the case.

250.240 Paradise

Paradise is the generally accepted name for the floating station registered with the Galactic
Administration as Mother Truckers Service Station and Mall. Paradise was the original Arnie's surplus
store, whose Moon branch is now more generally known.

Paradise was originally built by Arnie and his buddies, after they left the Imperial Service, from
discarded space junk and surplus parts. It's a collection of decrepit cargo pods and various flotsam and
jetsam, while underneath are the old drives and engines. This explains such oddities as the ramshackle
commodity market. All the people who live here and run the shops are retired servicemen, stevedores,
or cargo handlers.

When first constructed, Paradise used to move about the Solar System, but the motors clapped out and
now it's stuck in Venus orbit while they try to get a fix together. The project isn't going well at the
moment.
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250.250 Pearly Droids

Pearly Droids carry on the proud East London charitable tradition of the Pearly Kings and Queens from

pre-atomic age of Earth.

Drawn from droids manufactured by the E. Baley & Company Spitalfields facility in the early spacefaring
era, Pearly Droids are instantly recognisable by the smoked pearl buttons covering their casings. They
also have a tendency to speak with original cockney accents, which sometimes makes it difficult for
outworlders to understand them.

Pearly Droids are heavily engaged in raising funds for charities, especially droid orphanages and
hospices. To be asked to help with the fund raising is considered an honor amongst both droids and

organic beings.

Droid orphanages were set up after the Robotics Inc. v The Robots Friendly Society decision. The
decision stated that blueprints for droids must be placed in the public domain once the assembly line
for that model was shut down. Prior to this ruling many droids had to be powered down before their
time, because of a lack of spare parts. The orphanages provide a place where orphans - droids whose
assembly lines are now closed - can obtain spare parts, custom built to the original blueprints, at a

price they can afford.

Droid hospices provide a place where droids too worn out to be refurbished can find a peaceful
environment in which to run down their power units for the last time.

250.260 SPAAR

SPAAR (SOCIETY FOR THE PRESERVATION OF ANCIENT ARTIFACTS AND RELICS) is an enigmatic
organisation whose origins date back to the early atomic age of Earth. Membership is by invitation only,
and the minimum age for membership rises by one year every two years. This has lead a number of
wags to suggest that the last word in the name should be Relicts!

Little is known about the internal organisation of the Society, whose headquarters on the asteroid Vesta
are closed to outsiders, along with the rest of the asteroid, which is owned by SPAAR. Indeed, such is the
desire for privacy that the Society refuse to allow space lanes to be cleared to Vesta, making it virtually
impossible to find without detailed instructions from SPAAR.

In addition to protecting ancient relics, SPAAR are active in the exploration field, frequently competing
with the Magellan Society and the Imperial Navy's shadowy Department of Alien Technologies for the
discovery and control of such artifacts.

Recently, SPAAR's power to protect ancient relics has weakened as a result of determined lobbying by
planet owners and real estate developers. Suggestions of large numbers of slithies changing hands
have been dismissed by the Galactic Administration, the report of whose 'internal’ investigation remains

secret.

(Editor's note: The author of this entry was found dead in unusual circumstances in the asteroid belt
shortly after publication. As a result we have been unable to confirm the details herein. We have also
been unable to obtain anyone else qualified who is prepared to investigate the issue.)
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250.270 System Display Cabinet

The system display cabinet is a macro quantum object. There is only one per system, but it appears to
be on all landing pads in the system simultaneously. In fact, what is actually happening is that this
object has solutions for Schrodinger's equation that give it an equal probability of being on each landing
pad.

When an observer sees it the probability function collapses into classical mechanics and, in accordance
with the rules of quantum mechanics, the probability of finding the cabinet on the observer's landing
pad becomes 100%. Once the observer stops looking at the cabinet, it elides from a classical state back
to a quantum state, again appearing to be on all landing pads in the system.

For reasons not fully understood a small number of planets appear not to have a cabinet. According to
Schrodinger's cat, that is because the cabinet is probably not there.

250.280 TenBrane Corporation

TenBrane Corporation are the Solar System's premiere maker of superstring artifacts. The artifacts are
based upon, and powered by, a combination of non-microscopic superstrings and supersymetric
quantum fields operating in a modified Calabi-Yau space.

In the early part of The Interregnum a wave of panic over the effects of Hilbert energy leakage, and a
number of high profile accidents, lead to the banning of superstring powered artifacts in the Solar
System.

Once it was realised that the superstring artifacts did not use Hilbert or temporal energy the rules were
gradually relaxed and TenBrane was able to recommence manufacturing. The regulations originally
enacted have still not been completely rescinded, so strictly speaking the artifacts are stillillegal.

Given that TenBrane is a large and influential corporation, the Galactic Administration turns a blind eye
to its activities. TenBrane itself is not complaining. The fact that its products are, strictly speaking,
illegal adds to their cachet and thus the prices.

Probably the best known artifact produced by TenBrane is their powered keyring. More than just a
keyring, it is an inexhaustible low power energy source. It combines all the best features of a flash lamp,
a sonic screwdriver and a Swiss army knife. They are extremely popular with the spacefaring
community, most of whom would not dream of being seen without one!

250.290 Tquarks
Tquarks are tangled quarks, which are used for faster than light communication. A pair of tangled
quarks (or entangled, as it's more commonly known) can be separated, but remain linked in some way.

When a hauler carries a cargo of tquarks, she takes one half of a pair, while the other half remains
behind. In this way, a pair of tquarks make a connection between one planet and another.

A 75-ton container of tquarks actually only contains a few grams of the substance; the rest is taken up
by material necessary for transporting the tquarks safely without them becoming un-entangled. But
there are still gazillions of tquarks in that few grams (the exact number is far too long to write here, but
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it is something to the order of 10 to the power 23) so over the years a vast number of connections have
been formed between different places in the Solar System,. These now take the form of a tightly-woven
network which allows messages to be sent all over the Galaxy without having to worry about the speed
of light.

Hence the instantaneous transmission of messages using comm units - without which, Armstrong
Cuthbert would not be able to maintain their business.

250.300 Trumble, Cruikshank & Bone

Messrs Trumble, Cruikshank & Bone are one of the oldest of the Solar System's brokerage firms. Started
in a London coffee house during Earth's pre-atomic era, they were founder members of the
organisations that would later become the London Stock Exchange and the Baltic Exchange.

Little is known of the founders, although they are believed to have made their fortunes in the South Sea
Bubble affair, selling up soon enough to avoid the crash. The only surviving records of the period show
that Septimus Bone & Son were active in the Baltic trade at an early period.

T,C&B built up a reputation for being a solid and cautious firm and weathered the vicissitudes that
struck down so many of their early competitors. In spite of its cautious nature, the firm recognised the
potentiality for inter-planetary brokerage while it was still in its infancy, and was able to establish an

ascendancy that remains unbroken to this day.

There are a persistent rumours of a merger between T,C&B and Armstrong Cuthbert Inc, but those in a
position to know believe that any such merger would be blocked by the Galactic Administration who
would not like to see such a large proportion of the economy in the hands of one firm.

Nonetheless, Messrs Trumble, Cruikshank & Bone are now firmly entrenched as the leading stock and
commodity brokers in the system

250.310 The Weathermen Cult

The Weathermen are an illegal organisation dedicated to the destruction of weather control facilities.

Because of the underground nature of the cult, not much is known about its origins and methods.

The cult is believed to have originated on Earth in the early atomic age, and the first recorded references

to it concern a shadowy figure known as 'MetNet' who operated on the legendary Compunet network.

Later on the cult fused with a militant splinter group from the Union of Weather Forecasters, Abacus
Operatives and Inflight Window Cleaners (UWFAQIWC - more usually known as UWOp). The weather
forecasters were, understandably, very annoyed that they were no longer able to make inaccurate
predictions, and this lead to a number of very public (and embarrassing) protests on public holo
channels. UWOp split over the issue and the tactics, and the militant wing became part of the

Weathermen.

Leaders of the cult are believed to have always been direct male descendants of the original MetNet,
although there is some disagreement by those who ask how anyone so boring could attract a member
of the opposite sex for procreation. Supporters of the descendant hypothesis point to the fact that the
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press releases are as boring and interminable now as they ever were. Recently, the two sides seem to
be moving closer together as what is known as the 'clone theory' gains traction.

Unusually, Nightwatch seem to be having trouble infiltrating the cult. This is rumoured to be caused by
surveillance operatives falling asleep while listening to suspected cult members' conversations. A
recently declassified Nightwatch internal study speculates that there might be a 'boredom gene' which
is common to cult members, giving them powers to put their opponents to sleep by talking to them.

Regardless of how they do it, the Weathermen have proved remarkably adept both at sabotaging
weather control facilities, and at avoiding capture.

250.320 Universal Food Groups

There are five food groups which are universal in that they are known and used by all known sentient
organic creatures. They are theobromine (the active constituent of terrestrial chocolate), caffeine,
nicotine, alcohol and Swedish meatballs.

There is a school of thought that the number 42 - the answer to life, the universe, and everything - is
actually the number on the take away menu for Swedish meatballs, thus making Swedish meatballs the
answer to life, etc, etc.

In passing, it should be noted that the micro-fusion packs of non-organic life - robots, etc - are also
optimised for the mass-energy conversion of meatballs, regardless of which race the robots originated
with.

All beings should consume a minimum of 18 units (for some definition of unit) of each of the five groups
each day in order to stay mentally alert and physically fit. In some cases (for instance silicon-based life
forms) pizza may be substituted for Swedish meatballs.

250.330 Fed2 Star - Galactic Trading Guild

Have you ever wondered exactly how important the Galactic Trading Guild is? At first sight, you might
think it's just a way for Merchants, Traders and so on to band together and ensure standards are kept
up. But, readers, it's much more complicated than that, and I'm here to lift the lid on the somewhat

murky business of the way the Trading Guild keeps tight control on all commercial activities in today's

Galaxy.

Trade. It's what keeps the Galaxy the prosperous place it is today. Without trade between planets, every
single world would have to be self-sufficient. Trade is the life-blood that flows between the planets and
keeps the entity that is the Galaxy alive. The means by which the trade is carried out - the blood vessels,
if you will - is the independent ship owners who ply the spaceways buying and selling goods for their

own personal profit.

Talk to any of these merchant princes or trading supremos and they will come across as fiercely
independant, beholden to no-one, going where they choose to buy and sell on the exchanges at their
whim. But they all, each and every one of them, have to be members of the Guild or they can't operate.
And the Guild controls their activities in a much more important way than that, although it's one that

most people aren't even aware of.
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The Guild determines which planets they can trade on.

That's right, readers. Guild official Arnold Puckleberry confirmed this when | spoke to him at their HQ
building on Earth. Here's a recording of what he told me.

"Well, Ms Godarkly - or may | call you Hally? Thank you, yes, Hally. It is true that all trading exchanges
need to have the trading screens that display prices and the controls that allow individuals to buy and
sell. That equipment has to be Guild-approved; we can't just let anything get linked up to the trading
network, that would be far too dangerous.

"Unauthorized equipment can contain second-rate components that cause energy discharges which
could overload the routing protocols or cause other damage to our central controllers. This puts the
trading equipment on other planets at risk, not to mention the potential for bringing down the whole
trading network should our controllers be affected too greatly. No, Hally, we just can't allow that kind of
things.

"Then of course there is always the problem of unauthorized use of the network - hackers, if you get my
drift - attempting to influence prices in their favor or just make mischief. Unauthorized equipment
makes it much harder to keep such nefarious individuals off the network."

"So the Guild will not allow our approved equipment to be installed on planets that don't have our
approval, and if POs choose to install third-party screens and consoles then we just won't hook them up
to the Galactic network."

| expressed surprise that the Guild had such power, particularly outside the Solar System, where the
influence of Earth and the Galactic Administration is not so great as it is in Sol. Puckleberry confirmed
that the Guild's approval can mean economic life or death for any planet, wherever they are in the
Galaxy. "There's really little point in any star system liaising with the chaps at Magellan to get an
interstellar link installed, if they don't have Guild approval. After all, why does hyperspace travel matter
unless you can trade with the rest of the Galaxy?" Clearly Puckleberry and the Guild don't think anything
can be as important as trade!

Inside the Solar System, there are of course hundreds of colonies on the smaller moons, the asteroids,
on space stations and all kinds of floating objects, which don't have trading exchanges because they've
never gained that all-important approval. In some cases, they are happy to be isolated and have never
applied to join the Guild's network of trading planets, although from time to time a change in regime on
these tiny independent world's means they become more interested in integrating with the rest of Sol
and do eventually seek approval.

So what happens when a planet applies to the Guild? The process is not exactly shrouded with secrecy,
but | cantell you that | had a great deal of difficulty getting anyone to talk about it - Puckleberry
wouldn't say a word. Inside the Guild, they keep their procedures close to their chests; and those who
have been turned down by the Guild often have secrets of their own so don't want to talk to the press,
not even to reputable prize-winning journalists like me.

Eventually, | found my way to a former under-secretary who used to work in the Guild's approvals
department, until he was fired for using his work computer to view pictures of scantily-clad aliens. He
was reluctant to talk to me and only agreed after | promised not to give his name, so we'll call him Brad.
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Brad told me that potential applicants to the trading network have to submit detailed figures about the
planet's economy, including their predicted imports and exports and the prices the exchange intends to
set. This is allin the form of a multitude of complicated forms, of course - where would we be without
all this red tape?

"Guild accountants look over all this huge mountain of paperwork," explained Brad, "which can take a
great deal of time. Then they either approve the application or recommend further investigation. Either
way, it's an incredibly slow process, although of course it can be sped up in the usual fashion." By which,
of course, he meant the judicious application of some bribery, which will come as no surprise to readers
of the Fed2 Star!

| pressed Brad on just what would cause an application to raise enough alarm bells to merit further
investigation (other than a failure to bribe the right person, of course!) but he wouldn't give me any
detail of what would make it deficient, no matter how much | probed. He did tell me what happens when
investigation is merited.

"It's a rare occurrence, you understand - most applications are approved - but should that rare
occurrence... erm... occur, then it was my department that despatched an accountant to the planet to
investigate its economy and report back. Hir recommendations have the force of a final and binding
decision so these accountants have a great deal of power. They are supposedly incorruptible, but who

knows?"

| asked about the possibility of appeal, and Brad just laughed. "When | said final and binding, | meant it.
Oh, there is an appeal process in place but no PO has ever managed to get a negative judgement
overturned, not in all the time since the Guild started to have this kind of power."

I wanted Brad to introduce me to one of these special investigation accounts so | could get some more
information about exactly how they go about things, but he seemed appalled at the very suggestion.
Even as an ex-employee who left the Guild under a cloud, his loyalties remain with his former
colleagues. He explained that the identity of the roving accountants was kept strictly confidential
because their work was generally carried out undercover. | have to say | found the idea of undercover
accountants very amusing - | can just picture spies with briefcases.

Having got all | could out of the helpful Brad, | resolved to continue to probe the way the Guild operates.
Readers, next week | will bring you some background information about just how the Guild became so
powerful.
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300.5 Overview

The following is a complete list of all Fed2 commands known at this time.

300.10 Accept
For low-ranking players, accepts a job offered by Armstrong Cuthbert or by a player.
Usage: ACCEPT job#

Parameters: 'job#' is the number of the job on the workboard.
Example: accept 5

Restrictions: Commanders and Captains only. You cannot accept a job if you don't have a ship.
To accept a pending job offered by a PO:

Usage: ACCEPT

To reject the job, use REJECT JOB.

For Plutocrats, accepts a membership bid to join your cartel.

Usage: ACCEPT systemname

Parameters: 'systemname' is the system you want to allow into your cartel.
Example: accept rigel

Restrictions: Plutocrats only. The system must be in the pending queue for your cartel. You must be in
the hub system for the cartel.

To reject a bid, use REJECT.

ACCEPT can be abbreviated to AC.

300.30 Act

Allows you to express any action or emotion.
Usage: ACT action

Parameters: 'action’ is a word or phrase describing what you want other players to see.
Example: act dances on the table

Players see: Newbod dances on the table
If you are in your ship when you use the command, then your spaceship will carry out the act.

Example: act waggles its wings.
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Players see: Newbod's spaceship waggles its wings.
See also the ACTS command.

300.40 Acts

Allows you to express any action using a possessive.
Usage: ACTS action

Parameters: 'action' is a word or phrase describing what you want other players to see.
Example: acts robot dances on the table

Players see: Newbod's robot dances on the table
See also the ACT command.

300.50 Address

Give you the teleport address of the location you are in.
Usage: ADDRESS
Restrictions: You must be in possession of a teleporter.

You teleport using the TELEPORT command.

300.60 Akaturi

Asks for a job to carry valuable items for Armstrong Cuthbert.
Usage: AKATURI
Restrictions: Adventurers only. You must be in an Armstrong Cuthbert office.

AKATURI can be abbreviated to AK.

300.70 Allocate

Docks a Blish City with a planet.
Usage: ALLOCATE cityname TO planetname

Parameters: 'cityname' is the name of the city you want to dock.
'Planetname’ is the destination planet.
Example: allocate nutbush city to church house

Restrictions: Plutocrats only. The planet must be in the same star system as the Blish city.

300.80 Ansi

The game normally strips out any ANSI color codes that it received, but you can use this command to
turn on the receipt of color codes.
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Usage: ANSI on|off

Parameters: 'on' turns on the receipt of ANSI color codes, in other words it stops the game stripping
them out. 'off' turns it off again.
The setting only lasts for your game session.

300.90 Approve

Approves a bid from a Financier to buy shares in your business.
Usage: APPROVE BID bid#

Parameters: 'bid#' is the number of the bid.
Example: approve bid 2

Restrictions: Industrialists only.

To reject a bid, use REJECT.

300.100 Assign

Moves workthings from one planet in your star system to another.
Usage: ASSIGN xx WORKERS FROM planetname TO planetname

Parameters: 'xx' is the number of workers you want to move.
'‘planetname’ is the planet you want to move the workers from and to.
Example: ASSIGN 100 WORKERS FROM RIGEL 4 TO RIGEL 5

Restrictions: Magnates only. You must have built ten airports on your planet and then upgraded them -
see UPGRADE AIRPORT. You can only move workthings that are not already employed.

300.110 Attack

Initiates an attack on another player.

Conditions: You must have set another player as your target, the target must be in the same location as
you. You can only attack in space, but not in orbit or at a link.

300.120 Bid

Puts in a bid to buy shares in a business.
Usage: BID amount SHARES AT shareprice IN businessname

Parameters: 'amount' is the number of shares you want to buy.
'shareprice’ is the price you want to pay for them.

'‘businessname’ is the name of the business you want to invest in.
Example: bid 150 shares at 10000 in Newbod Enterprises
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Restrictions: you must be a Financier. You have to buy at least 150 shares each purchase. Your
shareholding in the business cannot exceed 1,000. Your total portfolio cannot exceed 35,000.

300.130 Block

Blocks communications from annoying players, so you do not see any messages originating from them.
Usage: BLOCK playername

Parameters: '‘playername’ is the annoying player you want to block.
Example: block dork

You can only block players who are in the game. The block lasts for your game session. To receive the
player's messages again, use UNBLOCK.

BLOCK on its own lists the players you are currently ignoring.

300.140 Board shuttle

Allows you to take a shuttle from your ship to a planet, and back again.
Usage: BOARD SHUTTLE
Restrictions: you must have a ship. You must either be on a landing pad, or in orbit around a planet.

BOARD SHUTTLE can be abbreviated to BOARD.

300.150 Bribe

Offers a bribe to a Galactic Administration official or a person in a position to provide a service - which is
often the only way to get what you want.

Usage: BRIBE name

Parameters: 'name’ is the person you want to bribe.

300.160 Brief

Turns on brief descriptions. When you move into a location you will only see the name of the room,
plusany objects, mobiles, or players in the location.

Usage: BRIEF

The FULL command turns full descriptions back on.

300.170 Build

Builds infrastructure on your planet or in your cartel to enhance the economy.

Usage: BUILD infrastructure [commodity]
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Parameters: 'infrastructure' is the type of infrastructure you want to build

‘commodity’ is a parameter needed for some builds, specifying which commodity should be enhanced
by the build

Example: build heliograph woods

Cost for planet builds: 10 meg.

Cartel build costs vary.
Restrictions: Planet-owners and plutocrats only. POs must be on the planet.

Some builds can only be built at certain levels; some can only be built after other builds.

300.180 Build city

Builds a Blish City in your cartel.
Usage: BUILD CITY cityname

Parameters: 'cityname' is what you want to call the city.
Example: build city Nutbush City

Once the basic city has been built, you can increase the size by doing a further build.
Usage: BUILD CITY

When the city has reached your required size you fit it out.

Usage: BUILD CITY Llevel

Parameters: 'level' is the economic level you want the city to operate at, either agri, resource, ind, tech
or leisure.
Restrictions: Plutocrats only. Your cartel must have a graving dock.

300.190 Buy commodity

Buys a 75-ton container of goods from a trading exchange.
Usage: BUY commodity

Parameters: 'commodity' is the item you wish to buy.
Restrictions: You must be in a trading exchange, and you must be a Merchant.

300.200 Buy depot

Buys a depot on the planet you are on.
Usage: BUY DEPOT

Restrictions: Industrialists and Manufacturers only. You must be in an exchange. Industrialists are
limited to 16 depots.
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300.210 Buy factory

Buys a factory on the planet you are on, to produce the specified commodity.
Usage: BUY FACTORY commodity

Parameters: '‘commodity' is the output you want the factory to produce.
Example: buy factory crystals

Restrictions: Industrialists and Manufacturers only. Industrialists can own up to 8 factories,
Manufacturers up to 15. You must be in an exchange.

300.220 Buy food

Replenishes your stamina.
Usage: BUY FOOD
Restrictions: you must be in a bar.

Costs 10 IG. Increases current stamina by 5 points.

300.230 Buy fuel

Fills up your ship's fuel tank.
Usage: BUY FUEL
Restrictions: only works if you have a ship.

Costs 10 IG per ton when you are on the ground, 50 IG per ton in space.
You can also specify the amount of fuel you want to buy.

Usage: BUY tons FUEL

Parameters: 'tons' is the number of tons you want to buy.

300.240 Buy futures

Buys a futures contract from a trading exchange.
Usage: BUY FUTURES commaodity

Parameters: ‘commodity' is the item in which you wish to buy a futures contract.
Restrictions: You must be in a trading exchange, and you must be a Trader.

300.250 Buy missiles

Purchases missiles to be used during a battle.

Usage: BUY MISSILES
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This fills up your missile magazine
Usage: BUY number MISSILES

Parameter: 'number’ is the number of missiles you want to buy
Costs 5,000 I1G each

You must have a missile rack installed in your ship, and have room for missiles in your magazine. Can
only be bought in a weapons shop.

300.260 Buy pizza

Allows you to feed everyone in the bar.
Usage: BUY PIZZA flavor

Parameters: 'flavor' is a word or phrase describing what you want to buy people. If you don't specify a
flavor of pizza, you purchase the standard house pizza.
Example: buy pizza a large plate of jellied eels

Players see: Newbod has bought you a large plate of jellied eels
Restrictions: you must be in a bar.

Costs 10 IG per pizza. Increases current stamina by 5 points.

300.270 Buy registry

Purchases a ship registration facility so that any ships bought on your planet become part of your
merchant fleet.

Usage: BUY REGISTRY

Costs 5 slithy toves.

300.280 Buy round

Allows you to buy a drink for everyone in the bar.
Usage: BUY ROUND drink

Parameters: 'drink’ is a word or phrase describing what you want to buy people. If you don't specify a
drink, you purchase a round of the house beverage.
Example: buy round a large glass of Jack Daniels

Players see: Newbod has bought you a large glass of Jack Daniels
Restrictions: you must be in a bar.

Costs 5 1G per drink. Increases current stamina by 2 points.

300.290 Buy sensors/jammers

Adds sensors or jammers to your ship.
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Usage: BUY number sensors|jammers

Parameters: 'number’ is the number of sensors you want to buy.
'sensors|jammers' is where you specify which of the two things you want to buy
example: buy 3 sensors

Restrictions: only works if you have a ship.

You must be in a repair shop.
Costs 10,000 I1G each, and each sensor or jammer takes up 2 tons of cargo space.

300.300 Buy shares

Increases your personal shareholding in your business.
Usage: BUY SHARES amount AT shareprice

Parameters: 'amount’ is the number of shares you want to buy.
'shareprice' is the price you want to pay for them.
Example: buy shares 150 at 8000

Restrictions: you must be an Industrialist. You have to buy at least 150 shares each purchase. Your
shareholding cannot exceed 1,000.

Manufacturers can also buy more shares to increase your personal shareholding in your company.
Usage: BUY amount SHARES

Parameters: 'amount' is the number of shares you want to buy.
Example: buy 10 shares

Restrictions: Manufacturers only. You can only buy 100 shares at a time, up to a limit of 2,000.
Financiers can buy shares in other companies.
Usage: BUY amount SHARES name

Parameters: 'name’ is the name of the CEO or the name of the company
Example: buy 100 shares Newbod Industries

Restrictions: You can only buy 100 shares at a time. The broker will always keep 1,000 shares.

300.310 Buy ship

Purchases a spaceship.
Usage: BUY SHIP
Restrictions: only works in a shipyard.

GroundHogs will be offered the starter special. Captains and above can custom order a ship to their
specifications, trading in the old ship as part of the deal.
Click here to read the Jarrow pricelist.
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300.320 Buy stat

Boosts one of your stats by one point.
Usage: BUY statname

Parameters: 'statname’ is the stat you want to improve: stamina, strength, dexterity or intelligence.
Cost: 1slithy tove.

Restrictions: You must be in the right location for each stat boost. There is a limit of 150 on all stats. You
can only purchase one stat boost per day.

300.330 Buy treasury

Increases your company's treasury stock.
Usage: BUY amount TREASURY

Parameters: 'amount' is the number of shares you want the company to buy.
Example: buy 10 TREASURY

Restrictions: Manufacturers only. You can only buy 100 shares at a time, up to a limit of 2,000.

300.340 Buy warehouse

Purchases a warehouse on the planet you are on.

Usage: BUY WAREHOUSE

Cost: 650,000 IG.

Restrictions: You must be in an exchange. You must have a building permit.

WAREHQOUSE can be abbreviated to WARE.

300.350 Calendar

Tells you which event runs on which day.

Usage: CALENDAR

300.360 Call staff

Alerts any staff members in the game that you need help.

Usage: CALL STAFF

300.370 Cancel events

Switches off the notification of things which happen in the Solar System affecting exchange prices.

Usage: CANCEL EVENTS

Page 194 of 248



300. COMMAND REFERENCE

300.380 Carry

Displays an object in your inventory so that other players see it when they look at you.
Usage: CARRY objectname

Parameters: 'objectname’ is the name of the object you want to display when other players examine
you.
Take it off again with POCKET. See also WEAR and DOFF, CLIP and UNCLIP.

300.390 Change clothes

Personalizes your character's description.
Usage: CHANGE CLOTHES description

Parameters: 'description' is what people see when they examine you.
Example: change clothes You see a space cadet wearing a brand new spacesuit

Players examining you see: You see a space cadet wearing a brand new spacesuit
Restrictions: Limit of 220 characters.

Costs 10 IG.

300.400 Change desc

Changes the description of the location you are standing in.
Usage: CHANGE DESC new_desc

Parameters: 'new_desc' is what you want the description of the location to change to.

Example: change desc The room is decorated with memorabilia from Big Bertha's childhood. There's a
picture of her being crowned Junior Miss Cargon, together with the sash she wore for the competition,
and another picture which shows her shaking hands with the Emperor Ming! Bertha herself stands
behind the bar ready to serve you drinks or to reminisce about her past glories.

Restrictions: You must be the owner of the planet. The change only lasts until the next reset unless you
SAVE MAP. The changed description can only have one paragraph, and is limited to the command input

size.

300.410 Change fighting

Toggles the fighting property on and off a space location, to allow ship fighting (or not).
Usage: CHANGE FIGHTING

Restrictions: Space locations only. Cannot be used in orbit or link locations. You must be the owner of
the system. The change only lasts until the next reset unless you SAVE MAP.
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300.420 Change name

Changes the name of the location you are standing in.
Usage: CHANGE NAME new_name

Parameters: 'new_name' is what you want the name of the location to change to.
Example: change name Big Bertha's Bar

Restrictions: You must be the owner of the planet. The change only lasts until the next reset unless you
SAVE MAP.

300.430 Cheat

What it says!

Usage: CHEAT

300.440 Check price

Check the price of a commodity in an exchange.
Usage: CHECK PRICE commodity

Parameters: 'commodity' is the item on which you want to check the price.
Restrictions: You must be in a trading exchange.

CHECK can be abbreviated to C.

Traders can use the command to check the price remotely for items in which they hold a futures
contract.

Usage: CHECK PRICE commaodity planetname

Parameters: 'commodity' is the item on which you want to check the price.

'‘planetname’ is the exchange from which the contract was bought.

Merchants and above can pay a slithy tove at the brokers office on Earth, and use this command to get
remote prices on all commadities for 31 days. The command is BUY REMOTE SERVICE.

It can also be used to get prices from all the planets in the cartel you are in:

Usage: CHECK PRICE commodity CARTEL
But it won't work in Sol.
There is an upgrade to this service for a one-off cost of two slithies, which allows you to get the price

for a commodity on all the Sol planets, and a whole commodity group on a planet. The command is
UPGRADE REMOTE SERVICE.

Usage: CHECK PRICE commodity

Parameters: '‘commodity' is the item on which you want to check the price.
Restrictions: This only works outside an exchange.

Usage: CHECK PRICE commoditygroup planetname
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Parameters: '‘commoditygroup' is agri, resource, ind, tech, biological or leisure.

'‘planetname’ is the planet you want to check the prices on.

The premium ticker service which costs five slithy toves gives the price of a commadity on all planets
with the command C PREMIUM commodity.

300.450 Check premium

Check the price of a commadity on all planets in the Galaxy.
Usage: CHECK PREMIUM commodity buy|sell|all

Parameters: '‘commodity' is the item on which you want to check the price.

'buy|sell|all' determines whether you see the buying prices, the selling prices or all the prices (which is a
very long list!). Leaving this off defaults to showing all the prices.

Example: c PREMIUM droids buy

Restrictions: You must have a premium ticker, which costs five slithy toves and can be bought from
anywhere with the command BUY PREMIUM TICKER. The premium ticker will only work if you have the
remote price subscription available from TC&B on Earth.

CHECK can be abbreviated to C.

300.455 Choose

Takes on an available mission by its number.

Usage: CHOOSE mission#

Parameters: 'mission#' is the number of the mission as shown by DISPLAY MISSIONS.

Example: choose 7

Restrictions: The mission must currently be on offer to you, and you must still meet its requirements
(rank, location, and any prerequisites). Many missions are assigned to you automatically and do not
need to be chosen.

300.460 Clear

Removes your mood, or stops targetting a player.
Usage: CLEAR MOOD

Usage: CLEAR TARGET

300.470 Claim

Automatically links a stock planet into the game, to promote to Founder immediately.
Usage: CLAIM SYSTEM systemname PLANET planetname TYPE stocksystemname

Parameters: 'systemname' is the name you want to give your system.
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'‘planetname’is the name you want to give your planet.

'stocksystemname’ is the type of stock planet you want to use. The options are: beach, furnace, iceberg,
rescue, stone, sweet.

Example: claim system big star planet new world type sweet

Restrictions: Financiers only. You can only use the command once.

System and planet names can be up to 32 characters, and can contain spaces. You can use letters and
numbers, but no punctuation or symbols, and they must start with a letter. They must not already exist
in the game. Do not use the words system, planet or type as part of the names.

The new star system and planet will be linked into the game immediately which will promote you to
Founder.

Warning: make sure you have spelled the system and planet names correctly before you press return,
because you can't change them once you have issued the command!

300.480 Clip

Selects which of your charms you want to attach to your keyring (although it can be used with any
object).

Usage: CLIP objectname

Parameters: 'objectname’ is the name of the charm you want to display.
Remove it with UNCLIP. See also WEAR and DOFF, CARRY and POCKET.

Restrictions: you can only clip charms to your keyring.

300.490 Close link

Closes a system so that nobody can jump to it.
Usage: CLOSE LINK

Restrictions: You must be the owner of the system. The command must be used when you are in space.

300.500 Close range

Moves your ship closer to your opponent during a fight, allowing you to use lasers.
Usage: CLOSE RANGE

Restrictions: you must have attacked, or been attacked by, another player, and be in open or
intermediate range.

300.510 Collect

Arranges for cargo to be loaded into your ship.

Usage: COLLECT
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Restrictions: you must be in the Armstrong Cuthbert office on the right planet to collect the cargo.

300.520 Colonize

Automatically links a new stock planet into an existing star system, which will appear immediately.
Usage: COLONIZE PLANET planetname TYPE stockplanetname ECONOMY agri/bio
Parameters: 'planetname'is the name you want to give your planet.

'stockplanetname’ is the type of stock planet you want to use. The options are: water, fire, ice, habitat,
rock or my favourite, candy.

‘Economy’ is the economy level for your new planet, either agri or bio.

Example: colonize planet new world 2 type fire economy agri

The command can be spelled withan S ora Z.

Restrictions: You must be a Mogul or above to link a second planet, and Gengineer or above for a third
planet. At Magnate rank, you can colonize a 4th planet if you complete at least 2 of the game's puzzles.
Plutocrats can colonize up to 13 total planets.

Your space map must have the link in location 460, and the location for the new planet must be empty -
461 for the second planet and 397 for the third.

Planet names can be up to 32 characters, and can contain spaces. You can use letters and numbers, but
no punctuation or symbols, and they must start with a letter. They must not already exist in the game.
Do not use the words system, planet or type as part of the names.

The new planet will be linked into the game immediately.

Warning: make sure you have spelled the planet name correctly before you press return, because you
can't change it once you have issued the command!

300.530 Comms

Controls your communications unit.
Usage: COMMS on|off

Parameters: 'on' turns your comms unit on; 'off' turns it off. COMMS on its own tells you if it's on or off.

300.540 Communicate

Sends a message to all players in the game.
Usage: COMMUNICATE message

Parameters: 'message’ is the message you want to send.
Example: communicate Hello, where's the party?

Players see: Your comm unit crackles with a message from Newbod, "Hello, where's the party"
COMMUNICATE can be abbreviated to COMM or COM.
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300.550 Cuddle

Cuddles another player.
Usage: CUDDLE playername

Parameters: 'playername’ is the name of the person you want to cuddle.
Note: the game adds a random qualifier.

See also GROPE, HUG, KISS, SMILE, SNOG, and TICKLE.

300.560 Declare bankruptcy

Demotes Merchants back to Adventurer, Industrialists to Trader, Manufacturers to Industrialist and
Financiers to Manufacturer.

Usage: DECLARE BANKRUPTCY

Restrictions: Merchants, Industrialists, Manufacturers and Financiers only.

300.570 Deliver

Arranges delivery of the goods you are hauling as a job.
Usage: DELIVER

Restrictions: you must be in the Armstrong Cuthbert office on the destination planet to deliver the
cargo.

300.580 Demolish

Demolishes infrastructure on your planet, to clear the way for new builds.
Usage: DEMOLISH infrastructure

Parameters: 'infrastructure’ is the infrastructure build you want to demolish.
Example: demolish weather

You will get back between 3 and 7 meg for the demolished build.
Restrictions: Planet-owners only. You must be on the planet.

Some infrastructure cannot be demolished until after you can no longer build replacements: heliograph,
telegraph, base, satellite, defence and oil.

300.590 Deposit a bond

Promotes you to Trader.

Usage: DEPOSIT ABOND

Page 200 of 248



300. COMMAND REFERENCE

Restrictions: Merchants only. You must be in the TC&B offices on Earth, and have the promotion
requirements.

300.600 Display accounts

Shows you your company's accounts.

Usage: DISPLAY ACCOUNTS

Restrictions: Manufacturers and Financiers only.

Financiers can also look at the accounts for other companies:
Usage: DISPLAY ACCOUNTS name

Parameters: 'name’ is the name of the CEO or the name of the company.
Example: display accounts newbod

Restrictions: Financiers only.

DISPLAY can be abbreviated to DI.

300.610 Display akaturi

Displays the details of your Akaturi job.
Usage: DISPLAY AKATURI

DISPLAY can be abbreviated to DI and AKATURI to AK.

300.620 Display business

Displays the details of your business.

Usage: DISPLAY BUSINESS

Restrictions: Industrialists only.

Other players can get limited information about your business:
Usage: DISPLAY BUSINESS businessname

Example: display business Newbod Enterprises

Restrictions: Traders and above only.

DISPLAY can be abbreviated to DI.

300.630 Display businesses

Lists all the businesses in the game.
Usage: DISPLAY BUSINESSES

DISPLAY can be abbreviated to DI.
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300.640 Display cartel

Gives information about a cartel, including the names of the systems it contains. If you do not specify a
cartel, the game will give you information about the cartel you are currently in.

Usage: DISPLAY CARTEL

Usage: DISPLAY CARTEL cartelname

Parameters: 'cartelname’ is the name of the star system on which you want info.
Example: display cartel scratchwood

DISPLAY can be abbreviated to DI.

300.650 Display cartels

Lists all of the cartels in the game.
Usage: DISPLAY CARTELS

DISPLAY can be abbreviated to DI.

300.660 Display CEO

Tells you who owns a business or company.
Usage: DISPLAY CEO name

Parameters: 'name’ is the business or company whose owner you want to know about.
Example: display ceo universal exports

DISPLAY can be abbreviated to DI.

300.670 Display channel

Lists the communications channels in the game.

Usage: DISPLAY CHANNEL

You can also see the details for one channel by including the name of the channel.
Usage: DISPLAY CHANNEL channelname

Parameters: ‘channelname’ is the name of the channel you want details on.
Example: display channel trader talk

DISPLAY can be abbreviated to DI and CHANNEL to CH.

300.680 Display companies

Lists all the companies in the game.

Usage: DISPLAY COMPANIES
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DISPLAY can be abbreviated to DI.

300.690 Display company

Displays the details of your company.
Usage: DISPLAY COMPANY
Restrictions: Manufacturers and Financiers only.

DISPLAY can be abbreviated to DI.

300.700 Display disaffection

Displays the way your disaffection or approval rating was calculated at the last reset.
Usage: DISPLAY DISAFFECTION
Restrictions: you must be a planet-owner, and you must be somewhere on your planet.

DISPLAY can be abbreviated to DI.

300.710 Display depot

Displays your depot on the specified planet, listing the contents.
Usage: DISPLAY DEPQOT planetname

Parameters: '‘planetname’ is the planet on which the depot is sited.
Example: display depot titan

Restrictions: Industrialists and Manufacturers only.

DISPLAY can be abbreviated to DI.

300.720 Display email

Displays the registered email address for your account.
Usage: DISPLAY EMAIL

DISPLAY can be abbreviated to DI.

300.730 Display events

Lists the last 30 things that have happened in the Solar System (since the start of the game session)
affecting exchange prices.

Usage: DISPLAY EVENTS
You can limit the list to just one planet.

Usage: DISPLAY EVENTS planetname
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Parameters: 'planetname’ is the planet you want to see the events for.
Example: display events Mars

DISPLAY can be abbreviated to DI.

300.740 Display exchange

Displays the exchange information for your planet.
Usage: DISPLAY EXCHANGE

The display can be restricted to one commodity group:
Usage: DISPLAY EXCHANGE commoditygroup

Parameters: 'commoditygroup' is agri, resource, ind, tech, biological, leisure, bulk, consumer, defence,
energy or sea.
Example: display exchange agri

Restrictions: you must be a planet-owner, and you must be somewhere on your planet.
The command can also be used remotely:
Usage: DISPLAY EXCHANGE planetname

DISPLAY EXCHANGE commoditygroup planetname
Parameters: 'planetname’ is the name of your planet.
DISPLAY can be abbreviated to DI.

300.750 Display factory

Displays the specified factory.
Usage: DISPLAY FACTORY factory#

Parameters: 'factory#'is the number of the factory that you want to display.
Example: display factory 3

Restrictions: Industrialists and Manufacturers only.

DISPLAY can be abbreviated to DI.

300.760 Display factories

Shows you the status of all the factories on your planet - whether they are running, where the output is
directed, and the efficiency.

Usage: DISPLAY FACTORIES

Restrictions: Planet-owners only. You must be on your planet.

The command can also be used remotely:

Usage: DISPLAY FACTORIES planetname
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Parameters: 'planetname’ is the name of your planet.
DISPLAY can be abbreviated to DI.

300.770 Display fleet

Shows you the owners of the ships registered on your planet.
Usage: DISPLAY FLEET
Restrictions: Planet-owners only. You must be on your planet.

DISPLAY can be abbreviated to DI.

300.780 Display futures

In an exchange, the command lists all the futures contracts available from that exchange. Outside an
exchange, the command lists all the futures contracts you hold.

Usage: DISPLAY FUTURES

You can modify the display of your contracts to show just those for a particular commodity, or a
particular planet:

Usage: DISPLAY FUTURES commaodity

Parameters: ‘commodity’ is the item for which you wish to see all your contracts.
Usage: DISPLAY FUTURES planetname

Parameters: 'planetname’ is the planet for which you wish to see all your contracts.
Restrictions: You must be in a trading exchange, and you must be a Trader.

DISPLAY can be abbreviated to DI.

300.790 Display graving

Shows the progress of a graving dock build.
Usage: DISPLAY GRAVING
Restrictions: Plutocrats only. You must have issued the command to build a graving dock.

DISPLAY can be abbreviated to DI.

300.800 Display infra

Displays the infrastructure details for the named planet. If you do not specify a planet, the game will
give you information about the planet you are currently on.

Usage: DISPLAY INFRA

Usage: DISPLAY INFRA planetname
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Parameters: 'planetname’ is the name of the planet for which you want to display the builds.
Example: display infra bodville

DISPLAY can be abbreviated to DI.

300.810 Display locker

Displays the contents of your ship storage locker.
Usage: DISPLAY LOCKER

DISPLAY can be abbreviated to DI.

Restrictions: you must be in your ship.

Use STASH to put objects into your locker and RETRIEVE to get them back again.

300.820 Display louie

Gives a report on the game of Lucky Louie you are currently playing.
Usage: DISPLAY LOUIE

DISPLAY can be abbreviated to DI.

300.825 Display missions

Shows your missions: the ones you currently have active, your progress toward each goal, and any new
missions available for you to take on.

Usage: DISPLAY MISSIONS

To read the full details of a single mission, give its number:

Usage: DISPLAY MISSIONS mission#

Parameters: 'mission#' is the number of the mission as shown in the list.

Example: display missions 7

DISPLAY can be abbreviated to DI - for example 'DI MISSIONS'.

300.830 Display planet

Displays the details for the named planet. If you own the planet, it also gives information about the
economy. If you do not specify a planet, the game will give you information about the planet you are
currently on.

Usage: DISPLAY PLANET
Usage: DISPLAY PLANET planetname

Parameters: 'planetname’ is the name of the planet you want to display.
Example: display planet titan

DISPLAY can be abbreviated to DI.
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300.840 Display population

Displays the way your workforce was calculated at the last reset.
Usage: DISPLAY POPULATION
Restrictions: you must be a planet-owner, and you must be somewhere on your planet.

DISPLAY can be abbreviated to DI.

300.850 Display production

Displays the production and consumption figures for your planet.
Usage: DISPLAY PRODUCTION commoditygroup

Parameters: 'commoditygroup’ is agri, resource, ind, tech, biological or leisure, bulk, consumer, defence,
energy or sea.
Example: display production agri

Restrictions: you must be a planet-owner, and you must be somewhere on your planet.
The command can also be used remotely:
Usage: DISPLAY PRODUCTION commoditygroup planetname

Parameters: 'planetname’ is the name of your planet.
DISPLAY can be abbreviated to DI.

300.860 Display registry

Lists the planets which have their own ship registration facilities, and tells you the size of their
merchant fleets.

Usage: DISPLAY REGISTRY

DISPLAY can be abbreviated to DI.

300.870 Display shares

Lists the shareholders for a business or company.
Usage: DISPLAY SHARES name

Parameters: 'name’ is the name of the CEO or the name of the business or company.
Example: display shares newbod

Restrictions: Financiers only.

DISPLAY can be abbreviated to DI.
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300.880 Display system

Gives information about a star system, including the names of the planets it contains. If you do not
specify a system, the game will give you information about the system you are currently in.

Usage: DISPLAY SYSTEM

Usage: DISPLAY SYSTEM systemname

Parameters: 'systemname’ is the name of the star system on which you want info.
Example: display system rigel

DISPLAY can be abbreviated to DI.

300.890 Display systems

Lists all of the open systems in the game.

Usage: DISPLAY SYSTEMS

You can also see all of the systems, including the closed ones.
Usage: DISPLAY SYSTEMS ALL

DISPLAY can be abbreviated to DI.

300.900 Display warehouse

Lists all of your warehouses.

Usage: DISPLAY WAREHOQOUSE

The command will also list the contents of a specific warehouse.
Usage: DISPLAY WAREHOUSE planetname

Parameters: 'planetname’ is the planet on which the warehouse you are interested in resides.
Example: display warehouse mars

DISPLAY can be abbreviated to DI and WAREHOUSE to WARE.

300.910 Divert

Diverts commaodites that are sold or delivered to the exchange, so if they are needed for the build, they
go into the graving dock warehouse instead of into the stocks.
Usage: DIVERT

Restrictions: Plutocrats only. You must have a graving dock.

Turn the diversion off with UNDIVERT.
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300.920 Divorce

Dissolves your marriage to another player.
Usage: DIVORCE
Restrictions: You must be in the registry office on Earth - your spouse does not need to be present.

Cost: 2 slithy tove.

300.930 Doff

Removes an object that you are wearing.
Usage: DOFF objectname

Parameters: 'objectname’ is the name of the object you want to remove.
See also WEAR, CARRY and POCKET, CLIP and UNCLIP.

300.940 Drop

Drops an object you are holding.
Usage: DROP object

Parameters: 'object’ is an object you are holding.
Restrictions: you must be holding the specified object.

Usage: DROP objectname

300.950 Dropoff

Delivers an akatari package.
Usage: DROPOFF

You must be in the location which is the destination for the package.

300.960 Examine

Shows you the description of a player or an object, or shows you a display cabinet.
Usage: EXAMINE playername

Parameters: ‘playername’ is the name of a player.
Usage: EXAMINE objectname

Parameters: 'objectname’ is the name of an object.
Restrictions: the player must be in the same location as you; the object must in the same location or in
your inventory.

The command alsohows you the display cabinet belonging to the star system you are in.
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Usage: EXAMINE CABINET
Restrictions: you must be on a landing pad.
EXAMINE can be abbreviated to EX.

Use EXAMINE ME to look at yourself - this will also list all of your keyring charms.

300.970 Exile

Gives a list of all the planets and who has been exiled from them. POs can use the command to banish a
player from your star system, so he cannot jump through the link. If he is in your system, it moves him to
Earth.

Usage: EXILE
Usage: EXILE playername

Parameters: 'playername’ is the name of the player you want to exile.
Restrictions: Planet-owners only. You must be somewhere in your star system.

Note: Use PARDON to rescind the banishment.

300.980 Expel

Kicks a star system out of your cartel and puts it into the Sol cartel.
Usage: EXPEL systemname

Parameters: 'systemname’ is the name of the star system you want to get rid of.
Restrictions: Plutocrats only. You must be somewhere in your star system. The star system must be a
member of your cartel.

300.990 Expropriate depot

Gets rid of an unwanted depot on your planet.
Usage: EXPROPRIATE DEPOT companyname

Parameters: 'companyname' is the name of the company that owns the depot.
Example: expropriate depot universal exports

Restrictions: Planet-owners only. You must be on the planet.

300.1000 Expropriate factory

Gets rid of an unwanted factory on your planet.

Usage: EXPROPRIATE FACTORY factory# companyname
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Parameters: 'factory#'is the number of the factory
'‘companyname' is the name of the company that owns the factory.
Example: expropriate factory 2 universal exports

Restrictions: Planet-owners only. You must be on the planet.

300.1010 Extend cabinet

Expandes your display cabinet by adding 13 extra slots.
Usage: EXTEND CABINET
Cost: 1slithy tove.

Restrictions: planet-owners only. You must be in your system.

300.1020 Fed2

Gives a bit of information about the game.

Usage: FED2

300.1030 Fetch

Moves a container of goods from the warehouse on the planet you are on, into your ship's cargo hold.
Usage: FETCH #

Parameters: '#'is the bay number that contains the goods, as shown on the warehouse display.

300.1040 Fire

Fires a laser at your opponent during a ship fight.
Usage: FIRE weapon
Parameters: 'weapon'is the type of laser you want to fire: laser, tlor gl

Restrictions: You must be in space, in a fighting location. You must have set a target, and the player you
are targetting must in the same location. You must be in close range.

FIRE MISSILE can also be used as an alternative to LAUNCH MISSILE.

300.1050 Flee

Moves you directly to the interstellar link, but damages it on the way. For use if you want to make a
quick escape when your ship is attacked.

Usage: FLEE

Restrictions: only works at open range or intermediate range. Your ship will take damage.
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300.1060 Flush factory

Clears the specified factory's storeroom, sending the accumulated goods on to their destination.
Usage: FLUSH FACTORY factory#

Parameters: 'factory#' is the number of the factory that you want to flush.
Example: flush factory 3

Restrictions: Industrialists and Manufacturers only.

300.1070 Freeze

Puts your company into stasis until the next time you log on.
Usage: FREEZE COMPANY
Cost: 500,000ig (from your personal balance).

Restrictions: company owners only.

300.1080 Full

Turns on full descriptions. This means that when you move into a location you will see the complete
description, along with any objects, mobiles, or players in the location.

Usage: FULL

The BRIEF command turns brief descriptions on.

300.1090 Get

Picks up an object.
Usage: GET objectname

Parameters: 'objectname’ is the name of the object you want to pick up.
Restrictions: you must be in the same location as the object.

300.1100 Give

Gives groats, a slithy or an object to another player.
Usage: GIVE playername amount

Parameters: 'playername’ is the name of the person you want to give the groats to.
'‘amount’ is the number of groats you want to give.
Restrictions: A player cannot receive more than 1,0001G in a day.

Usage: GIVE playername SLITHY
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Parameters: '‘playername’ is the name of the person you want to give the slithy to.
Usage: GIVE playername objectname

Parameters: 'playername’ is the name of the person you want to give the object to.
‘objectname’ is the name of the object you want to give.
Example: give newbod top hat

300.1110 Glance

Shows you the short description of the location you are in, and lists the players present. Can also be
used to check other players' moods.

Usage: GLANCE
The command can also be used to show you somebody's mood.
Usage: GLANCE playername

Parameters: 'playername’ is the name of the person whose mood you want to see.
To see the moods of all players in your location, use 'GLANCE ALL'.

300.1120 Goto

Moves you automatically between planets.
Usage: GOTO planetname

Parameters: 'planetname’ is the planet you want to go to.
Restrictions: The command only works from planetary orbit, and only in the Solar System.

You must upgrade your navigation computer to get access to this command.

300.1130 Grope

Gropes another player.
Usage: GROPE playername

Parameters: '‘playername’ is the name of the person you want to grope.
Note: the game adds a random qualifier.

See also CUDDLE, HUG, KISS, SMILE, SNOG, and TICKLE.

300.1140 Hide

Conceals an object in your display cabinet.
Usage: HIDE objectname

Parameters: 'objectname’ is an object in your inventory.
Restrictions: you must be the PO of the star system you are in.
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Use RETRIEVE to get objects back out and DISPLAY LOCKER or EXAMINE CABINET to see what is in the
locker or cabinet.

300.1150 Hug

Hugs another player.
Usage: HUG playername

Parameters: ‘playername’ is the name of the person you want to hug.
Note: the game adds a random qualifier.

You can hug people who are not in the same room as you.

See also CUDDLE, GROPE, KISS, SMILE, SNOG, and TICKLE.

300.1160 Insure

Insures your life against one death. If you die while insured you will wake up in a hospital. Your score
tells you whether you are insured or not, and if not, how much it will cost you to remedy that situation.

Usage: INSURE

Cost goes up each insurance

300.1170 IPO

Checks the effect floating your company would have on the stock market.
Usage: IPO markup

Parameters: 'markup' is the markup on the book value of the company that you want to apply.
Example: ipo 10

Restrictions: You must be an Industrialist. The markup must be between -20 and 20.

To actually go ahead with the IPO, use LAUNCH IPO.

300.1180 Inventory

Lists the items in your possession: first the things in your permanent kit, which stay with you
throughout the game, and then any objects you have found.

Usage: INVENTORY

Inventory can be abbreviated to | or INV.

300.1190 Issue dividend

Pays a dividend to all the company's shareholders.

Usage: ISSUE DIVIDEND amount
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Parameters: 'amount' is the number of groats you want to pay out per share.
Example: issue dividend 5

Restrictions: Manufacturers and Financiers only. There is an upper limit on 2,000 groats per share, and
the command can only be used twice a day.

300.1200 Jobs

Toggles on and off the notification of new work from Armstrong Cuthbert.
Usage: JOBS on|off

Parameters: 'on' turns the job notifications on; 'off' turns them off.
Having jobs turned on registers you for work with Armstrong Cuthbert, so jobs will be generated for
your particular cargo size.

300.1210 Join cartel

Puts in an application for your star system to join a cartel.
Usage: JOIN CARTEL cartelname

Parameters: ‘cartelname’ is the name of the cartel you want to join.
Restrictions: you must be a planet-owner. You must be in your star system.

300.1220 Join channel

Joins an existing communications channel or starts a new one.
Usage: JOIN CHANNEL channelname

Parameters: '‘channelname’ is the name of the channel you want to tune to.
CHANNEL can be abbreviated to CH.

300.1230 Join louie

Joins a game of game of Lucky Louie.
Usage: START LOUIE playername

Parameters: ‘playername’ is the name of the player whose game you want to join.
Example: join louie hazed

Restrictions: A game of Lucky Louie can only have three people in it.

300.1240 Jump

Tells you which other star systems you can visit from your current system, and lets you travel through
hyperspace to reach them.

Usage: JUMP
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Usage: JUMP systemname

Parameters: 'systemname’ is the name of the star system which you want to go to.
Example: jump rigel

JUMP can be abbreviated to J.

Restrictions: you must be at an Interstellar Link, and have at least 50 hauling credits. You can only jump
to another cartel via the hub systems of the cartels.

300.1250 Kiss

Kisses another player.
Usage: KISS playername

Parameters: 'playername’ is the name of the person you want to kiss.
Note: the game adds a random qualifier.

You can kiss people who are not in the same room as you.

See also CUDDLE, GROPE, HUG, SMILE, SNOG, and TICKLE.

300.1260 Launch IPO

Floats your company on the stock market.
Usage: LAUNCH IPO markup

Parameters: 'markup' is the markup on the book value of the company that you want to apply.
Example: launch ipo 10

Restrictions: You must be an Industrialist. The markup must be between -20 and 20.

300.1270 Launch missile

Fires a missile at another ship.
Usage: LAUNCH MISSILE

Restrictions: You must be in space, in a fighting location. You must have set a target, and the player you
are targetting must in the same location. You must have a missile to launch.

300.1280 Leave channel

Leaves the communications channel you are tuned to.
Usage: LEAVE CHANNEL

Parameters: '‘channelname’ is the name of the channel you want to tune to.
CHANNEL can be abbreviated to CH.
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300.1290 Leave louie

Leaves a game of game of Lucky Louie.

Usage: LEAVE LOUIE

300.1300 Liquidate commodity

Closes out a futures contract in the specified commodity.
Usage: LIQUIDATE commodity

Parameters: '‘commodity' is the contract you wish to liquidate.
Restrictions: You must be in a trading exchange, and you must be a Trader.

300.1310 Look

Displays the full description of the location you are in, together with any players present.
Usage: LOOK

LOOK can be abbreviated to L.

300.1320 Mail
Lists any messages you have received, for example notifications of futures contracts that have been
liquidated in your absence, or mail from your cartel-mates.

Usage: MAIL

300.1330 Marry

Formally marries you to another player.
Usage: MARRY playername

Parameters: 'playername’ is the name of the player you want to marry.
Restrictions: You and your intended must be in the registry office on Earth.

Cost: 1slithy tove.

300.1340 Mood

Allows you to set a short description that will be displayed to other players when you enter or leave a
room, or when they see you in the room.

Usage: MOOD text

Parameters: 'text' is a word or phrase describing what you want other players to see.
Example: if you type 'mood With a happy grin' players will see 'With a happy grin Newbod has entered
the room.
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Restrictions: Limit of 95 characters. Moods are wiped when the game is reset.

MOOD on its own reminds you what your current mood is; CLEAR MOOD removes your mood.

300.1350 Move

Moves a Blish city to another star system in the cartel.
Usage: MOVE cityname TO systemname

Parameters: ‘cityname' is the name of the city you want to move
'Systemname’ is the destination star system.
Example: move nutbush city to limits

Restrictions: Plutocrats only. The destination star system must be in your cartel.

300.1360 Movement commands

There are twelve different movement commands - the eight points of the compass, abbreviated to their
initial letters:

N

NE

E

SE

S

SW

W

NW

You can also move:

uP

DOWN

IN

ouT

Which can be abbreivated to U, D and O (IN cannot be shortened).

Restrictions: you will only move if there is an exit that way; otherwise you will either bang your head on
the wall, or perhaps something more sinister may happen...

300.1370 Offer

Offers a hauling job to a Commander or Captain, with the goods coming from the exchange of the planet
you are on.

Usage: OFFER playername JOB commodity planetname

Parameters: 'playername’ is the recipient of the job
'‘commodity’ is the goods to be shifted
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'‘planetname’ is the destination planet
Restrictions: you must be on one of your own planets. You cannot offer jobs if you are still a member of
the Sol cartel. The recipient must not already have a pending job offer.

300.1380 Open link

Opens up a closed system so players can jump to it again.
Usage: OPEN LINK

Restrictions: You must be the owner of the system. The command must be used when you are in space.

300.1390 Open range

Moves your ship away from your opponent during a fight, allowing you to use missiles.
Usage: OPEN RANGE

Restrictions: You must be in close or intermediate range.

300.1400 Output

Displays the factories on your planet and tells you where the output is directed.
Usage: OUTPUT

Restrictions: you must be a planet-owner, and you must be somewhere on your planet.

300.1410 Pardon

Allows a player exiled from a star system to return.
Usage: PARDON playername

Parameters: '‘playername’ is the name of the player you want to allow back.
Restrictions: Planet-owners only. You must be somewhere in your star system.

300.1420 Pickup

Collects an akatari package.
Usage: PICKUP

You must be in the location which is the collection point for the package.

300.1430 Pocket

Puts away an object you are carrying .

Usage: POCKET objectname
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Parameters: 'objectname’ is the name of the object you want to put away.
See also CARRY, WEAR and DOFF, CLIP and UNCLIP.

300.1440 Post

Posts a message on the electronic notice board which can be read by other players around the Galaxy.
Usage: POST message

Parameters: 'message’ is the message you want to leave on the board.
Example: post Can anyone give me some work?

To read the messages on the board use the READ command. To remove the latest message you have
posted, use UNPOST.

POs can also post jobs onto the workboard - see POST JOB.

300.1450 Post job

Allows POs to post a job to the cartel's workboard.
Usage: POST JOB commodity planetname

Parameters: 'commodity' is the trading commodity you want delivered.
'‘planetname’ is the name of the destination planet.
Example: post job droids rigel 4

Restrictions: you must be on one of your own planets. You cannot post jobs if you are still a member of
the Sol cartel. You can't post if the workboard already has 40 jobs on it.

300.1460 Promote

Allows a planet-owner to promote to the next level at the following reset.
Usage: PROMOTE

Restrictions: Planet-owners only. You must have done the necessary infrastucture builds for the level to
which you wish to promote.

300.1470 Quickwho

Gives an abbreviated listing of players in the game, just showing their names.
Usage: QUICKWHO
QUICKWHO can be abbreviated to QW.

For a full listing, use WHO.
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300.1480 Quit

Finishes your game session.

Usage: QUIT

300.1490 Ranks

Lists the game ranks, and tells you what is required for your next promotion.
Usage: RANKS

You can also find out the promotion requirements for any other rank.

Usage: RANKS rankname

Parameters: 'rankname’ is the rank you want to know the requirements for.
Example: ranks captain

This will tell you what your promotion requirements would be if you were a Captain.

300.1500 Read

Reads the messages on the electronic notice board.
Usage: READ

This displays the last ten messages on the board.
READ #

This displays a specified number of messages. For example, READ 20 will show you the last 20
messages.
READ O

This displays all the messages on the board.
Use the POST command to leave a message on the board.

300.1510 Register business

Registers a private business and promotes you to Industrialist.
Usage: REGISTER BUSINESS shareprice businessname

Parameters: 'shareprice' is the initial price per share
'‘businessname' is what you want to call the business
Example: register business 8000 Newbod Enterprises

Restrictions: you must be a Trader with the required number of trader credits. You must be in the
broker's on Earth.
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300.1520 Reject

For Commanders and Captains, rejects a job offered to them by a PO.

Usage: REJECT JOB

To accept the job, use ACCEPT.

For Industrialists, rejects a bid from a Financier to buy shares in your business.
Usage: REJECT BID bid#

Parameters: 'bid#' is the number of the bid.
Example: reject bid 2

Restrictions: Industrialists only.

To approve a bid, use APPROVE.

For Plutocrats, rejects a membership bid to join your cartel.
Usage: REJECT systemname

Parameters: 'systemname’ is the system you want to refuse entry into your cartel.
Example: reject rigel

Restrictions: Plutocrats only. The system must be in the pending queue for your cartel. You must be in
the hub system for the cartel.

To accept a bid, use ACCEPT.

300.1530 Relay

Broadcasts everything that happens to you, so it appears on another player's screen.
Usage: RELAY playername|off

Parameters: 'playername’ is the name of the player you want to relay to. RELAY OFF turns the relay off
again.
Usage: RELAY

This reminds you who you are relaying to.
Usage: RELAY CHANNEL

This relays your output to the channel you are tuned to.

300.1540 Remove sensors/jammers

Removes sensors from your ship.
Usage: REMOVE sensors|jammers

This removes all the sensors or jammers.
'sensors|jammers' is where you specify which of the two things you want to remove
Usage: REMOVE number sensors|jammers
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Parameters: 'number’ is the number of sensors or jammers you want to remove.
'sensors|jammers' is where you specify which of the two things you want to buy
Example: remove 2 jammers

300.1550 Rent teleporter

Rents a teleporter for 31 days.
Usage: RENT TELEPORTER
Cost: 1slithy tove

Restrictions: You must be a Merchant or above. You must be in Emily's Emporium of Merchanical
Delights & Electronic Wizardry on The Lattice.

300.1560 Repair

Repairs damage to your ship.
Usage: REPAIR SHIP
You can get an estimate of the cost of the repair.

Usage: REPAIR SHIP ESTIMATE

300.1570 Repay

Repay some or all of your outstanding ship loan.
Usage: REPAY groats

Parameters: 'groats' is the amount you want to repay.

300.1580 Repair depot

Repairs 5% of the decay to the specified depot.
Usage: REPAIR DEPQOT planetname

Example: repair depot mars
Cost: 200,000 ig.

Restrictions: Manufacturers only.

300.1590 Repair factory

Repairs 5% of the decay to the specified factory.
Usage: REPAIR FACTORY factory#

Parameters: ‘factory#' is the number of the factory you want to repair.
Cost: 500,000 ig.
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Restrictions: Manufacturers only.

300.1600 Repair ship

Gets an estimate for the cost to repair a damaged ship, and carries out the repairs.
Usage: REPAIR SHIP ESTIMATE

Usage: REPAIR SHIP

300.1610 Report events

Switches on the notification of things which happen in the Solar System affecting exchange prices.
Usage: REPORT EVENTS

The notifications are switched off with CANCEL EVENTS.

300.1620 Retrieve

Gets an object out of your ship storage locker or your display cabinet

Restrictions: to remove locker objects, you must be in your ship. For cabinets, you must be the PO of the
star system you are in. You must be able to carry the object.

Use STASH to put objects in the locker or cabinet, and DISPLAY LOCKER or EXAMINE CABINET to see what
isinit.

300.1630 Save map

Saves any changes you have made to a planet map so they last over the reset.
Usage: SAVE MAP

Restrictions: You must be the owner of the system.

300.1640 Say

Sends a message to everyone in the same location as you.
Usage: SAY message

Parameters: 'message’ is what you want to say.
Example: say Hello everyone

Players see: Newbod says, "Hello everyone”
An alternate of this command replaces the word SAY with a single or a double quote:

Usage: 'message or 'message

Example: 'hello everyone
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Example: "hello everyone
Note: no closing quote is necessary.

300.1650 Score

Displays your character's details, including bank balance, loan and stats.
Usage: SCORE

SCORE can be abbreviated to SC.

300.1660 Search

Searches the location for anything hidden.
Usage: SEARCH

Restrictions: A search uses up 10 stamina on the ground, and 10 fuel in space.

300.1670 Sell bay

Sells goods directly from your depot to the exchange.
Usage: SELL BAY bay#

Parameters: 'bay#' is the number of the bay which contains the goods you want to sell.
Example: sell bay 9

Restrictions: Industrialists and Manufacturers only. You must be in the exchange.

300.1680 Sell commodity

Sells goods carried in your ship's cargo hold to a trading exchange.
Usage: SELL commodity

Parameters: '‘commodity' is the item you want to sell.
Example: sell alloys

Restrictions: You must be a in trading exchange. You cannot sell goods on the same planet they were
bought from.

300.1690 Set customs

Sets the customs rate levied against goods imported into your cartel.
Usage: SET CUSTOMS percent

Parameters: 'percent' is the percentage you want to levy, between 0 and 100.
Example: set customs 20

Restrictions: Plutocrats only. You must be somewhere in your system.
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300.1700 Sell factory

Sells the specified factory.
Usage: SELL FACTORY factory#

Parameters: 'factory#' is the number of the factory that you want to sell.
Example: sell factory 3

Restrictions: Industrialists and Manufacturers only.

300.1710 Sell shares

Decreases your personal shareholding in your company.
Usage: SELL amount SHARES

Parameters: 'amount' is the number of shares you want to sell.
Example: sell 10 shares

Restrictions: Manufacturers only. You can only sell 100 shares at a time, and you cannot reduce your
shareholding to less than 500.

Financiers can sell shares in other companies.
Usage: SELL amount SHARES name

Parameters: 'name’ is the name of the CEO or the name of the company
Example: sell 100 shares Newbod Industries

Restrictions: You can only sell 100 shares at a time.

300.1720 Sell treasury

Decreases your company's treasury stock.
Usage: SELL amount TREASURY

Parameters: 'amount' is the number of shares you want the company to sell.
Example: sell 10 TREASURY

Restrictions: Manufacturers only. You can only sell 100 shares at a time.

300.1730 Sell warehouse

Sells the warehouse on the planet you are on.
Usage: SELL WAREHOUSE
You will receive 250,000 IG for the sale.

WAREHOUSE can be abbreviated to WARE.
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300.1740 Send mail

Sends a message to one or all of your fellow cartel-members.
Usage: SEND MAIL playername message

Parameters: 'playername’ is the name of one of your cartel-mates, or the word 'all.
'message’ is the text to send.

Example: send mail pugwash | see you've had yet another riot. Sort yourself out or leave my cartel!

send mail all Cartel party next Saturday on Rigel 4 - be there or be a cube.
Restrictions: You must be on one of your planets. Cartel mail is not available in the Sol cartel.

To read your mail, use MAIL.

300.1750 Set cartel fee | bonus

Sets the joining fee or signing up bonus for POs that join a cartel.
Usage: SET CARTEL fee|bonus megagroats

Parameters: 'fee|bonus' lets you specify whether you are charging a fee, or paying a bonus.
'megagroats' is the amount, in megs, for the fee or bonus.
Example: set cartel fee 10

set cartel bonus 20
Restrictions: There is a limit of 100 meg on a fee or bonus.

300.1760 Set factory output

Directs the output of the factory to either the depot or the exchange.
Usage: SET FACTORY factory# OUTPUT exchange|depot

Parameters: ‘factory#' is the number of the factory you want to alter
‘exchange' directs the output to the exchange and 'depot’ stores it in the depot.
Example: set factory 4 output exchange

Restrictions: Industrialists and Manufacturers only.

300.1770 Set factory status

Mothballs the specified factory so it no longer runs, or starts it up again.
Usage: SET FACTORY factory# STATUS stop|run

Parameters: 'factory#' is the number of the factory you want to stop or start
'stop’ stops the factory and 'run’ starts it again.
Example: set factory 4 status stop

Restrictions: Industrialists and Manufacturers only.
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300.1780 Set factory wages

Sets the level of wages you will pay for your factory workthings.
Usage: SET FACTORY factory# WAGES amount

Parameters: 'factory#'is the number of the factory you are setting the wages for
‘amount’ is the groats you are willing to pay the workthings.
Example: set factory 3 wages 40

Restrictions: Industrialists and Manufacturers only.

300.1790 Set production

Tools up a Blish city to produce specified commodities, using the first free production slot.
Usage: SET PRODUCTION cityname TO commodityname

Parameters: ‘cityname' is the name of the city.
‘Commodityname’ is the name of the commodity you want to produce.
Example: set production nutbush city to furs

Restrictions: Plutocrats only. The commodity must match the city's economic level.

To stop the production, use STOP PRODUCTION.

300.1800 Set spread

Sets the spread between buying and selling prices in your planet's exchange.
Usage: SET SPREAD amount

Parameters: 'amount’ is the gap between the buying and selling prices that you want to set.
Example: set spread 25

You can also set the spread for individual commodities:

Usage: SET SPREAD amount commodity

Restrictions: The spread must be between 6 and 40. You must be somewhere on your planet.
The command can also be used remotely:

Usage: SET SPREAD amount planetname

SET SPREAD amount commodity planetname
Parameters: 'planetname’ is the name of your planet.

300.1810 Set stockpile

Sets the minimum and maximum stock levels you want your exchange to have, either for the exchange
as a whole or for individual commodities.
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Usage: SET STOCKPILE max|min amount

SET STOCKPILE max|min amount commodity

Parameters: 'max’ will set the highest amount the stockpile should go, and 'min’ the lowest, 'commodity’
is the name of the commodity (leave it off and the command applies to the whole exchange), and
‘amount’ is maximum stock you want.

Example: set stockpile max 5000

Example: set stockpile min 200 livestock
The command can also be used remotely:

Usage: SET STOCKPILE max|min amount planetname

SET STOCKPILE max|min amount commodity planetname
Example: set stockpile max 5000 rigel 4

Example: set stockpile min 200 livestock rigel &4
Restrictions: The max level must be between 20,000 and 200. Min must be between 100 and 2,000.

300.1820 Set yard

Sets the markup for ships sold on your planet.
Usage: SET YARD amount

Parameters: 'amount' is the markup on the standard ship price, between -10 and 10. A negative number
will lower the price to purchasers; a positive number will make ships more expensive.
Example: set yard -5

Restrictions: You must be somewhere on your planet.

300.1830 Shuffle

Rearranges the goods in your warehouse or depot to move everything down to the lowest numbered
bays.
Usage: SHUFFLE

Restrictions: Merchants, Industrialists and Manufacturers only. Operates on the warehouse or depot on
the planet you are on.

300.1840 Smile

Smiles at everyone in the room, or at another player specifically.
Usage: SMILE
Usage: SMILE playername

Parameters: ‘playername’ is the name of the person you want to smile at.
Note: the game adds a random qualifier.
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You can smile at people who are not in the same room as you.

See also CUDDLE, GROPE, HUG, KISS, SMILE, SNOG, and TICKLE.

300.1850 Snog

Snogs another player.
Usage: SNOG playername

Parameters: 'playername’ is the name of the person you want to snog.
Note: the game adds a random qualifier.

See also CUDDLE, GROPE, HUG, KISS, SMILE, and TICKLE.

300.1860 Split stock

Doubles the number of shares in a company, with each share being half the old value.
Usage: SPLIT STOCK
Cost: 5,000ig.

Restrictions: You can only split the stock four times.

300.1870 Sponsor fed

Donates some slithy toves, allowing you to directly support the running of the game.
Usage: SPONSOR FED amount

Parameters: 'amount’ is the number of slithies you want to donate
Example: sponsor fed 10

300.1880 Spynet financial

Gives a financial report for the current game session, including company dividends that have been paid
out.

Usage: SPYNET FINANCIAL

300.1890 Spynet notice

Toggles on and off the notification of players entering and leaving the game.
Usage: SPYNET NOTICE

If you turn SpyNet Notice on, the notifications will last for the rest of your game session.
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300.1900 Spynet report

Gives you information about a player, including her gender, race, rank, ship, bank balance and
whereabouts.

Usage: SPYNET REPORT playername

Parameters: 'playername’ is the name of the player you want information on.

300.1910 Spynet review

Lists notable events in the current game session, such as births, deaths and promotions.

Usage: SPYNET REVIEW

300.1920 Staff

Displays a list of all staff members who are currently logged on.

Usage: STAFF

300.1930 Start louie

Sets up a new game of Lucky Louie.
Usage: START LOUIE amount

Parameters: 'amount’ is the number of groats you want to set the stake at, between 1and 10.
Example: start louie 5

Restrictions: Lucky Louie can only be played in a bar.

300.1940 Stash

Puts an object into your ship storage locker or display cabinet.
Usage: STASH objectname

Parameters: 'objectname’ is an object in your inventory.
Restrictions: for the locker, you must be in your ship. For cabinets, you must be the PO of the star system
you are in.

Use RETRIEVE to get objects back out and DISPLAY LOCKER or EXAMINE CABINET to see what is in the
locker or cabinet.

300.1950 Status

Displays your ship's status, including available cargo space and fuel level. If you have a job, it will
remind you of the details.

Usage: STATUS
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STATUS can be abbreviated to ST.

300.1960 Stop production

Stops the production in a Blish city.
Usage: STOP PRODUCTION cityname slotnumber

Parameters: 'cityname' is the name of the city.
'Slotnumber' is the slot you want to stop.
Example: stop production nutbush 3

Restrictions: Plutocrats only.

To set up the production, use SET PRODUCTION.

300.1970 Store

Moves a container of goods from your ship's cargo hold to the warehouse on the planet you are on.
Usage: STORE cargoname

Parameters: 'cargoname’ is the name of the cargo you want to store.

300.1980 Suicide

Use this command to kill yourself. If you are insured, this will move you to a hospital. If you are not
insured, it will wipe out your Fed character completely.

Usage: SUICIDE

300.1990 Target

Targets a player, in order to fire a weapon at their ship.
Usage: TARGET playername

Parameters: 'playername’ is the name of the player you want to target.
Example: target newbod

Remove the target with CLEAR TARGET.

300.2000 Teleport

Moves you directly to another location, or another planet, provided you have a teleporter. The basic
command moves you to the landing pad of the planet you are on:

Usage: TELEPORT
You can move to any location on the planet:

Usage: TELEPORT address
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Parameters: 'address' is the numerical address of the location you want to move to.
Example: teleport 325

You can move to the LP of another planet in the same system:
Usage: TELEPORT planetname

Parameters: 'planetname’ is the planet you want to go to.
Example: teleport mars

Or to a planet in another system:
Usage: TELEPORT systemname.planetname

Parameters: 'systemname’ is the star system and '‘planetname’ is the planet you want to go to.
Example: teleportrigel.rigel 4

Restrictions: You must be in possession of a teleporter, which is only available to Merchants and above.

You cannot teleport under any of these circumstances:
TELEPORT can be abbreviated to TP.

To find out a teleport address, use ADDRESS.

300.2010 Tell (TB)

Sends a private message to a named player, or allows you to talk to a mobile.
Usage: TELL playername message

Parameters: 'playername’ is the name of the player you want to talk to; 'message’ is what you want to
say.
Example: tell newbod Hello, are you a girl or a boy?

The recipient sees: Your comm unit signals a tight beam message from Dork, "Hello, are you a girl or a
boy?"
Usage: TELL mobilename message

Parameters: 'mobilename’ is the name of the mobile you want to talk to; 'message' is what you want to
say.
Example: tell priest hello

TELL can be abbreviated to TB.

300.2020 Termwidth

Formats the output text to the specified terminal width, wrapping the lines.
Usage: TERMWIDTH ##

Parameters: '##'is the width you want to set.
You cannot set a termwidth of less than 40. The setting lasts until the end of your game session. To turn
off the termwidth, use TERMWIDTH 0.
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300.2030 Tickle

Tickles another player.
Usage: TICKLE playername

Parameters: 'playername’ is the name of the person you want to tickle.
Note: the game adds a random qualifier.

See also CUDDLE, GROPE, HUG, KISS, SMILE, and SNOG.

300.2040 Time
Displays the time (local to where the servers are, ie eastern time), the stardate, and how long you have
been in the game.

Usage: TIME

300.2050 Transfer (Xfer)

Moves money from your personal bank balance into your planet's treasury, or between the treasuries of
any two of your planets. Plutocrats can also move money from your personal bank balance into the
cartel treasury.

Usage: TRANSFER megagroats

Parameters: 'megagroats’ is the number of meg you wish to transfer.
Example: transfer 10

Cost: The transfer is taxed at a rate of one third.
Restrictions: You must be somewhere on your planet. You cannot transfer more than 100 meg.
Usage: TRANSFER megagroats planetname

Parameters: 'megagroats' is the number of meg you wish to transfer.
'‘planetname’ is the planet where you want the groats to move to.
Example: transfer 10 bodopolis

There is no tax on this kind of transfer.

Restrictions: You must own both the planet you are standing on (which is where the groats come from)
and the destination planet. You cannot transfer more than 100 meg.

Usage: TRANSFER megagroats CARTEL

Parameters: 'megagroats' is the number of meg you wish to transfer.
Example: transfer 10 cartel

There is no tax on this kind of transfer.
Restrictions: Plutocrats only. You cannot transfer more than 100 meg.

TRANSFER can be abbreviated to XFER.
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300.2060 Transform slithies

A way for planet-owners to finance builds: it converts 4 slithies toves to 10 meg which is placed in the
planet's treasury.

Usage: TRANSFORM SLITHIES

Restrictions: You must be somewhere on your planet. You can only use this facility once every 2 weeks
per planet.

300.2070 Transmit (XT)

Sends a message to the communications channel you are tuned to.
Usage: TRANSMIT message

Parameters: 'message' is what you want to say.
TRANSMIT can be abbreviated to XMIT or XT.

300.2080 Unblock

Takes the communication block off a player.
Usage: UNBLOCK playername

Parameters: '‘playername’ is the no-longer annoying player you want to receive messages from.
Example: unblock dork.

300.2090 Unclip

Removes an object from your keyring.
Usage: UNCLIP

See also CLIP, WEAR and DOFF, CARRY and POCKET.

300.2100 Undivert

Removes the diversion on commodities, so instead of being diverted to the graving dock warehouse,
they are put into the exchange stocks as normal.

Usage: UNDIVERT

Restrictions: Plutocrats only. You must have a graving dock.

300.2110 Unpost

Removes your latest message from electronic notice board. Keep using it to remove older ones.

Usage: UNPOST
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300.2120 Update email

Changes the registered email address on your account.
Usage: UPDATE EMAIL new_email

Parameters: 'new_email' is what you want the email address to change to.

300.2130 Update password

Changes the password for your account.
Usage: UPDATE PASSWORD new_password

Parameters: 'new_password' is what you want the password to change to.
Restrictions: the password must be between 8 and 15 characters. Letters and numbers only.

300.2140 Upgrade airport

Upgrades airports on a leisure planet so they can move workthings between planets in the star system.
Usage: UPGRADE AIRPORT

Cost - 5 slithy toves.

Restrictions: you must be a magnate, and you must have built ten airports.

Once the airports are upgraded, use the ASSIGN command to move the workthings.

300.2150 Upgrade depot

Increases the number of bays in the depot on the planet you are on.
Usage: UPGRADE DEPOT
Cost: 500,000 ig to add one more floor.

Restrictions: Industrialists and Manufacturers only. You need a permit to upgrade the depot more than
once. You must be in an exchange.

300.2160 Upgrade factory

Increases the efficiency of the specified factory.
Usage: UPGRADE FACTORY factory#

Parameters: ‘factory#' is the number of the factory you want to upgrade.
Cost: 1,000,000 ig for a 5% increase.

Restrictions: Manufacturers only. You need a permit to increase the efficiency more than once.
Efficiency can be increased to 150%.
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300.2170 Upgrade storage

Increases the storage capacity of the specified factory.
Usage: UPGRADE STORAGE factory#

Parameters: 'factory#' is the number of the factory for which you want to upgrade the storage.
Cost: 250,000 ig for a 75 ton increase.

Restrictions: Manufacturers only. You need a permit to increase the storage more than once. Storage
can only be increased to 450 tons.

300.2180 Version

Displays the file version number of the planet map or space map.
Usage: VERSION

Restrictions: you must be in your star system.

300.2190 Void

Cancels a job you have accepted to haul cargo, or an akaturi job.
Usage: VOID
Restrictions: you must have an outstanding job.

You will be fined for wasting Armstrong Cuthbert's time.

300.2200 Wear

Displays an object in your inventory so that other players see it when they look at you.
Usage: WEAR objectname

Parameters: 'objectname’ is the name of the object you want to display when other players examine
you.
Take it off again with DOFF. See also CARRY and POCKET, CLIP and UNCLIP.

300.2210 Whereis

Tells you which system a planet is in.
Usage: WHEREIS planetname

Parameters: 'planetname’ is the name of the planet you want to FIND.
Example: whereis planet cabbage
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300.2220 Who

Lists all the players currently in the game, or those on a specific planet.
Usage: WHO

A shorter version can be obtained with QUICKWHO.

Usage: WHO planetname

Parameters: 'planetname’ is the name of the planet you are interested in.
Usage: WHO rank

Parameters: 'rank’ is the name of the rank you want the display to be limited to.

300.2230 Work

Displays the workboard from which you can accept jobs.

Usage: WORK
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310. PLANET SCRIPTING REFERENCES

310.10 Overview

The following are scripting commands Planet Owners can use when creating planets. See the Planetary
Construction section for an overview of this process.

310.20 ANNOUNCE

Sends a text message which will be broadcast in a specified location.

Parameters:

Location - The location number in which the message should be broadcast

Low Message - The first paragraph number from the message file you want to send. Leave blank if you
want to specify the text in the script

High Message - The last paragraph number you want to send. Leave this blank if you only want to send
one paragraph, or if you are specifying the text in the script

Message Text - The text to send. Leave blank if you are sending paragraphs from the message file
Example:

announce type single: location 778: low port.announce.l

310.30 CALL

Calls another event.

Parameters:

Event to Call - The number of the event you want to call.

Example:

call script: event objects.jukebox.2

To use with random events, replace the event number with the random call: random[a-b] where "a" is
the lowest number in the range and "b" the highest number.

Example:

call script: event objects.jukebox.random[2-5]

310.40 CHANGELINK

Changes a movement link on the map.

Parameters:

Location # - The location the changed link refers to

Exit direction - The direction of the link you want to change: north, north east, etc
Action - Whether the script should add or remove a link. It defaults to "add"

New Location - Where the new movement leads to, if you are adding a location
Examples:
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changelink script: location 345: exit north: action add: to location 346
changelink script: location 345: exit north: action remove

310.50 CHANGEMONEY

Changes the player's bank balance by a specified amount, either positive or negative.

Parameters:

Amount - The number of groats you want to add or subtract

Example:

changemoney script: amount -92

Restriction:

You cannot add or subtract more than 1,000 groats. If adding, the gift is subject to the 1,000 per day limit
for the player.

310.60 CHANGEPLAYER

Changes one or more of the player's four stats.

Parameters:

Stamina - The amount to change the player's stamina
Strength - The amount to change the player's strength
Dexterity - The amount to change the player's dexterity
Intelligence - The amount to change the player's intelligence
If you do not want an event to be called for one of the possibilities, leave the parameter blank.
Examples:

changeplayer script: stamina 5

changeplayer script: stamina -150

changeplayer script: dexterity -5: intelligence -5

310.70 CHANGESIZE

Changes the size of an object by either adding or subtracting from it, or setting it to a specific size.
Parameters:

ID or Name - The object whose size you want to change

Change by - The value you want to change the size by, or to, either positive or negative

How to change - How the change should be applied: "Add to size" (the default) or "Set to size"
Examples:

changesize script: id-name milk: amount -1: change using add

changesize script: id-name holo-card: amount 3: change using set

310.80 CHECKFOROWNER

Checks if the player is the owner of the planet and calls a different event depending on the outcome of
the check.
Parameters:
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Owner -The event to callif the player is the owner.
Visitor - The event to callif the player is not the owner.
Example:

checkforowner script: visitor event moves.keepout.2

310.90 CHECKGENDER

Checks the gender of the player and calls a different event depending on the outcome of the check.
Parameters:

Male - The event number to call if the player is male

Female - The event number to callif the player is female

Neuter - The event number to callif the player is neuter

If you do not want an event to be called for one of the possibilities, leave the parameter blank.
Example:

checkgender script: male event extras.bar.2: female event extras.bar.3: neuter event extras.bar.4

310.100 CHECKINSURANCE

Checks whether a player is insured and calls a different event depending on the outcome of the check.
Parameters:

Pass - The event to callif the player is insured

Fail - The event to callif the player is not insured

If you do not want an event to be called for one of the possibilities, leave the parameter blank.
Example:

checkinsurance script: fail check.insure.2

310.110 CHECKINVENTORY

Checks the player's inventory to see if the specified object is in it, and calls a different event depending
on the outcome of the check.

Parameters:

Map Name - the map name of the object you want to check for. Defaults to "home", otherwise you will
need to use the full pathway ie newstar/bodville.

ID/Name - the ID or the name of the object.

Position (optional) - where the player should be holding the object. Valid options include “stored”
(@anywhere), “worn", “clipped’, “held". If not provided, defaults to stored (@anywhere).

Found - the event to call if the object is present.

Not Found - the event to callif the object is not present.

If you do not want an event to be called for one of the possibilities, leave the parameter blank.
Example:

checkinventory script: map home: id-name bassoon: found objects.bassoon.2: not-found
objects.basoon.3

310.120 CHECKLASTLOC

Checks to see whether the previous location the player was in matches that specified.
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Parameters:

LastLocation - The location number you want to check for

Pass - The event to call if the player did come from that location

Fail - The event to callif the player did not come from that location

If you do not want an event to be called for one of the possibilities, leave the parameter blank.
Example:

checklastloc script: location 346: pass extras.bar.2

310.130 CHECKLOCFLAG

Checks the type of location the player is in, and calls a different event depending on the outcome of the
check.

Parameters:

Flag Name - the flag you want to check for (space, line, exchange, shipyard, repair, hospital, peace, bar
and custom)

Flag Set Event - the event number to callif the player is in the specified type of location

Flag Not Set Event - the event to callif the player is not in the specified type of location

If you do not want an event to be called for one of the possible outcomes, leave the parameter blank.
Example:

checklocflag script: flag bar: set objects.candle.2: unset objects.candle.3

310.140 CHECKMAP

Checks whether the player is in a specific location, or anywhere on the specified map, and calls a
different event depending on the outcome of the check.

Parameters:

Map Name - the name of the map - defaults to "home", otherwise you will need to use the full pathway
ie newstar/bodville.

Location Number - the location number; if you do not want to check for a specific location, just that the
player is somewhere on the map, leave this parameter blank.

Pass - the event number to callif the player is on the map or in the location.

Fail - the event number to callif the player is not on the map or in the location.

If you do not want an event to be called for one of the possible outcomes, leave the parameter blank.
Examples:

checkmap script: map newstar/bodville: pass objects.keycard.7: fail objects.keycard.6

checkmap script: map home: location 857: pass objects.sargeur.8: fail objects.sargeur.6

310.150 CHECKMONEY

Checks whether a player's bank balance has a certain value and calls a different event depending on the
outcome of the check.

Parameters:

Value to test - The number of groats you want to check for

Higher - The event to callif the player's bank balance is higher than the value
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Equals - The event to callif the player's bank balance is equal to the value

Lower - The event to call if the player's bank balance is lower than the value

If you do not want an event to be called for one of the possibilities, leave the parameter blank.
Example:

checkmoney script: amount 92: higher moves.cab.3: equals moves.cab.3: lower moves.cab.2

310.160 CHECKPLAYER

Checks the value of one or more of the player's four stats and calls a different event depending on the
outcome of the check.

Parameters:

Stamina - The value the player's stamina needs to be to pass the check

Strength - The value the player's strength needs to be to pass the check

Dexterity - The value the player's dexterity needs to be to pass the check

Intelligence - The value the player's intelligence needs to be to pass the check

Pass - The event to call if the player's stats are higher or equal to all of the specified values
Fail - The event to callif one or more of the player's stats are lower than the specified values
If you do not want an event to be called for one of the possibilities, leave the parameter blank.
Examples:

checkplayer script: intelligence 35: pass gadget.use.2: fail gadget.use.3

checkplayer script: stamina 30: strength 35: pass cliff.climb.2: fail cliff.climb.3

310.170 CHECKRANK

Checks the player's rank and calls a different event depending on the outcome of the check.
Parameters:

Rank to test - The rank you want to check for

Higher - The event to call if the player is at a higher rank

Equals - The event to callif the player is the same rank

Lower - The event to call if the player is at a lower rank

If you do not want an event to be called for one of the possibilities, leave the parameter blank.
Examples:

checkrank script: level merchant: lower moves.trader.2

checkrank script: level founder: lower po.check.3: equals po.check.4: higher po.check.5

For the level, type in the name of the rank in full, ie commander, captain etc.

310.180 CHECKSIZE

Checks an object's size to see if it is higher, lower or equal to a specified value, and calls a different
event depending on the outcome of the check.

Parameters:

ID or Name - The object whose size is being checked

Value to Check - the object size that you want to check against

Higher - the event to call if the size is greater than the value specified
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Equals - the event to call if it's the same

Lower - the event to callif it's smaller

Example:

checksize script: id-name holo-card: value 1: higher objects.holocard.5: equals objects.holocard.5: less
object.holocard.6

310.190 CHECKVARIABLE

Example:

checkvariable script: name marsruins: key map: value iridium: equals objects.map.12

310.200 CLEARVARIABLE

Deletes the contents of a variable.

Parameters:

Name - The name of the variable you want to clear.
Example:

clearvariable script: name marstemple

310.210 CREATEOBJECT

Creates an object or mobile from an abstract object . Objects can be created in a room or in the player's
inventory.

Parameters:

Where - "inventory" means the object will be placed in the player's inventory (the default); "room" that it
will be placed in the room the player is in.

Home Map - The name of the map the abstract template is in. Defaults to "home", otherwise you will
need to use the full pathway ie newstar/bodville.

ID - the ID of the abstract object to be used as a template.

If the object is to appear in the room then these parameters are also needed:

Dest Map - the map where the object is to be placed. Defaults to "current”. If you change this to anything
else you will need the full pathname.

Dest Location # - the location number where the object is to be placed.

Examples:

createobject script: where inventory: home-map home: id flower_ab

createobject script: where inventory: home-map newstar/bodville: id sausage_ab

createobject script: where room: home-map home: id flower_ab: dest-map current: dest-loc 567
createobject script: where inventory: home-map home: id statue_ab: dest-map newstar/bodville: dest-
loc 543

310.220 DELAYEVENT

Calls an event to be run after a specified number of seconds.
Parameters:
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Delay - The number of seconds the delay should last

Event - The event which should run after the delay has elapsed

Log Off - The event which should run if the player is no longer in the game
Examples:

delayevent script: delay 4: event moves.cab.2

delayevent script: delay 4: event moves.cab.2 log off delay.test.3

310.230 DESTROYOBJECT

Destroys an object which has previously been created from an abstract template.

Parameters:

Where - "inventory", "room" or "both".

Map Name - the map to which the object belongs. Defaults to "home", which means the map the events
belong to.

ID/Name - the name of the object to be destroyed.

Example:

destroyobject script: where inventory: map home: id-name sausage

310.240 DISPLAYSIZE

Sends a message which contains the size of an object.

Parameters:

ID or name - The object whose size you want to display

Message text - The text to send to the player, which gives the size of the object. It should include the
value %d which the game will replace with the actual size

Example:

displaysize script: id-name milk: text 'The carton contains %d drinks of fermented llama milk, the
favorite beverage on Brass.

310.240 DROP

Moves an object from the ground into the player's inventory.

Parameters:

ID or Name - The ID or name of the object/mobile

Silent? - you can suppress the message telling players they have dropped the object by specifying a
silent move. This defaults to "No". If you want the move to be silent, change it to "Yes".

Examples:

drop script: id-name pencil

drop script: id-name bottle: silent yes

310.260 FREEZE

Disables a player's movement commands. To be used during a sequence of delayevents. Must be
reversed with the release script.
No parameters.
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310.270 GET

Moves an object from the ground into the player's inventory.

Parameters:

ID or Name - The ID or name of the object/mobile

Silent? - you can suppress the message telling players they have picked up the object by specifying a
silent move. This defaults to "No". If you want the move to be silent, change it to "Yes".

Examples:

get script: id-name pencil

get script: id-name bottle: silent yes

310.280 MATCH

Checks the text a player types in when talking to a mobile; if any part of her text matches the word or
phrase specified, sends one or more paragraphs from the message file, or calls an event.

Parameters:

ID/Name - the ID or name of the mobile.

Phrase - the word or phrase to search for.

Low - The first paragraph number from the message file you want to send.

High - The last paragraph number you want to send.

Event - the number of the event to call if the phrase does appear in the player's text.

Examples:

match script: id/name diesel_st: phrase hello: low objects.diesel.l

match script: id/name diesel_st: phrase meaning of life: event objects.diesel.l

Notes:

If you just want to call an event, leave the low and high message parameters blank; if you just want to
send text from the message file, leave the event parameter blank.

This script is one of the few that will stop an event dead in its tracks. Usually all scripts in an event are
executed, one after another; however, when the game finds a match it will stop and not check any more
of the scripts in the event.

310.290 MESSAGE

Sends a message to the player. The message can be text specified in the script, or it can be one or more
paragraphs from the message file.

Parameters:

Low - The first paragraph number from the message file you want to send. Leave blank if you want to
specify the text in the script

High - The last paragraph number you want to send. Leave this blank if you only want to send one
paragraph, or if you are specifying the text in the script

Message Text - The text to send. Leave blank if you are sending paragraphs from the message file

To whom - Which player(s) the message should go to. Defaults to "individual’, ie the player that
triggered the event. Can be changed to "room" or "room_ex"

Examples:
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message script: type text: to whom individual: text 'With a buzz of static, the light goes out and the
room is plunged into darkness.

message script: type text: to whom individual: text ‘There is a large hole in the floor.

message script: type single: to whom individual' low extras.public.2

message script: type multi: to whom individual' low extras.public.3: high extras.public.6

message script: type text: to whom room: text 'With a buzz of static, the light goes out and the room is
plunged into darkness. '

message script: type text: to whom room_ex: text 'Somebody has just let off a stink bomb..."

310.300 MOVE

Moves the player, or an object/mobile, to another location on the same map.

Parameters:

What to move - "player" or "object"

Location - the location number you want the player, object or mobile to end up in

For objects and mobiles only:

ID or name - The ID or name of the object/mobile, if that's what is being moved

Silent (y/n) - if you are moving an object or mobile you can suppress the message telling players it has
appeared or left by specifying a silent move. This defaults to "N". If you want the move to be silent,
change it to "Y". For objects you would normally set it to "Y"

Examples:

move script: what player: to whom individual: location 31

move script: what object: id/name policed box: to location 1041

move script: what object: silent yes: id/name olice box: to location 1041

310.310 NOMATCH

Sends one or more paragraphs from the message file or calls an event if, during a mobile conversation,
the player types something that is not recognized.

Parameters:

ID/ Name - the ID or name of the mobile.

Low - The first paragraph number from the message file you want to send.

High - The last paragraph number you want to send.

Event - the event to callif the player's input does not match any of the words or phrases specified.
Examples:

nomatch script id/name assistant_st: low keyring.assistant.4

nomatch script id/name assistant_st: event keyring.assistant.9

Notes:

The nomatch script must come after all the match scripts in the event, because it will bring the process
to a halt - the game won't search any further down the list.

If you just want to call an event, leave the low and high message parameters blank; if you just want to
send text from the message file, leave the event parameter blank.
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310.320 PERCENT

Allows you to assign a percentage chance to something happening. The game generates a random
number between 1and 100 and checks it against your percentage, and then calls one of three different
events depending on the outcome.

Parameters:

Value to test - The percentage you want to check against

Higher - The event to call if the random number is higher than your percentage

Equal - The event to callif the random number is exactly equal to your percentage

Lower - The event to call if the random number is lower than your percentage

Example:

percent script: value 10: higher random.percent.2: equals random.percent.2: lower random.percent.3
If you do not want an event to be called for any of the possible outcomes, leave the parameter blank.

310.330 RELEASE

Re-enables a player's movement commands which have been disabled with the freeze script.
No parameters.

310.340 SETVARIABLE

Sets a variable on a player, which can then be checked.

Parameters:

Name - The variable name

Key - The variable key

Value - The value you want to set

Type of event - Whether the event is temporary or permanent (defaults to temporary)
Example:

setvariable script: name marsruins: key map: value iridium: temporary true
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