its destination, if its invasion is think ahead when moving ships
successful. around, and long- distance sur-
The second way that the gameprise attacks require more for-
will end is if all of the human ward planning.
players have been taken out of the At the start of the game, you
game, and only Psion players re-might use the fact that neutral
main. A Psion v. Psion war would planets do not produce ships. If
be uninteresting to watch, givenyou are surrounded by heavily-
that you have no opportunity to defended neutral planets, it is le-
examine the star map. gitimate to attack a planet with
Note that one last turn is given several waves of smaller forces.
to the victorious player before vic- Be careful to watch what your op-

tory is declared. This is so that: i.ponents are doing, though. If a
if human, the player can have onenearby enemy also designs on the
last look atthe star map; ii. if the same neutral planet as you, you
human has been beaten, then conmight end up weakening a neutral
firmation will occur when the planet for your opponent to take.
"Player X defeated" message is You must also bear in mind
shown. where your forces will be after
Strategy Faking a planet. Fleet movement

is expensive, so the order
Though it is a simple game, Stellar of con-
Empire has strategic depth. Thequest is important. Reinforcing

limitation of a single fleet, though planets inadvertently or tempor -
intended as a way to keep thearily left undefended delays the
game simple, actually adds someopportunity to make further at-
depth to the game: a player has tdacks.

Savep GAMES . o
wm automatically be saved in in-

Prospective tyrants will begin to ternal memory, to be resumed
notice that it can take severalnext time Stellar Empire is run.
hours to conquer the universe, The saved game file is called
which is an inconvenience to saySTELEMPD, and takes approxim -
the least. Luckily, Stellar Empire ately ¥k of storage. It is automat -
has a save game option. If a gamecally deleted when the game s
remains unfinished, and you electfinished.

CoONCLUSION

| hope you have fun with this aged, to make alterations to it to
game. As the OPL source is in-suit your taste. See the GPL Ii-
cluded, you are free, and encour -cence for details.

Stellar Empire
Copyright © Damian Walker 2006

INTRODUCTION

Stellar Empire is a game of spaceitable planets. It is of necessity a
conquest for the Psion Organisersimple game of war, so itis easy
[l. Four players strive to conquer to learn, but nevertheless it has
a star cluster containing 24 inhab -strategic depth.

| NSTALLATION

This ZIP archive contains a num - datapak, in which case no copying
ber of OPL/OB3 files. Itisrecom - is necessary.

mended that the games be copied Once present on the organiser
to the Organiser as object only,or a datapak, the program can be
and placed on a datapak, as thenstalled to the main menu. Just
game otherwise consumes a con-press MODE at the main menu,
siderable portion of the Organ-and type STEL at the install
iser's internal memory. You may prompt.

have obtained the game on a

PLaving THE GAME

Choose STEL to run the game.
You will then see the title screen,
at which you should press EXE.

1: Human 2: Psi on
3: Psion 4:Psion

When starting a new game,
you will first be presented with



the player selection screen. Playember of ships in orbit.

1is Human, and players 2 to 4 are
Psion. There are always four play- Pl anet Q owner 1
ers, but they may be any combina - prod 10 num 50

tion of human/Psion. Press keys 1
to 4 to toggle the players, and
press EXE when vyou are happy

Production shows the capacity
of the planet to produce ships.

with the selection. If a player is in control  of the
planet,
The Star Map exactly this many ships will be
Assuming you have opted toproduced each turn, and will join

be Player 1,you will be asked tothose already in qrbit. . Neutral
press EXEto begin your turn. oOnPlanets do not build ships (the
doing this you willsee a part of f00Is!) .

the star map, the cursor being Player's home worlds have a
placed on your home planet. TheProduction of 10; ngutral planets
star map is two- dimensional, its "@ve production ratings of 0-9,
size being 16 squares across by 18vhich come into play once they
down. Each planet is represented @€ conquered. Your home world

by a letter, A to X. is not significant: losing it is a dis-
appointment, but does not put
C EQ you out of the game.
X P R Pressing ON/CLEAR returns

you to the star map.
You can explore the star map
with the cursor keys. Your view is
of course only two rows, but the A fleet is launched with the Fleet
map scrolls up and down, and it isoption, whose shortcut is SPACE.
easy to get amental view of theA fleet will be launched from the
whole map. You can go to a plan -planet upon which the cursor is
et directly by pressing its letter, sitting. If it is not your planet,
too. then the Fleet option will do noth -
A menu is available, just press
MODE. There are three options: FromQto
End, Fleet and View. di st num

Launching and Viewing Fleets

Viewing a Planet Otherwise, you will be asked

Select View to view the planet on for @ destination and anumber of
which the cursor is placed. TheShips. The destination is simply
short cut for this, directly access -the Pplanet letter as used on the
ible from the map, is EXE. The in- Map- The distance will be calcu-
formation displayed is the planet!@teéd, and then you must enter the
letter as shown on the map, thehumber of ships to launch. If
owner (0 for neutral, 1- 4 for play- YOU enter 0, or more than
ers), the production and the num - the number

will not take place.

FromQto E
dist 1 num 50

Only one fleet can be in transit

already in orbit.

Moving fleets...
Pl ayer 2 arrival

If the destination planet is not

at a time. This is because onlyyours, an invasion attempt will

you, the emperor, have the expert

-take place. Your ships will fight

ise to manage fleet movements those in orbit around the planet,

and the fleet requires your per -

and after a pause, either SUCCESS

sonal presence. If a fleet isor FAILURE will be displayed on
already in transit, then the Fleetthe screen. In the event of suc-

option will show you its origin and

cess, the planet will now be yours

destination planets, the distance itand the remains of your fleet will
has left to travel, and the number take up orbit. In the event of fail-

of ships in the fleet.

Seeing What Happens

When you have launched a fleet
(or decided not to do so), it is time
to see what happens by selecting

End from the menu, or by pressing
its star map shortcut: ON/CLEAR.

Pl ayer 2 playing
Pl ease wait. ..

First, the other players will
move. You will be asked to wait

ure, your fleet is destroyed, but
you will have reduced the enemy's
defence.

Pl ayer 1 invades
pl anet E SUCCESS

In any event, once your fleet
has reached its

destination, you will be at
liberty to launch another
fleet.

After all the fleets have
moved, you will be asked if you

while the Psion- controlled players want to continue the game. Press -
move. It may take a minute or soing Y allows another turn to be
for three computer players totaken by everyone, pressing N
move, but sometimes they arestops the game at this point (see

much quicker. If any player has
been taken out of the game,

"Player defeated" message is dis
played in lieu of his turn.

Saved Games, later).

G\Ninning and Losing

The game is ended on one of two

When all players have taken conditions. The first is that a

their turns, the fleets will move.

They move one square per turn.

single player is victorious, the
others having neither planets nor

When a fleet arrives, one of twofleets in transit. Naturally, you

things will happen. If the destina -

want to be that player. A player

tion planet is already yours, a fleetis still in the game if a fleet

arrival message will be displayed,

and your ships will join those

is in
transit, even if all his planets have



