e

SELDON'S GAME

Asimov fans will no doubt have
already guessed that Seldon’s Game
takes its theme from that author's
Foundation trilogy, a series of books
that plots the downfall of the Galactic
Empire and the subsequent dark age
of interstellar anarchy. The figure of
Hari Seldon was crucial to the trilogy
— the inventor of psychohistory, a
sort of super-duper sociology which
enabled him to mathematically
predict the future course of galactic
history and thus make plans to subtly
influence it in the hope of shortening
the ensuing dark age.

Seldon’s Game is therefore rather
an unusual one. You are not playing
against an opponent — instead you
find yourself matched against the
forces of history.

The listing I've provided for the
Spectrum is just the core of Seldon’s
Game. It enables a phase-by-phase
reconstruction of the changes of
power and influence in the galaxy.
Each star system has five variables
associated with it — power, strength,
growth, centralization and ruler.

The object of the game is to make

one star the ruler of all the other stars
in the galaxy. Which star rules which
is determined by the calculation of
the influence one star has over
another. The formula is a little
complex, but understanding it is vital
if you are going to change history!
The influence of star A over star B
equals the power of star A divided by
the distance factor. The distance
factor is the square of the distance
between the two stars plus the
Galactic Interaction Constant, q. All
this really means is that a star's
influence diminishes rapidly as
distance increases. The galactic
interaction constant is there to
provide a smoothing effect — a small
interaction constant will mean that
distance has a dramatic effect and
changes in ruler will be more
localized. A large interaction
constant means that distance is not as
crucial and more wide-sweeping
changes of power are possible.

The game, as it stands, has one vital
element missing — star type. A star's
type determines how its growth rate
and centralization factor change
phase by phase and it is by changing
a star’s type that you will be able to
influence the near-inevitable course
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of galactic history. In subsequent 5th
Columns, star types that you can add
to your Seldon’s Game will be listed.

To start with, I recommend a galaxy
of 25 stars with an interaction
constant of 10. One word of warning
before you experiment — doubling

processing time to quadruple!
Suggestions as to how Seldon’s
Game should develop will be very
welcome. The game is designed to
grow and I hope that a lot of that
growth will be stimulated by 5th
Column readers. Enjoy your psycho-

the number of stars will cause the history!
1 REM unuanusntusunny
2 REM R N e e
2 :E: Seldon s Gasme ig;e LET (9=0.8 (FT hg=:i.5
QE" _________ I SL e
S REM nusungsnus 1 : R Rghe S
18 G0 T0 1000 oo 1085 BEN SeL_centratize Limits
S e o 0 e e B 1088 LET Lc=0: | e S
gé REM Generate random number 1280 REM ---?--t?_:::-'.?--
s2 R H within Limits LL and ht igg% BEM Set strength Limits
_______________________ REM caseais e s e
S4 LET ra=RND 1095 LET |e= T hesioe
S5 LET ramlis(hi=tl)srs 1100 REM ---2__LET hs=100
S8 RETURN 1101 REM Star Arraye
8¢ REM Srooemomeoee 3§ TR it A s
ear
8% ARl oenoos Sesoth ont® PIM c(ns): REM centratizati
LS 1120 DIM gins [} .
18‘ RETURN 1130 DIM p ng) dgg 35;:}“
B REM —eacaae oo 1140 DIM r (ne) r
181 REM Distance $quared 1150 DIM s (ne) s
}92 REM e S s s v 1169 DIM % (ns; R
110 LET Xd=x(81) -x (§2} 1170 DI yins) 9
120 LET Yd=y(sl)-yis2; 118@ DIM dins
130 LET de@=xd*xd+ydsyd factor
£¢B RETURN ARBY SREM et
220 REM snunumuunsmunssmusn 1201 REM Random >
201 REM SRPE REM Tl o T
202 REM PROCESS NEXT PHASE 1232 FOR n=1 To ns
Egg SEN smamumsmusmnunumey ?ﬁge LET L=lg: LET hi=hs: G0 su
Bas RLll ceccnmccccnncnnee o S LET gi(n) =r
205 Q | | b = ~ ﬁ M l a
207 REN Co.culate strength B8 - LLTLCI LET hishc: 6o su
Ség ‘Fg n=l TO ns= 1238 LET c(n;j =ra
232 NExT A =S (nisgn 32;3 LET li=ls: LET hishs: GO sU
300 REM —-emem 1245 LET sinj=ra
;gl EEH L,af_c.‘;l‘gy.g pPower 1250 LET r n)=n
< 2 REM e 1260 LET Li=! ET hli=h = 2
318 FOR n=1 TO ns B So - 'X: GO su
;ge l’_ET’YP{r.'ze 1265 LET x (n)=INT (ra)
= @ NEXT n 127¢ LET ti=ly LET hti=m - =
340 FOR n=1 TO ns B S0 ol iiaal KRR VA
'fSG LET Pin :p‘n:;;-n,-;l_: rin l€75 LET YIin)=INT iral
.-1‘ L 1;80 NEXT 1]
’;S$'LEV Pirinliapirtnii+s(n)sc 13?8 FOR n=1 TO ns
n) "~ = i3 FOR =1 TO ne
370 wExT_n 1320 LET X=1]'9_r%a‘
fgi gg: APFOINt new ruler 1330 LET y=y(nj-yin
THE NElM coccmmtm e me me oo 1340 (n A d
419 FOR n=1 TQ ns 1350 NExT n ! T EXturueq
430 L i=pirin)) d(n A 1360 NEXT n
449 FOR m=1 TO ns 1370 LET Ph=1
fgg LET j=pimi din,m: 5400 GC SUB =202
_"':= IF J>i THEN LET i=j LET { sggg REM —cemmm____
! . REM Dr sSultes
$30 NEXT W 2002 rEy o.ov Results
4§= RETURD Lg'® PAPER @: INK 4. BoRDER 0: C
1200 REM uuunsusn % 2229 FOR n=1 TO ns
1001 REM AN 2030 FAINT S o
‘265 REM Initisiize Game 203§ NEXT n X i :
iégi Dé% Han f §33§ Tos nal. TO ny
BEttzanus 8 Q40 LET =rin: S Bhats . ol i =
ig%? ggIsga 80 -84 $; 2050 EY n IF &= EN GO
"SELDON‘S GAaME" 2950 PLOT 34X (0138 124 n) xS
1912 PRINT UN‘S GAME 2060 DRAw 5. LA K ST L 5
1020 INPUT "How many stars » gia) SRR
+ i < - NEXT n
103Q INPUT “"What irs ¢ 2 210@ PRINT %0 'pPHas
194 i s he 3000 REM mummsman - D
1e¢? 25: ey il g Sggi REN
384x Ren Tl X:¥ limits 3003 pEn NU Same
ET (x=2Q: LET hy=am Z004 REM nnszussz
106@ LET (y=p LET hy=2o 2010 LET ph:ph¢1n
;eze R e S e 020 G0 SUE Zzoe
1071 pEM Set growth Limits S@30 GO TO 29¢0




