STAR FLEET DELUXETM
Officer’s Manual

Dedicated to the memory of:

Brett N. Keeton (1964-2002)

Tommy Keeton (d.2003)

DRAFT

Version β.2

©Trevor C. Sorensen, 2005   All rights reserved

STAR FLEET DELUXE OFFICER’S MANUAL

TABLE OF CONTENTS

Introduction

The Universe


Stars


Planets


Colonies

Alliance Forces


Your Ship


Starbases


Planetary Bases

The Enemy


Krellans



Ships



Bases


Zaldrons

The Displays

Initial Command

Movement

Commands


Operations



Defensive Shields Control



Damage Control



Navigation Control



Deep Space Reconnaissance Probe Control



No Op



Tractor Beam Control



Transporters Control



Mines Control



Security Control



Emergency Hyperspace Maneuver


Computer



Mission Status Report



Starbase Status Report



Colony Status Report



Planetary Base Status Report



Auto Alert Switch



Self Destruct



Save Mission



Stop Mission



Toggle Sound



Exit Program

Ratings and Rankings

Strategy

Credits

INTRODUCTION

Star Fleet Deluxe is a strategic interplanetary war game in the Star Fleet series, which to date has included Star Fleet I – The War Begins!, Star Fleet II – Krellan Commander (both published by Interstel Corporation), and Star Legions (published by Mindcraft). This series chronicles the life and death struggle for control of our galaxy during Galactic War II. This conflict is a crusade of revenge by the Krellan Empire, allied with the Zaldron Empire, to destroy the democratic United Galactic Alliance (UGA), which had humiliated the Krellans during the first galactic war (“the galactic war to end all galactic wars”). 

The Earth is the principal member of the UGA, which has a sphere of influence of approximately 320 light years in diameter, occupying a volume of approximately 17 million cubic light years. The UGA consists of 395 inhabited member planets, of which 27 are home worlds, 185 are colonies (both dependent and independent), and 183 are pioneer planets (only with outposts and bases).

The Krellan Empire is a warrior-based society. Krellans are warm-blooded humanoids and as a race are extremely aggressive and courageous. They live to conquer and eradicate the weaker intelligent species from the galaxy, except for use as their slaves. Krellans do have a strong sense of honor and duty. For a Krellan to die in battle is the greatest honor of all. Thus the old Krellan motto: “To live is to conquer and to conquer is to live!” This philosophy that is ingrained in their society and taught to them from birth is what makes them such a dangerous enemy. Until their stunning setback in Galactic War I, when they were humbled (“tricked”) by the UGA, they had never known defeat. That is why they are consumed by a burning obsession for revenge during the current war.

Star Fleet Deluxe (SFD) is set in the time period between Star Fleet I, in which the 36 UGA Invincible-class heavy cruisers first encountered the Krellan Piranha-class destroyers, and Star Fleet II, which is the full-blown invasion of UGA space using the entire might of the Krellan fleet, including troopships for invading UGA planets. This latter aspect was also the subject of Star Legions. In SFD the UGA still only has its individual heavy cruisers to throw at the invasion, but they are now faced with the second attack wave of the Krellans. This wave has supplemented the destroyer scouts with battle fleets, each of which consists of a powerful Klagar-class battlecruiser with four destroyer escorts, and supply fleets, each consisting of a Nebula-class supply ship with one or more destroyer escorts. As before, individual Zaldron ships with their cloaking devices add an additional dangerous element to the struggle. Star Fleet I was set entirely in the exploration zone of the UGA. By the time of SFD, the Krellans have driven the UGA ships back into the Defensive Zone (containing multiple of the powerful Guardian-class starbases), and their objective during the game is to reach and destroy the colonies in the Colonial Zone. Following this second wave of attack ships will be a third wave of invasion fleets to actually invade and conquer the UGA colonies and planets deeper in UGA space (the subject of Star Fleet II and Star Legions). In SFD, your aim is to stop the Krellan attack and drive them out of UGA territory. At this stage of the Krellan master invasion plan, they are not ready for a do or die attack. Their overall strategic objective is more than just destroying a few starbases and colonies, so they will retreat if they perceive that you have gotten the upper hand and their losses will be excessive if they continue.

Your mission in SFD is to take command of a UGA Invincible-class heavy cruiser and defend the 100 quadrants of an assigned region of space against the expected Krellan attack. You are to protect any colonies within your assigned region until the main UGA fleet can arrive to relieve you. If possible, you are to not only stop the Krellan and Zaldron invaders, but are to drive them back out of the region. For your support there will be a number of Guardian-class starbases located in the defensive zone of your region, however, no other ships are available to help until the main fleet arrives.

THE UNIVERSE

Your assigned region consists of 100 quadrants in a 10 by 10 quadrant grid. Its grid coordinates (row, column) give the location and identity of each quadrant. Thus Quadrant 4,6 is in the fourth row, sixth column. Similarly, each quadrant consists of 100 sectors in a 10 by 10 grid with the same labeling convention. Each object (your ship, planet, star, other ships, starbase, mine) occupies one sector. Two objects cannot occupy the same sector except for when your ship is docked with starbase or in orbit around a planet or colony. In these cases your ship will have the same coordinates as the starbase or planetary body, and due to their much larger size, only their symbol will appear on the quadrant map or Tactical Display.

The region to which you are assigned is divided into three zones. The upper three rows of quadrants are in the Exploration Zone (the region in which Star Fleet I was set), the middle five rows of quadrants are the Defensive Zone, and the last two rows are the Colonial Zone. More about these various zones later.

There are several objects that appear in the SFD universe of which you should be aware. Table I shows what the various objects look line on your Tactical Display (quadrant map):

TABLE I: Objects in the Universe

	Symbol
	Object
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	Empty Space
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	Star
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	Planet (example)
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	UGA Colony or Base
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	UGA Heavy Cruiser
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	UGA Starbase
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	UGA Mine
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	Krellan Battlecruiser
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	Krellan Destroyer
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	Krellan Freighter
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	Zaldron Warship

	[image: image12.jpg]



	Krellan Base


Stars

Stars are very big, very bright, and very hot. You should avoid occupying the same sector as a star. Fortunately, your navigation computer will automatically shut down your ship before it is turned into plasma. If your navigation computer is out, then your alert crew will perform the same function, although not as quickly, resulting in overloaded air conditioners and a sweating crew. There can be from zero to five stars in any quadrant. The positions of stars will not change during the mission.

Planets

There can be up to one planet in a quadrant. The planets will be one of the following types:

· Earth-like

· Water

· Desert

· Ice

· Gaseous

Your ship can orbit a planet and establish a planetary base (more on this later) on any planet except gaseous. Orbiting a planet can provide some protection from enemy attack. There is a 50% chance that an enemy shot will miss your ship while in orbit because the planet blocks their view of your ship.

Colonies

Colonies are planets with UGA settlements on them. There will only be one colony in any quadrant and all the colonies are contained in the Colonial Zone (the bottom two rows of the region). A regenerative defensive shield with a maximum strength of 10,000 units protects each colony. Colony shields regenerate at the rate of 150 units per time update. Colonies do not have any planetary defense weapons and will depend on your ship to rescue them from attack. There will be up to 30 million inhabitants on a colony, so Star Fleet Command will not look kindly upon you if you allow a colony to be destroyed. When your ship orbits a colony, it will have its power supply replenished up to full strength from the colony. While you are orbiting a colony, you will be protected by the colony’s defensive shields. Like a starbase, colonies have long range sensors and will scan their adjacent quadrants. A colony will send you a warning when it comes under attack by a Krellan battlecruiser or fleet, and another message that its situation has become critical when its shield strength drops below 25%.

ALLIANCE FORCES

Your Ship

You will be in command of a UGA Invincible-class heavy cruiser. These cruisers are designed and equipped to be either exploration vessels or the capital ships of the fleet in wartime. They are very powerful, self-sufficient, and expected to be able to handle any situation likely to be encountered during the exploration of space. The specifications of your heavy cruiser are given in the following table:

TABLE II: Specifications of the Invincible-Class Heavy Cruiser

	Ship Type
	Heavy Cruiser

	Class
	Invincible

	Ship’s Complement

· Officers and Ratings

·  Space Marines
	500

430

70

	Maximum Total Power
	5000 units

	Phasers

     - Shot Input Power (variable)
	6

1-1000 units

	Torpedo Tubes
	5

	Torpedoes (or Mines) Carried
	25 (35 overload)

	Defensive Energy Shields
	4

	Maximum Shield Strength
	2000 units each

4000 units total

	Critical Systems
	14

	Reconnaissance Probes (Long or Short Range)
	5

	Shuttlecraft
	5

	Tractor Beams
	1


Starbases

The main elements of the UGA Defensive Zone are the Guardian-class starbases. These bases are much more powerful than the ones placed in the Exploration Zone (as in Star Fleet I). Each starbase has two high-power phasers, and regenerative defensive shields with a maximum strength of 15,000 units, and a mine layer. There can only be one starbase in a quadrant. Each starbase is initially protected by a surrounding minefield (two mines deep), which they can replace two mines at a time. Starbase shields regenerate at the rate of 100 units per time update. Starbases are very important to you because they are your only source of replenishing your torpedo supply (except possibly from captured enemy ships), replacement crew (each starbase has 500 replacements available), reconnaissance probes, and repairing damaged systems. They also have long range sensors that can watch their adjacent quadrants. Starbases are the main line of defense preventing the Krellan Battle Fleets from penetrating through to your colonies. Your mission rating by Star Fleet Command will be hurt if you allow a starbase to be destroyed, but you will probably be hurt even more by the detrimental effect that losing a base will have upon fulfilling your mission objectives. Star Fleet Command will send you a warning when a starbase comes under attack by a Krellan fleet, and another message that its situation has become critical when its shield strength drops below 25%. In this latter case the starbase will stop firing its phasers in order to conserve its remaining power for its defensive shields. Note that at Mission Level 1 (maximum for rank of Cadet) starbases are not set as objectives for the Krellans, so any attack will just be temporary as some Krellans take shots at your base as they pass through the quadrant.

Planetary Bases

One of the weak points of the UGA Defensive Zone is that there are not enough starbases and ships to provide continuous detection coverage without leaving holes through which the Krellans can slip through undetected. Although starbases are equipped with long range sensors, the coverage of the starbases sometimes do not overlap and may leave gaps. To solve this problem, each heavy cruiser is capable of establishing small manned bases on planetary surfaces. These bases are equipped with long range sensors, providing additional coverage to that provided by the starbases and colonies. To establish a planetary base, you must enter orbit around a planet and select the planet as the target for your transporters. Note that you can establish a base on any non-gaseous planet that is currently deserted (i.e., no other base or colony on the surface). Six crewmembers and four space marines man each base. The bases are protected by regenerative defensive shields that initially have a strength of 1200 units and regenerate at the rate of 100 units per time cycle. The shields will increase in power at this rate to their full strength of 3000 units. Any Krellans or Zaldrons entering a quadrant with a planetary base will usually try to destroy it and establish their own base on the planet. As with colonies, your ship may receive power from a planetary base if you are in orbit around its planet. However, you are limited to a maximum power transfer of 1000 units. Also, unlike with colonies, any power transferred from the base to your ship is taken directly from the power they have available for their shields. So it is best to only take their power when you are desperate and cannot reach a starbase or colony for resupply. Planetary bases can come under attack by Krellan ships, but due to the non-strategic importance of planetary bases (they are detachments from your ship and are thus your responsibility and not that of Star Fleet Command), you will not receive orders to rescue them. The quadrant number in the Region Map also does not change color if they are under attack. You will just have to keep an eye on the Region Map and either use the mouse cursor on the base’s quadrant in the Region Map or the Planetary Base Report to monitor the status of the base. Usually you are too busy rescuing starbases or colonies to be bothered with planetary bases. They must be considered expendable. Losing them will not adversely affect your mission efficiency rating.

THE ENEMY

Krellans

The Krellans have a society that is built around their military-industrial complex. Members of their military forces have the highest status in their society, and the military’s primary purpose is not defense of the Empire, but instead is to conquer and achieve new glories for themselves and the Empire. As a result, their forces have received the benefit of almost unlimited budgets and the cream of the crop in scientists and engineers to make their forces as invincible as possible. For hundreds of years the Krellan Imperial Forces had never suffered a defeat in a major battle, which is why they took their defeat in the war with the UGA so hard and are burning with revenge. In the intervening years they have concentrated their efforts in building up their military forces, concentrating on larger numbers of starships using existing, proven technology, rather than fewer numbers of costlier, newer technology starships. That is why on a one-on-one basis the Krellan ships are no match for the UGA Invincible-class heavy cruiser, but they can overcome the superior technology of the heavy cruiser by sheer numbers of destroyers. The Krellans did have one surprise in store for the Alliance. During the attacks depicted in SFD, the Krellans revealed their new, powerful Klagar-class battlecruiser, which made use of the latest technology. These battlecruisers are almost a match for the heavy cruisers, and when you add in their destroyer escorts, it is a real contest that is usually won by superior tactics.

Ships

During the attack depicted in SFD the Krellans are employing three types of starship: battlecruiser, destroyer, and supply ship. One of the battlecruisers is the flagship of the Krellan attack fleet. If this ship is destroyed, then there is a chance that the Krellans may break of their attack early and withdraw from the region. However, there is no way for you to tell which battlecruiser is the flagship unless you capture it, since they appear identical.

TABLE III: Specifications of the Krellan Battlecruiser

	Ship Type
	battlecruiser

	Class
	Klagar

	Ship’s Complement

· Officers and Ratings

·  Shock Troops
	425

275

150

	Maximum Total Power
	4000 units

	Phasers

     - Shot Input Power (variable)
	1

1-1000 units

	Torpedo Tubes
	2

	Torpedoes Carried
	24

	Defensive Energy Shields
	1

	Maximum Shield Strength
	4000 units

	Critical Systems
	12

	Tractor Beams
	1


TABLE IV: Specifications of the Krellan Destroyer

	Ship Type
	Destroyer

	Class
	Viper

	Ship’s Complement

· Officers and Ratings

·  Shock Troops
	154

129

25

	Maximum Total Power
	500 units

	Phasers
	None

	Torpedo Tubes
	1

	Torpedoes Carried
	10

	Defensive Energy Shields
	1

	Maximum Shield Strength
	500 units

	Critical Systems
	10

	Tractor Beams
	None


TABLE V: Specifications of the Krellan Supply Ship

	Ship Type
	Supply Ship

	Class
	Nebula

	Ship’s Complement

· Officers and Ratings

·  Shock Troops
	380

280

100

	Maximum Total Power
	3000 units

	Phasers
	None

	Torpedo Tubes
	None

	Cargo
	Power, torpedoes

	Defensive Energy Shields
	1

	Maximum Shield Strength
	3000 units

	Critical Systems
	10

	Tractor Beams
	1


Krellan Bases

The Krellans will establish sensor bases on unoccupied planets. These are similar in size, function and purpose as the UGA planetary bases described previously. To establish a base, a Krellan ship must move alongside a planet so that they can beam the base crew and equipment down to the planet’s surface. The Krellan base is protected by energy shields with a maximum strength of 3000 units. They regenerate their shields at the rate of 80 units per time cycle. You can destroy a Krellan base by using torpedoes or phasers from anywhere in the quadrant except from in orbit around their planet. Your computer will automatically include any bases in its target list.

Zaldrons

Zaldrons are reptiloids that are very intelligent, but not as aggressive as the Krellans. Their principal tactical advantage is that their ships are equipped with an invisibility screen, which makes them virtual invisible to your short range sensors. They are also protected by defensive energy shields. The main offensive weapon of a Zaldron is a plasma beam, which is similar to a phaser beam in being able to shoot past any objects between them and their target. However, plasma beams are like torpedoes in that they do not use the ship’s power. One weakness of the Zaldron ships is that their invisibility screen consumes vast amounts of power from the ship’s energy reserves. If they engage in combat with you long enough, they will soon have to turn off their invisibility screen because of lack of power. Zaldron ships operate independently and alone. There can only be one hostile Zaldron in your local quadrant at a time. If you capture a Zaldron, then another Zaldron can arrive while the captured one is still present.

TABLE VI: Specifications of the Zaldron Warship

	Ship Type
	Warship

	Class
	Unknown

	Ship’s Complement

· Officers and Ratings

·  Shock Troops
	270

240

30

	Maximum Total Power
	600 units

	Plasma Beam
	1

	Defensive Energy Shields
	1

	Maximum Shield Strength
	600 units

	Invisibility Screen
	1

	Critical Systems
	Unknown

	Tractor Beams
	None


THE DISPLAYS AND USER INTERFACE

[image: image1.jpg]


The main user interface to the SFD game is through the main screen shown below in Figure 1. Nearly all operations can be performed using the mouse, with only a couple exceptions that actually require keyboard entry (e.g. specifying the name of the save game file). Note that most commands can be canceled while you entering data for them by either pressing the [Esc] key or clicking the right mouse button.

Figure 1: Main Display Screen

The display screen is divided into eight major areas: Region Map, Tactical Display, Command Input Area, System Status Display, Messages Display, Shields Display and Control, Mission Status Display, and Ship Data. Some of these areas (Command Input Area, System Status Display, and Shields Display and Control) will be described in the later description of commands. The other areas are described in this section.

Region Map

The Region Map is a 10x10 matrix showing what is in the 100 quadrants of your assigned region. The coordinates of the quadrant are row, column. Each quadrant in the Region Map has a number associated with it to describe what is in the quadrant. If there is no number, then the quadrant has not yet been explored or scanned. There are three digits that can be in a quadrant number: the hundreds is the number of Krellan ships in the quadrant, the tens is the identification number of the starbase in the quadrant, and the units is the number of stars in the quadrant. The tens digit may also have a letter instead of a number, the meanings of which are summarized in the following table:



Table VII: Meaning of Tens Position in Quadrant Data Numbers

	Symbol
	Meaning

	<number>
	Number of the starbase (1-5)

	P
	Unoccupied planet

	C
	UGA colony

	B
	UGA base on an unoccupied planet

	K
	Krellan base on an unoccupied planet


The current quadrant of your ship is indicated by a yellow box around the quadrant number. If the quadrant number is dull/muted in appearance, that means that the information about the quadrant may be outdated since it has been more than a day since it was last scanned. If the quadrant number is red, that means that the starbase or colony in that quadrant is currently under attack.

Initially you only know the contents of the quadrants in the Defensive and Colonial Zones, i.e., the lower seven rows of quadrants. The upper three rows of quadrants, the Exploration Zone, will be blank until you scan them, either with your LRS or a deep space reconnaissance probe.

You may view the map of any known quadrant by clicking the left mouse button while pointing to the quadrant in the Region Map. The window will appear showing the map in the same form as the Tactical Display (see below). Click the button again to remove the window. Note that unlike the Tactical Display, the quadrant map will not show the location of ships.

Tactical Display

The Tactical Display is a 10x10 matrix showing what is in the 100 sectors of the local quadrant (i.e., the quadrant which your ship is in). Each object (ship, star, planet, starbase, etc.) occupies one sector. The coordinates of the sector are row, column. You can determine what an object is by just pointing to it with the mouse cursor (you do not have to click any buttons). If the object is a Krellan ship, starbase, planetary base or colony, the information box that appears next to the cursor will also tell you the current power of the object as a percentage of full strength. When an enemy vessel is disabled, four corner markers will appear around its symbol.

Messages Display

This area shows any messages from your ship’s monitor and control system, your crew, and external entities such as UGA bases, starbases, colonies and Star Fleet Command. Time warning lights will appear at the top of the Messages Display when your mission becomes time critical. When there are only 5 days left to the deadline of your mission, you will receive a TIME WARNING message and the warning light will appear at the top of the Messages Display. When there are only 2 days left, you will receive a TIME CRITICAL message and a corresponding warning light.

Mission Status Display

This area shows information that is important to your mission such as the ship’s current alert condition, mission caution and warnings, mission elapsed time (MET), and the time usage factor. The data contained in this area needs some explanation:

1. Ship’s Alert Condition
This shows the current staffing and alert condition of your crew and ship’s systems. The possible alert conditions and their meanings are shown in the following table.

Table VIII: Definition of Ship’s Alert Conditions

	Alert Condition
	Meaning

	GREEN
	No hostile presence locally (ships in tow excepted)

	YELLOW
	Intruder onboard, but no hostile ships present

	RED
	Hostile ships present in local quadrant

	DOCKED
	Docked with starbase (protected by its shields)

	ORBIT
	In orbit around planet or colony (whose shields protect your ship)


2. Mission Caution & Warnings Panel
All primary warning and alerts that affect the successful completion of your mission are displayed in this area with warning lights. The possible messages are shown in Table IX.



Table IX: Definition of Caution & Warning Panel Alerts

	Warning Light
	Meaning

	ZALDRON  ALERT
	Indicates a Zaldron Warship is present in the local quadrant

	INTRUDER ALERT
	Indicates an enemy intruder is onboard your ship

	BASE  ATTACK 
	Indicates a starbase is under attack by a battlecruiser or 3 or more Krellan destroyers

	BASE CRITICAL
	Indicates a starbase is under attack and it’s power level has fallen below 25%, which means they are unable to return fire and have to preserve power for their defensive shields


3. Mission Elapsed Time
This indicates the number of days that have elapsed since the start of your mission (which occurs at MET of 0.0 days). Normally this indicator displays the number in WHITE. However, if there are 5 or less days left before the mission deadline, then the MET indicator will be in RED.

4. Time Usage Indicator
This symbol indicates how well you are doing for time, based on your “kill rate” (i.e., number of enemy ships eliminated per day of elapsed time). This rate is referenced to the required kill rate to complete your mission in exactly the time allotted.

	Symbol
	Meaning

	↑
	You are ahead in time (kill rate is high)

	↕
	You are close in time (kill rate is nominal)

	↓
	You are behind in time (kill rate is low)


Ship Data

Displays the ship’s current units of total power, number of torpedoes remaining, and bearing.

INITIAL COMMAND
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SFD can be played so as to fill the whole screen (default) or within a window on your desktop. If you want to change this option, double click on the sfdwin.bob file in your Star Fleet Deluxe folder. You will see a single line with a number at the beginning. Edit this line if desired. “0” means that SFD will be played in a window on your desktop, while “1” means that it will occupy the full screen (like a DOS program). Save and exit this file after making your change. When you first start up SFD you will be asked to enter your last name. This is the name of your character in the game (e.g., “Kirk”). If this is your first time on with this name, you will be told that the name is not registered with Star Fleet Command and asked if you are a new recruit. Click on “Yes”. You will then see an introductory screen for Star Fleet Academy and given the opportunity to enter a password (up to 8 characters in length). Don’t forget your password! This intro screen will then be replaced with the Sign-On Options screen (Figure 2). If this is not your first time under the name, then you will be prompted for your password, after which you go to the sign-on options.

The following options are available for selection:

· Continue on to a new mission – Let’s do it! Starts you on a new mission.
· View your Service Record –  This lists your service record, covering all missions you’ve completed under the current name. Your promotion history will be first, followed by your awards and decorations. The promotion history shows each of your promotions, the sequence number of the mission you earned your promotion, how many missions it took you at your previous rank, and your average mission efficiency rating. The sequence number is the total number of missions played by all players, not just your missions. The awards are listed by award level, and if you received more than one of any award, the total number awarded will be shown in parentheses.
· Obtain your current standing towards promotion –  Shows how you currently stand towards being promoted to the next higher rank. The number of missions you have completed at your current rank, the number required for promotion, and their difference are shown. Your current overall efficiency rating based on all your missions at the current rank is also shown.
· List status of Star Fleet personnel – Shows all the officers that have registered with Star Fleet Command on this copy of SFD. Each officer’s unique identification number, name, current rank, corresponding mission level, and number of missions and average efficiency rating at their current rank are shown. If there are too many officers to fit into the space available, you can scroll to the next (or previous) page by clicking on the buttons at the bottom of the screen. To return to the Sign-On Options menu, click on Done.
· Resume a previously saved mission – If this option is selected, all your current saved games will be shown. Just click on the game name to resume.
· View game credits – Don’t miss this one ! Shows the wonderful cast of thousands who toiled to bring you this great game!
· Back to logon screen – This takes you back to the log-on screen where you can re-enter the game under a different name if you wish.
· Game options – This presents several options that affect the way the game is played. The options are of two types. The first is to toggle sound on or off. The remainder of the options affect game play and so are headed by the option of whether or not to use all the game playing option settings (“Use following options”). If you select this option, then all the following options (listed in Table X) will be in effect, while if you turn this option off, that will have the effect of returning the game to its default settings (i.e., all following options OFF). When an option has been selected, a check mark will appear to the left of it, otherwise the option has not been selected.
· Exit Star Fleet Deluxe – Gives you the option to exit the game at this point. You will have to confirm your decision in order to prevent against accidentally selecting this option.


Table X: Definition of Options That Affect Game Play

	Option
	Effect on Game

	See Zaldrons
	Zaldron warships are always visible on the Tactical Display whether or not their invisibility screen is operational

	No Zaldrons
	No Zaldron warships in the game (same as in Level 1 games)

	Zaldron location in Status
	The sector location of the Zaldron warship always appears in the Ship Status Report (see Computer Commands) whether or not it is visible on the Tactical Display

	Hits Don’t Hurt
	The “invincibility option” – enemy hits have no effect on your ships even if your shields are down

	Enemy Never Moves
	Enemy ships do not move locally within your quadrant, but can still move between quadrants or locally when it is part of an interquadrant move (i.e., movement same as in Level 1 games)

	Enemy Always Misses
	Gee, what lousy shots! Certainly makes your life a lot easier

	Enemy Always Disabled
	This only refers to enemy ships in your local quadrant. The Krellans will still be able to move between quadrants

	Quadrants Always Known
	No stale or unknown data on the Region Map. You’ll always see the current code for each quadrant in the Region Map

	No Intruders
	No distractions from pesky enemy agents saboteurs or escaped prisoners 

	No Starbase Attacks
	No concentrated attacks will occur on starbases or colonies

	Quick Marine Battles
	Basically you just get the results of the battle that occurs when your space marines board a disabled enemy vessel


MOVEMENT

There are two basic types of ship movement: normal space (sub-light speed) and hyperspace (super-light speed). In normal space movement your ship moves from sector to sector – it cannot ever be located between sectors. The direction your ship is travelling, or bearing, is based on the quadrant coordinate system and is defined in Figure 3. The current ship’s bearing is displayed in the Ship Data area of your display (see Figure 1).


Figure 3: Navigation/Movement Headings

In SFD time and distance are equated. Your speed is measured as a C-Factor, where a C-Factor of 1.0 is equivalent to a light year. Each 0.1 C-Factor is equivalent to a sector in distance. Thus selecting a C-Factor of 1.0 will move you 10 sectors (1 quadrant width) in the specified bearing, a C-Factor of 2.0 will move you two quadrants, etc. A C-Factor of 0.2 will move you two sectors. When your ship exceeds C-Factor 1.0 your ship will enter hyperspace, which is a special state in which your ship does not physically travel through sectors, and thus cannot collide or be stopped by any physical objects such as stars, planets, ships, etc. However, it takes 10 sectors to accelerate to light speed and 10 sectors to decelerate from light speed. Thus you have to enter a C-Factor of at least 2.0 before you will actually enter hyperspace. This acceleration/deceleration relationship with hyperspace movement is shown in Figure 4.






Figure 4: Hyperspace Travel Definition

During the ten sectors of acceleration and ten sectors of deceleration your ship will be stopped by any objects in its path. 

One of the hazards of hyperspace travel is encountering ion storms. Although many of the factors that can contribute to the creation of such storms are known (nova explosions, nebula clouds, gravitational disturbances, black holes, etc.) their location is random and unpredictable. Ion storms can appear suddenly and be extremely violent, causing anything from minor structural damage to complete system failures with casualties. Ion storms appear more frequently at the higher mission levels.

Your ship’s main engines are required for C-Factors of 1.0 or more and your auxiliary engines are required for C-Factors of less than 1.0. If your navigation computer is damaged, your ship will be unable to compensate for gravitational fields and other influences on your ship’s movement, resulting in an erratic course. Your ship’s actual bearing may deviate from the desired bearing by up to 30 degrees.

To dock with a starbase you must move to one of the eight sectors adjacent to the starbase. If the move is entirely sublight (whether you originated in the starbase quadrant or not) you will automatically be prompted on whether you want to dock with starbase. However, if you arrive next to the starbase after decelerating from hyperspace or if you are already in an adjacent sector and decide you now want to dock, you should use the Targeter (see below) or Navigation command (see Commands Section). The same rules apply to entering orbit around a planet or colony.

The easiest way to move from one place to another in SFD is to use the targeting system. Simply click on the Target button above the Tactical Display. For a move outside your current quadrant, you then click on the destination quadrant. A map of that quadrant will appear in place of the Tactical Display and you then select the destination sector. If the move is to within your current quadrant, then just select the destination sector without having to first select the quadrant. Once you have selected your destination sector, whether local or not, the distance and bearing (direction) to the target will be displayed, along with which shield is facing the target, and you will be prompted on whether to transfer the data to navigation. If answered affirmatively, your ship will move to the target sector.

An alternative way to specify a movement is through the Navigation Control command (see description in the following section). However, for moving between two points it is much easier to use the targeting system described above.

COMMANDS

The commands available to you in SFD are divided into two major categories: Operations and 

Computer. The operations commands are used to control the operations of your ship. The computer commands are to display ship and mission status reports, access game control functions (e.g., save game, toggle sound, exit), and the only computer command to affect your ship – self-destruction. Most of these commands are accessed by clicking on the menu buttons in the upper left area of your main game screen (see Figure 1). For each command described, the abbreviation of the command shown in the game menus is shown in [ ]. There are a few commands that can be accessed either through the menus or by direct interaction with the appropriate display on the screen (e.g., movement and shields). A couple other commands (torpedoes and phasers) are accessed by their own control buttons and not the menus (see Figure 1). They are indicated in the following section by not having a menu abbreviation following the command name.

Operations Commands

Torpedo Control 

This command enables you to fire up to five torpedoes simultaneously against separate targets. Your ship is equipped with 20 torpedoes, which can be replenished at starbase. A torpedo warhead has a strength of 500 units, although some of the blast may be deflected by the target’s shields, thus reducing the effective hit size. A direct hit is sufficient to destroy a full strength Krellan destroyer or supply ship. However, several direct hits are required to destroy a full strength battlecruiser. Torpedoes are blocked by all objects appearing in the Tactical Display except mines. Each time a torpedo is fired five units of power are used.

This command is not available through the Commands Menu, but is instead accessed by clicking the Torpedo button above the Tactical Display. After you select Torpedo Control you must choose the firing mode. There are two modes available: auto and manual.

In auto mode the computer automatically determines how many targets in the quadrant can be hit by your torpedoes, displays this number and the number of torpedoes left in your ship’s supply, and prompts you for the number to be fired (five max). The numeric input keyboard appears in the message area for your input. Select the number of torpedoes to be fired up to the number in your supply with a maximum of 5 and press OK. To cancel, press OK without numeric input. The computer then fires the designated number of torpedoes according to a computer priority based on the relative threat of the targets and targeting efficiency (e.g., when two or more targets are in line, an extra torpedo will be allocated in case the first ship deflects a torpedo). Note that autofire ignores whether or not the targeted hostile vessels are disabled or have any torpedoes left (you can’t tell how many torpedoes they have onboard), but instead targets them based on their hit potential on your ship. This is because the torpedoes fired by disabled ships hit you with the same strength as torpedoes from full-strength ones. If you want to not fire torpedoes at any disabled ships, then you will have to use manual mode. WARNING: The autofire computer does not check to see if a starbase, colony or planetary base is located behind a selected target. This could result in a torpedo striking your own compatriots, which will annoy them to no end.

In manual mode the computer will calculate and display the bearing angles to each valid target as well as the number of torpedoes in supply. The reason for selecting manual over auto mode is usually for attempting to hit an invisible Zaldron, which cannot be targeted by autofire, or to use a customized targeting priority scheme. You will be prompted to enter the number of torpedoes to fire (up to five) and the numeric input keyboard will appear in the message area. 

Select the number of torpedoes to be fired and press OK. To cancel, press OK without numeric input. You will then be asked to input the course for each torpedo allocated. The Course Selection Display will replace the numeric input keyboard, with the course of the first identified target being set in the display. Click Okay if this is the course desired for the first torpedo, or turn the course dial to the desired course and then press Okay. This process is repeated for each torpedo that was allocated with the default course each time corresponding to the next angle in the list of target bearings. When all torpedo courses have been set, the torpedoes will be fired simultaneously.

Torpedoes will travel in a straight line to the edge of the quadrant unless an object is hit. They are unable to track moving ships or avoid hitting objects such as stars and planets that are along their flight track.

Phaser Control 

This command enables you to fire up to six phasers simultaneously against separate targets. Phasers are more effective (powerful) at close range than torpedoes and can fire past objects such as stars, ships, colonies, planets, starbases, and mines, but they require more power from your reserves. Phasers also have the advantage over torpedoes in that they are sometimes able to track enemy ships, even if they move. However, if these lose lock-on of a moving target, firing will be aborted and the allocated power will not be wasted. Phasers also are controllable by adjusting the power allocation, so that a target can be disabled rather than destroyed (torpedoes are not controllable in this way). 

This command is not available through the Commands Menu, but is instead accessed by clicking the Phasers button above the Tactical Display. After you select Phaser Control you must choose the firing mode. There are two modes available: auto and manual.

In auto mode the computer displays how many valid phaser targets (note: hostile vessel in tow is not considered a valid target by the autofire computer) are present in the quadrant. It will then inquire if any of the targets are to be disabled. Select the appropriate option: Yes, No or All. If you selected “all” then the computer will calculate the power required to disable each vessel to the mid-point of the disabled range (i.e., to 50 units of power remaining). If a target is already disabled, then it will be cancelled from the firing list. If you selected “yes” instead of “all,” then the computer will prompt you for each target in turn as to whether or not it should be disabled. Once this phase is completed, the autofire computer arranges the targets based on threat to your ship and calculates the approximate power required to fulfill the firing specifications. The computer then displays the estimated total power required to accomplish the disabling or destruction of all the selected targets and the amount of power remaining in reserves. The numeric input keyboard appears and you will be prompted to enter the total amount of power allocated to phaser firing. The autofire computer then fires phasers according to the calculated firing priority. If insufficient power was allocated to eliminate/disable all targets, the autofire computer will attempt to fulfill the firing orders for each target in turn rather than divide the power evenly amongst all targets. Excess power, however, is evenly distributed amongst all targets.

In manual mode the numeric input keyboard will appear and you will be prompted for the number of targets. Enter a number between 1 and 6 (any other input will cancel the command). You will then be prompted for the sector location of each target in turn. Use your mouse to move the target designator box over the target and then click the left mouse button. You can even fire your phasers at stars, planets, mines or empty space. If the target is prohibited (your own ship, colony, planet you are orbiting, starbase or planetary base) then the command is automatically cancelled, otherwise you will be prompted for the power allocated to the phaser for that target. To help you, the computer calculates the minimum amount of power required to destroy the target and displays it in [ ] behind the listed sector location. Enter the desired power allocation using the numeric input keyboard (NOTE: you cannot use your computer’s keyboard for entry). Effective hit strength of the phaser decreases with distance (i.e., the farther the distance, the more power needs to be allocated). To destroy a full-strength Krellan destroyer or supply ship takes from 50 to 400 units depending on the distance. A full-strength battlcruiser, on the other hand, requires from 300 to 3200 units for the same distances. To cancel the command at this phase, allocate zero power for every phaser target (click on OK each time). Once the power has been allocated for all targets, the phasers will fire at each in turn. If the enemy vessel moves, then your weapons computer may or may not retain lock-on. If not, then the firing will be aborted and the power allocated returned to main reserves. One of the main purposes for using manual mode is to hunt Zaldrons. You can target up to six “empty” sector where you think that the Zaldron might be located. When you fire the phasers, a short ranging burst (5 units) is fired first to see if there is a hit. If not, the firing of that phaser will be aborted to conserve power. However, if a hit was registered, the full power allocated to the phaser is fired at that sector with the resulting hit on the Zaldron.

It is possible to have a larger magnitude hit on a target than the amount of power that was fired by the phasers. The hit recorded is not the number of units of phaser power that reached the enemy (phaser power decreased with range), but is the number of units of shield power required by the enemy to defend against the hit along with associated power losses. Thus at point-blank range, firing phasers with 100 units of power will result in a 1000 unit hit on the enemy, while the same amount of power fired at an enemy about 11 sectors away will only result in a hit of 108 units.

Defensive Shields Control [Shields]

Your ship has four defensive energy shields to protect against hits from enemy ships. The location of each shield in relation to your ship is shown in the Shields Display area of the main display screen (Figure 1). In this display the shield number is shown in parentheses behind the shield strength value. The intensity of the shield segment surrounding the ship also indicates the relative strength of the shield. Shield #1 always protects the front of your ship (fore), Shield #2 the left side (port), Shield #3 behind your ship (aft), and Shield #4 the right side (starboard). To help you determine the orientation of the shields to enemy ships, the ship in this display, with its shields, rotates to the current ship bearing. By translating this orientation to the Tactical Display, you can determine which shields are facing which targets. The number in the middle of the ship display is the total shield strength. In the upper left of the Shield Display is the Auto Alert Switch (AAS) indicator (see the following description of the Auto Alert Switch in the Computer command menu). 

Whenever your shields are up, they use power from your ship’s main reserves at the rate of one unit of power for each 1000 units of shield power per time update. Each time your ship is hit, the number of units of the hit are subtracted from the shield(s) facing the enemy ship. Whenever a particular shield strength is exceeded by a hit, damage occurs to one of your ship’s systems with casualties. The excess power of the hit is absorbed by the adjacent shields. However, if the hit exceeds the penetrated shield(s) by more than 100 units or your total shield strength by more than 50 units, your ship will suffer severe damage with heavy casualties. If the hit exceeds your total shield strength by more than 100 units, then your ship is destroyed! If there is not enough power in your shields to withstand another set of hits equal to the last set of hits received, then a SHIELDS LOW(/DOWN) warning will be given. If this occurs, your currently entered command will be cancelled and you will have a chance to input a new command, such as shields control. The SHIELDS LOW warning takes into account enemy ship destruction and Zaldron arrival, but does not take into account enemy movement.

You can gain access to Shields Control by either selecting the “Shields” command from the Operations menu, or by clicking on the ship in the Shields Display. Shields Control will display the current strength of each shield separated by a “/” followed by the total shield strength in parentheses. The next line shows the total current ship power available to allocate to shields (including what’s already in shields). Below this information are a number of option buttons, which are described in Table XI.

If you initiate Shields Control while a disabled ship is in tow, you will receive a warning that raising Shield #3 will cut off the tractor beam, setting the towed ship adrift. You will have to confirm the shield command to continue.

If Shields Control is damaged, you will be unable to adjust your shields. If your power reserves are also exhausted, your Chief Engineer will ask if you want him to attempt to bypass shield control to return power from one of the shields to your ship’s reserves. This is necessary because you have no power in reserves to speed up repair of the damaged shield control. If you allow the Chief to go ahead, there is a danger that he might fail with catastrophic results: additional damage to Shield Control and casualties.  There are two alternatives to restore power to your reserves: (1) if the estimated repair time is small you might try using the NOOP command to complete repairs and use Shields Control to lower shields. However, when your main power reserves are exhausted, your ship has switched to the Backup Life Support System, which can run on batteries for only 0.5 days. If the Estimated Recovery Time (ERT) of Shield Control is greater than 0.5 days, then this method won’t work, and (2) under certain conditions you might be able to use Tractor Beam Control to lower a shield and restore power (see Tractor Beam [Control] command description).

Table XI: Shields Control Options

	Shield Option
	Description

	Lower
	Lower all shields – power is returned to ship’s main reserves

	Battle
	Battle Entry Configuration: doubles power to front shield, with none in rear (i.e., 2#/#/0/#) and leaves at least 100 units in reserve

	Max
	Maximum Strength Configuration: allocates all available power evenly to shields (i.e., #/#/#/#) leaving at least 100 units in reserves if possible. The maximum total amount of power that can be in shields in 4000 units.

	Total
	You are prompted to enter the total amount of power you want evenly allocated to shields (i.e., input amount/4 for each shield)

	Indiv.
	Allows you to allocate power to each shield individually. Shield control will prompt you for each shield power allocation in turn. After you have entered the desired amount of power, click the “OK” button and you will be prompted for the next shield. If you do not want any power in the prompted shield, then just click “OK” without any other input. When you have completed entering the power for all four shields, the new shield allocation will be displayed. The maximum power of any single shield is 2000 units.

	Cancel
	Cancel the Shields Control command


Damage Control [Damage]

This command displays a list of your ship’s thirteen major systems, their operational status, and estimated time until repairs are completed (ERT in days). The actual repair time depends on the number of crew you have left and the ship’s alert condition. For example, condition GREEN will permit faster repairs than condition YELLOW, which in turn is faster than condition RED.

If any of your systems are damaged, you can speed up repairs by diverting power from your ship’s reserves to the computer and robotic resources repairing the system. To do this, simply click on the damaged system in the list and enter the desired power to be diverted. About 100 units of power for each day of ERT are needed to completely repair the system. For instance, if the system shows an ERT of 0.69, then you can repair it if you allocate 69 units of power. Similarly, an ERT of 3.42 days requires 342 units of power. If you are short of power, you can allocate less than the full amount. This will reduce the ERT by the corresponding amount. Note that you can reduce the amount of power allocated slightly because the Damage Control command uses time, which contributes to the repair of the system in addition to power allocated.

Navigation Control [Navigation]

Navigation Control provides one means of moving your ship from destination to destination, although the preferred method is to use the targeting system connected to navigation (see previous Movement section). It also is allows you to dock with starbase or enter orbit around a planet or colony.

When you select Navigation Control, you will be prompted for a course and a Course Selection Display (see Figure 5) will appear in the message area of your screen. You can enter the course either by typing the value using your keyboard or you can use the course line in the circular display of the navigation control display. Just click and drag this indicator line to the desired direction as read from the numeric degrees readout in this display. Once you have the desired course, click on Okay. If you do not really want to enter a course but are instead just trying to get through to the docking or orbiting commands, then just press Okay regardless of the indicated course. 
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Figure 5: Course Selection Display

After entering the course you will be prompted for the C-Factor and the Course Selection Display will be replaced by a numerical keypad. Enter the distance that you want to travel by clicking on the appropriate numbers. Note that the input has a fixed decimal point, so you need to add numbers to the end to get it to the value you want. For example, if you want to travel 2 quadrants (20 sectors) you click 2, which will show you a value of .2, then click 0 to get the value to 2.0. If you make a mistake while entering the number, you can erase the previous entry by clicking on << as many times as it takes to remove the mistake. When you have entered the desired C-Factor, click OK, and your ship will move according to the course and C-Factor you input. If you have entered the C-Factor input on your way to docking or orbiting, just press OK without any numeric input.

If you are adjacent to a starbase and have not entered a non-zero C-Factor, you will be prompted on whether or not you want to dock with the starbase. Click on Yes or No. If affirmative, your ship will dock with starbase and your ship’s symbol will disappear from the Tactical Display. While docked you can fire your own weapons and probes while the starbase shields protect your ship. BEWARE! If starbase is destroyed while you are docked with it, your ship will be destroyed as well regardless of whether or not you have your shields up. Starbase will replenish your supplies, power, probes, torpedoes and crew (if enough replacements are available) up to their full strength values, and repair/replace any damaged or destroyed systems. You receive a report when resupply and repair are completed, along with how long it took. 

If you are adjacent to a planet, whether it is unoccupied, a colony, or has a planetary base, you will similarly be prompted and able to enter orbit around it. As with docking, your ship’s symbol will disappear from the Tactical Display while you are in orbit. For planets with colonies or UGA planetary bases, their shields will also protect you. However, unlike with starbases, if the colony or planetary base is destroyed while you are in orbit, you will NOT be destroyed. You will just be naked, orbiting an unoccupied planet. Colonies and planetary bases will resupply your ship with power (colonies provide up to full strength, while bases supply up to 1000 units), but they will not be able to help repair systems, or replenish your torpedo, probe and other supplies. Although unoccupied planets do not have shields to protect you, they can cause the enemy to miss if you happen to be on the other side of the planet at the time. The end result is that 50% of their shots will miss while you’re in orbit (they hit the planet, which receives not appreciable damage).

Probes Control [Probes]

This command allows you to launch deep space reconnaissance probes to detect what is in distant quadrants, including the presence and number of Krellan ships. Your ship comes equipped with five probes, which are replaced when you dock with starbase. When you select the Probes command from the Operations Menu, the Course Selection Display (see Navigation Control) will appear in the message area and you will be prompted for the desired trajectory course of the probe. Move the course indicator line to the desired course and click Okay. The Course Selection Display will be replaced by the numeric input keyboard and you will be prompted for the power to allocate to the probe. Probes require power from your ship’s main power reserves as propulsion. Approximately 100 units is enough to send the probe across the diagonal length of your region. Clicking OK will launch the probe. As the probe passes through a quadrant, the code number of that quadrant will appear in the Region Map (see Region Map in the Displays and User Interface section). There is a slight chance that the enemy may detect and destroy your probe as it travels through their quadrant. The number or probes remaining on your ship is shown in the Mission Status Report (see Computer Command Menu).

No Operations [No Op]

The situation is this: you have laid a carefully laid trap for a Krellan battlecruiser by laying in wait orbiting a planet that has one of your bases on it. However, how do you pass time while waiting for them to show? You’ve looked for a “Recreation” or “Holideck” command but have failed to find one. No Op is your answer! This allows you to advance time by one cycle without having to use a specific (and unwanted) time-using command. Of course the universe will update when you select this command. You can repeat the command as many times as necessary until you decide that you might want to do something significant for a change. Another example of where this might be useful is to conveniently allow time to pass to effect repairs of a damaged system when you have insufficient power to speed them up.

Tractor Beam [Tractor]

This command allows you to use your ship’s tractor beam for retrieving mines or for drawing disabled enemy ships in to your ship and towing them to starbase for delivery. It uses power and time. 

When you select this command you will be asked to select the target for the tractor beam. A target designator box (TDB) will appear in the Tactical Display. Move your mouse to move the TDB onto the desired target and then left click. You cannot use the tractor beam if there is another object between you and your target. To place an enemy vessel in tow using the tractor beam it must be disabled, which means that its strength is less than 100 units of power (20% for Krellan destroyers and supply ships, 2.5% for Krellan battlecruisers, and 16% for Zaldrons). If you decided that you really did not want to use this command, then simply select an empty sector and the command will be aborted. If your rear defensive shield (#3) is up, you will be asked if you want it lowered. If you answer no, then the command is aborted. If yes, then the shield is lowered (the power is returned to main reserves) and your ship will turn so that the aft is facing the targeted object. The tractor beam will then activate and draw the object to your ship. If the object is a mine it will be brought onboard and be returned to your torpedo supply. If the object is a ship, it is secured in towing position by the tractor beam, enabling it to be towed anywhere you go. The tractor beam indicator, TRC, is in the Shields Display area of the main screen. If the yellow light is lit, then the tractor beam is on and you have a ship in tow, otherwise you do not. If you can deliver the vessel in tow, whether it has been captured by your space marines or is still hostile, it will increase your mission rating. While an enemy vessel is in tow, it cannot fire at you, but you can still fire at them with phasers or torpedoes using manual mode.

If you select the tractor beam command while a vessel is in tow, you will be asked if you want to cut off the tractor beam and release the vessel. You can only use the tractor beam on one object at a time. If you answer no, then the command is aborted, otherwise the vessel will be released. If you want to use the tractor beam on a new target, you will have to select the command again. If Shield 3 is raised for any reason while a vessel is in tow, the tractor beam will be cut off and the vessel released. If this happens while your ship is in an outer row or column of a quadrant and the towed vessel is in the adjacent quadrant, the vessel will be lost (if it was captured) or will become a normal enemy in that quadrant (if it was hostile at the time).

If Shields Control is inoperative, you may be able to use Tractor Beam Control is lower a shield and restore its power to reserves. However, for this to work you must have Shield 3 powered and have a valid tractor beam target present in your quadrant. If the target is selected, then Tractor Beam Control will lower Shield 3, bypassing Shields Control.

One final word of caution: if you tow an enemy vessel that is still hostile (in other words you have not used transporters to capture it with your space marines) then there is a good chance that the enemy will beam an agent saboteur aboard through your lowered shield. This agent will then proceed to cause as much damage as possible to your ship’s systems. So, if possible you should try to capture an enemy vessel as soon as possible after you get it in tow.

Transporters Control [Transporters]

This command allows you to beam Alliance space marines aboard a disabled enemy vessel in an attempt to capture it. The weaker the enemy vessel, the more likely your marines are to capture it and the fewer casualties they will suffer. Your full complement is 70 space marines and you must have a minimum of five in order to attempt a boarding. You receive replacement space marines when you dock with a starbase. Transporters use a small amount of power.

When you select this command from the Operations Menu, you will be prompted for the target sector. Use your mouse to move the Target Designator Box to the desired target and click the left button to select it. The range of transporters is one sector and the target ship must be disabled (it will have corner markers around the symbol in the Tactical Display to indicate it is disabled). Transporters cannot operate through a defensive shield, so if the shield facing the target is up, you will be asked if you want to lower it. To avoid having the targeted enemy shooting you through your lowered shield, you should always have the ship secured in tow with your tractor beam first. They cannot shoot their weapons while in a tractor beam. If you do not want to lower the shield, just select No and the command is cancelled. Once confirmed, your shield, if any, will be automatically lowered and the power from it returned to your ship’s main reserves. After this the space marines will be transported to the enemy vessel. You will hear (but not see) the battle taking place there. As soon as the battle is completed you will be informed of the results; either the ship was captured or your boarding party was repulsed and returned with their tails between their legs. You will also be told how many casualties your marines suffered and the number of prisoners taken if the assault was successful. If you were successful in capturing the vessel you will receive power and possibly torpedoes from it.

Mine Control [Mines]

Mines are torpedoes that lay passively in space waiting for passing enemy vessels to trigger them to explode, resulting in damage or destruction of the vessel. They have the same hit strength as a torpedo. They are particularly useful in catching invisible Zaldrons. Once allocated via Mine Control, torpedoes are laid as mines as you pass through a sector and will be visible on the Tactical Display. Mines can only be laid locally and but will not be lost if you leave the quadrant.

Mine Control is accessed through the Operations Menu and is only functional if you have at least one torpedo left in supply. You will be informed how many mines/torpedoes you have left and prompted for the number of mines you wish to lay. You can enter any number up to the number of torpedoes that you have left using the numeric input keyboard that will appear in the messages are. If you click on just OK or enter a number larger than your supply, the command is cancelled. Mines allocated are immediately removed from the torpedo supply. 

After entering the number of mines to be laid, you will automatically be transferred to the navigation targeter so you can designate your destination for movement in your local quadrant only. Mine Control will continue to lay mines in your quadrant until the allocated number have been laid even if your ship stops on the way. If you still have mines remaining to be laid when your ship stops, those mines will be laid once you start moving again. You cannot leave the quadrant while laying mines since the mine targeter will not allow you to target outside your quadrant. Mines remain in place even when you leave the quadrant.

If you enter Mine Control with mines already laid in the quadrant, you will first be asked if you want to retrieve any mines. If not, it will continue as before. If you do wish to retrieve mines, then you will be told how many mines are laid and prompted for the number to be retrieved. Use the numeric input keyboard to enter the desired number. An invalid number or pressing OK will cancel the command. Your ship has shuttlecraft which are used to retrieve mines. Once in flight, shuttlecraft can be destroyed by enemy fire and any mines already retrieved by the shuttle will be lost. When the shuttle has finished gathering the mines, it returns to your ship and the mines are restored to your torpedo supply.

Now some things you should know about mines. When your ship passes through a sector containing a mine, no damage is done and the mine is unaffected. Your torpedoes can pass through sectors with mines without effect on either object. You cannot lay mines while towing a ship. The enemy is unable to detect mines, which is why they are so effective. And lastly, mines are fairly useless at the lower ranks (1 and 2) since the enemy do not move much locally.

Security Control [Security]

This command allows you to use your ship’s internal security forces to apprehend intruders that are sabotaging your ship’s systems, as well as to provide information about the status of any security searches that are underway. You will not be able to use Security Control unless an intruder has been detected.

This command is accessed through the Operations Menu. If there is an intruder alert underway you will be told the last deck on which the intruder was detected, whether or not there is a security search underway (initially there is no search – you have to initiate it), and which deck has been selected for maximum security, if any. You will then be given two choices: Cancel and Search.

If you have a security search in progress, then selecting Cancel will stop the search. If no search is in progress, then selecting this option will cancel Security Control command.

If you select Search when there is no search in progress, then a security search will be initiated. After ordering a search, or if one is in progress, you will then be given the option of  selecting a maximum security deck. A maximum security deck concentrates your security forces on that deck in an attempt to either capture the intruder or to protect vital systems located on that deck from sabotage by the intruder. You can only have one deck on maximum security at a time. Although designating a maximum security deck will increase the chances that the intruder will be apprehended if he appears on that deck, it lessens the chances that he will be apprehended if he is on another deck. Performing a security search without a maximum deck results in a greater chance that the intruder will be caught than on a non-maximum deck, but less chance than on a maximum deck. Intruders move in the ship by passing through adjacent decks. They will not jump from a deck to a non-adjacent deck. The list of decks on your ship and the systems vulnerable on each deck are shown in Table XII. You can change the maximum security deck at any time by selecting Security Control, selecting the Search option and then the Max option.

TABLE XII: List of Ship’s Decks with Vulnerable Systems

	Deck
	Primary Functions
	Vulnerable Systems

	1
	Upper sensor platform
	SRS

	2
	Short range sensors
	None

	3
	Main sensor platform, senior officers’ quarters
	LRS, SRS, PLS

	4
	Weapons Control, sensors
	Phasers, LRS

	5
	Weapons Control
	Torpedo Control

	6
	Junior officers’ quarters, galley
	None

	7
	Crew quarters, life support, mess rooms
	PLS

	8
	Crew quarters, mess rooms, science labs
	None

	9
	Crew quarters, shuttle bay, Torpedo Control
	Torpedo Control

	10
	Navigation computer, Mine Control, Shuttle hangars
	Navigation Computer, Mine Control

	11
	Shield Control, repair facilities, main computers
	Shields Control, Ship’s Computer

	12
	Tractor beam, life support, recreation area
	Tractor Beam Control, PLS

	13
	Life support, storage, waste recovery
	PLS

	14
	Engineering, batteries, auxiliary engines
	Auxiliary Engines

	15
	Engineering, transporters, Marine/guest quarters
	Transporters, Auxiliary Engines

	16
	Engineering, shield generators, storage, food preparation
	Shields Control

	17
	Torpedo room, cargo holds
	Torpedo Control

	18
	Lower sensor platform, engineering
	SRS, PLS

	19
	Engineering, main engines
	Main Engines

	20
	Engineering, main engines
	Main Engines


Emergency Hyperspace Maneuver Control [Hyperspace]

This command allows you to activate your emergency hyperspace maneuver control to relocate your ship at random in the region, usually to escape otherwise hopeless situations. The hyperspace maneuver uses a special hyperspace system that is independent of your main engines. It requires 50 units of power and is uncontrollable. It will relocate your ship at random in the region and is very dangerous to use. There is a 10% chance that the maneuver will be unsuccessful and your ship destroyed. Upon accessing this command from the Operations Menu, you will be asked to confirm that you are ordering the hyperspace maneuver. If confirmed, then the hyperspace maneuver will be initiated and you will see the usual hyperspace travel display in the Tactical Display, however, there is no acceleration or deceleration through normal space required, unlike with normal hyperspace travel. This maneuver should only be used if you are in extremely serious trouble and the only alternative is death (e.g., your auxiliary engines are down with insufficient power and time to repair them before receiving a round of hits from the enemy for which your shields are too weak to withstand).

Computer Commands

Mission Status Report [Status Report]

The Mission Status Report provides valuable information both about your ship, the enemy ships, and the status of how well you are doing towards accomplishing your mission. When you select this command from the Computer Menu, it will display the report in the messages are of your screen. The report is divided into two sections: enemy status and your ship’s status. 

For the enemy status, the report displays the ship type, the current sector location, its power level as a percentage of its maximum capacity, and its current status (hostile, disabled, captured). If data on a ship is missing (either due to inoperative short range sensors or because the ship is an invisible Zaldron), then the data will be listed as being unknown.

The items for your ship’s status are described in Table XIII.

TABLE XIII: Mission Status Report Items for Your Ship

	Status Item
	Description

	Sys Out
	The total number of critical ship’s systems currently inoperative

	Marines
	The number of space marines left on board

	Days Left
	The number of days left until the mission deadline

	Prj Rtng
	Your projected mission efficiency rating

	Crew
	Total number of crew (including marines) left on board

	Shuttles
	The number of shuttlecraft remaining

	Prisoners
	The number of enemy prisoners on board (they are removed when you dock)

	Aliens Killed
	The total number of enemy ships eliminated by you ship so far (including those destroyed by mines, but not including starbase victims)

	BC Killed
	The total number of Krellan battlecruisers that you have eliminated so far

	Probes Left
	The number of deep space reconnaissance probes left on board

	Crew Losses
	The total number of crew (including marines) that have been killed since the last time you left starbase (crew dispatched to set up bases are not included)


The projected mission efficiency rating (Prj Rtng) takes your current “kill rate” and projects it to the end of the mission, then uses it to calculate your final efficiency rating based on the other modifiers (see Your Career section). This assumes that you will not do any of the events listed in that section that modify your rating. The closer you are to the end of your mission, the more accurate the projected rating will be.

Underneath the listing of your ship’s status you will also be informed if you have a ship in tow and if so, it’s current sector location.

Starbase Status Report [Base Report]

The Starbase Status report displays the quadrant location, power, number of crew replacements, and status of each starbase in your region. It is accessed through the Computer Menu and will be displayed in the messages section of your screen. The location of each starbase is known at the beginning of your mission. Table XIV shows the possible statuses and their meanings.

TABLE XIV: Starbase Status Report Statuses

	Status
	Meaning

	NORMAL
	The starbase is not under attack and everything is nominal (however, enemy vessels may be present but not attacking)

	ATTACK
	The starbase is currently under attack by the enemy and needs to be rescued. The starbase strength is over 25% and they are defending themselves.

	CRITICAL
	The starbase is under attack and its shield strength is less than 25%, which means that the starbase can no longer fire phasers to defend itself. It has to conserve all power for defensive shields. It is critical that you go help starbase immediately if it reaches this condition.

	DESTROYED
	The starbase has been destroyed. This will have a detrimental effect on your final mission efficiency rating.


Colony Status Report [Colony Report]

The Colony Status report displays the quadrant location, power, and status of each colony in your region. It is accessed through the Computer Menu and will be displayed in the messages section of your screen. The location of each colony is known at the beginning of your mission. The Colony Status Report uses the same statuses as the Starbase Status Report (see Table XIV) the only difference being that colonies do not have phasers or other weapons to defend themselves. They are much more dependent on your ship to survive an attack.

Planetary Base Report [Planetary Base Report] 

The Planetary Base Status report displays the quadrant location and shield strength of each colony in your region. It is accessed through the Computer Menu and will be displayed in the messages section of your screen. The main purpose of planetary bases is to use their long range sensors to scan adjacent quadrants for the enemy. Their shield strength starts at 20% (600 units) when first established and will gradually increase up to100% (3000 units). Remember that although you can get up to 1000 unit of power from a planetary base, that power comes directly from their shield strength unlike with power received from starbases or colonies. 

Auto Alert Switch [Auto Alert]

The Auto Alert Switch (AAS) enables or disables the computer function that automatically raises, adjusts, or lowers your defensive shields based on changes in your tactical situation. It is accessed through the Computer Menu. When selected you will be informed of the current status of the AAS and asks if you would like to toggle it to the opposite state. Click on Yes if you wish to toggle the AAS, otherwise select No. The AAS indicator is in the Shields Display area of the main screen. If the green light is lit, then the AAS is on, otherwise it is off.

When the AAS is on, it will raise your shields based on your current ship’s location and the location (or potential location in the case of Zaldrons) of the enemy vessels in order to maximize the effectiveness of the shields. For example, if your ship is on an outer row or column of a quadrant, the AAS will not put any power in the shield(s) facing the boundary where the enemy cannot possibly hit you from. It will instead put extra power in the shield(s) facing the enemy vessels. This is also true if you are in the middle of a quadrant and all the enemy are located to one side of your ship. However, if a Zaldron arrives while you are away from the edge, it could be anywhere, so the computer will adjust your shields to the equivalent of Maximum Strength configuration (see Shields Control). Note that the AAS will not raise your shields after you make a move and before the enemy shoots. Thus you need to manually raise shields (you will receive a warning) before you leave a starbase or colony into condition RED.

The AAS is normally left on (and will be reset to ON whenever you dock with a starbase), but in some situations, such as when towing an enemy vessel or after setting up a special shields configuration when low on power, it may not desired. This is because, for instance, if a Zaldron arrives with AAS on, your shields might automatically be raised, thus cutting off the tractor beam or ruining your special configuration.

Self Destruction [Self Destruct]

The purpose of this command is to destroy your own starship! It is to be used only as a last resort, in cases where your ship is in a hopeless situation and about to be destroyed (e.g., engines out, not enough power for the emergency hyperspace maneuver or to withstand another round of hits). The advantage of using this command rather than just letting the enemy destroy you is that you will also destroy all enemy vessels in your current quadrant. This will increase your final (but still losing) mission efficiency rating. When you select this command from the Computer Menu, you will be asked to confirm the command. Once confirmed, a ten- second countdown to destruction will be initiated. The fat lady then sings!

Save Mission [Save Mission]

This command allows you to save your current game to be resumed later, if needed. This can be done both if you need to stop playing before completion of your mission, or if you want to save the current situation in case something goes wrong, either with your equipment or with the game (although this latter case sounds a bit like cheating). After selecting this command from the Computer Menu, you will be shown the file names of all the games you currently have saved and will be prompted for the name to save your game under. The last file name you used for the current mission, if any, will be listed as the default. If you want to use that name, just press [Enter], otherwise type in a new name and then press [Enter].

Stop Mission [Stop Mission]

This command allows you to stop your current mission and returns you to the Sign-on Options Menu. After accessing this command from the Computer Menu, you will be asked to confirm that you want to stop the mission. Missions that are stopped do not become part of your Service Record and are not automatically saved. If you wish to save the current mission before returning to the Sign-on Options Menu, then you must first use the Save Mission command from the Computer Menu.

Toggle Sound [Toggle Sound]

Toggles the game sounds on and off.

Exit Program [Exit Program]

After confirmation, this command ends the game and returns you to Windows.

YOUR CAREER

Your promotion history and any awards or decorations you receive are contained in your personal service record. Your service record is updated automatically by SFD at the end of each mission. With the service record and the ability to view it using the Sign-On Options, you can watch yourself and other members of the fleet proceed up through the ranks.

Training and Promotions

Your training will be as a cadet (Mission Level 1) in Star Fleet Officers’ Academy, where you will command only simulated computer training missions aboard the cadet training ship UGAS Republic. The Krellans will not move tactically, but only strategically (i.e., they will move from quadrant to quadrant but not around in your local quadrant except on the way in or out of the quadrant). There will also be no Zaldrons or ion storms, and life in general will not be as hectic as at higher levels.

After you have successfully complete the second mission at this level you will graduate from the Academy and be promoted to Lieutenant Junior Grade (Lt. JG) and given your first real command at Mission Level 2. From then on you may choose any mission level up to that for which you are qualified, but only those missions at your maximum level will count towards your promotion or for awards. For a list of the ranks and mission levels, see Table XV. To be promoted from Lt. JG you must complete at least three missions at Level 2 with an overall mission efficiency rating of 75%. From then on, to be promoted you must successfully complete five missions at your maximum level with an overall mission efficiency rating of 75%. If you have not been promoted after five missions, each new mission will count as 20% of your overall rating while all previous missions count as the remaining 80%. Thus, each mission will have the same effect on your rating as if it was one of the original five. There are no promotions from Level 10 missions, although once the reach the point at which you would normally be promoted, you will receive the honorary rank of Admiral Emeritus. You will not be promoted after a failed mission, even if your overall mission efficiency rating is above 75%. You must successfully complete your last mission in order to be promoted.

TABLE XV: Officer Ranks and Mission Levels

	Mission Level
	Rank
	Abbreviation

	1
	Cadet
	-

	2
	Lieutenant Junior Grade
	Lt. JG

	3
	Lieutenant
	Lt.

	4
	Lieutenant Commander
	Lt. Cmdr

	5
	Commander
	Cmdr

	6
	Captain
	-

	7
	Commodore
	-

	8
	Rear Admiral
	Rear Adm

	9
	Vice Admiral
	Vice Adm

	10
	Admiral
	-


Decorations and Awards

Officers are awarded decorations for individual outstanding missions, and awards for certain other exceptional events. All decorations and awards are presented at the end of the mission and become a part of your permanent service record. They can be viewed at any time using the Sign-on Options Menu.

The decorations are awarded based on individual mission ratings and the mission rank. They are only earned for missions at your maximum level. The decorations and their award levels and criteria are shown in Table XV. All awards are presented in succession within each level. For example, your first Level IV award will be the Iron Cross, the second will be the Medal of Honor, etc. Likewise, your third Level VI award will be the Hero of the Alliance Gold Star with Meteors and Diamonds. If you receive all the decorations for a particular level, the sequence starts over, e.g., your fourth Level I decoration will be the Star Fleet Citation for Gallantry (you will now have two). There is no limit to the number of decorations and awards you can receive. However, there are no awards for Level 1 or 2 missions.

TABLE XVI: Decorations Levels and Award Criteria

	Level
	Decoration
	
	Mission 
	Efficiency
	Rating (%)

	
	
	Rank 3-4
	Rank 5-6
	Rank 7-8
	Rank 9-10

	I
	1. Star Fleet Citation for Gallantry

2. Prentares Ribbon of Commendation

3. Combat Action Ribbon
	100
	95
	90
	85

	II
	1. Silver Palm

2. Alliance Defense Service Medal

3. Distinguished Service Medal

4. (Oak Leaf Cluster to the Silver Palm)
	105
	100
	95
	90

	III
	1. Valcun Medal of Valor

2. Karagite Order of Heroism

3. Cross of Gallantry with Palm
	110
	105
	100


	95

	IV
	1. Iron Cross

2. Medal of Honor

3. Cross of Gallantry with Silver Star

4. (Shield to the Iron Cross)
	115
	110
	105


	100

	V
	1. Knight’s Cross of the Iron Cross

2. Cross of Gallantry with Gold Star

3. Pour le Mérite

4. (Swords to the Knight’s Cross of the Iron Cross)
	120
	115
	110
	105

	VI
	1. Hero of the Alliance Gold Star

2. (with Meteors)

3. (with Meteors and Diamonds)
	125
	120
	115
	110


There are three very special awards that are not based on mission rating for award. They are:

Honorary Rank of Admiral Emeritus – This is awarded to officers who complete at least five missions at Level 10 (Admiral) with an overall efficiency rating of 75%. It is at this point that you would normally be promoted if there was a rank beyond Admiral. Once awarded, your Admiral Emeritus rank will never be taken away, even if your overall mission efficiency rating falls below 75%. As far as the game play and everything is concerned, you are treated as an Admiral (Level 10).

Alliance Defense Cross with Gold Star – This is awarded to officers who sacrifice their ship in hopeless situations (i.e., you self-destruct to avoid capture). You will not necessarily receive one each time you self-destruct – you situation must really be hopeless. The computer will check for damaged systems, power level, enemy hit potential, and other factors to determine if your self-destruction was warranted. As with all decorations, there is no limit to the number of times this decoration can be awarded – you just have to keep blowing up Alliance heavy cruisers to get them!

Exceptional Service Medal – This is awarded to officers for every 50 missions completed after leaving the Academy. This award is given regardless of your current rating, and acknowledges exceptional dedication and tenacity in the service of Star Fleet. This award is also cumulative, e.g., if you just completed your 150th mission, you will receive your third Exceptional Service Medal.

GENERAL INFORMATION

Hits and Damage

Your ship has defensive energy shields to protect it from hits by Krellan phasers and torpedoes, and Zaldron plasma beams. If a hit overpowers the particular shield facing the enemy, that shield will collapse and the remaining energy of the hit will be absorbed by adjacent shields and the armored hull of your ship. This penetrating hit, if large enough, will also cause some damage to your ship and casualties amongst your crew. Some of your ship’s critical systems are localized in certain areas of the ship and are most vulnerable to hits penetrating the shield covering that part of the ship. Table XVI shows which shields protect the critical ship’s systems. This information can be used to orient your ship so that even if a particular shield is penetrated, it will probably not damage a critical system you might want protected (e.g., auxiliary engines are not affected by hits penetrating Shield #1). However, if most of your ship’s systems are already damaged, another shield penetration could knock out a system not normally vulnerable in that area.

TABLE XVI: List of Ship’s Systems and Their Critical Shields

	Number
	System
	Critical Shields

	1
	Navigation Computer
	All

	2
	Main Engines
	3

	3
	Auxiliary Engines
	3

	4
	Short Range Sensors
	All

	5
	Long Range Sensors
	All

	6
	Shields Control
	All

	7
	Torpedo Control
	1

	8
	Phaser Control
	1,2,4

	9
	Mine Control
	1

	10
	Tractor Beam
	3

	11
	Transporters
	All

	12
	Primary Life Support System
	All

	13
	Backup Life Support System
	All

	14
	Main Computer
	All


Life Support Systems

Your ship normally uses the Primary Life Support (PLS) system for keeping your crew alive. However, the ship comes equipped with a Backup Life Support (BLS) System which takes over when the PLS is damaged. If, however, your ship suffers further damage which then knocks out your BLS, then your entire crew will die and the mission lost. Thus, if you leave your PLS go unrepaired, you do so at your own risk.

If your ship exhausts its main reserve of power, which is required for operation of the PLS, then it will automatically switch over to the BLS, which is capable of running off emergency batteries. The batteries will only last for 0.5 days, after which the BLS will shut down and your crew will die, unless you have restored main power reserves (e.g., by performing an emergency shields bypass – see Defensive Shields Control section)

Starbases and Docking

Starbases are supplied for the replenishment and repair of your ship. Crew casualties will be replaced when you dock, as long as your have not already used up the starbase’s 500 crew replacements. To dock with a starbase you move to one of the eight sectors adjacent to the base, after which you will be asked if you want to dock. However, you can never dock using your main engines (C-Factor greater than 0.9), so if you arrive in a quadrant using your main engines and happen to stop next to a starbase, you will not be asked if you want to dock. You must use select Navigation Control from the Operations Menu, at which time you will be given the opportunity to dock. You can dock with a starbase even if your auxiliary engines are inoperative because non-damageable maneuvering engines are used for docking.

While docked with a starbase, you can still use all your ship’s systems as usual (e.g., fire torpedoes and phasers, use tractor beam or transporters, fire probes, etc.). The starbase’s defensive shields will protect your ship while docked. You can thus save a little power and keep your shields lowered. Be careful about docking with a starbase at low power that is under attack. If the starbase is destroyed while you are docked, your ship will be destroyed as well, even if you have your shields raised (they have no effect while you are docked).

Starbase will not continually resupply your ship while you are docked. If you consume a large quantity of power or torpedoes while docked and want to be resupplied, you will have to leave starbase and dock again. Your ship will only be replenished once each time you dock. Starbases will slowly regenerate their power at the rate of 100 units per time cycle.

Do not run back to starbase every time you use some power or a few torpedoes. There is a cost in time for replenishing your ship – at least one star day per docking. The more damage your ship has, the longer it will stay docked to complete repairs. If you have enough power to do so, you should repair your damaged systems as much as possible before docking. This will reduce the amount of time that will have to be spent at starbase.

Space Diseases

Travelling through space, even in a state-of-the-art heavy cruiser, is not without its hazards even without the presence of the enemy. The ion storms that can be encountered while in hyperspace were mentioned previously (see the Movement section). Starship commanders have also discovered many new life forms, some of which have proven to be very dangerous to humans. Several ship commanders have also exhibited strange behavior during their missions, which have been classified as mental diseases by the UGA Medical Corps. Here are two of the most common:

The Nobles Maneuver

 This disease in named in honor of Vice Admiral Charles “Mark” Nobles, Star Fleet Serial Number SF-1436-027-JSC. The most common symptom of this disease is the inability of the commander to control the movement of his ship. A typical example is to command a C-Factor of 6 instead of 0.6 to Navigation Control. Vice Admiral Nobles and his crew were last heard from while unexpectedly on their way to the Antares IV region.

The Tomodachi Syndrome

This disease is named in honor of Commodore “Bonzai” Tomodachi, Star Fleet Serial Number SF-1677-041-ARC. The most common symptom of this disease is the inability of the officer to be promoted from some ranks without great difficulty, but having no problem from other ranks. As an example, Lieutenant Tomodachi was promoted to Lt. Commander after 14 missions, promoted to Commander after only five missions, promoted to Captain after 32 missions, and finally promoted to Commodore after eight missions. Commodore Tomodachi has yet to reach Rear Admiral, even after completing 57 missions while a Commodore. Although the agent responsible for causing this disease is yet to be identified, Star Fleet Command is working on it because the health of its ships’ commanders is of prime importance.

The “Brick Wall” syndrome is related to the Tomodachi syndrome, but instead of being cyclic, it is like slamming into an impenetrable barrier (the command capabilities barrier, i.e., no more promotions). In fact, for Commodore Tomodachi, it could be argued that the Tomodachi syndrome from which he was suffering, has turned into the Brick Wall syndrome (57 missions at the same rank could easily be considered as a “brick wall”).

STRATEGY

In this section we present some strategies and tactics that have been learned from experience by our veteran ship commanders which should help in the success of your career. Even though the advice and information presented will be useful, it is not gospel. What works best in some situations may not be best in others. You need to discover and apply your own techniques during your career in Star Fleet.

Zaldron Hunting

Different tactics have been successfully employed against Zaldron vessels while they are invisible. Three basic tactics are presented. Note that your hunt of the Zaldrons can be aided by the occasional flicker in the Tactical Display of the sector containing the Zaldron. This flicker is not obvious – you have to be looking very carefully at the Tactical Display when it occurs. This flicker is due to a disturbance of the space-time continuum caused by their invisibility screen.

Tactic 1

The first tactic is the most effective at the lower ranks. It consists of allowing your ship to be hit (e.g., by moving) and noting which shield(s) are hit by the Zaldron. This will provide you with the general direction to the Zaldron for firing a spread of torpedoes under manual mode operation. Of course, this method is complicated if there are also Krellan ships present, because you have to separate the effects of the Zaldron hit on your shields from those of the Krellans. As you mission rank increases this method becomes less effective because the probability of the Zaldron moving between the time he fires and you can fire back increases. At the higher ranks it may be nearly as effective to simply fire the torpedoes in random directions. You should also not use this method if you are getting low on power or torpedoes.

Tactic 2

The second tactic is basically the same as the first except phasers are used instead of torpedoes. Using manual mode in phaser control, six separate target sectors can be fired simultaneously in an attempt to hit the sector containing the Zaldron. As well as determining the general direction to the Zaldron by noting which shield(s) he hit, you can also determine the approximate distance to the Zaldron by noting the hit magnitude. Each time that a sector is manually targeted, the phaser shoots a five-unit burst to determine if anything is in that sector. If so, then the full power allocated will automatically be fired, if not then the firing is aborted and the remaining phaser power allocated returned to reserves. The same limitations apply to this one as to the previous tactic, except that power is the main limiting factor rather than the number of available torpedoes.

Tactic 3

The third tactic uses mines to catch the Zaldron unawares as he streaks across the quadrant from one sector to another. This method is the most effective at the higher ranks because the Zaldrons are much more mobile than at the lower ranks. A string of mines laid across the quadrant is likely to damage or destroy the Zaldron. Time and the number of torpedoes are the major considerations with this method. Remember that the Zaldron will only move if you execute a command that uses time.

Boarding/Capturing/Delivering Enemy Ships

Once an enemy ship is disabled it is at your mercy – it cannot move, although it can still shoot if it has any torpedoes remaining. You can use your tractor beam to draw it to your ship and then tow it to a starbase for delivery. After the enemy vessel is secured in towing position it should be taken immediately to the nearest Alliance starbase to be handed over to the Star Fleet authorities.  You need not capture an enemy vessel to take it to starbase; however, placing a hostile vessel in tow can be dangerous. Although they cannot fire weapons, they can beam an intruder aboard your ship to sabotage your ship’s systems. You can also use your space marines to board and capture a disabled enemy vessel. You do not have to have the enemy ship in tow by your tractor beam in order to transport your space marines aboard, but it is generally wise to do so. You have to be adjacent to the target ship to use transporters anyway, and while it is locked in your tractor beam, the enemy ship’s computer systems malfunction and it cannot fire its weapons. Your marines may take prisoners in the process of capturing the enemy ship and these prisoners are brought aboard your ship after the battle is concluded. Sometimes a prisoner may escape and possibly causing damage by sabotaging a ship’s system. The more enemy vessels and prisoners you deliver to starbase, the higher your final mission efficiency rating. Note that only prisoners you have obtained by capturing the enemy ship count towards your promotion, and not the remaining crew left on a hostile vessel that is delivered. As a bonus, when your marines capture a ship, all remaining power and torpedoes in that ship are transferred to reserves for use by your own ship. However, capturing ships takes time, especially if you have one or more unsuccessful boarding attempts, so you must make this tradeoff between more rating points and additional supplies, and the additional cost in time.

If you have disabled several enemy vessels in a quadrant, you can only tow them one at a time to a starbase. The remaining disabled vessels will not be able to leave the quadrant while you are gone (although they might have drifted to a new location within the quadrant) and are unable to replenish their own power supplies (unless they are a supply ship). However, a Krellan supply ship may come while you are gone and resupply them. You could thus have a nasty surprise waiting if you return expecting only helpless disabled ships and instead encounter rearmed and resupplied vessels. Disabled Krellan supply ships are a unique case. They are able to use their own cargo to resupply their power at the same rate they resupply other enemy ships. If you decide that because of time or other considerations that you cannot tow all the disabled vessels to starbase, you should destroy them before you leave the quadrant. Disabled ships are unable to withstand a single torpedo hit and will succumb to small phaser hits (your autofire computer will calculate how much power is needed). 

Tactical Movement and Position

Although movement is required to travel between destinations, there are also tactical advantages to moving around the quadrant during a battle. These advantages include avoiding objects in the line of fire of your torpedoes, laying mines, getting closer to fire phasers, and getting in position to use your tractor beam. There are also some disadvantages to moving during a battle, namely: 

· the enemy will shoot at you each time you move (although they might miss!)

· moving requires both time and power, the enemy will also have an opportunity to move (thus possibly ruining the tactical advantage for which you were moving in the first place) 

· a Zaldron can enter the quadrant (if not already present).

Movement consumes both power and time. Each sector you move requires one unit of power (e.g., to move at a C-Factor of 3.4 takes 34 units). The amount of time required for movement is computed from the equation:
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where 

T is the time taken in stardays (i.e., increase in the MET)

Nsec is the number of sectors traveled

CFactor is C-Factor, the input speed (i.e., distance to be traveled)

If you complete your planned move then Nsec will equal CFactor. However, if you stop short of your objective due to being blocked by an object or running out of power, etc., then Nsec will be less than CFactor. 

The enemy ships are often hiding behind stars or planets when you enter a new quadrant. In this case you have three options: you can use phasers, you can move within the quadrant to get a clear line of fire for torpedoes, or you can do a command that uses time (e.g., NOOP) and hope the enemy ship moves from behind cover. If the enemy ship is a Krellan destroyer, it can not shoot at you either if there is an object (other than another ship) between you. One other option is to move to the other side of the quadrant laying a trail on mines behind you (be sure to raise Shield 3 to cover your rear). This way you may not only move to a place with a clear torpedo track, but you have also laid a barrier that could cause destruction or damage to the enemy ships as they move across the quadrant. Remember that the enemy is unable to detect your mines.

Phasers consume an enormous amount of power, especially if you want to destroy an enemy vessel that is located many sectors away. To conserve power you can move closer to your target(s). However, when you move, so can the enemy. They might counter your move by moving to a new location. Since you can fire phasers past intervening objects, you might disable a vessel which you want to draw in with the tractor beam. However, the tractor beam has a line-of-sight restriction and you might have to then move your ship to get a clear path to your target. Even if the target is not obstructed, you might want to move closer to it anyway since the amount of power used by the tractor beam is directly proportional to the distance to the target.

Just as the enemy can use position within the quadrant to their tactical advantage (hiding behind objects, special attack formations, etc.), so can you. The outer row and columns of the quadrant and corners of the quadrant are prime tactical positions. Their main advantage is that more power can be concentrated into fewer shields, allowing more power to remain in your reserves for other uses. It could potentially reduce the size of the enemy hits on your ship, as opposed to a central position. These outer positions also provide a good starting point for laying a string of mines across the quadrant.

Phasers Versus Torpedoes

TBS

Planetary Bases

Planetary bases are your eyes in remote parts of the region or to cover gaps in coverage by your starbases and colonies. Their primary function is to provide long-range scans of their surrounding quadrants, thereby providing early warning of the approach of the Krellan fleet and keeping track of their movements (similar to the coast-watchers in the Pacific during World War II). However, a secondary yet important function of planetary bases is to slow down the advance of the Krellan fleet as they take time to subdue UGA planetary bases they discover and replace them with there on. This leads to one of the important characteristics of planetary bases – they are expendable, but their sacrifices are usually worthwhile. Right at the beginning of the mission, locate any planets that fill a gap in your starbase defensive coverage or are above the colonies and can give long-range warning of approaching Krellans. If the planets are not gaseous giants, on which you cannot establish bases, then travel to them as quickly as possible to establish your bases. Don’t take time to establish orbit – just use your transporters from an adjacent sector. Remember that planetary bases are weak at first and need time to reach their full strength. The bases closest to the Krellans probably will be attacked before they can reach full strength and will be most useful for buying you some time.

In an emergency you can obtain some power from a planetary base once you enter orbit around its planet, but since this power comes from their shield supply and not from stores, do not do this unless you really have to, because you are weakening the base.

Defeating Krellan Battlefleets

One thing can be said about defeating full-strength Krellan battlefleets – it’s damned hard! Just look at the full strength numbers: a battlefleet has a total of 64 torpedoes with the ability to fire six in a salvo at one to five targets compared to your ship’s 25 torpedoes and the ability to fire five in a salvo at one to five targets; the battlefleet has one phaser compared to your six phasers (here at least you have an advantage, although you cannot fire phasers at the same time as torpedoes); the battlefleet has a combined power level of 6000 units compared to your ship’s 5000 units, and they can be in five different locations at once while you are in a single location. The battlefleet also may have one or more supply fleets (supply ships with destroyer escorts) waiting in an adjacent quadrant, so that the ships can individually break off combat and rendezvous for replenishment while you are battling the rest of the fleet. You, on the other hand, have to break off combat and travel all the way to a starbase or colony.

Strategy and Tactics for Higher Ranks

TBS
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Figure 2: Sign-On Options Screen
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