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Xotes on Domination - the qame of Strateqy developed by A. Treaker for FOQL -

DONINATION was devised by dntony Trenker and abetted by Chas Dillom. It iz published by PIOL
and should be taken 1z spall doses by QL users. o

DONINATION is ¢ strateqy game for two to four players, any or all of whom can be hugass.

The object of the game, to DONINATE the World, Is accomplished By one of the-players overcoping all others either
by occupying their territories or engineering their ecomomic or poprlation collapse or copbindtion of both,

-4 skilful blend of economic and pilitary sirategy - and plain nastiness - is all thal 15 required.
First - HFotes on Operatisn | |
1§ loading
Load DOXINATION with t&e EJ’EC_F copnand ¢.g. exec_ w adv!_domination (ENTER)
At this stage we pust invoke a POJL ;mom:enent; |
FIRNI¥G - THIS GANE IS ADDICTIVE - if taken too seriously it may damage your health!
C 20 mitial ptions S
“Your first opticas after loading aré to press I for Instructions, I to foad a prew."ml'fsfy saved game, or. by entering
2 aumber frop 2 to 4 to nominate the number of players. You will then be required to enter P or ¢ for Person or
Computer togetb.er ¥ith the nape of each player. .
The omination Screen 15 now displiyed together with the Status of the first player.

If during the course of the game nothing seems to happen, press ENTLR.

3.0 Playing Domination

Fach Player represents a Country which to begin with occupres one quarter, one third or one half of the World
depending on the nupber of players. '

The World is represented by four equal quadrants each of which produces diferrent items of goods,

Player nupber 1 15 1n occupation of the Top left {bire) territory and produces ¥heat {product number 1/

Plaver nupber 2 15 In occupation of the Top Right fred} territory and produces Houses'(product nupber 2};

P}a.}'e.‘r nupber 3 is in occupation of the Bottom Left (pink} territory and produces VYehicies {product number 37
Player nopber 4 15 11 occupation of the Botton Right (green) territory and produces (‘amodifi;; {product pupber 4).
Svery Country produces weapons | pra&ucr aupber 3.

Fach Player begins with the sape Population equall: pread between Industry. the Army and Flood defences. He has

the sape imitial mumber of goods, all priced (for port] at the same price as the other players. Fach player has
par, 1.e. 508, values for Transpert, Popularity aua Welfare. Fach player starts off with equal funding.



4.0 dction
. At each turn the player has the opportunity fo fake certazin decisons or to take no action
4.1 Buyiag boods

The player pay buy goods from another Country (both identified By the pumbers in Paragraph 3). Only ope lvpe of
product may be bought at any one time and frow ome selier oniy. If weapons are required the poteniisl selier hes
the right to refuse. The player is then entified to consider anolher purchase.

dny player may go into deficit - and face the consequences’

 If no purchase 15 lo be nade press .
4 2 Re-pricing Goods

The pidyer nay re-price any one of the five it

o

RIRNING - THIS GIME IS ADDICTIVE - 1f taken, too seriously it mey damage your health’
4.7 Fighting

The player pay attack @ neighbouring square, to the right, lefl. np. down or dieganonaily. Nove the Target with the
arrov keys and press EXTER when ready. The sound of expiosion signifies the skirmisk has faken place

The respit of the aggression is displayed on screen.
If suecessful the agaressor will occupy that goods producing square unless and wati! successfully attacked by
another player. IF the player does not wish to Fight this turn priss E5C.

ML Ta b aTurer et e g d Sa R bR e emad o e e el . . cod gy the cupasge s e _'\bg,‘y

to be less than 508, -
4.4 Pepylation Novepents '

The last action to be considered at each turn is moving population between the thrze categories. Nembers are vsed
to identify each category, Industry = 1, Arpy = 2 snd Flood = 3. If no movement 1s required press g '

The greater the Industrial population, the greater the punber of goods from the occupied territories can be
produced. The larger the army the grealer the chances of success n any dgaressive action taken; the greater tie
chances of resisting attack from a neighbour. The greater the Flood Defences, the more likely 15 that Player to
emerge frop Flood disaster unscathed. The chances of flooding depond on the reletive size of the FLOOD populstion
compare. «ith the olher ivo pepuiallen categories. ' '

5.0 Copputerised Suepary

The Progran now considers the effect of your season and may introdvce @ nupber of random wflueptial events, sope
of thew beneticial. The liklihood of adverse or deneficial events is determinmed by all your Stalus fealures.

Population way increase or decrease; more goods tham usuzl may be produced; jocal or uptversa! disasters may occur.
11 will atfect you.

VIRNING - THIS GANE IS ADDICTIVE - if taken feo seriousiy it may damige your health!
6.0 ln Between Turns

After everybody bas read the player's status press C to continve the game. If only Computers are playing eachq other
there is po need to press (. The gape contimues aulomatically.

ens of goods »p or ok tr oA mexsewm of 10 If no re-pricing 15 required press J.



