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SPACE

MONOPOLY

Monopolise the Milky Way
— become a galactic megabillionaire!

Loading instructions
There are 3 copies of Trader on each side of the

. Once you have a successful load it is
advised that you csave the tape onto another tape
to ensure that you have a copy should the
original become damaged.
To load type:

Cload
The press enter. If you get an 1/0 error then try
the tape at different volume settings. If you still
have trouble loading then try the second or third
copies that are on the tape, vou can find these by
listening for a large gap on the tape. Should vou
still get loading problems then try to load the
copies on side 2.

Care of tapes

That large transformer, the magnetic paper clip,
the magnetic screwdriver and anything else that
can produce magnetic fields are potential
hazards to your tapes. Although they may sound
correct they can easily become distorted. Keep
them away. Buy a tape head cleaning kit and use
it regularly.

Program operation after loading type:

Run
Then press enter. Full instructions are given

below,
The object of Color Space Monopoly is to amass
the greatest amount of money. This is
accomplished by establishing vast interstellar
shipping lanes, and purchasing stock in the
companies that control those trade routes.
During the course of the game, stock appreciates
in value as the shipping companies become
larger. Also, smaller companies can he merged
into larger ones, and stock in the smaller firm is
converted Ll;:u stock in the larger one as
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Each tum, the computer will present the player
with five prospective spaces to occupyona 9x 12
matrix. These spaces will blink very slowly and
one will have a small diamond in it. You may
move the diamond to whichever blinking spot
you wish by pushing the space bar. Hitting the
“M" key will choose that space for your outpost.
There are four possible moves a player can make:
a) He can establish an unattached outpost — if he
selects a space that is not adjacent to a star (large
red circle), another unattached outpost, or an
existing shipping lane, this space will be
designated with a white diamond. He will then
proceed with stock transactions, as listed below.
b) He can add to an existing lane — if he selects a
space that is adjacent to one, and only one,
existing shipping lane, the space he selects will
he added to that shipping lane and will be
designated with the first letter of the company
that owns that lane. If there are any stars or
unattached outposts also adjacent to the selected
space, they too will be incorporated into the
existing lane. Each new square adjacent to a star
adds $500 per share, and each new outpost adds
3100 per share to the market value of the stock
of that company.
¢) He may establish a new shipping lane — if
there are five or fewer existing shipping lanes
established, the player may, given the proper
space to play, establish a new shipping lane. He
may do this by occupying a space adjacent to a
star or another unattached outpost, but not
adjacent to an existing shipping lane. If he
tahlished a new shipping lane, he is
automatically issued 5 shares in the new
company as a reward. He may then proceed to
huy stock in any active company, including the
one just formed, as described below. The market
value of the new stock is established by the

number of stars and occupied spaces as described
in b) above.

d) He may merge two existing companies —if a
player selects a space adjacent to two existing
shipping lanes, a merger occurs. The larger
company takes over the smaller company (if both
companies are the same size prior to the merger,
then the survivor is determined by alphabetical
order of the two company names — the earlier
survives). The stock of the surviving company is
increased in value according to the number of
spaces and stars added to its lane. Each player's
stock in the defunct company is exchanged for
shares in the survivor on a ratio of 2 for 1. Also,
cach player is paid a cash bonus proportional to
the percentage of outstanding stock he held in
the defunct company. NOTE: After a company
hecomes defunct through the merger process, it
can reappear elsewhere on the board when, and
if, a new company is established.

Next the computer adds stock dividends to the
player's cash on hand (5% of the market value of
the stock in his possession), and offers him the
opportunity to purchase stock in any of the
active companies on the board. Stock may not be
sold, but the market value of each player’s stock
is taken into account at the end of the game to
determine the winner. If the market value of a
given stock exceeds $3,000 at any time during
the game, that stock splits 2 for 1. The price is
cut in hali; and the number of shares owned by
each plaver is doubled.

The computer randomly determines whose move
it is and presents the information in the pattern
of dots at the upper right hand side of the
graphic display. There is one dot to the extreme
night of the display for each player in the game.
The dot beside row one is for player one, row two
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is player two, etc. One of the rows will have two

dolts in it. That signifies whose turn it is,

Comwall. This is sold subject to the condition

that it is copied only for the purchaser’s sole use
and not used in any renting library or club

any time during the course of his turn by typing
system.

NOTE: The player may look at his portfolio at
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