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INTRODUCTION

PLAMET MINERS iv a very anigue game absoul
events which rake place in the vear 2056, In this year, the

Mining Council of ithe Eanh Federation of Governmenis-

he opened the  sobar syvstem Lo mining, While the
Federmibon drell i% nod smpowersd 0 engage in
sonmence, it his  the' muthorly (o grant - mindog
concessions o privare condcerns. These comcerns are
actaally huge mulii-national corporations which are
extremely  paternalistic (the lapanese sysiemt, called
“families,'"" Each corporation goes by the “family™
narme oF Hsy Tounder, Thus, the opening of the solar
system Tor mining claims resulis inoa seramble amang the
families for the availabbe conoessnms,

THE S0LAR 5YSTEM

The PLAMET MINERS = plaved-in our solir system
As you probably know, there are ning plancts in our solas
system (Known ag of 197%), plus s scairering of planegodds
in prbit between Mars and Jupier. There is a collection
of oiler junk (mestly comels and plansiary savellies),
bur this game will be-dimited 1o the ning planets and one
represeniative planeiodd, Ceres,

When (ke game beging, 1he planets (und Ceres) are
placed al fiastd distances from the sun, but in random
diregtions, Asthe lurns progress, they will mosve in orbit,
bt this will wot make moch dilfference eudep Fot
Mlercury.

Moving Aboul in the Solar System

I the vear 2050, interplanstary space travel will have
evilved considerablly over our primitive space vehicles of
todday. Adlspace craf currently inwse spend most of their
time coasting along, with the ocoapamns floating in
“rero-g"" (ero-graviry) of welghtiesaness, 11 vou wanfed
e coast from Earth o Jupiter, [or instance, you would
Fire your rogkets for a very shor time to give yourseli an
elliptical orhit around the sin with & petifelion (Slosest
approsch 1o thesun) ad the orbat of Earth and an aphelion
(Tarthest from the sun) ai the orbic of Jupirer. You would
have 10 1ime your departure very carefully 10 make sure
Tupater wiuld be in the correct spot when you arrived,
then settle back with a good bosak (ar # buvdred) and wan

sgveral vears?

Why Coasting is Impractical in the Long Hun

These elliptical trajeciones are used today becaose
ey are " mindmum energy’ ' patha. [n othes words, they
provide the bes p‘ru[rh:rad-lu-lue'l ratin 10 deliver a probe
to angdher planet. The problem i thar these 1rajsctories
titke o very long Lime fapproximately the year'' of-the
planet lurthest from the sun on either enad of the path),
Fow people, thisis abvidgesly nog desirable becasse noone
fikee f0 be cooped ap for tha leng, slthough ihe
adveniure mducement will probably airac  enouigh
virlunigers until a besier method is found.

I'hie Improved Method for Space Travel

The obvious solution to e prodlenm oo invetst 4 new
Kingd oof space chip which can beave ii4 engines “on™ Tor
tie whede Trap, Axtoally, thisis fechnically feasible using
& fuglear-powered on engine. Whhew geiling ini oo
mmdch deail, rhe rocke engines used i PLAKET
MINERS can produce mieckerations of 1 “g' (1he same
force. vou abaave feel pdlling vou 1o dhe  groamd)
comstantly for 1he time span of the game, This acrually
kills pwo birds with one stone: not-only do the astronans
gl where they are goang sooner, bul ey also have
comtiloriable Earch-fike gravivy all the sy,

Leg's disguss the physecs of a constamt **L-g" tnip,

How 1o Muke o Trip Under Constant Aceeleration

Apaive space traveler with o " L-g™" rocksl engind
mughe sumnpdy poin s ship®s nose poward his déstinalion
dngd Blasd away. This wntortumaie fellow would find,
howpever, that whies he areived there e would not be ahle
1o stop and would go Hpping past! The best soletion Toe
him s o acceberate af 1-g half way there, (urn the noso
around, omd decelerate the et of the way, drrlving
exactly al a complete stop, The Hime it takes 10 make @
irip bke thisgs swice the time i0would thke to go halPway,
aucelerating the whole time,

The meat consideration i+ o Ngore out how long il
worahd ke o get from poinl & to point B asing this
method.

Travel Times Using Constand Acceleration

Cing bawk to high solool physics, tecall rhat il a
body undergoes umifonm acceleration, o will travel a
distance given by the follewing formsla:

5= Vot
winere s is the deszance, o by the geceleration, and 1 as the
thme. T urning the egualeon around, e see thiat thie time it
takes 1o get sormew here is proportional o the SOUARE
ROOIT ol the-dissance, Thus, geing fram Easth to Jupires
with & comaant acceleration of | wwonrld only take abon
A week,

These consideratsans wall halp explain swome of the
detailyof PLANET MINERS which might otherwise be
confusing. Let's discoss the aciual rubes mow,

Beginming ihe (iame

When starting the game, the oser wall be psked [oe
each "'ramily™ fikere afe fowr in rhe sandard pame)
whael ner-a person will play bor that Tommaly. [f the amvweris
YU, then the computes will ask:Tor & family nasne.
(therwie, the wamputer will assume that it 15 supposed
io play For that family-and i@ will make updtsown name.

The computer inltislizes 8l phanets and playvers. This
includes determining the number of mining condessions
at each planet, starting: all family ships-ar Eanly, indiial
placement ol Earth patral shipe and delermaming the
“skill'" or “'finesse™ value of each family ship, The
impervanee of this last em will be explained later on

special Considerglions Tor Muolfi-Plaser Games
Mode that the computer can play for as many ol the
families as desired, or none. 1 could even play a whole



game all by itsell? I dwo or more persons are playving,
they will take turms entering commuiinds as directed by the
compuater, Al players are allowed 1o look an the displey
it all times cxcepl when a person is entering commanids,

During this 1ime, the person emiering commands s
ahhiged 10 report 1ooall players - whenever a public
announcement s made as @ result” of one of s
commuands {see below ),

Entering Commands

The Tamities being plaved by the computer will have
commands entered fof theim by the pragram, and so the
amby condern s how the human players cam indicate o the
compuier whan 1hey want 1o do. The game is divided imio
turns which are each one day (Earih) in lengrh. Each day,
icach persor will be regeested 10 enled commands. The
comnkinds are mumbers corresponding 10 3 menu. The
mend & onos normally displaved, However, eniering a
wommiind 0 will cause the menuio be displaved. Players
will typically enter many commands each turn,

The next sections describe the commsands,

e 4200 Lasge (Smadl} Sofar System Map

These commands cawse @ map display of (be solar
ASLEr ik BE il o the soreen, The compoter will fsy ihe
planeis by number and the player most ivpe the number
corrcsponding 1o the plangt he wints in the center of the
TR,

The barpe display (0 centered 56 the sun} will shaw all
plznets, with the mner planers crowded arn the center . The
small display will only go oul pbous as Tar as Jupiter,

One feature of the map which, will scem sirange @l
first is (hat the disranoe on the MAP s [Il'ni"l:lFl_i.ﬂﬂi.l e
the SOUARE ROOT of the distande in SPACE hs
measured from the planet nthe center. Inother words,
thie map iy wsed 10 give o feeling for the TIME 1o gt from
the cennral planel 140 oy odher planet.

1. Drisplay Triavel Times

This command will display @ matrix coniaining thi
travel vimes {in duys ) from any planet 1o gny.other plane
The format 1x similar o awtomotile mileage chares 1hat
are-availabie from the asio club,

4, Dusplay Miming Staius

This command will display a mairiy giving the mining
coRceswon status &l every planet with eolamns [or-each
I':]I'I'I-iJ}' and 1he bist colomn (o claimes ol Y assigaed.

5. Dsplay Shipsan Orbyl

This command will display o mareis containing the
ambers, I:'I-F.#!1ipc5 inorb Toe each I'qrnir:r i each planﬂ
The number of Earthy patred shipy b Hated o the List
column. Note thnd ships in oransit are nob listed on 1y
shisplivy, Ohtly the owning plaver knows where biv ships
are poing—an mporian game {feature,

& Dhsplay Ship Stk

This eommand Fists only the player’s ships; b i
gives complete data on the planet 1he ship s travelling
Ircum, the plangt the shap is travelling 1o, and how many
days o el there. An imporianl parameter which s also
lisfeed s the “hinesse’" or “skill'" of the drew and capian
of that ship. This number is {usually} fixed and will prove
useful for executing wame ol the othes commands (or
defending apainst (hemil,

T, Set Ship Destination

The plaver uses this command to et a new destination
Forome of his ships. The Compater execules an aniomaic
command &, then asks which ship: 1T & corredt ship
number i 1yped, the computer will display the planets by
nwmbser and ack for & dedination. The Compieter will
thigs set ihabdp destination and sravel time.

Once a ship™s couree oowet, i can be revel that day
only, When a ship hkas left orbit and is in transi, s
course cannod be resel, ( This makes the game interesting
and also simplifies- e calcolaions. ) When the ship
enters orbil-acoard s new planst, the coarrse can be et
again.

8 Provest @ Claim

This 16 the first of the commands used o try 1o grab
clakms away from the other Tamilies. A prodest is made in
the Mining Council to the elfect that there has been some
erraef in the filing of a claim. The Council considers 1he
protest, influencesd by the finewse of the protester and of
the other family &t Exrth. 1 the cowneil agrees with the
protest, the claim will be made public, However, this gan
backfire by geoting the Coundlirritated so that they will
be bewa likely 1 give oew mining concessions o The
prafester,

The comiputier wikl ask for ke planel and famaly
nombsrs for lodging the prodest afier displaving 1he
Chevioes, Simply type the proper number Tollpwed by
RETLURN {or ENTER).

B, Artempt 1o Claim-Jump

This command wiempis (o snnich a clatm direcily
from one family and give it 1o the plaver. There are two
steps whisch must both be suceessal te accompiish this.
First, there must be ome or more of the plavers ships a2
ihe planet where the claim-jumping i taking place, The
finesze value ol the planet is used o atlempt 1o tamper
with the claim marker beacons. The (inesse of the other
faurmaby af thint planet (F any of hisships are there) is used
torry tecarch the tamperer_ [T any Exrth patoo] chips are
ai the planet, they will also atfempt 10 £apiure,

There are three possible resulis of the attempted
tampering, Firsd, it can be successul, in which-case play
proceeds 1o the nest step (sée below), Second, it can Fasl
il the ageni escapes, which leives suspicions and an
unfavorable political climate on Earth. The third
prorssibiliny is thiat the agent is capoered. Lo this lass case, of
there are Earth patrol ships.at the planet, one of them will
escadt {he offending player’s ship back 10 Earth, where i
will be beld For a number of days If there 15 no pateod
shap, the ship of the other Tamaly will take o day off 1o
terture the sgent for informaron, This will ADD ose
fiesse poim 10 the other player®s ship and SUBTRACT
ek frimm the ship which attempred the tempering.

Mipde that there s no possibifity of beimg waughy if
there are neither patrol ships nor shipsof the otler family
at the system where claim-jumping is aftermpied

Assipming fhil the anempt i amper with ihe markes
hegcons s successful, the next step is [0 ry to convinee
ke -Mil'linlr. Cogueet] 1o Lpanader Lmn-l;n!'ti]‘: al the ¢laim
Here, the finesse value ar Earth is uved similarly 1o
command H, The only penahes for fature 10 convitee
ihe counsil are smilar oo command £ (profesting a
Clairm).

T compuier will prompt For plines and Gamidy Tor
1he claim-jump in the same way as command 8,

10, Anempr Saborage

The . purpose of this command 15 10 alempd jo
sabodage 4 space ship of another Tamily, The compales
will ask for the planet and Tamidy in the osoal way, Afrer
ihit, the spbotage will be aitempled using the same basie
procedure as claim-jumping. I it succeeds, the ion drive
of the other ship will tuen on and the ship will go out of
contral for o number of 1uras. The penalises for Fallure
are similar 10 clpim-jumping.

This 15 the only “sneaky trck'” command which, if
successiul, beaves no anchcation of "“wheydome i In the
case  of muli-person  gamies, the  person  whe
SUCCESSFULLY saboages need nor anmodince i, All
other attempls are public knowledge



L Emnshed With Commands Today
Thas counnmand signals the companer that the plaver is
Ninished entering commands For this rarn (onls).

Finesse (or Skill)

Finesse has already been mentioned in connection
with entering commands. The finesse of a family at a
plaier is equatl 1o the SQUARE ROOT of the SUM of
SQUARES of his ship’s: fingsse values at tha plang
Thies, ships with Finesse of 4 and 3 would have a toral
fingsse of 2 (NOT T,

Finess¢ at” Earth is wied (o influence the Mining
Coungl lor favorable decisions. It 15 used in general 1o
claim omimng concessions il planets, claim-jump, and
siborage. Maintaining finesse at Earthis the vornerstone
ol any suceeslyl game sttareey in PLANET MINERS.
Ceelting Mining Concessions

The normal method for geiling 4 mining concession
inn the Tirst place is to have a shipat & planet whh one or
miore wnconceded mining claims.: The program will
sutomatically iry 10 execure a mining <laim forzach ship
a1 such -a planet, However, it requires @ Favorable
political climaie ai Earth {finesse) 1o be granted more
than one mining voncession per day, The finese of the
ship making the claim isalso considered when evaluating
the chances for suceess. A famiby which hay executed
commands ¥ or 3 will never be granted more than one
mining claim on the same dav, regardless of the owlcome.

Ending the Game

The game ends when gither dll vnconceded clasms are
gone o the Mining Cooncil declars an end arbitranly
sometime after the #hh turn,

The Winnes

The winner is the family with the mes: mining clifms
at ihe end. The compater will prind the cesulis.

When one person plays along against the compurer
and his best ship has a finesse 3kill) of 5 or more, he
should anly consader it a victory 1f he gets more {han all
ather families combimed | The (impossibler poaal 1o shosil
for B to skl oun the other Tamilies complerely.

EXAMPLES OF PLAY

This section. gives somie examples that will be useful
for the commpuler game beginner, An important thing 1o
keep-m mind &y that the computer expects the plaver 1o
impud ks commands in a4 very precise format  and
termingte them by pressing the “ENTER™  (or
“RETURN'T kev, The computer is viery literal-minded
and can't make gueisss aboul whar way REALLY
meani! (Mote thal ihere will be some very mino
defferences between the versions for the different
computers, but all versions are very nearly wdentical,)

Ak the game begins, all ships (exoept patrod ships) will
beat Earth: Omne of the first things a player might wish to
dor s toechecko e status of his ships: When it s his tur,
the computer will disphiiy,

COMMANDS FOR THE JONES FAMILY 0N DAY 1
YOLR COMMANIDY

The computer is now waiting for & command. The
HIONES" plaver would type

AENTER)

and the compuler would respond with
STATUS EF JONES FAMILY SHIPS OMN DAY |

s
Ship iFinesel  From To T G
| i Earth Earth ]
2 &1} Earth Earth i
3 in Earih Earth 1|
4 (] Earih Earth i
5 12 Earth Farth ]

YOUR COMMAND:;

The comparter 15 waiting o anather command, 1 the
player wamis {o send o ship somewhered, be enters
command i

T ENTER]

The somputer- responds wich (he ship sfajus agan (ds
above), then svks

WHICH SHI1P?

The plaver enters hie choice;
I(ENTER)

The compucer will then dispins.thie plancts and ask which
e

1-Mercury  2-Venus 3-Earth 4-Mars
S-Ceres - Jupiier TSaturn B Liranus
SMepiung  J0-Pluo

YOLUR CHOWE?

Fhe plaver would then enter fis chisiop:
B (ENTER)

The compser would ask for the nest command, 1§ the
player requests a shap sialus again, he will gef

STATUS OF JONES FAMILY SHIPS ON DATE 1

hays
ship iFinessel  From fa T o
I i Earth Earth 1]
2 (3} Earth wpier T
i (1] Earth Earih ]
4 i4 Earth Eirth ]
5 N Eafth Farih ]

While enscring commands may seem dil ficaln o first,
a litke esperbence will make entering them almas secomd
nnture. Motethat the compuler win'i let yvou do anvihing
aganst the rudes; s dos't worey abony that?

CASSETTE LOADING INSTRUCTIONS
ATARI 400 300

Lift the cariridge door on your ATARI 400800 com-
puter “and - ingeri the COMPUTING LANGUAGE
BASIC cartridyge into the computer. Use the LEFT CAR-
TRIGGE sl om the ATART Bk sysiem.

Press the POWER switch on the side of the consile
DM, With SIDE OME of the cassefte up, put it inlo your
ATARICASSETTE RECORDER and press '"REWIND'
unitil the tape stops moving. Uising the keyboard, tvpe:

CLOAD

Thenpressihe *RETURN" key on the kevboard, You will
bear one beep, Push "PLAY ' on the recerder and press
the 'RETURMN' keyv on the kevboard again. The recorder
should sart to move and the program will be loaded, By
turning up the volume on your video screen vou can hear
the program being loaded. When the tape stops, the pro-
gram has been ransferred from the casseite fape Lo the
computer. "READY' will be displayved on ihe screen.
Tvpe: "RUN" and press the "RETURN ke to play the
game. The program has been recorded on the cassetie
Iwice (o insure against ¢rrors in koading, Should your
wideo sereen display the word ERROR, press the RESET
button ar the top righthand corner of the keyboard and
repeat all of the above loading instroct omns.

To-assure a successful load on vour Afari computer
we suggest you advance the clear portion of tape (leader)
undil the brown magnetic poriion is just visible tovhe befi
of the cassette head,



APPLEN

The APPLE program is locared on SIDE OME afier
the Agari program, There are two copies of the Atar pro-
gram which must be skipped before the APPLE program
can be bpaded. By listening 1o the tape, vou can (el the
difference bielween the 1w programs. The APPLE pro-
gram is eastly recognized by the relatively high pirch and
“pure” gualicy of the calibration lone &t the beginning of
the program. This tong i free of the characteristic Atari
buzz, Find the beginning of an APPLE program and
position the tape o just after the start of the calibration
tone, Sl up the recorder for input. On the kevboard,
Lype:
LOAD (Don'y hil "RETURK" ye ),

Press*PLAY" dm the recosder and immedeately presy
'RETURN' on the keyboard, The computer will start
reading in your program. The computer will beep twice,
once atihe beginmng of the program and once at theend.
This program is nod short and will 1ake a few minutes fo
Toad. When vou hear the secoaad beep, ype;

RLM
and press '"RETURM' 1o play the game,

COMMODORE PET 20

Turm ot ape vver 1o SIDE TW Gs up. Inserd the
Lape ki vous fecofder dand rewand to Lhe Beginmmg of the
Gipe, When ready, iype:

[ CaAL

aed press the "RETURN burton on the kevboard,
then the ' PLAY burton on the recirder, The Lspe shabd
slark moy g, and star Bbgding your program This pris=
gram wonot short, and will take Several minubes to boad,
The computer will el vou when i finds the program and
wlHE TS lﬂil.iii:ng. When done, the compuler will prind
READY, and e tape will spop, Type:

RL ™
and prss CRETURN toeplay the game,

CASSETTE LOAIM NG IPSsSTRLUCTIONS
TR5-H0 \

The TRS-B0 program i [ocated on S1IDE TWO after
the PET 2001 program, There are two copics of the PET
program which must be skipped befose the TRS-20 pro-
gram can be oaded, By palling oul the EAR and MIC
jacks on the recorder and listening 1o the tape, you éan
differentiate the PET program from ihe TRS-80 pro-
grami. The PET wounds louder, yel hasa lower pitch.
Both PET programs last approximaiely o total of 814
miinules and are followed by a portion of Mank ape
which i voiar cue to prepare B boad the TRES-80 program,

Check that the volume control i setto the proper
fevel thelween 5 and 608 mormal). Press “PLAY" on the
recorder, fvpe:

CLOALD
{For Mod 11 only, enter: L afier CASST, then CLOAD)

and press.the “ENTER" key on the kKevboard. The
recorder should start 1o move and your program will be
loaded. This will be indicated by the Nashing aserick o
the upper right corner of the streen. This program is mot
short, and will take several minutes 1@ load. When the
fape stops and the TRS-BD prins ‘READY' on the
SCrRn, Lypel
HUN

and press ENTER' 1o play the game.

IEYOU CASNMNOT LOAL THE PROGRAM

1. Check yousr equiprment carefolly to be veee Hhar ail
cbles 3nd connections are correcl,

2, Re-remd ahe section in vour computer’s mianul
that nelis wou how 1o load ooape. Try oload the vape
agan.

1 M voucan adiuss the solwme on your reconider, (ry
differcne sertimgs, boah higher ancd lower,

4, Each program-s recorded Pwiog on phe 1ape. one
recarding right alter the othee, By lisening 10 1he tape,
fiend ihe Beginaming of e second reverding amd 1rvio load
it

A I possible, Boad ssother progsism Trom i dape Yo
knmiovw worky on vour computer. This will provie thar your
equipmiend works. Try onoe mare 10 Joad vour game.

6, The mormal reascn tapes will sor bosd s daps
revarder head misadipnoeent, Your computer may beable
1o save and logid programs on 08 own ecorder; bui by
ungbbe o read wapes made on @ different tecorder For this
icason, Hesure virir reenrder Reads are cormectiv- aligned.
Your loval compurer siore or dealer can belp voo with
s,

T the progriom still cannot be loaded. wend the
casseie, with & complede desgription of the probiem
{what fype of compuier you have, whai the compuater
slns, iT mryrhig whien vou ey i lvad the casséiie of play
e parme and wleal yori-did po ey Bl 0 1o Ioad, ) b

Axalon Hill Microcompuier Grames
4587 Harfdird Hoad

Baltmmore, Marvland 21214

!H’Eﬂtl'ﬁ;‘ wassetligs wall e replaced
After the program is loaded

Chnce vou have vour program koided, i o good idea
too make o backup copy (for your own usel. Follow (ke
nprmal procedure for saving a BASIC program n your
computer” s mangal

YOU SAME 1T, WE'VE GOV A GAME ONIT . ..
The Avalon Hill Game Company 35 the world’s Kargest
publisher of o greal variety of strgregy board games of
skill. We manufacture over 100 games; including
WaTEmEs, Spors strategy and statistical replay games,
power politics games, adveniure and rofe-playing games,
and pames an fandasy and science ficion. For complete
infarmation with peelty piciures, write the Factory and
wsk for a gome calelfog oo

Advediture Garmbng (cluding war, 5F, and fantasy
pames}
| Spors Gaming Leisure Time and Family Gaming
Send 50¢ for each catalog ordered,

The Avaelon Hill Game Company
Consumer Relations
4517 Harlord Road. Baltimvore, MDD 21214

QUESTIONS DN PLAY

The clarily of these reles has been verified by Seffwarp
Testers of Universel Microcomprier Progromemers
{STUAMMP and deemed ":';.lrh]'.r&rﬂ:‘” in all faceis of
instruction. Please reqread them in’ areas that seem
unclear at first seading.  Cluestions on play can be
ansaered by the facory ealy upon receipl of o seli-
iddressed envelope bearing firsi-closs postage

Package Devipn & At Bob Haynes
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