Story


It was widely hoped the end of thirty years of the Terran-Kilrathi war would bring a measure of peace to a galaxy in desperate need of stability. This has not been the case. In fact, the period since the lifting of martial law has seen the inception of no less than three hundred distinct political, terrorist and pirate factions. There are rumblings of war in the Landreich, the newly independent Union of Border Worlds struggles to survive, and Imperial loyalists wage a desperate, futile, but protracted campaign to restore the Kiranka line to the imperial throne. Closer to home, the Martina Nostra has its hands in nearly every law passed in the Great Assembly and the Confederation scales back its military even as it struggles to cope with a resurgance of pirate activity and tightened arms control. The Confederation is in chaos, and it is a good time to be a mercenary.





Factions


There are dozens of factions running around Confed space, and if you want to survive, you're going to have to know who's who. Please Confed and the Border Worlds pirates will want your hide. Similary, run a couple of missions smuggling Brilliance and you'll make an enemy for life in InSys. Faction alignment plays a critical role in the number of opportunites available - pirates, for example, have always been a lonely profession - so pick your friends carefully and your enemies even more so.





Confederation Navy, Sol Sector


ALLIES: Merchants, InSys


ENEMIES: Pirates, Martina Nostra, Kilrathi Raiders, Retros


PILOT: F/A-66 Thunderbolt


The Confederation Home Fleet is responsible for the defense and security of the entire Sol Sector.





InSys, Sol Sector


ALLIES: Confed Navy, Merchants 


ENEMIES: Pirates, Martina Nostra, Kilrathi Raiders, Retros


PILOT: P-64D Ferret


The Sol branch of InSys concerns itself primarily with pirate organizations and home-grown terrorist groups rather than external threats.





Confederation Navy, Enigma Sector


ALLIES: Merchants, InSys


ENEMIES: Pirates, Kilrathi Raiders, Landreich


PILOT: F/A-66 Thunderbolt


Confed has its hands full in Enigma, tasked not only with defending the frontiers from renegade Kilrathi raiders but handling increasingly explosive relations with the Landreich. 





InSys, Enigma Sector


ALLIES: Merchants, Confed Navy


ENEMIES: Martina Nostra, Kilrathi Raiders, Landreich, Pirates


PILOT: P-64D Ferret


InSys Enigma's beat encompasses not only a number of Kilrathi rogues but numerous terrorist and pirate factions.





Confederation Navy, Gemini Sector


ALLIES: Merchants, Militia


ENEMIES: Pirates, Martina Nostra, Kilrathi Raiders 


PILOT: A-18 Broadsword


Gemini Sector Confed Command holds dominion over a politcally insignificant but strategically important area of space.





Gemini Sector Militia


ALLIES: Confed Navy, Merchants 


ENEMIES: Pirates, Martina Nostra, Kilrathi Raiders


PILOT: F-46 Gladius


As the Gemini sector is beyond the authority of InSys, local citizen militias are tasked with keeping law and order, with various degrees of success. 





Border Worlds Militia


ALLIES: Confed Navy, InSys Security, Merchants


ENEMIES: Drakhai, Landreich, Martina Nostra, Kilrathi Raiders 


PILOT: Murphy Labs Vindicator


The Border Worlds Militia is the primary defense force of the fledgling Union of Border Worlds.





InSys, BW Sectors


ALLIES: Confed Navy, Merchants


ENEMIES: Drakhai, Kilrathi Raiders, Martina Nostra 


PILOT: P-64D Ferret


The Union of Border Worlds government employs InSys Security personel to supplement its beleagured local militia.   





Landreich


ALLIES: None


ENEMIES: Confed Navy, InSys


PILOT: Douglas Aerospace Scimitar


Although the Landreich has traditionally enjoyed close relations with the Union of Border Worlds, recent Confed pressure has compelled the Militia to take a hard-line attitude towards the notorious free state.





Kilrathi Raiders


ALLIES: None


ENEMIES: Merchants, Confed Navy, InSys, Gemini Citizen's Militia, Landreich, Border Worlds Militia, Drakhai, Martina Nostra


PILOT: KF-104 Dralthi VII, KF-105 Gothri, KF-91 Jalthi


The political shakeup in the former Kilrathi Empire has forced some Kilrathi to go renegade and seek asylum in the lawless frontier regions.





Drakhai


ALLIES:None


ENEMIES: Everyone


PILOT: KF-111 Kor-lahr


The Drakhai are the personal bodyguards of the former Imperial Kiranka clan, seeking to restore a figurehead Emperor to the throne. 





Lynch's Men


ALLIES: None


ENEMIES: Drakhai,  Martina Nostra, Retros


PILOT: Talon


Roman Lynch, founder of Lynch Enterprises and the most powerful businessman in the Confederation, employs a wide assortment of underlings to enforce his monopoly on Confederation industries.





Martina Nostra


ALLIES:None


ENEMIES: Confed Navy, InSys, Gemini Citizen's Militia, Border Worlds Militia, Kilrathi Raiders, Lynch


PILOT: Martina Nostra Razor


The Martina Nostra are a Mafia-like organization involved in a wide assortment of illegal activies.





Colonials


ALLIES: None


ENEMIES: None


PILOT: Talon, Scimitar, Centurion


Colonials are ex-Confed nationals who have rejected the authority of the Terran government and make their living in the Border Worlds regions.





Lynch Enterrpises


Cerberus Shipping


Tsunami/Azuma, Inc.


Izanami Corp.


Tetsuo Distribution, Ltd.


Gemini Export


Beto's Foodcorp UnLtd


TransComm


Sarn Consortium


Russo Disposal Systems


McCall Industries


Terraform Corp.


Universal Imports


TransSector Plus


Ultima Resorts


Abyss Minerals





Weapons


Weapons are the backbone of any combat pilot. Face it, without weapons you'd have no purpose out fighting. More importantly, you'd be dead. Pick your weapons carefully, and pay close attention to energy draw and refire rates, not just outright damage. A shiny pair of new Reming-Krug Tachyons won't do much good if your power plant can't support the extra draw.





Guns


Guns are pretty straightforward. Find a target, aim and shoot. Most modern pulse and beam weapons are equipped on "swivel mounts", meaning you have a limited arc of fire. Although tiny, this is far advanced from the old "fixed" gun emplacements, so make good use of them.





Laser Cannon


Damage	2.00 cm


Refire		3.33 shots/sec


Energy	4 gJ


Speed		5250 KPS


Range	1000 KM


Level		1


Price		1,000	


The laser is a lightweight weapon and a staple among carriers and transports. It drains less power than other mounted guns but delivers more shots wielding slightly less damage. Its range of 5000 meters surpasses that of most guns.





Mass Driver


Damage	2.60 cm


Refire		2.86 shots/sec


Energy	5 gJ


Speed		4125 KPS


Range	600 KM


Level		1


Price		1,500	


The mass driver has medium range, good accuracy and applies medium damage. Heat buildup and power drain are minimal, and the damage potential remains constant within the cannon’s range. Though other types of cannon have evolved, the mass driver remains a solid weapon in any situation.





Meson Blaster


Damage	3.20 cm


Refire		2.5 shots/sec


Energy	8 gJ


Speed		5000 KPS


Range	900 KM


Level		1


Price		2,500	


The meson blaster is a unique, powerful gun that utilizes subatomic particles with a short half-life. These particles, called mesons, are accelerated and flung toward a target. 





Neutron Gun


Damage	6.20 cm


Refire		1.54 shots/sec


Energy	16 gJ


Speed		3600 KPS


Range	6000 KM


Level		2


Price		5,000	


A relative of the mass driver, the neutron gun is found mostly on light fighters designed to attack at close range. Blasts from this gun apply piercing damage to armor and can obliterate another fighter at close range. 





Particle Cannon


Damage	4.30 cm


Refire		2 shots/sec


Energy	11 gJ


Speed		4000 KPS


Range	680 KM


Level		2


Price		10,000	


The particle cannon fires nuclear particles that inflict average damage on energy shields. This weapon has medium range and Speed.





Tachyon Cannon


Damage	4.00 cm


Refire		2.5 shots/sec


Energy	8 gJ


Speed		4687.5


Range	850 KM


Level		2


Price		20,000	


The newly developed tachyon cannon emits sub-atomic particles that are able to penetrate weakened shields and retain their damage potential.





Ionic Pulse Cannon


Damage	5.40 cm


Refire		1.66 shots/sec


Energy	15 gJ


Speed		3750 KPS


Range	680 KM


Level		3


Price		40,000	


This high-power cannon fires ionized electrical pulses that can down a light fighter with just a few shots. It inflicts high damage at medium range but renergizes more quickly than other guns.





Plasma Gun


Damage	7.20 cm


Refire		1.39 shots/sec


Energy	19 gJ


Speed		3525 KPS


Range	3196 KM


Level		3


Price		80,000	


The plasma gun was originally developed to attack heavy fighters and corvettes with light armor. It uses electrically charged hydrogen molecules that are in a state of near-fusion.





Fusion Cannon


Damage	10.00 cm


Refire		2 shots/sec


Energy	17 gJ


Speed		5062.5 KPS


Range	600 KM


Level		3


Price		100,000	





Stormfire Cannon


Damage	0.40 cm


Refire		400 shots/sec


Energy	0 gJ


Speed		2000 KM


Range	500 KM


Level		1


Price		1,000 gun, 1 ammo	





Flak Gun


Damage	1.00 cm


Refire		10 shots/sec


Energy	12 gJ


Speed		2500 KM


Range	2500 KM


Price		n/a	


Flak guns provide most of the side and rear gun protection for carriers. Computer-operated, they employ explosive energy bursts. Flak guns have medium range and high firing rates, and they diminish power more slowly than other guns.





Missiles


A missile differs from a gun primarily in that it requires ammunition. (The stormfire is a notable exception).  Modern missiles are a fire-and-forget affair; center your targeting reticle over the enemy and hit the fire button on your console (usually denoted by  a "Q" for unknown reasons). Mines are a bit different; use them to shake an enemy on your tail. They're usually programmed to fire to the "W" button.





Dumbfire


Damage	80.00 cm


Lifetime	6.25 sec


Refire		2.0 sec


Lock Time	n/a


Level		5


Price		10,000 launcher, 200 ammo


This missile is a point-and-shoot weapon that doesn’t require a missile lock - just aim at a target and launch it. With no homing capability, a dumb-fire is most dangerous against pilots who can anticipate your reactions. Pilots usually reserve DF missiles for use in close quarters or against slow-moving targets. In most cases, you can easily evade these missiles by outmaneuvering the missile.





Heat-Seeker (HS)


Damage	25.00 cm


Lifetime	12.5 sec


Refire		2.5 sec


Lock Time	2.0 sec


Level		10


Price		10,000 launcher, 350 ammo


The engines of fighters and capital ships generate a lot of heat, a fact that the heat-seeking missile uses to its advantage. The targeting system looks for the hottest, closest object, so you can try flying near an enemy ship. In some cases, the missile will adhere to a second heat source and quit tracking you.





Image-Recognition (IR)


Damage	40.00 cm


Lifetime	12.5 sec


Refire		2.0 sec


Lock Time	1.0 sec


Level		15


Price		10,000 launcher, 750 ammo


An image-recognition missile operates by “memorizing” a targeted ship. It’s difficult to evade once it gains a lock, and a chaff pod won’t distract it from a target. If you spot one coming at you, your best bet is to dart behind another enemy ship and hope that it inadvertently hits your opponent instead.





Friend-or-Foe (FF)


Damage	15.00 cm


Lifetime	12.5 sec


Refire		2.0 sec


Lock Time	n/a


Level		20


Price		10,000 launcher, 500 ammo


The friend-or-foe missile locks onto the nearest enemy ship. Capable of identifying the distinctive signal broadcast by enemy ships, it makes a beeline for the nearest ship that isn’t broadcasting. This weapon will target friendly ships whose communications systems are damaged. Even the firing ship is not safe!





Swarmers (SW)


Damage	1.50 cm


Lifetime	8.0 sec


Refire		0.125 sec


Lock Time	n/a


Level		30


Price		10,000 launcher, 80 ammo





Porcupine Mine (M)


Damage	10.00 cm


Lifetime	60.0 sec


Refire		1 sec


Lock Time	n/a


Level		0


Price		5,000 launcher, 10 ammo





Ships





F-71 Stiletto 


Confed Light Fighter


Speed		100


Hardpoints	Heavy Guns (2), Missile (1)


Hull		31.00 cm


Power Level	3


Cargo		26


Level		10


Price		83700


Sold		Military Bases, Gemini Sector


The Stiletto is the fastest ship in the Confederation fleet. With an afterburner velocity of 1400KPS and excellent maneuverability, it can evade even the swiftest fighters. The Stiletto's weakness lies in its extremely flimsy armor and relatively light weapons loadout. If you encounter an experienced pilot in a Stiletto, however, prepare for grueling combat as his high maneuverabiliy lets him get uncomfortably close.





F-86 Hellcat


Confed Medium Fighter


Speed		80


Hardpoints	Medium (4), Missile (2)


Hull Strength	36.00 cm


Power Level	5


Cargo		28


Level		30


Price		162,000


Sold		Military Bases, Sol Sector


The baseline Terran fighter during the Kilrathi War, the Hellcat is a solid vehicle in any combat situation. Most are deployed in attacks against smaller fleet ships or serve as escorts. The ship's responsive speed controls and quick turn radius make the latest Hellcat the best all-around ship in the fleet.





F/A-66 Thunderbolt


Confed Heavy Fighter


Speed		110


Hardpoints	Medium (2), Heavy (4), Missile (3), Turret (1)


Hull Strength	44.00 cm


Power Level	7


Cargo		40


Level		30


Price		871,200


Sold		Military Bases


Less maneuverable than the Arrow or Hellcat, the “Thud” has a formidable set of guns and missiles. It has a remarkable success rate against light capital ships and medium-to-heavy fighters, though light fighters tend to outrun its fire. Most pilots agree that the Thunderbolt can satisfy most mission requirements outside of running scout missions.





A-18 Broadsword


Confed Bomber


Speed		64


Hardpoints	Heavy (3), Turret (3), Missile (6)


Hull Strength	80.00 cm


Power Level	7


Cargo		200


Level		30


Price		1,056,000


Sold		Military Bases, Gemini Sector


The Broadsword is a commonly encountered Confederation fighter. It is equipped with a deadly array of blasters and several HS and FF missiles, which pose a severe threat to any enemy that ventures to cross its path. The Broadsword’s main weaknesses lie in its slow Speed, low maneuverability and limited acceleration powers. If you are flying a very maneuverable ship in an encounter with this vessel, the odds are definitely in your favor. A side attack on the weaker port and starboard armor is advisable. 





F-36 Hornet


Militia Light Fighter


Speed		25


Hardpoints	Medium Gun (2), Missile (1)


Hull Strength	16.00 cm


Power Level	2


Cargo		20 


Level		10


Price		21600





F-46 Gladius


Militia Medium Fighter


Speed		80


Hardpoints	Medium Gun (2), Heavy Gun (1), Missile (2)


Hull Strength	31.00 cm


Power Level	3


Cargo		28


Level		10


Price		83,700


Sold		Military Bases, Gemini Sector


The Gladius combines good velocity and acceleration with an effective and varied array of weapons. Its torpedos make it an effective fighter for combat against capital ships. With its fairly strong blaster loadout and HS missiles, the Gladius is a versatile dogfighting spacecraft. Due to its maneuverability, it is difficult to target one accurately, but just a few direct hits can down the Gladius because of its weak shields.





F-44 Rapier


Militia Medium Fighter


Speed		90


Hardpoints	Light (2), Medium (2), Missile (2)


Hull Strength	28.00 cm


Power Level	4


Cargo		30


Level		20


Price		126,000


Sold		Military Bases, Enigma Sector





A-18 Raptor


Militia Heavy Fighter


Speed		80


Hardpoints	Heavy (4), Missile (2)


Hull Strength	34.00 cm


Power Level	4


Cargo		40


Level		20


Price		151,200


Sold		Military Bases, Enigma Sector





F-57 Sabre


Militia Heavy Fighter


Speed		80


Hardpoints	Medium (2), Heavy (2), Missile (3), Turret (1)


Hull Strength	54.00 cm


Power Level	4


Cargo		44


Level		20


Price		247,500


Sold		Military Bases, Enigma Sector





P-64 Ferret


InSys Patrol Fighter


Speed		100


Hardpoints	Medium (2)


Hull Strength	22.00 cm


Power Level	2


Cargo		21


Level		10


Price		39,600


Sold		Military Bases, Sol Sector





KF-104 Dralthi 


Kilrathi Medium Fighter


Speed		80


Hardpoints	Medium (3), Missile (1)


Hull Strength	52.50 cm


Power Level	3


Cargo		28


Level		25


Price		118,125


Sold		Kilrathi Bases


Most Kilrathi fighters emphasize high velocity and maneuverability, since a majority of all Kilrathi pilots rely on aggressive combat strategies. Similar to the Gothri, the Dralthi is designed in precisely this manner. Excellent acceleration powers, powerful afterburners and high velocities allow a Kilrathi pilot to close in on his kill quickly and with deadly efficiency.





KF-105 Gothri


Kilrathi Heavy Fighter


Speed		90


Hardpoints	Medium (2), Heavy (2), Missile (2), Flak Turret (1)


Hull Strength	47.50 cm


Power Level	5


Cargo		32


Price		234,000


Level		35


Sold		Kilrathi Bases


The Kilrathi Gothri can pose a very real threat to any ship in the Gemini Sector. With its impressive acceleration, it can reach high velocities. When you are facing a Gothri in combat, you should concentrate on its weak armor. A few well-placed concentrated bursts of gunfire can severely damage this fighter. However, it is not that easy to close on it. The Gothri is very maneuverable and can easily down you first with its array of blasters. 





KF-91 Jalthi


Kilrathi Heavy Fighter


Speed		75


Hardpoints	Light (3), Heavy (3), Missile (2)


Hull Strength	55.00 cm


Power Level	3


Cargo		44


Level		30


Price		173,250


Sold		Kilrathi Bases


This ship was the most feared Kilrathi fighter when it was first introduced in the late 2640s, and even today it is not uncommon for Terran pilots flying markedly superior ships to become intimidated at the sight of a gun-bristling Jalthi. Its six cannons are capable of mortally wounding any pilot foolish enough to make a head-on attack. The secret to attacking this ship is to approach it at an angle and strike at its undefended rear arc. Although not particularly agile, the Jalthi is fast enough to surprise those who do not respect its fearsome power.





Tarsus


Civillian Merchant Scout


Speed		60


Hardpoints	Light (2), Missile (1)


Hull Strength	36.00 cm


Power Level	2


Cargo		150


Price		33,750


Level		1


Sold		California Minor, Sheffield Station


The mainstay of the Exploratory Services just a few years ago, these steady craft are now a familiar part of private enterprise. A large cargo hold and good defensive loadout make this ideal either as a first ship or inexpensive cargo-hauler. 





Talon


Civillian Light Fighter


Speed		80


Hardpoints	Light Gun (2), Heavy Gun (1), Missile (1)


Hull Strength	80


Power Level	2


Cargo		30


Price		32,812


Sold		California Minor, Sheffield Station, Pirate Bases


The Talon is probably the ship you will encounter most often. Flown by numerous different factions, it may appear in slightly different designs but its weapon loadouts and dynamics remain the same. You should take extreme care to keep the Talon away from your rear, since it is equipped with numerous HS missiles. If you are an accomplished pilot, you should be able to take out a Talon with relative ease, since its armor is extremely weak.





Douglas Aerospace Scimitar


Civillian Medium Fighter


Speed		72


Hardpoints	Heavy (2), Missile (2)


Hull Strength	29.50 cm


Power Level	3


Cargo		32


Price		66,375


Level		0


Sold		California Minor, Sheffield Station


In service for one hundred years before the beginning of the Terran-Kilrathi War, the Scimitar was the first fighter to be put into mass production. A medium fighter, the Scimitar finds a balance between the weight and firepower of a heavy fighter, and the greater mobility of a light fighter. Cheap production costs, easy maintenance, effective firepower, damage resilience, and smooth handling mean that even today the Scimitar remains an asset. 





Centurion


Civillian Heavy Fighter


Speed		100


Hardpoints	Medium (2), Heavy (2), Missile (2), Turret (1)


Hull Strength	48.75 cm


Power Level	3


Cargo		50


Price		200,000


Level		30


Sold		Orion Station, New Constantionople, Ropporongi Station, 


This is the workhorse of the mercenary community. The Centurion is a heavy fighter with the ability to do almost any gun-for-hire work. The limited cargo hold can contain more than an overnight bag but not by much. This is a ship for those pilots who love to fly, but it won’t make you a living on the trade circuit. 





Galaxy


Civillian Light Freighter


Speed		60


Hardpoints	Medium (2), Missile (2), Turret (2)


Hull Strength	80.00 cm


Power Level	3


Cargo		225


Price		150,000


Level		10


Sold		Capital Planets


A versatile merchant's vessel, the Galaxy is perfect for those with an entrepeneurial spirit. She is by no means a military vessel, but a Galaxy can usually protect herself the large amount of cargo she's able to carry.





Drayman


Civillian Medium Freighter


Speed		30


Hardpoints	Light (2), Turret (5)


Hull Strength	122.88 cm


Power Level	5


Cargo		445


Price		229,225


Level		15


Sold		Capital Planets


The Drayman is one of the most basic merchant ships you are likely to encounter. This spacecraft is suitable for carrying cargo, but it is also extremely vulnerable to any attack. With poor acceleration, slow max. velocity and no afterburner power, this vessel can hardly hope to evade any predator eager to take over some cargo. Weak shields and a light weapons loadout make the Drayman a bad choice if you are traversing unknown or hostile territory.





Free Trader


Civillian Heavy Freighter


Speed		30


Hardpoints	Flak Turret (2)


Hull Strength	288.00 cm


Power Level	Capship


Cargo		1000


Level		20


Price		5400


Sold		Capital Planets


The Free Trader is a contemporary of the Drayman, and shares its most glaring weaknesses - namely, slow speed, relatively weak armor and poor maneuverability. Merchants who fly the Trader say its massive cargo hold eclipses all other concerns. If you are flying a Trader without fighter cover, be sure to join up with one of the informal convoy trade groups, as even its defensive turret armament is unlikely to deter attacking raiders.





Demon


Bounty Hunter Fighter


Speed		90


Hardpoints	Light (4), Missile (1)


Hull Strength	22.00 cm


Power Level	2


Cargo		30


Price		41,250


Level		10


Sold		Orion Station, New Constantionople, Ropporongi Station, 


The Demon combines high velocities and powerful acceleration powers with a wide array of deadly weapons. Its torpedo loadout can even take out capital ships like a Paradigm with relative ease.





Orion


Bounty Hunter Gunship


Speed		70


Hardpoints	Heavy (2), Missile (1)


Hull Strength	168.00 cm


Power Level	5


Cargo		75


Price		75,000


Level		10


Sold		Orion Station, New Constantionople, Roppongi Station, 


The Orion is perhaps the safest of all vehicles. It is can carry the most armor and shields of all ships listed, at the expense of its maneuverability. This is a sturdy ship, designed to last. 





Murphy Labs Vindicator


Border Worlds Medium Fighter


Speed		80


Hardpoints	Light (2), Heavy (2), Missile (3), Turret (1)


Hull Strength	60.00 cm


Power Level	7


Cargo		28


Price		396,000


Level		20


Sold		Military Bases, Gemini Sector


The Vindicator was already an aging patrol fighter when it was pressed into service by an even more desperate Border Worlds Militia. The ship excels at nothing, but it is a solid and reliable weapons platform that will take even the most outrageous demands made on it in stride.





Razor


Martina Nostra Light Fighter


Speed		110


Hardpoints	Light (2), Medium (2), Missile (1)


Hull Strength	16.00 cm


Power Level	3


Cargo		26


Price		52,800


Level		10


Sold		Pirate Bases


Manufactured by the infamous Martina Nostra, the lightweight Razor is one of the most commonly encountered Pirate fighters.





Independent Caernaven-class Frigate


Speed		36


Hardpoints	Flak Turret (4), Missile (8)


Hull Strength	160.00 cm


The ubiquitous Caernaven is an obsolete frigate design used by Confed during the Kilrathi War. It carries a heavy missile armament inside its cavernous hull, and can be easily modified to carry fighters and cargo. Ships of this type are used by regional militias, pirate clans, corporate security forces and even Kilrathi raiders. 





Confederation Paradigm-class Destroyer


Speed		40


Hardpoints	Heavy (5), Flak Turret (6), Missile (3)


Hull Strength	260.00 cm	


The Paradigm is one of the Confederation's most advanced destroyers. Featuring almost impregnable armor and shields, it more than compensates for its relative lack of Speed and maneuverability. The Paradigm also has a deadly array of weapons at its disposal, making an attack of any sort extremely dangerous. 





Confederation Exeter-class Destroyer


Speed


Hardpoints	Flak Turret (3), Heavy Turret (2), Missile Turret (2)


Hull Strength	288.00 cm


The Exeter is the second-most numerous capital ship in the fleet, and almost certainly the most versatile. These nimble vessels can perform tasks ranging as convoy escort to deep-space recon to fighter support to fleet resupply.





Confederation Concordia-class Supercruiser


Speed		20


Hardpoints	Heavy Turret (4), Flak Turret (7)


Hull Strength	1300.00 cm


The largest battleship in Confed's fleet, the Concordia class was originally developed during the Pilgrim War. The original Concordia was named the Confed flagship in 2645 and serves as a mobile command center for Naval operations. In keeping with its fleet command function,the Concordia class mounts enhanced long-range communications and sensor packages.





Upgrades


Aside from getting missions, upgrades are the most essential of a privateer's non-combat duties. Without the right equipment, no pilot can hope to survive the chaos of the modern mercenary community. Keep your ship in good repair, and don't be afraid to spend that extra cash on a new power generator or layer of isometal armor plating. That splurge could mean the difference between life and death when you're locked in solo combat with six Dralthi.





Shield Generators





Shield Generator 1


Level:			0


Energy Capacity: 	17.76 cm


Regene Rate/sec: 	8.8 cm


Power Draw/sec: 	30 gJ


Price:			5,000





Shield Generator 2


Level:			6


Energy Capacity: 	32.00 cm


Regen Rate/sec: 	8.0 cm


Power Draw/sec: 	45 gJ


Price:			10,000





Shield Generator 3


Level:			12


Energy Capacity: 	48.00 cm


Regen Rate/sec: 	8.0 cm


Power Draw/sec: 	60 gJ


Price:			30,000





Shield Generator 4


Level:			18


Energy Capacity: 	64.00 cm


Regen Rate/sec:	8.0 cm


Power Draw/sec: 	80 gJ


Price:			50,000





Shield Generator 5


Level			24


Energy Capacity: 	80.00 cm


Regen Rate/sec: 	8.0 cm


Power Draw/sec: 	100 gJ


Price:			100,000





Shield Generator 6


Level:			30


Energy Capacity: 	96.00 cm


Regen Rate/sec: 	8.0 cm


Power Draw/sec: 	116.25 gJ


Price:			150,000





Shield Generator 7


Level:			36


Energy Capacity: 	116.00 cm


Regen Rate/sec: 	8.0 cm


Power Draw/sec: 	132.5 gJ


Price:			350,000





Power Plants





Level 0 Power Plant


Level:			0


Energy Capacity: 	50 gJ


Regen Rate/sec:	20 gJ


Price:			5,000			





Level 1 Power Plant


Level:			7


Energy Capacity: 	100 gJ


Regen Rate/sec: 	55 gJ


Price:			10,000





Level 2 Power Plant


Level:			14


Energy Capacity: 	110 gJ


Regen Rate/sec: 	70 gJ


Price:			30,000





Level 3 Power Plant


Level:			21


Energy Capacity:	130 gJ


Regen Rate/sec: 	90 gJ


Price:			50,000





Level 4 Power Plant


Level:			28


Energy Capacity: 	135 gJ


Regen Rate/sec: 	112.5 gJ


Price:			100,000





Level 5 Power Plant


Level: 		35


Energy Capacity: 	140 gJ


Regen Rate/sec: 	135 gJ


Price:			150,000





Miscellanious





Afterburner


Level:		0


Price:		3000


Afterburners more than double your Speed and can mean the difference between life and death in asteroid fields and combat.





Plasteel Armor Upgrade


Level:		10


Price:		1000


Protective equivalent: 10 cm durasteel. Plasteel is the least expensive armor and protects one from the equivalent of four laser hits. 





Tungsten Armor Upgrade


Level:		20


Price:		1500


Protective equivalent: 20 cm durasteel. Tungsten armor may cost a little more but can stop up to two torpedoes.





Isometal Armor Upgrade


Level:		30


Price:		3000


Protective equivalent: 60 cm durasteel. Isometal is the most effective armor available and can absorb six direct torpedo hits.





Combat Tips


When you’re first thrust into a furball, things go by fast, and you might be nervous that you can’t handle it. Don’t worry - everyone gets that feeling at least once a day. Your reflexes should be able to adjust to the higher speed.





Afterburners are a useful tool for getting out of jams, but they also reduce your maneuverability and have a limited burn, so use them only when you really need to.





You're never more vulnerable when you're stopped. Make sure all enemies are cleared out before initiating docking routines.





Pick and choose your fights wisely. A lower paying mission might not be as tempting, but it usually will be a lot easier, and the payout curve is usually such that you won’t be missing out on that much money anyway.





If you need that special “je ne sais quou”, the Stormfire is a cheap, effective weapon that spits out thousands of bullets per minute. The ammo is a little on the expensive side, though, and in limited supply, so don’t waste it.





Optimize your weapons, shields and power supply. Don’t pick a gun with a high energy drain unless you have a high-level power plant, and don’t pick a shield higher than your power level.





When you and your opponent are in fast, maneuverable ships, it’s easy to get into a “turning dogfight”, where it seems you’re just going around in circles while his buddies take potshots at you. You should obviously never get into this situation. Break off, hit the burners, kill your engine and launch a couple of missiles - just don’t let the bad guys dictate terms of engagement.
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