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1 Hello againThis is the third issue of CoreExplorer. Our goal is to promote the game oforewar among new players and those interested in either learning the basisor some snippets that would allow their warriors to sore better on 94b hilland possibly beome ompetitive enough to threaten the pro hills - 94nop,94draft, et. We begin with basi onepts, but, in time, there will also bemore advaned topis disussed in artiles in this newsletter. We are lookingforward to hearing your impressions and omments about what is presentedhere. Also, you are free to join us and write some artiles of your own. Inthe end, We'd like to apologize for the delay between issue no #2 and issueno #3, it was due to us having a lot of other obligations to deal with. Thatleft aside, we'll try posting artiles to re.games.orewar on regular bases.Regards, Core Explorer Sta�2 Imp basisAn imp. That is probably the �rst thing you have been fortunate to stumbleupon when opening a orewar tutorial. The simplest and shortest warrior,apart from the utterly useless jmp 0, 0. And yet, it is merely a representativeof a muh larger group. So, what are imps? Some of you ertainly alreadyknow the answer to that question. If so, you may hoose either to skip thenext few passages, or to refresh your memory, if you have any doubts aboutthe way imps, imp rings, imp spirals, silk-imps work. Of ourse, we will onlyprovide you with some basis at this point. However, we ould expand thetopi into the next ouple of issues, as well, if you display the desire to readmore about it.Let's start with some de�nitions �rst. We an de�ne a set of imp-instrutions.Those are the instrutions of one of the following forms:mov.i $0, $istepmov.i *0, istepmov.i #x, istepmov.i #istep, *0where 2



GCD(istep, CORESIZE) = 1and GCD denotes greatest ommon divisor.3 Down The Core And MoreNovember 15th 2006 was an ordinary day, just another boring day in the week�lled with work. That is, if you're not a orewar fan. The new tournamentbegan. It is hosted by some lazy guy who never gets anything done in time.Oh, wait. That's me.Eighteen people deided to take part and try their luk in this tournament,�ghting fearlessly and tirelessly for 16 weeks, bending time and opposing rea-son and ommon sense, only to be alled the winner of yet another pointlesstournament in a game most people never heard of. But that's beside thepoint. The hallenge was there. The rules for the �rst two rounds were de-signed to provide the players with the usual entertaining stu� inherent to thegame. However, the goal was primarily to let the players use these roundsas a slight warm-up for the rest of the tournament, espeially sine mostof them hadn't been submitting warriors to the hills for quite some time.Nevertheless, the points would be awarded here, as well, so some turbulenewas to be expeted along the way.Core Explorer will, of ourse, provide you with the full overage of thisevent. You will be able to see the rules and results of eah round, and alsosome of the ode that was posted by the partiipants. Interested? Keepreading!3.1 Round 1: "IMPrisonedIMPs" rulespspae: allowedoresize: 9240maxlength: 150mindist: 230maxpro: 10000yles: 100000read/write limits: nonerounds per mathup: 600tournament type: round robinwarriors per player: 1 3



If you take a loser look at the size of the ore, you will surely notie thereason for the name of this round to be as it is. Making imp-rings, imp-spirals, and silk-imps was muh more diÆult than in standard ore size,beause it was impossible to make 3,4,5,6,7,8,9,10,11 - point imps. Why?Well, beause these numbers all either divide the oresize or ontain a primefator that is a divisor of the oresize. Pspae was allowed, so that more��ntelligent�warriors are allowed to the stage. The expeted absene of impsfrom the majority of the warriors ould make a di�erene in planning of thestrategy to be utilized in the submitted warriors. Imps are tough opponents,and if you don't have to look out for them - that gives you more freedom inyour oding, allowing smaller and faster routines.

4


