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For Su.dden Smith! getttng 'into the Tollah moonbase was not 
difficult The hard part was finding his way through the maze of 
underground corridors, tunneled-out chambers, gravshafts, and tele
portars, releasing the ten humans held captive somewhere within
and getting out' alive. NQt. that there was much choice: a full-scale 
attack from space would ensure the death of the prisoners, 

The trouble had started when a renegade High Totlah, fearing tbe 
tr.aditional Tollah punishment for deposed leaders (,being. de
tnandibled), sought ~nctuary in the Stellar Union. In a snit of 
frustration, the remaining High Tollah ordered a clawful of the nearest 
men and women-who happened to be from the Orion colony of 
'Ultima Thule-taken prisoner. Inside a secret base on a. moonlet 
circling Rigel, on the fflnge of human-occupied space, Tollah 
scientists used their unwilling subjects to find a means of reducing 
the human r~ce to the status at Common Tollah--which is to say, 
sheep. In the'Tollah scheme of things, there was room in the cosmos 
for only one set of deeision-makers: the High Tollah. 

RelCue at Rigel, our first STARQUEST, brings the man-to-m~n 
excitement 01 our DUNJONQUEST serjes to the farniliaruniverse of 
our ORION science-fiction games. Irs a struggle not only against 
armed aliens, hostHe creatures, and an unexplored environment, but 
also against time and the dwindling resources. of the vital powerpack. 
As Sudden Smith, It's all up to,You: You decide when to actiVate your 
force shield and at what setting to keep your powergun. You must pick 
your way through the convoluted levels of the base and., out of- the 
five dozen chambers; find the rO.oms in which each of the captives are 
held. There's a stripped-down gunboat waiting in orbit, but it takes 
energy to make contact and get each prisoner beamed aboard. Can 
you rescue them all.? Once your powerpack is depleted,. you have 
only the handful of charges In your blaster to keep you aUve long 
enough to get back to your rendezvous point and your last chan~ 
to escape the Tolla.h yourself! 
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the basic rules and procedures, the sections on The Game Situa'tion, 
The Aliens, and The Alien Complex add further useful detail. TheSaga 
of Sudden Smith is for color, baokground, and ORION fans, 
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INTRODUCTION 

In the arenas of our imagination, not all of ou(heFoes (or heroinesl) 
wear rent black armor or shining silver mai(, cleave barbarian foes on 
a wind-swept deck, or ,face a. less clean fate at the hands 6f some 
depraved adept whose black, arts were old when the world was yeung. 
Science fiction propels us aboard space-faring ships like Enterprise, 
Hooligan, tittle Giant, MiI1enium Falcon. Nemesis, Nostromo, Sisu, 
Skylark, and Solar Queen jnto starry seas neither sto.rm-tossed nor 
demon-haunted but no less daunting for all1har"--and lands, us on 
brave new worlds whose shapes and sights and sou.nds are more 
plausible-but no less aston'ishing-than any seen by Sinbad. 

S.TARQUEST was conceived to complement our popular DUNJON
QUEST series-to bring the man-t~man excitement of our fa~sy 
role-playing system into the science-fictron universe of Starf/eet 
O,/on and Invasion Orion. We have retair:led the fine graphiCS, the 
multitude of Gommand options, the tension of real-time decisien
making, the suspense of limited intelligence, and the thrill of the quest, 
but magio has, been replaced by the wonders ot technology; sword 
and s\:lield, spells and armor, have become blaster and powel'gun, 
force' fields and bioniC augmentation. In STARQUEST you may 
explore an alien moonbase, a ruined city, a spaceship a kllometer,long, 
or a relic fromandther' time; tight robots, ,armed sapieots, or beings 
01 pure energy; disc,over the seorel$ of a forgotten civilization, 
sabotage a weapon that could deS'troy planets, or r:eScue humans 
held captive by a hostile alien race. 

If you gJlew up with Ming the Merciless, PLANET STORIES, 
Space Patro./, Forbidden Planet, or Star Trsk-ifyou preferlightSabefs 
to broadswords and blaster bolts to fireballs (or a change of pace from 
the old hack .... and-hew)-if you like your science fiction tull of 
excitement and flavored with agrsin of 's,alt'. a measure of mystery, 
a dash. of difficulty, a leavening of humQr, and a fistful of the fantastic. 
join us on a STARQUEST! 
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THESAGADF 
SUDDEN SMITH 

Years before he became a hero fighting the Dirge and a oousehold 
name in the battle they called Armageddon, between the times he lost 
and found Ameena Chung, there was another woman .... 

Sudden Smith checked the Vulcan LD PowerPack for the third 
time.-Not the powerpack's charge or condition: that he'd done 
a dozen times during the trip. No, the straps that looped over his 
shoulders, adjusted to just the right length, 'tight but not binding; the 
webbing of the broad belt, secure around his middle, inset' with touch 
controls for shield and com gear, connecting holster and powerpack, 
keeping it from bouncing or shifting. It was neither heavy nor awkward, 
really. but the weight felt od.d, like a baby riding on his back, little 
arms clenched about his neck. 

He willed the AMBLE circuits 00 inside him, and the wo(ld slowed. 
Readouts leaped at him from across the room, their crimson blur 
re$)lving into, numbered distinction; shadows darkened; the consoles 
stood out like a flat picture suddenly seen In three dimension; the 
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un,heard ~um of the ship at rest grew loud and demanding; and the 
vOice of hiS battlemate boomed deep, distorted by slowness. 

"Wh,at?" he said, switching the AMBLE system off again. 
"You don't have to go through with thiS, you know," Luciano 

repeated. 
Smith laughed, releasing the tension held in oheck. "What would you 

d.o with the ship. Just give it back?" 
"We'd think of something." 
"We?" , 
"Yeah, WB. f wasn't ihe one who needed a ship for some Crazy 

Larry quest. And let me tell you it wasn't easy 1inding one to fit your 
specifications, either." 

"Hey, I know, Luc, and I appreciate it" 
"But you're gOing ahead with It." 
"Of course." 

• "I should have my brains probed. You, too., except they, wouldn't 
ftnd anytbing there. Why us? Why you?" he asked, echoing words 
spoken ~o oftern in. days past, knoWing the answer would be the same. 

"Come on, Luc, Who else c.ares enough about ten research scientists 
who sp~nt the last two years, out on some frozen ball of ice working on 
somethmg few people ever heard of and fewer still would understand? 
The insurance companies are afraid to take the risk. and the only 
govemment around with a oa'IY to speak of is the Stellar Unfon." 

"Well, the whole thing's their fault, anyway; they ought to de 
something about it.'! 

"Of course, But they won't. The Union navy doesn't exist to do 
anything useful. Besides,a large-scale attack is too r,isky: they~re 
right aboutthat, at least." 

"And this cockaloonie idea isntt?!' 
"I didn't s.ay that, but it giv8$ me, a lol better cl:lance of getting her 

out alive. II 
"That's what it all tomes down to, isn't it?" Luciano said sourly. 

"A woman." 
"Not Just a woman. Deri'lsh .... When Luciano looked unappeaseO. 

Smith continued, "Besides, there are nine other people. down there
g~ people, the ones I've met: Fred. CarJos, Kipchoge. Granted, 
I wouldn't be here if it weren't for Delllah( but non.e of them deserves 
this. Human beings are not laboratory animals, not guinea pigs to be 
pushed and poked and prodded, Inspected and dissected, ordered, 
scheduled, and kept on a leash. Tttafs not what people are fori" 

"Ta.ke it easy, Sudden. This i$ old Luctanoyou're talking to, and I'm 
not arguing; I'm worrying." 

Smith .gave a short but 'genuine .grin and relaxed a trifle. "Sorry, 
1.,uc. Just nerves, I guess I'm not that eager to go down there, either. 
But that's the way the comet tumbles, as they say." He stepped into 
place, took a cleep breath and let it out "Let's go," he said decisively. 

"You're going; I'm stayin'g," grumbleci Luciano, but his fingers aid 
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not hesitate, at the controls for the transporter beam. 
Smith began to tingle, lost the world for a moment} and had ta stifle 

the old familiar urge to stretch and scratch as a strange room grew 
around him, large and hot. damp and empty. Near what appeared to 
be a concealed airlock was aspacesujt locker. The suits It held ~ere 
two.,legged but Rot designed for people. Aside'from some containers 
he. couldn't Identify, there was nothing else, no sign anyone ever 
came there. 

At opposlte ends of the room were a pair of large ovals, outlined 
in bright colors, that had to be doorways. They both had the fuzzy, 
shifting opacity of force fields, though the smaller one was overdue 
for maintenance. The field rippled. out. of sync, and the door hummed 
faintly; He decided to try it, anyway: he didn't want a well-traveled 
path just yet. 

He stepped through ... 
. . . And found himself in a cJearedspace in a. crowded room, 

three feet from a startled i'nsectoid of the sort, that might have fit the 
spacesuits. So much for bright' ideas, he th'ought. HIs finger was 
squeezJng the trigger of the powergun while both were still reacti~g 
with shock. The Tollah jerked, stiffened, and fell like a dead tree, Its 
angular body disappearing into tne mist at Smith's feet. . 

While the Slight splash was still echoin'g, Smith darted to th,e nsht. 
down 'an aisle" and out another door, The new room was smaller, 
the size of the first one he'd entered. with a similar wide doorway at 
one end. Out a third door, however, came another Tollah, this oM 
armed and in a strange harness that wrappep around his head and 
torso; what looked like a speaking cup extended up out of his chest. 
That alien, too, went down before the hand blaster was out of its 
holster. 

Deciding to be a bit more conservative with hi,S energy. Smitlil 
thumbed the powergun down a few notches. Tollah didh'tseem 
particularly resjstant, and he mi'ght need the power la~er. 

For lack of ,a better idea, he decided to try where the High Tollah 
had come from .. . . 
. He found her rn a room of harsh light and garl'sh color. on a strangely 
shaped thing that might have been couch or bed or neither. She 
was wearing, gold mesh and honey-.colored $kin, an outfit ~er 
coworkers claimed to have gotten used to. She hadn't heard hIm 
come In. 

Seeing no one else, about. he inquired quietly, "00 the Tollah find 
that as t:Ustractlng as I do?" . 

"Sudden'" she cried, but there was more terror than' warmth In 
her voice. His glance shIfted as hers did, suddenly~ jerkily, and a 
six-legged nigtltmare of jaws arid claws sprang out of ttie mist. 

He fired, but he'd left the gun set on medium ... , 

THE GAME 
SITUATIDN 

THE OBJECT 

9 

In Rescue at Rigel, you take tbe part of Sudden.Smitn (a character 
you may remember from our ORION games), a human adventurer 
telepor:ted down by transporter beam inside a. six-floor, Sixty-foom 
complex. inhabited by an allen race, the Tollah. Scattered throughout 
the base, which has been hollowed out of anasterofd orbiting Rigel, 
ten humans are held captive, one in each of ten different foomS. While 
you can adjust the 'difficulty of the task, (see LEVELS OF PLAY), the 
object in all cases is the same: to search the complex, find and 
release as many of 'the prisoners as possible (by activating the. 
transporter beam. which will teleport them back up to the ship) • . and 
get out alive-in an hour 'or less. 

Ifthe Tdllah base can be likened to an Iceberg, you begin the game 
at the tip: inside the top room, the only one that connects the complex 
with the surface of the asteroid. (Since there is no air and no escape 
on the asteroid itself, ,the door to the outside, being "off limits," is not 
shown on ttte display,) From this ve,stlbule there are only two usable 
exits. The larger ob.viously Ie.ads to a gravshaft; the smaller looks like 
an ordinary doorway-but there are no other rooms on the floor, 
Whichever way you choose to begin your quest, there will be no 
tuming back once you walk thraugh the door. 
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in even the most straightforWard ar rangement, il would take 
a reasonable time just to search sixty rooms (perhaps necessary even 
the tenth time through, since you wilt not always find the prisoners in 
'all the same places) . In fact, however, you are hampered by Ignorance 
(you don't knOw the layout) and the limited ways the rooms-and 
(Ioors-connect, There 'Bre no stairs; gO'jng up and down is primarily 
a matter of utilizing the gravshafts-but they are strictly one-way 
propositions. The dropshaft will take you as far down as you wish togo., 
.but to go back up you must find the littshaft, which (alas)extef'lds no 
higher than thethird flCi)Qr ('down), To !'eturn higher than that-orto get 
to certain areas not otherwise accesslbl.e-you must use the 
teleportals: one-way doors that teleport you instantly from one room 
tQanQther not physically connected~anlj, indeed" perhaps separated 
meters vertically and tens of meters horizontally, 

UnfortuAately for Sudden Smith (and you ); theteis no way to 
immediately distinguish telepo~als from ordi'nary doors until after you 
have gone.through (the position of the chara'mer in the room afterward 
will provide a clue). The radical changes of position cauSed by gOing 
unknowingly through a serres of tel~portals may give the hur;na.n 
&xploter an initial feeHng of wandering in circles through a labyrinthine 
maze without beginning or end. With time., the location of the tele
portals ca'" be· 'deduced, along with some sense· of the relationship 
between the points of departure and the respective destinations. Since 
the controls are too complex to be understood in a few moments ,(and 
too difficult for human hands: to manipulate), there will always bean 
elemeot of unpredictability :in the uSe of the teleportars. 

WhlJe the limitations on graphics prevent any of the internal 
features of a rodt:n from showing, most chambers kl the complex are 
hill ot ch~i'rs, tables, and other furniture'.; fIxtures, consoles, and 
other scientific equipment; storage racks, crates\ and boxes~ and an 
the other paraphernalia .of human or alien habitation. There. are, thus .. 
plenty of things to' hide behind -and all too many places from which 
an alier:J might appear uMexpectedly. 

Your biggest advantage' in the game. perhaps, is that you need riot 
rei't'ace your ste,ps to find a way Ollt; you carry your own exit. with 
you. You can "bail our'-Ieave the complex-by transport~r beam 
from any roam, at any time-almost. Using .this transporter beam 
{the T command: see COMMANDS) involves ,transmitting a low
power tight beam through layers of rock, steel, and shieJdlng to the 
rescue ship somewhere in space (without being detected by Tollah 
monitors) and, after establishing communication, having the ship, in 
turn, send back a transporter beam. to precisely the right spot in the. 
complex (again, hopefully, without detection) to teleport you-or a 
prisoner-out. Even witn the best equ'ipment available, this is no. 
easy task; the lower you are i'n tAe complex, the har-der it is ~ It may, 
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in fact, require half .a dozen attempts-whlch can be inconvenlent If 
YOI,fre running out of energy and are under attack. 

If your energy is gone. ' the only way out 'is to f ind your way 
back ·to your .starting point (the topmost room in the complex) While 
the display readS. TIME: 60. If you are in that vestibule in that minute, 
the ship w£ll beam you up automaticallY, If you fail that rendezvous, 
you will be pr~sumed dead. and the ship will leave Without you. After 
that, it's' only a matter of time until ypu are dead . 

TH'E EQUIPMENT 
Your eqUipment-and how to, use it-is the only thing t hat will keep 

you "alive" beyond the first minute in the Tollah base. Without 
question, your most important piece o,t eql,lipment is the powerpack, 
which, for' practical purposes, may be considered a giant battery that 
provides the ~mergy fer the powergun, shield, and communication 
equipment. This enorm.oos tfexibility i's also it~ Achilles heel.; when 
the powerpack is deplete~, none of that equipment functions. (This is 
why you also carry a blaster and have an emergency rendezvous.). 

The Markham powergun (sometimes called a zapgun from the 
sound of its operation) is the standard model: a small. lightweight 
pistol connected by power ~nd safety cords to 'its holster, which is in 
turn conneoted to the powerpack by the control belt. The Colt '& 
Remington "Thunderbolt" Mark II braster is a heavier, two-handed 
weapon - usualfy called a "rifle" even though there is flO rifling In 
the barrel, ·and its effect is more like a shotgun. It is worn slung over 
the shoulder when not in use. 

Despite their differences in ~ppearance and 'function\ the two guns 
~re op~rated simUarlyin t.he game (by wping the For B command). 
The various residents. of the complex are detail.ed elsewhere (see 
THE' ALIENS and the illustrations throughout the book)I, but you' can 
presume them ' basically tlOstlle to your mi'ssion. YoU' need ' not .be 
faCing one to -tire; nor is a preliminary aiming step requir:ed. To 
determine the SUCC8'SS of your shot, the comp\Jter takes into accoum 
your (that is, Sudden Smith's). basic ~bmties and current fatigue 
level and the si:z:e, elUSiveness, and distance of the' target. (The giant 
plasmoid obviously makes a better terg,et than the small, darting 
thornet. and of course j1(s easier' to hit anything at poif'lt-blank range 
than across forty feet of furniture and eqUipment.) 

The effects of the two guns vary .consfderably. A powergun beam 
acts directly on the nervous system of Ihdng creatures or th,e·analogous 
.circuitry .of r-obots. It is a. relatively quiet weapon. Above a certain 
mil1imum charge (wtlich varies according to the nature of the target), 
a perfect shot will stop anything. The 'higher the Charge, the less. 
precise the aim need be, However, the effects of less-than-fatal beams 
are nat cumulative; an inadequate charge or consistently bad luck 
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(giving you "hits" on a hindclaw, tor example) may prevent any 
number of shots from doing any real damage whatsoever. 

On the other hand, a blaster bott wiU atomize a thornel, destroy 
a Tollah. and blow a hole in the hardest armor. An aUM tOl!lgh (and 
lucky) enough to withstand the first shot will probably be finished off 
by a second blast. Nothing in the game can survive three. Unfor~ 
tunate'y, the· noise of blaster explosions win bring the attention of 
anything in the neighborhC:>0d not already deaa. 

Which gul'l you choose for any battle will depend on .the situation: 
th.e nature of the enemy, the amount of energy available for the 
powetgun, its curreht setting, the nOmber of blaster charges left. 
Because it can be set 10 a m.uftltude of power levels to suit the size 
aod n~ture otthetargllt, ~nd because it can,not "run out of ammunition" 
as long as energy remains In the powerpack, the powergun will be 
your primary weapon. Choosing a setting is ob9i.ous/y a majortactical 
deoisioni aild only experience can be your ultlmate .guide. There is no 
one· "right"setting-or tt'lere would be no way of v~ryllJg jt (and no 
P command). A powergun set to maximum is in most cases at least as 
effective as a blaster, but against a thornet-or even a Tenah
a charge of 9 (the maximum) ts· sheer overkill. And you don't have 
pow~r to wllste. While the blaster is not dependent on the powerpack, 
it cannot be u~d very often. Nor i& it adjllJstable. 

The shield works much like the starshlp shields in Starlieet Orion 
anc{ Invasion Orion. It is nota material object; rather; it is a force field 
that, by absorbing a certain amountofinoo.ming energy-kinetic, 
el'ectromagneticl or 'heat-reduces the damage done· to the person 
screened by it. The. shield Is activated by a touch control Q,n the belt, 
powered by the powerpack, and too "expensive" to have on all the 
time. With the shield oft- the lough m.aterial of your clothing wjll 
Provide some slight protection, but your best defense is Sudden 
Smith's reflexes. Since you move a fraction of a second ahead of the 
aliens,. Yo·u can switch on your sbield before an attack; aftematiVely, 
if you fire first, you may IdII the alien before it has the cl'lBnce to get 
a shot off. 

If, ctespilethe protectiQ,n of the shield and your character"s 
superior reactions, you a.re wo.unded by alien attack, you can heal 
yourSelf with the medikit. As with the blaster, the medikit's supplies 
are separate from the power pack. In brief, when applied to 8 wound, 
the medildt covers' it ·with a protective coati~g of plastiflesh (which 
contains a powerful coagulant to stop'bleedlng In seconds) and injects 
a series of drugs, which IncJude a local anesthetic to block the pain, 
a sterilizing agentto prevent infection, and a regeneratiVe stln1Ulanfto 
accelerate the healing proc8$S. The medikit is oot, t'lowever, a magic 
wand·: it will not bring you back from the dead. and·a slng'le tr~tmel1t 
c~not heal se\7ere wounds completely. On the other hand,. since the 
treatments are limited,. it's usually best to ignore minorwo'unds rather 
than wasting a dosage on a scratch. 

The man who COined AMBLE (for "accelerated movement 'through 
bio-elect~Qnic enhancement",) obviously had a sen~ of humor'. An 
incredibly complex (and expensive)' system of bionIc. implants, Done 
reinforcement, drug triggers (e.g., metad·renaline). and a reshaped 
nervous system, the AMBLE system steps up certain bodily processes 
to allow action attwic.e normal speed. In game terms, this allow~ two 
moveS/turns/commands In the same ,time that an alien gets only one. 
Activating the AMBLE system is voluntary (as 'is d~activ8ting it), 
not automatic-and certainly not constant While it takes no energy 
from the ppwerpack, tbe fatigue costs of being on .AMBLE are 
substantial. ' . 

While the AMBLE system enhances aU command options (in the 
sense of ghling you a wider selection 'of commands in a given pe,riod 
of time) and can.allow you to fire twice or move and fire in what would 
be a sin~le turn, 'll is particularly effective whlle running, dodgi~g. 
or meleemg. The first two are useful for rapidly crossing a room While 
under fire wlthout using the. resources required to' shoot back. 
Dodging - moving erratically, ducking behind furniture, taking advan
tageof available cover - by itself enormously reduces the chances 
o.f being hit but is, naturally, tirlng. Dodging while· on AMBL..E 
enhances the benefits but increases the fatigue costs. 

Sudden Smith, a master at hand~to-hand combat, might dismantle 
even a sentry fabor with nothing more than fists and feet, but it saves 
a good bit 6f we~r alld tear on your body to USel a blaster or 
powergun. However; to conserve energy,or When power is gone and 
the blaster is empty, you can attack in the millenia~ld mann~r: 
L~ " "meree." Unarmed combat 'is, of course, tiring, bu~ its chief 
disadvantage js thatto strike an alien you must be close enough for it 
to hit you back. (or, if it is arme~, for it to fir~ at point-blanK range
whiCh makes it difficult to miss). Sinc:e, with your shield off, your 
clqthing is not the equivalent of a robot's armor OJ a cerbanth's 
ohitin, merelye)(changing. blows is unattractive even against a 
Common Tollah; against a ferooious cerbanth (which normally gets 
three attacks to your one), It may well betatal. What you want is ~ way 
of increasIng the ratio of blows d,eJivered to blows received - which Is 
exactly what the AMBLE system does. In fact., the boost in speed 
caused by being on AMBLE also acts to increase the power of your 
blows, thus being doubly of assistance during melee. If you have to 
fight hand-to-hand, the· AMBLE system effectively decreases the 
ds!"age you ~ould. otherwise s.ustain. but you must end the fight 
qUickly, or fatigue Will soon render' you helpless. 
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HDWTDPLAV 
Since the rules of' the .game are actUally programmed into the 

computer's memory, lhere is very little you need to knOw to play 
STAAOUEST. Howeve.(, the game is played in real time; attacking 
aliens won't wait for YOU j and mistakes can b.e costly. To make the 
best decisions during play, please read the foHowing paragraphs 
carefully. 

If'you've. pJayed some of our DUNJONQUEST games before, some 
of the aspects of Rescue at .Rlgel wlll be familiar: the graphics (though 
not the artworKI), the use of the display, and tne basic movement 
system, However, for STAAOUEST we have' added a new movemer'lt 
option (dodging), and tne Combat and Special C.ommands' are all 
new, as befits the change in context from fantasy to .science fiction. 
If you take the time to acquaint yours.elf with these new ,options, you'll 
pursue a more enjoyable-and rnore successful-guest. 

600d IWok,and watch out for lhe cerbanths! 

LEV'ELS OF PLAY 
To keep ResctJe at Rigel challenging over man't playings, the game 

has three· levels of play: Level 1 is the easiest; Level 3, the hardest. 
This variable affects such things as the nLJmberof medikits anc! blaster 
charges you be!;Jin with. the amount Of energy in your p.owerpack,and 
the ease with which 'You can ac.comp.lish certain necessary tasks within 
the aliEm complex. You win probably trnd that your initial venture into 
the Tollah moon base will be longer and more successful if you begin 
with DifticuJty Level 1 , but the choice'; of course, is up to you. 

Before you enter the complex, the computer will ask: 

WHAT LEVEL OF DIFFICULTY DO YOU WANT (1,2,3)7 

Enter 1he. ·approprj~te .number and a carriage return . (This is the last 
time you will need to use a carriage return.) 

SCORING 
The object of Rescue at fligells to get the ten human prisoners·- and 

yourself-out of the Tollah mQonb~ alive. Exploring all six floors, 
venturing into each room, or kiWng aliens is worth no p.oints in itself, 
though any or all may be. necessary to accomplish your mission. 
Essentially, the more prisonerS 'you rescue and the' faster you get out, 
the higher your base score will be. Your base score is then moitiplied 
by the degr~ of difficulty you ·selected to obtain yom final .score for 
the. session. 
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. Not all the prisaners.ar:e of equal value. For example,. because of her 
Importance to Sudden Smith. Delilah Rookh is, naturally, worth the 
,most pOints. As you will find alt.er playing Rescue at Rige/afew time.s, 
the prisoners are not always located in the same rooms. How hard It 
is to get a captive out from a particular location 'is an additional (if 
minor) factor in the scoring. 

Since personal survjval is obviously important ,(some might say 
.vita/) , there is a significant bonus for escaping from the base: However, 
since there Is also an increasing risk of therescve ship's being dis .. 
covered the longer it w~its in orbit, the sooner yo.u beam aboard (~nd 
the ship leaves)., the higherrhe bonus. Also, remember that the pifot is 
under strict instructions to reave after one hour~with or without you. 
After sIxty IJtinutes, therefore, since you cannot beam yourself or a 
prisoner aboard, you o-annot increase your .score further. Even if you 
are killed! however, you will still get credit for the captives you 
have freed. 

Dcn't expect to rescue a/l ten prisoners on your first-or even your 
tenth -attempt. That goal is intended to be a challenge ·at any level C·f 
play. If you dieon your .f:lrst few ventures rnto the Tollah base; you will 
probably not score morethan l.00poin'ts. With experience, you sh.ould 
be able to release at least half of the captives. At the highest level 01 
difficulty, it is possible to exceed 1500 p.oints, put slIch a score will 
reqUire cOnsiderable· practice and skill-and perhaps more. than a bit 
of luck. 

BEGINNING 
Entering and Exiting the Alien Complex 

When you begin play, you will be· in a vestibu'-~. a small room at the 
top of"tbe complex, 'just .beneattl the surlaceof the'asteroid. Fr-orl1 that 
poin't, yo_u are free to. ~xplore as yO(J Wish. 

To leave the Tollah baSe you must get your ship to be~ YQU b~ck 
abeard. This can be don_e in either of two ways. The eas.iestis to, 
use the T command (discussed below under COMMANDS). If you are 
not .successful on Y'ourfirst aftempt, Keep trying: getting a signal 
through layers of rook, steel, ands.hielding to a ship a long distance 
away isa difficult and tricky propcsition. Important~you m~y use the 
'T command from any room in tl'le complex. Hcwever, if a prisoner ls 
in the same room with youJ he (or she) will be beamed aboard the 
ship instead of you. TO get· yourself cut. you would have to r~tablis.h 
communicatioA with the ship by :using the T ccmmand again. Also, if 
your shield is on! ifs force field will interfere with the transporter 
beam; to. beam aboard successfully, your shield must be off when you 
use the T command. 

Finally, the T command (successful o.r not) takes a unit of energy 
from your powerpack. If you are. out of energy (or so deep in the 
complex that you can't seem to establish contact with the ship), there 
is a fin~1 way out. If you can get back tethe room in which you sfarted 
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(the vestibule mentioned above) anytime during the sixtieth minute of 
your quest, the Ship wiIJ automatically beam you aboard. After that 
time, there is no way 'OU' o~ the base (although you may continue 
playing) . To help you keep track of this important consideration, the 
computer will keep a runnihg display of your time in the Tolfah 
moonbase. 

Beaming aboard the rescue ship ends your' quest; once aboard, you 
may not rErenter the alien complex exe-ept by ,starting over. Getting 
k,illed, of course, a.lso ends your quest. 

Grayshafts and Teleportals _ 
Among the unique features of Rescue a.t Rigel are the two grav

shafts: the dropshaft and the Jiftshaft. These resemble empty elevator 
s,hatts and' act Instead of stairs as direct vertiqal connections betWeen 
floors of the Tollah base. The dropshaft is used for going down to 
lower floor'S; the liftshaft is used for 9,oing up to higher floors. 

Operation of the gravshaftsis simple. Once you enter one. (which 
can be distinguished from the outside by Its wide doorway), you 
begin slowly "falling" up or down, as the case may be. Each time, you 
approach a new floor, the computer will, flash "GOING DOWN" (in'the 
dropshaft) or "GOING UP" (in the liftshaft) . Naturally, when you reach 
the bottom of the six-story dropshaft or the top of the four-story 
liftshaft, yi:>u can go no further, and the complJter will no Ipnger display 
such mess,ages. When y.ou have descended/ascended to the floor you 
wish, simply'tufn around (if you have not already done so) and walk out 
nQrmaJly. Un<less you are at the bottom of the dropshaft (or the,top of 
the liftshaft), you cannot get back out before rising/failing at least 
one floor. 

The other set of "vertical" connections in the alien complex are 
the teleportals: one-way teleportation doors that link a room on one 
floor with a, di.Herent room on another floor. Using a teleportal is just 
like using any other door (I.e., you just walk through if), and, indeed, 
sioce teleportals are (to hu'man eyes, at least) indistinguishable from 
ordinary doors, it is easy to go through one accidentally. Since there 
are rooms that areimpossible,to gel to~or get back to-just by using 
gravsl1afts and normal doors" you will probably want to use the 
teleportals sooner or later, anyway. 

The Display 
The computer both draws a picture of the room you are occ!JPying 

and displays your status, including your physical condition, the power 
remaining in your powerpaok, the time elapsed since you entered the 
aJiencomplex •. ,and other relevant information. Part of the display is 
reserved for reporting messages that are of immediate importance fo 
you (tee Figure 1). There are a number of possible messages, and 
more fhan one. of these may appear at the same time. These messages 
are self~xplanatory during play, but a few are included in Figure 1 as 
ex.amples. The circled n'umbers in the' figure correspond to the 
descriptions under the sample display. 

l 
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Figure 1. Sample DI.pley 
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KEY DESCRIPTION 
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CD VESTIBULE 
0. WOUNDS: 1000f0 
<D FATIGUE: 10011A1 
CD AMBLE: OFF 
ED HEDIESl 
. ZAP I 
<D IT MISSEDI 
(f) SElTING: 8 
@) CHARGES: 5 
® ENER,GY: 342 
@ SHIELD: OFF 
@ TIME: 1 
@ COMMON. TOLLAH 

CD This is the name of th~ room you are <?urre~tly In. 
(Th.ere may be more than one room 'WIth thIS name.) 
See THE ALIEN COMPLEX. 

o Shows. that, at 'the moment, you are not wounded. 
See WOUNDS. 

CD Shows that you have all of your endurance available. 
See FATIGUE. 

@ Shows 'that your AMBLE system Is currently switched 
off. See COMMANDS for a further discussion of this 
and the devices referred -to in lines <D-@. 

CD LiAes CD. ®, and ® appear onl¥ when appropriate. 
Line CD ,shows that you killed the alien you were 
just figh'ting. 

<D TheSe two messages. show how you !ared during the 
previous round of combat. The first hne shows that 
you hit the alien (a Common To"ah. as Llne em 
shows) With a beam from your powergun, whIle the 
second lioe, shows that the Tollah did not succeed 
in hitting you. 

(J) Shows tha,t your powergun is currently set to a power 
level of 8. 

'@ ShoWs that you ha'le five charges .Ieft: in your blaster. 
® ShOWS the number 01 ~nitS of energy remaining in 

your powerpack~ See ENERGY. 
@ ShOWS that your force-shield is switched off. 
@ ShOws that you have spent 1 minute- in the alien 

complex. 
@ Shows the kind of alien (if any') in the room with you. 

17 
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COMMANDS 
Alt'ogether there are 16command.s available t!' you for maneuvering 

your character through the alien complex and accomplishing your 
quest. These are discussed under three major headings: Movement, 
Combat. and Special Commands. Tables 1-3 summarize these 
commands and their meanings, and each is described in the following 
paragraphs. Note that .none of these commands should be fO.llowed 
bya oarriage return; type only the appropriate key. As a visual aid, 
the computer wltl briefly display. in the lower right-hand corner of the 
screen, the letter command you enter. Generally (except for P. which 
must be followed by a number). you should wait until this letter 
disappear$ before .ent8.rlng another command. This will prevent 
confUSion and the possible loss of a command due to trying to enter 
too. many commands too quickly. 

I 
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Table 1. Movement Commands 

What You Enter Meaning 

#1 to 9 Move forward 1 to 9 feet 
SHIFT key and 1 to 9 Dodge and move forward 1 t09 feet 
R Turn. right 
L Turn left 
V Turn around (volte-face) 

Table 2. Combat Commands 

What You Enter Meaning 

B Fi,re blaster 
F Fire powergun 
p Set. powergun level. Followed by 

message: TO WHAT? Enter the 
number (1-9) of the new .setting 
you want. 

S Force shield onloff 
A AMBLE system on/off 
M Melee (hand",to-hand combat) 

'Tab/e 3. Special Commands 

What You Enter Meaning 

H Heal yo,ur wounds with YO(Jr 
medikit 

T Activate transporter beam 
D Determine depth of present 

position 
C· Count the number of captives 

re1.eased 
? Negotiate with alien creature 
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Movement 
There are five commands that allow you to move from one ,sp()t to 

another (1ft Table 1). During a turn you may move up fa nrne feet. 
Moving forward always t~kes one full turn, regardless Qft'low far you 
move (exc~ptionl: see the AMBLE syst~m, below). The distance just 
Indicates the speed 'at which you move. You may also. turn to the right 
or left, or completely around. Since turning does noUake anytime, you 
may combine it with your forward movement for one turn. 

To move Qut of the space you are in, you must move forward .. 
Therefpre, for example, to take two steps backward, you must firSt 
tum ,around, and 'then mave two feet f()rward. On the next turn you may 
tum around again. . 

Note that, to move, you must enter a whole number from 1 t09. YDU 
cannot use ftractions or .decimals, Do not enter a "+" in front of the 
number, and do not type 09. Type only the number itself: 9. 

You oan dodge and move any distance. by tr01ding the,shift keydowfl 
(as ffyou were going to type a capital letter) and typi'n'g a num~rfrom 
1 to 9. Dodging, reduces your cha:nces of being hi} by enemy blaster 
fire. but it is tiriog (see FAtiGUE). You catmot ctodge and fire in the 
same tum. 

Mevir:.g at high speed (running) is 'fatiguing in. itself •. althoug,h y~u 
Will rarely "!ive to run very far to, escape an alten, since none WI." 
follow you out of a room. Howeverc. it wiU pe waiting if you go back, 
and ()f course there is always the possibility that another alien will 
happen to be in t,he room you're. going into. On the other Mndl you ~re 
'fighting the clock as well as the Tollah. ana you can do more explOring 
- and free more prisoners- if you move faster. 

Combat Commands . 
, In a single turn, you may choose from three typ~ 01 attacks-:-with 
blaster (8), with 'powergun (F), or hand-to-haAd (Ml-an~ th~ee 
al:J.,xiliary Combat Commands-setting the powergun .(P) m sWitching 
the force shield. (5) or AMBLE system tA) on aT off. None ·of the 
attacks requires· you to be facing the alien you are fighting, althou~h 
you must at least be 1m the same room. As always, none of the SIX 

comm.ands sh,ould be foliowed by a carriage return ,(i.e., db not ,push 
the ENTER or RETURN' key) . 

Flrtng the BI.t., (8,). To fire the blaster at .an alien, simply type B. 
Preliminary Ibadfng or aiming is not required. If you hit the a1iel1, it will 
be visibfy ~ffected, and the m.essage KA-BOOM!! will be printed on 
the screen. Oth'erwise, MISSED,' Will be di~played. If'lt strikes, a single 
blaster bolt will destroy a ToHah., though a sentry robot. might take as 
m.any as three blasts before it ceased functioning. The blaster is ncit 
powered by the power pack and can beysed even. if "you !uno~t?f 
energy. Despite its advantages,. however, It h.as two distinct limitations: 
it has a limited 'number ofcnatges, and the noise ofits explosions may 
well attract tne attention of nearby al lens. 

21 

U.'ng the Powergun (F I,nd p). Firing the powergun Is ,e.xactly II'ke 
tiri'ng th'e blaster, exceptthat,iostead 'at B., you l,ype F, and ~ hit will be 
signaled by the message: ZAP! The two weapons, however, .are entirely 
different. The cQmparatively quiet powergun draws its char.ge from the 
powerpack ~,nd is useless when your-energy supply is depleted (see 
ENERG Y). Alsp unlJke the blaster. the fifth beam is no more tikely
or unlikely-to finish off an allen than the fiFSt; the effec'tsof the 
powergun are not cumulative, You can adjust the strength of the bea.m. 
by typing P. When the message 'TO WHAT? appears, sim.ply type the 
mumber (1-9) of the setting you wish. Note that this takes.a full turn, 
so it can be dangerous .if you are being attacked! (Of course, it may 
also be dangerous to keep a setting that appears to be too low.) The 
higher the. setti.ng on tbe powergun, tM more Ijkely.you are to kill or 
put out of commission the alien you're fighting, blllt higher settings 
drain more energy from the powerpack. For'examplE!, fJr.jng a power~ 
.gun (even 'jf you miss!) set on 8 would subtract 8 from tfile ,energy 
rem~ining in your powerpack. 

T.,.5t1'eld (5). The shield is an invisible, protective force field that 
substantially reduces the. dam~ge you would otherwise sustain from 
enemy attad.ks. It works- as well against the claws and teeth of a 
cerbanth ~s it does against a sentry robot's blaster bolts, but it tenders 
you neither invulherable Morinvinoible. Also-and rnl.!ch to the 
point-it drains one un'it of en~rgy every turn it is on. To switch the. 
shield on, type S. This requires a full turn, but the shield will then 
remain on fo(,Subsequent tlims until you SWitch iloft. When the shield 
is on. typing S wlll switch it off ag~rn . 

The AMBLE Sy.tem (A) .• AMBLE s,tands tor "aoceJerated movement 
through bilr8lectronic enhancement." By speeding up your aettons 
end metabolism. this 'form of'bionicau.gment'ation aJlowsyou, inetfect. 
~o turns for every one taken by an alien. You can thus move twice,fi~e 
twice, or move once and fire once in the time it takes an alien to move 
or fire once. However. "AMBLEing" is quite fatiguing; your body is 
working so liard that it is Impossible to rest (i.e-., to regain endurann) 
while the' AMBLE system is activated, Except for the letter used, 
SWitching the AMBLE system on or oft is just like turning the force 
shield on or off: just type A. Typing A. while the AMBLE system is on 
will turn it off, 

'r..elee(M). As with weapQn attacks, you do not have to be facing 
·an alien to fight it hand-to--hand (orr -claw). but you must be close
almost touching, fn faet. Of course, this allO\\l$ any pfthe aliens-even 
those without blastefS-a chance tp hit you back. Meleeing does not 
requlre energy trom the powerpack; 0'0;' does it use up charges. it is, 
however, even more tiring than running. I:f you are cJose enough to 
strike and wish to melee, tYpe M. If you try to melee on a turn in which 
you are not In range, Line 6 of the display will flash "TOO FAA TO HIT," 
and you will instead rest while the alien fires or charges ~t you. 
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Special Commands 
The five special commands in Rescue at Rigel vary from healing 

yourself (H) to recalling how many prisoners you have released (e). 
Most take a full turn, but you are also considered to be resttng (and 
r-egaining endurance) while using them. As always, none require~ the 
use of the RETURN or ENTER key. All the commands are summanzed 
if! Table '3 and described more, fully in th.e fo(lowing paragraphs. 

The Medlklt (H). Among the handier' devices in your possession IS 
.the medikit, which allows you to heal (some of) your wounds. To he$ll 
yourself with the medikit, type H. This can be done anytime, even in 
the middle of combat, though you could not, of course, attack an 
allen in the same turn. The number of treatments in the medikit is 
quite limited; the higher the degree of difficulty chosen at the 
beginn.ing of :the game, tbe fewer uses availa.ble . .(The exact number 
will be displayed on the screen' ,at the beginning of the game.) If you 
have exhausted the supplies in the medikit, typing H will result only 
in the dep,ressing message "NONE LEF'l"" on the display. 

Freeing Prisoners (T). Prisoners .appear as small rectangles within 
certain rooms· of the complex.. (The more valuable prisoners look 
slightly different.) Only one prisoner c,an be tn a single room, and 
prison'ers may not always be located in the same rooms or in the 
same positions inside those rooms. To release a prisoner, you must 
first move near them Bnd then type T. If successful, this will acijvate 
the transporter beam that will tereport the oaptive up to the rescue 
Ship. (This is mu.ch like the transporter room on Oaptain Kirk's 
Enterprise}) If you are too far away for the beam to lock onto the 
prisoner's position, the message -"CANT LOCKON" wlll display, you 
must move 'closer and try again. Even if you are ciose enough, you 
won't .always be able to get a signal to the ship and back again. If youi' 
·attempt to activate the tran&porter beam fails,. you will be given the 
message "NO LUCK!" This may happen any number of times, but if 
you keep trying you will eventually succeed. Tile display will then 
flash "BEAMING UP!" and the· prisoner will twinkle and disappear. 
Note that every use of the T command-regardless of whether it is 
ultimately "successful" - uses -a unit of energy from the powerpack. 

The T command can also be used to transport yot.{ to 'the rescue 
ship. You can do this' from any room in the complex as long as no 
prisoners are present. (Prisoners are always given preference: that's 
one of the limitations of being a hero.) You can beam up even during 
combat-untess your shield is 'on. The shield's force field intederes 
with the transporter beam, and typing T with the shield on will get you 
nO better than a "CAN'T LOCKON" message. Switch the shield off 
(5). and try again. 
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.Determining "Depth (0), Because of the teleportals in particular, 
it is easy to get l.ost in ttie alien complex. The D command can help you 
get your bearings by telling you what floor oft.he Tollah moonbaseyou 
are on, You may try to find your position in this way from any room in 
the complex: just type D. Since this, like the T command, involves 
communicating with the rescue ship (a tricky operation at best),. you 
may not get a reading on your position, io which c~ t.he message 
"NO LUCK!" will be displayed. If you get through to the shiP. a 
message will tell you what floor you are on: e.g., "LEVEL 4" (the fourth 
floor down; Level 1 is at the top of the complex and Level 6 at the 
bottom). As with the T command, every attempt to determine depth
successful or not-uses up ooe' unit of energy. 

Counting Prisoners (C). If you lose track of how many captives you 
have successfully transported up to the rescue ship, the computer wirt 
remind you. Just type C. This takes no energy and does not constitute 
a turn. 

Negotiation (1). There is an alternative to the ageS-Old di~hotomy of 
"flight Qr fi'ght" - negotiat.ion. The? command inc]udes' everything 
from explaining to a sentry robot that you're not really covered by 
his programming, or convincing a cerbanth you're just a human 
prisoner getting some harmless e.xercise! to threatening to blow the 
mandibles off a. lowly Common Tollah. Negotiation is not. of course, 
unjformly successful. Cowing a Common Tollah (which is used to 
being told what to do )is more effective than brandishing a weapon 
suggestively at the nearly mindless plasmoid. which is likely to regard 
a powergun a~ an appetiZer and you as the main course. You can 
type ?anytime there Is an alien in the room with you ; It takes no energy, 
and you may -try as often as you wish. However, on any turn that your 
tlttempts to negotiate fail, the alien you"re dealing with will simply 
continue advanCing, firing, biting, clawi.ng, stinging', or ingesting, as 
the case may be. (No separate message will be displayed. but you 
should have no trouble ge"ing the idea.) If your efforts at negotiattng 
are successful, the alien will stop moving and tell you to <'PASS. 
FRIENDI" in peace, You may then move freely, but if you stoop so low 
as to attack the alien "under a truce flag" (so to speak), t,he creature 
Is- apt to get angry enough to disregard your previous arguments 
(and justifiably so, you dishonorable' cad!). 
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ENERGY 
Except for the blaster and medikit, which have· their own (Iiroited) 

supplies. and the AMBLE system, which is not really a piece of 
"-equipment." all of your equipment is powered by the ~:mergy stored in 
your powerpack. Using related commands subtracts from that energy 
supply. The T (transporter beam) and D (de-pth) commands draiA 
one energy unit fro'm the powerpack each time they are used. The 
S (shield) command does not directly take energy, but the shield 
itself uses up ooe unit of energy every turn i1is on. Somewhat 
similarly, the PCset power), command takes no energy, bu\ firing the 
powergun (F) subtracts as many uni\S, of energy as its-setting 
indIcates; with the powergunset on 5, it uses 5 units when 'fired: on 
8it uses up 8 energy units. . 

The computer keeps track of and dIsplays next to ENERGY the 
amount of energy left in the· powerpac~. Unlike WOUNDS and 
FATIGUE, however. this figure is not a percentage; it is the absolute 
number of energy units remalning. For example, it the display read,S 

ENERGY: 25 

you have only 25 units of energy left, and your powerpack is nearly 
depleted. 

You cannot use 1T.0re energy than you have available, and when your 
powerpack is empty (ENERGY: 0). you can no longer use the T, 0" 5, 
and F commands. Furthermore. unlike the WOUNDS and FATIGUE 
r:sUngs, tflere is no way to recharge \fle pawerpack (to increase the 
number next to ENE~GY) , However. even with a depleted powerpack, 
you can ,still move, AMBLE.. melee" fire your blaster., or heal yourself, 
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and white you can release no more prisoners" you can escape the 
moon base if you get to your rendezvous point while the display read.s 
TIME: 60 (see Entering and Exiting the Ali9n Complex, abov.e). As a 
rule of thumb, remember that no fatlgui.ng activities (running, dodging. 
rneleeing. AMBLEing l) take energy from the powerpack. and nothing 
which does drain energy is tiring. (Some things, of .eourse-healing, 
counting released prisoners, etc.-do not decrease either FATIGUE 
or ENERGY.) 

FATIGUE 
GeUI"" Tired 

Your FATIGUE rating simpt:y expresses how much phYSical energy 
you have at any given time. The computer display shows how much 
endur~nce you have left Ther~fore. if the display reads 

FATIGUE: 1.~ 

you arie fresh and untired. 
Exceptional .exertion results in a lowering ot your FATIGUE. rat

il1g: you get tired. While their exact effects vary. running, dodging, 
meleeing, and using the AMBLE system are all fatiguing activitie.s. 
Walking at a medium pace or using most of the Combat or Special 
Commands is generally not tiring and may, in fact. allow you to "catch 
your breath" (see Recovering from Fatigue (Resfing). below). 

The amount of effort required by any activity is also affected by the 
w.ounds you have taken. Th~ more wounded you are. the mpre fati
,gu,ing it is to move or melee. 
, If you run out of endurance (if the computer ~isplays a negative 
percentag~ next to FATIGUE). you collapse from e)thaustion. You may 
s.tiIlfire your weapons (th.ough at a reduction in accuracy), heal your 
wounds, or attempt other nonfatiguing activities, but you will be unable 
to move or melee until you recover (that is, until a pOS'itive FATIGUE 
percentage Is displayed). 

Recovering from Fatigue (Resting,) 
While you can never .get your FATIGUE rating above 1()()% (you 

can't improve on being fully rested and untired). you can recover from 
fatigue in a variety of ways. The fastest way is by stopping altogether, 
but this may be dangerous, and in any cue spending a long t.ime in 
one room is both all inefficent and a dull way to pursue your quest. 
Firing a weapon, using one of the Special Commancla, or even walking 
slowly allows you fo rest and raise your FATIGUE rating. Remember. 
however. that yau cannot rest while on AMBLE; you must switch off 
'the AMBLE system before you can recover from fatigue. 
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WOUNDS 
Wtrenever you are attacked by an alien creature, there is a ohanoe

even if your force shield i's on - that you will be w'Q,unded. This may be 
as slight as the sting of the thornet (Which may· not be so slight if your 
shield is off) or as severe as the frenzied slashing of the cerbanth. Ttre 
comp.uter keeps track of and displays how much damage you have 
taken on a percentage basis. The number: displayed next to WOUNDS 
is always the percentage that you have left. For example, if the display 
reads 

WOUNDS; 90% 

you are still relatively healthy, because only 10% of you has been. 
wounded. 

You may heal yourself at any time by using the medi,kit (the H 
command), though if your wounds are severe a single treatment may 
not be enough to heal them completely. You may, of course, continue 
using the H command to heal yourself further until nothing remains 
in the medlkit. 

While being wounded causes you to tire more easily (Le., your FA
TIGUE rating goes down faster), you can continue to function more
or-less, normally until your WOU'NbS rating reaches 0%. At that point; 
obviou:Sly, you are dead, and your quest i.s over. 

THEALIENB 
The primary inhabitants of tbe base are. 01 course, the Tollah. Al

though they walk erect and have lost the middle limbs of tt)ej r distant 
ancestors, their faceted eyes, mandibular jaws, chitinous exoskele
tons, ~nd long, dependent abdomens are clearly insectoid. With 
crested skulls, four-fln~red hands, ctawed, almost birdlike feet, angu
lar limbs, expressionleSs faces, and lavender coloring, their features 
are singularly unappeallng to human tastes. While 'they are,physlcally 
similar (almost identical, to human eyes, except for the more sham
bling walk af the lower caste and the, more erect posture oHhe upper 
caste), centuries of careful breedfng bave produced differences in 
attitude and outlook in the two variQties of what is stili one species. 
HIGH TOLLAH are smug, superior, authoritarian, intolerant, narrow
minded, unimaginative, and 'set in their ways. COMMON TOLLAH are 
subservient, insecure, influenceable, unquestioning, obe:dient. narrow
minded, unimagfnatIVe, and set in their ways. High Tollah are vjsua.lly 
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distinguished by their headgear and the fact tnat they are armed witl1 
modern blasters·. (For their own safety, of course, Common Tollah are 
n~t permitted to bear arms-a rationale which serves conveniently 
to malnta.ln their continuing sut>servience.) 

There are twO. sorts of armed robots patrolling the complex: hulking, 
two-meter figures of steel and e.lectroni.o circuitry' resembling giant 
'R2D;2's m~re than larger 'C3PO's, although their large, faceted eyes 

I and four-frn.gered hands proclaim their nonhuman origin. A SENTRY 
ROBOT carries one particularly powerful bla,ster (not quite l he equal 
of your own Thundel'bolt Mark II), while a SENTRY ROBOT2 js armed 
,with t,wo lesser weapons similar to those carried by the High Tollall. 

I I There are three other alien creatures a human intruder might en
.... counter. The ,most common - and the most qangerous -is the CER
~BANTH, a. ~lx-Iegged ,beast seemingly composed of no~hing bUf 

.muscle" chlten, and razor-Sharp mandibles, claws, and reflexes. Cer
BantOs are highly regarded as "garms" (pets and watchdogs, in Sudden 
Smith's ver!"'acular) by the High TolI~h~and rightly so. Despfte only 
moderate Size, even a force shield 'cannot entirely blunt theft ferocious 
Itttac.ks, an.d an unshielded human would be torn to pieces in seconds 
11. he allowed one to get in range. 

The ' f:ast~m~vingf elusive T~ORNET, ~ large, wasp wfth a triangular 
f:ltad j eight wings! and a partIcularly nasty stinger, is more a nuisance 
than anything else-as long as a force shield separates it from human 
fJesh, anyway. 

. The Tol.lah employ 8 unique" organic solution to the problem of 
,Qf waste dlsposjil: the PLASMOID" a large grayamoebic·slug with just 
barely enough Intelligence to avoid Tollah and an appetitie and the 
~pacity to eat anyone-or anything-else . . Its normal habitat is the 
~!sdispoS81 , but it is periodically let 100se,10 "vacuum"thecomplex 
Illnd may be encountered anywhere. While it is slow of movement its 
acidio pseudopods, which can dissolve even tempered steel. make it 
tIOmethi ng best kept at a distance. . 

' ; 
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THEALIEN 
CDMPLEX 

The Tollah moonbase is a six-floor complex. comprising 'U)proxi
mately sixty rooms in all, aitu.ated just beneath th.e surfa~ of an aster
oid. Although the tOp Iev.el comprises little mQre t~an a 51."01e c~ambe,r 
o1fering, direct access to the aurface. and the base s full dlmen810ns are 
not evident. until ·the thjrd level down. the floors-and many of the 
individual rooms-resemble each other greatly. Even humans build to 
such patte,ms, and Tollsh are even more r~lrnented b,y nafure and 
decree. This feature makes it all too ~y to get lost or confused and 
quite difficult to tell which rooms have been searched. 
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While the importance and the scientific nature of the Installation 
require the presence of an Unusual number of High Tollah. the usual 
Tollah class distinctions are clearly evident In the layout and traffic 
patterns of the underground structure. The two gravshafts (the liftshaft 
and the dropshaft) are used for transporting food. equipment, and 
Common Tollah from floor to floor. The High Tollah make use of a 
series of teleportals that interconnect the levels and. in fact. both sides· 
of each level- thus avoiding the ' unp.leasant necessity of walkirig 
through the quarters of the Common ToHah. 

All of the doors in the base (represented on the screen as openings) 
81'S. for safety reasons, sealed off by opaque, air-tight force fields that 
.are, nonetheless, normally penetrable by material objects like Tollah 
and humans. (Hence there is no need to "open" a. door to go from. one 
rQom to another.) A sophfsticate(1 one-way "lock," however, Which 
gfvesa polarized tangibility to the ('door," .can be used to contain 
pftsoners, although it is automatically deactivated by the entranoe of 
someone from the outside. 

The atmosphere, in the complex is hot and humid. The floors are 
constantly wet with a special solution that' provides the necessary •• .. moisture into the air and inhibits the corrosive habits of the plasmoid 

• (see THE AUENS). The combination of warm al.r and damp floors 
produces both a dank smell and, often, a slight mist low In the rooms. 

The rooms of the complex are divided functionally into twelve types, 
ranging from small corridors to forty-by-forty-foot halls. These are 
described in more detail below. 
Anteroom - Loosely speaking, this is the High Tollatl equivalent of a 
Ilvlng room or personal lounge, a buffer between the intense privacy 
·01 the sanctum and the public nature of the work areas; it is the place· 
p.n~ High Tollah would meet with another for social purposes. Most 
are simply decorated and sparsely furnished. The nUl1)ber aod com-
fbrt of the chairs varies in direct proportion to the sociabili'ty of the 
Tollah whose sanotum connects to the anteroom. Personal belong-

l ings are reserved for the sanctum, with the obvious exception of 
... 'gJlmes. Many High Tollah have ~ome attached to Terran chess, and 
'. trie Tollah equivalent is officially encouraged. The popularity of com
( pUter games may confirm the notion of .certain classical write.rs that 
(:. there is, indeed, some good 1n the worst of beings. Due· to the large 
:- number of High Tollah in the installation, anterooms are not uncom
... mono They are about twenty ~y twenty (feet) . ... 

Common.-Lacking the prlv.ilege at privacy of High Tallah, the Com-
mon Tollah sleep, interact socially, and even 6at in the company of 
their fellows in large multi-purpose rooms containing sixteen' bunks, 
'four four-being dining tables, sixteen stools., four easy chairs. sanitary 
facilities. and approved recreational devices. There are several of these 

• large rooms, all forty by forty and all identical. Normally, of course, 
High Tollah would be present in a cQmmons only to make ao inspec

. tiO" or investigate 8 disturbance. 
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Corrtdor- Each corridor is nothing but a narrow connecting pas
sageway, featureless except for two, three! or four dpors. 

Disposal-This twenly-by-twenly-foot room is connected to all the 
others in the complex, 'by ~ series O'f waste chutes and small pneumatic 
tubes. Although particularly complex, dense, or metallic material can 
be shunted directly to the base's power converters, most waste is ab
sorbed by the sale Inhabitant of the room, aplasmoid. The plasmold's 
own waste products are removed by special filters in theiloor and used 
as soli nutrient (oat, as is sometimes rumored, to feed Common 
ToJlah). -

Dropa .. ft-This is, in effect, the firemen's pole without the pole-an 
elevator shaft withou~ the elevator, The gravity of the asteroid is so 
slight (and Tollah control of it so complete) that beings -stepping 
within the dropshaft "fall" at a sedate rate until they reach the floor 
they wisH., where a multitude of projecting grips allow them to swing 
easily out of the shaft and into an adjacent room. The ten-foQt-squar~, 
six-floor shaft CQnnects all th-e levels of' the .compjex and Is the mam 
mode of inter-level travel for Common Tollah. 

Lab- There are several laboratories of varying size and purpose in 
the iJloonbase, al~hough all are deyoted to some as.pect ot the bio
chemical and Iblopsychologieal s.ciences. Equipment ranges from 
test tubes: to what look like medieval torture devices, sinks_ to fire pits, 
treadmills to hypnoprobes (one of which is pictured on -the cover), 
along With a multitude of cages, test cells, video screens, monitoring 
equ_ipment,an~ soon. These are likely pIsces to find High or Common 
Tollah-and some of the· prisoners. 

Llftthatt-This is simply the C0nverse of the di'opsMft. By means of 
controlled (and reversed) gravity, anyone stepping into the liftshaft 
flo;lts .slowly upward unti.1 reaching the desired floor. Aside from the 
direction of travel, the only differemee between this and the dropshaft 
is that the liftshaft is shorter and se{Ves pnly the bott.om four levels. 

Main Chamber-This is Qne o.f the largest (twenty-five by forty feet) 
and certainly tne busiest room on each of the ma.in levels, In addition 
to offering access to a variety of laboratories, corridors, and other 
chambers, these crowded rooms are devoted to computers, data 
storage, monitoring and d.etection equipment, communications, ex
ternal base defenses, and the preparation and maintenance of the 
copious records required by Tollah policy-makers. High Tollah pop out 
of the air and Common Tollah scurry around corners. witli alarming 
frequency. You E;Ollld run into anyth;ng in 8 main chamber; it's never 
empty. 

R.-ectory-While meals for the High and Common Tollah-and the 
former's pet cerbanths - differ significantly, the food for alliS prepared 
in this single kilchen. From here it is sent to the Various commons and 
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sanotums for consumptIon. The twenty-five-b,y-thirty room is full of 
heating. cooling, freezing, and thawing equipment. storage cabinets, 
counters, sinks, and so on - just like a human kitchen, Only the smells 
are different. 

SIInctum-Each sanctum is the personal ohamber-combinlng the 
. functions of bedroom, dining room, bathroom, a:nd more-a' a single 
High Tollah. Furnishings vary greatly according to the personality of 
tha resident, though the geometrIc art fo_und on walls elsewhere in the 
base is here often far mpre intricate-, and complex lighting is typical. 
Chairs and bed, while far' 'more comfortable than those found in the 
commons, are still severe and angular by human standards. The 
sculpture seems distorted and thecators too harshly bright to human 
eyes; the purpose Of many of the room's objects is unguessaDI~, 
Normally. the only beings found in a sanctum would be ihe resident 
High Tollah, its pet cerbanth , a personal servant or slave, or an alien 
c.uriosity. (Human prisoners· might faU j·nto either of the latter two 
~tegories. ) Each sanctum is structurally· Identical and just slightly 
larger than the anteroom which provides the orily access to it. 

Storeroom-Th.e storeroom off the refectory contains foodstuffs, of 
cour$~, canned, dried, frozen, or preserved, but mostly alien. Otner 
storerooms, typically a bit less than twenty feet square, contain lab 
sapplies and eqUipment,. and other depletable supplies. A reasonably 

, empty one might be u~ed to hous-e alien specimens. 

I vatlbule-These busy twenty-by-thirty.:foot hallways connect the 

f gravshaft~ with the other rooms in the complex. Some act as annexes 
tb the main cnambers; all serv.e as temporary storage for mat~rial and 

" equipment going up and down between levels,. and all, perhaps ·as a 
" natural consequence. tend to aCQ/,iire ro.ws or layers of miscellaneous 
" j.unk" "temporarily" set in place for the durat.ion of the Tollah occupa
.. tian. While anything from E1 sentry robot to a stray thornet may be 

"0, 
: .. " 

toOnd in a vestibule, It Is not an uncommon place' for Common Tollah 
to loLter and for those from different commons to meet and mingle In 
th, hallowed job of work avoidance. The upper vestibule, however, 
being of more limited acces~, is usually deserted. 
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DUNJONQUEST SERIES . 
The DUNJONQUEST series of fantasy adventure games allows 

you a .chance to step outside a world grown too prosaic for magic and 

monsters, doomed cities and damsels in,distress . .. and ente( i'nstead 

a. -universe in which only quick wits, t~e, strength of your sword arm, 

and a strangely caNed talisman around your neck may be the only 

things separatlng you from a pharoah's treasure-or the mandibles. 

of a giant mantis. Join a world colored by myth and I~end, pop,ulaled 

by brawny heroes, skilled swordsmen, skulking thieves, cunning 

wizards, hardy Amazons; and comely wenches, and fiJled with cursed 

treasures, spell-forged blades. flYIng carpets, rings of power. 

loathsome beasts, dark towers. and cities that stood in the Thousand 

Nights and, 8 Night if not The Outline of History. 

A full dunjon adventure like The Temple o. Apshal offers as much 

variety and flexibility as can be packed into a microcomputer 'format. 

Four levels of well over 200 rooms and passages aHow days-even 

weeks-of solid playing time .. You can play for five minutes-or five 

hours-at a time without exploting more than a small portion Df the 

dungeon or making more than a dent in the possibilities provided by 

the dozens of monsters, traps. ~nd treasures. 
Additionally. a .separate progfam (the lNNKEEPER) allows you to 

brjng b.ack a favorite character (even one from another game) or have 

the compufer uroll you up" a new one. Then you can ha.ggle with a 

tight-fisted innkeeper for as much In the way of arms and equipment 

as the coins In your purse and your bargaining skill allow; 

Once Inside the dungeon. the DUNJONMASTER program brings 

you a wealth 01 new and 1antastlc e)(periences: listen at. doors or 

break them down;'tend your wounds or hack your foes; follow secret 

tunnels or get caught In a cave-in; .. rch for treasu're, or drop your 

valuables and run for your life; be eaten by a monster or brought back 

from the dead by a frlen.dly priesl Trap doors 'and po1~ned darts, 

lumbering monsters and swift flying thlngs~ enchanted armor and 

amulets of wondrous power: there all there In DUNJONQUEST 

Epic Adventuresl 
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