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COMMANDS

Altogether there are 16 commands available to 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 followed
by a carriage return; type only the appropriate key. As a visual aid,
the computer will 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
disappears before entering another command. This will prevent
confusion and the possible loss of a command due to trying to enter
too many commands too quickly.
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Table 1. Movement Commands

What You Enter Meaning

#1to 9 Move forward 1 to 9 feet

SHIFT key and 1 to 9 Dodge and move forward 1to 9 feet
R Turn right

L Turn left

Vv Turn around (volte-face)

Table 2. Combat Commands

What You Enter Meaning

B Fire blaster

F Fire powergun

P Set powergun level. Followed by

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

Force shield on/off
AMBLE system on/off
Melee (hand-to-hand combat)

S>>0

Table 3. Special Commands

What You Enter Meaning

H Heal your wounds with your
medikit

T Activate transporter beam

D Determine depth of present
position

Cc Count the number of captives
released

? Negotiate with alien creature
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Movement

There are five commands that allow you to move from one spot to
another (see Table 1). During a turn you may move up to nine feet.
Moving forward always takes one full turn, regardless of-how far you
move (exception: see the AMBLE system, 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 not take any time, you
may combine it with your forward movement for one turn.

To move out of the space you are in, you must move forward.
Therefore, for example, to take two steps backward, you must first
turn around, and then move two feet forward. On the next turn you may
turn around again.

Note that, to move, you must enter a whole number from 1t0 9. You
cannot use fractions or decimals. Do not enter a “+” in front of the
number, and do not type 09. Type only the number itself: 9.

You can dodge and move any distance by holding the shift key down
(as if you were going to type a capital letter) and typing a number from
1 to 9. Dodging reduces your chances of being hit by enemy blaster
fire, but it is tiring (see FATIGUE). You cannot dodge and fire in the
same turn. _

Moving at high speed (running) is fatiguing in itself, although you
will rarely have to run very far to escape an alien, since none will
follow you out of a room. However, it will be waiting if you go back,
and of course there is always the possibility that another alien will
happen to be in the room you're going into. On the other hand, you are
fighting the clock as well as the Tollah, and you can do more exploring
—and free more prisoners—if you move faster.

Combat Commands

In a single turn, you may choose from three types of attacks —with
blaster (B), with powergun (F), or hand-to-hand (M)—and three
auxiliary Combat Commands —setting the powergun (P) or switching
the force shield (S) or AMBLE system (A) on or off. None of the
attacks requires you to be facing the alien you are fighting, although
you must at least be in the same room. As always, none of the six
commands should be followed by a carriage return (i.e., do not push
the ENTER or RETURN key).

Firing the Blaster (B). To fire the blaster at an alien, simply type B.
Preliminary loading or aiming is not required. If you hit the alien, it will
be visibly affected, and the message KA-BOOM!! will be printed on
the screen. Otherwise, MISSED! will be displayed. If it strikes, a single
blaster bolt will destroy a Tollah, though a sentry robot might take as
many as three blasts before it ceased functioning. The blaster is not
powered by the powerpack and can be used even if you run out of
energy. Despite its advantages, however, it has two distinct limitations:
it has a limited number of charges, and the noise of its explosions may
well attract the attention of nearby aliens.
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Using the Powergun (F and P). Firing the powergun is exactly like
firing the blaster, except that, instead of B, you type F, and a hit will be
signaled by the message ZAP! The two weapons, however, are entirely
different. The comparatively quiet powergun draws its charge from the
powerpack and is useless when your energy supply is depleted (see
ENERGY). Also unlike the blaster, the fifth beam is no more likely —
or unlikely—to finish off an alien than the first; the effects of the
powergun are not cumulative. You can adjust the strength of the beam
by typing P. When the message TO WHAT? appears, simply type the
number (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 setting on the powergun, the more likely you are to kill or
put out of commission the alien you're fighting, but higher settings
drain more energy from the powerpack. For example, firing a power-
gun (even if you miss!) set on 8 would subtract 8 from the energy
remaining in your powerpack.

The Shield (S). The shield is an invisible, protective force field that
substantially reduces the damage you would otherwise sustain from
enemy attacks. It works as well against the claws and teeth of a
cerbanth as it does against a sentry robot’s blaster bolts, but it renders
you neither invulnerable nor invincible. Also—and much to the
point—it drains one unit of energy every turn it is on. To switch the
shield on, type S. This requires a full turn, but the shield will then
remain on for subsequent turns until you switch it off. When the shield
is on, typing S will switch it off again.

The AMBLE System (A). AMBLE stands for “accelerated movement
through bio-electronic enhancement.” By speeding up your actions
and metabolism, this form of bionic augmentation allows you, in effect,
two turns for every one taken by an alien. You can thus move twice, fire
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 hard that it is impossible to rest (i.e., to regain endurance)
while the AMBLE system is activated. Except for the letter used,
switching the AMBLE system on or off 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.

Melee (M). As with weapon attacks, you do not have to be facing
an alien to fight it hand-to-hand (or -claw), but you must be close —
almost touching, in fact. Of course, this allows any of the aliens—even
those without blasters —a chance to hit you back. Meleeing does not
require energy from the powerpack; nor does it use up charges. it is,
however, even more tiring than running. If you are close 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 FAR TO HIT,”
and you will instead rest while the alien fires or charges at 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 (C).
Most take a full turn, but you are also considered to be resting (and
regaining endurance) while using them. As always, none requires the
use of the RETURN or ENTER key. All the commands are summarized
in Table 3 and described more fully in the following paragraphs.

The Medikit (H). Among the handier devices in your possession is
the medikit, which allows you to heal (some of) your wounds. To heal
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
alien in the same turn. The number of treatments in the medikit is
quite limited; the higher the degree of difficulty chosen at the
beginning of the game, the fewer uses available. (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 depressing message “NONE: LEFT” 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 can be in a single room, and
prisoners 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 and then type T. If successful, this will activate
the transporter beam that will teleport the captive up to the rescue
ship. (This is much like the transporter room on Captain Kirk's
Enterprise.) If you are too far away for the beam to lock onto the
prisoner’s position, the message “CAN'T LOCKON” will display; you
must move closer and try again. Even if you are close enough, you
won'’t always be able to get a signal to the ship and back again. If your
attempt to activate the transporter 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. The 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 you 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—unless your shield is on. The shield’s force field interferes
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
(S), and try again.
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Determining Depth (D). Because of the teleportals in particular,
it is easy to get lost in the alien complex. The D command can help you
get your bearings by telling you what floor of the Tollah moonbase you
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, in which case the 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 one 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 will
remind you. Just type C. This takes no energy and does not constitute
a turn.

Negotiation (?). There is an alternative to the ages-old dichotomy of
“flight or fight”—negotiation. The ? command includes 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 exercise, to threatening to blow the
mandibles off a lowly Common Tollah. Negotiation is not, of course,
uniformly 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 as 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
attempts to negotiate fail, the alien you're dealing with will simply
continue advancing, firing, biting, clawing, stinging, or ingesting, as
the case may be. (No separate message will be displayed, but you
should have no trouble getting the idea.) If your efforts at negotiating
are successful, the alien will stop moving and tell you to “PASS,
FRIEND!” 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), the 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 (limited)
supplies, and the AMBLE system, which is not really a piece of
“equipment,” all of your equipment is powered by the energy stored in
your powerpack. Using related commands subtracts from that energy
supply. The T (transporter beam) and D (depth) commands drain
one energy unit from the powerpack each time they are used. The
S (shield) command does not directly take energy, but the shield
itself uses up one unit of energy every turn it is on. Somewhat
similarly, the P (set power) command takes no energy, but firing the
powergun (F) subtracts as many units of energy as its setting
indicates; with the powergun set on 5, it uses 5 units when fired; on
8 it uses up 8 energy units.

The computer keeps track of and displays next to ENERGY the
amount of energy left in the powerpack. Unlike WOUNDS and
FATIGUE, however, this figure is not a percentage; it is the absolute
number of energy units remaining. For example, if the display reads

ENERGY: 25

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

You cannot use more energy than you have available, and when your
powerpack is empty (ENERGY: 0), you can no longer use the T, D, S,
and F commands. Furthermore, unlike the WOUNDS and FATIGUE
ratings, there is no way to recharge the powerpack (to increase the
number next to ENERGY). However, even with a depleted powerpack,
you can still move, AMBLE, melee, fire your blaster, or heal yourself,
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and while you can release no more prisoners, you can escape the
moonbase if you get to your rendezvous point while the display reads
TIME: 60 (see Entering and Exiting the Alien Complex, above). As a
rule of thumb, remember that no fatiguing activities (running, dodging,
meleeing, AMBLEIing) take energy from the powerpack, and nothing
which does drain energy is tiring. (Some things, of course— healing,
counting released prisoners, etc.—do not decrease either FATIGUE
or ENERGY.)

FATIGUE
Getting Tired

Your FATIGUE rating simply expresses how much physical energy
you have at any given time. The computer display shows how much
endurance you have left. Therefore, if the display reads

FATIGUE: 100%

you are fresh and untired.

Exceptional exertion results in a lowering of your FATIGUE rat-
ing: you get tired. While their exact effects vary, running, dodging,
meleeing, and using the AMBLE system are all fatiguing activities.
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 (Resting), below).

The amount of effort required by any activity is also affected by the
wounds you have taken. The more wounded you are, the more fati-
guing it is to move or melee.

If you run out of endurance (if the computer displays a negative
percentage next to FATIGUE), you collapse from exhaustion. You may
still fire your weapons (though 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 positive FATIGUE
percentage is displayed).

Recovering from Fatigue (Resting)

While you can never get your FATIGUE rating above 100% (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 case spending a long time in
one room is both an inefficent and a dull way to pursue your quest.
Firing a weapon, using one of the Special Commands, or even walking
slowly allows you to rest and raise your FATIGUE rating. Remember,
however, that you cannot rest while on AMBLE; you must switch off
the AMBLE system before you can recover from fatigue.
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WOUNDS

Whenever you are attacked by an alien creature, there is achance—
even if your force shield is on —that you will be wounded. 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. The
computer 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 medikit (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 medikit.

While being wounded causes you to tire more easily (i.e., your FA-
TIGUE rating goes down faster), you can continue to function more-
or-less normally until your WOUNDS rating reaches 0%. At that point,
obviously, you are dead, and your quest is over.

THE ALIENS

The primary inhabitants of the base are, of course, the Tollah. Al-
though they walk erect and have lost the middle limbs of their distant
ancestors, their faceted eyes, mandibular jaws, chitinous exoskele-
tons, and long, dependent abdomens are clearly insectoid. With
crested skulls, four-fingered hands, clawed, almost birdlike feet, angu-
lar limbs, expressionless faces, and lavender coloring, their features
are singularly unappealing to human tastes. While they are physically
similar (almost identical, to human eyes, except for the more sham-
bling walk of the lower caste and the more erect posture of the upper
caste), centuries of careful breeding have produced differences in
attitude and outlook in the two varieties of what is still one species.
HIGH TOLLAH are smug, superior, authoritarian, intolerant, narrow-
minded, unimaginative, and set in their ways. COMMON TOLLAH are
subservient, insecure, influenceable, unquestioning, obedient, narrow-
minded, unimaginative, and set in their ways. High Tollah are visually
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distinguished by their headgear and the fact that they are armed with
modern blasters. (For their own safety, of course, Common Tollah are
not permitted to bear arms—a rationale which serves conveniently
to maintain their continuing subservience.)

There are two sorts of armed robots patrolling the complex: hulking,
two-meter figures of steel and electronic circuitry resembling giant
R2D2's more than larger C3PQ’s, although their large, faceted eyes
and four-fingered hands proclaim their nonhuman origin. A SENTRY
ROBOT carries one particularly powerful blaster (not quite the equal
of your own Thunderbolt Mark I1), while a SENTRY ROBOT2 is armed
with two lesser weapons similar to those carried by the High Tollah.

There are three other alien creatures a human intruder might en-
counter. The most common—and the most dangerous—is the CER-
BANTH, a six-legged beast seemingly composed of nothing but
muscle, chitin, and razor-sharp mandibles, claws, and reflexes. Cer-
banths are highly regarded as “garms” (pets and watchdogs, in Sudden
Smith’s vernacular) by the High Tollah—and rightly so. Despite only
moderate size, even a force shield cannot entirely blunt their ferocious
attacks, and an unshielded human would be torn to pieces in seconds
if he allowed one to get in range.

The fast-moving, elusive THORNET, a large wasp with a triangular
head, eight wings, and a particularly nasty stinger, is more a nuisance
than anything else—as long as a force shield separates it from human
flesh, anyway.

The Tollah employ a unique, organic solution to the problem of
of waste disposal: the PLASMOID, a large gray amoebic slug with just
barely enough intelligence to avoid Tollah and an appetitie and the
capacity to eat anyone—or anything—else. Its normal habitat is the
base’s disposal, but it is periodically let loose to “vacuum” the complex
and may be encountered anywhere. While it is slow of movement, its
acidic pseudopods, which can dissolve even tempered steel, make it
something best kept at a distance.
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THE ALIEN

The Tollah moonbase is a six-floor complex, comprising approxi-
mately sixty rooms in all, situated just beneath the surface of an aster-
oid. Although the top level comprises little more than a single chamber
offering direct access to the surface, and the base’s full dimensions are
not evident until the third level down, the floors—and many of the
individual rooms—resemble each other greatly. Even humans build to
such patterns, and Tollah are even more regimented by nature and
decree. This feature makes it all too easy 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 unpleasant necessity of walking
through the quarters of the Common Tollah.

All of the doors in the base (represented on the screen as openings)
are, 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
room to another.) A sophisticated one-way “lock,” however, which
gives a polarized tangibility to the “door,” can be used to contain
prisoners, although it is automatically deactivated by the entrance 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 ALIENS). The combination of warm air 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 Tollah equivalent of a
living room or personal lounge, a buffer between the intense privacy
of the sanctum and the public nature of the work areas; it is the place
one High Tollah would meet with another for social purposes. Most
are simply decorated and sparsely furnished. The number and com-
fort of the chairs varies in direct proportion to the sociability of the
Tollah whose sanctum connects to the anteroom. Personal belong-
ings are reserved for the sanctum, with the obvious exception of
games. Many High Tollah have become attached to Terran chess, and
the Tollah equivalent is officially encouraged. The popularity of com-
puter games may confirm the notion of certain classical writers that
there is, indeed, some good in the worst of beings. Due to the large
number of High Tollah in the installation, anterooms are not uncom-
mon. They are about twenty by twenty (feet).

Commons— Lacking the privilege of privacy of High Tollah, the Com-
mon Tollah sleep, interact socially, and even eat 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 commons only to make an inspec-
tion or investigate a disturbance.
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Corridor—Each corridor is nothing but a narrow connecting pas-
sageway, featureless except for two, three, or four doors.

Disposal —This twenty-by-twenty-foot room is connected to all the
others in the complex by a series of 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 sole inhabitant of the room, a plasmoid. The plasmoid’s
own waste products are removed by special filters in the floor and used
as soil nutrient (not, as is sometimes rumored, to feed Common
Tollah).

Dropshaft—This is, in effect, the firemen’s pole without the pole—an
elevator shaft without 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-foot-square,
six-floor shaft connects all the levels of the complex and is the main
mode of inter-level travel for Common Tollah.

Lab—There are several laboratories of varying size and purpose in
the moonbase, although all are devoted to some aspect of the bio-
chemical and biopsychological sciences. 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
equipment, and so on. These are likely places to find High or Common
Tollah—and some of the prisoners.

Liftshaft—This is simply the converse of the dropshaft. By means of
controlled (and reversed) gravity, anyone stepping into the liftshaft
floats slowly upward until reaching the desired floor. Aside from the
direction of travel, the only difference between this and the dropshaft
is that the liftshaft is shorter and serves only the bottom four levels.

Main Chamber—This is one of the largest (twenty-five by forty feet)
and certainly the busiest room on each of the main 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 detection 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 with alarming
frequency. You could run into anything in a main chamber; it's never
empty.

Refectory —While meals for the High and Common Tollah—and the

former’s pet cerbanths —differ significantly, the food for all is prepared
in this single kitchen. From here it is sent to the various commons and
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sanctums for consumption. The twenty-five-by-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.

Sanctum —Each sanctum is the personal chamber—combining the
functions of bedroom, dining room, bathroom, and more —of a single
High Tollah. Furnishings vary greatly according to the personality of
the resident, though the geometric art found on walls elsewhere in the
base is here often far more 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 the colors too harshly bright to human
eyes; the purpose of many of the room’s objects is unguessable.
Normally, the only beings found in a sanctum would be the resident
High Tollah, its pet cerbanth, a personal servant or slave, or an alien
curiosity. (Human prisoners might fall into either of the latter two
categories.) Each sanctum is structurally identical and just slightly
larger than the anteroom which provides the only access to it.

Storeroom —The storeroom off the refectory contains foodstuffs, of
course, canned, dried, frozen, or preserved, but mostly alien. Other
storerooms, typically a bit less than twenty feet square, contain lab
supplies and equipment, and other depletable supplies. A reasonably
empty one might be used to house alien specimens.

Vestibule—These busy twenty-by-thirty-foot hallways connect the
gravshafts with the other rooms in the complex. Some act as annexes
to the main chambers; all serve as temporary storage for material and
equipment going up and down between levels, and all, perhaps as a
natural consequence, tend to acquire rows or layers of miscellaneous
junk, “temporarily” set in place for the duration of the Tollah occupa-
tion. While anything from a sentry robot to a stray thornet may be
found in a vestibule, it is not an uncommon place for Common Tollah
to loiter and for those from different commons to meet and mingle in
the hallowed job of work avoidance. The upper vestibule, however,
being of more limited access, is usually deserted.






