Streaming the Past:
HAMURABI, the oldest video
game set in the past

A companion document for the
live-stream at 28-2-2020
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Depending on when you read this, the footage of
this stream may be found in one (or several) of
these places:

https://twitch.tv/valuefnd
https://youtube.com/valuefnd
www.interactivepasts.com



https://twitch.tv/valuefnd
https://youtube.com/valuefnd
http://www.interactivepasts.com/

‘A great deal could be learned about the
human thought process if one could
simulate it on a computer”

~ David H. Ahl



MDA: A Formal Approach to Game Design and Game Research

Robin Hunicke, Marc LeBlanc, Robert Zubek

hunicke@cs.northwestern.edu, marc_leblanc@alum.mit.edu, rob@cs.northwestern.edu
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The MDA framework formalizes the consumption of
games by breaking them into their distinct components:

Rules — System — “Fun”

..and establishing their design counterparts:

Mechanics — Dynamics =% Aesthetics

Mechanics describes the particular components of the
game, at the level of data representation and algorithms.

Dynamics describes the run-time behavior of the
mechanics acting on player imnputs and each others’
outpufs over time.

Aesthetics describes the desirable emotional responses
evoked in the player, when she interacts with the game
system.

Find the paper on ResearchGate here


https://www.researchgate.net/publication/228884866_MDA_A_Formal_Approach_to_Game_Design_and_Game_Research

Retrogame Archaeology

John Aycock

John Aycock

Retrogame |t
Archeology

Exploring Old Computer Games

@ Springer

Follow these links for John's presentations at:
The Interactive Pasts Conference
The Interactive Pasts Conference 2



https://www.youtube.com/watch?v=cEcoVxcnFTQ&list=PLKbRwyeu6RQt5rTh-xpt-IBGNMuKXiX5Q&index=16
https://www.youtube.com/watch?v=aztBstJUGso&list=PLKbRwyeu6RQupbZVHKFPGmI8jQB_Jzd6j&index=28

Game History:
The Sumerian Game
to Hamurabi

« Research on this has been done by:

» Tobias Winnerling
W @t_winnerling
« hitps://gespielt.nypotheses.org/17%96
* Devin Monnens

, @deserthat

« Found many of the original game materials and
brought them to the Strong Museum of Play

« Kate Willaert
W @katewillaert
« patreon.com/acriticalhit

« The Sumerian Game: The most important game you
never heard of

qmﬂ Arbeitskreis

Geschichtswissenschaft

gespiEIt und Digitale Spiele



https://gespielt.hypotheses.org/1796
http://archives.museumofplay.org/repositories/3/resources/93
https://www.patreon.com/acriticalhit
https://www.acriticalhit.com/sumerian-game-most-important-video-game-youve-never-heard/
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Timeline by the Oriental Institute Museum
Find it here



https://oi.uchicago.edu/timeline
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THE PRODUCTION AND EVALUATION OF THREE COMFUTER-BASED
ECONOMICS GAMES FOR THE SIXTH GRADE. FINAL REPORT.

BY- WING, RICHARD L, AND OTHERS

WESTCHESTER COUNTY BOARD OF COOF. EDUC. SERVICES

REPORT WUMBER C(RP-2841 FUB DATE JUN €7

THE FURFOSE OF THE EXFERIMENT WAS TO FRODUCE AND
EVALUATE 3 COMFUTER-BASED ECONOMICS GAMES AS A METHOD OF
INDIVIDUALIZING INSTRUCTION FOR GRADE 6 STUDENTS. 26
EXFERIMENTAL SUBJECTS FLAYED 2 ECONCMICS GAMES, WAILE A
CONTROL GROUF RECEIVED CONVENTIONAL INSTRUCTION OW SIMILAR

. MATERIAL. IN THE SUMERIAN GAME, STUDENTS SEATED AT THE
TYFEWRITER TERMINALS FRETENDED TO BE FRIEST-RULERS IN ANCIENT
SUMER. IN THE SIERRA LEONE GAME, THE STUDENT FLAYED AN A.I1.D.
OFFICER. THE THIRD GAME, FREE ENTERFRISE, HAS StEN COMFLETED
BUT NOT TESTED. F.ESULTS OBTAINED BY OBSERVATION, INTERVIEW,
FRE= AND FOSTTESTING OF STUDENTS SHOWED THAT (1) GRADE €
STUDENTS ARE TECHNICALLY ABLE TO PLAY COMFUTER-BASED
ECONOMICS GAMES, (2) THE GAMES WERE AT LEAST AS EFFECTIVE AS
CONVENTIONAL INSTRUCTION, (3) THE CONTROL GROUF RETAINED AN
UNDERSTANDING OF ECONOMIC FRINCIFLES LONGER THAN THE
EXFERIMENTALS, (4) THE AVERAGE EXFERIMENTAL TIME WAS ABOUT
HALF THE CONTROL LEARNING TIME, (5) STUDENTS WITH HIGHER
INTELLIGENCE AND READING ABILITY GAINED MORE FROM THE GAMES,
(6) STUDENTS SFENDING THE LEAST TIME AT THE COMFUTER MADE THE
GREATEST GAINS, (7) STUDENT INTEREST WAS HIGH. THE SUMERIAN
AND SIERRA LEONE GAMES MAY BE FLAYED-WHERE A 1401 COMPUTER
WITH OFERATING TERMINALS IS LOCATED. OTHER FINDINGS ARE ALSO
MENTIONED. AFFENDED IS AN EXTENSIVE BIBLIOGRAFHY ON
COMPUTER-AIDED INSTRUCTION. (MS)

The codfng language for the first two games was Fortran
Assembly Program (FAP) with a few additional control cards for
file loading purposes. The Sumerian Game used about 15,000 lines
of| instructions and approximately 37,000 memory places in the TSH

computer system.

Intro to the 1968 report by Richard Wing.
The report can be found at archive.org



https://archive.org/details/ERIC_ED014227

Total population nuwy | 500 |
Total farm land under cultivation, acres 600 .. : . e .

TJotal rrain in inventory, hushels 900
one season 21d ; 300

tws seasons old - _ . 0

three seasons old . 0

<:)Tatat srain just harveste:d, hushels 13000
Total resources, harvest + Inventory 15900

You must nod decide how to use your resources,

How many bushels of rrain do you wish to FEEB ynurlneaﬁia?

ﬁggGM1ny bushels of rrain Ia you #ant PLAHTEU for the rext crup?

gg?g means that 10000 bushels wust e placed in storase. Is this all
richt? Jo you wish to l=let your decisions stand or 2-revise them?

iuw Mnany hushr1s of rrain do you wish to rEFu your people?

ﬁiﬁunany hushels of riain do you waut PLAlTnD Fnr the next crop?

?g?: means that 15JE bushels aust be placedl in storace., Is this all..

right? Uo you wish to 1-let your decisions stand or 2=ravise them?
%qw many bushels of zrain o you wish to FEEU your people?

”ﬁiguhany bushels of grain 1o you vant PLANTED For the naxt crop?
3&?3 Aeans that 401 “ushels aust he placod in storaze. Is this all
richt? 75 yau wish to 1-let vour lecisians stand or E-revisn thon?

insu!ting Inventory 1301 |

The steward i1l axecute the royal cowunds anl return In u tonths,

Sir, your nconle lon't have 2nou-h fond to rat and thore are 1301
bustals in storame. 3Shall ve not clistribute Tt to thea? ‘low fwuech?

500
3ir, . an sorry to report that 140 bhushels of ~rain have rottel or
hean caten Ly rats this nast season,



b = mhes e —— B TR R T e . B s T e

S ran 10T
CSuilxr is running,
: Slide 1, hit CR,

Hello! Sefore we hezin, will you please tyne your naae, first ne
first, then your last nane, 2nd then press the ileturn zey. :
scott mclauzhlin o '
o IHﬁH, SCOUTT, you are realy to operate the Sumzrian Ecoronic ’

iodel . . . .

-
5 Imagine that you have just “een made Ruler of Lagash, o City-3tote
3 of Squr,.un the year 3500 4, €, Tuice yearly your soval Steward,
: ; Uryaaa, will repart to vou the econoaic condition of the &inrmdon.
\ GuiJed by these reooris, vou will decide the use 9Ff vour =~rain and
i other resources, trying to Reep your ponuletion stadle snd well fed,
$ setwean repoits, your court fclvisor will come to you with news of vour
L kingdaa, . '
o - . .
L The atvwgrl will uase the tvpawriter to repart and ask for your
E + decisinng, unen the "2rocead" lisht zodes an, type your snswer in
. - * - - W 0
fieurns and press "deturn, (1§ wvou azlke o nistake, pless "Cancei®
-+ insteadl and try 2fain),  Gaod luckl
N
;o . ' .
;
Initial Econuaic wopart made to the ‘lew wuler of Lagash by dis iluahle
Steuar iz o
i “"'"-'-\-.-4-;-'-,---:-—.- TR S R S R ot T T L AR S b 4 4w e b amenom . - - i = =

. tudura, any hiz chanes in population will affect your
3 . - -
ﬁ§:$ggﬁrﬁgcause most of your reople are farmars,

= ; 4 our god, Hingirsa., He
Ludu~a, | fear that the ~eople Have anreres rod, H
alone Eﬂu1d have sent that fire across the fields to .estroy half of
your crops, This s 2 very serious lass, | trust that you can cover

it From vour lnventary, :

de=sag's fanily becane 11 with a fever while cutting reeds in the
marsh lands, | am sorry to report chat ke and four groun sons have
Aied,- Farturately the lissase <id not spread, Sut any loss »f farmers
is not to be taken lightly.




Newspaper photo from August 26, 1984 of

Mabel Addis at the Somers museum
Image found by Willaert and retrieved from her website

Project initiated by Bruse Moncreiff (IBM)
Programmed by William McKay (IBM)



Let P = the population
AP = the change in population over one sesson

the number of busheis of grain set aside as food for one season
X = food per person in one season
then X=F/P

and the ratio A%/P is given in the graph below:

AP
P
. AP
(18,.03) P
(9,0) " (27,00 .
0 (15,0} (21,0) \ |
. . ) {3:!5,-.03}__;“
(0,-1)

Example: If P = 600 and F = 10,200

then X = 17; AP/P = .02 o

1

cand AP = 12

The next population figure would then be 612,

FIGURE 3. GRAPH RELATING POPULATION CHANGE TO FOOD CONSUMPTION



START

Compute random number,R

no !'5

—1Is R<,2 7

Generate no disaster<]

yes
Exit to next procedure

Compute another random number,R

b oo,

Is R < T .

s Reduce harvest 10 5':'_

o

v
PER s H-::E-

* Reduce harvest 20% <~ 16

no

]

- ? !
Is R < L-—r-----—:}lleducn harvest E-D%

L4

15,
6 -

=i

Reduce harvest 40%

+Compute another random number,R <}

Print "Locusts" disaster yes \! 13
nessage L I; R < 53 ?
J;m
. ' ves . "
Ish < f 5 Print "God's wrath dlsastl‘:r
message
no

Print "Flood" disaster message

.
T

Exit te next procedure

FIGURE 4. FATURAL DISASTER GEXCRATION PROCEDURE .




The idea of constructing a computer model of the
ancient Sumerian civilization which could be used for
teaching basic economics drew its inspiration from many
sources: Rousseau's Emile; Dewey's emphasis on the
problematic situation ; a paper entitled "“Teaching through
Participation in Micro-simulations of Social Organiza-
tions” by Richard L. Meier delivered at the AAAS
meeting in 1961 ; the first chapter of Harrison Brown's
The Challenge of the Future, in which he discusses the
origin of civilization in the Near East river valleys;
a luncheon conversation with sociologist James Coleman
of The Johns Hopkins University; and finally a PTA
meeting at which the fourth-grade social studies curricy-
lum was discussed.

The immediate reason for the choice of the Sumeri.
ans was to protest against the growing tendency in school
curricula to ignore the pre-Greek civilizations, in spite
of the growing weight of scholarly evidence as to the
important role which this pre-history and early history
should play in our understanding of the processes by
-which our society has come to be what it is, Childe and
others have {dentified the development of settled farming
—the domestication of food plants and animals—as a
necessary forerunner of urban, civilized, social organiza-
tion. This transformation first occurred in lasting form,
in the river valleys of Mesopotamia, Egypt and India, It
is ironic that as scholarship was discovering the import-
ance of understanding this technological, economic and
social rvevolution, school authorities were dropping the
topic from the social studies curriculum.

Bruse Moncreiff, writing in Programed Instruction in 1965
Paper was shared with us by Tobias Winnerling



As usual, the objectives of the project were de-
veloped as we went along, Two concerns arose in con-

L I * T A A

get, The major problem facing the investigators was to
refrain from importing market structures and price
mechanisms into the mode! of the Sumerian economy. It
seems likely that prices or rates of exchange were set by
the holders of religious and political power, and main-
tained by custom. This has been described as a prescrip-
tive economy, rather than a market economy,

The second content problem was that of portraying
the processes of economic and social development, and to
avoid the easier but unsatisfactory antiquarian approach,
It takes more than a set of maps, king-names, customs
and potsherds to build a socio-economic model of a civili-
zation, It would, of course, be a falsification not to
present the model to the student in terms of Sumerian
artifacts, but material about the artifacts just is not
enough, There must also be a model which includes the
function relationships between the major economic and

social vartables,

Bruse Moncreiff, writing in Programed Instruction in 1965
Paper was shared with us by Tobias Winnerling
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Image by Tobias Winnerling

Image from a promotional piece in 1968
retrieved from Winnerling's arficle



Images from a
promotional
piece in 1968
retrieved from
Willaert’s arficle




Although philosophers of education agree that reform is
needed In the direction of individualizing Instruction, the present
educational system is constrained by factors which have produced
instead relatively rigid, sterile, and insensltive procedures.
Simulation iz one method of organizing learning environments to
provide for individuvalization in a broad semse. Wew technologies
have been invented and, to a limited degree, explored for educa-
tional uses.

The purpose of the experiment here veported was to produce
and evaluate computer-based econcmics games as a method ol in-
dividualizing Instruction for sixth-grade pupils.

lmElicntluns.--

Although no one can look accurately into the future, it is possible to
speculate about some of the changes in staff roles which may occur as a con=
sequence of the introduction of the electronic technologies, Basically we
don't expect that there will be any reduction in the total numbers of persoms
employed by the educational establishment, but it is undoubtedly true that. the
roles of teachers and other educational persommel will be changed. Perhaps
some of the directions will be these: :

a. There will be a need for persons able to crcate imstructiomal programs.
b, There will be a nced for technicianms.

¢. There will be a need for teachers to master the skills of diagnosis
in order to make proper use of the opportunities for individualizatiom
presented by the machires. -

d. There will be opportunity for teachers to spend more of their personal
time with students because some routine instructional activities can
be performed by the media systems.

4, Would you like to have the cburuter for x “HacHIEIaTIF dajeworlh
long? half a day? not at all?

& = all day
9 = half day
1 = not at all

5. Were you excited [or scared) the first day that you were
to run on the computer?

5 = excited
Z = scared

2 = both
L - neither

These future of education in the 60ies sounds a lot
like the future of education today...



Z. Is thare anything about the courses that you specifically
did not like? If so, what

4 - no

10 « yes(2 - machine errors = ("Priut out"; "wachine didn't under-)
( {stand (spelling) mistakes like )
¢ {teacher" }

(5 = too long, boring=3 refer specifically to sumer

{2 - sumer too repetitious

(1 = "sumer forces riszht answar Lo discussion = couldn't
do otheraisa" ,

16. Whick ganz did you like the best? Why?
fe=lilkad Surer hest=5 of the 5 that 1iked Zumar baszt also Indicatad ab wve
that thay were tired or borved by Sumer=("Sumer more interesting Le-

cavse it had zaleen place™: kingly thing to do";"master = My om ins
populatien.  knew botter as 1HDEFHEHt ﬂnq was more to Eﬂ, Eaﬁ to dﬁlﬁb

harduc”y Miled spocial monsazes")
Geliked 5.5, hazt g EE EEEEH?DEf about country in EL than Sumer,liked deing

P e Yikad nﬁth 1nzs

18, If you played another computer gane, what subject would
you likz it to be on? (science, math, BEnglish, reading,
history, etec.)

5 = Science

2 = English :
5 - Histery {("Italy long ago™; "Hiddle Ages")
2 = no preference

These brilliant kids were 11-12 in 1966!
They are 65+ now!



In June 1966 BOCES vecelved a grant under Tikle ITI of the

Elementary and Secondary Education Ack ko becons 2 center for
.demonstration of computer assisted Instrectlon, a closed-circuit
" television systen for training teachers, end & dial selectlon
system, Duoring the first year of the graut approximately one
thousend poople have visited the center to sce dmmonstrations of
the computer-basad econo-ics games and the uses of other complex
media. '

Doug Dyment was a Software Support Manager at
DEC (Digital Equipment Corporation) in Canada in the
'60s. After giving a talk at a university in Alberta, a
grad student described to him a program called The
Sumerian Game.

“I thought that this would make a good
demonstration program,” Dyment told me. “The
game as | wrote it was titled King Of Sumeria.”

Excerpt from the arficle by Kate Willaert



https://www.acriticalhit.com/sumerian-game-most-important-video-game-youve-never-heard/

£S THIS 15U} Y | : -
PUTER IN T I : e

L

70989
| €

o —
H O e
e—————

ll orGiTarn maurrMmNT CoRNPORATION L

PDP-8 System by Digital Equipment Corporation
With a memory for about 4k words (6kb)

Find out more about the Programmable Data
Processer herel

DECUS No. FOCAL-5

The Sumer Game

Doug Dyment, Digital Equipmentof Canada, Ltd., Carleton
Place, Canada

This is a simulation program/game which will run on a min-
imal PDP-8 system. The economy of @ Sumerian city in the
year 3000 B.C. is simulated in the fashion of a modern-day

"business game."

Listing in the DECUS Catalog
(we found this via a post by Monnens)


http://www.pdp8online.com/
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C-FOCAL, 1969

21.19

7210
A2 15
0220
A2« 25
B2+ 27
0239
#2435
D2« 40
7250
D260
P270
B2+ 83

B3.10
B3+ 20
7?3370
A3« 40
7350
A3 69

2370
03+ 83

B3¢93

D410
P46 11
D423
Phe30
BlheltD
D445
BlheS5D
Pl 63
Dl 65
BaeTD
o}

4483
BlLe90

#5410
05+20
75 30
35+ 40

P66« 10

B7+10
B7 20
@730
07 « 40
0750

A8« 10
*

n

NPULUOUOU~DAY DSOS 090

O~=0O0OU=DpDW0PA

b e B B ) | nunon -} O

wn

P=953S S=28003S H=30003S E=2003S Y=33S A=102083S I=53S5 Q=1

D=0

4 5 4 |

63T "1 BEG TO REPORT THAT LAST YEAR"D,* DIED OF STARVATION,
t1,'" PEOPLE CAME TO THE CITYs '"3S P=P+I31 (-Q)2.3
P=FITR(P/2);T "HALF THE PEOPLE DIED FROM A CITY PLAGUE,"™!
"“AND THE POPULATION IS NOW"P, !'!"THE CITY NOW OWNS

A>'" ACRES OF LAND«*"!!31 (H-1)2.53T "WE HARVESTED

3¢23T "THE HARVEST WAS"H,' BUSHELS."!E

'"* BUSHELS OF GRAIN WERE DESTROYED BY RATS AND YOU NOW HAVE
1S, BUSHELS IN STORE«"!!1"DO YOU WISH TO CONTINUE?

" (ANSWER YES OR NO)JX"™Q5!31 (Q=0ONO)Y2e857¢4
(Q=-OYES)2e753e152¢7

65D 83S Y=C+173T ""THIS YEAR LAND MAY BE TRADED FOR

Y>" BUSHELS PER ACRE3 “3S C=1}

!""HOW MANY ACRES DO YOU WISH TO BUY?"!Q3I (Q)7¢253.8
(Y*%Q=S)3e953e¢63D 463G 3.3

4¢53G 33

3¢93G 4.8

A=A+Q3S S=S~-Y*Q3S C=0

! "TO SELL?"™!Q3I €(Q)7¢253¢93S Q==-Q31 CA+Q)3.5

A=A+Q3S S=S-Y*Q3S C=0

!""HOW MANY BUSHELS OF GRAIN DO YOU WISH TO DISTRIBUTE

" AS FOOD?"!Q31I (Q)7e¢231 (Q-S)4e254e73D 4e63G 401

$=5-Q3S C=1 :

1"HOW MANY ACRES OF LAND DO YOU WISH TO PLANT WITH SEED?"!D,!
(D)72351 (A=-D)4¢4551 (FITRC(D/2)=S=1)4¢653D 4¢63G 443
4¢53G 443

73T As'"™ ACRES.'"!

73T S»*™ BUSHELS IN STORE."!

(D=13%P=1)5e¢13D 73T P,'" PECOPLE«"!3;G 4.3

f4e2

63T "YOU NOW HAVE NO GRAIN LEFT IN STORE, SO YOU HAVE
I"NONE LEFT TO USE AS SEED THIS YEAR.'"!3S D=0
S=S-FITR(D/2)3D 83S Y=C3S H=DxY

83S E=331 (FITR(C/2)-C/2)533S E=S/C

S=S=-E+H3;D 83S I=FITR(C*(20%A+S)/P/1030+1)3S C=FITR(QA/20)
Q=FITR(12*FABS(FRAN()))3I (P-C)2+13S D=P-C3S P=C3G 2.15

! 1"HAMURABI ¢**!?

(C)7.23S C=C-15D 63T "PLEASE THINK AGAIN. YOU HAVE ONLY"3R
!"HAMURABI HAS GONE ON STRIKE! YOU WILL HAVE TO STOP
1"*AND FIND YOURSELF ANOTHER STEWARD!'™!!

1"GOODBYE!"!!3QUIT
?2A S P?23GOTO 3.1

C=FITR(5*%FABS(FRAN()*2))-4

Part of the code of Haomurabi in FOCAL

(big whoops, in our info collecting frenzy, Angus forgot where he
found this: apologies and let us know who we should reference and
we will fix this! )
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HAMURABL - A FOCAT, STMUTATION PROGRAM

A fascinsting FOUAL program that simulates the decision making
required in the marsgement of a small city was written by Doug Dyment
of DEC in Ontario, Canzds. Bob Becker (1970) has modified this
program so that it will run on the Lexingteon computer system. Mr.
Dyment has written the following rules of play:

Imagine that you are living in the city of Sumer in the year
3000 B.C. You are the king and each year you must decide how much
of the city's store of graln will be given to the people as food,
how much will be used for seed, and how much will be kept in storage.

At the beginning of each year your steward, Hamurabi, makes a
report and asks for your decisions. The following information will
assist you in Pformulsting those decisicns.

Each perscn needs 20 bushels of grain per year as food. If
insufficient food is distributed, some people die of starvation.

Half 2 bushel of grain is needed to plant one acre of land, and one
person car plent and hsyvest 10 acres. The average harvest is 3 bushels
ber gere; but better or poorver harvests are common. 1

Land msy be bougnt or sold. The price varies from year to year,
but averages one sgere for 20 bushels of grain.

Varying factors include the immigration of new people to the city
{vhich is influenced by the city's prosperity), the fact that rats oce
casionally eat a portion of the grain left in storage, and the cccasionsi
epldemic of plagus.

TR

To use this program on the Lexington gystem, you should:
1. Gair the attention of monitor
2. Type IUPLTX 2
3. Ty»e RUN 400 BAMURA 2
L. After # is typed, you type GO 2 end the program will begin.®
5. Type 7 or space after each response you give vhile using
the progream.
6. When you have finished, don't forget to type 1§ BS j to
return to moniter =¢ you can LOGOUT,

* If you desire to start the program with m special set of starbing
conditions, type GO 7.5 . The program will request starting

velues for the number of scres of land (A), the amount of grain in
“storege (S), and the city's populstion (P). The program will then
proceed in the normal fashion. Using this technique will ensble you

to continue a simulstion that was previously interrupted for some reason.

If you have a spave fifteen minutes, try this program. Then
challenge your history teacher to manage Sumer better than you. This
simulation might well be of interest to your histo: teacher, so plegse
demonstrate the program for him or her. Mention that = bistory class
demonstration can be easily arranged by contacting lir. Koetke in the
computer rocm.

Please let us know if you successfully manage Sumer well enough
to maintain the population at 130 or bigher for at leasst three years.

Instruction for kids who want to play HAMURABI

(big whoops, in our info collecting frenzy, Angus forgot where he
found this: apologies and let us know who we should reference and
we will fix this! )






MRABI GOVERN ANCIENT SUMERIA
Description

Daescription

In this game you direct the administrator of Sumeria, Hamurabi,
how to manage the city. The city initially has 1,000 acres, 100
people and 3,000 bushels of grain in storage.

You may buy and sell land with your neighboring city-states for
bushels of grain--the price will vary between 17 and 26 bushels
per acre. You also must use grain to feed your people and as
geed to plant the next year's crop.

You will guickly find that a certain number of people can only
tend a certain amount of land and that people starve if they

are not fed enough. You also have the unexpected to contend
with such as a plague, rats destroying stored grain, and variable
harvests.

You will also find that managing just the few resources in this
game is not a trivial job over a pericd of say ten years. The
crisis of population density rears its head wery rapidly.

Source

This is translated from the original FOCAL program which has
been floating around DIGITAL for nine or more years.

Digital Egquipment Corp.
Maynard, MA 01754

HMRABI in 101 BASIC Computer Games (1975)
Find it on archive.org



https://archive.org/details/bitsavers_decBooks10Mar75_26006648/mode/2up

It is felt that these are destrable qualities in a game
to be used for simulating an environment for educational
purposes, ‘The educational ‘objectives cluster around two
main themes: (1) an understanding of the processes at
work in a developing civilization; and (2} the ability to
make decisions regarding multifactored situations taking
account of several conflicting values or goals.

Moncreiff 1965

DECUS No. FOCAL-5

The Sumer Game
Listing in the DECUS
Doug Dyment, Digital Equipmentof Canada, Ltd., Carleton Catalog

Place, Canada (we found this via a

post by Monnens)

This is a simulation program/game which will run on a min-
imal PDP-8 system. The economy of @ Sumerian city in the
year 3000 B.C. is simulated in the fashion of a modern-day

"business game."
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101 Great Games to Play on Your Home Computer.
By yourself or with others. Each complete with
programming and sample run. Edited by David H. Ahl |
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The 1978 edition, which went on 1o sell more than a
million copies (as the first computer book ever)

This book is archived at AtariArchives.org



https://www.atariarchives.org/basicgames/

A “Microcomputer”:
The Commodoreé4
Also the best sold computer model ever!

We've programmed Hamurabo
and are playing it on this very cool
== emulator by Retrogames Ltd.



https://retrogames.biz/thec64

