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PLANET TERRAIN COLORS

PLANET TECHNOLOGY LEVELS

TERRAIN PLANET o . LEVEL DESCRIPTION
TYPE CLASS 16.COLOR 4.COLOR ‘ :
] Little or no intelligence
Waler K, A Blue Blue 1 Pomitive: nomadic hunters
b] Laght Blue Blue
2 Primitive: agricultural society
Lowlands K. A {reen Green - - -
D Sund Green 3 Medieval, pre-industrial society
P.B.F Yellow or Red | Green 4 Medium: early industrial civilization
Hill Country | K A D Bruown Y eliowibrown 5 Medium: early nuclear ¢ivilization
P.B.F Girey Y ellow/brawn
& Advanced: planewary travel
Mountaimsor | K, A, D White Red -
A ki Ad red: Krellan-level or high
High Plateau | P B F Brown Red yance e an-eve or ugner

INVASION CONTROL KEY COMMANDS

KEYSTROKE DESCRIPTION

[F11-{F8]| View invasion zone 1 -8
|F8} Return Lo Invasion Control
{F10| Toggle between Invasion Control and current invasion

20N

{Esel Back out of current menu, or return 1o Orbital Controt

|<land|>] Chunge selected menu item (wraparound)

|[ENTER]| Execute selected menu item

A Direction Arrows

Move cursor one space in Invasion Zone Display, or
Change selected zone in Invasion Control Display

|Shift] + Arrows

Move cursor live spaces in Invasion Zone Display

[Ctrl] + [+, [-+]

Review messages in message bufler

(ALY F)

Freeze simulation toggle

LALLITW)

Bombardment weapons toggle

PLANETARY INVASION UNITSYMBOLS

UNIT COLORS
UNITNAME SYMBOL | UNITNAME SYMBOL EGA:
Krellun - White th & A planets),
Krellan 3 Planetary E GreeniD & P planets)
Shock Troop l Furt UGA - Red
COA:
Krellan ﬁ Shield 'I' Krellan - Magenta/led
Warrior Generator UGA - White
Monochrome:
UGA Regular Surfuce-to-Air Krellan - Grey
Forces a Laser I UGA - White
Planetary ﬁ Planelary ‘
Troops Defense Phaser
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FUNCTION KEY COMMANDS

KEYSTROKL

DESCRIPTION

IF1]A or [F2[B

Inerease hyperspace speed by C-Factor 1

IF2j4 or [F418

Increase sublight speed by C-Factor 0.1

[F3}A or [FI1|B

Decrease hyperspace speed by C-Factor |

IF4[A or |F3IB

Deerease sublight speed by C-Factor 0.1

or |Shiftll F4®

|F5] Decrease navigation heading by 1 degree
[Fé| Increase navigation heading by | degree
1F71 Lower shield power by 5 percent
[F8] Raise shield power by 5 percent
]| Start engines
[F10} Emergency stop all engines
IShiftfF1]A Set maximum hyperspace speed
or | Shift]| F2{8
|Shift) F2)a Set maximum sublight speed

[Shift]| F3|s
or |Shiftl|F 1B

Decrease hyperspace speed Lo 0

IShiftll F4|A
or | Shiftl F3IB

Decrease sublight speed 10 0

IShiftll k5| DDecrease navigation heading by 15 degrees
1Shift]| F6) Increase navigation heading by 15 degrees
{Shift|| F7] Lower shields Lo zero power

IShift|[F8] Raise shields to maximum power
|ShiftllF9| Fire phasers

IShiftl[F10|

IFire torpedoes

NOTES: A Keybourd Set A
B Keybuard Sel B

VerLical lunction Key arientation; defaules
tHorizonlal lunction key orientation)

KEYBOARD COMMANDS

KEYSTROKE DESCRIPTION
E<t Move command cursor left
|>] Move command cursor right
|Esec) Cancel current command, or
Move one step back in command structure
|[ENTER]| Execute the selected commund
[AItHA] Aulo Shields Swilch toggle
ALt B| Start/Stop planetary bombardment
|ARHC] Combal Message Filter (CMF) toggte
(AIt) Dt Ship/Targel Data Display toggle
[ALIE] Electronic Counter Measures (ECM) Loggle
|AILH K] Freeze simulalion toggle
[ALENG] Display map grid toggle
[AItIL] Locale specified star system
{AItIM] Go to main command menu on Main Display
[AItIIN] Display Navigational Star Map
{ALLHIO} Orbital/Tactical Display toggle
|ALLIR] Crew Rest State toggle
LAIL)|S] Display System Map
|ALLITH Target Designator Box toggle
[AILIIV] Evasive maneuvers Loggle
|Alt]| W) Bisplay War Map
|CtrllfH ]| Display Controls Box
|Tab| Activale right sideslip
|Shift|[Tab| Activate left sideslip
IT LI LI<LI=} |Cursor arrow keys
STAR CILLASSES PLANET CLASSES
CLASS MARCOLOR EXAMPLE CLASS DESCHIPTION
0 While Hottest star tyeutg) A Krella-size, Aqualic
B Y ellow/Brown Hol supergiant B Krella-size, Barren with atmosphere
A Red Dwarl star > Krolla-size, Desert
F {ireen Middle-aged Frozen, airtess
G Cyan/Light Bive | Like Earth’s sun, Sol Guseous glant
K MugentarPurple | Coul giant K Krella-like
M Blue Coot supergiant or dwarf’ P Krelia-size, Poisonous ulmosphere
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SECTION 1. INTRODUCTION

If you have just purchased STAR FLEET II or have never played the game
before, please read carefully Sections 2 and 3 of the Star Fleet Officer’s
Manual, Volume 2 (the companion volume to this book) before you attempt to
load or use the playing disks. Those sections will tell you how to communicate
with the program by issuing commands, and what to do before and during the
process of starting your first mission. The Officer's Manual also contains
instructions on how to execute the program commands. You should also read
that section before you begin, or at least keep it handy while you are learning
how to operate the ship you are commanding.

Most of the Krellan Command and Battle Manual is devoted to describing the
commands you will use. The text contains cross-references — decimal numbers
in parentheses — that refer you to another section of the manual for further
information on a topic.

This manual also contains illustrations of many screen displays, and other
information you will need to succeed as a commander. There is a section
explaining all of the important facts about the STAR FLEET II universe:
the star systems, planets, and ships, and the groups of beings (human and
otherwise) that compete to contrel the vast resources of this universe.

Also included is a section on strategy and tactics, to help you get the most out
of this powerful and versatile program, or to get you out of a tight spot. Good
luck, and may you become the best Krellan commander in the entire United
Galaetic Allianee!

l.1 STANDARD TERMS

Most of the definitions you need to know to find your way around in the STAR
FLEET 11 universe have to do with position, distance, and movement -
knowing where you are, where you are going, and how to get there.

The game takes place in a two-dimensional section of space that is 175 light-
years wide and 105 light-years deep. (NOTE: “Light-year” is a measure of
distance, not time.) This area is divided into a grid containing five columns
and seven rows, or levels, making a total of 35 regions, each of which is 35
light-years wide and 15 light-years deep.

Lach region contains 36 columns (numbered 0-35 from left to right) and 16
rows (numbered 0-15 from bottom to top). Each of the 576 spots in this
network is a regional location. Some of these regional locations contain star
systems or other features. Any spot on the map of a region — also calied the
Navigational Star Map - is identified by an x, y (column, row) regional
coordinate: for instance, the coordinate for the lower left corner of a region is
0x, 0y, and the coordinate for the upper right corner is 35x, 15y.

KRELLAN COMMAND AND BATTLE MANUAL 1



Each regional location is also known as a system (so called because some of
them contain star systems). Locations within a system are defined by a grid
measured in points; each system is 80 points wide and 80 points deep. Every
point in a System Map is identified by a system coordinate, which is
determined using the same method as for a regional coordinate: the upper left
corner of a system is point 0x, 80y, and the lower right corner is point 80x, Oy.

The relationship between system coordinates and regional coordinates is
Hlustrated in Figure 1.

g 3 I L RS D I -
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14 Assigned Region * 14
13 33 light-years wide by 3
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Figure 1. System and Regional Coordinates

Your ship moves from one regional location (system) to another by using its
hyperdrive engines to travel in hyperspace — at the speed of light or faster.
When moving from point to point within a system, your ship uses sublight
engines to travel in normal space - at sublight speeds. In either case, speed is
expressed in C-Factors, where "c" is the speed of light.

Technical Note: "Speed” is a scalar measurement of the rate of movement,
while "velocity” is a vector product of speed and direction. For simplicity, the
term “velocity” may be used in STAR FLEET II, even when it would be
technically correct to use the term "speed”.

Even if you move beyond the very edge of a system, you cannot move into the
adjacent system under the power of your sublight engines. Though two
systems appear next to each other on the map of a region, they are actually
separated by vast distances and do not "touch”. In order to get from one
systermn to another, you must use your ship's hyperdrive. (See also4.5.)

When you are in orbit around a planet or star, your position is denoted as an -

orbit coordinate. The first number is the orbit altitude type (0=high,
1=medium, 2 =low); the second number is your position in the orbit (4.6.6.2).
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1.2 STANDARD SYMBOLS

Many screen 'displays use particular symbols to identify the location and
nature of objects that can be found in a region, star systemn, or in the vicinity of
a planet. These symbols are illustrated in Figure 2.
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Figure 2. Display Symbols

1.3 THE COMMAND HIERARCHY

Most of the orders you issue to your ship (or, technically, to the crew members
operating the various systems) are communicated through a command
hierarchy. Most single-keystroke commands take you one step lower in the
hierarchy, to a different menu of available commands, until you reach a point
where a single keystroke causes a certain action to be performed. At that
level of the hierarchy, the command is called an option.

For example, if you want to personally select the target for your ship's
phasers, you have to specify the Manual targeting mode. To accomplish this,
starting from the top level of the command hierarchy as shown in the
command line of the Main Display (2.0), press command [W] to access the
Weapons Control Menu, then command [P]for Phaser Control, then command
[M I for Mode selection, and finally option [M] to specify Manual targeting.
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Although this method of issuing commands might seem time-consuming, in
practice you will find that the keystroke sequences are easy to get used to, and
even in an emergency you can execute a multiple-keystroke command in less
time than it has taken you to read this sentence. Also, several options within
the command hierarchy can be selected by an alternate method that requires
pressing only one key, or two keys simultaneously. As you become more
familiar with your ship, you will discover the most efficient ways to get things
accomplished.

The commands Navigation Control (Nav), Engineering (Eng), Weapons
Control (Wpn), Computer Control (Cmp), Security Control (Sec),
Communications (coM), Strategic Command (st(), Sciences (scl), and Controls
{(ctL) are at the top of the command hierarchy and will be referred to as the
Main Menu. These are the top level commands which are initially shown on
the Main Display.

Sections 4.6 through 14.7.2 detail the commands available to you through the
command hierarchy. Each of these section headings gives the sequence of
keystrokes necessary to execute the command FROM THE MAIN MENU.
Each keystroke in the sequence will be separated by a slash. For example, to
obtain information about your landing parties from the Main Menu, press [C],
then [1], then [L}); or, [C1/[1]1/[L].

Remember, each keypress takes you one step deeper into the hierarchy, and
one step farther away from the Main Menu commands. To move through the
hierarchy in reverse one step at a time, press [Esc]l. This key will either
cancel a command or option that is in effect, negate a command decision, or
take you one step closer to the top of the command structure.

Instead of using the sequential keystrokes, you can also select any of the
choices available on the command line by pressing [ <1 to move the highlight
cursor to the left, or [>>] to move it to the right. (Do not press [Shift] with
these keys.) When the command or option you want is highlighted, press
{ENTER] to put your choice into effect.

The [ENTERY] key is also used at other times to confirm a choice you want to
make. Other frequently used keys are those that control the cursor
movement. When a display or information area contains a highlighted cursor
box, use the appropriate cursor key (up, down, left, or right) to move the box
from one line or area to another.
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SECTION 2. THE MAIN DISPLAY

The screen you will see most often during any mission is the Main Display,
shown in Figure 3. The information in this display is a comprehensive
summary of the condition and location of the ship you are commanding.
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Figure 3. The Main Display

The main display contains 18 areas of importance:

1) Caution and Warning Panel - Eight warning indicators across the top of
the display will alert you if major problems arise. Your ship’s computer
continually eycles through the indicators, lighting each one as it is checked.
When a critical situation occurs, the pertinent indicator will be lit and remain
highlighted until the problem is corrected. The indicators and their
associated problems are:

LOWPWR: Lessthan 25% of available power remaining.
LOW SUP: Less than 25% of ship's supplies remaining.
LOWTME: Less than 10% of your allotted mission time remains.
" MEDICAL: A medical emergency (crew exhaustion, disease, or low
morale) exists.

SECALT: An internal security alert has been issued.

MINES: Enemy mines detected in the vicinity.

DISTRSS: A distress message from other Krellan forces has been
received.

HULL PN: Ship's hull has been severely penetrated.
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2) Long Range Scan Display (LRS) — Any object that comes within range of
your long range sensors will be visible here. Ships appear as small dots;
larger objects (planets, starforts, starbases) as large dots, small blocks, or
small bars, depending on your monitor; and stars as blocks. Color is also an
indicator: stars are Yellow, planets are Light Blue, and other objects are
either Red (Alliance ships or starbases) or Green (Krellan ships or starforts).
To obtain detailed information about an object in the LRS Display, you must
move close enough to it so that it shows up in the Tactical Display.

The scan covers an area 40 points square within a system, marked off along
both axes in 5-point increments. This is equivalent to one-fourth of a system
(see Figure 4). Your ship is always located in the center of the scan display,
facing toward the top; you are seeing the area 20 points ahead of you, 20
points behind you, and 20 points to your left and right.

Objects in the LRS Display are shown in locations relative to your position
and heading. Thus, a small dot in the upper right quadrant of the display
means that a ship is ahead of you and to your right. To move toward this ship,
you would need to change your heading. Basic navigation chores such as
changing course can be done manually (4.2), or using the Targeter option (4.3),

As your ship moves, the LRS Display changes continually. As your heading
changes, objects in the display will rotate into their new relative positions.
Objects will become visible as you move within scanning range of them;
others will move farther away and finally vanish when they are out of range.

When an enemy space vessel or starbase comes within range, you will receive
a report from your Weapons Officer, informing you of the distance and bearing
to the ship or starbase at the point of initial contact.

If the LRS Display is filled with a black-and-white pattern, YOUr sensors are
inoperative.

3) Time Status — This display shows how many days have elapsed since your
mission began (“Time Used”) and how many days you have left to complete
your assigned task (“Time left"). The "Time Used" value will flash when you

freeze the simulation (3.2).
4) Navigation Information (NAV) — This window gives you the following
facts:

Position, in regional coordinates if you are traveling in hyperspace, in system
coordinates if you are traveling at sublight speed within a system, or in
orbital coordinates if the Orbital Display is on.

Course Set, in degrees, indicating the direction in which your ship is moving
(or pointing, if you are stationary at the time).

Target 1, the name or location of the first navigation target you have set using
the Targeter option (4.3). If no target has been selected, this area is blank.
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Distance to the selected target (Dist Trg), in light—ye-ars if the target is a
regional coordinate, and in points if it is a system coordinate. If no target has

peen selected, distance is given as 0.
status, blank if your ship is stationary in normal space, or:

HYPERSPC: Traveling in hyperspace (between systems).
NORM SPC: Traveling in normal space (C-Factor less than 1).

IN ORBIT: Orbiting a planet or star.
DOCKED: Docked with a starfort or a captured starbase. o ‘
An emergency stop has been initiated; your ship is rapidly

EMG 5TP: - .
. decelerating, but still moving.

5) Tactical Display - Similar to the LRS Display, this area shows th:lt is in
{he space around your ship, but on a smaller scale and'thh more detail. The
range of the Tactical Display is § points along each axis, covering an area 1t
points wide and 11 points deep. Within this display, the symbols from Flgure
2 are used to identify specific ship types as well as some analler objects
(probes, torpedoes, and mines) that are not visible in the LRS Display.

The number at the top of the display is your ship's present heading. The other
three numbers at the ends of the axes are 90 degree incrfaments from your
current heading. These numbers are helpful when computing a course using
manual navigation (4.2).

The Tactical Display shows the area in the center of the current long range
sensor scan. To help give you the proper perspective on wha'.t you are seeing
compared to the part of a system you are not seeing, refer to Figure 4.

| 80 pts |

| 8@
---------- pts
Long Range Sensor
Scan
P 4@
Taotical Display _J|l_—w pis
11 pts by 11 pts
SYSTEN MAP

Figure 4. Sensors and the System Map
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If the short range scanners used in the Tactical Display are inoperative, you
can still scan visually out to a range of 3 points along each axis. In such a
case, a gray border separates the inner part of the Tactical Display from the
outer area (to indicate that your scanners are nat working). Even when you
are relying on a visual scan, you will still be able to see Krellan ships and
large objects such as planets that are outside the 3-point range.

If you go into orbit around a planet, the Tactical Display is replaced by the
Orbital Display (4.6.6.2).

6) Sideslip Indicator - If you have activated left or right sideslip (4.4.2), an
arrowhead is displayed on the appropriate side of the "ss" symbol. If you have
initiated evasive maneuvers (4.6.6.1), both arrows are displayed.

7) Alert Status (STATUS) — One of these indicators will appear here:

RED: Your long range scanners have detected an Alliance starbase
or hostile vessel(s), or you are in orbit around an Alliance
planet. Crew is at battlestations.

AMBER: You are in Alliance-controlled space, but no enemy ship or
starbase has been detected. Crew high readiness state.
GREEN: You are in hyperspace, or in Krellan-controlled space with no

enemy present. Crew low readiness state.
DOCKED: Youare docked at a starfort or a captured starbase.

8) Auto Shields Indicator - When the Auto Shields switch is on, "aut” is
displayed; your ship's systems will automatically raise your shields when you

enter a Red Alert and lower them when the alert is over. If you disengage the
- Auto Shields, "man" is displayed and you control the shields manually.

9) Electronic Counter Measures (ECM) Indicator - When you have
activated ECM (6.5), the "ecm" symbol will flash.

10) Combat Message Filter (CMF) Indicator — When your CMF is active,
the "cmf" symbol will be lit in green, and will allow only important messages
and reports to be displayed. However, all messages and reports are stored
temporarily by your communications system and can be reviewed (9.1, 9.2).

11) Velocity Indicator (VEL) - These two bar scales show your ship's current
speed; "H" for hyperspace speed (from 0 to 10) and "S" for sublight speed (from
0.0 to 1.0). As your ship accelerates, the bars on these scales will move up;
when the "$" bar reaches the top of the right-hand scale, the "H" bar will begin
to move up until the speed you have set is attained. Arrows alongside the
scales indicate your set speed. Your set (s:) and current (c:) speeds are also
shown below the scales. In Figure 3, the arrows indicate a set sublight speed
of 0.9, but because the ship is stationary (c:0), the bar indicators are not
visible on the scale. (For more on setting speed, see 3.1.1.) :
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12} Systems Status - The background color of each status light in this
display indicates the condition of that system: Green for fully operational,
yellow for partially operational (damaged), or Red for inoperative (severely
damaged or destroyed). The systems monitored here are:

cOMPUTR: Main Computer TRPCTL: Torpedo Control

s/LENG:  Sublight Engines PHSCTL: Phaser Control

HYP ENG: Hyperdrive Engines TELEPRT: Teleporters

SRS: Short Range Sensors  COMCTL: Communications Control
LRS: Long Range Sensors TRACBM: Tractor Beam

SHD CTL:  Shield Control PLS: Primary Life Support

13) Weapons and Tractor Beam Status - If your phaser bank ("P") and two
torpedo tubes (T T") are ready to fire, these indicators are Green. Any of these
that are operational but not ready to fire are shown in Red. If a weapon is
inoperative because of damage, its indicator will be Black.

The tractor beam indicator ("TB") is lit when your tractor beam is on, and
bluck when the beam is off.

i4) Ship's Data Display (DATA) - The current gquantity of seven important
resources — torpedoes, obliterator pods, sensor probes, escorts, crew members,
shoek troops, and supplies - is shown here. See Section 15.2 for the normal
maximum capacities of these parameters. When a Red Alert is issued, the
Ship's Data Digplay is replaced by the Target Data Display (6.4).

15) Energy Status (ENERGY) - The "Usage” bar in this display shows how
fast you are using up your ship’s available energy. The "Quantity” bar shows
what percentage of your total energy supply of 4000 units is stili available.
When Quantity reaches zero percent, the ship will switch to emergency cells
("Emg Cell™), a reserve of 100 units that is depleted more rapidly than your
main supply. The "Shields" bar indicates the current level of your shield
strength; the more energy you assign to shields, the more your usage
increases and the faster your energy supply drops.

16) Command Line -~ On this line (along the top or bottom of the display,
depending on the computer you are using) are listed the available commands
or options. The example display in Figure 3 shows the choices at the top level
of the command hierarchy - Navigation, Engineering, Weapons, Computer,
Security, Communications, Strategic Commands, Sciences, and Controls.

17) Message Display - All messages, command acknowledgments, and some
displays will appear here.

:}8) Instruction Area - Messages or command prompts will be displayed
ere,
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SECTION 3. SHIP CONTROLS

This section describes direct commands and controls which are not part of the
command hierarchy.

3.1 FUNCTION KEY CONTROLS

There are 20 commands executed by using the ten function keys. Refer to the
Star Fleet Officer’s Manual, Volume 2 to see which keyboard set you are using,

NOTE: The function keys specified in the following sections are for keyboard
set A. The corresponding function key command for keyboard set B, if
different, will be given in parentheses ( ).

3.1.1 Velocity Controls

[¥1] ([F2])4 Increase hyperspace speed by C-Factor 1.
|Shift][i“i]u (EShsfaIF2)): Set maximum hyperspace speed.
[F2] ( [F'I-i]')ﬁA Increase sublight speed by C-Factor 0.1.
|Shiftl[F2] ({SHiftI[F4]): Set maximum sublight speed.

[F31 ( [F“l']‘f) Decrease hyperspace speed hy C-Factor 1,
IShift][F3] (féhiﬂ][Fl] ): Decrease hyperspace speed to zero.
IF4] (1 F:ﬂf); Decrease sublight speed by C-Factor 0.1.
[Shift][F4] ([Shift][F3]): Decrease sublight speed to zero.

You cannot increase your speed beyond the maximum capacity of your
engines, nor can you adjust your speed while moving in hyperspace.

3.1.2 Heading Controls

{F5]:'Decrease navigation heading by 1 degree.
lSMft][ﬁﬁji Decrease navigation heading by 15 degrees.
(K8 In::rease navigation heading by 1 degree.
|ShiftF6) Increase navigation heading by 15 degrees.

You cannot change your heading while travelling in hyperspace.

3.1.3 Shield Controls
[F7): Lower shield power by 5 percent
{ ShiftifFﬂ:' Lower shields; press twice to cancel a Red Alert.
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“l[l“'df:i Raise shield power by 6 percent

[Shift][F8]: Raise shields to maximum; press twice to issue Red Alert.

Te manually issue or cancel a Red Alert, press the indicated keys twice. The
first command lowers or raises shields; the second changes the alert status.

3.1.4 Engine Controls
[F9): Start engines. Your maneuvering engines will first rotate your ship to

'its new heading (if necessary), then your ship’s sublight engines will engage.

(F10; EMERGENCY STOP all engines. Begins immediate deceleration.
Your ship will not stop instantly; a deceleration distance is required.

3.1.5 Weapons Control

[Shift][F9]: Fire phasers. Your phaser will not fire unless it is locked on to a
target and the phaser weapons status indicator ("P") on the Main Display is
Green. This command can only be executed from the Main Display.

[Shiftl[F10]: Fire torpedoes. Your torpedoes will not fire until they have
locked on to a target and the torpedo weapons status indicators ("T T") on the
Main Display are Green. This command can only be executed from the Main
Display.

3.2 KEYBOARD COMMANDS

Several commands are executed by pressing one or two keys on your keyboard.
A “toggle” means that pressing the key(s) once turns the switch on, and
pressing the same keys again turns the switch off. The following commands
and switches can also be accessed through the Controls Box, which appears by
pressing [Ctrl][H] or using the Controls command from the main menu (12.0).

[AILI[A]: Auto Shields Toggle.

This switch is initially on. While on, "aut" will be displayed and your ship’s
computer will continually monitor your situation, and automatically raise or
lower your shields as you go in and out of Red Alert. Auto Shields also
compensates for hits received in combat and maintains maximum power in
shields. While off (manual mode), "man" will be displayed and you must
manually raise and lower your shields. The Auto Shields indicator appears in
the Main Display, and System, Navigational, and War Maps.

[AlL][B]: Start/Stop Planetary Bombardment (10.3.1)

[Alt][Ck Combat Message Filter (CMF) Switch Toggle (2.0)
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[Altl[D): Ship/Target Data Toggle
Toggles between your Ship’s Data Display (2.0) and the Target Data Display
(6.4).

|AItI[E}: Electronic Counter Measures (ECM) Switch Toggle (2.0, 6.5)

| Altl[F]: Freeze Simulation Toggle

Stops the simulation and “freezes” the action. While the simulation is frozen,
you cannot execute any command that uses time or performs any action. You
can, however, view any information display or change settings. The "Time
used" value will flash while the game is frozen.

|Alt){G]): Display Map Grid Toggle

Displays or removes a dot grid on the Tactical or Orbital Display, or
Navigational or War Map. When your sensors detect an enemy ship or
starbase, the map grid will automatically appear in the Tactical Display.

[Alt[LL: Locate Star System

Prompts for the number of the star system. If executed from a star map, the
Target Designator Box (TDB) will appear over the specified system. I
executed from another display, the regional coordinates of the system will be
given, and you will be asked if you wish to have the TDB move to the system
on the specified star map. Press [N]for the Navigation Map or [W]for the War
Map. Any other key will exit without changing the display.

[AItIIM]: Go to the Main Command Menu on the Main Display

This command is helpful if you are deep in the command structure and want
to exit quickly.

[ARIIN]: Display Navigational Star Map (4.6.3)

[Alt[O}: Orbital Display Toggle
While in orbit, this will toggle between the Orbital and Tactical Displays.

[AItIIR]: Rest State Toggle

Rest state allows time to pass without moving your ship or executing other
lime-consuming tasks. This is important while on long missions where you
are engaging the enemy with few breaks between battles, providing a rest
period for your crew and time to repair damaged systems.

Your ship must remain stationary in order to rest. If you start your engines,
the rest state will be cancelled. CAUTION: The universe is changing while
youare resting.

KRELLAN COMMAND AND BATTLE MANUAL 13



LALLI[S]: Display System Map (4.6.1)

IAIIT): Target Designator Box (TDB) Toggle,
The TDB can be turned on and off from the System or Star Map only.

IALLIV]: Evasive Maneuvers Toggle (4.6.6.1)
[AIt[WE Display War Map (4.8.5)

[Ctrll{H): Execute Controls Command {12.0)
[Tabk Activate Right Sideslip (4.4.2)

IShiftl[Tab): Activate Left Sideslip (4.4.2)

Ty
.,_;2
-~
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SECTION 4. NAVIGATION

Before you can do anything else effectively with yeur ship, you have to know
how to make it go: how to send it to where you want to be, and how to set the
speed at which you travel from place to place.

4.1 NAVIGATION TERMS AND DEFINITIONS (Seealso1.1)

Krellan starships use the conventional definitions for navigational directions.
Reler to Figure b for the angle definitions.

O deg
315deg 45 deg
270deg = >  90deg
225 deg 135 deg
180 deg

Figure 5. Navigation Headings

Course indicates the navigational direction you are travelling. Heading is the
direction your ship is currently pointing. Bearing is the direction to a
particular object or location with respect to your ship. The bearing can be
either absolute, based on the system x and y axes; or relative, based on the
heading of your ship. For example, if your ship is heading 120 degrees with an
object 35 degrees to your right, then the absolute bearing to the object is 155
degrees, and its relative bearing is 35 degrees. If the object is 35 degrees to
your left, then its absolute bearing is 85 degrees and its relative bearing is -35
degrees.

4.2 MANUALNAVIGATION (Sublight Travel Only)

You can manually change the heading and speed of your ship to travel to any
location in your current star system. You may want to use manual navigation
when you have spotted something on your ship's LRS Display (2.0) and you
want to move closer to examine it on the Tactical Display (2.0). Manual
control is usually required when you engage in space combat.
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You can only use manual navigation at sublight speed, when your ship ig
moving in normal space. You cannot change your heading or speed while your
ship is moving through hyperspace between systems.

When you spot an object on your LRS Display, but it is not close enough to alsg
show up on your Tactical Display, you can set a new course to approach or
intercept the object. If the object is to the right of your ship, then you have to
increase your heading: if to the left, decrease your heading. Draw an
imaginary line from the center of the LRS Display through the object; then
estimate the angle between your present heading (along the upper vertical
grid line) and the heading to which you want to change.

You can increase or decrease your heading by 15 degrees, or by 1 degree at a
time, using the heading control keys (3.1.2). To keep track of your heading,
walch the number at the top of the Tactical Display change as your ship
rotates. With manual navigation, you are also responsible for setting your
ship’s speed using the velocity controls (3.1.1). Having set the heading and
speed, start the engines (3.1.4). You can then adjust the heading and speed as
required.

[t is possible to use manual navigation to intercept or bring your ship adjacent
to an object, but doing this requires a great degree of precision in estimating
and setting your new heading. Fortunately, your ship does have an automatic
navigation system that performs all the necessary computations; to enable
this system, use the Targeter option from the System Map Display.

4.3 NAVIGATION TARGETER (Automatic Navigation)

Whenever the Targeter option appears in the Command Line of the screen
display, you can order your ship to proceed toward a specific location, or select
an object or a location to be acted upon by some other command. When this
option is available, the Target Designator Box (TDB) will appear on the map
that is part of the current screen display.

The first step in selecting a target is to move the TDB to the desired location.
You accomplish this by using the direction keys. As you move the TDB across
the map, information about the TDB's present location appears on the screen
display. When you have positioned the TDB on the target you want to
designate, execute the Targeter option to lock your ship's computers onto that
location. You can target a location containing an object (ship, planet, etc.), or
you can target to empty space.

When you execute the Targeter option, the Targeter Display (Figure 6)
appears in the message area of the System Map, or overlays & portion of the
Navigational Star or War Map. This box contains the following information
that will help you decide whether to commit your ship to moving toward the
targeted area;

i6 KRELLAN COMMAND AND BATTLE MANUAL

velocity, which you can change,using the velocity contro! keys (3.1.1}, to any
legal speed you desire. _
time, showing how many days it will take you to reach the selected target
iraveling at your set speed.

Energy, the percentage of your remaining energy you would use to reach the
destination,

gnergy Lf, how much energy your ship has remaining.

Time Left, the number of days you have to finish your current mission.

Max. Vel, the highest speed at which you can safely travel.

|ITu-got #1 ENTERED

Uelocltg:l:ﬁ Enérgy Lf: 99
Time! 8.8 dy [Time Left:100
Energy: % |Max., Uel :; 0.9

-

l[CR]: entey target [Escl: sxit

Figure 6. Targeter Display

When you use the Targeter to move from one regional location to another,
both maximum speed and the speed you set must be 1.0 or greater. You_ do not
need to set a sublight speed to travel to the system’::, edge before maku}g the
jump to hyperspace. Your ship’s computer automatically assumes maximum
sublight speed. To examine another location before entering a destination
into the Targeter, exit the Targeter by pressing [Esc], move the ’I‘DB to the
other location, and call up the Targeter once more. To enter a location into the
Targeter, press[ENTER].

You can have two locations entered into the Targeter at the same time, with
target #1 taking priority over target #2. Your shi!) will proceed to'ward
ltarget #1 until it reaches that objective, at which time target #2 w_lll be
shifted into the #1 slot, and the slot for target #2 will be empty (and available
for another Targeter operation). When target #2 moves into the #1 slot,- the
speed setting will not be saved; you have to set a speed and start your engines
to begin moving toward the new target.

No decision you make when using the Targeter is irrevocable.; you ¢an change
your mind about where you want to go at any time by pressing a key or t\.avo.
However, you cannot enter a third location into the Targeter without delet{ng
one of the other two, and you can not re-enter a deleted target except by going
Lthrough the entire selection process once more.
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Use of the Targeter is optionat when your ship is moving at sublight speed
within a system; you can get from place to place with manuai navigation.
However, the Targeter is mandatory when you want to move through
~ hyperspace from one system to another within a region. You can still change

your mind about a targeted location, but you must first drop your ship back

into normal space by reducing your hyperspace speed to zero.

More information about how the Targeter is used in specific cireumstances
can be found in several sections througheut this manual.

You also have access to the Targets option, which allows you to change a
targeting decision made previously by either deleting a target or swapping
the priority of the two target slots. Executing this option calls up the Targets
Display (Figure 7), which contains the following target information:

R/S column, indicating whether the entered targets are regional ("R")
locations or system ("S") locations.

Object, the name or description of the target, if applicable,
x and y coordinates of the target's location, either regional or system.
Bearing, the direction to the target from your ship's present location.

Target #, indicating which target is available to Delete. You can move from
one target slot to the other by pressing [+ ] or [-). Follow the instructions in
the Targets Display to delete or swap targets.

TARGETS =I’

B/§ Ohject x y Bearing
'$ Starfort 36 54 306
: §  Planet 7626 19

Target #: 1 [Dlelete, [Slwap

Figure 7. Targets Display

4.4 SUBLIGHT OR NORMAL SPACE TRAVEL

When your ship is moving within a regional location, you can choose from
nine different sublight speeds (ranging from 0.1 to 0.9). Unlike hyperspace
movement, you can change course and speed at sublight speeds without
having to bring your ship to a stop, and you can use either manual navigation
(4.2) or the Targeter (4.3) to make these changes.
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is i e beyond the edge of a regional location while traveling at
te fb Eﬁzsli?:p:;zo‘l'n su{:h a case, ;)ur ship will disappear from' the System
;;u but your position will still be updated as you move. Thus, it is possible to
b:;ft: location 10, —20 (20 points beneath the lower edge of the system map) or

ation 90, 20 (10 points beyond the right edge). To return to the map area,
I[E,C: can either reverse your course manually or use the Targeter to select a
ﬂestination within the map area.

4.4.1 Collision Avoidance System

vou may be comforted to know that you cann?t norma.lly crash into ?ln (_)bjec.:t
in your ship's path. If your ship's com!)uter is Pperatlonal and a co 15132 hls
imminent, your course will be automatically adjusted to t{alc'e YOU aroun '1‘:
object. I you were moving towar(!s a target, your ship's computef..r v:;l
co‘mpensate for the change in directmf: aqd put youona new course o:;d t,::
target. If you were using manual nav1gat10n_, your course will be chang

the new heading that was implemented to aveid the collision.

If your ship's computer is not working, your ship vsrill perform an emergency
stop instead of steering around the object. You will not be allowgd to start
your ship's engines again until you have set a new course that will prevent
you from colliding with the object in your path.

Collision avoidance will keep you from ramming into_ ships (ener_ny or
friendly), starforts, and starbases. However, the auton}atlc systerps will not
prevent you from being hit by enemy torpedoes and mines, or btf:mg su.cked
into black holes. When dealing with those obstacles, collision avoidance is up
to you.

4.4.2 Sideslip

Sideslip is a special feature of your ship's navigation system that a!lows you to
change your ship's direction of travel without altering the set heading.

When sideslip is activated (by pressing [Tab] for right sid_eslip or [Shiftl Tab]
for left sideslip) and you are not traveling toward a designated t.a.rget, your
ship will move along a heading that is 45 degrees to the left or right of the
heading you have set. For example, if you set a course of zero degrees anr.?
then activate right sideslip, your ship will move along a heading of 45 degrees;
if left sideslip is on, your ship' s heading will be 315 degrees (45 degrees to the
left of zero degrees).

When sideslip is turned off, your ship will immediately resume its set course.
In essence, the nose of your ship has remained pointed along your _set course,
but the ship itself has been moving along a heading of 45 degrees with sideslip
activated.
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If you are travelling towards a navigation target with sxdeshp on, your ship
will travel toward the target in an are, starting the curve in the direction of
sideslip. If you turn off sideslip while traveling toward a target, your ship will
move to the target in a straight line from the point where you resumed normal
movement. Figure 8 shows the track your ship will follow if you start at 40, 10
and have targeted to the star with right sideslip on. Left sideslip would cause
your ship to are to the left.

=3
kn MAP OF S'I'RR S\'STEH $$-3 (Class K)

Figure 8. Sideslip

Sideslip is particularly useful as a dodging maneuver, to reduce your chances
of being hit by an enemy torpedo. It allows you to arc around enemy vessels or
starbases, staying out of range of their sensors so that you will not be shot at.
It also permits you to use a curved flight path to explore a star system without
making frequent course changes.

4.4.3 Establishing Orbit

If you have targeted a planet and you are viewing the Main Display (Figure 3)
when your ship arrives at the destination, the question “Establish Orbit?" will
appear in the instruction area. You must answer {Y] or [N) before you can
execute any other command.

If you are viewing another display when you reach the planet, your ship will
stop one point away from your target. If you want to go into orbit, you must
exit the display, access the Navigation Menu, execute the Helm command,
and select the Orbit option (4.6.6.2).

If your ship is accompanied by escorts when you arrive at the targeted planet,
you will be asked if you want them to orbit. If you answer [Y], your escorts’
formation will be changed to "none” and they will enter orbit.
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When you go into orbit, your Science Officer will automatically perform a
detailed scan of the planet, Then you will be asked if you want to see the
Planetary Map Digplay (4.6.2.3).

Re careful when going into orbit around a planet of Tech.nology Level 6 or 7.
game of these planets are likely to have powerful planetary defenses,. and may
use them against Krellans! They may or may not warn you before firing.

4.4.4 Docking

If you arrive at a targeted starfort while you are viewing the Main Disp-lay,
you will be asked if you want to dock, and you must answer before proceeding.
[f you are viewing another display and you want to dock, you must exit the
display, access the Navigation Menu, execute the Helm command, and select
the Dock option (4.6.6.3).

4.5 HYPERSPACE TRAVEL

The only way to get from one star system to another is by selecting a target
system using the Targeter (4.3), then using the velocity controls to set a
hyperspace speed of 1.0 or greater. Your ship will begin moving toward the
edge of the system you are in, accelerating as it does so (up to maximum
sublight speed of 0.9). When your ship reaches the edge of the system, it will
automatically jump into hyperspace and begin accelerating up to the
hyperspace speed you have set. If you are moving from a system that does not
contain a star or black hole, your ship will enter hyperspace immediately
instead of moving to the edge of the system first.

While moving in hyperspace toward your target, you cannot change course or
reset your hyperspace speed. To perform either of those operations, you must
first come to a full stop - the only speed change you can make while in
hyperspace. After your ship has decelerated and come to a stop, you can
activate the Targeter to select a different destination (not necessary if all you
wani to do is change your speed). Then use the velocity controls (3.1.1) to set
your hyperspace speed to a different figure, and restart your engines.

While traveling in hyperspace between star systems in a region, the
horizontal and vertical grid lines in the LRS Display and the Tactical Display
will dlsappear indicating that you cannot see anything outside your ship
when it is moving faster than the speed of light. The grid lines will reappear
when you reach the regional location you have targeted and your ship
reappears in normal space. Deceleration to sublight speed is performed
automatically when your ship reaches the targeted location; it is not
Necessary for you to manually slow or stop your engines.

v
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Your hyperspace speed is the total of the speeds you have set on the "H" and
“S" scales of the velocity indicator (2.0). For example, to set a hyperspace
speed of 3.5, set the "H" scale to 3.0 and the "S" scale to 0.5. When you come
out of hyperspace upon reaching your destination, the reading on the "H" scale
(current hyperspace speed) wil! drop to zero, and your ship will continue
moving at maximum sublight speed (normally 0.9) until you reach the target.

4.5.1 The Hazards of Hyperspace

Two of the symbols in Figure 2 refer to the most dangerous aspects of
hyperspace travel — black holes and ion storms. If you see these symbols
displayed on the Navigational Star Map, the safest course is to stay away from
them. If you do encounter either kind of hazard, here is what to expect.

Black holes are extremely dangerous. If you pass in hyperspace through a
regional location that contains a black hole, its strong gravitational pull will
cause a hyperspatial dislocation and your ship will emerge into normal space
at random in the region. Your ship will also probably suffer some damage. If
you stop in a regional location that contains a black hole, your ship will be
sucked into the hole and destroyed unless you leave that system immediately.
Your sublight engines cannot overpower the gravitational attraction of a
black hole. To escape, you must execute an Emergency Hyperspace Maneuver
(4.6.6.4). No system containing a black hole will have a star or planets within
it.

fon storms are scattered randomly across a region, and can appear or dissipate
suddenly. These storms can be very violent. If you pass in hyperspace
through a regional location that contains an ion storm, your ship can suffer
minor damage, or even casualties among your crew and the complete failure
of some of your ship's systems. Traveling in hyperspace with your shields up
can provide some protection against an ion storm, but may not entirely
prevent the storm from affecting your ship. If you encounter an ion storm
while travelling in normal space, your sensors will be useless and you will
only be able to receive visual scans.
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4.6 NAVIGATION COMMANDS

By pressing [N] while in the Main Display, you enter the navigation control
section of the command hierarchy. From here, you have your choice of four
commands: System Map [8}, Navigational Star Map [N}, War Map [W], and
teim [H1. These choices are displayed on the command line of the Main
Display and comprise the Navigation Menu, illustrated in Figure 9.

[NAVIGATION CONTROL |

ystem Map Nav Map War Map Helm
 4.6.1 4.5.3 4.6.5 4.6.6
| [ Targeter | Targeter | [ Evasive
4.6.2.1 4.6.4.1 4.5.6.1
Targets Targets || Orbit
4.6.2.2 4.6.4.2 4.6.6.2
Database Database | Dock
[ 4.6.2.3 4.6.4.3 4.6.6.3
Prohes
| | L:l%ggx 4.6.4.4 Emergency
Hyperspace
[ strategic Strategic Maneuver
; Command command 4.6.6.4
4.6.2.5 4.6.4.5 Pursuit
4.6.6.5
| | Targets
4.6.6.6

Figure 9. Navigation Command Menu

1.6.1 System Map [N1/[S]or [AYS]

Executing this command calls up the System Map Display, a detailed
depiction of your current regional location. Figure 10 illustrates what a
System Map Display looks like immediately after you enter a star system,
prior to executing any other command.
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Figure 10. The System Map Display

The display has & caution and warning panel, command line, and instruction
area in the same locations as in the Main Display. It also contains a sideslip
indicator, alert status line, Auto Shields indicator, and CMF indicator. The
rest of the screen display consists of the following seven items:

1) System Map - A map of your current regicnal location. If the location is a
star system, it is identified in the line above the top of the map. Every star
system has a unique number, and its star belongs to a certain spectral class
{(15.1). In the example, you are in star system 5 ($8-5) within the region
where your mission is taking place, and the star in this system is Class O.

If the regional location contains a star, the star will appear in the center of the
System Map Display. Your ship is shown as a blinking dot in the center of a
box which defines the range of your long range sensors. Any object within the
box will also appear in the LRS Display. Any unknown objects that may exist
outside the box will not be shown on the System Map Display, because they
are outside the range of your sensors. The symbols used to identify objects in
the System Map Display are illustrated in Figure 11.
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Space $hip
Star
Planet

Krnellan Stanfont
Alliance $tarbase
Alliance 3th Fleet Hg

Figure 11. System Map Symbols

2} Planet Information - If the system contains any planets, facts about them
will be displayed here. "?" indicates that the planet has not been scanned.

ID: An identification letter, A-D. This letter is also shown on the system
map next to the planet it pertains to.

Cls: Planet class, one of seven letter designations (15.1).

Inh: The predominant type of intelligent beings (natives) that inhabit the
planet, if any. When the nature of the inhabitants is known, this column
will contain one of four specific designations:

"Mam" Mammalian
"Rep" Reptilian

Tch: The technology level (15.1) of the planet’s inhabitants.

"-" Noinhabitants
"Hum" Humanoid

LP: An "x" here indicates that a Krellan landing party is on the planet
surface; otherwise, "-" is displayed.

BS: An "x" here indicates that a Krellan base has been established on the
planet; otherwise, "-" is displayed.

Status: Ownership of the planet, either "Krellan®, "Alliance”, "Neutral”, or
"Unknown". Planets located in Krellan star systems with Krellan forces
on them will be identified as "Krellan". In all other cases, the status of a
planet is "Unknown" until the planet is surveyed by a landing party (or
the natives choose to reveal their status to you).

3) Message Display - All messages, command acknowledgments, and some
small displays will appear in this area.

4) Time Used - How many days have elapsed since the start of your mission.

3) Navigation Status - A word or phrase describing your current navigation
status. (See 2.0 for how to interpret this display.)
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6) Navigation Information - The facts contained here are also shown on the
Main Display, but in a different format. In the upper left corner of this box are
your set Course and your current heading; beneath that, your set and curreny,
Velocity; in the upper right, your current Position in system coordinates; and
beneath that, the name of the first Target (if any) you have designated. If the
target is a planet or a star, its class will be displayed next to its name,
separated by a slash (for example, Star/G for a class G star). If no target hag
been selected, this area is blank.

7) Target Information - This area contains facts about an object currently
within the Target Designator Box. When the TDB is moved over an object, its
name (Planet, Star, Starfort, etc.) is shown on the Object line; beneath that is
its Position in system coordinates. In the upper right is the object’s Distance
from your ship in points, and beneath that is the Bearing from your ship to the
object. In the example display (Figure 10), the TDB is around the starfort in
the bottom part of the system map, and information about that object is
displayed. If the TDB is positioned over a location that does not contain an
object, the information will read "nothing”. (Sometimes, as in the example
display, the TDB is not visible until it is moved or turned on using [AR][T].)

4.6.2 System Map Options

Listed on the command line of the System Map Display are the five options
you can select at this level of the command hierarchy.

4.6.2.1 Targeter [N]1/[S]/[T]- General information about the Targeter is
given in 4.3. When you execute the Targeter option from the System Map
Display, the maximum velocity in the Targeter Display will be 0.9 {assuming
your sublight engines are fully operational).

4.6.2.2 Targets [N}/[S]/[R]- General information about the Targets option
is given in 4.3. When you select this option from the System Map Display, the
targets described will be system locations and the x, y values will be system
coordinates.

4.6.2.3 Database (Planetary Map) [N]/[S]/[D] - Selecting the Database
option from the System Map Display will call up a detailed surface map of a
planet inside the TDB, if the planet has been scanned. Your ship does not
have to be in orbit around the planet when this option is selected, but you or
another Krellan ship must have orbited it previously (4.4.3) in order to
conduct the scan. '

The Planetary Map Display is also accessible by selecting the Scanners option
in the Sciences menu (11.0), or by selecting the Orbital Control option in the
Strategic Command menu (10.0). A sample Planetary Map Display is shown
in Figure 12, .
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Many of the items in the Planetary Map Display are identical to elements of
the Main Display (Figure 3}, with the following additions:

1) Planetary Map — This projection map of the planet is color-coded to
indicate the nature and elevation of terrain, as indicated in Table I. Cities
and military targets are designated by "X". Destroyed cities are designated by
I|+ "-

TABLE I: PLANET TERRAIN COLORS

PLANET
- -COLOR

TERRAIN TYPE CLASS 16-COLOR 4
Water KA Blue Blue

D Light Blue Blue
Lowlands K,A Green Green

D Sand Green

P,B,F Yellowor Red | Green
Hill Country K. A, D Brown Yellow/brown

P,B,F Grey Yellow/brown
Mountains or K, AD White Red
High Plateau P,B,F Brown Red

2) Scan View - This area shows the part of the planet you can see from orbit;
if you are in Orbital Control (13.2), the terrain changes as your orbit takes you
over the planet surface.
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3) Planet Data - A list of facts about the planet, including:
NAME of the planet, if known.
CLASS of the planet, ineluding a brief description.

DIAMETER, expressed as a comparison with the diameter of Krella, the
home planet of the Krellan Empire (e.g., an entry of 0.5 indicates a planet
half the diameter of Krella).

GRAVITY, also expressed as a comparison with the gravity of Krelia.

ATMOS, the atmosphere of the planet, given as "Nominal" (Krella-like),
"Poisonous” or "None".

SUPPLIES, available ("Avail") or "None".

MINERALS, "None", "Poor”, "Fair" or "Rich", depending on the planet's
guantity of valuable mineral resources.

RADIOACT, "Yes", if the surface is dangérously radioactive, or "No".

LIFEFORMS, "None”, "Humanoid”, "Mammalian" or "Reptilian®,
indicating the predominant type of native intelligent beings.

TECH LVL, the technology level (15.1) of the planet’s inhabitants.
POPULATION of the planet’s native inhabitants.
CITIES, the number of major cities or military targets on the planet.

DAMAGE to the planet's surface expressed as a percentage. At 100%
damage, the planet is uninhabitable.

PLT DEF, "Yes", if the planet has active planetary defenses, or "No".
SHIELDS, the planet’s current shield -streﬁgth in energy units.

MILITIA, the number of organized native troops on the planet.

UGA TROOPS, the number of UGA Regular Forces troops on the planet.

TREATY, "Yes", if a treaty has been signed by the natives and the Krellan
Empire, or "No".

OWNERSHIP, "KRELLAN", "UGA", "NEUTRAL", or "CONTESTED",

BASE, "Yes", if a Krellan base has been estabiished on the planet, or "No".
LP TEAMS, the number of Krellan landing party teams on the planet.
LEGIONS, the number of Krellan legions on the planet.

INV. ZONES, the number (0-8) of invasion zones you have selected on this

planet.

4) Message Display - All messages, command acknowledgments, and some
displays will appear here.
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5) TIME — Days elapsed since your mission began.

6) Forces IN ORBIT — The number of Krellan ships in orbit around the planet
("BC" - battlecruisers, "DS" - destroyers, "SS" - supply ships, "TS" - troop ships)
and the number of legions ("LGN") being carried by the troop ships. Your ship
{a battlecruiser) will be included in the total.

4.6.2.4 LRS Box [N]/[8}/[L]- This option toggles on and off the box around
your ship on the System Map Display which indicates the range of your long
range sensors. This does not affect the operation of the sensors, only whether
or not the box appears on the display.

4.6.2.56 Strategic Command [N]/[S}/[S}- This option takes you directly to
the options in the System Strategic Command Menu. This shortcut
climinates the need to go back through the command hierarchy and access
these options from the Main Display.

4.6.3 Navigational Star Map [N]/[N]or[AI][N]

This command displays a map of your currently assigned region that shows
information useful to navigation. A sample map is shown in Figure 13.
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Figure 13. Navigational Star Map
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The items in the Navigational Star Map that are not also part of the Main
Display (Figure 3) are:

1) Star Map - The region, 35 light-years wide by 15 light-years deep, in
which your mission is taking place. At the start of your mission, all star
systems within Krellan territory (the bottom two rows of the map) have their
layout and ownership known. Other star systems are indicated by asterisks,
and they have to be explored before you can know whether they contain
planets. (See Figure 2 for identification of the symbols used in this display.)

If you call up the Navigational Star Map when your ship is within a star
system, your current regional location will be indicated by a blinking star
syslem symbol. If you are viewing the map while moving between star
systems, your location is indicated by a blinking Krellan battlecruiser
symbol. Star systems on the map are color-coded by spectral class.

Messages will appear overlaid on the star map in small windows. In some
cases, you will be required to press a key to acknowledge receiving a message
before you can execute another command. The window will then disappear.

2) Navigation Information - If you are within a system when you call up
the Navigational Star Map, your Position will be given in system coordinates.
If you are in transit between systems, your Position will be given in regional
coordinates. Your navigational status (2.0) is shown above the map.

Velacity and Target are identical to those in the System Map Display (Figure
10), except that a target name will not appear unless you have designated a
regional location and are moving in hyperspace toward that target.

3) Target Information - This area contains facts about the object enclosed in
the Target Designator Box. It is identical in layout to the same area in the
System Map Display, except that the Distance is in light-years, not points, and
ID/Class replaces Position. When the object inside the box is a star system, this
line gives the system's unique ID number and the spectral class of the star.

4.6.4 Navigational Star Map Options

There are five options you can select at this level of the command hierarchy.

4.6.4.1 Targeter [N]/[N}/[T] - General information about the Targeter is
given in 4.3. To use the Targeter with the Navigational Star Map, move the
TDB to a regional location you want to target, then press {T] to call up a
Targeter Display. In this display, maximum velocity will be 1.0 or greater.
(Although your ship, with fully operational engines, is capable of reaching C-
Factor 10, the greatest maximum velocity that will be displayed is C-Factor 8,
because traveling at a higher speed may cause damage to your engines. A
velocity greater than C-Factor 8 should be used only in an emergency.)
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When you target a regional location on the Navigational Star Map, a System
Targeter Window similar to the System Map (Figure 10) will appear. If you
have targeted an unmapped star system, then a "?" will appear in the center of
ihe display in place of a star symbol. If the targeted regional location has been
mapped by you or other Krellan forces (including probes), then the window
will contain symbols for any stars, planets, or starforts in the system,

When you select the Targeter option from the Navigational Star Map, you can
set not only the regional location you want to move to but also the precise
location within that system where you want to end your journey. After
entering the desired regional location as target #1, move the TDB within the
System Targeter Window to the place you want to specify as target #2 and
press [ENTER]. (f you prefer to arrive at a random location within the
system, exit the Targeter by pressing [Esc] without specifying a target #2.)

When you exit the Targeter, the System Targeter Window will disappear.
Srart your engines to begin moving toward the new regional location. If your
ship's computer and hyperdrive engines are fully operational, you will emerge
from hyperspace within five points of your system target (#2), if you have
designated one (acecuracy decreases if either of those ship systems are
damaged). Then the system target will become target #1, and your ship will
begin moving toward it at maximum sublight velocity (normally 0.9).

4.6.4.2 Targets [N}/ [N]/[R] - General information about the Targets
option is given in 4.3. When you select this option from the Navigational Star
Map, the targets described will be either regional or system locations (check
the R/S column in the Targets Display) and the x,y values will be either
regional or system coordinates, depending on the nature of the target.

4.6.4.3 Database (System Map/Planetary Map) [N1/[N]/{D]- To obtain
information about any regional location while viewing the Navigational Star
Map, move the Target Designator Box to the desired location and select the
Database option. The left side of the star map will be overlaid by a system
map of the location, which can be a star system or an area of "empty" space
(note that a location without a star can still contain a starfort or a starbase).
If the location is a star system with planets, a planet information box (4.6.1)
will overlay the upper right portion of the star map.

To obtain a planetary map (4.6.2.3) of any planet in the star system that has
been scanned, move the TDB on the system map to that planet and press
[ENTER]. The planetary map will take the place of the system map and will
remain in place until you move the TDB to a new location.
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4.6.4.4 Probes [N]/{N]/[P]-You do not have to visit all of the star systems
in the region in order to find out what each system contains. You can send a
probe to a regional location within five light-years of your present location by
moving the Target Designator Box to the desired location and selecting thig
option. The Probes Control Display will appear in the lower right corner of
the Navigational Star Map. To launch a probe, press [ENTER].

The display contains the following information for each probe (#1-#5):

STATUS, either Supply (available for use), Transit (en route to target),
Passive (stationary and sensing at target location), or Destroy (has been
destroyed).

TG, number of the star system targeted for that probe.

RAD, radius (in points) of probe's orbit around star (once it arrives at the
target).

$S, number of the star system where probe is currently located (same as
your ship if the probe is in Supply or has just been launched).

REG. L, probe’s current location in regional coordinates.

SYS. L, probe's current location in system coordinates (after arriving at
target).

DETECT, either Enemy, if Alliance activity has been detected in the target
system, or blank.

Probes will be launched in the order given (#1 through #5) unless you select a
certain one by highlighting your selection. You cannot launch a probe into
your ship'’s current regional location, and you will not be allowed to send a
probe to a location that is more than 5.0 light-years distant. (If you pick an
out-of-range target, exit the option and move the TDB to a new location.)

When a probe is in transit, its symbol (see Figure 2) will appear on the star
map. The symbol will not be visible on the star map after it arrives at its
targeted location, and cannot be seen on the LRS or Tactical Display since
probes are {00 small.

When a probe arrives at its targeted location, it will map the system and you
will receive a message to that effect. Thereafter, you will have access to a map
of the system just as if your ship had travelled there and done the mapping in
person. As long as the probe is active, you will be informed when any enemy
ship arrives in the system.
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Jecause you can only control five probes at any time, you may find it
necessary to destroy a probe that has outlived its usefulness. Select the probe
you want to destroy by highlighting the appropriate number, then follow the
sereen instructions. You cannot destroy a probe that is in transit or in supply.
it is possible to have five probes in supply and five probes in service. When an
active probe is destroyed, a supply probe will replace it in the Probes Control
Display. You can replace destroyed probes while docked at a starfort or
during a rendezvous with a supply ship. To replace probes without docking,
you can use the Material Transfer option of the Teleporters command (5.2.4).

4.6.4.5 Strategic Command [N]/[N]/[S] - This option takes you directly to
the Regional Strategic Command Menu (10.0), eliminating the need to go
back through the command hierarchy and access this menu from the Main
Display.

4.6.5 War Map [N]1/{W]or [AltIW]

Executing the War Map command from the Navigation Menu brings up a
display similar to the Navigational Star Map, but which provides information
useful for military planning. The options available from the War Map are
identical with those in the Navigational Star Map command line.

In the War Map, the symbols for all star systems under Krellan control are
shown in Green, neutral or unclaimed systems in Blue, hostile (Alliance)
systems in Red, contested systems (containing forces or planets owned by both
sides) in Magenta, and those of unknown ownership in White.

The color of a star system represents the status of the system as of the most
recent report you have received. Alliance forces are moving about the region
just as you are, so that the occupation status of a planet or star system may
change several times during your mission. For you to know a planet's current
status and be sure that your information is correct, there must be a Krellan
landing party or other forces on the planet or in orbit around it. A change in
the status of a star system will not be indicated on the War Map unless you
travel to the system or establish contact with Krellan forces in that system.

The symbols for Alliance starbases (when their locations are known) and
Krellan starforts will appear on the War Map in place of star system symbols.
Any star system where you have established a base will have a green block
background behind its symbol. (For Krellan-controlled systems, the color of
the symbol itself will change from green to black.)

If you have a probe working in a regional location where enemy (UGA) ship
aclivity is detected, the War Map will show a "generic ship” symbol (see
Figure 2) in that location, unless that location also contains a star system,
starbase, or starfort. In that case the latter symbol will appear instead, and
the symbol will be printed in black over a red background to indicate that
Allianee ships have been detected there.
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4.6.6 Helm [N]/[H]

Executing the Helm command from the Navigation Menu will give you accesg
to five options that perform basic navigation functions.

4.6.6.1 Evasive [N]/{H]/[E] - Evasive maneuvering is an automatie
navigation system, used primarily to escape fire from Alliance ships and
starbases. When you select this option, your ship will execute a series of
frequent and random course changes. If you have escorts attached to youing
set formation, their navigation systems are slaved to yours and they wil)
match your course changes.

This option is a toggle; if you have switched on evasive maneuvering,
selecting this option again will turn it off. When evasive maneuvering is on,
"<ss>" will appear in the sideslip indicator of the Main Display (Figure 3)
and the System Map Display (Figure 10). You can alse toggle evasive
maneuvers on and off by pressing [AK][V].

4.6.6.2 Orbit [N]/[H]/{O]- To go into orbit around a planet or a star, you
must first move your ship to within one point of that position. When you are
in position, execute this option. Your ship will enter a standard high orbit.
You will receive a message informing you of your orbital altitude (in
kilometers) above the object's surface, and a short range scan of the planet
will be performed if it has not been scanned before. The Tactical Display will
be replaced by the Orbital Display (Figure 14).
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Figure 14. Orbital Display
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The Orbital Display contains a representation of the planet or star, wit.h its
identification number and name, if known, in the center. Y.our ship Sa
pattlecruiser symbol) and any other vessels orbiting the object will appear in
this display. The three concentric rings of dots infiicate the three possible
types of orbits: high (greater than 20,000 km), l.ned:un} (I‘DGD to 20,000 knf),
and low (less than 1000 km). Your orbital position as 1nd'1cated on the Main
pisplay (2.0) shows your orbit type (0=high, 1:n§edmm, 2:low),.a‘nd
position in the orbit, where zero is at the bottom of the display and the position
increases moving clockwise. There are 32, 28, and 24 positions respectively in
the high, medium, and low orbits.

The lower your orbit, the faster your ship will move around the planet. You
can increase or decrease your orbital altitude by pressing [Shift][ 1] and
|Shiftl { 1. Pressing [Alt)iG] allows you to toggle on or off the grid dots that
describe the orbital paths. You cannot change your direction of travel around
the planet or star.

You can toggle between the Orbital Display and Tactical Display by pressing
IALtIIO). While you are in orbit, the symbol of the planet or star will replace
your ship symbel in both the Tactical Display and the System Map, and your
position will be given in system coordinates.

If you intend to go into orbit around a planet or star immediately upon
arriving at that targeted destination, you can avoid the need to use the Orbit
option if you are in the Main Display when you arrive (see 4.4.3). To leave
orbit, start your sublight engines and move away.

You can fire your phasers and torpedoes at any enemy ship that is in orbit
around the same object and can also use your teleporters and tractor beam.

4.6.6.3 Dock [N}/[H}/[D] -~ To dock with a starfort or a captured Alliance
starbaée, you must first move your ship within one point of their position.
After you are in position and have selected this option, you will receive a
report indicating that the docking is completed.

When. you dock with a starfort, your ship will be resupplied, all damaged
systems will be repaired, your energy will be replenished, crew replacements
obtained (if needed), and torpedoes and probes replaced. If you dock while
enemy intruders are aboard your ship, the starfort will provide shock troops
and security personnel to help you defeat or capture the intruders. The
starfort's shields will protect your ship while you are docked, but if the
starfort is destroyed, your ship will be destroyed as well.

While you are docked, the symbol of the starfort or starbase will replace your
ship symbol on both the Tactical Display and the System Map.

If you intend to dock with a starfort or captured starbase immediately upon
arriving at that targeted destination, you can avoid the need to use the Dock
Option if you are in the Main Display when you arrive. (See 4.4.4.)
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To disengage from the object you are docked with, start your sublight engines.

4.6.6.4 Emergency Hyperspace Maneuver [N}/[H]/{H] - This option
allows you to enter hyperspace without using your sublight engines to
accelerate your ship to light speed. It is a desperate and dangerous maneuver,
usually used when your sublight engines are inoperative and you need to
evade the enemy quickly.

The hyperspace maneuver shunts 50 units of power directly to your
hyperdrive engines, and is uncontrollable. Your ship is relocated at random
within the current star system (not a different regional location) and there is
10% chance that your ship will be destroyed due to catastrophic failure of your
overloaded hyperdrive engines. Your ship will also be destroyed if it happens
to emerge from hyperspace in the same location as another large object (star,
planet, starfort, starbase, or ship).

A countdown sequence precedes the execution of this order. If you change
your mind during the countdown, you can abort the option by pressing
[ALtHA]

4.6.6.5 Pursuit [N)/[H}/[P] - This option is used to chase enemy ships or
follow other Krellan ships. After selecting this option, move the TDB in the
Tactical Display to the ship you want to target and press [ENTER].

Any targets previously entered into your Targeter are deleted when you begin
pursuit. To cancel a pursuit, execute the order a second time (to toggle it off)
or use the Targeter to set a navigation target. Pursuit will also be cancelled if
you can no longer detect the ship being pursued, if you enter hyperspace, or if
you go into orbit.

4.6.6.6 Targets [N]/[H]/[T] - General information about the Targets
option is givenin 4.3,
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SECTION 5. ENGINEERING COMMANDS

By pressing [E] while in the Main Display, you enter the engineering section
of the command hierarchy. From here, you have your choice of six commands
and options: Damage Control [D}, Teleporters [T], Probes [P, Tractor Beam
[B], Power Systems [S), and Logistics [L}. These choices are displayed on the
command line of the Main Display and comprise the Engineering Menu,
illustrated in Figure 15.

|ENGINEERING]
|

1 | I 1
Damage Controi Probes Tractor Beam Logistics
5.1 5.3 5.4 5.6
Status Power Systems
5.1.1
Repair
5.1.2

Teleporters

5.2
I
1 ] I
Landing Party IBoarding Party Personnel Materiat
5.2.1 5.2.2 Transfer Transfer
Obtain Supplies I_ Capture 5.2.3 5.2.4
Hold/reinforce Kill L Activate Activate
|| Survey/explore Hit and Run 5.2.5 5.2.5
Combat 5.2.2
Establish Base Board
Negotiate 5.2.2.1
5.2.1.1
Withdraw
Activate 5.2.2.2
:”'” Activate
5.2.2.3

Figure 15. Engineering Command Menu

5.1 DAMAGE CONTROL [E]/[D]

l‘f‘XL'cul;ing this command brings up two options on the Main Display command
line, enabling you to view the condition of your ship's systems and to repair
any damaged systems.
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5.1.1 Status [E1/{D}/[S]

This option calls up the damage control status report (Figure 16). The
systems shown here are the same ones listed in the systems status report of
the Main Display (2.0). The operational capability (op.c) of each system is
expressed as a percentage. The number of repair teams (r.t) assigned to the
system is also displayed. The bottom line of the status report shows hul]
damage as a percentage and gives the number of unassigned repair teams
available.

SYSTEM |op.c r.t| SYSTEM op.¢ r.t
Main Comp|160 @ |Torp Cntrl|iG0 @
SubLt Eng|10@0 @ |Phsr Cntrl|iG@ @
Hyper Eny|166 @ [Teleporter iGd

hrt R §rjl68 @ [Communictn|l@@ @

ng R 5ri{l2@ O [Trac Beam |lE0@ @
hld Ctrl |180 @ |Primaru 1S}100 @
Hull Damage: @ % Avl.Repair Teams:1@

Figure 16. Damage Control Status Report

The color of the op.c of each system is related to its operational capability:
Green for fully operational (above 75% op.c); Amber or Yeilow for damaged
but partially functional (25% through 75%); and Red for inoperative until
repaired (less than 26%). The higher a system’s operational capacity, the less
likely it is to maifunction. It is possible for a fully operational system to
maifunction if its operational capability is less than 100%.

5.1.2 Repair [E]/[D]/[R]

This option also calls up the damage control status report, and allows you to
allocate repair teams to certain systems. Damaged systems are repaired
using engineering repair teams to assist the systems technicians.

When a system is damaged, one repair team (if available) will be automatic-
ally assigned to work on it. You can send additional teams by using this
option, up to the limit of the 10 teams available. After selecting this option,
move the highlight box to the system you want to repair using the cursor keys.
To increase or decrease the number of teams assigned to that system, press
[+] (or [Ins)) or [-] (or [Del]). When you are finished making assignments,
confirm your choices to put the teams to work by pressing [ENTER}.

The amount of time it takes to repair a damaged system is related to the
operational status (Green, Amber, Red) and the number of repair teams
assigned. Repairs will be made to a damaged system even if no repair teams
are assigned to it, but much more slowly. If no systems are damaged, you will
receive a message telling you that no repair teams are needed.
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5.2 TELEPORTERS [EI/(T]

rpeleporters allow you to send landing parties down to planets, board enemy
vessels by transporting your shock troops into them, and t.ransfe.r personnel or
materials between your ship and planets, starforts, and other ships.

70 send ‘personnel or materials to a planet, you must be in orpit around that
planet. :To teleport materials or personnel between your Sh-lp and another
vessel, you must be adjacent to the vessel or both‘ be in orbit. You capnot
teleport to a target that has its defensive shields raised (but your own shields
may be up). Your ship will use one unit of power for each person teleported.

izach of the four options available under this command is explained below.

5.2.1 Landing Parties [E]/{T}/{L]

This option allows you to send a portion of your crew to a planet's sprf?u:e
iexcluding class G planets), and calls up the Landing Party Mission
Assignment Display (Figure 17).

Mizsion T“P
Ltain supplies 2 16
Hold/reinforce ]
Survey/explore 2 18 18
Combat @ )
Es tablish base | 13 .I.g
8/ 84 Total

Figure 17. Landing Party Mission Assignment Display

Before ‘activating your teleporters to send down & landing party, you must
choose:one or more of the six missions that the teams in a landing party can
perform. Move the highlight box to the mission desired and use [+]and [-] (or
[Ins) and [Dell) to assign teams to, or subtract teams from, that mission. You
can assign different teams within the landing party to different missions.

Each: team is composed of 10 crewmen, a combination of regular crew
members (RegCrw) and shock troops (ShkTrp). The combination differs for
cach type of mission, as explained in the mission descriptions below. The
maximum number of crewmen available for landing parties is 275 regular
crew and 150 shock troops (the number of personne! your ship has to begin
with). The Total of all crewmen assigned to landing parties appears on the
bottom line of the display.
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You must teleport supplies with your landing party if the target planet has ng
natural supplies. To select an amount of supplies (Supply), move the highlighi
box to the bottom line of the display or press [S], then use [+1] and [-] to
increase or decrease the amount of supplies allocated. As you change the
amount, the number next to the "d" will change to reflect the number of dayg
that these supplies will last based on the size of the landing party to he
teleported. If your landing party runs low on supplies later, you can replenish
them by using the Material Transfer option (5.2.4).

When you have decided on your landing party (number of teams, missions,
amount of supplies), press [ENTER] or [A] to activate the teleporters and
send the personnel and materials to the surface of the planet,

If you want to recall all or part of a landing party, select this option while yoy
are orbiting a planet where 1 party is located. You will see a message
informing you of the number of personnel previously sent to the planet, and
how many are still alive. The question "Beam landing party up?” will appear
in the instruction area of the Main Display. Press [Y], and the Mission
Assignment Display will list the teams on the planet and their missions
Then decrease the number (just as if you were assigning missions), until you
have specified the number of teams you want to remain on the planet. If you
want to return all teams to your ship, press [Shift][A). Then activate the
teleporters to return the excess personnel to your ship. If you select [N], you
can add new teams to the landing party you previously teleported.

A landing party will send a message if it is attacked. Even primitive natives
with a low technology level may, by sheer weight of numbers, cause some
deaths, especially among regular crew. Your landing party will send a
distress message if’ more than half of its members are killed. However, you
will not be able to receive the message unless you are in the same star system,
or the landing party has established a base, or there is a Krellan ship or base
in the same star system that can relay the message to you.

5.2.1.1 Mission Descriptions — Each of the missions a landing party can
undertake is described below. The numbers in parentheses represent the
regular crew and shock troops that make up each 10-member team. You
cannot change mission assignments while a team is on the planet surface.

Obtain supplies (8/2): The party will collect and process any available
natural supplies (such as food and water), which will be teleported to your
ship as it orbits. If you go into orbit around a planet with a supply team
already on the surface, you will be asked if you want your ship to be supplied;
press [ Y] to start the process.

Hold/reinforce (2/8): This team will meet and reinforce any existing landing
party, and will hold prisoners (if any) that have been taken. This mission is

useful if your base or landing party has been attacked and needs additional
personnel.
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Survey/explore (5/5):: The party will perform a surface survey of the flatfttl;

o discover its ownership, any ohjects of value that may be presriin s t‘aa "
ousible dangers. One team will take about 1.4 days-to complete a p anet y

Eurvey; assigning extra teams will reduce the time needed, down to a

minimum of 0.5 days.

ttack any natives, and may
bat (0/10): The team has orders to find and a '

S{T:: prisoners (captives). A combat team can also be used to reinforce a
tanding party under attack.

Establish base (6/4): The party will ereqt a fortified military base, inc;ludl_ng
a sensor platform, communications station, laser cannons, and a debf:ll:ljlve
shield. Bases are important because tl}ey expand your sensor capabi ;_19:5,
allowing you to keep track of Alliance's!up movements even when J.(I(;ur Sdlp is
in a different star system. Once a base is constructed, personnel will sen {)m:
a message whenever any Alliance vessel en.ters or leaves the star system, bu

will not be able to identify the type of s_hlp detected. Bases can algo stlore
energy and supplies to resupply your S.hlp as needed. When_ operational, 81,
base's offensive and defensive capabilities will help your landing party repe

or resist attacks. Primitive natives (technology level less than five) cannot
penetrate a base’s defenses and will eventually break off the attack.

One team can establish a base in 1.1 days; extra tealps reduce the time, dow-n
to a minimum of 0.4 days. A base cannot be established on a pl?met that is
under UGA ownership, but you can build one on a p_lanet thgat is contestgd
(Krellan and UGA forces in conflict). When a basi.e is estabh:shed, you will
receive a message to that effect, and the planet .w1']l be cla:ssﬂied as under
Krellan ownership if four conditions are met: 1) it is not being contested by
the UGA; 2) it is uninhabited, or its natives are classified as technology level
Oor 1; 3) the landing party and base are not presently ufxder attack; and 4)
the planet has been surveyed or contact made with the natives.

If your landing party returns to the ship before complet.ir‘lg construction of‘ a
base, then any remaining supplies they took wit:h thet‘n \F:'il] be returned.- Ifa
base is completed on an uninhabited planet that is not ms.lde Krellan territory
and you teleport your entire landing party back to the ship, then the planet h:s
no longer considered Krellan (unless other I.(rellan forces are present on t ‘el
planet), although the unmanned base remains there and may be reocm]lplet
later. If your landing party leaves a completed base unmal?ned on a plane

with hostile natives and a technology level of 6 or 7, the natives will destroy
the base.

Negotiate (9/1): If your short range sensors show ci'vilization on the ]:_ulanet
surface, or if your survey crew encounters any natives, you may decide to
hegotiate for a treaty. Successful negotiation enables you to geta foot}.mld on
the planet (obtain supplies, establish a base, and so forth) without battling the
natives first.
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A treaty is possible if these four conditions are met: 1) a unified planetary
government exists; 2) at least one negotiating team is on the planet; 3) the
natives are not hostile to the Krellan Empire; and 4) you have not initiated an
attack against them. It is also possible to negotiate with natives if they
surrender to you after suffering heavy losses through bombardment (10.3.1)
and there are no UGA forces present. If you violate a treaty, the natives on
that planet will never again surrender or enter into another treaty with you.

5.2.1.2 Landing Parties from Other Ships - Landing parties that
originated from other Krellan battlecruisers and supply ships will not show
up on your Landing Party Mission Assignment Display, but you can teleport
them up to your ship by using the Personnel Transfer option (5.2.3). Once
they have been transferred to your ship, they become part of your crew. These
“foreign" landing parties will not send messages to your ship.

5.2.2 Boarding Parties [E]/[T]/[B]

This option of the Teleporters command is used to send 10-member assault
teams of shock troops to an enemy ship or starbase in an attempt to capture it.
Capturing an enemy ship may yield slaves and booty for you (7.4.1.1). You
can force the surrender of an enemy ship by either eliminating all the UGA
space marines on board or capturing all the eritical sections of the ship.

If you select this option when you are adjacent to more than one enemy ship, a
Target Designator Box will appear and you will have to specify which ship you
are attempting to board by moving the TDB over the ship using the cursor
keys and pressing [ENTER).

You cannot teleport partial teams, so the minimum number of troops needed
to attempt boarding is ten. The UGA marines are split up into squads of five,
but in combat, teams and squads can be reduced in size or temporarily
combined.

Before you activate your teleporters to send the boarding party over, you must
choose one of three missions for the group to perform:

Capture: Take as many captives as possible, but eliminate any resistance.
Captives make good slaves, provide entertainment for your crew, and may
divulge important information.

Kill: Slaughter all the Alliance weaklings on the ship; take no prisoners.
This boosts your crew’s morale and provides enjoyment for your shock troops.

Hit and Run: Knock out some of the enemy ship's critical systems as quickly
as possible, then withdraw. This is useful if you think your boarding party is
not strong enough to overpower the enemy force.
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After you choose a mission, the Boarding Display will appear, as shown in
Figure 18. (NOTE: If you do not have a graphics monitor, this display will
not appear. You will receive messages from the boarding party, but have no
direct control of the boarding or ensuing combat.)

LMW PHR LOH sup (RO

gl il

W AP eI
R R
A 4l

Al : LAy RCTIVATE) @
@ Figure 18. Boarding Display

The Boarding Display contains the following items:

I) Caution and Warning Panel: Same as on the Main Display, except that
4 light does not eyele through the indicators. When a warning is issued, the
indicator will light up in red.

2) Deck Plan: A side-view deck plan of the enemy ship, placed over a grid.
Only significant and accessible decks and sections are shown. Sections filled
with crosshatching are critical systems related to control and operation of the
ship. :You cannot teleport personnel into these areas, which are separately
shielded, but must occupy them by fighting for them. See the UGA ship
profiles (15.5) for more information about the vessels you may attempt to
board. Typically, critical areas and systems include the bridge, combat and
weapons control centers, engine control room, central computer, and primary
tife support system. As the battle within the ship rages, colors within the
sections of the deck plan will change according to ownership: Red for UGA,
Green or Blue for Krellan.

3} Teleport Icon: Identifies the locations within the ship where you want
your boarding party to materialize or dematerialize: '

" 5:-,- - Teleport to
enemy ship.

'l - Teleport from
enemy ship.

4} Krellan Shock Troops: This symbol represents a boarding party team
(10 members at full strength).
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5) Space Marines: This symbol represents a UGA space marine squad (5
members at full strength).

6) Ship Data Box: Shows the TYPE and CLASS of ship being boarded (see
15.5) and the probable maximum CREW and space marine (MRN) comple-
ments for this type of vessel. The actual number of personnel on board ig
probably less than the given figures (since the ship is probably net at full
strength), but you won't know for certain unless you capture the vessel.

7) Troop Information Area: The ALIVE column shows the number of your
shock troops that are in combat (SHOCK TRQOOPS), and the number of shock
troops still in reserve on your ship (ST RESERVES). A "?" is displayed for the
UGA MARINES, since you do not know how many there are. The KILLED
column shows the number of casualties sustained by both sides (not including
UGA regular crewmen, whe may also fall in battle). In these entries, the
format is “number of teams or squads/number of treops or marines”.

8) Enemy Ship Information: Shows how much of the ship is controlled by
each side, separated according to critical and non-critical sections. Each
team/squad icon occupies one section.

9} Command Line: The three choices available at this step of the boarding
operation are displayed here: Board, Withdraw, and Activate. (NOTE: The
single keystroke commands in the following sections can only be executed
from the Boarding Display, not the Main Menu.)

5.2.2.1 Board [B] - When you enler the Boarding Parties option, you will be
in Board mode, in which you will select destinations for your boarding teams.
Using the direction keys, move the flashing icon (target designator) to the
section where you want to send a team, then press [Space) to commit the team
to that location. A shock troop icon will appear under the target designator.
You can put more than one team in a section by pressing [Space] as many
times as desired. You cannot teleport into a critical section. Each time you
allocate a team, the SHOCK TROOPS and ST RESERVES entries in the Troop
Information Area will change to reflect the new totals. At this point you have
only selected the destinations for the boarding teams, To start the actual
assault, use the Activate option.

5.2.2.2 Withdraw [W] - Use this mode to withdraw teams or cancel team
boarding assignments. Move the flashing icon {o the section from which you
want to remove a team and press [Space] once for each team you want to
withdraw. (In actuality, they have not left yet; you are just changing your
mind about where you sent or planned to send them.) You can reassign
withdrawn teams to different sections by using Board again. You can
withdraw all of your troops at once, calling off the boarding attempt, by
exiting from the Boarding Parties option.
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Withdraw can glso be used to recall your boarding party after you have taken
control of the ship. Your team(s) will return with any UGA crewmen or
marines they have captured, but will not bring back passengers from a
starliner. In such a case, you must use Personnel Transfer (5.2.3) to teleport
the passengers to your ship. When you recall a victorious boarding party, you
may leave a team of guards on the ship. (Also see 5.2.3 for what happens
when a ship is captured.)

5.2.2.3 Activate Boarding Teleporters [A] - When you are satisifed with
your boarding operation set up, use Activate to set the battle in motion. Your
initial allocation of troops will teleport over and begin carrying out their
orders (Capture, Kill, or Hit and Run). Combat is carried out automatically;
you cannot control the fighting, but you can see how events are unfolding.
Your troops are professionals and know their business. They will try to hunt
down and kill the marines, and capture critical sections. Board and Withdraw
are still available after the fight begins, so you can send over reinforcements
or pull teams out of trouble.

Once they teleport over, your troops have a visual range of § sections in either
direction on the same deck, so you will see UGA marines if any are spotted.
However, you will not know where the marines are when you send your first
wave of attackers over, and if any of your teams teleport into a section
containing UGA marines, the shock troops will be destroyed before they can
fire a shot (you will see a momentary explosion, then the troop icon will
disappear). Teams/squads can see, but not shoot, past other teams/squads.
The battle for the enemy ship will continue until resolved or you withdraw,

5.2.2.4 Boarding Party Strategy - Here are some tactical tips:

1. Try to concentrate your forces; put several teams together or in proximity
to each other to increase their firepower. However, do not put all your
teams in one or two sections, because if marines are already there, all your
troops will be lost.

2. The UGA marines are dispersed throughout their ship to begin with, but
generally keep the critical sections well-guarded. You risk beaming onto
cnemy marines if you try beaming directly next to a critical section. It
may be better to start two or more sections away,

3. In warships with many marines, you might want to send just a few teams
over to check that the way is clear, then follow up with the bulk of your
force as reinforcements to the most promising sections already occupied.

The _marines will rush to repulse any boarding attempts, so you might
consider a feint with a small force to try and draw off the marines from
your real target(s), then launch your main attack.
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5.2.3 Personnel Transfer [E}/[T)/[P]

This option allows you to transfer personnel between your ship and another
ship, a starfort, a captured starbase, or a planet. Your ship can carry up to 500
captives, plus double its normal complement of Krellan crew members and
shock troops (550 and 300 respectively). However, carrying extra personnel
uses supplies and lowers crew morale faster. When you dock with a starfort,
all captives and any surplus personnel will be removed automatically.
Imperial Fleet regulations are quite strict regarding the size of crews.

If your ship is adjacent to more than one possible target when you select this
option, a Target Designator Box will appear so that you can identify the one
you want. Then the Personnel Transfer Display will appear (Figure 19).

Krellan OUR SHIP F TARCET
hock troops 23 @[ 975 73
crewmen 123 0 (t5es (Y]
captives '] ] "] 7]

Eneny

arines W | XX a "]
CTewnen “ XX¥ | e '] @
passengers X% ] X¥x @ @

Figure 19. Personnel Transfer Display

The left-hand column of the display shows the six types of personnel that can
be transferred. The left-hand columns under OUR SHIP and TARGET show the
current number of personnel of each type on board the vessel. The right-hand
columns show the number of personnel to be transferred from that vessel to
the other one. Position the highlight box in the right-hand column of QUR
SHIP or the right-hand column of TARGET, on the line pertaining to the type of
personnel you want to transfer. Then use [+ ] and [] (or [Ins] and [Del]) to
change the number in the box to the desired quantity. To start the transfer,
activate teleporters by pressing [ENTER]or [A].

You can only transfer personnel between your ship and a target when the
target is Krellan or captured. You can use this option to add personnel to an

existing landing party if you are in orbit about the planet. Personnel Transfer -

is the only way to bring passengers from a captured UGA starliner aboard
your ship. Before you transfer enemy personnel, they are distinguished by
type (marines, crewmen, passengers) in the TARGET columns, but when you
transfer them, they all become captives.

You can also use this option to put a prize crew aboard a captured ship. A
prize crew consists of at least 20 crewmen and 10 shock troops. They will
attempt to repair the engines (if necessary) and then fly the ship to the nearest
starfort.
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5.2.4 Material Transfer [El/{T]/[M}

This option is essentially the same as Personnel Transfer (5.2.3), except t.ha.t. it
is used to teleport inanimate objects instead of peol?le. You can replenish
energy, torpedoes, supplies, sensor probes, and/or obliterator po«.is up .to your
ship's capacity to carry such materials (2.0). When you select this option, the
Material Transfer Display will appear, which is similar to the Personnel
Transfer Display (Figure 18).

You can perform a material transfer between your ship and another vessel
(ship, starfort, starbase) only if it is Krellan or captured. You. can [_oerform a
material transfer between your ship and a planet you are orbiting if at least
one of these conditions is met: 1) the planet is Krellan; 2) a treaty has been
established; 3) a base has been established; or 4) Krellan legions are present
on the planet.

5.2.5 Activate Teleporters [E}/{T1/{([L]or [Plor [M])/[A]

To activate your teleporters, press [ENTER] or [A] when this optien shows_on
the command line for Landing Party, Personnel Transfer, or Material
Transfer commands.

5.3 PROBES [E})/[P]

This option is similar to the Probes option in the Navigational Star Map and
War Map (4.6.4.4). However, selecting Probes from the Engineering Menu
allows you to view the Probes Control Display without having to call up a star
map. You cannot launch probes using this option, but you can destroy them.

5.4 TRACTOR BEAM [E]/[B]

This option allows you to use your ship's tractor beam to pull another vessel
adjacent to your ship and then tow it with you as your ship moves.

When you select this option, a Target Designator Box will appear on the
Tactical Display. Select the ship you want to pull in using the TDB, then
press [ENTER] to activate the tractor beam. Upon confirmation, your ship's
defensive shield will be lowered, as you cannot use the beam with shields up,
and your ship will be automatically turned, if necessary, since the beam only
operates aft.

To place an Alliance vessel in tow, the ship must be captured or disabled
(inoperative sublight engines or power down to less than 50 units). Once an
enemy ship is secured in your tractor beam, it cannot fire at you, but you can
fire phasers or torpedoes at it using manual mode (6.1.2.2 and 6.2.2.2),
WARNING: A hostile enemy ship in tow can transport marines aboard your
shipsince your shields will be down.
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The tractor beam will not work on an enemy ship that is not disabled, on any
ship that has its engines on, or on any targeted ship if another object lies
between it and your ship.

Your tractor beam can be useful for towing one of your crippled escorts to
safety, or bringing it alongside to resupply it.

The tractor beam also works while you and your target are in orbit with the
Orbital Display up (4.6.6.2). In this case your target must be next to your ship
in the orbital tracks (either on the same or an adjacent orbit level). You may
have to change your orbit level (4.6.6.2) to get close to your target. The strong
gravitational field of the planet or star has an adverse affect on your tractor
beam while your ship is in orbit, thus requiring the proximity of your target.

Using the beam increases your ship's power usage by 20 percent while you are
drawing in the target ship. This power drain decreases to 5 percent when the
target is in tow. To disengage the beam, select this option when you have a
target in tow, and you will be asked if you want the beam switched off. You
can also cut it off by raising your shields.

5.5 POWER SYSTEMS (E]/[R]

This command allows you to check the status of your ship’ s power system by
selecting one of two options.

5.5.1 Status [E]/[R]/[S]

This option brings up a report in the message area of the Main Display, telling
you the number of energy units your ship has left.

5.5.2 Schematics [E]/[R]/[H]

This option displays a color schematic of your ship's propuision and power
systems.

5.6 LOGISTICS [E}/[L}

This option brings up a report on the status of your ship's supplies: the
amount remaining (in units and in percentage of maximum capacity), the
current rate of use in units per day, and the number of days remaining before
your current amount of supplies will be depleted at the current usage rate.
The report appears in the message area of the Main Display.
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SECTION 6. WEAPONS CONTROL COMMANDS

pressing [W] while in the Main Display enters the weapons control section of
he command hierarchy. From here, you have a choice of thrfee commands and
options: Phaser Control [P}, Torpedo Control [T], and Obhterator" Pods [O].
These choices are displayed on the command li.ne of the Main Display and
comprise the Weapons Control Menu, illustrated in Figure 20.

| WEAPONS CONTROL |

1
[ | |
Phaser Control Torpedo Control| [Obliterator Pods Electronic
6.1 6.2 6.3 Counter Measure
6.5
Destiroy | | Destroy
6.1.1.1 6.2.1.1
Disable | | Disable Target Data
6.1.1.2° 6.2.1.2 Display
| | Standby 6.4
ng.‘:'?ze 6.2.1.3
Auto || Mode
6.1.2.1 6.2.2
Manual sAzu;o1
6.1.2.2 Pl deal
Manual
6.2.2.2

Figure 20. Weapons Control Command Menu

In addition to command descriptions, this section also includes information
about the Target Data Display (6.4) and Electronic Counter Measures (6.5).

The commands in this menu allow you to set the targeting and firing modes
for your weapons systems. The actual firing of phasers and torpedoes is done
with control keys (3.1.5). You can only fire your weapons from the Main
Display, with your ship in normal space and a target within range of the
weapon you want to use,

When an Alliance vessel or starbase comes into range of your sensors, your
Weapons Officer will issue a Red Alert with klaxon and will arm your
Weapons. Your sensors cannot detect an enemy ship docked at a starbase
(although they will detect the starbase), and they cannot detect an enemy ship
in orbit around a planet or star unless your ship is also in orbit around the
Sume body.
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6.1 PHASER CONTROL [W])/[P]

Phasers fire energy beams that are cyclically “phased” into an alternate set of
space-time continuum planes (known as hyperspace) until the target location
is reached. The energy is then phased back into our space-time reality plane,
passing through the continuum plane where the target is located. Defensive
energy shields are phased throughout a broad spectrum of planes, and wil|
intercept and absorb the energy of the phaser beam until the energy sinks of
the shield generators become overloaded. When this occurs, the shield
collapses and the remaining phaser beam energy passes through to the target,

Phasers can only be fired at targets within your Tactical or Orbital Display.
Your phaser bank will fire a 100-unit burst when fully operational. If it is
damaged, the strength of the burst is equal to the operational capability of the
system; if less than 25% operational, it will not function. A phaser burst does
more damage to the target (or its shields) the closer you are to the target.

The current phaser target will be shown in reverse on the Tactical or Orbital
Display. The weapons status indicator in the Main Display (2.0) will show
when your phasers are ready to fire. After firing, your phaser bank will take
time to re-energize, and cannot be used again until the "P” turns green,

6.1.1 Phaser Settings

When you execute Phaser Control, you will be informed of the current fire
setting (Destroy or Disable) and mode (Auto or Manual). You will be prompted
to select one of the two seitings, or you can choose the Mode option.

6.1.1.1 Destroy [W]/[P]/{D]- When you select the Destroy fire setting,
your energized phasers will fire each time you press [Shift)[F9] until the
target is destroyed or moves out of range.

6.1.1.2 Disable [W]/[P}/[B]-When you select the Disable fire setting, you
will only be able to fire your phasers at the target until it is disabled or moves
out of range. The energy allocated to the phaser will be automatically
calculated so that the target is not quite destroyed. :

6.1.2 Phaser Targeting Mode [W]/{P]/[M]

This command determines how a target is selected, either by your ship's
computers (Auto) or by you (Manual). However, actual firing is still up to you.

6.1.2.1 Auto [W]/[P]/[M}/[A]-In Aulo mode, your weapons control
computer will automatically identify and prioritize all possible targets, then
lock your phasers onto the target it determines to be most threatening. All
enemy vessels within 20 points of your ship are tracked by the computer, but
any vessel actually targeted for phaser attack must appear in your Tactical
Display (within the 5-point range of your phasers).

50 KRELLAN COMMAND AND BATTLE MANUAL

¢.1.2.2 Manual [W]/[P]/[M]/[M]-In Manual mode, a Target Designator
B.OX will appear over your ship in the Tactical Display. Move the TDB to the
object you want to fire your phasers at, and press [ENTER] to lock onto that

rarget.

6.2 TORPEDO CONTROL [W]/{T]

torpedoes are self-propelled missiles with cobalt matte;r tran‘smutation
warhcads and a range of 10 points. Each torpe_do has a homing device, so th.at
it will track a moving target. However, there is a chance t.hat:. the enemy will
use evasive maneuvers or electronic counter measures, causing a torpedo to
miss. Your ship has two torpedo fubes, and you must cho?se fire setting a.nd
mode separately for each one. This allows you to fire at a different t{irget with
cach tube. If the operational capability of your torpedo system is 756% or
higher, both tubes will function; at 25% to 75%, only one tube can be used;
and at less than 25%, both tubes are nenfunctional, as reﬂectefl I':>y the torpedo
status lights. Unlike phasers, the damage done by a tc.)rpedo hit is m?t a:ffected
by the distance from the target; a strike from maximum range is just as
effective as a strike against a target adjacent to your ship.

The selected targets (if any) will be shown on the LRS Display if ffart.her.' than
5 points away, and will be shown in reverse on the Tactical or Orbital Display
if within range of the Tactical Display. When both torpedo tubes are lqaded
and ready to fire, the "T T" symbols in the weapon status indica?ors will be
green (tube #1 on the left, tube #2 on the right). After a torpedo is fired, the
corresponding status light turns red as that tube is reloaded, and the weapon
cannot be used again until it is ready.

In general, the Torpedo Control options work the same as in Phaser Control,
with differences noted below.

6.2.1 Torpedo Settings

After selecting torpedoes and receiving the current torpedo settings, you will
be prompted to select a new setting or mode for tube #1, then tube #2 (the
instruction area will indicate which). If you want to change tube #2, but not
lube #1, you must respecify the current settings for tube #1.

6.2.1.1 Destroy [W]/I[T]/[D] - This option is the same as for phasers
(6.1.1.1).

6.2.1.2 Disable [W]/{T}/[B] - The torpedo will be targeted to hit the
larget’s engines in an attempt to disable it.

6.2.1.3 Standby [W]/[T1/[S]- This fire setting allows you to‘de-activate
one. torpedo tube. It is most often used when you are running low on
tC'l‘bedoes, or do not need to use both torpedoes on the target.
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6.2.2 Torpedo Targeting Mode [W]/[T]/[Ml

As with phasers, you can select Auto or Manual mode.

6.2.2.1 Auto [W1/[T]/[M]/[A]-In Auto mode, your weapons computer wil]
select the most.threatening enemy vessel that has not already been targeted
by your phasers or other torpedo tube. If all eligible targets have been
targeted, then the torpedo tube being assigned will lock onto the highest
priority target. Your weapons computer will not automatically fire both
torpedo tubes at the same target unless there is only one target within range,

6.2.2.2 Manual [W]/[T)/[M]/[M]- This option is the same for each torpedo
tube as for phasers (6.1.2.2).

6.3 OBLITERATOR PODS [W)/[0]

These weapons is a matter-disruption bombs whose purpose is to destroy an
entire planet (also known as “planet-buster” bombs). They are very unstable
and only effective in a strong gravitational field. Obliterator pods can be used
as an offensive weapon to wipe out a planet where your ground forces have
met very stiff resistance, or as a way of demonstrating Krellan superiority to
other planets in a star system.

To detonate a pod, you must be in orbit around the target planet, and the
planet must not have its planetary shields raised. Individual city shields do
not matter. One pod will cause 50% damage to a planet; thus, unless a planet
already has more than 50% damage, two pods will be needed to destroy it. A
planet destroyed by a pod is annihilated (nothing left but scattered debris) and
thereafter will not show up on any display.

Do not use obliterator pods recklessly. Remember, it is best not to destroy
planets that could be of value to the Empire.

6.4 TARGET DATA DISPLAY [AI)D]

When Alliance vessels or starbases come within 20 points of your ship (LRS
range), the Ship's Data Display will be replaced by the Target Data Display
(Figure 21), which contains the following information:

Torpedoes remaining in your supply, shown in the upper right.

R. Pos, the relative position of a target to your ship, in standard x,y format. If
the x coordinate is negative, the target is to your left; if positive, to your right.
If the y coordinate is negative, the target is behind you; if positive, in front of
you. Ifin the Orbital Display, R. Pos shows the orbital position of the target.

Hdng, the course along which the target is traveling, not the course you would
need to set in order to intercept it {blank if the target is an Alliance starbase).
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vel, the current velocity of the target (blank if a starbase).

wpn, which weapons have been locked onto each target ("T" - Torpedoes, "P" -
phasers). The color of the letter indicates the fire setting of that weapon: Red
(or Destroy, Yellow for Disable, or Blue for Standby (torpedo tubes only). The
background color indicates the mode: White for Manual, Black for Auto.

Figure 21. Target Data Display

Regardless of your tactical situation, the Target Data Display will be replaced
by the Ship's Data Display when you dock with a starfort, so that you can
monitor the resupply of your ship. You can toggle between the two displays at
any time by pressing [AlLt][D].

6.5 ELIECTRONIC COUNTER MEASURES [ALtIE]

While moving within normal space, you can use Electronic Counter Measures
{ECM} 1o help avoid hits from enemy torpedoes and phasers. While ECM is
activated, enemy weapons will be unable to lock onto your position, and your
weapons computer will not be able to lock onto any enemy target. Pressing
iAlt}tE] toggles ECM on and off.

The range of your ECM field is 3 points. When ECM is active, your sensors
are inoperative, and you are reduced to a visual scan distance (3 points) in the
Tactical Display. All torpedoes within the range of the ECM field will lose
their homing ability, but will continue on a straight path along the heading
they were on when they encountered ECM. If ECM is turned off later, each
torpedo will again home in on its target if it can achieve lock-on.
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SECTION 7. COMPUTER CONTROL COMMANDS

Press [C] while in the Main Display to enter the computer control section of
the command hierarchy. From here, you have a choice of four commands ang
options; Combat Status ICl, Self-Destruct (D1, Information (11, and Speciq;
Services [S]. These are displayed on the command line of the Main Display
and comprise the Computer Control Menu, illustrated in Figure 22.

I COMPUTER CONTROL I

|
. | [ ] 1
Combat Status Self-Destruct Information Special Service
Reports 7.2 7.3 7.4
7.1 i
Landing Party Mission Tally
7.3.1 7.4.1
Enemy —_—
7.1.9 Pls;netary | [ Personal
Krellan = 3.2 4.1
7.1.2 ar System Krellan
7.3.3 1 742
Intelligence Values
7.3.4 7.4.1.3
_ Orders
UGA Ships 1
7.3.4.1 1.4.1.4
Starbases | [ Save Game
7.3.4.2 7.4.2
DOS Shell
B 7.4.3
| | Settings
7.4.4 and
Officers Manual
| |  Quit Game
7.4.5

Figure 22. Computer Control Command Menu

7.1 COMBAT STATUS {C1/1C]

This command allows you to view i
amassed about the forces in your cu

nformation that your ship's computer has
rrent regional location,

7.1.1 Enemy [C)/[C]/({E])

This option is automaticall
command, and the Enemy Combat Status Report is displayed.

y activated when you execute the Combat Status
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'his display contains the most recently repor.t.ed in_formatlor.!l a::;)ut Acl;:-?-:zi
ships and starbases. Not all facts about an object “tln be.ava: able (zrd urrent
!"f‘ it is outside the range of your sensors. Information will be update :

] my vessels that have been detected by your sensors or by the sensors ;) a
en.e fort or another Krellan ship in the regional location. The most complete
"St‘;grmation will be given for objects within range of your Tactical Display.
fll?he following information appears in the status report:

OBJECT, the identity of the enemy starbase or ship. ‘A.starbase can be
‘dcntiﬁ;,-d by a long range scan, but a ship must be within range of your
l - 3 .

‘Tactical Display before you will know what type it is.

REL. POS, the latest known position of the object, relative to your sl.liP's
()qi.ti()ﬂ. 'A negative x coordinate signifies a location to !’.he left of your ship; a
2e;g'ative y coordinate refers to a location behind your ship.

BNG, the bearing from your ship to the object - thg course you would have to
set i;i order to intercept the object at its present position,

VEL and HDG, the latest known velocity and heading of the object.

Land T, LRS Display and Tactical Display indica-tors. An "x" in either column
indicates that the object is within range of that display.

POWER, the latest estimate of the object's total'pm:aer, with a numl:ter
representing units of energy and a percentage indicating how much of its
maximum energy the object has remaining,

AX.E and MN.E, indicators of the latest known status of“the ob;i.ect's auxiliary
. i 3 . 1
(sublight) and main (hyperdrive) engines, either "ok"” or "down".

DAM, the object's latest known damage level, either "zip" (none}, "igt" (light),
"med" (medium) or "hvy" (heavy).

S, shield status indicator for the object, either ™ T " (up) or ™ 4 " (down).
STATUS, one of three conditions: "Hostile”, "Disabled", or "Captured".

7.1.2 Krellan [C}/[C]/(IE])/[K]

Il you select. this option while the Enemy Combat Status Report is dxspl‘aye_d,
you will see a screen of information about starforts and other Krellan S?lﬁs in
your regional location. The Krellan Combat St?tus Report shows the' ollow-
ing information about every vessel, including ships docked at a starfort:

NAME, the unique name of each Krellan ship. Starforts do not have names.

TYP, ship type, either "dst" (destroyer), "sup” (supply transport), "trp" (troop
lransport) or "ber” (battlecruiser).

ID #, the ship or starfort identification number, where "E-" designates one of
your escorts, "S-" any other Krellan ship, and "SF-" a starfort.
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RELPOS, described in 7.1.1. An entry of 0,0 indicates that your ship ang
another one are in the same system location, which occurs when you are both,
docked at the same starfort or both orbiting the same planet.

CRS and VEL, the ship's current course and velocity.
POWER, current total power in units.
SPPLY, current supplies in units, unlimited ("unl") for starforts,

5 and H, the status of the ship’s sublight and hyperdrive engines: "1"

for
operational, " | " for inoperative.

D, the ship's current number of damaged (inoperative) systems.

P, the status of the ship's phaser banks {only applicable to battlecruisers and
starforts); " 1 "for operational, " | " for inoperative.

TRP, how many torpedoes are currently in the ship's supply. An arrow
indicates the status of the ship's torpedo control system (" 1" - operational,
" | " - inoperative). No arrow is shown for transport ships, which do not have

torpedo tubes. For all practical purposes, a starfort has an unlimited number
of torpedoes, and shows "»" on this display.

CREW, the number of regular crew members aboard.
5. TP, the number of shock troops aboard (not including legionary troops).

STATUS, one of four conditions: "Normal", "Docked", "Orbit", or "Disabled".

7.2 SELF-DESTRUCT [C}/{D]

Having your ship captured by the enemy is a fate worse than death; hence,
the Self-Destruct option is provided for you to avoid that shameful and
dishonorable event by blowing up your battlecruiser. REMEMBER: You
must NOT alow yourself or your ship to be captured by the enemy!!

When you select this option, you will be asked to confirm your intentions;
press [Y] to proceed or [N] to cancel. If you answered Yes, you will be asked if
you want (o abanden ship before the detonation; press [Y] to allow yourself
and a limited number of crew members to escape in life pods, or [N] to die in
glorious battle and rise as a servant of Zagar, the God of War.

After you answer the second question, a 10-second countdown will begin. You

have that much time to change your mind, and to cancel the Self-Destruct
order by pressing [AIL}S].

7.3 INFORMATION [C]/[1]

Each of the five options under this command gives you facts about a certain
aspect of your current situation. :
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7.3.1 Landing Party Information [C]/[I]/[L]

. . : Landing Parly Information Displ,
so]ecting this option calls up the ' 1 art ! isplay.
bLl-C:acti symbols with special meanings in this display .‘."fl“de "x" for yes,
E}ﬁ)r no, "c” for a mission that has been completed, and ?" for an unknown
fact or quantity. The display contains the following information:

a

1P the number assigned to the landing party.

planet, the ID number of the planet on which the party is located.

gs, indicates whether or not a base has been established. .

crw and $Tr, the number of regular crew members and shock troops in the
party. .

Dead, the number of landing party personnel who have been killed.

Captv, the number of captives that are with the landing party.

Sup/Day, the amount of supplies the landing party hs.ls, and how many days
those supplies will last at the current rate of consumption.

Sup, the number of teams assigned to a supply mission.

H/R, the number of teams assigned to a hold/reinforce mission.
Srv, the number of teams assigned to a survey/explore mission.
Cmb, the number of teams assigned to a combat mission.

EBs, the number of teams assigned to establish a base.

Neg, the number of teams assigned to negotiate with the natives.

0BB, indicates whether or not a team has been sent down to start Operation
Big Brother (10.3.3).

Status of the landing party, either "BATTLE" (under atta;lck), f'CRHl'lCL" {in
immediate need of reinforcements or supplies) or "NORMAL" (all is well).

7.3.2 Planetary Information [C]/[I1/[P]

Selecting this option calls up the Planetary Information Display, cor}taini:g
dala on every planet in the region that has been s.canned. To v1ewkt; e
Planetary Map Display (4.6.2.3) of any planet in the list, use the cursor keys
to highlight the planet and press [ENTER].

i i i in this display include "x" for yes,
Character symbols with special meanings in t : ; '
"-" for no asr(ld "?" for an unknown fact or quantity. The display contains the

following facts:
ID#, the planet identification number.

Name of the planet, if known.
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Cls, the planet class (15.1 )

Inh, the predominant type of intelligent natives, if any {4.6.1).

Tch, the technology level of the inhabitants (15.1).

Mnrl, the relative quantity of valuable mineral resources on the planet.
Sup, indicating whether or not supplies are available.

Rad, whether or not dangerous radiation is present,

LP, whether or not a Krellan landing party is on the surface.

BS, whether or not a Krellan base has been established on the planet.
Lgn, the number of Krellan legions on the planet.

Tre, whether or not a treaty has been established with the inhabitants.

Hos, whether or not the planet’s natives are hostile, ("-" - uninhabited). A
Krellan-occupied planet can still be hostile; the natives may not like you!

UGA, whether or not UGA forces are Present on the planet,

Status, the planet's ownership, either "Krellan®, "Neutral”, "Alliance",
"Contested", or "Unknown".

7.3.3 Star System Information IC1/1N /(8]

Selecting this option calls up the Star System Information Display. This
screen contains much of the information also provided by the Navigational
Star Map (4.6.3), but here it is in the form of text instead of graphic symbols,
The display contains the following facts:

$S, the star system number.,
Rx and Ry, the regional coordinates of the system,

Cls, the star's class (15.1).

Plt, the number of planets in the star system. Until a system is scanned by a
Krellan ship or probe, a "?" will indicate unknown information.

7.3.4 Intelligence {C]/[1]/[I]

This command allows you to call up military intelligence information on
enemy ships and starbases, using one of two options.

7.3.4.1 UGA Ships [C]/[1]/[1]/ [U] - This option lists the number of each
type of UGA ship currently known to be in the region, plus the number of each
type that you have destroyed and captured.
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7.3.4.2 Starbases [C]/[11/[I1/[S]- This option reports on the current status
of all known Alliance starbases: the number of the s.tar system. where a
starbase is located; the base's regional and system coordinates; anfi its status,
;\ither "Hostile", "Destroyed”, or "Captured”. Until a Krellan ship locates a
starbase, this display will be blank.

7.4 SPECIAL SERVICES [C]/[S]

This command allows you access to information and operations related to your
mission or enabling you to communicate with your computer system.

7.4.1 Mission Tally [C}/[S}/[M]

This command calls up the Mission Tally Display, “ihich is initially blank.
Seleeting one of the options below will fill the sereen with the relevant data.

7.4.1.1 Personal [C]/[S]/({M]/[P]- This ?ption shows your current
performance as a ship captain and commander during your current mission.

Your success is measured in slaves and in wealth. You are awarded 1 slave
for every 10 captives you deliver to a starfort, al.'ld 100 slaves f(_)r e\[erytr‘
inhabited planet you conquer. Wealth is expressed in Krefs, the basic unit ].(:

Krellan currency, which are awarded for successful Performance of tasks
related to your mission, and deducted for mistakes or failures.

You can earn Krels directly in the form of booty. UG.A i_'reighters may carry
valuable cargo, which becomes booty when the ship is captured.‘ If t}}e
captured ship is delivered to a starfort, either in tow .(5.4) or as a prize ship
(5.2.3), the value of the booty is assessed, and you are given one tenth its value
4s your reward.

The rewards and penalties for actions performed by an e.scort. under your
direct command are also recorded in your personal mission _tally. If you
release an escort, its subsequent performance will be recorded in the Krellan
Mission Tally (7.4.1.2).

The left side of the display shows a list of objects that can be destroyed,
captured, or delivered to a starfort; the number of each type tha?t has suffered
that fate; and the number of Krels you earned for those accomplishments.

"CAPT" shows the number of ships and personnel you have captu'red but not
delivered. "DELV" shows the number of ships or.pers_onnel delivered to a
starfort. Starbases and planets will not be included in this total.

On the right is a list of mission events, the number of tirpes each event has
oceurred, and the number of Krels you have earned or forfeited as a result.
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7.4.1.2 Krellan [C]/[S]/[M]/[K]~ This display is identical to your Personal
Mission Tally Display, except that the values are for all other Krellan ships in
the region, excluding your battle fleet. This tally is for information only; the
success or failure of your mission is not directly related to the performance of
any other Krellan ships (except for escorts that you are commanding).

7.4.1.3 Values [C]/[S]/[M]/[V] - This is also identical to the personal
display, except that it shows the number of Krels awarded or deducted for
each object eliminated or each event completed, based on your mission orders.

7.4.1.4 Orders [C)/[S}/[M]/[O]- Selecting this option brings up a display
of the orders you received at the start of your mission. It also shows how well
you are doing in accomplishing your objectives.

7.4.2 Save Game [C]/[S]/]S]

This option allows you to save a mission in progress. You will be prompted for
a file name; type in any valid name (plus drive and directory paths, if
applicable), then press [ENTER]. It is recommended that you use a blank
formatted diskette, or create a new hard disk subdirectory, for the saved file.
If you need to format a diskette or make a directory, you can use the DOS
Shell option (7.4.3). In addition to the file you specify, the planet data files for
the mission in progress and your personal configuration file will also be
transferred to the specified diskette or subdirectory. After saving the game,
you will be returned to your mission.

7.4.3 DOS Shell [C]/{S])/[D)]

Selecting this option takes you into your computer's Disk Operating System,
enabling you to manipulate files just as if you did not have a program in
memory. To exit from this option, enter "QUIT" at the DOS prompt. If you are
using diskettes and an external drive system, you may have to insert your
DOS disk into the default or current drive in order to use this option.

7.4.4 Game Settings [C1/[S]/[T]

Selecting this option allows you to change the program's default settings, such
as engine sound (see the Settings section of the Officer’s Manual, Volume 2).

7.4.5 Quit Game [C]/[S}/1Q]}

This option allows you to stop your current mission without saving it and
returns you to the Sign-On Options Menu. You will be asked to confirm that
you want to quit, press [Y] to stop the game or [N] to keep playing. A mission
that is stopped will not become part of your service record.
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SECTION 8. SECURITY CONTROL COMMANDS

press [S] while in the Main Display to enter the security control section of the
command hierarchy. From here, you have a choice of three commands and
options: Security Status [S], Internal Defense [D), and Interrogation [I]. Th(?se
choices are displayed on the command line of the Main Display and comprise
the Security Control Menu, illustrated in Figure 23.

| SECURITY CONTROL |

[ ]
Security Status Internal Defense Interrogation
8.1 8.2 8.3

Hold
8.3.1

Question
9,3.2

Torture
8.3.3

Execute
8.3.4

Figure 23. Security Control Command Menu

8.1 SECURITY STATUS [SI/[S]

Selecting this option brings up a display showing the number of live captives
on board your ship, their current general health (good, fair, or poor), and the
number of captives that have died since being taken on board.

8.2 INTERNAL DEFENSE [S]/[D]

An Alliance ship adjacent to yours can transport space marines aboard your
shipif your shields are down. This is most likely to occur when you are towing
4 disabled but hostile enemy ship. Selecting this option allows you to defend
your ship from enemy boarders. The process is similar to the way you send a
boarding party to attack an enemy ship (5.2.2). The Internal Defense Display
{similar to Figure 18) appears on your screen. (NOTE: If you do not have a
graphics monitor, this display will not appear, and you will not be able to
choose this option; your internal defense will be conducted automatically
whenever UGA space marines attempt to board.)
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The display shows a profile of your battlecruiser. Initially, all of your sheck
troops will be in one section near the center of your ship. Move the cursor icon
to that location ([Shift)[F5] will move the cursor directly there) and press
[Space] to pick up a shock troop team. Then use the direction keys to move
that team to the section where you want to station it, and press [Space].
(Unlike the procedure for a boarding party, you can locate defenders inside
critical sections.) Repeat this process for as many teams as you want to put on
defense.

When your deployment is complete, press [ENTER] to confirm your

selections. You cannot control the movement of your troops after enemy

marines have boarded your ship (tactical decisions are made automaticaily);
but you can set or move your shock troops at any time before the enemy hag
boarded. To view the progress of the battle, continue to watch this display, or
reselect this option after you have executed a different command.

8.3 INTERROGATION [S]/{I]

This command allows you to try to gain important information from captives.
The chance that a prisoner will talk is related to the method of interrogation
used, and to the captive's resistance factor. In general, UGA space marines
have a high resistance factor (least likely to talk), regular crew members have
a medium resistance factor, and civilians (captured passengers from a
starliner) have low resistance. There are four interrogation options:

8.3.1 Hold [S}/[I}/[H}

This option gives your prisoners a chance to recover from injuries and improve
their health if they have been wounded or tortured. This will ensure that as
many captives as possible will live to become slaves. However, while
prisoners are simply being held in their cells, they will not talk.

8.3.2 Question [S)/(1]1/{Q]

This is the lowest level of interrogation; you do not either harm or help the
health of captives by merely questioning them. Few prisoners talk under
questioning,

8.3.3 Torture [S}/(I1]/[T]

Torturing captives is the method most likely to elicit information, but harms
and may even kill them. However, since humans are a puny and weak
species, there is a good chance that some will talk shortly after you begin
torturing them.
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g.3.4 Execute [S)/[I1/{E]

lixecuting prisoners as a means of getting information has varying results.
Captives with a low resistance factor (e.g., starliner passengers) will bf: more
inclined to talk after some of them are killed, but those with a high resistance
factor (e.g., space marines) will become even more uncooperative. If the
overall resistance factor of your captives is high and some of them have died
icither by natural causes or execution), then the resistance factor of the
survivors is doubled. If their overall resistance is low and some of them have
died, then their resistance factor will be halved if you start executing them.
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SECTION 9. COMMUNICATIONS COMMANDS

By pressing [M] while in the Main Display, you enter the co
control section of the command hierarchy. From here, yo
three commands and options: Reports [R], Messages IMT, and Send Message
[8). These choices are displayed on the command line of the Main Display and
comprise the Communications Control Menu, illustrated in Figure 24.

unications

| COMMUNICATIONS |

f 1
Reports Messages Send Message
9.1 9.2 9.3

Destination:
Fleet HQ
Enemy
Planet
Krellan ship
General
Starfort

9.3

Figure 24. Communications Control Command Menu

9.1 REPORTS [M]/[R]

This option opens a Reports Display window, which allows you to review the
most recent reports you have received from any of your ship's officers or
console operators. When the reports window is filled and new reports become
available, they will be inserted at the bottom of the screen, and the oldest
reports will be scrolled off the top. In the heat of battle, you may need to freeze
the simulation and use this option to view the reports that moved by too fast
for you to read. Along with each reporl is a number indicating the mission
elapsed time (in days) when the report was received. To remove the Reports
Display and continue with your mission, press any key.

9.2 MESSAGES [M]/[M}

Selecting this option brings up a window that is similar to the Reports
Display, but which contains communications received from sources outside
your ship. You can receive messages from your landing parties, starforts,
your escorts, Alliance ships, or any Krellan vessel.
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ave a choice of

9.3 SEND MESSAGE [M]/(S]

i icati f several
This command allows you to transmit communications to one o
g:;:irfations. The Send Message Window will appear across the bottom of the
display (Figure 25).

MESSAGE TRANSMISSION CONTROL =—=
linestination: Krellan Fleet HQ

MESSAGE A |TIME/LAST
Emongonoy distress oall 0.8
request Help .

[
request Supply fleet * lg.

request Invasion *

O i 20

Figure 25. Send Message Window

¥ ination; ist of messages you can send to that
First, you must select a destination; a lis SSage

destination will then be displayed. Move the highlight box to select the
message you want to send, or press the appropriate key. After you make your
selection, the command line will show Send and Cancel. Press [S] or [C] as
desired. When you send a message, you will not see the actual text of th.e
communication, but you will receive an acknowledgment or reply (if
appropriate).

An ™" in the A column of the display indicates an active message - a requ.est
that has been sent but not yet fulfilled or acted on. To cancel an active

message, select that message and press [C]; the asterisk will disappear. The
TIME/LAST column shows when the corresponding message was last sent.

The six possible destinations for messages are:

9.3.1 Fleet HQ [M]1/[S]/[F]

T i Fleet Headquarters are
Phe messages you can send to Imperial Krellan

Emergency Distress Call [E), Request Help {H), Request Supply Fleet [S], and
Requiest Invasion [1].

9.3:2 Enemy {M]/[SI/[E]

You can send a message to an enemy ship or starbase that. appears on your
Tactical Display or Orbital Display. When you select this fiestlnatmn,_ ﬁ
Target Designator Box will appear, and you must choose Whlc.h target wi
receive the message. The messages you can send to an enemy ship or starbase
are Demand Surrender |D) and Offer to Surrender [O].

KRELLAN COMMAND AND BATTLE MANUAL 65



9.3.3 Planet [M1/(S]/[P]

You must be in orbit around a planet in order to communicate wéh it. The
messages you can send to a planet are Establish Contact {Ej, Demand
Surrender D), Request Treaty [T], and Request Supplies [S]. "

9.3.4 Krellan Ship [M1/[S]/[K]

When you select this destination, a display of all Krellan ships in the region
will appear. Move the highlight box to designate the ship you want to
communicate with. The messages you can send to another Krellan ship are
Request Help [H], Request Tow [T}, and Request Rendezvous [R).

9.3.5 General [M]/[S]/ [&3]

Selecting this destination will send a message to all Krellan-occupied areas in
the region — ships, planets, starforts, and bases. The messages you can send to
general destinations are E mergency Distress Call |[E] and Request Help [H].

9.3.6 Starfort [M]/[Sj/[S]

When you select this destination, you can send a message to the starfort
located within your current regional location. The only message allowed is
Request Tow [T). If you are within 10 points of the starbase, its tractor beam
will be effective; if you are farther away, the starfort may or may not be able
to send a ship out to give you a tow.

9.3.7 Message Descriptions
Al of the valid messages are described below.

Demand Surrender [D}; Asksa planet, enemy ship, or starbase to surrender
to your ship.

Emergency Distress Call [E}: A top priority call for help:; should be sent
only as a last resort.

Establish Contact [El: If you do not know anything about the natives of a
planet you are orbiting, you may be able to contact them by sending this
message before you survey the planet with a landing party. Their technology
level must be high enough to at least have radio (technology level 4),

Offer to Surrender [Q]; Asking for an enemy ship or starbase to accept the
surrender of your ship. The Alliance will usually only believe your offer if
your ship is badly damaged, but if s0, will probably stop shooting long encugh
for you to blast them to space dust.
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Request Help [H]: A call for reinforcements, not a distress call.

est Invasion [I]: Asks for the planet you are orbiting to be the Farget.; of
ket sion. If Krellan Fleet Headquarters grants your request, an invasion
e T :;?Tl be.dispat,ched to the planet. This message can only be sent if you are
:1: ;rbit around the planet you want to have invaded.

tequest Rendezvous [R): Asks a ship to move adjacent to you so that you
:;aiqperform a material or personnel transfer.

i 2 i f a planet to provide you with
s st Supplies [Sl: Asks the natwes_ o
}-“)q llli‘:as avo[i’ding the need to send a landing party _to the surface to gather
h-Si)glies, If the planet has no supplies, the message will not be sent.
5 A

Y

Request Supply Fleet [S}: Asks for a supply transport to be sent to
rendezvous with you.

Request Tow [T]: Asks for your vessel to be taken in tow by the tractor beam
of a starfort or another Krellan ship and towed to the nearest starfort.

Request Treaty [Tk Asks for the establishment of a trgaty between th:;
planet’s government and the Krellan Empire. If the planet is Krellan-owne
or if a treaty already exists, the message will not be sent.
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SECTION 10. STRATEGIC COMMANDS

Press [G] while in the Main Display to enter the strategic command sectiox(
the command hierarchy. From here, you have a choice of five com nds;
Regu)nal [R), System [S), Planetary [P}, Escorts [E}, and I'nvasions [1]. '
choices are displayed on the command line of the main display and co

the Strategic Command Menu, illustrated in Figure 26. |

hese
prise

[STRATEGIC COMMAND] \
| i
] 1 | | ‘
Reglonal System Planetary Escorts
10.1 1ol.2 10.3 10.4
ocal / Tota pace Forces Bombardment Formation
r 10.1 10.1.1 10.3.1 10.4.1
I Mode :
| {Space Forces Legions 1 10.5.1.1- Targeting
10.1.1 10.1.2 )i 10.4.2
Daia s’;al:rto I:"Freel Fire
Rel::g:e to Continuous sf:‘; etoo:;y
Zvous
Withdraw | | Targets Exclusive fire
Hold position 10.3.1.2 Hold fire
Patrol system L Bombardment
invade ' Clties
Escort ship General | || Command
Attack Invasions 10.4.3
w
Free operation _10.5 ] fa".?ﬂ'.’? Data
Release
| | Legions Schedule asers Conscript
10.1.2 10.5.1 T°'g§:’h°es Rendezvous
Tonces Go to station
9 1013 Cancel | [_{Orbital Control Swap
i 10.5.2 10.3.2
Non-Krellan Planet
View
Selact
— Save
Bombard
Invasion
10.3.2.1
Pick Up
—1 Drop Off
Halt
10.3.2.2
Operation
Big Brother
10.3.3

Figure 26. Strategic Command Menu
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10.1 REGIONAL [G]/[R]

When you execute this command, a War Map (4.6.5) will be displayed, from
which you can obtain information about all other Krellan forces in the region.
In addition, if your rank is Sub-Admiral or higher, you can send orders to all
other Krellan ships in the region, instructing them to move to particular
regional locations and perform certain duties.

kxecuting the Regional command takes you to the part of the menu where you
can view. a summary of the status of Krellan forces. The options Local and
Total will appear on the command line. To examine the Krellan forces within
a particular star system, move the Target Designator Box to that regional
location and press [L] for Local. To examine the Krellan forces within the
entire region, press [T1for Total. After you select [L] or [T], the command line
will display the options Spuce Forces, Legions, and Losses.

10.1.1 Space Forces [G]/{R]/([L]or[T1)/[S]

This option calls up a display similar to the Krellan Combat Status Report
(7.1.2), except that it shows actual regional location and system positions for
each ship and starfort instead of relative position. If you press [O] for Orders,
a window will appear showing the current orders and objectives of each ship in
the table. Press any key to remove the orders window.

'Po issue orders or obiain information, move the highlight box to the ship you
are interested in and press [ENTER] to bring up the Strategic Command
Window for that vessel. '

Use either the cursor keys or the single letter key to select and activate the
command you want to execute for the displayed ship. If your rank is below
Sub-Admiral, the only command you can give is Data. Any commands not
permitted at your rank will be shown in grey. The commands and effects are:

Data [D] - Calls up the Krellan Ship Data Display (Figure 27) containing all,
the important information about the ship. Most parameters are self-
explanatory, but the following need some explanation:

POSITION, two sets of system coordinates, the first absolute ("A") and the
second relative {("R") to your ship's loeation. If your ship and the one being
viewed are in different star systems, no relative position will be given.

SYSTEMS abbreviations, color-coded according to status {Green for
operational, Red fer inoperative, Black for systems not present):

CMP:  Ship's computer TRP: Torpedao control

HYD: Hyperdrive engines PHS: Phaser control

S/L: Sublight engines TEL: Teleporters

SRS: Short range sensors COM: Communications

LRS: Long range sensors TBM:  Tractor beam

SHD:  Shield control PLS: Primary life support
KRELLAN COMMAND AND BATTLE MANUAL 69



ESCORT and ON-STATION, "no” for any ship that is not an escort. If
ESCORT is "yes" and ON-STATION is "no", the escort is still moving to its

assigned position (10.4.1). "Yes" indicates that the escort is in position.

ENEMY DETECTED, the number of Alliance shi
within range of the ship's long range sensors.

LEGIONS, the number of legions aboard the ship, and how many warriorg
("W") and shock troops ("S") are included in that total. l.egions can only
be carried by troop transperts; each transport can hold up to four legions.

HIP DATA
AME: KYTEERIAS
TYPE:! Troopship IDH: KS-32
REG.LOC: 14,23 SYSTEM: $5-3%
FOSITION. 12@,1098/-1P@, -100 R
HEADING: 35@* VELOCITY: 0.9
FONER  : 3000 ¢ 752
SUPPLIES: 1808 (108%)

. down TORPS: @
CREM : 225 CAPTIVES: 438

+ 118 DROPSHIP: 3
SYSTEMS: CMP HYD $/L SRS LRS
SHD TRP FHS TEL COM TEM FLS
OBJECTIVE: planet $5-42R
ESCORT: no  ON-STATION: no
STATUS: NORMAL
ENEMY DETECTED: @ ships @ base
LEGIONS: 3 N: 21000 §: SBGE_h

Figure 27. Krellan Ship Data Display

Move to [M] - Assigns a target location to the ship. The smaller displays will
disappear, revealing the War Map (Total) or System Map (Local). Move the
TDB to the regional location, then the system position, where you want to
send the ship and confirm your selection to execute the order.

Rendezvous [R]~ Orders the ship to move adjacent to your battlecruiser.

Withdraw [W] - Tells the ship to head for the nearest starfort, where it will
dock, replenish supplies and energy, and change to free operation orders.

Hold position [H] - Orders the ship to turn off its engines and await further
orders.

Patrol system [P] - The ship will move around its current regional location
looking for enemy vessels or starbases. It will continue to do so until ordered
otherwise, or it runs low on energy or supplies.

Invade [I] - Calls up the Planetary Information Display (7.3.2). Move the
highlight box and select the planet you want to be invaded. Troop transports

will perform the actual invasion; other ships will support an invasion if
ordered to do so.
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ps and starbases currently

i i ther ship. A list
;scort ship [E]- Orders the ship to escort or accompany anothe /
:‘ fsafl(l) ships in the region (Total) or star system {Local) will be displayed; use
ihe highlight box to select the ship to be escorted. \

i atte ified target, which you select by
tack [A] - Orders the ship to attack a speci .
A:;fing the TDB within the War Map (Total) or Sys.tem N!ap (Local). If you
mant to specify a target within range of your Tactical st;?lay, s.elect your
Wurr.s:nt ship position when prompted for a target. The Tactical Display will
fhen be superimposed on the screen, and you can move the TDB to the exact
target desired and press [ENTER].

Free operation [F] - The ship is under no specific orders and is free to act on
its own, or as ordered by Imperial Krellan Fleet Headquarters.

10.1.1.1 Krellan Command Philosophy - You should not have to
continually give orders to each Krellan ship. Thei:: commanders_are reason-
ably intelligent and will perform the missions suitable 'for their shll')s,'as
assigned by Imperial Fleet Headquarters. Here are their standard mission
assignments:

Battlecruisers: Attack enemy ships and starbases; explore planets and
establish bases; direct planetary invasions and provide bombardment when
required; assist other ships as required.

Destroyers: Explore and map regions, looking for desirable plamfts and t.he
disposition of enemy forces; escort other ships; help battlecrulsa.ars with
planetary bombardment and space battles; attack unarmed enemy ships.

Supply Ships: Rendezvous with and resupply Krellan ships; est';ablis!l bases
on planets and keep them stocked with materials; suppc_)rt invasions of
planets if more than one troop ship is involved. Supply ships can resupply
themselves if needed.

Troop Ships: Conduct invasions of planets; ferry legions as required.

If a Krellan ship runs low on power or supplies, it will normally return t.o _t.he
closest starfort. If unable to do so because of engine damage or enemy activity,
it will try to rendezvous with a supply ship, or send a call for help.

When a Krellan ship docks with a starfort, it will re]?lenish its supplies, repair
systems, and load new legions on troop ships, if possible. Replacemer!t leg101)s
are brought in from reserve outside the region as needed, and are billeted in
starforts until picked up by troop ships.

If a Krellan ship encounters superior enemy forees, it wi!l attempt to escape,
except for an escorting destroyer, which will do whatever is necessary to cover
the eseape of the ship it is escorting.
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When an invasion is scheduled, the assigned ships will travel to the planet
independently, but transports and their escorts only enter orbit once g
battlecruiser arrives and the planetary shields (if any) have been neutralized,
If the target planet isin a system with heavy enemy activity, you may wish to
order ships of the invasion fleet to rendezvous in a neighboring regiona]
location, then move en mass to the planet (by having them all escort the lead
ship). Once they have reached the planet, change their orders to invade it.

When a Krellan ship scans a planet for the first time, it transmits the
planetary map and scan data to Imperial Fleet Headquarters, which in turn
transmits it to all ships in the fleet. The scan data takes several seconds to
transmit, and while your ship is receiving the data, you will receive a message
stating that the transmission is underway, and the simulation will be frozen_

10.1.2 Legions [G]/[R]/([Llor [T])/[L}

This option calls up the Legions Information Display. Legions are used to

conduct planetary invasions. The display contains the following facts about
each legion:

ID#, legion identification number, from 1 to 100,
Name, awarded to a legion when it earns five battle honors,

Warriors and Shk Trps, number of each type currently in the legion. A full-
strength legion has 7000 warriors and 3000 shock troops.

Hnrs, the total number of battle honors the legion has received for all missions
counted in your service record. Each battle won earns one or more battle
honors, depending on the quality of the opposition defeated.

B.Rt, the legion's battle rating (combat effectiveness), expressed as a
percentage. A legion with no combat experience starts with a battle rating of
70%. The rating increases as battles are won, and decreases if battles are lost.
If a legion suffers heavy casualties and is later supplied with inexperienced
replacement troops, its battle rating will drop because of the number of
soldiers in the legion who have not seen combat,

R.Loc, the legion's current regional location.
Status of the legion, one of eight possibilities:

"In KS-XX": Aboard troop ship KS-XX.

"Invasion $S-XXX": Invading planet SS-XXX.

"I KS-XX/Orbit $5-XXX"; In troop ship KS-XX orbiting planet $8-XXX.
"In KS-XX/Docked SF-X": In troop ship KS-XX docked at starfort SF-X_
"In SF-X": 1n starfort SF-X.

"On $S-XXX": On planet 38-XXX, but not invading.

"Destroyed": Eliminated, no longer available.

"In reserve”: Not currently within this region.
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10.1.3 Losses {Gl/[R}/[T]1/{O]

Selecting this option brings up a window that sho.ws the total losses suffered
py Krellan forces to date during your current mission.

10.2 SYSTEM [G]/[S]

cute this command, a System Map (4.6.1) will appear on your
W:‘:;n.y ?I';lh:ﬁ)tions available under this command h'ave the same function as
o the Regional section of the menu, except that information fmd orders
mrtain only to Krellan forces within your current reg‘ion.al location and the
i?)sses option is not available. If your rank_ is Prefect‘or h.ngher, you ca;ll ser:z
orders to all other Krellan ships in the regional locat.!on, m-structmg them
move to particular system locations and perform certain duties.

10.3 PLANETARY [G]/[P]

This command allows you to control combat on the planet you are orbiting.
You can use your ship's weapons to bombard target‘s on the planet surface,
control an invasion of the planet, or start Operation Big Brother.

10.3.1 Bombardment [G]/[P]/[M]

li]xeél!‘ﬁ:ing this command brings up the Bombardment‘ pommand Displ.aglr,
which provides information on the planet you are orbiting and your ship's
current bombardment settings.

The display contains the following facts:
Pint Name, Ownr, the planet’s ID number, name, and ownership (if known).
TchLvl, the planet’s technology level (15.1),

Shields and PItDfn, the current strength in units. of the planet's defense
shields, and whether or not the planet has an activated planetary defense

system.

Popu.lation of the planet in millions ("M™) or thousands ("K").

Troops, the number of military troops present, if known.

Dam.Lvl, the current damage level of the planet surface, in percent.

Status of the planet (if known), "Hostile"”, "Friendly", "Treaty", or "Surrender".

Desﬂcities, the number of cities that have been destroyed and the total
number of cities on the planet.

Settings, your ship's current bombardment settings: Mode, Weapons, and
Targets (see the following sections).
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From the Bombardment Command Display you can change the following
settings:

10.3.1.1 Mode [G1/(P]/[M]/[M] - This command allows you to set the
firing mode for the weapon(s) with which you are conducting the
bombardment. Halt [H] stops a bombardment in progress and allows you to
direct your weapons against other targets in the star system. Salvo [S] sets
your weapons so that only one round is fired at a time, on your command,
Continuous [C] sets your weapons to fire repeatedly without any direct control
from you; as soon as your phaser bank is recharged or your torpedo tubes are
reloaded, the weapon(s) will be fired again. The default mode setting, in effect
at the start of a bombardment, is Halt.

10.3.1.2 Targets [G]/(P]/{M}/[T]- This command allows you to select the
type of targets you want to fire at. Cities [C] will target your weapons to fire
only upon areas that are heavily populated or of military importance. General
IG] will leave the selection of targets up to your Weapons Officer (who may
select a city or a military target, but may also choose to devastate a section of
countryside just for fun). The default target selection is Cities.

10.3.1.3 Weapons [G}/[P1/[M}/[W] - This command allows you to select
which weapon systems you want to use in the bombardment, either Phasers
P}, Torpedoes [T1, or Both [B]. The default selection is Phasers.

10.3.1.4 Bombardment Operations - Once you have selected an active
firing mode (Salvo or Continuous) and chosen your targets and weapons,
begin the bombardment by pressing [Alt][B]. In Salvo mode, your weapon(s)
will fire once each time you press [AItI[B). In Continuous mode, the command
acts as a toggle; once you start the bombardment, it will continue until your
weapons are depleted or until you press [Alt][B] a second time. WARNING:
While in Continuous mode, an enemy with planetary defenses will contin-
uously return your fire, which could cause the rapid destruction of your ship.

If your bombardment inflicts a great amount of damage and the planet's
natives can communicate with your ship, they may attempt to surrender. To
formalize the surrender, you must send down a landing party team to
negotiate (5.2.1.1); as a result, you may be able to establish a treaty.

During a bombardment you will receive a message from your weapons console
each time your weapons are fired. You will be notified of the size of the hit,
the current strength of the planet's shields, and if any weapons of the
planetary defense system have hit you. A planet that is destroyed by your
phasers and torpedoes as the result of a bombardment is sterilized and turned
barren, and is reclassified as a Class B planet (15.1).

The function key commands used to fire your weapons will still operate as
usual while a bombardment is in progress.
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10.3.2 Orbital Control (G1/[P1/[O] -

'his command allows you to initiate and control an invasiqn of a planet you
are orbiting, if certain conditions are met; or, if the p_leEnet is Krellan, allows
you to transfer legions between the planet and any orbiting troop transports.

[f your computer has graphics capabilities, then executing this command will
bring up the Orbital Control Display (13.2).

initi i ion i iti t: 1) your rank is
u can initiate an invasion if all of these conditions are me .
:to least Sub-Commander; 2) all of the planet's defense shields ha\.re be-en
knocked out; 3) there is a Krellan invasion force (one or more troop.shl.ps w1t.h
legions on board) orbiting the planet; and 4) there are no enemy ships in orbit
around the planet.

10.3.2.1 Orbiting an Enemy Planet - If you execute the Orbital Cont:‘"ol
command while in orbit around a planet that is n_ot under Krellan (?wnershlp,
and your computer does have graphics capability, refer to Section 13 for
instructions on how to conduct an invasion. If your computer does not have
graphics capabilities, then you have two options:

invasion (G1/[P]/[O])/[I}: Initiates an invasion of the planet, if the con-
ditions listed in 10.3.2 are met. You will receive periodic sta'f.us re'ports, but
will not be able to make any specific decisions concerning the invasion except
for selecting the option described below.

Withdrawal [G]/[P]/[O]1/[Wk Calls off an invasipn and causes th‘e
invasion force to be teleported up from the planet back inte troop ships (if
possible).

10.3.2.2 Orbiting a Krellan Planet - You can not initiaf.e an attack .of any
kind against a planet under Krellan ownership. However, 1f your rank is Sub-
Commander or higher, you can order the transfer of leglon.s between the
planet and any orbiting troop transports, using one of three options:

Pick Up [G]/[P1/[0]1/(P): Transfers as many legions as Possible, one by
one, from the planet to orbiting troop transports (up to the limit of four legions
per ship).

Drop off [G]/[P}/[0O]/[Dk Transfers all the legions from orbiting troop
transports to the planet surface, one by one. A Krellan base will
automatically be established on the planet (if one was not located there
already) as soon as one legion is dropped off.

Halt [G]1/[P]1/[0]1/{H]): Stops any transfer in progress; if you do not want to
pick up or drop off all available legions, select this option when you want the
transfer to be discontinued.
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10.3.3 Operation Big Brother [G]/[P]/[B]

Operation Big Brother is the Krellan plan to capture low or medium
technology level (3, 4, or 5) planets that can support Krellan life (Class K, A,
or D). It cannot succeed on a planet with UGA troops present, or a planet that
has a unified government,

After selecting this option, you will be told if the target planet is suitable for
conducting the operation (although you may not know if the planetary
government is unified). If it is a legitimate target, you will be prompted for
confirmation to begin the operation.

A special assault team is sent down to establish a puppet emperor in a city.
Then, by using Krellan manufacturing technology combined with the planet's
manpower and resources, the Empire can begin to conquer the planet. The
special assault team consists of 10 crew members (eight production/
technology experts, one doctor, one alienologist) and 20 shock troops (a
commander, chief of staff, eight training experts, and ten security personnel).
The minimum number of days required to successfully complete the operation
is equal to the planet's technology level multiplied by 16; for example, if the
target has a technology level of 4, Operation Big Brother will require at least
40 days to conquer the planet.

10.4 ESCORTS [G]/[E]

When you reach the rank of Centurion, four destroyers wilt be assigned te you
as escorts, to provide support for your battlecruiser. You can assign them to a
particular formation around your ship, order them to attack a particular
target within the star system you are in (they are armed with torpedoes, but
not phasers}, and give them other commands. When you dock with a starfort,
any escorts under your command will also be automatically repaired and
resupplied. The achievements of your escorts (ships destroyed, planets
scanned, ete.) are counted as part of your Personal Mission Tally (7.4.1.1) for
as long as the ships remain attached to you.

If an object comes within range of the sensors of one of your escorts, you will be
able to obtain information about that object just as if you had scanned it
yourself. (This is especially useful when your escorts are in system search
formation; see 10.4.1.1.)

There are three Escort options: Formation, Targeting, and Command.

16.4.1 Formation [G1/[E]/[F]

This option allows you to designate how your escorts are deployed around your
ship: either one of fifteen set formations, a random formation, no formation
(which releases your escorts to operate on their own), or the system search
formation (10.4.1.1).
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the formations, press [+ ]and[-lor[ 1 ]and[ ! 1. When the c.urrently ass‘lgned
formation is displayed, an "*" will appear next to Fhe f{.)rmatlon r‘lumber in tk
window. When you have the desired formation in t?le window, press
{ENTER]. The available escort formations are shown in Figure 28,

= 1! Box 1r 2! Cross == 3! Trailing Box =

xecuting this command calls up the Formation Command Window. To vi!-::/

---------------
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Figure 28. Escort Formations
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When you are eligible to have escorts, four destroyers will be docked with you
at the starfort at the beginning of each mission. If you want them to folloy
you, you must assign them to a formation before leaving the starfort.

Once your escorts are on-station, they will mimic the movement of your ship .
even during evasive maneuvers — unless it is necessary for one of them t,
break formation te avoid hitting an object. After the collision has beep,
averted, the escort will move to resume its position in the formation,

If you change formation while moving in normal space, your escorts will
gradually move to their new positions while your ship is moving. If your ship
is stationary when you order a new formation, you must then execute the Rest
state command. While your crew is resting, the escorts will move into theiy

newly assigned positions. When they are in formation, you may terminate the
Reststate and continue with the mission.

10.4.1.1 System Search - This is a special formation useful for obtaining 4
quick survey of a regional location. When you select the System Search
formation, your escorts will move to the four corners of the system. Their long
range sensors can then scan the entire star system. You will be informed if
Lhe destroyers detect any enemy objects. Once in position, the escorts will
remain there until you assign them a different fermation.

10.4.2 Targeting [G]/[E]/[T}

This option allows you to specify weapon settings and firing orders for your
escorts from the Escorts Targeting Command Window (Figure 29).

ESCORTS :
1§} NAME REL.POS T
E-1 FEUIEON -3, 31F
E-2 YCEYRITY -3, -3F
E-3 OOYCYTE 3, -2F
E-4 ELYYG F

(MESSAGES GO HERE)

Select:# escort 2 command
[CR]: assign [Escl: exit

Figure 29. Escorts Targeting Command Window
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rhis window is divided into the following four parts:

3 ist — A list of your current assigned escorts, each with its
.l ) l:i?':i:c;ﬁo:idrsltmber (ID#),yNAME, and relative position (REL.POS) t(_) yoqr
1d(:'n The relative position is given in x,y system coordinates, where p951t1v X
§h|p» our right, and positive y is in front of your ship. The lettc.er inthe T
, 1LL(|)nfn indicates the current targeting orders of the escort, and is the first
fguer of the corresponding targeting option.

2 E ction — This is where you select the escort{s) you want to
2; mls;licr:ilttTi?iumbers correspond to the identification nu‘mbc?rs to the left of
‘t:he escort name in area 1. To select an escort, move the hlgl’.lllght cursor box
10 the escort numbers using [«] and [—]. To set your selection, press [+ ]t }(:r
{Ins], after which an "*" will appear nex.t. to"the 'r'lumber. You can issue the
same comnmand to all the escorts by selecting "ALL".

To deselect an escort, move the highlight box to that escort and press {-] or
{Dell. To deselect all escorts, move the cursor to "ALL" and press [-].

3) Escort Commands - These are the commands you can iss'ue. First, seleet
the escort(s) you want to command. Then move the highlight box to the
command you want using [1] and [{ ] and press [ENTER], or press the
capitalized letter in the command name.

4) Controls Summary - This area summarizes the keystrokes necessary to
select and command your escorts.

The commands available te your escorts are:

Free fire [Fl: The default command; allows escorts to choose their own
targets and fire their torpedoes at will.

Disable only [D]: Similar to free fire, but escorts will fire to disabl('e rather
than destroy;, they will not shoot at a target that is alre:ddy dlsa}aled.
However, it is difficult for torpedoes to disable without (!estroylng, and if the
larget is disabled after the torpedo is fired, the torpedo will not abort and may
destroy the target.

Slave to us [S): The selected escorts will target the same object(s) and use the
same fire setting(s) as you have assigned to your ship’s torpedo control system.

Exclusive fire [E]: Escorts can shoot at targets not targeted by your ship.

Hold fire [H]: The escorts will cease fire and not use their weapons again
until you issue them a different targeting command.

Bombardment [B}: If escorts are orbiting a planet, they will use their
torpedoes to bombard it at will, in Continuous f?l‘il.]g mode. f your ship is also
conducting bombardment, you can achieve a similar effect with the Slave to
Us command; the escorts' firing mode will be the same as yours.
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10.4.3 Command [G1/[E]/{C)

This option allows you to issue commands to one or more of your escorts, ang
Lo view data on the condition and status of each destroyer. The Escortg
Command Window will appear, and is identical to the Escorts Targeting
Command Window (Figure 29) except for the list of available commands. The
commands and their effects are as follows:

Data [D]: Gives you a full report on the status of the selected vessel(s). Thig
command brings up a display identical to the Krellan Ship Data Display
(Figure 27). Press any alphanumeric key to remove the window. If you have
issued this command for more than one escort, the next ship display will
automatically appear when you remove the current one.

Release [R]: Releases the selected destroyer(s) from escort duty. A released
destroyer becomes an independent ship, and its achievements thereafter are
recorded with the Krellan Mission Tally rather than your personal record.

Conscript [CL: If you have fewer than four escorts, you can press a ship into
service by using this command. The would-be escort must be a destroyer
within range of your Tactical Display. When you issue this command, a
Target Designator Box will appear in your Tactical Display. Move it to the
destroyer you want to conseript and press [ENTER]. You can only conseript
independent destroyers that are not escorting another ship. If you try to
conscript an escorting destroyer, you will receive the message "ALREADY AN
ESCORT". If you are at ieast of Prefect rank, you will be prompted to override
the escorting duties of the destroyer attached to another ship.

If you want to assign the new escort to a specific position, select that position
in the Escorts Command Window before executing the Conscript command. If
you do not specify a position, the new ship will be assigned to the lowest-
numbered available slot. For example, if you have escorts in the #1 and #2
positions and you want to conscript a destroyer into position #4, you must
select that position. Otherwise, the new escort will be put in the #3 position.

Rendezvous [Z]: Orders the selected escort(s) to move adjacent to your ship
and remain stationed there. This command is useful if you want to use
teleporters to transfer material or personnel between ships.

Go to station [GE: Orders the selected escort(s) to resume the preassigned
formation after a rendezvous.

Swap [S]: Transposes the position and escort number of two escorts, or of a
escort and an empty slot. For example, if you have an escort in the #1 position
but not in the #3 slot, you can make the #1 ship into #3 by swapping the two
positions. You must select two escort positions for this command to function.

80 KRELLAN COMMAND AND BATTLE MANUAL

Ui nikk iwge Eiiﬂw@-.:c-:m.u.’:lgéfml N

10.5 INVASIONS [G}/[I}

pxecuting this command brings up the Inva.sions Display (Figure 30), which
contains information about any plan'etary InVasions that are scheduled or
underway. If your rank is Sub-Admiral or hlgher. ¥Ou can use the options
under this command to schedule or car-lcel invasions. Regardless of your rank,
Krellan Fleet HQ will schedule invasions of suitable planet';s without consult-
ing you. As many as four invas;o{ls can be scheduled. Or 1N progress at one
ime. A typical invasion fleel consists of one battlecruiser, one or more troop
transports, one supply transport, and any destroyer escorts those ships may

have.

TNUASIONS P
££-344 $S-46R -
OSCPRIEN IREKO S”le
3 7 .
left:l6/0rallé left:l.l/gm:ll left: 6/org: 6 |left) /oral
']
Underwa: linderway Underway )
orbh! G/a:s: 1 orb! L/ass! @ orh: 1/ass! @ orl:i /ass:
orh: 2/ass! 3 orh: Vass: @ orb: 2/ass: 4 orb! /ass:
orh! @/acs! 1 orh: 1/ass: @ ork! @ass! 1 orb: /asss
ork: 2/ass: @ | orb: 2/ass: 8 | orh: l/ass: 1 orhf /ass:
orb: B/plt: 8 orb: @/plt: 8 orb: @/plt: 4 orb: /plt:
8d/ 56000 B8/ 56088 ee/ 28090
08/ 24000 08/ 24060 @@/ 12000
8gs oedge 24, ogess 89/ 40000
ea 28 1)
48340 14138 36199
2] 4294@ ]
48340 saava l619e
] e -]
CONTESTED ALLIANCE CONTESTED
No No Yes

Figure 30. Invasions Display

The display contains the following information:

ID# and Name of the planet being invaded.

Tech Lvi, the technology level of the inhabitants (15.1).

Cities, the number left on the planet (left)/ the number it originally had (org).

Shields, the current strength of the planet's shields, in units, plus an arrow
indicating whether the shields are down or up.

Inv Stat, the invasion status, either "Scheduled"” (ordered but :mt started),
"Underway" (Krellan forces are on the planet), or "Completed (the planet
has been conquered, but Krellan Fleet HQ has not yet canceled the invasion
designation).

I each type of ship
Bttlcrsr, Dstryr, Spplyshp, and Troopshp, the number o :
assigned to the invasion: those in orbit areund the planet. (orb‘), and' those
that have been assigned (ass) to the invasion but have not arrived in orbit yet.

KRELLAN COMMAND AND BATTLE MANUAL 81



#Legions, the number of legions located at the planet, either aboard a troop
ship in orbit (orb) or on the planet surface (plt).

Warriors, Shk Trps, and TOT.KREL, the number of legionary warriors,
legionary shock troops, and Krellan soldiers of both types located at the
planet, in the format "in orbit/on planet”.

K.Losses, the total Krellan legionary troop casualties to date.
Militia, the number of organized native planetary troops remaining.
UGAF, the number of UGA Regular Forces troops remaining on the planet.

TOT.ENMY and E.Losses, the total number of enemy troops (militia plus UGA
forces) remaining, and the total enemy casualties to date.

Owner, current status of the planet, "Alliance", "Neutral™, "Contested"
(invasion underway), or "Krellan" (planet has been captured).

Our Cmnd, indicating whether an invasion is under your control ("Yes"), or
commanded by another battlecruiser ("No"). An invasion you are scheduled
to command will not start until you enter orbit and initiate the assault.

10.5.1 Schedule Invasion [G]/[1]/[S]

If less than four invasions are scheduled or under way and your rank is Sub-
Admiral or higher, you can schedule an invasion by using this option. The
Invasions Display will be replaced by the Planetary Information Display
(7.3.2). Move the highlight box to the planet you want to invade and press
[ENTER] Krellan Fleet HQ will assess your deeision and inform you
whether it will allow the invasion to take place. If so, you will be asked if you
want to command the invasion. If you answer yes, the invasion will not start
until you orbit the planet and begin the assault. If you answer no, another
battlecruiser (when available) will be assigned to lead the invasion.

10.5.2 Cancel Invasion [G]/[1}/[C]

If your rank is Sub-Admiral or higher, you can use this option to cancel any
invasion, whether it is scheduled or underway. A highlight box will appear on
the ID# of the first invasion; move it to the invasion you want to cancel using
[«] and [—], then press [ENTER]. When an invasion is canceled, all the
ships that had been assigned to it are returned to free operation (except for
escorts), and Krellan Fleet HQ will never again schedule that planet for
invasion. However, you can schedule an invasion of the same planet at a later
time if you so desire.
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SECTION 11. SCIENCES COMMANDS

press [I} while in the Main Display to enter the section of the command
hierarchy that controls the science console of your ship. From here, you have
. choice of two options: Scanners [8] and Medical [M]. Th.ese chmcfas are
displayed on the command line of the main display and comprise the Sciences
Menu, illustrated in Figure 31.

| SCIENCES !
[
I ]

Scanners Medical
1.1 11.2

Figure 31. Sciences Command Menu

11.1 SCANNERS [11/[8]

This option enables you to scan any object that appears in your Tactical
Display, assuming your short range sensors are operational. Move the TD.B
over the object you want to scan and press [ENTER] to obtain a Scan Analysis
Summary in the message area of the Main Display. New reports and
messages that add to the body of information will appear at the bottom of the
display, and the top line(s) of information will be scrolled up and out of the
message area.

After this summary is displayed, you will be asked if you want detailed data
{if available). I you press [Y], you will see a Planetary Map Display (Figure
12) for a planet, or a Krellan Ship Data Display (Figure 27) for anether
Krellan ship,

1.2 MEDICAL (11/[M]

Selecting this option brings up a report in the message area of the Ma}in
Display eoncerning the current health of your crew: the number of casualties
they have suffered, the state of their morale, their rest level, and whether
there are any contagious diseases on board. Information will seroll off the top
of the screen to make room for new messages and reports as they are received.
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11.2.1 Crew Morale

The morale level of your crew affects their performance, and if it ever drops to
zero, they will mutiny,

Morale will decrease rapidly if you run out of supplies or if you are carryin
extra personnel (5.2.3), which will use supplies more rapidly. It will alsg
decrease if you allow the crew's rest level to get too low, if the crew sufferg
many casualties in combat, or if a contagious disease is brought aboard.

Morale will increase - initially, at least — when you go to Red Alert, encounter
a planet with a civilization that can be conquered, or get into fierce combat,
Krellans like nothing better than a good fight! One of the best ways to
increase morale is to bring some captives aboard and let your crew have some
fun interrogating them (8.3) by torture and execution. Morale will also
increase if you dock at a starfort, which enables you to pick up new supplies
and give your crew some rest and relaxation.

11.2.2 Crew Rest Level

Your crew must be rested periodically in order to remain at its peak
performance level. If the rest level drops below 20%, a medical emergency
will be declared and noted in the caution and warning panel at the top of the
Main Display. When your ship is in Condition Green (no enemy threat
present) or Docked, the crew rest level will increase automatically. You can
also increase the rest level by turning on the Rest State switch (3.2). When
your ship is in Condition Amber, the crew rest level will slowly decrease, and
will decrease more rapidly in Condition Red.

11.2.3 Disease

When a landing party returns from a planet to your ship, there is a chance
that a contagious disease will be brought on board with them. If the disease is
a deadly one, crew members will start dying and the morale of the survivors
will begin to decrease. If it is not deadly, the crew's rest level and morale will
both decrease.

Sometimes a disease will run its course and disappear. It may be possible for
your medical section to find a cure and thus halt the spread of the disease. Or,
you can "cure” it by docking at a starfort (where diseased crew members will
be replaced by healthy ones).
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SECTION 12. THE CONTROLS COMMAND

pressing [L] while in the Main Display activates the Controls command,
which provides an alternate way to execute most of .t.he keyboard commands
available to your ship (3.2). You can also activate this con'_lmand at any time,
even when the Main Display is not on your screen, by pressing [Ctrl][H].

The Controls Window appears on the screen, listing most of the keyboard
commands, the keystroke (or combination of k_eystroke.s) needed to execute
them, and the current status of the aspects of ship operatu_)n that they control.
You can use this window for information only (to remind yourself of.' the
available commands), or you can use it to execule one or more of the listed

commands.
There are three columns in the window:

KEYS: This shows the key or key combination that activates tht} control
directly from the keyboard. If you wish to toggle the switch or activate the
control while this window is up, press just the key shown in red.

CONTROL: Describes the function of the control or switch. The currently
selected control is shown by a highlight bar. Use the up and down cursor keys
to move the highlight bar.

STATUS: Shows the current setting of the control switeh. The controls that
perform a function and are not switches will show a “-” in this column.' To
change the setting of the currently selected switch, press the left or right
cursor key.

Some switch settings are not allowed in certain circumstances, so if you
attempt one, you will receive a message box explaining why you cannot make
that switch setting.

The switch settings are not actually made until you leave the controls
window. You do this either by pressing [ENTERY], or selecting one of the
direct function controls (e.g. [S] to call up the System Map). If you decide you
do not want the new switch settings, then press [Esc]l. The window will
disappear and your switch settings will be unchanged.
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'I‘he- commands and options described in this section
an invasion of a planet. Although this part of th
technically a part of the Strategic Command M
complex enough to be considered a menu in itself

To access the Invasion Control commands from the Main Display

SECTION 13. INVASION CONTROL COMMANDS

are related to conducting
e command hierarchy ig
enu, the substructure ig

_ press [G] ¢
Fnter thf& Strategic Command Menu, [P] for the Planetary command, and [0(;
or Orbital Control: You are now at the top level of the part of the invasion
control command hierarchy, illustrated in Figure 32.
[INVASION CONTROL]
i
S | | | 1
ystem Report Drop Ship Assault
~13.3.1 _ 13.3.3 . 13.3.4 13.3.5
Freeze Forces
L 13.3.1.1 l_ 13.3.3.1 I;guan:r:
Save Losses
13.3.1.2 13.3.3.2 12?3%5‘.’2
Quit Shields Unload
13.3.1.3 13.3.3.3 13.3.4.3
Sound
13.3.1.4 13%?2.4
Battle
13.3.2
| 1
Command View Zone
_ 13.3.2.1 13.3.2.2 13.3.2.3
Direct _
Standard LZ 1
Capture Lz 2
Reduce Lz 3
Protect LZ 4
Withdraw LZ 5
LZ 6
Lz
LZ 8
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Figure 32. Invasion Control Command Menu
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13.1 GENERAL INFORMATION

If your rank is Sub-Admiral or higher, you have the authority to schedule an
invasion yourself (10.5), subject to the approval of Imperial Krellan Fleet HQ.
At a lower rank, you will receive orders from Fleet HQ to proceed to certain
planets and lead invasions as part of your mission requirement. You have at
your disposal an array of planetary bombardment weapons, legions of crack
Shock Troops, and heavily armored Krellan Warriors. You can attempt to

‘plast the entire planet into space dust, or you can just soften up areas with a

jittle bombardment, followed by a massive invasion to capture the planet.
vou must decide on the best strategy based on the planet’s technology level,
class, and expected level of planetary and UGA resistance. REMEMBER!
The Kreilan Empire is in dire need of conquered productive planets. You will
be heavily penalized for wanton destruction of valuable territory and
resources needed for future expansion.

Before you can initiate an invasion, these conditions must be met: 1) your
ship must be orbiting the planet; 2) one or more legions must be on board
troop transports orbiting the planet; 3) there must be no enemy ships orbiting
the planet; and 4) the planetary shields, if any, must be eliminated by
hombardment. Your mission elapsed time will be updated at the end of each
invaston. Rapid conquest of a planet will yield the best rewards.

13.2 ORBITAL CONTROL

Once you begin an invasion, you must remain in Orbital Control until it is
completed or canceled. If you exit from Orbital Control prematurely, the
invasion is terminated and will probably cause a large number of casualties
among the Krellan troops on the planet surface.

Executing the Orbital Control command, after the conditions for an invasion
have been met, brings up the Orbital Control Display (Figure 33). This
display is similar to the Planetary Map Display (Figure 12), but with these
major differences:

1) Altitude indicator, showing your ship's altitude in kilometers above the
planet surface, plus a letter defining your orbit as High, Medium, or Low.

2) . Weapons control data, showing your total energy reserves (ENERGY);
thé number of torpedoes remaining (TORPS);, and the weapon(s) currently
selected for bombardment (BOMBARD), "Phasers”, “Torpedoes”, or "Both".

3) Command line displays the five options and commands available from
Orbital Control.

4) Ship Position Indicator, showing your ship’s position in its orbital path
over the planet’s surface.

5). Scan view changes to show the part of the planet that can be seen from
your current orbital position.
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Figure 33. Orbital Control Display

The prime military targets on the planet, which are usually major cities and
industrial complexes — hereafter all called "cities” - are identified during the
initial scan and are indicated by "X" symbols on the projection map of the

planet. These are the only locations that you will be able to view, bombard, or
send troops to invade.

To specify a city as a target, move the Target Designator Box in the planetary
map over the desired location using the direction keys (pressing [Shift] with
the direction keys causes larger moves). Once a city has been selected for
invasion, it is referred to as an invasion zone, or simply a zone.

NOTE: The keystroke commands in the following sections are executed from
Orbital Control, not the Main Menu. The following commands are available:

13.2.1 View[V]

Selecting this option from Orbital Control will bring up a detailed map of the -

city and the immediate surrounding area (see Figure 36).

13.2.2 Select[S]

Selecting this option from Orbital Control will designate the city as an
invasion zone. The "X" symbol will change to "[]" and you will thereafter be
able to initiate an invasion of that city. This option works as a toggle, so that
you can de-select a zone (the symbol will change back to "X"), If you do this

after troops have been sent down, the invasion force will be withdrawn, if
possible, or eliminated,
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13.2.3 SavelA] _ 749
This option allows you to save the invasion and mission in progress (see 7.4.
for details).

13.2.4 Bombard [B]

i i ct pinpeint bombardment of a single city,
e }i)pn:;:'l :(::o::i::l:):znc::ﬁ;tedpasp:n invasion zone. The city must be
wm; ettiue TDB. To specify which type of weapon is used, press [AI[W] to
o le between phasers (default) and torpedoes. Press [EN:I‘ER]. to bomlbard
o 'et Everything in the city zone not covered by the city sl-uelds will be
e y.d and the shields will be weakened. Subsequent hits will ?ventually
dcsul(()y:ut: the shields and destroy the area underneat}}. If the clty"suffers;‘
- h damage, it will be destroyed and the city icon will change to +". l1
enzufant to do c'ontinuous or salvo bombardment, then you must exit Orbita
é(()mtrol and use Bombardment (10.3.1).

13.3 INVASION CONTROL {I] ~
NOTE: In order to run an invasion effect?vely, you will n.eed to_ be far;uill;g;
with the commands and options described in tl?e rest of this sect}on :hn  also
with the facts about troops, equipment, terrain, and other topics tha
covered in Section 14, ' -
fnuasion transfers you to the substructure of commands a.nd ()ptl::)nsl (Ii)lireclt:y
related to eonducting an invasion, and brings up the inv&_lsu?n Co‘n rol Display
(Figure 34), which gives you a view of the overall strategic situation.

Tatile a : @
i * %

f Battle losses - Ene
)

FORCES Total Orbit Transit llfmﬂg
PR 397 408 23 o 8, e @m
gggglgﬁps 4/ 2800 3/ 158 @/ e 1 50

8878
Evemy Units T 22/

Figure 34. Invasion Control Display
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The Invasion Control Display contains the following information:

1) TIME counter, showing the mission elapsed time in hundredths of unitg
(one unit equals approximately one hour). When you freeze the game
(13.3.3.1), an "*" appears to the left of the time counter.

2) Message line, where command acknowledgments, instructions, and other
communications will appear.

3) Zone maps, small maps of the eight invasion zones. The color of the
background frame of each map indicates ownership of the zone: White for the
enemy, Red or Magenta for Krellan. Blocks on the maps representing combat
and terrain units are also color-coded (14.1, 14.2). To see a detailed map of gne
of the eight invasion zones, you can execute the View command (13.3.2.2) or
press the function key corresponding to the zone number ([F1} through [F8]).

4) Landing pad indicator, to the left of each map's zone title, If a landing
pad has been established in the zone, one of three symbols will appear:

vt - Pad is empty. :!!"Ff!:; - Drop ship is on pad.

i

s - Drop ship is in transit between orbit and pad.

5) Orders indicator for each zone, to the right of each map's zone title. In .

this space will be "—" if no Krellan forces are in the zone, or one of six letters
referring to the current zone orders (13.3.2.1).

6) Summary of forces (FORCES), the number of your cohorts/troops in Orbit,
the number in Transit to or from an invasion zone, and the Total forces. The

bottom line of this area shows the latest estimate of the total number of Enemy
Units on the planet.

7) Current invasion zone and Total forces (Krellan aﬁd enemy) currently
located there. To change the selected zone, use [«] and [—+], or execute the
Zone option under the Battle command (13.3.2.3).

Each of the Invasion commands are deseribed in the following sections.

13.3.1 System {I]/[S]

Executing this command allows you to control the following basic functions of
the game:

13.3.1.1 Freeze [I]1/[S]/[F}l- You can toggle the passage of time off and on
by selecting this option. While the game is frozen, you can view each invasion

zone, load drop ships, give orders to individual combat units, or execute other
invasion commands.

90 KRELLAN COMMAND AND BATTLE MANUAL

13.3.1.2 Save [11/[S1/[S] ~ This option allows you to save the invasion and
mmission in progress (see 7.4.2 for details).

13.3.1.3 Quit [I1/[S1/[Q]- This option exits you from the game and returns
you to your computer's operating system.

13.3.1.4 Sound {I1/[S]/{D}-This option toggles sound on and off.

13.3.2 Battle [1}/[B]

This command brings up the battle menu, which you can use to set strate.gic
orders for individual zones. The available options are Command [C), View
[V], and Zone [Z].

13.3.2.1 Command [I]/[B]/[C]- To issue the same order to every combat
unit within a zone, execute this command. Six choices, known as zone orders,
will appear on the command line of the screen display. When you select one of
these choices, the orders indicator will display the first letter of the c'ommand
you specified, and every combat unit in the zone will fo.llow this order,
although units executing Direct orders will first complete their current ordet:s.
Regardless of what you have ordered, individual zone commander§ may still
act on their own initiative in some circumstances, based on their current
situation. The zone orders are:

l)iréci; [D}: Units will maintain current positions and wait for c‘lirect. orders
from you. This cancels any other zone order that may have been in effect and
allows you to control each unit individually.

Standard [S): Units will execute a Standard offensive, a combination of
Capture and Reduce (see below),

Capture [C]: Units' priority is capturing cities; eliminating enemy forces is
secondary.

Reduece {R]: Units' pricrity is eliminating enemy combat units.

Protect [P} Units assume defensive mode, remaining at or close to t:he§r
current positions and attacking any enemy units that come near. This is
particularly useful for defending landing pads.

Withdraw [W]: Warriors will move toward the landing pad and board a dr(.)p
ship when it arrives; when all units are on board or the ship is full‘, it will
launch automatically and dock with a troop transport. Shock troops will move
to a clear {unshielded and uncontested) area and upon arrival automatically
teleport back to an orbiting transport.
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13.3.2.2 View {I1/[B]}/[V]- Executing this command from the battle menuy
displays the map of the currently selected zone and places you in Zone Control
{described in detail in 13.4).

13.3.2.3 Zone [I}/[B]/[Z] - This option allows you to select an invasion Zone
(LZ1 through LZ8) from the Invasion Control Display. You can algo
accomplish this using the Invasion Control keyboard commands (see Table 1),

13.3.3 Report [11/{R]

This command allows you to view information about your invasion forces and
obtain a status report for each invasion zone.

13.3.3.1 Forces [I1/[R]/{F] - Displays a summary of Krellan invasion
forces, identical to that provided (by default) as part of the Invasion Control
Display.

13.3.3.2 Losses [1]1/[R]/[L] - Displays a report of losses to date among both
Krellan and enemy forces, in the same area of the Invasion Control Display
where the summary of forces appears.

13.3.3.3 Shields [1}/[S] - Tells you, via the message area, if there are any
active shield generators within the selected zone. The small zone map on the
[nvasion Control Display will also change to show the portion of the zone
covered by shields.

13.3.4 Drop Ship [I]/[D)]

The options under this command allow you to control your drop ships.
13.3.4.1 Launch [I}/[D]/{L] - Sends the designated drop ship (empty or
loaded) to the selected invasion zone. This option will not function if you try to

send a ship to a zone that does not have a landing pad, or if you try to send a
second ship to a zone where a ship has already been assigned.

13.3.4.2 Board [1)/[D]/[B] - Orders your troops (warriors or shock troops) to
board a drop ship. As many as six cohorts can be aboard one ship.

13.3.4.3 Unload [I}/[D]/[U}~Orders the units aboard the selected drop ship
to disembark while still in the troop transport. Units unload automatically
when their drop ship lands on the planet.

13.3.4.4 Info [I]/[D]/H]- Displays the current status of a selected drop ship.
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13.3.5 Assault [I]/[A]
i i i ing information and
This is where the invasion really begins. After gathering i
rzlii;g decisions on where and how to invade, select Assault to launch an
;rrlwasion within a selected zone by teleporting shock troops down to that
location. )
i i i t the assault to take
ill be prompted for a quadrant in which you wan 1
‘Ill(;tcle\:lw NW (quadrant 1, upper left), NE (quadra.nt 2, upper right), SW
E)(uadrant 3, lower left), or SE (quadrant 4, lower I‘lgl‘.lt). 'Press the number
ui'u,ociated with the desired quadrant, or move the highlight box over the
quadrant and press  [ENTER].

After choosing the quadrant, you will be asked to speFify the number of sho]ck
troop cohorts you want to send down; as many as eight cohorts can be lt;e e-
ported to one quadrant at one time. If you specify more cohorts t.har_1 you a;e
available, then all of your shock troops will be teleported. You will then be
asked to eonfirm your selections of zone, quadrant, and numbt.ar of troops
before the assault begins. You do not have to wait for the assaulting troops to
land before ordering more to assault.

13.4 ZONE CONTROL [11/[V]/[Zone #] or {I1/[F1-F8]

The following commands are available from Zone Control: S.ystems (s],
Orders [O], Info [I], and General {G]. These commands comprise the Zone
Control Menu, illustrated in Figure 35.

l ZONE CONTROL |

I i | 1
Orders Info General
S}(asit“e.zn 13.4.2 13.4.3 13.|4.4
Move To
f;g?ﬁ I' Pureo c [ d T ralln Map
omman er
1?.33\.’1&.2 f;':s;"; 13.4.41 13.4.4.2
ton Shield Map
139:.?.3 Stop. Direct 13.4.4.3
Sound 13.4.2.3 sé“:'ard
3.1, Local apture
13314 13?4.2.4 Reduce
Protect
C? ;‘itrzug ! Withdraw
Launch
13.4.2.6
Unload
13.4.2.7
Withdraw
13.4.2.8
Figure 35. Zone Control Command Menu
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When you execute the zone control command, an Invasion Zone Map similar
to that shown in Figure 36 will appear.
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Figure 36. Invasion Zone Map

in addition to some of the features in the Invasion Control Display, the Zone
Map contains the following information:

1) Invasion zone number (12), number 1 through 8 of the invasion zone.

?) Orders indicator, similar to that shown in Figure 34, except that the
indicator is blank when no Krellan forces are in the zone.

3} Zone map, showing all terrain features and positions of all combat units.

4) Row-column coordinate scales alongside the map for determining any
location within the zone.

5) Ass?ault indicator, consisting of a shock troop unit symbol and a * | *, plus
an estimated time of arrival. This indicator will be displayed if any shock
troops are scheduled to assault the zone.

6) Drop ship arrival indicator, consisting of the "drop ship in transit"
s¥mbol (13.3.1) and an estimated time of arrival. This indicator will be
displayed if a drop ship is on its way to the zone.

7) Summaries of forces within the zone, one area for Krellan troops and one
for planetary and UGA forces. Each area shows total combat units active,
total units destroyed, tota! number of troops (individual soldiers) present,
current total firepower of the forces, the number of troops killed or captured,
and the percentage of the zone controlled by the forces in question.
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13.4.1 System {S]

The options available after executing this command ~ Freeze [F], Save (8],
Quit [Ql, Sound [D] - are identical to those described in 13.3.1,

13.4.2 Orders (O]

This command brings up a list of new choices on the command line: unit
orders, which you can issue to particular combat units within the zone. Before
sclecting a unit order, move the blinking cursor on the zone map over the unit
you want to command. The unit orders are:

13.4.2.1 Move To [M}] - After pressing [M], move the cursor to the map
location you want the ordered unit to travel to; then press [ENTERL

13.4.2:2 Pursuit [P] - After pressing [Pl, move the cursor to the enemy unit
you want this unit to pursue; then press [ENTER].

13.4.2.3 Stop [S1- The unit will stop and hold its position.

13.4.2.4 Local [L] - The unit is under local command; it will operate under
whatever zone order you have given (13.3.2.1).

13.4.2.5 Construct {C] - The unit will construct a landing pad at its current
location. Landing pads require approximately 0.4 hours to construet in clear
terrain and 0.1 hours on a captured space port. You will receive a message
when the pad is completed.

13.4.2.6 Launch [L] (drop ship only} - Orders the drop ship to launch.

13.4.2.7 Unload [U] (drop ship only) - Orders the drop ship to unload its
units,

13.4.4.8 Withdraw [W] - Identical to the Withdraw command in the Battle
Menu(13.3.2.1).

13.4.3 Info[I]

This option brings up a window containing general information about the
combat unit (enemy or Krellan), object, or terrain located under the cursor
position. The game is frozen while the window is displayed; press any key to
resume the invasion. The characteristics displayed for a selected unit are:

Unit Identification, for Krellan units, in the form “Legion number/ Cohort
number”.

Manpower (Strength), the number of troops in the unit.

Combat effectiveness, a measure of the mental and physical condition of the
unit's personnel, based on fatigue, morale, and other factors. Shock troops
suffer a drop in combat effectiveness just after teleporting, but recover with
the passage of time.
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Orders (Krellan units only) that the unit is acting under, followed by the
current zone orderin| |.

13.4.4 General [(G]

This command has three options:

13.4.4.1 Command [C] - Used for assigni i
] ' gning or changing zone orders:
identical to the commands and choices described in 13.3.2.1.g ¢ reers:

13.4.4‘.2‘ Terrai_n Map [T] - Displays a terrain map of the selected zone
containing -terram features, cities, and landing pads, but not combat units.,
The game is frozen while the terrain map is displayed; press any key to
resume the invasion.

13:4.4.3 Shield Map [S] - Displays a map showing the area(s) covered by any
shield generators. The game is frozen while the shield map is displayed; press
any key to resume the invasion. ’

A number of keyboa.rd commands and function key commands are provided to
supplement the choices on the command line of the Invasion Control Display;
these commands are summarized in Table I{. ,

TABLE II: INVASION CONTROL KEY COMMANDS
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KEYSTROKE DESCRIPTION

[F1i-(F8) View invasicn zone | — 8
[F9] Return to Invasion Control
{F10} Toggle between Invasion Control and current invagion zone
[Ese] Back out of current menu, or return to Orbital Control

[<)and[>] Change selected menu item (wraparound)
[ENTER] Implement selected menu item
Direction Arrows

Move cursor one space in Invasion Zone Display, or
Change selected zone while in Invasion Control Display

[Shift] + Arrows

Move cursor five spaces in Invasion Zone Display

[Ctrl} + Arrows

Review messages in message buffer

{ARI[F]

Freeze simulation toggle

[ARNIW]

Bombardment weapons toggle
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SECTION 14. PLANETARY INVASION

A successful invasion depends on many factors. In addition to knowing how to
operate your ship and issue commands to the various parts of your invasion
force, you must know what your forces are capable of and what they will have
to contend with when they arrive on the planet surface. This section contains
information and instructions that will help you better understand some of the
commands and displays described in Section 13.

14.1 KRELLAN COMBAT UNITS

'Fhe basic organizational unit of the Krellan army is the assault legion. One
or more legions must be available in troop transport(s) orbiting the planet
before an invasion can begin. Legions are transported as a whole aboard troop
transports, but are split up into groups called cohorts when they take part in
an invasion. Each cohort (which can contain as many as 1000 troops) is
referred to as a combat unit. Each combat unit has a unique unit designation,
which is displayed when you select Info from the battle menu (13.3.4.2).

At full strength, each legion contains 10,000 soldiers, made up of seven
cohorts of warriors (7,000 total) and four cohorts of shock troops (3,000 total).
Each cohort's performance contributes to its parent legion's battle rating and
battle honors. Battle honors are awarded by Krellan Fleet HQ at the end of a
successful invasion and vary from unit to unit, based on the technology level
of the conquered planet and the amount of fighting the unit did. Table III
summarizes all Krellan forces, followed by descriptions of each unit type.

The fire power of a unit is a cumulative measure of its strength, combat
effectiveness, and strike effectiveness. Strike effectiveness is a measure of the
quality of the unit, based on all relevant facts (sophistication of weapons and .
equipment, degree of training, experience, and, for Krellan units, the parent
legion's battle rating). The strike effectiveness of planetary troops (militia)
and planetary forts is a function of the planet's technology level.

TABLE III: KRELLAN FORCES

* MAX FIRE } MAX STRENGTH

UNIT NAME | SYMBOL DESCRIPTION POWER (MANPOWER)
Shock Troop "iillli" Initial assaull unit 60,000 3,000

Cohort !

Warrior Cohort ’! |!i: Primary invasion 100,000 7,600
h attack force
Drop Ship “||N|h|“ Ship-te-surface 5,000 50
{on pad) aliey transport vessel

¥ (Colorsare: White (EGA - K & A planets), Green (EGA - ) & P planets), Magenta/Red
{CGA), Grey (monochrome).
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Shock Troops: A full-strength cohort of shock troops consists of 750 lightly
armed elite troops, equipped with armored battle suits and hand-held or light
weapons. They use their powered suits or small, armored hovercars for
transportation. When you call for an assault (13.3.7), shock troops wili
teleport to the planet surface to begin softening up the opposition, and prepare
the way for the drop ship and warriors.

Warriors: A full-strength cohort of warriors consists of 1000 heavily armed
and armored warriors. They are fully equipped with hovertanks, mobile
artillery, armored personnel carriers, and fighter/bomber support craft.
Warriors can not be teleported, but must be transported to and from the planet
by drop ships; a drop ship cannot land in an invasion zone until some of the
troops already there have constructed a landing pad for it.

Drop Ships: Each troop transport carries four of these vessels, which are
used to transport combat units to and from the planet surface. Each drop ship
can carry up to six cohorts (a maximum of 6,000 soldiers, if all are warriors),
The ships are only lightly armed, but have heavy armor that enables them to
withstand a great amount of enemy fire. Drop ships are controlled by the
options described in 13.3.6.

14.2 ENEMY COMBAT UNITS

Most of the invasions you conduct will meet with resistance from two types of
combat units: United Galactic Alliance regular forces and planetary troops
(militia). Table IV summarizes all UCA and planetary forces, followed by
more complete descriptions of each unit type.

TABLEIV: UGA AND PLANETARY FORCES

* MAX FIRE MAX STRENGTH
UNITNAME | SYMBOL® | DESCRIPTION [ MIZUEIRE | MAX STRENGT!
UGA Regular a Standard UGA 80,000 1,000
Forces combat unit
Planetary Troops: ﬁ Lacal militia 1,000
Tech Level

1 1,000

2 2,000

3 5,000

4 10,000

5 20,000

6 40,000

7 60,000

* Colors are: Red (EGA), White (CGA, monochrome),
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‘Forees: Fach of these units represents a fully equipped
qudl:-eg;}::r b:i:ade consists of 1,000 troops and incluc'ies a full rangecr (;f
- rtanks, heavy artillery, transports, and support aircraft. All U _
hovel r uni'ts are initially staffed at about 90% of full strength, but will
reggaily be strengthened by forces in the field or troops called back from leave
p['

a5 the invasion progresses.

: se are brigade-strength forces mustered fror-n the
Pla‘netaryu:;;?i?)g.s TE: Zuality of tieir equipment and strength of their fire
e or c]l):pends on the planet's technology level. At low levels they may be
powel("i rﬁ wth primitive weapons, and merely provide tax:get. practice for
e ;rris:)rs (although due to equipment malfunction or accidents you may
y0~u ! wfew troops). At high technology levels, this militia can be formidable
105:13 ghould not be taken lightly, although planetary tro.t)]?s. are never as
agwerful as UGA regulars. All planetary troop_unit.s- are initially staffed at
zbout 50%, but will probably be reinforced as the invasion progresses.

14.3 ENEMY DEFENSES

In addition te the troop strength present on a planet, your invasion forcels w1ll
also have to overcome static defenses that are fc_mnd on almost every p izinf) .
’[‘l;e planetary and UGA defenses are summarized in Table V, followed by

more complete descriptions of each.

TABLE V: PLANETARY AND UGA DEFENSES

MAX MAX FOUND
STRENGTH ON TECH
UNITNAME | SYMBOL* | DESCRIPTION P([;g;EER AL P eVRD
Special 500 2-7
Planetary Fort: Specia
defensive
Tech2Level E fortification 2,000
3 5,000
I 4 10,000
5 20,000
40,000
' 3 §0,000
Shield '1' Defens'i]\feld 100 10 'Anyf:ii— EIGA
Gensrator energy shie fovens prosent
5-17
-to-Ai Laser canncn - 100 10
Surfigesgg Alr I can destroy drop
ships
Planetary ‘ Phaser cannon - 100 10 6-7
can destroy
Defense Phaser i

* Colors are: Red (EGA), White (CGA, monochrome),
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Planetary forts: These are fortified outposts that can be difficult to conquer.
Each fort has a full strength of 500 and is initially staffed at about 30% (400),
but will probably be reinforced as the invasion progresses.

Shield generators: These devices produce a defensive energy shield over a
city or part of a city, protecting those areas from assault by teleported shock
Lroops or the landing of a drop ship. The shield is like an umbrella and does
not extend to the ground, meaning that your ground troops can attack beneath
the shield and possibly knock out the generator. Shield generators wil]
certainly be found on planets with high technology levels, and may also be
present on any planet that contains UGA regular forces. These shields are not,
to be confused with planetary defense shields that encompass the entire

planet, which must be knocked out by orbital bombardment before an
invasion can be started.

Surface-to-Air Lasers (SAL): These are large laser cannons, particle beam

generators or missile batteries, which are capable of destroying a drop ship
while it is landing or taking off.

Planetary Defense Phasers (PDP): These are extremely powerful laser or
phaser cannons that can damage or destroy orbiting ships, including troop

transports and your battlecruiger! However, they cannot hit drop ships in
transit or on the planet’s surface.

14.4 ASSAULT PROCEDURE

An invasion begins when you order an assault by shock troops (13.3.7). It is
important to examine the invasion zone before teleporting the troops, because
cohorts may be damaged or destroyed if they land within an area that
contains a lot of water or is protected by shield generators. You can control
the quadrant into which shock troops will teleport, but you cannot pick
specific landing spots within that quadrant. Some troops will be lost if a unit
teleports into an enemy zone of control (14.5.2), but there may be times when
you cannot avoid doing this, or when your reason for doing so offsets the risk
of losing troops. Teleporting one assault wave of shock troops takes about 0.2
hours, regardless of the number of cohorts in that wave.

Once your shock troops have landed, you should designate one unit to
‘construct a landing pad. A pad can only be constructed on an area of clear
terrain, a road, or the site of a captured space port. Construction takes about
0.1 hours on a space port site, about 0.4 hours in other locations. It is a good

idea to use some or all of your remaining shock troops to protect the site while
4 pad is being built.

100 KRELLAN COMMAND AND BATTLE MAN UAL

You can bring down additional waves of shock troops u;tt.: t.::e' s;amo;ei 'i‘?::e::
in a di
i i troops already on the planet, attac
A e o i d. Note, however, that no zone can
adrant, or construct a new landing pa 1. , ) ]
gije more than one landing pad at any time. Y}(:u may ll;e(?;ldto bml:lms:e 1;:::
: igi i n choose to build a new
» il your original pad is destroyed, or you ca . .
i?:r:z syecure location, in which case the first pad will be dismantled as soon as
I ]

the new one is completed.

planetary defense phasers can be a sgrif)us threat to an invasmr:; knocl::nii
out these weapons should be a top priority. If an orbiting trogpt rans:.pi(:1 e

stroyed, some of the troops may escape to another t.ran.s?ort, ut even :
iiit case you will suffer serious losses. 'lf al‘l of your Ol‘bltlnﬁ trolop tx;ansill);)rb :
are destroyed, all legions and drop sl?lps in orbit or on the planet w
destroyed, and so will your chances of victory.

14.4.1 Drop Ships

These vessels are the only means by which legionary w'arriors .catl"x tl)te
transported to and from an invasion zone. As soon asa landing pad is ui :

ou should load a drop ship with warriors and send it to that zone. (pautla?.
{f one of your units is located on a landing pad when a drop ship arrives, the
unit will be destroyed.) :

If the landing pad is destroyed before your dr'op ship arrwes;, th]e ts;tu:‘)e \:rsﬂal
attempt to return to orbit. On a planet with a high techn_olc‘rgy eve _,t : 183% 58
chance that surface-to-air lasers will destroy a drop' ship in t:li'_ar;lsn | N
level 6, 30% for level 7). Some warriors may survive even i t ehl rolp s t'g
takes a direct hit, but the best way to Prevent this is to eliminate the plane
surface-to-air weapons as soon as possible.

After a drop ship is unloaded, it should be launcheq bacl::l 1br;tof (:-rlllns:;;
immediately, to keep it from being destrog.red and to make it avf.:nha de 0 e
again. If threatened by nearby enemy units, the_ commander:a the t;op Sp
may launch without your orders, perhaps even without unloading any troops.

14.5 MOVEMENT

A combat unit can move into any of the eight squares su.rrounding it:s preser:]t
location, using the same system by which a Target Designator Box is ntl)ovso.
A unit (’m the edge of an invasion zone cannot move beyond the 20-by-20-

square area of that zone.

Movement can be accomplished in two ways: either b_y issuing thf: M})ve'}l‘o
order (13.3.4.2), which allows you to designat:e a s!)eclﬁc de.stmatmn or thﬁ
unit; or by giving the unit a Lor:'al order, which will cause it to move in
process of carrying out the prescribed zone order.

KRELLAN COMMAND AND BATTLE MANUAL 101



14.5.1 Movement Rates

The speed with which a unit moves is mainly dependent on the type of terrain
being moved into. Movement rates, in squares per hour, are shown in Table
VI for each of the four types of units that move on the planet’s surface. The
numbers on the table refer to the rate for a horizontal or vertical move under
ideal conditions. A diagonal move takes 1.5 times longer than a horizonta] or
vertical move, and local factors beyond your control ma

y reduce a unit'g
movement rate to a lower figure than the one given here.

TABLE Vi: UNIT MOVEMENT RATES AND TERRAIN

SPEED* (squareg/hour)
TERRAIN | SYMBOL
Krellan Krellan UGA Forces Planetary
Shock Troops § Warrior Cohort ore Treops
Clear mmmu 25 20 225 22.5
Water - 5 4 4.5 45 —
s
Rough m 10 8 9 9
River \M 12,5 10 11 11
Read MN i 25 20 22.5 22.5
4l
City m 16.5 13 15 15 f
Industry W 16,5 13 15 15
Space | i 16.5 13 15 15
ort J \ ..‘
Rubble ] i HN” 125 10 11 11
I |w|
Landing . 125 10 11 11
pad "llllllllr.

* These times are approximate. Local factors beyond your control may vary these times.

14.5.2 Zones of Control

Every combat unit has a zone of control (ZOC) extending to the eight squares
surrounding it (or fewer squares, if the unit is located on the edge of the zone).
An opposing unit moves more slowly than normal when it enters a unit's ZOC,
and movement from one square to another within the same unit's Z0OC is

especially time-consuming. Shock troops cannot teleport back to orbit while
they are in an enemy unit's ZOC.
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14.6 COMBAT

i i into the square occupied
at is initiated when one unit attempts to move 1nto
C(m-ﬂr)ldto;)sposing ugnit. Units engaged in comb_at fire on one another
P ?;ltaneously' the unit that started the combat gains no advantage.
S ’

i ines its ability to damage another unit. Aftera
Thf: fire po:: :: iz;g:td?ﬁ?:;: 25% of its zombat eﬁ'ecti\fer_less if -it was the
ual? T(ngtid 20% if it w’as the defender. (Because of this, 1t is unwise to send
e unit into combat too frequently.) When a unit's combat e{’fectwenes.s
e SE‘:)mlew 50% it will not be able to attack, and it will incur greater l?sses if
Ealidetg defend. A unit regains combat effectiveness gradually with the
aree -
passage of time. . '
A shock troop cohort is especially vulnerable to attaf:k just a.fter tfil'e];oll-tl:ﬁ 22
he planet surface; it loses 50% of its combat eﬁect}veness }mme ia ely alter
; ndping It also suffers a 25% loss of combat effectiveness immediately
b‘;ing ordered to withdraw (teleport back into orbit).

The losses a unit takes in combat are mga.sured in strength (m.:mllc::;rt ho:
iroops), and are directly related to the.z unit's combat efi:ectwen.essleaenem
opposing unit’s fire power. Severa:hun:itsftoggt:efl ;?:i:;% aat S;?fgctivenesz

it wi ffective, since the defendin es
L\irilll:d:::l:e::enlr;:e (:'apidly. When a unit's stl:engt.h is reduce(.l to 0, the t(xlm: }:2
destroyed. If the destroyed unit was defending, then the unit that made
final attack on the defender will move into the vacated square.

14.8.1 Terrain Effects on Combat

: f terrain on which a defending unit is located has an effect on the
g‘cf]:ﬂ::f fo:ses the defender will take. The higher the pefense Fjacto; (?sz l?;iz
type of terrain (see Table VII), the fewer losses a uqlt.df.efendl.ng t.D If:.‘ Aot
will take. For example, a unit that is attacked while .1t is in a city (Th t-,errain
suffer half as many losses as a unit in. clear terrain (DF 1._0);i : e forrain
currently occupied by the attacking unit has no effect on this determ
(it always uses a DF 1.0 in combat).

ul TABLE VII: TERRAIN EFFECTS ON COMBAT

DEFENSE
TERRAINTYPE | DEFENSE | rpRRAINTYPE | ‘RACTOR
Water 5 Rough 14
Landing Pad 9 Industry 1.7
River 9 City 2.0
Road 9 Space Port 2.0
Clear 1.0 Rubble 2.0
; 103
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14.6.2 Planetary Morale and Replacements

Morale of the defending forces is a factor in any invasion of a planet with a
technology level of 4 or higher, or any planet where UGA forces are present,.
Planetary morale increases as the enemy forces eliminate your combat unitg
and repulse your attempts to conquer invasion zones. Planetary morale drops
as you gain control of cities, eliminate enemy troops, and (especially) eonquer
entire invasion zones. Planetary morale is always an unknown quantity
unless it falls to zero, at which point the planet will offer to surrender.

Planetary forces will receive replacement troops during an invasion, at a rate
that depends on the morale and the number of reserves left on the planet.

Planets below technology level 4 (with no UGA forces present) do not have
communications equipment, and are unable to spread news of battle losseg
between cities within the timeframe of an invasion. Therefore, these back-
ward planets will never surrender, since they have no way to establish a
planet-wide morale level. You must capture every city on these planets.

14.7 VICTORY CONDITIONS

An invasion ean succeed in one of two ways: by capturing all of the cities on
the planet, or by forcing the planet to surrender. In either case, victory is
yours and the planet comes under the ownership of the Krellan Empire!

14.7.1 Capturing an Invasion Zone
An invasion zone is captured when one of these conditions is met.:
1) Destroy all enemy units in the zone.

2) Capture (occupy with your units) all cities, industries, and spaceports in
the zone. All remaining enemy units in the zone will then surrender.

You will receive a message when a zone is captured, and the frame around
that zone's map in the Invasion Control Display (13.6) will turn magenta to
indicate Krellan ownership, A captured zone cannot be retaken by the enemy,
which means that you can pull out your forces and send them to another zone.

14.7.2 Forcing a Planet's Surrender

When planetary morale is a factor in an invasion, it may not be necessary to
capture all cities in order to conquer the planet. Achieving several major
military victories - destroying industries, capturing cities, eliminating enemy
troops - may be sufficient to reduce the planet's morale to zero and bring about
a surrender. Capturing the capital city of a planet is a severe blow to the
enemy's morale, and is the single most important objective in any invasion.
You will not know which is the capital city, but because the capital is usually
relatively large and well-defended, you might be able to identify it.
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SECTION 15. THE STAR FLEET II UNIVERSE

i i Forces, regardless of rank,
i mander in the Imperial Krellan Space rees : :

Iy; Vf ;ylgfz} basic information about the universe at his dlsp}t:sall.( 'I‘tlllxs set;lt.u::
tai he ships in the Krellan fle
ains facts about stars and planets, the s 1
co-n:t(;ul:tlarly your battlecruiser), the orgamzam?n of the Ii'(relh.m military
(tp'irarchy and the ships and technology of the United Galactic Alliance.

e H

15.1 STARS AND PLANETS

The color of each star system displayed on the Na\.rigational Star Map (4.6.3)
is related to the spectral class of the star, as shown in Table VIIL.

TABLE VIII: STAR CLASSES

CLASS MAPCOLOR EXAMPLE
8] White Hottest star (young)
B Yellow/Brown Hot supergiant
A Red Dwarfstar
F Green Middle-aged
G Cyan/Light Blue Like Earth’s sun, Sol
K Magenta/Purple Cool giant
M Blue Cool supergiant or dwarf

Habitable planets and those with supplifas are most likely to be foun? 11: cla::
i and G star systems, but are not limited to those systems. -Star orts a |
starbases can be located in any type of star system, or even in a regiona
location that has no star.

A star can have as many as four planets, and each planet belongs to one (I)(f
seven classes, described in Table IX. Habitable planets are class A, D, or
with supplies and no dangerous radioactivity.

Intelligent native life (if any) on a planet is of one of three typesi humar_t;zuii
mammalian, or reptilian. In addition, an inhablteq pla_net is classifie
according to the technology level of the natives, as described in Table X.
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TABLE IX: PLANETARY CLASSES
CLASS DESCRIPTION

Krella-size, Aquatic

Krella-size, Barren with atmosphere

Krella-gize, Desert

Frozen, airlesg

Gaseous giant

Krella-like

VIR Qi ol wm] >

Krella-size, Poisonous atmosphere

TABLE X:
PLANETARY TECHNOLOGY LEVELS
LEVEL DESCRIPTION
0 Little or no inteltigence

Primitive: nomadic hunters

Primitive: agricultural society

Medieval: pre-industrial society

Medium: early industrial civilization

Medium: early nuclear civilization

Advanced: planetary travel

LDl ]| o] -

Advanced: Krellan-level or higher

15.2 THE KRELLAN FLEET

The Krellan Empire uses four types of space vessels: battlecruisers,
destroyers, supply transports, and troop transports. In addition, there are
starforts dispersed throughout Krellan-occupied space that are used for

supply and repair of these ships. Important information about each type is
summarized on the following pages.
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i lagarClass
Battlecruiser Klag
Maximum Safe Crulsing Speed C-Factor B
Emergency Speed ..........000 C-Factor 10
Maximums Sublight Speed .......covverew 0.9
TorpedoBs ... ....ccoiivnsivisainsassass P
Torpedo Tubes ......ccovivivivvnarenaien 2
Phaser Banks .......coccevivavvrcnsreans 1
Maximum Total Power (unite} . 4000 (main)
180 (omg.ceils)
Mazi Supplies (units) ............ 1000
Defensive Shields ........coviiiiiiiann, 1
Critical Systems ..............c.iciaieen 12
Tractor Beams ........icroiiivainnananas 1
LRS SensorRange .........cccicevnvnnans 20
OFFiCOrS .cocnvnirivneivicisnensnnassnnas k-3
Ratings ........icoeniiiiiiinariianinns 240
Shoek Troops ...iv.viiisriasanansnrnas 150

[ 1——
/bﬂ -
) NG
: i
[2
T =
=
A\
" DT — P—w . —
_ i —

— e PR

i issi i ful
" iser i Il command on your missions — is the most power
The battlecruiser — the type of ship you wi r "
smt:shaip in the Krellan fleet. A detachment of four destroyers is asslgne_d as esc.urts to rz'ary
battlecruiser commander with the rank of Centurion or higher. A battlecruiser and its escoris are

collectively known as a baitle fleet.
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Crew Requirements: A battlecruiser requires a minimum of 20 regular
crew (not shock troops) to operate essential ship systems, including engines
and weapons. If your crew is reduced to less than 20, you are restricted to
calling up displays and operating shields, teleporters, and communications.

power and Supplies Management: The following notes explain how your
ship's energy capacity and supplies are used, and how to conserve those
resources when necessary. The percentages given for power usage are not raw
figures, but express a relative rate of use. For example, using your tractor
beam to draw in an object does not take 20% of your remaining power; the
usage rate of 20% means that the energy needed to perform this task is four
times greater than the amount of power needed to hold the object in tow.

In these notes, "*" and /" stand for multiplication and division, respectively.

e Power usage and quantity level indicators are updated every 0.05 days.

¢ Minimum power usage is 5% at idle (all systems on except engines,
weapons, shields, tractor beam, and teleporters) when your ship is not
docked at a starfort, and 1% when it is docked.

¢ When your shields are on, power usage is increased and energy quantity is
decreased by {(power level/d + shield level/8).

¢ IEnergy quantity is reduced by (10*C-Factor)/4 units when your
hyperdrive engines are on.

¢ Hyperdrive engines increase power usage above the normal 5% rate by
(5+C-Factor)%. For example, moving at C-Factor 8 increases power

usage by 13%, up to 18%.

¢ Sublight engines increase power usage by (10*C-Factor)%. Thus, sublight
travel at C-Factor 0.9 in¢reases power usage by 9%, up to 14%.

¢ The tractor beam increases power usage by 20% while drawing an object
or another ship toward your ship. Once the object is in tow, a power usage
of 5% is needed to hold the object while your ship is moving.

® [f your main energy supply is depleted, the emergency power cells will be
automatically switched on. Emergency power cells can only be recharged
from your ship's main energy supply, which is automatically replenished
when you dock at a starfort. Emergency cells are recharged at the rate of
4% of full capacity every 0.05 days; while they are being recharged, the
power usage of your main energy supply will be increased by 5%.

®  Supplies are not used from your ship's stores while you are docked, or
while being resupplied by material transport from a landing party.
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Destroyer - Piranha Classg

Marximum Safe Cruising Speed C-Factor g
Emergency Speed ............. C-Factor 1
Mazimum Sublight Speed ............... 09
Torpedoes ...l ;n
— Torpedo Tubes ..........cvvuvei.e...., .. 1
PhaserBanks .........................
‘ Maximum Total Power tunits) ....... . ’ lllll:
Maximum Supplies (units) ............. 200
R — Defensive Shiedds ...................
Critical Systoms l{lp
Tractor Beams .....................
LRS Sensor Range .............. ... = 4
- Officers .....coeeuvvnnannnnsnnn.,. .. 22

'I;jhe dest._royer is a small and highly maneuverable starship, ideal for fast attacks. Individually
t es:: ships are no match for Alliance destroyers, but when combined in smalt attack forces t.hey'
can be deadly. Destroyers are often used as escorts for battlecruisers and transports
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Supply Ship (Type A Transport) Nebula Class

Maximum Safe Cruising Speed . C-Factor§

Emergency Speed .............. C-Factor B
Maximum Sublight Speed ............... 0.6
Torpedoes (CAFEO) ....ocvvenererecranans 80
TorpedoTubes . ... ... []
Phaser Banks .................ciiiiiaen 0
Mazimum Total Power (units) ........ 300
Maximum Supplies iunits) .._......... 3200
DefensiveShlelds ........cvivviuviinansns 1
Critlcal Syatems ......coovivvranivrareas 10

/ \ Tractor Beams ... .....ccooiveiaransnenens 1
LRSSensorRange ........ccvivuvvnnnins 10

Officers ....cooiiviiimrinirasinrniverans 45
Ratings ....... o 235
Shock Troops . )
Probes cargoi ........... .. 25

Obliterator Pods (€8Pg0) ....ovvrvrencn-s 10

ya

/\ —J | / N |

Sdpply ships carry materials - standard supplies, energy, torpedoes, and heavy equipment used in
invasions — Lo replenish and service other Krellan vessels and troops in the region. Capable of
carcying up to 3000 supply units within a single detachable pod, this is the second largest starship
in the Krellan fleet.
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Troop Ship (Type B Transport)

Avenger Class

Mazimum Safe Cruising Speed . C-Factor g

Ewergoncy Speed .............. C-Factor g
Maximum Sublight Speed ............... 0.8
Torpedoes .................ocvoiiialll. ]
Torpedo Tubes ,.................o..e.... o
Phaser Banks ......................... .. 1]
Maximum Total Power (units) ....,.., 3069
Maximum Supplies (wnits) .,,...,..... 3000
Defensive Shields ........................ 1
Critical Systems ...,................ 9
Tractor Beams ...,........ Y
LRSS Range ...... . 10
Officers ............, cens 56
Ratlngs ...............cciiiiinn. ., 334
Shock Troops .........vevvvveennnnnn.. 100
Legions ........cciiiiinvnnninnninanann,, 4
Troops ...ooiviiiiiniviniiiiniannnn. 40,000
Emergency Load (troops) ........... 60,000
DropShips ...........ooiiiiiiiiii..... 4

The largest starship in the Krellan fleet, a treop transport can hold as many as four legions
{40,000 soldiers) in addition to equipment and supplies. If equipment and supplies are used up, a
troop ship can take 60,000 soldiers on board in an emergency. Troops and supplies are normally
carried in the main superstructure, and are transported to the surface of a planet by means of four
detachable pods called drop ships. Released while the transport is in orbit, the drop ships can
make several trips from the mother ship to the planet during an invasion,
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Protector Class

Starfort
Torpedoes .......
Torpedo Tubes .
Phaser Banks .........ou000
Maximum Total Power (units) ....... 12000
Maximpm Supplies (units) ....... wunilmited
Dafensive Shields .............c00vveanres 1
Critical Systems ......oiovveeeniaana,.. 10
Tractor Beams ...........c.ocooviinenn, 1
LRS Sensor RANge ...ocovivnieanniannns 20
Officers . ..ooviiviiiniiniiiisnnnianaa. 4385
Ratings .....oooniniiiiiiiiiaiaayes 3085
Shock TEGOPS «ovvuvenvarnrnnninneinn 1000
Replacement Crew _.........ccccuen.n 1500

Starforts are a constant and dependable source of supplies, crew replacgments, ;.md repair
{acilities. lLocated throughout Krellan owned and occupied space, each region contains at least
three starforis. The location of each starfort is known at the start of your mission. There are no
starforts within Alliance occupied space.
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15.3 THE KRELLAN MILITARY ORGANIZATION

Imperial Krellan Fleet Headquarters controls the Krellan fleet and ground
forces. The Fleet and ground forces have different internal structure and
rules, but work closely together.

The Imperial Fleet officers corps consists of seven active ranks (Altern,

Centurion, Sub-Commander, Commander, Prefect, Sub-Admiral, and
Admiral) and one honorary court rank (Imperial Tribune).

The Kreilan ground forces are composed of warrior troops, and are normally
organized as follows:

Team = 10 warriors

Century = 10 teams (100G warriors)
Cohort = 10centuries (1,000 warriors)
Legion* = 10cohorts (10,000 warriers)
Corps = 10legions (100,000 warriors)
Army = 10corps (1,000,000 warriors)

For the express purpose of invading planets from orbit, a special legion was
formed called an Assault Legion (indicated by the asterisk above). Each
assault legion contains seven cohorts of warriors (7,000 total) and four cohorts
of specially trained and lightly armed elite shock troops to lead the assaults,
These cohorts are smaller with only 750 shock troops each.

The ground forees are all-purpose, self-contained fighting units, but from the
cohort level on down, the units are specialized. The legion is the largest
permanent unit; corps and armies change their composition as required.

At the start of our conquest of the Alliance, the Krellan ground forces
consisted of 8,512 Legions (78 Armies plus training and reserve Legions).

15.4 KRELLAN DECORATIONS AND AWARDS

To give you incentive not only to complete missions but to perform as well as
possible, Krellan Fleet HQ has established a number of decorations and
special awards to recognize outstanding achievement. All awards are
presented at the end of a mission and become a part of your permanent service
record.

15.4.1 Mission Awards

These decorations are awarded based on the numbers of Krels earned and
slaves delivered during your missions, but are only given for missions
undertaken at the maximum difficulty level possible for your current rank.
The awards will only be bestowed for successful missions,
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TABLE X1: KRELLAN MISSION AWARDS

Level* Decoration

I 1. Henri Zae Ribbon for Loyalty
(500) 2. Krellan Award for Gallantry
3. Empire Defense Shield

I1 1. Nebula Defense Cluster
(1000) 2. Bronze Serpent
3. Silver Flame of Torack
4. Nebula Defense Cluster with Palms

I 1. Medallion of Death
(15000 2. Silver Serpent
3. Crossed Sabres of Kree with Silver Star
4. Medallion of Death with Emeralds

v 1. Gold Serpent
(2000) 2. Order of the Black Knights
3. Crossed Sabres of Kree with Gold Star
4. Gold Serpent with Rubies

v 1. Hero of the Empire Gold Skull
(2500) 2. Hero of the Empire Gold Skull with Sabres
3. Hero of the Empire Gold Skull
with Sabres and Rubies

* Number in ( }is the total number of Krels earned in mission required for this award.

Awards are presented in numerical order within each level. If you have
received the highest-numbered award available, the sequence starts over.
You can earn the same decoration more than once.

15.4.2 Special Awards
You can also win nine special awards for certain significant achievements:

Space Combat Medal: For being in ship-to-ship combat with an enemy
warship or starbase. Awarded only once.

Space Assault Medal: For personally conducting a boarding assault by
Krellan shock troops on an enemy ship or starbase. Awarded only once.

Planetary Assault Medal: For initiating a planetary assault against a
planet with hostile forces of technology level 2 or higher. Awarded only once.
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The following awards are bestowed only if the mission was successful:

Medal of Conquest (with Bronze Talons): For personally leading an
invasion and conquest of a planet of technology level 2-4. Bronze Talons are
awarded for each successive achievement beyond the first.

Matci Medal of Conquest (with Silver Talons): For personally leading an
invasion and conquest of a planet of technology level 5 or 6. Silver Talons are
awarded for each successive achievement beyond the first.

Zagar's Dagger of Conquest (with Gold Talons): For personally leading
an invasion and conquest of a planet of technology level 7, or a planet that ig
under Alliance ownership. Gold Talons are awarded for each successive
achievement beyond the first.

Zae Medal of Honor: For outstanding feats of brutality, which for Krellans
are signs of strength and honor. Examples include obtaining information by
torturing captives, destroying inhabited planets, or killing all prisoners.

Silver Talon of Treachery: For outstanding feats of treachery such as
accepting a surrender and then killing all the captives, pretending to
surrender and then destroying the enemy when they have lowered their guard
(or shields), or attacking a planet with which you have established a treaty.

Honorary Rank of Imperial Tribune: Awarded to officers who successfully
complete their last Level 7 mission.

15.5 THE ENEMY FLEET

Through a combination of other commanders' experiences in battle and the
dedicated efforts of Krellan intelligence operatives, you have access to a large
body of information on the ships and bases of the United Galactic Alliance. A
summary of enemy ship characteristics is given in Table XIiI, followed by
detailed descriptions and drawings of each ship.
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TABLE XII: CHARACTERISTICS OF THE ENEMY FLEET

KRELLAN COMMAND AND BATTLE MANUAL

[ i - Star Star
é—legvy Cl;:ﬁggr Destroyer | Frigate | Scout | Freighter | foo0 | goco
ruiser
Max Specne| 8 8 8 8 7 6 6 | -
%ﬁﬂ?irgfﬂve 0.9 0.9 0.9 0.9 0.9 07 0.
Y
Torpedoes 20 18 12 10 10 60 \]
0 2
Torpedo 5 2 1 1 1 0
Tubes .
Phaser 6 2 2 1 0 0 0
Banks
- - 7 -
Phaser 5 5 5 5
Range?
Total 5000 3000 2000 1000 500 1000 1000 | 15000
Power3 _
Supplies? 1200 1000 600 500 | 200 3000 | 2000 ?
1 1
Defensive 4 1 1 1 1 1
Shields _
Critical 13 13 11 11 10 10 9
Systems ?
Tractor 1 1 ¢ 0 0 1 0
Beam
L.R.S. 20 20 20 20 20 10 10 20
Range? :
Officers 58 45 30 25 15 10 10 ]
Crew 372 325 170 145 110 105 150 ?
(Ratings)
Marines T0 60 50 30 25 15 20 500
NOTES: 1Speedisin C-Facbors._
2 Range is in system points. . ‘ .
3 Tatal Power and Supplies are given in units,
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Invincible Class

UGA Heavy Cruiser

s

(o

® Primary functions: Exploration and conquest of new territory
Defense of UGA

The Lavincible class heavy cruiser is the hewest and most powerful ship in the UGA Star Fleet. Its
armament — five torpedo tubes and six phasers - makes it a match for a Krellan battle fleet. Iis
only known weaknesses, which shouid be exploited, are: 1)itcarries only 20 torpedoes, so can fire
only four full salvos; 2) it carries only 70 space marines, making it vulnerable to capture by
boarding; and 3)each ship usually eperates alone, without escorts.
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1 Long Range Sensors 8  Auzxiliary Power Units
2 Primary Bridge 9 Transporters

3 Auxiliary Life Support 10 Engineering

4  Weapon Control 11 Main/Auziliary Engines
5  Shield Control and Generator 12 Tractor Beam

6  Main Computer 13 Short Range Sensors

7 Primary Life Support
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UGA Light Cruiser - Patton Class

¢ Primary function: Patrol and enforcement

The Patton class light cruiser was the most powerful sbip in t}?e UGA Fleet beforel the
d'vw-lupmenl. of its larger successor, the heavy cruiser, ltisstilla formlda!:le adve_rsary, near?r as
powerful us a battlecruiser, but not a mateh for a full battle fleet. Light eruisers are often
uémmpunied by a destroyer or frigate escurt.

1 Long Range Sensors 7  Primary Life Support

2 Bridge 8 Transporters

4 Auxiliary Bridge 9 Engineering

4  Main Computer 10 Tractor Beam .

5  Weapon Control 11 Short Range Sensora/Tracking

6  Shield Contro}
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UGA Destroyer Leopard Class

“~—_—

G
N — (%A\UZ%

* Primary function: Patrol and enforcement

Destroyers are the mainstay of the UGA Fleet, quite powerful for their size but less numerous
than their Krellan counterpart. They are used individualty for patrol, and in squadrons of three
to five ships for major battles, The main weakness of the Leopard class vessels is their lack of
suilicient energy reserves to power both phasers and shields during extended periods of combat.
They aisu lack a tractor beam, and are susceptible to capture by boarding.
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1 Long Range Sensors 7 Weapon Control

2 Shield Control and Generator 8  Auxiliary Life Support
3 Primary Bridge 9  Short Range Sensors

4 Main Computer 10 Engineering

$  Primary Life Support 11 Main/Auxiliary Engines
6  Auxiliary Power
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UGA Frigate

Australia Class

-

Lgf\

~

* Primary function: Escort

The Australia class frigate is the most numerous type of warship in thel U‘GA Fleet, and lls. used
almost exclusively for escort duties. One or more f'rigat_,es usual.ly escort freighters and §ta1; mterts,
and are sometimes attached to a heavy or light cruiser. Fr.'lgat.es are .rf)ughly equiva e‘;l ku
Krellan Piranha class destroyers in size and strength, bgt with the addition of a phasl;erh.arlxd;
However, the phaser can be a powerful energy drain during extended combat, and their shie
will usually collapse before the end of a battle.

1 Long Range Sensors T Auxiliary [.Iife Support

2 Shield Control and Generator 8 Prm.w:ry Bridge

3  Main/Auxiliary Engines 9 Auxiliary Power

4 Engineering 10 Weapon Controls

§ Main Computer 11 Short Range Sensors

6  Primary Life Support
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UGA Scout Daniel Boone Clasg UGA Freighter Star Trader Class

® Primary function: Transport of supplies and UGA vroops

["reighbers are the largest ships in the UGA fleet, combining the functions of Krellan supply and

® Primary function: Exploration and intelligence gathering trovp transports. The Star Trader class vessels travel between civilized planets and to starl'_bu.sis.
They are unarmed, slow, and easy prey if you are fortunate enough to encounter one I.;ave :]g ¥
. i i i i scorts. Capturing a freighter is
The Danef Boane class scout is the primary ship used by Star Fleet to explore unknown space in itself, but in many ca.ses a freighter W1l:1have ;)_ne ic;r ?:;i:?;afﬁ:‘ " st'm-fm-t‘r.n g g
search of new planets and civilizations to exploit. In war, scouts are generally used on a guod way to replenish your energy and supplies if y .

intelligence-gathering missions 1n enemy space. Scouts usually operate alone and are very selft
sutficient, However, they are lightly armed and weak

in combat, and will usnally summon a
crwiser io u dangerous situation. The UGA scout is outma

tched by Krellan destroyers.

1 Photon Torpedo Bay 6  Life Support System

] Sh%eld Control 7  Sensors ! Bridge 5 Tractor Beam

4 Bridge 8 Trar?s'p orters - 2 Shield Control and Sensors 6  Engineering

4 Wegpon Control 9 Aux.lhary. Power and Life Support 3 Main Computer 7 Engineering 7

5 Main Computer 10 Engineering i & Primary Life Support/Transporters 8  Auxiliary Power Units
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UGA Starliner Princess Class \

1/

1\
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® Primary function: Transport of civilians in decadent laxury

The Princess class starliner is the epitome of UGA decadence, catering to the every whim of the
weakling ruling class. Traveling on regular routes between UGA colonies, they are unarmed and
slow, but often escorted by one or more frigates. Because starliners carry a large amount of
supplies and many passengers, capturing one will yield extra energy, many slaves for the Empire,
and possibly vital information, as important UGA government officials are often on board.
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1 Bridge 6  Primary Life Support
2 Shield Control T Transporters
3  Main Computers 8  Sensors
4 Engineering 9  Auxiliary Engines
§ Main Engines
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UGA Starbase ' Guardian Class

FTTT

s R

A== ==
A\ T A

@ Primary functions: Repair and cesupply of Alliance vessels
Provides front line defense against invasion

The Guardian class starbases are the backbone of the Alliance defenses. They are heavily armed
space forls that provide shelter and support facilities for Star Fleet ships. It will require at least
one battle fleet to destroy & starbase, probably more. Their phasers are very po?verful, and out-
range yours (seven points versus five), so exercise extreme caution when approaching a starbase.
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15.5.1 UGA Regional Fleet Headquarters

No doubt the Krellan commander who succeeds in locating and destroying
this outpost will live forever in the annals of the Empire. At present, we have
very little data outside of the knowledge that such an outpost d(,)es exist
somewhere deep in Alliance territory. It is an enormous artificial structure

probably the size of a large asteroid or a small moon. ,

15.5.2 Enemy Mines

The UGA has mastered the technology of using ship torpedoes as mines
dropping them in desired locations within a star system where they remaixi
stationary and ready to explode upon contact with your ship. Because of its
small size and low energy sutput, a mine cannot be detected by your ship until
you are adjacent to it. If the mine is in your path and you are traveling at C-
Factor 0.5 or higher, you will not be able to stop or swerve in time to avoid the
fzoll‘ision. If a mine has been detected but not exploded, the MINES warning
indicator on your Main Display will come on. When you move more than §
points away from the last known mine, the indicator will go off. Mines can be
destroyed by manually firing your phasers at them.
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SECTION 16. STRATEGY AND TACTICS

This section contains information that is not essential, but wiil help you
succeed in your missions, especially the more complex and challenging ones
you will be given when you reach higher ranks.

If you want to learn about strategy and tactics by operating your ship and
trying various combinations of commands, then do not read this section all at

ance.

Section 16.1 contains instructions and suggestions on how to accomplish the
general objective of every mission you undertake: conquering a region.

Section 16.2 contains information on combat tactics that will be helpful when
you encounter the various types of Alliance ships and technology. Used in
conjunction with the data on the enemy fleet in 15.5, these facts will enhance
your prospects of taking on an enemy vessel and living to tell about it.

Section 16.3 contains information and strategy suggestions that may help you
personally conduct planetary invasions, especially of high technology or UGA
planets.

16.1 CONQUERING A REGION

Regardless of the specific objectives you may be given in your mission orders,
the general goal of every mission is for Krellan forces — those under your
.control as well as all others present - to gain control of an entire region. This
‘goal is best accomplished in a step-by-step fashion, taking all of the following
advice into account as it becomes relevant.

16.1.1 The Shakedown Cruise (Getting Started)

Before you go off trying to congquer the Alliance, it is important for you to
| become familiar with your ship. You will have plenty of time for this, since
.your first missions as an Altern will not involve handling escorts or
.participating in planetary invasions; you will be conducting reconnaissance
"and pulling off small-scale raids that will test your abilities, but not tax them
‘unreasonably. You will also be given plenty of time to complete your mission
‘objectives.

“To familiarize yourself with your ship on your first mission, take some time to
.‘move around your starting star system, trying manual navigation as well as

the navigation targeter, to move to an object such as a planet. Try calling up
“various displays and executing commands. Do not be concerned about

~ spending a fair amount of time getting used to your ship and what it (and you)
- can do; the knowledge you gain now will be very valuable when you actually
_need it later.
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When you earn the rank of Centurion, you will receive your first group of
escorts — your first opportunity to use the Escorts command (10.4). Be sure to
assign the destroyers to a formation before moving away from the starfort.
Then move around the system, assigning various formations to your escorts,
and watch the results. Also practice giving them simple orders, such as
Rendezvous. It is better to get used to doing this now, in the safety of your own
system, than in the heat of battle when you cannot afford to make mistakes.

16.1.2 Reconnaissance

On most, if not all, of your missions, your first task will be to learn as much
about the region as possible. One of the primary responsibilities of independ-
ent Krellan destroyers is to explore the region, and the reports and data you
receive from them as your mission progresses will be very valuable. However,
you should not rely entirely on outside sources. If you see any interesting star
systems in the region, travel to one and look at it yourself, or send probes. Itis
usually a good idea to move to a centrally located star system and then send
probes to surrounding systems. While you are checking out the central
system, you will receive reports from the probes, and with the Database
command can look at maps of the systems they have reached.

When you leave one star system to move to another, your ship will move to an
edge of the current system before your hyperdrive engines will be engaged.
Therefore, to save time when you are moving to an unmapped star system, it
is usually best to target a destination that is within a couple of points of the
edge. That way, if you find nothing of interest, you can quickly reach the
system edge and jump to another location.

The two most important things to look for in a new system are starbases and
habitable planets. When you enter the system, an analysis is performed
automatically to tell you the classifications of any planets in the system. You
do not need to visit class G or B planets if you are only looking for supplies or
civilizations (although class B planets could have Alliance forces on them),
but enemy ships can be in orbit around any type of planet, and you will not
know about their presence unless you (or other Krellan ships) go into orbit
around the same planet. The presence of a starbase in a system will not be
revealed until it comes within sensor range of a Krellan ship. You may have
to do a sweep of the entire system to determine if a starbase is present. This
tedious process is greatly simplified if you have four escorts, which can be
moved into system search formation (10.4.1.1) much more quickly than your
ship can move to each of those locations in succession.

To aid in your hunt for enemy ships, set up a manned base, if possible, on at
least one planet in every star system you visit. After you have left the system,
the base personnel will be able to report on the arrival and departure of enemy
ships within the system. If there is already a Krellan planet or base
(established by another ship) in the system, it is probably not necessary to set
up a base, unless you are expecting a strong enemy attack.
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16.1.3 Attack Procedures

ips: on what you know about the various types of Alliance
fhl;::l(s{;.l;lssd ?g;‘;flyou will gave to decide whether th'e forces under your
immediate command are capable of defeating a UGA ship or group of ships
you have detected. If you think you are overmatched, your first thought
should be to call for reinforcements; it is better to share the rewarc!s apd tl}e
glory than to risk being destroyed. However, one of your I?ersona'l objectives is
to rise through the ranks, and defeating a superior force is definitely a way to
impress lmperial Krellan Fleet HQ - but you sh.ould probably only attempt
this when you are an experienced commander at higher ranks.

Starbases: Destroying one of these Alliance outposts should be a top priority e

for any Krellan force that locates it, because without support from t.he.lr.base-,’
enemy ships in the vicinity will be much more vulnerflble. However, it is not
wise to attack a starbase single-handedly. Even with _the support qf your
escorts, subduing a starbase is very risky and requires great skill. A
starbase’s weapons have more power and longer range than yours, and a base
often has the assistance of enemy warships docked there.

Regional Fleet Headquarters: Overpowering this awesome fortress will bn}
the ultimate test of your ability both as a ship comma'nder and as a leader o
other forces. When you locate this outpost, expect it to be surrounded by
minefields and supported by a sizable number of war_shlps - plus whatever
vessels will be called into the fray once an assault begms._ The only way you
can hope to succeed in a battle against this behemoth is to organize and
coordinate an attack by all the forces at your disposal.

16.1.4 Acquiring Planets

Conquering or otherwise acquiring planets is a fundamenta‘d step .in gaining
control of a star system, which leads to control oi: t,he. entire region. E.ven
before you are given the responsibility of partic.ipatlng in _planetary invasions
(at the rank of Sub-Commander), you can cont:rlbute to this effort by trying to
negotiate a treaty or by initiating Operation Big Brother.

You should send down a landing party to every planet you encounter !except
class G) and have some of the personnel conduct a survey, they may dlsc(?ver
something that you missed with your scan from qrblt. If tl.'ne .planet. is ia}
valuable source of supplies or rich in minerals, consider establishing a ba_xse

it is uninhabited or has a low technology level. If the_planet has a relatively
advanced civilization, you might not be able to establish a base without first

dealing with the inhabitants.
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16.1.4.1 Negotiation — Establishing a treaty with the government of a planet
is the quickest and sometimes least costly method of controlling a planet that
has a unified planetary government. You can negotiate a treaty two ways:

Bombard the planet to the point where the planetary government is forced to
surrender. Then send down a landing party team to negotiate. A treaty will
be finalized, which essentially makes the planet a part of the Krell
The drawback to this method is that you usually have to dest
portion of the planet, which decreases its value to the Empire.

an Empire_
roy a large

Negotiate a treaty without using force, either by communicating with the
planet or by sending a negotiating team to the planet prior to any offensive
action. (This option is not possible if the planet is aligned to the Alliance or is
hostile.) If a treaty is made by this method, the planet will become an ally of
the Krellan Empire rather than a subject. Although this is the less costly
method of achieving the objective, an allied planet can not be exploited as
much as a subject planet and thus is not as worthwhile.

16.1.4.2 Operation Big Brother - This is a non-costly method of conquering
a planet, but it will only be possible on a limited number of planets — those of
technology levels 3-5 with no unified planetary government and no UGA
forces present - and it is time-consuming. If you encounter a suitable planet,
and you are not too close to the end of your allotted mission time, try using
Operation Big Brother before you engage in bombardment or an invasion. If
the operation succeeds, you will have gained a subject planet with all of its
resources intact, which makes it very valuable to the Empire.

16.1.4.3 Planetary Invasion - Compared to the other two ways of conquer-
ing a planet, an invasion is the most costly method, but it is often necessary.,
As a general rule, if the planet has a technology level of 6 or 7, refuses to
negotiate, or has UGA forces present, then invasion may be your best or only
recourse. Whenever you start an invasion, you should be prepared te follow it
through to its conclusion; if it fails or is canceled, your advancement through
the ranks will be slowed. A successful invasion that captures a planet
relatively intact will greatly enhance your standing with Imperial Fleet HQ.
When you get the authority to schedule invasions yourself, you should start
with low-technology planets, to gain experience for yourself and your legions.

16.2 SPACE COMBAT TACTICS

The vessels of the UGA Fleet are a varied group, each type (including
starbases) having its own strengths and weaknesses. At great expense to
themselves and their ships, other Krellan commanders have learned the
following facts about your adversaries:
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16.2.1 Heavy Cruiser

The Invincible class heavy cruiser is, unfortunatelyk,) atgme vgsse:, ?‘Il‘l}?e?: ff"ii::
i lass battlecruisers.
er is unmatched even by our new Klagar ¢ i i
{J:));;edo tubes and six main phasers put up a deadly curtain of destructive
cnergy. } )
The combined fire power of your battlecruiser and four escorts, i w;la_
handled, should be able to wear down and eventually overpower 't 1§
formidak;le ship. If you can stay on the edge of itsEt,gll'wpedo range thog[;(;u:l;?e
i ing and , you mig
and make full use of evasive maneuveri Pight gel the
i i i | damage to your battle fleet.
r to waste its torpedoes with minima :
?:su:;i?-pedoes are gone, you can sit outside of the cruiser's phaser range and
blast it with your torpedoes.

When the ship is weakened, move in for the kill but still behcalt‘)efu:. Erlr:f:r:)gf
i imultaneously ensures the best chan
maximum fire power to bear simu _ € o nee of

i : speed, using a "V*" formation
success. Approach the cruiser at maximum
:omething similar to concentrate your fleet's weapon ﬁrex{f\W
giway from the cruiser, use the inverted "V" fo‘rmatlon.. If yo utor- escorts
suffer too much damage, then select a formation to bring them back in

with or behind your ship.

16.2.2 Light Cruiser

Because the Patton class light cruiser is so similar to a I_(rellan baf.tlﬁfullsi;
in fire power and capabilities, the only significant factor in corll:btat.ll; elsaxsﬁiifl ed
; ili i In a one-on-one battle,

‘be the ability of the opposing commandef's. '

cc?mmander zhauld be able to defeat a light cruiser. The presence of your
escorts should give you the edge.

16.2.3 Destroyers, Frigates, and Scouts

These smaller warships are generally not a threat whentalone}l:}ll: ::_, Sg‘;'gufgi
i the most common type o
they can be dangerous. Frigates are used o
i i be expected from them while they
escort duty, and aggressive behavior can i < the
i i 1 ou in combat, even if the
defending their wards. They will try to engage y in col
ﬁcri::is are hopgless, as a distraction while the escorted ship tries to es?apt]a'.kl)f)
- not be distracted by such tactics; it is more impor:tant to capture a prize like a
freighter or starliner than to vaporize a measly frigate or two.

Scouts are very elusive; expect them to run as soon as they detect you.
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16.2.4 Freighters and Starliners

These ships are choice targets for capture. Your ship is faster than they are,
$0 you should be able to chase them down. Try to position yourself for an
interception while out of their sensor range (which is 10 points, half as long as
the range of your own sensors); however, be aware that any escorts accom.
panying one of these ships will have the same sensor range as your ship. A
freighter or starliner will make a run for the nearest starbase, UGA planet, or
system edge when it detects you.

If you intend to capture a freighter or starliner, use torpedoes sparingly, if at
all, because it is easy to misjudge their effect and destroy your target. Make

sure that any weapons you use are set to disable and are manually targeted on
the freighter or starliner.

16.2.5 Starbases

By itself, a starbase is almost indescribably strong, with weapons that
outrange yours, and shields nearly four times stronger than those of a
battlecruiser. And a starbase is almost never by itself: it can house several
UGA warships that can be launched in a counterattack,

There are two basic ways to attack a starbase. The first is to have such an
overwhelming superiority in fire power that you can simply blast it and any
ships in the area until they are helpless or destroyed. Of course, you need

several battle fleets at your disposal for such an assault, and you will not often
be in such a position.

The second method takes advantage of a starbase's major weakness: it cannot
move. Once you discover its location, you can use hit-and-run tactics. Target
your hyperspace jumps so that you emerge into normal space within 10 points
of the starbase. Let off a salvo of torpedoes (and phasers, if you are close
enough) as soon as you emerge. The base will not have time to get off more
than a couple of return shots. Then, depending on the condition of your ship

(and escorts), you can make one or two more attacks or head immediately for
the edge of the system and jump to safety.

If you decide to make an attacking pass at a starbase, target your ship to get
no closer than 3 or 4 points away. Under no eircumstances should you move
directly toward a starbase; its phasers are deadly at close range. Assign your

escorts to a slant or column formation to bring maximum fire power to bear as
you make your pass.

16.2.6 UGA Regional Fleet Headquarters

This super fortress is similar to a starbase, but much more powerful. You will
only be able to defeat it with the combined fire power of several battle fleets.
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16.3 PLANETARY INVASION STRATEGY

igi artici in i ions (and later to schedule
ou become eligible to participate in invasions : \
Lwh:::lnyi{)urselﬁ you will quickly discover that the con;ma:nds undelxi 1nv?:;0:
i nbinati i ilable to you, allow
trol, in combination with the resources avai

fl?.tr:n?er of different strategies. You must try to select the 'best. me;h@olzgy
for any given situation, but always keep in mind one universal fact: 0 bz
Krellan Empire is in dire need of conquered productive pl‘anets. You wi
heavily penalized for wanton destruction of valuable territory and resources
needed for the Empire's future expansion.

Know the difference between initiating an invasion- a_n_d schec!ulm%ognlf.
When you reach the rank of Sub-Commander, you can {nltlatedaan:isj.‘s on dﬁ
traveling to a planet that Fleet HQ has s.chedl:lled to be invaded. ul | h); ou do
not have the forces you need to get the invasion under way, you w ave o
summon them, either by sending a message via the Commumcatlonlsf 10

by issuing direct orders through the Strategic Command Menu. !t ayg:ppw
using more than one troop transport, t.hfan you should also 'su;mlr:. 2 supply
ship for support. Conquering the plane't is, of course, your vital o ._Lelc D

it is also important to achieve the victory as quickly as I:,OS?I e;‘ Sew};ce L
conquest of a planet will yield the best overall enhancement of you

record. ‘ y
The standard procedure for mounting an invasion is summarized below. !
you neglect any one of these points without good reason, be prepared to accep
some unpleasant consequences. .
1. Find an area in the zone close to the city that i.s not pl:otected by sh1e1.<ﬁ4 l:(:r
- covered by water. Troops that are teleported into shields or water will be
instantly destroyed.
2. Teleport down a contingent of shock troops. Hav.e them scout the .art?a an:ii
. begin building a landing pad. Sometimes a feint can be effective; ser;1
down shock troops and leave them in place long enough iio attract t( t;
enemy’s attention; when opposing forces are concentr.ated in the zone ls
you have assaulted, teleport your troops back into orbit and immediately
send them back down into a zone that is not as well defended.

3. Look for any planetary defense phasers or surface—to:air la§ers in ?1 zonei_
- These defensive outposts are fairly easy to destrf)y with a single col ort ot
shock troops, and can be well worth the effort in troops and equipmen

saved.

4. When the landing pad is complete, load a drop ship with warriors and
launch them to the zone.
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5. When the warriors arrive, recall the drop ship for reloading, and
wilthdraw any remaining shock troops; let the warriors do the rest (')f the
dirty work. Shock troops are relatively vulnerable in cornbat and need to
be conserved for initial assaults into new territory, They are your most
valuable resource - do not waste them! Warriors cannot be retrained a
shock troops except at starforts or legionary bases on Krellan planets )

6. When you hav.e caPtured the zone, pull out the warriors by sending down a
drop ship and issuing a Withdraw command.

This is. just a roug_h guideline. Each commander has his own favorite
strategies. In the interest of time, most usually attack multiple zones

y

So!ne c().mmal}ders teleport down shock troops only to beam them back u

quickly in a feint maneuver that may cause the enemy to concentrate forces is
the wrong area. Some like to soften zones up with g little bombardment before
ser.xdmg down shock troops. The cities protected by shields will withstand
qt{tte a pounding before collapsing. But be careful - the unprotected regions
w1_ll be 'no.thing but rubble or rough terrain, on which you cannot build agc;ro

ship landing pad. Your shock troops will have to go in and take out the shielg

generator before you can use a landin
R g pad. Your shock t
and this is a high risk mission. roops are valuable

Another tradeoff you will have to make concerns the low combat effectiveness
of your shock troops just after teleporting. Should you wait and let their
cofnbgt effectiveness increase, or should you order them to strike quickly at
objectives such as lasers and shield generators before the enemy has timz to

counterattack? These are some of th isi
_ . e decisions you, as suprem
will have to make. P ¢ commander,

T'here are countless other strategies, but the main points to remember are hit
fast, hit hard, show no mercy, and above all, have fun!
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APPENDIX. THE KRELLAN BATTLE PLAN

The information in this section will help you understand the mentality of the
Krellan Empire and how the hostilities between the Krellans and the United
Galactic Alliance have reached their present condition.

The earlier sections of the Krellan Command and Battle Manual were
carefully edited, to remove most of the enemy's unwarranted and infuriating
references to the honorable motives and upstanding character of the United
Galactic Alliance and the people who are proud to be a part of it. However, the
remainder of this section is a verbatim translation from the original Krellan
text; keep this in mind as you read these following paragraphs ~ and may the
disgust you feel for the Krellan way of life spur you to even greater and faster
success in mastering STAR FLEET I{.

SUPREME KRELLAN HEADQUARTERS
IMPERIAL KRELLAN SPACE FORCES

It is your duty to punch a hole through the Alliance defenses, and
s0 it is very important to destroy all the starbases in the regions
you are attacking, as well as to eliminate as many of the enemy
warships as possible. However, our economy and war industry
are depending on the production capability and resources of the
capitured regions to sustain our war effort. It is very important
that you capture, as intact as possible, all the planels in the
captured territory that are rich in minerals, have advanced
industries, or that have large poptlations to provide slave labor.
Krella-like, aquatic or desert planets are also desirable for our
future colonization.

Although there are many other Krellan ships involved in the
attack other than your battlecruiser, our resources are stretched
thin, and your ship (and escorts, if any) are vital to the success of
our plan. The rest of the fleet can probably capture the regions
without you, but they may not be able to do it within the time
allotted by our timetable. This will give the enemy more time to
gather their forces and make it much harder for us to penetrate
into the Home Sphere.

Each Krellan Commander will also receive specific orders
concerning his particular mission.
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CIVILIZATIONS OF THE GALAXY

In ihe part of our galaxy th i
y that we have explored, there exist only two
- ty. . - ’ Oth
::{thzatlons capable of interstellar travel: the United Galact{c Allian:;
GA) and the Zaldron Empire. The current sizes and positions of these

pire, are shown in Figure Al.

civilizations, as well as the Krellan Em

Relevant information about the other two cultures is presented in this section

KRELLAN EMPIRE

ZALDRON
EMPIRE

ALLIANCE
TERRITORY
INNER

SHELL B

QUTER
HOME
SHELLC SPHERE A

Figure Al. Relative Position of Each Civilization

The United Galactic Alliance

Klrellan ir?telligence has determined that the UGA consists of 517 inhabited
planets with a total sentient population of approximately 6 trillion. It is
estimated that there are another 1,400 inhabited planets that are not

members of the UGA, but are in UGA space h i
e s A pace, and the total population of those

The UGA govgrnment is an inefficient capitalistic democracy led by a herd of
w?ak humar!md senators. These senators elect twenty of their own to form a
'ngh Council, and the leader of this council is called the President. To
1l!ust:rate the Aliance's inefficiency, the High Council allows each pianet
within the UGA to have its own form of government (as long as that
government respects the "rights" of the planet's inhabitants).
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However, the UGA uses its Star Fleet to stifle attempts by some of these
worlds to conquer and subjugate nearby weaker enemies. The Alliance
actually encourages the weak to thrive while suppressing the strong. We
cannot understand this policy, which obviously goes against the natural order
of the universe.

Structure of the Alliance - The UGA was formed by the political union of
three weak species: the Terrans (also called humans), the Brominites, and the
Drahlans. UGA space is divided into three sections, named and described as
follows (refer to Figure Al):

The Home Sphere, the innermost section and thus the one farthest from
Krellan territory, contains the home worlds of the Alliance. UGA Supreme
Star Fleet Headquarters and the planet Earth, where the central government
resides, are located within this sphere.

The Inner Shell contains mostly colonies. Many of these are without strong
military forces, and thus will be easy to conguer. Unfortunately, there are
many starbases located throughout this shell, as well as the six UGA regional
fleet headquarters.

The Outer Shell contains the Neutral Zone, which abuts onto the border of
the Krellan Empire. In addition to the Neutral Zone, the UGA established its
own Defensive Zone along our border. Our scout ships have encountered few
Alliance starships in the rest of the Outer Shell outside of the Defensive Zone.
Apparently the UGA is exploring the rest of the Outer Shell outside of the
Defensive Zone, using mostly heavy cruisers, and is building starbases to
supply these exploration vessels.

Within the Defensive Zone, the UGA has built many starbases, outposts, and
battle stations. In addition, they have installed fortified planets and
minefields. Many starships patrol this zone, so Krellan commanders should
use extreme caution to avoid detection until open warfare has begun.

Structure of Star Fleet - The UGA calls its military force Star Fleet, which
is under the contrel of a Commander-in-Chief with the rank of Grand
Admiral. The organization is divided into space forces and ground forces.

Space Forces: The UGA space forces have their own specia{l troops, called
Space Marines. Though they are not as strong or aggressive s our own shock
troops, their fire power and determination should not be underestimated.
There are approximately 500,000 marines in the Star Fleet space forces at
present, in addition to the following roster of ships: 600 freighters, 3600
scouts, 2200 frigates, 1900 destroyers, 300 light cruisers, and 150 heavy
cruisers. These ships are organized into eight fleets — one based in the Home
Sphere, six regional fleets assigned to the Inner Shell, an the Defensive
Fleet, based in the Defensive Zone,
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Ground Forces: This branch of Star Fleet is composed of the 250 million
UGA Regulars - troops that are liable to be found intruding in the society and
culture of practically any inhabited planet you may encounter. Basicalily a
cowardly and weak force, the regulars will only come in to occupy hostile
territory after the marines have made it possible for them to do so. Although
not inherently a powerful force, the regulars are well armed and well trained.
When they occupy a planet, they bring with them enough supplies and equip-
ment to wage a long-term battle. From smallest to largest group, the UGA
Regulars troop structure is platoon, company, battalion, brigade, regiment,
division, and army. Although the exact number of personnel in each group is
unknown, we estimate that an army consists of 100,000 soldiers.

Planetary Militia: Although these forces are not technically part of Star
Fleet, they are part of the opposition you will encounter in your attempts to
spread Krellan culture and liberate planets from UGA oppression. Number-
ing about 1.6 billion, these small and weak forces are found on most civilized
worlds and are armed according to their technology level. When defending a
planet without UGA forces to back them up, they are no match for our shock
troops and warriors, and should be defeated with ease.

The First War and Its Aftermath

After our first contact with the Alliance, we were able to push them back from
our border, but only after many valiant Krellan lives were lost. Our warships
were able to penetrate into their territory, and as a result we know more about
the Alliance than they know about us.

Many of our exalted heroes established their glorious reputations in this war.
Captain Kaaron conquered nine planets and brought back two million slaves
to serve the Empire. Commander Klagar in the cruiser Death Fang destroyed
twenty-two Alliance ships in the Battle of Tureis. With these and other
valiant acts, we should have disposed of the UGA secum - and we would have,
except for the treachery of 55 individuals who betrayed the Krellan people.

Soon after the end of the war, a new leader of our people emerged. Henri
Klodar proclaimed the current Krellan leaders to be traitors to the Empire.
He exposed their corruption and proved that those fifty-five individuals had
plotted to overthrow the Empire and hand it over to the Alliance. On behalf of
the Krellan people, Henri Klodar and a few loyal patriots disposed of these
despicable traitors. Henri then accepted the will of the people and allowed
himself to be made emperor. In honor of the glorious kings of the Zae dynasty,
he took for himself the name of Henri Zae IV,

As a result of the treachery, the Alliance was able to build starbases and
outposts near our border. In addition, a Neutral Zone was established, and the
conditions of the postwar trealy (negotiated, of course, by the traitors)
stipulated that entry into this zone by either side would be considered an act of
war. The UGA was also allowed to establish its own “"Defensive Zone”, to be
used as a fortified base from which attacks on the Empire could be launched.
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The UGA has built many fortifications and starbases within the Defensive
Zone. Krellan commanders should be aware that t.he outposts used to sP{h(;n
our Empire are heavily fortified asteroids or satellites. .Man.y planftstwn n
the zone contain massive ground-based phaser cannons in shielded for resse;;
One blast from these cannons can vaporize a destroyer or do severe (_iam;ge

a battlecruiser. In addition, interceptor spacecraft patrol the Defensive Zone.

The UGA saw this Defensive Zone as a way to keep us weak, but u.nder th(:‘
inspired leadership of Henri Zae [V we have grown stronger. For evidence o
this fact, one need-look no farther than the successes we have alreat}:l]y
achieved in the great War of Revenge, and the change in attitude among the
leaders of the Zaldron Empire.

The Zaldron Empire

We know little about the Zaldrons - but what we do know is enough fqrhnol\;v.
Our first real contact with the Zaldrons came after our first war with the
UGA. Up to then, our respective space ships passed each other in aln l;nea:,y
silence. Neither side wanted to fight, so we tolerated the ugly little ea: si.‘
The Zaldron Empire supported the formation of the Neutral .Zone at the ﬁln o

our first war with the Alliance, and for this reason we despised the Zaldrons
almost as much as the UGA. But we began to talk with them nonetheless.

Much of our contact has been over communicatiens channels, rat_.her than face
to face. But from their actions, we know that they have apparently becoirlr:e
impressed with the way we have rearmed ourselves and risen up t.ohsttr e
back against the UGA's domination. When the Za_ldrons .n.aahze_d that we
-would soon be able to flex our muscles again, they decided to jein us in our new
battle with the Alliance.

Our treaty with the Zaldrons, signed by Henri Zae IV and their Queen Zalein,
was consummated in the year 9765 of the Krellan calendar. B(.efc?re the treai g(;
.the Zaldron Empire was spread across 30 star systems containing aboutA
planets, with Zaldrons actually living on only 10 of those plane!:s.h b'S :
condition of the treaty, we agreed to give the Za.ldrons 15 of our uninha ltt.e
planets, providing them with needed resources, in return for their suspc;:l; in
our conguest of the UGA. Unfortunately, we were not able to persuade k'lem
to share their invisibility screen technology. (Krellan Intelligence is working

* on acquiring the information.)

THE INVASION BATTLE PLAN

The three-phase master plan of the War of Rev,:enge_ is descrlbgd 1fr_1 tﬁ?e
following sections. These phases are illustrated in Figure Al. Hsl of this
writing, Phases I and 1l havebeen completely sut_:cessful! Hhase ] l1)'3. now
beginning, and we have no reasoii~to think that its conclusion will be any

different.
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Phasel

The 23 years after our "defeat" in the first war were a time of building, a time
when we returned to the ways of our forefathers. We grew to rule more than
1300 planets in 318 star systems, of which 240 planets in 180 star systems are
inhabited. We conquered five alien races, which have provided us with the
slave labor we needed to rebuild our empire. For the expenditure of a paltry
fraction of our resources, we. gained the promise of cooperation from the
Zaldrons. We became strong again, and we wasted no time in taking
advantage of that strength.

Krellan scout ships located the headquarters of the UGA Defensive Fleet, on
the fortified planet Draesus Beta II. The Defensive Fleet consisted of 40
cruisers and many destroyers and frigates.

Using their invisibility screens, the Zaldrons penetrated into the Defensive
Zone undetected by UGA sensors. Almost before the Alliance knew what hit
it, the Zaldron ships destroyed the fortified moons and battle stations
surrounding Beta I, plus three of the planet's shield generators. Once these
were gone, the Zaldrons were able to destroy the orbital space docks,
containing 42 ships - including 12 heavy cruisers!

After this initial attack, our main battle fleet moved in. Many warriors died
in the battle, but we were victorious! The bombardment by hundreds of our
warships overwhelmed the weakened planetary defense shields. Once the
shields were destroyed, we eliminated the planet's underground forts and
weapon batteries by planetary invasion. More than 500,000 Krellan shock
troops and warriors participated in the battle. All Star Fleet and Alliance
personnel on the planet were killed, including the weaklings who
surrendered. Torture persuaded those who surrendered to reveal much new
information about the Alliance before they died.

With the destruction of Beta I, UGA forces in the Defensive Zone were left
without a central command center. Their remaining ships tried to form
another fleet, but the combined Krellan and Zaldron force was easily able to
destroy any Alliance vessel we encountered.

The UGA's next move was to recall ships from exploration missions in the
Outer Shell and combine them with strategic reserves in an attempt to stop
us. The Alliance never realized that we had withheld the bulk of our ships to
be used in Phases II and III. Not until we were nearly three quarters of the

way through the Defensive Zone were the Alliance Forces able to slow our
initial attack.

The forces of our Central Fleet fell back to several conquered star systems in
the Defensive Zone, and there we dug in for a long battle. Star Fleet thought
they had us - we were retreating! The Alliance continued to bring in fresh
troops and starships. At this point, the Alliance thought it was strong enough
to finish us off and drive us back to our home worlds in defeat.
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The destruction of Draesus Beta II and partial wi.t.hdrawal of the Central
I"leet completed Phase I of our attack, exactly according to our master plan.

Phase II

By this time the United Galactic Alliance had formally declared war on the
Krellan Empire. We think declaring war malkes their senators feel useful.

While the Alliance was busy fighting our Central Fleet deep in !;he Defenswe
Zone, we launched our second attack - 8,256 of our destroyers with assistance
from 685 Zaldron warships attacked the UGA through the flanks on both
sides of the Defensive Zone. The Zaldron forees a1.50 attgcked through that
portion of the Defensive Zone that bordered with their empire.

The regions of the Outer Shell bounding the Defensiw.'e Zone. were virtually
undefended after the relocation of the UGA exploration cruisers. All that
remained were a few ships and isolated starbases, most o.f them close to the
Defensive Zone. We launched our attack against' their starbases. .The
invisible Zaldron ships provided enough of a distraction to keep the Alliance
off balance. We destroyed everything in our path - we were unstoppable!

Fleet responded to our second attack by immediately sending 36 heavy
f:iz‘sers to try}:,?) slow us down. We knew, as the U(_}A must have knf)wn, th}z:t.
these solitary cruisers were no match\(or our superior force._ Accordingly, the
Alliance followed up the cruisers with its remaining strategic reserves, which
had to be diverted from reinforcing |the Defensive Zone. We were not
surprised to discover that the heavy uise‘rs did slow the advance of our
destroyers, and when the UGA reserves arrived, our thrust was stopped just
before we could penetrate the Inner S

1L

This, of course, was all aceording to'plan. Our second inv.:a.sion was actually
another feint designed to draw the remaining heavy cruisers and reserve:
awdy from our main objective, Henri Zae's plan was working perfectlyijzg:A
we were greatly amused when intelligence sources informed us that the

was celebrating a glorious "victory".

Phase [11

The purpose of Phase II was to draw as many Alliance ships: as possible out of
the Defensive Zone. The UGA is now so weak that our primary battle force
should encounter little resistance in its main attack. Thousands of Krellan
and Zaldron warships have been prepared, and we are ready to reveal our
deadly new Klagar class battlecruiser.

As the Alliance celebrates our "defeat”, we will launch our main att:ack
through the center of the Defensive Zone. Within hours, the UG{S front lmt.:s
will be crushed. The UGA knows nothing about our battlecruisers; their
smaller destroyers and {rigates are no match for our fire power. Star Fleet
commanders will be surprised that our new ships will be able to destroy even
their heavy cruisers.
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Our battlecruiser is only one of the surprises we have for the Alliance scum,

Each battlecruiser will be equipped with the new obliterator pods, which ean
be used to annihilate entire planets.

Our invasion force will be composed of command fleets (one flagship
battlecruiser and four destroyer escorts), battle fleets (one normally
configured battlecruiser and four escorts), supply fleets (one supply transport
with up to four destroyer escorts), and invasion fleets (one or more troop
transports with escorts). In addition, thousands of independent destroyers
will have orders to cause whatever damage they can to the Alliance.

Phase III consists of two waves,

The First Wave - The first wave of our main attack is designed to crush the
UGA defenses and capture as many strategic planets and colonies as possible
in the Defensive Zone and Inner Shell. Krellan commanders should attempt
to capture as many intact planets as possible, because the slave labor and
captured industries will allow us te build war materials within former
Alliance territory. These planets can also be used to supply our warships and
provide bases from which we can launch more attacks.

This wave will employ 13 command fleets, 685 battle fleets, 411 supply fleets,
296 invasion fleets, and 12,469 independent destroyers. The troop transports
will carry 1,184 legions - nearly 12 million troops - into battle.

In addition to our forces, the Zaldrons have agreed to provide an additional

520 of their warships. These invisible craft will be used to destroy any heavy
UGA resistance.

The Second Wave — The second wave is designed to conquer any remaining
planets and colonies within captured territory, and also provide reserves for
the first wave, relief for any battle-weary fleets, and fresh troops for the rapid
thrust into the Home Sphere and the home planets of the Alliance!

This wave will employ 5 command fleets, 87 battle fleets, 246 supply fleets,

1,582 invasion fleets, and 2,450 independent destroyers. The troop transports
will carry 6,328 legions.

Even considering the size of these forces, Imperial Krellan Fleet HQ has kept
back a sizable reserve force. Most of our reserve ships are undergoing repairs
or are being used to train new erews. Our industrial might is alse working

nonstop to produce more and deadlier weapons and ships for our brave
WAarriors.

The first objective of the second wave is to locate and eliminate the UGA Fifth
Fleet Regional Headquarters. After that, we should be able to move

unchallenged against the home worlds of the Alliance. Soon the galaxy will
be ours!
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INTRODUCTION

Welcome to the Star Fleet Training Manual, Volume 2, a tutorial guide to
STAR FLEETIL.

We have been getting reports of aspiring Krellan Imperial Tribunes
gleefully invading hapless planets, mercilessly torturing UGA
politicians, and generally indulging in profligate brutality and mayhem.
For you people, we don’t want to take up space telling you how to steer
your ship.

On the other hand, there are readers climbing onto the bridge for the first
time who need to know the basies.

. So, to be instructive to commanders at all levels, some basic instruction is

included, interspersed with more ‘advanced’ comment which should be of
use and interest to the more experienced player. In the later tutorials, we
deal with complex matters such as planetary invasions and command of
other forces. Many of you probably don't have to deal with such matters
yet, but the tutorials will help you when you do.

In other words, whether experienced in STAR FLEET II or not, you
should find all of the tutorial text of interest. Anyway, as a Krellan
Commander you are instructed to read this book; the penalties for refusal
are harsh!

Now, a few technicalities. First, the function key commands in this
manual are given for function key sets on the left (so [F1] and [F3]
control hyperspace speed, for example). If your function keys are across
the top of your keyboard, use the function keys shown in parentheses.

Secondly, though in the early pages we will be fully explanatory by
saying things like "Press [N] to go to Navigation Control, then [N} again
to show the Navigation Map”, before long we will simply say “Go to Nav
Map”. After all, this is a learning experience. Soon you will have
memorized not only the correct keystroke sequences, but also the many
shortcuts using the [Alt] key.

And while on the subject of the [Alt] key, here's a bit of advice: get used
to using what is probably the most powerful command of all — [ANF].
This sneaky little device will make life a lot easier.

To use the tutorials, start up your STAR FLEET II program and select
{T] for Tutorials from the Sign-On options menu. Then press the number
of the tutorial you want to run. An "+" will mark the tutorials you have
already chosen.

So - go forth and conquer! And may the awful wrath of Henri Zae
descend upon you if you faill!
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TUTORIAL #1:
BASIC NAVIGATION

WHEN TO USE: Before your first mission (1-A).

PURPOSE: To teach you how to move your ship and read the
navigation displays.

REFERENCE: Krellan Command and Battle Manual
Navigation - Section 4, pages 15-36
Main Display - Figure 3, page 5

STARTING QUT

Your §h1p is docked at a starfort, so your ship’s position (System Locution
8,77) is the same as the fort’s, and the Tactical Display and Long Range
Sensor Scan each show the starfort (a starfort symbol and a green block
respectively). ) ,

SYSTEM NAVIGATION - AUTOMATIC

Press [N} for Navigation Control, then [S] to display the System Map.
'I:he starfort is at Sys Loc 8,77 (Position, under NAVIGATION, bottom
right), as on tpe Main Display, but, you can now see the rest of the system
~ the star (¥) in the center, as it is in all systems, and a planet (0A). The
Planep Information box, top right, tells you this is planet A in star system
3 (designated as planet SS-3A), K class, with no native inhabitants but a
Krellan base already established.

Go to the planet. Using the eight outer number keys of your numeric
keypad as cursor keys, position the Target Designator Box (TDB), which
show_s up as a small rectangle on the screen, on the planet symbol ‘0’
ﬁoldxng dqwn [Shift] with the cursor keys moves the TDB in larger
Jumps, saving time when larger distances are involved. Notice that the
Object in the TARGET information area, bottom left, is now "Planet”.

With the TDB on the target planet, press [T] to call up the Targeter. Now
you mustn; set your desired speed (which, within a system, cannot exceed
0.9). Let's select a moderate speed, so press [F2] (IF4)) five times to set a
speed of 0.5, then press [ENTER]. “ENTERED” will appear briefly
above the Targeter Display before it disappears.

Press [F9] to start your engines, after which the ship will rotate to the

required heading, then your ship (shown as a flashi i
Sy o oding, ther p a flashing dot) will move
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Go to the Main Display and menu by pressing [Ese] twice. This gives a
different view of what is happening. The vertical green bar or sublight
side (S) of VEL (the Velocity Indicator) shows 0.5, the speed you set, and
there is a confirming digital reading below it. The NAV information,
between the two displays, confirms your target as SS-3A and indicates a
course of 131°.

Your ship symbol in the Tactical Display (always in the center of this
display) has separated from the starfort symbol. The starfort will
disappear from this display when you are more than five points from it,
as it would from the LRS if you moved more than 20 points away.

As you continue to move, a yellow block star symbol appears in your LRS
- the star is ahead of you and to the right. Next, the planet appears in
your LRS as a light blue block, and then on your Tactical Display (TAC)
as a planet symbol ‘0’.

Your engines automatically shut down when you arrive at the planet,
and your Helm tells you that the target is reached. Press [N] at the
“Establish orbit?” prompt — we will deal with orbiting later.

SYSTEM NAVIGATION -MANUAL

Manual navigation is not normally a good way to travel in a system,
when you are just looking around. But it is a useful technique when you
are chasing (or avoiding) an enemy ship, or steering cautiously around a
starbase. So, for practice, let's navigate back to starfort manualily.

Set sublight speed to 0.3 using [F2] ([F4]) to give you a bit more time to
maneuver, start your engines ([F9)), and go straight to the System Map
(LAItNS]). Watch what happens.

Obviously, you are going the wrong way. On your present course, shown
at the bottom of the screen to the right of center, you will miss the
starfort by quite a large margin. Use [F§] and [F8] to steer your ship on
course (remember that using [Shift] with these 'rudder’ keys changes
your course by larger increments — 15° as opposed to 1°). Try to get a good
course to the starfort — it should be about 310, If you feel that things are
happening too fast between trying to read this and control the ship, press
[Altl[F] to freeze the game. When you are ready to resume, press [AItI[F}
again.

When the starbase is about 10 points away (within the green square on
your screen, which shows the extent of your LRS scan), switch to the
Main Display ([Alt][M]) and check in your LRS that the starfort is
directly ahead of you - if it isn’t, alter course. When it appears on TAC, it
should ‘come down’ the centerline straight at you. You must now slow
down your engines - [F4] ([F3]) — and come to a halt next to the starfort.
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Since you didn’t set a target, you will have to dock manually. The
command for this is in the Helm portion of Nav Control, so press [N}/ [H]
/ [D] and — welcome back to starfort. Though you would not normally use
this technique, it is very important to be able to do it properly when you
need to, so it is worth practicing.

Manual navigation when Target #1 is loaded is a real bear — the ship
usually doesn't know who to obey and switches between the computer
and the helm. However, you can use the Manual Helm Override switch
(IAII[H]) to temporarily disengage the set navigation target and allow
you to use manual navigation. When you want to resume movement to
the target, press [AIt][H) again. While the helm override is active, your
target in the NAV area turns white and flashes. You can alse swap or
delete targets by using the Targets command ([ NI/IS1/IR]).

HINT: When you Delete or Swap targets in the Targeter, press
[ENTERY], not {Esc), to exit the Targeter, or it will forget your changes.

NAVIGATJON BETWEEN STAR SYSTEMS

You must use the Targeter for a hyperspace trip - it cannot be done
manually. The procedure is much the same as for setting a system
target, but bear in mind that you do not have to instruet the Targeter
about the initial sub-space portion of the trip, to the edge of the system,

as it is done for you automatically. The first target of a hyperspace
journey is always another star system, no matter where you start.
NOTE: This is unlike other games, in particutar STAR FLEET I, and so
has confused even some experienced commanders, If somehow you have
confused the Targeter, your ship will do strange things — for instance,
instead of going into hyperspace, it sits at the edge of the system and
refuses to go further. In such cases, Delete both targets (press [ENTER]
afterwards) and reset them with the target system as the first target.

‘Note that your ship has to reach the edge of your current system (if a star
is present), AND must have a velocity of 0.9 before it can jump into
hyperspace to travel to other systems.

Having said all that, let's go. Call up the Navigation Map ([AI)[N)).
You can now see the entire region and all the star systems in it (each
represented by *+'). To explore a system without actually visiting it, you
can use a sensor probe. Move the TDB over the white star directly above
your location, at 29,2 (it will be covered by the TDB until you press [ 1)),
then press [P] to target a probe to that system. The Probes Display
appears, with Probe #1 targeted as instructed. Press [ENTER] to launch

it. Note in the lower left corner of your screen that the targeted system is
SS8-45, class O.
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the TDB again to target the light blue system SS-_33 at 28,3, and
g'(;:su[?l‘e] to bring ui the Targeter. This is a hyperspace journey, so you
need to set a speed of 1.0 or greater. Let’s select full _sspeed, but do not usg
just [Shift{F11 ([(Shiftl[F2]) since this sets the maximum possible spego
of 10.0 rather than the maximum safe speed (Max. Vel) which is 8.0.
set your speed to 8.0 by pressing [ShiftI[F11/[F3]/[F3]1([ShiftF2]/|F1]
/[F1]), and enter the target {(ENTERY)). :

m Map of the target system then appears, allgwing you to sel a
asAeoSo’:r targetr:vithin the gyst.em. You set this by moving the TDB to t.h'i
place you want to target and pressing [ENTER]: In this case, you don
know what is in the system except for the star in the center, so set the
TDB near the system edge, press [ENTER], and start your engines

([F9)). | 3
The journey takes place in three stages:

1) from the starfort to the system edge, at speed 0.9, followed by a jump
into hyperspace;
i from
2) from system to system, at speed 8.0, after which you emerge
) hypers)];ace and are told that target #1 has been reached and target
#2 loaded; and

3) ashort trip within the new system to the final target, at speed 0.9.

i ightj t another
There is usually a final, short, sublight journey when you targe
system, becau&u!ar your navigation computer is only accurate enough to put
you within 5 points of the target.

i ‘0’ with one dot over
Note on the Nav Map that the star symbol is now a ‘0’ wit
it, showing that there is one planet in the system. Go to t.he_Syst.em Map
(LAI)[S]), target the planet (set a sublight speed ~youareina system),
and travel there. During the journey, go to the Main Display.

Notice that, while this was going on, you received a message from Probe
#1 when it completed its mission.

ORBITING A PLANET

ou reach the planet, answer [Y] at the “Establish orbit?” prompt,
:‘:ll:let!.lhz Tactical Disglay will be replaced by the Orbital Display. Since
this is the first time the planet has been exaxmnpd c_losely, your scanners
will automatically activate and provide you with nfoymat:on which is
recorded in your Database. When you are asked_ Display planetary
map?”, press [N]-that display is not necessary at this level.
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Now let’s return to starfort, as you will be required to do at the end of
each mission. Call up the War Map (since starforts are visible on the War
Map but not on the Nav Map) by pressing [AIt]W] and target the nearest
starfort. Set a speed of 1.0 or greater. When the System Map is dis-
played, move the TDB to the starfort symbel and press [ENTER]. Start
your engines to travel directly to the starfort, and on the way go to the
Main Display, when you receive the “Shall we dock?” prompt on arrival,
press[Y].

LEAVING THE TUTORIAL

From the Main Display, press [C] for Computer, [8] for Special Services,
and [Q] to Quit. Press [Y] to confirm that you want to quit, but do not
give up on the mission. You will be returned to the Sign-On Options
Menu, .
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TUTORIAL #2:
TELEPORTERS 1-LANDING PARTIES

WHEN TO USE: Prior to mission 1-B.

PURPOSE: To teach you how to assign your ship’s personnel to
various landing party missions, and use your tele-
porters to transfer them to a planet.

REFERENCE: Krellan Command and Battle Manual
Teleporters - Section 5.2, pages 39-42

STARTING OUT

You are currently in system S5-20. Go to the System Map. By looking at
the PLANETS data, you can see that two of the planets, B and C, are
Class K (Krella-like), while planet A is Class F (Frozen). Remember that
landing parties can be put on any class of planet except Class G
{Gaseous). Move to planet B and establish orbit. Don’t get a planetary
map.

ASSIGNING TEAMS

Let’s survey the planet and set up a base. From the Main Display, press
[E] to enter Engineering Control, then [T] for Teleporters, and [L] for
Landing Parties. This will show the Landing Parties Display, which is
used to assign ten-member teams to any of the six inissions listed (refer to

‘pages 40-42 of the Battle Manual for mission descriptions).

To select a mission, move the highlight bar up and down_using the
up/down cursor control keys. First, move the highlight bar to the
Survey/Explore mission and, by pressing [ +] three times, assign three
teams to this mission. Then, move down to Establish Base and assign
three teams to this mission, then assign three more teams to Negotiate.
You can assign as many teams to your landing party missions as you
want, as long as you have enough personnel aboard your ship.

At the bottom of the MISSIONS list, you will see a supply category. This
is used to assign supplies to be sent down with your landing parties.
Since the planetary scan showed that there were supplies available on
this planet, your teams don't require supplies to be sent down with them.
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TELEPORTIN

Press [A] or [ENTER] to Activate the teleporters. As you continue to
orbit the planet, you will receive messages from your landing party, first
that they have started their missions, then that they are under attack
and that the planet’s name is YUWXE. Notice that the planet is neutral
(the planet name appears in blue letters).

Return to the System Map, navigate to planet A, and establish orbit. The
scan shows that this planet is Class F with no intelligent lifeforms and no
supphgs. Teleport three teams to survey the planet, and two teams to
esta-bhsh a base. Since the scan showed that there were no supplies
available, move the highlight down to Supply and assign 20 units using
[+). Activate the teleporters.

You may have noticed that the party on planet SS-20B is sending you
messages. They have established a base, and the natives have attacked
then bquen off their attack. The base gives the party interstellar
communications capability; if they ever have any problems or sight
enemy ships, they will notify you no matter where you are in the region.

Now, return to planet 85-20B. Continue as if you are going to teleport
another party to the surface. Notice the prompt “Beam landing party
up?”; press [Y). The landing party display that appears shows the teams
that are currently on the planet. Since the planet survey is complete, you
can recall those teams. Move the highlight bar to Survey/Explore and
press [-] three times so that the number of teams left reads zero. Do the
same with the negotiating teams, then activate the teleporters. Leave
the base personnel on the planet to protect the base from enemy attack.
If you had wanted to recall all the teams, you could have pressed
[Shift)[A] then [ENTER].

Go to the War Map and return to a starfort. After docking, quil the
tutorial.
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TUTORIAL #3:
TELEPORTERS 2- MATERIAL AND
PERSONNEL TRANSFER

WHEN TO USE: Prior to mission 1-C.

PURPOSE: To use your teleporters to transfer personne! and
materials between your ship and another ship.

REFERENCE: Krellan Command and Battle Manual
Personnel Transfer — Section 5.2.3, page 46
Material Transfer — Section 5.2.4, page 47

STARTING OUT

You are in orbit around planet SS-16A. You are fairly low on both
personnel and supplies. Fortunately, supply ship KS-9 is also in orbit.

PERSONNEL TRANSFER

Personne! can be transferred between your ship and another Krellan ship
when it is next to you or both are in orbit around the same planet.
Personnel can also be transferred with starforts, planets, and captured
ships or starbases. Your battlecruiser can hold up to 550 crewmembers
and 300 shock troops, as well as 500 enemy captives.

Go to the Teleporters option ([E]1/ [T]) and press [P} {o transfer personnel.
A Target Designator Box will appear in the Orbital Display. Move the
TDB over the supply ship and press [ENTER] In the Personnel Transfer
Display, the green numbers show the number of shock troops, crewmen,
and captives aboard your ship (OUR SHIP) and the supply ship. The
white numbers show the number of personnel that you want to transfer
from that location. These now show zero, since you have not yet assigned
any personnel.

To select the type of personnel to be transferred, move the highlight box
up and down to the appropriate row. Move the box to the right to
highlight the supply ship’s shock troops and, using { +1, assign 2@ shock
troops for transfer. Move down one row and assign 20 crewmen. Press
[ENTER] to activate the teleporters. You will receive a message that the
personnel were transferred, and the number of shock troops and crewmen
in the DATA display will both increase by 20.
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MATERIAL TRANSFER

You can transfer materials with another ship in a similar way. Press [M]
for Material Transfer. Move the TDB over the supply ship and press
[ENTER]. This brings up the Material Transfer Display. Notice that
the hlghlight box is now in the Energy row. Move the box over to the
supp!y ship column and press [ +] 20 times to assign 1000 units of energy.
Continue to move down the column and assign 20 torpedoes, 185 units of
supplies, § sensor probes, and 2 obliterator pods.

Wh.en all materials have been assigned, press [A] or [ENTER] to
activate the teleporters. Once again, you will receive a message
confirming the transfer, and the amounts in the DATA display will
change appropriately. Return to starfort and quit the tutorial.
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_TUTORIAL #4:
WEAPONS

WHEN TO USE: Prior to mission 1-E,

PURPOSE: To show you how to blast the enemy using your
torpedoes and phasers (in both automatic and manual
modes), and obliterator pods.

REFERENCE: Krellan Command and Battle Manual
Weapons Control — Section 6, pages 49-53

STARTING OUT

You are in orbit around planet 55-18A with three enemy freighters.
Weapons are at the default setting (Automatic targeting, set to Destroy),

TORPEDOES AND PHASERS

Freeze the simulation by pressing [AlItNF] so we can examine the
weapons systems and other information without interruption.

In the Main Display, above the TARGET DATA box, are the letters
“PTT” These tell you the status of your one phaser bank (P) and two
torpedo tubes (T T). At present these indicators are green, which means
that they are ready to fire. If an indicator is red, that weapon is not
ready; if an indicator is black, that weapon is not operational (your
phaser or torpedo control is seriously damaged, you have no phaser
energy left, or you are out of torpedoes).

Just below these indicators is the Target Data Display. In the upper
right corner of the display is the number of torpedoes you have
remaining. The column labelled “R.Pos” shows the relative position of
any enemy units in firing range. “Hdng” and “Vel” tell you in which
direction, and at what speed, that particular target is travelling. The
"Wpn” column shows which weapon is locked on that target.

Note that the letters in the Wpn column are color-coded; red indicates
that the weapon is set to Destroy, yellow indicates a Disable setting, and
blue indicates Standby, The background color of the letter tells you the
targeting mode: white for Manual, black for Automatic.
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FIRING YOUR WEAPONS

Since you are ready to give the enemy a blast, unfreeze ([Alt)[F]) and
press [Shift)[F10] to fire torpedoes at two of the freighters.

HINT: When firing on the move, be sure to have the [Shift] key down
before you press [F'10], or else your ship will stop in the midst of battle.

Now hit the third freighter with the phasers — [Shift][F9). When a target
is hit, you will get a report telling you the damage caused. Note that you
can’t fire again until your torpedo tubes are reloaded or the phasers are
re-energized; for a short time, the indicators turn red.

When your shots have hit, freeze again. This time we will set the
torpedoes manually, so press [W] for Weapons Control and [T] for Tor-
pedoes. The report you get confirms that they are at the default setting ~
Auto/Destroy,

First, press [S] to put Torpedo #1 on Standby -~ we won't use this tube for
the moment. Then, for Torpedo #2, press [M] for Mode and [M} again for
Manual. A TDB appears in the Orbital Display; move it to the freighter
you want to target and press [ENTER]. Go back to the Main Menu
([Alt}M]) and note the changes in the Target Data (a white box has
appeared behind the second “T”). Unfreeze and fire your torpedoes as
soon as they are ready. Only one will fire, and will hit the target you
designated. You will get a message box declaring you have completed
jlr)oeur mission — ignore! Freeze again and reset both torpedoes to Auto and
stroy.

You can set a torpedo to Disable rather than Destroy. By disabling an
enemy ship, you can use the tractor beam to draw it in and board it (if its
shields are down).

Phasers can also be fired in Manual mode just like torpedoes. The setting
procedure is exactly the same. Unfreeze, go to the Main Display, and fire
your weapons until the freighters are destroyed or move out of range.

FIRING YOUR WEAPONS IN NORMAL SPACE

You can fire weapons while travelling in normal space (sublight speeds),
just as when in orbit. Targets must be in range (10 points for torpedoes, 5
points for phasers) — check the Target Data to be sure. Also, your Wea-
pons Officer will tell you when your weapons are locked onto a target.
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CONTINUOUS TORPEDO FIRE (BARRAGE MODE)

If you have not selected a bombardment mode, you can order your
Torpedo Control to fire whenever possible (i.e. when a tube is loaded and
locked ontoe a target) by pressing [AItI[B]. A flashing “Cont” will appear
on the weapons indicator line. This lessens your work load during
combat, but you must fire phasers yourself. To cancel the barrage mode,
press [AltIB] again (or enter hyperspace).

OBLITERATOR PODS

This last weapon is used exclusively to destroy -planets. You have two,
each of which wipes out about 0% of a planet. Just for fun, let's blast
planet 18A. From the Main Display, press [W] for Weapons and then [O]
to release a pod. Press [Y] to confirm firing and start the countdown.
After it detonates, launch your second pod to destroy the planet.

Using pods is not always a good idea, since the Krellan Empire
desperately needs planets to colonize and exploit, even unattractive ones.
Quit the tutorial.
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TUTORIAL #5:
ESCORTS

WHEN TO USE: gfker promotion to Centurion, but prior to mission

PURPOSE: To show you how to assign your escorts to formations,
set targeting options, and issue escort commands.

REFERENCE: Krellan Command and Baittle Manual
Escorts — Section 10.4, pages 76-80

STARTING OUT
Your ship and four destroyer escorts are docked at a starfort.

FORMATIONS

There are 17 escort formations, 15 of which are illustrated on page 77 of
the Ba.ttle Manual. Before you leave a starfort, you should assign a
formation to your escorts; otherwise, they will stay behind. (If you do
leave them behind, you don’t need to go back for them; just assign a
formation and they will eventually catch up to you.)

For now, put them in Box formation (#1). Press [G], then [E] to get to the
Escorts commands, then [F] for Formation. A formation display appears
on the right of the screen. Scroll through the formations using the | +1
and [-] keys (or up and down cursor keys) to look at them all, then put
Formation #1 on the screen and press [ENTER] to assign the formation.

Go to the Nav Map and target S5-41 at Reg Loc 6,9. Then return to the
Main Display. Start your engines and watch your escorts leave Lhe
starfort and go to their assigned positions. Your escorts appear a
brighter green to distinguish them from other Krellan destroyers nearby.

When you have reached the target system SS-41, target planet 41A and
establish (_n'blt. You will then be asked "Escorts to orbit?”. Press [N] this
time, receive the scan data, and refuse the planetary map.
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SYSTEM SEARCH FORMATION

Formation 17 is called System Search. When ordered to this formation,
your escorts will go to the four corners of the star system. The entire
system is then under observation with the combined LRS scans of the
four ships, making this formation useful if you want to make a quick
survey of the system.

Now set your escorts to formation #17, System Search, and go to the
System Map to watch their progress as you orbit the planet. One by one,
they will reach their assigned stations and report that they have not
detected any enemy. When they are all on-station, return to the Main
Display and change to one of the other formations (1-15). Press [O] to
switch to the Tactical Display and watch them return to near the planet.

ESCORT TARGETING

In the Escorts menu there is a Targeting command. Press [T] to display
the options in the Escorts Targeting Command Window, and for practice
let’s assign a different option to each escort. Select the number of the
escort you want by using the right and left cursor keys, then pressing [ +]
when the escort number you want is highlighted (you can also select
“ALL” for all four escorts). Select a targeting option by using the up and
down cursor keys to highlight the one you want. Note that you must
have selected at least one escort before you press [ENTER] to confirm the
targeting option. If you want to deselect an escort which is already
selected, use the [-] key.

Set Escort #1 to Disable, Escort #2 to Slave to Us (remember to first
deselect Escort #1), Escort #3 to Exclusive Fire, and Escort #4 to Hold
Fire. This is a pretty weird combination which you wouldn’t normally
use, but the idea is to give you experience in setting the options. If you
use this in actual combat, the effects are:

Escort #1 will try to disable, rather than destroy, its target.
Escort #2 will fire at anything your ship fires at.

Escort #3 will fire at any target your ship does not fire at.
Escort #4 will not fire at all.

Note that, if you have done the job properly, the escort listing at the top of
the Escort Targeting Command Window will show the first letter of the
assigned option for each destroyer under the “T” column. In this case you
will see "D”, “S”, “E”, and "H".
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The last option, Bombardment, can only be assigned to an escort that is
in orbit with your ship. To illustrate this, close the Targeter window by
pressing [Esc], and move away from the planet using manual navigation.
Then use the Targeter to return to the planet. This time, instruct your
escorts to orbit with you (you can do this more quickly using one of the
escort Commands ~ see below). When all the escorts arrive in orbit, set
them to Bombardment targeting mode and watch them fire a few salvos.

Go to the War Map and target a system containing a starfort, but don’t
target the starfort itself. Instead target some place on the other side of
the system. Leave orbit and go to the target system,

ESCORT COMMANDS

The third option on the escort command line is Commands. Commands
are given in the same way as targeting options are assigned, using cursor
keys, the{ +]and [-} keys, and [ENTER].

The Data command shows the escort information table illustrated on
page 70 of the Battle Manual. (If you assign this command to ALL
escorts, pressing any key moves the display from one escort to the next.)

Set a manual course for the starfort and start moving towards it, but give
yourself enough time to experiment with escort commands while moving
- perhaps on this occasion, set a speed of 0.2.

The Release command is used to release an escort from his duties and let
him go his own way as an independent destroyer. Use this command on
Escort #1, then go to the Main Display and watch him leave station (but
don’t let him get out of TAC range; if necessary, freeze the simulation).

Next, return to the Commands box and use the Swap command,
designating Escorts #1 and #2. There isn't an Escort #1 at present, so
this will allow you to watch, in the Main Display, Escort #2 move to the
station previously occupied by Escort #1. The #2 slot is now vacant.

Now use the Conseript command (be sure the previously released escort
is in TAC). You do not have to select an escort number. Instead, a TDB
appears on your TAC. Move it over the released destroyer (which is not
as bright as your current escorts) and press [ENTER]. A message of
acknowledgement appears at the bottom of the command window; press
[Esc] and you will get the message “Escort Conscripted”. Return to the
Main Display. The newly conscripted escor{ will turn bright green again
and move to station (now as Escort #2}.

There is a chance that, between the time you release the escort and the
time you try to conscript it again, Fleet HQ will assign it to other duties.
In this case, your Conscript command will be refused, and you will be left
with only three escorts. If you want a full complement again, you will
have to find another destroyer willing to join you.
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The Rendezvous command simply brings the escort close to your ship.
This is the command you could have used to bring all four escorts into
orbit before using the Beombardment targeting option. Try it now on all
four escorts and watch them cluster around your ship. You can resupply
them, using your teleporters, when they are close enough to you.

Go to Station commands the selected escort to stop whatever he is doing
and go to his proper station. It will cancel a Rendezvous, for instance, but
sometimes you may also find your escorts behaving in apparently aimiess
ways or even flouting your orders. In this case, a Go to Station command
should do the trick. Quit the tutorial.
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TUTORIAL #6:
BOARDING PARTIES

WHEN TO USE: Prior to mission 2-A.

PURPOSE: To board and capture enemy ships, and use your

tractor beam to tow them

REFERENCE: Krellan Command and Battle Manual
Boarding Parties - Section 5.2.2, pages 42-45

STARTING OUT

You arein o_rbit around planet 85-46B, and so is an enemy freighter. The
sxmulatu?n is frozen so that the enemy cannot run away while you make
preparations.

ENEMY SURRENDER

Pre'ss (1} for Science Control and [S] for Scanners, then use the TDB to
dgmgnate the enemy freighter for a scan. You will see from the data
dlspla.yed that the freighter is already quite low on energy, but its shields
are still up 80 you cannot board immediately (you can never board an
enemy ship or starbase unless its shields are down).

Yoq ha.ve two choices if you want to capture the freighter: shoot at him
uptll his sh}elds go down, or bully him into putting them down himself.
Since shooting carries the risk of destroying the ship, try diplomacy first.

Use [AltNM] to return to the Main Menu, then press [M]/[S]/[E] to send
a message to the enemy ship. Now select the freighter using the TDB
u{hlch appears. This brings up the Message Transmission box on the
rl.ght.of your screen. The top option, Demand Surrender, is already
highlighted and is the one you want. Press [ENTER!I to send the
message, and you will receive a surrender message from the freighter.

BOARDING

Return to thq Main Menu and press [E]/ [T/ [B] to select the Boarding
Party option in the Teleporters menu. You are told that 150 shock troops
are ready to go, but need orders for what to do with the enemy. personnel.
Select Capture this time - we’ll be lenient for now, knowing we can
torture them later. :
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The Kill option is self-explanatory — take no prisoners. Hit and Run is
useful when you have a limited number of shock troops. They go on
board, try to knock out some of the enemy ship’s critical systems, then
quickly return.

A profile of the enemy ship now appears, and there is a blinking
teleporter cursor at the top left corner of the screen which is used to
target the places where your teams will arrive. You can send them
anywhere except within the ship's critical systems (the shaded areas).

Use the cursor keys to move the cursor to a point just to the left of the
bridge (see the freighter diagram on page 123 of the Battle Manual - the
bridge occupies most of the topmost deck) and press the [Space] bar to
select that site. A boarding team icon will appear there. Similarly, using
the curser keys and the [Space] bar, select four other sites, then press[A]
to Activate the teleporters. Since the ship has already surrendered, there
will be no battle and very soon the entire freighter will turn green to
indicate your capture. You will also receive a message telling you how
many prisoners have been taken. Use [Esel to return to the Main
Display.

You will be asked whether you want to recall the Boarding party -
answer [Y], but press [N] to the question regarding leaving a team of
guards (see the comments about prize crews later). Note that, in the
Orbital Display, the freighter is now Krellan green, and the red alert is
cancelled.

You now have three choices. You could leave the ship in orbit, which
doesn’t do you any good, and may allow the UGA to recapture it later.

Another choice is to return the captured ship to a starfort. In this case,
you would use the Personnel Transfer option to teleport a prize crew — at
least 10 shock troops and 20 crewmen — to the freighter. They will repair
the captured ship and deliver it to a starfort.

HINT: If you leave a team of guards when returning from the capture,
you need only transport the 20 crewmen over later, since the 10 shock
troops will already be there.

HINT: Captured enemy freighters usually have enough energy to make
the journey to a starfort unaided, no matter how hard you hit them before
capture. However, other enemy ships may need additional energy, in
which case you can use the Material Transfer option to teleport energy to
them, If you forget to do this, and later wonder why the captured ship
hasn’t yet reached a starfort, this is the reason. It is best to allow them
200-300 units of power for the return to starfort.

The “prize crew” approach is usually used to free up your ship for other
endeavors, but it takes some time for the prize ship to be delivered and
depletes your crew. So we will use the third option, which is to tow the
captured enemy vessel using the tractor beam.
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Be:fore you_locl.: onto the freighter, you must get close encugh todo so. Do
this by adjusting your orbital altitude, using [Shift] with the up and
do!.vn arrow keys._ This changes your orbit and allows you t¢o move
ad']aqent to the freighter — sometimes a tricky operation. Make sure the
grid is on (press [AItI[G] if it isn’t). This will show the orbital positions.

When you are next to the freighter, either in the sam j

L : L R e or an adjacent
orbit, go to Engmeerl.ng and press [B] for Tractor Beam. Move tl:g ';g;?o
over tl_:e captpred ship and press [ENTER]. If you were close enough
you will receive a report confirming lock-on. If not, you will have t(;

acgier::; adjusting your position and altitude until a lock-on can be

Now_, with the enemy in tow, return to a starfort and dock. You will
receive a message of congratulations. If you had used the prize crew
approach, the arrival of the captured ship at a starfort would have been
reported to you. If fgr some reason along the way your shields are raised
the tractor beam.wﬂl be cut off and you will have to reacquire it after
lowering your shields. Remember that automatic shield raising ean be

disabl . . .
d l:stzll?l :f by changing Auto Shields to manual (press [AMNAD. Quit the
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TUTORIAL #7:
PLANETARY INVASIONS

WHEN TO USE: Prior to mission 4-A.

PURPOSE: Learn how to capture a planet directly, not just by
bombardment. An invasion gives you the chance to
do battle with the planetary militia and any UGA
troops which happen to be there.

REFERENCE: Krellan Command and Baitle Manual
Planetary - Section 10.3, pages 73-76
Invasion Control — Section 13, pages 86-104

SPECIAL NOTE: Planetary invasion is a very large part of the game,
and no tutorial can possibly cover it all. Also, events can move quite
quickly during the fighting, and although you can freeze the simulation,
you should familiarize yourself with the invasion command structure so
you don’t spend too much time in freeze. So please read the two
referenced sections carefully before continuing with this tutorial. In
addition, please delete all the PAF*.0 files from the existing directory or
diskette before using this tutorial.

STARTING OUT

You are in orbit around planet SS-20A. You have already asked Fleet
HQ for permission to invade and have received that permission. Now the
invasion force has arrived and is in orbit with you. Freeze while we
examine the available information.

INFORMATION

Press [G}/ [I] from the Main Display to show the Invasions screen. The
invasion under your control is listed, so you can see what ships have been
assigned (and that one destroyer has been assigned but has not yet
reached orbit, but we won't wait for him). This screen will also show any
other invasions scheduled, whether under your control or not. When you
are of higher rank, you can schedule or cancel invasions from this screen.

Note that your invasion data also include other useful information such
as the number of enemy militia and UGA troops (if any) on the planet’s
surface, the original number of cities and the number now remaining, the
number of legions at your disposal, and so forth.
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STARTING THE INVASION

Press [Esc] to return to the Strategic Command menu, then press [P) for
Planeta.ary. Ignore Bombardment this time ~ you have. probably used it
many times by now — and instead select Orbit Control ([O}). There will be
a pause at this point while the Planetary Invasion part of the program
loads gignore the “Computer Malfunction” message - it’s expected), then
you will see a planetary map with a lot of information about the planet.
Cxt1.eS are shown as X’ (or *+’ if already destroyed). Use the cursor and
[Sh1f!:} cursor keys to move the TDB onto an active city and View it by
pressing [_V]. This will bring up a map of the city, showing the various
enemy umt_s, shields, phasers, and so forth. Your invasion in this tutorial
is against light enemy forces, so the nasty stuff isn’t present, but you will
see 1{ sooner or later in your own missions.

Let’s degtroy this city. Press [Ese] to return to Invasion Control and
then, w1.thout moving the TDB, press [B] for Bombard. To your
sgt-lsfactmrl, the city is wiped out. Now check to see how many active
cities remain, then continue destroying cities until only four are left.

Move the TDB in turn to the remaining four cities, and press [S} each
Elmf to select them as invasion zones. The city symbol will change to
[1”. You wont need to view each city, you will see them all soon
:glougx& Press [I] to start the invasion after the four cities have been
ected.

THE INVASION

You are in Invasion Control. The screen shows the four invasion zones
you have selected, and four blank zones (a maximum of eight zones are
allowed). Below these, the table (information panel) shows that you have
16 s.shock troops and 28 warrior units in orbit, and four drop ships
available. Remember that if the game is getting ahead of you, you can
freeze and unfreeze at any time with [AltJ[F].

The coqtrol keys [F1] through (F8} give you views of invasion zones 1-8

respectively (this time you will only use {F1]-[F4]), (F101 t.oggles'

between the current invasion zone and the Invasion Control sereen, while

[FB] returns you to the Invasion Control screen. The selected zone is

indicated at the top right corner of the information panel, and is

ﬁurrently Zone 1. The zone can be changed using the left and right arrow
eys.

Only shock troops can start the invasion, since they can teleport to and
from the planet's surface without using dropships. Their main task is to
construct a landing pad so that drop ships can transport warrior cohorts
to th(_e surface. Shock troops are elite but lightly armed cohorts, whereas
warrior cohorts are much more powerful. But shock troops are more
valuable because of their ability to telepert and should be conserved.
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Now let’s get things going. Press [A) to Assaull Zone 1. Choose the
northeast corner of the zone by pressing [2] when asked, then select three
{[3)) shock treop units. Confirm the assault, and the invasion will begin.
Three units are usually not enocugh to capture a zone, but in this case we
have selected a very weak opposition.

Press [F1] to view Zone 1, and notice in the ETA box towards the top
right corner that the time of arrival of your shock troops is given. The
actual invasion time, on all invasion screens, is shown at the right end of
the uppermost line.

Return to Invasion Control ([F10] or [Esc] and select invasion Zone 2
([—=D. Assault this zone with three shock troop units in the northwest
corner. Also send three units to Zones 3 and 4, selecting which part of the
zone to assault. Note that the “In Transit” information changes as your
shock troops leave orbit and beam down.

Go to Zone 1. If your shock troops have not yet arrived, wait until they
do. Using the cursor, select the unit which is farthest away from the
enemy, then Order it ({O]) to Construct a landing pad ((C]). You are then
told, in the ETA box, when the pad will be complete.

You are allowed to determine, in general or specific terms, how units in
each zone will behave. Your options are listed by pressing [G] for
General and [C] for Command. H you really want to order every individ-
ual unit for yourself, choose [D] for Direct. However, in an invasion of
any magnitude you are not going to have time to cope, so we strongly
suggest one of the other commands (if you don't select anything, the
default is [P] for Protect). Detailed Command descriptions are found on
page 91 of the Baitle Manual, but in this case select [R] for Reduce.

Go to the other zones in turn, order the construction of a landing pad in
each, and Command them as you want (if you use different commands in
each zone, you can see how each one works).

Return to Invasion Control and await completion of the first landing pad.

DROP SHIPS

After a while, you will receive a report from Zone 1 that the landing pad
is complete. This is also indicated by a landing pad symbol to the left of
the small zones map label. Now get the warriors involved. Select [D]/
[B], then [W]/ [6] to load six warrior cohorts on the drop ship. Using left
and right arrow keys, make sure that Zone 1 is selected, then press [L] to
Launch the ship to that zone.
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Repeat for the other zones as those landing pads are completed. (This is
overkill, but never mind.) Remember to select the correct zone before
launching! If by chance a landing pad is destroyed, instruct one of the
other shock troop cohorts in that zone to construct another one. And, if
you really need to do so, send a few more shock troop cohorts down to
fight the enemy while the construction is going on.

When the drop ships land, you will receive reports to that effect, and it
will .aut.omatically unload the warriors. As the warriors disembark in &
particular zone, go to that zone and give the Standard command ((G}/|C|
/ [S])_. Or, you can do this from the Invasion Control screen by selecting a
particular zone and ordering troops in that zone via the Battle command
(iBD. You may also order a drop ship back to orbit by going to the zone
map, selecting the drop ship, and ordering it to launch.

SUCCESS

Eventually you will receive messages from each zone that the enegmy in
that zone have surrendered, and finally you will get a message saying
that the planet has been subjugated. At this point, command troops in
each zone to Withdraw (IW]) using the Command option. The shock
troops will beam up and the warriors will board the drop ship in their
zone. If by any chance there is no drop ship in a zone, but warriors are
there, send an empty drop ship down.

Return to the Invasion Control screen and await the arrival of all troops.
When they have all arrived, press [Escl and you will get a “Legionary
Honors_ Report”. The higher honors, of course, go Lo the victors in the
more difficult invasions. Leave that screen ((Escl) to return to Orbit
Control, where you will be given the option to Drop Off your legions. You
have fm_u' in orbit; drop two, just to keep the peace, by pressing [D]. After
two legions have been dropped off, press [H] to Halt the transfer. It is
important to drop off some legions to hold the planet, in case the UGA
shows up later to make a recapture attempt.

Return to orbit l_)y pres_sing [Escl. The planet’s name is now Krellan
green, and you will receive a message of congratulations, with a bonus of
some slaves thrown in.

Well, that invasion was a breeze — a neutral planet with no UGA forces.
You can't expect them all to be as easy as this! Quit the tutorial.
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TUTORIAL #8:
STRATEGIC COMMAND

WHEN TO USE: Prior to mission 5-A.

PURPOSE: When you are Sub-Admiral or higher rank, a whole
new set of commands becomes available to you, since
you now command other forces in the region as well
as your own ship and escorts. This tutorial addresses
the basic principles only — the scope is too large lo
cover completely in a tutorial of this nature.

REFERENCE: Krellan Command and Battle Manual
Strategic Command - Section 10, pages 68-73

STARTING OUT

You are in orbit around planet SS-5A and have only two escorts
remaining. Freeze while you investigate.

COMMANDING OTHER KRELLAN SHIPS

Go to the System Map. There is a red dot near the planet — this is an
enemy heavy cruiser, and almost certainly the cause of your problems.
Go to the Main Display. You are quite low on supplies and in no state to
confront a heavy cruiser. A call for help seems in order, but don't go to
Communications; there is a better way now that you are in total
command.

Press [G] to enter Strategic Command, [R] for Regional Command, [T]
for Total, and [8S] for Space Forces. All the Krellan ships are listed
according to classificafion. Note that there is no E2 or E3,

While still on page 1 of the listing, press [0} to see the orders of all these
ships. Notice that supply ship KS-4 EREIKJJI is in Free Operation at
Starfort 2 — an ideal helper. Move the cursor down until that ship is
highlighted, then press [ENTER]. This displays the command window
for that ship. Select Rendezvous and press [ENTER]. You will receive a
message acknowledging the order. Press any key, followed by [Ese], to
return to the space forces listing.

Another battlecruiser could be useful. Only two are available — KS-0
SLAYER and KS-1 CONQUEST. If you look al their orders, you wiil see
that they are both invading planets. You need help, so move the
highlight to SLAYER and order a Rendezvous.
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You now want to replace the missing escorts. Press [PgDn} to move to
page 2 of the status report and check orders. All these destroyers already
have orders. Go to page 3 and check orders again. Notice that two
destroyers, KS-33 GWEZN and KS-36 ICE, are in Free Operation. Order
them to Rendezvous (you can use the Conscript command when they
arrive). Press [Esc] to leave the status report.

Press [0] to see the total Krellan losses in this mission. Two destroyers
have been destroyed — your two escorts (don't you feel ashamed?). Press
[Ese) until you reach Local/Total, then press [L} and [S] to list the ships
in the same star system as you. Then return to the Main Display.

ACTION

NOTE: Here the designers of the tutorials have a problem associated
with the enemy heavy cruiser. To allow the ships you have just
commanded to move, you will have to unfreeze, but we cannot predict
what the heavy cruiser will do. There are three possibilities: it will go
away, it will stay where it is, or it will enter orbit. We expect it to go
away, but if it doesn’t you may have an unexpected battle on your hands.

Unfreeze. After a few moments, you will begin to receive messages about
the ships you ordered to Rendezvous — first arriving in your system, then
reaching orbit. When the supply ship arrives, resupply your own ship
and, by double-transfer, your escorts. When the destroyers enter orbit,
Conscript them.

Afier you have conscripted your new escorts and finished resupply, target
planet S5-10A at Reg Loc 24,4 and leave orbit with your escorts. If the
heavy cruiser is still there, at least it is on the other side of the planet,
and you may escape without having to join combat. Enter orbit around
35-10A and order your escorts to orbit also.

Earlier you stole an escort from KS-0; now return the favor. Press iIGl/
[R] / [T} / [8] for the space forces list and find a candidate. KS-26
ZZCIWNSZ is not a good choice. As you can see from the Data command
(IDD, his LRS is damaged and he has only 4% power. KS-20 IEOYV isa
better choice. Command him to Escort ship ([ED, then select KS-0 as the
ship to be escorted. Press [ENTER] to receive acknowledgement.

INVASION COMMAND

Though normally we like to command invasions, let someone else have
the honor for a change. Freeze the simulation, then go to the Nav Map
and call up a Database on the star system at 20,13. There is a UGA
planet in the system - a good target. Note its number (48A), and press
[Esc] then [S] to go directly to Strategic Command. Press [T] for Totat,
then go to the Space Forces report. :
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Call up the battlecruiser CONQUEST and order him_to invac!e planet
SS-48A. You can also order some troop ships to assist at this stage.
Select KS-6 (JBVJ) and KS-16 (MYE) in turn and order them to invade
SS-48A.

RENDEZVOUS

Go to the Main Display. You may already have noticed that all the ships
with Rendezvous commands are still following you around, and they will
continue to do so unless ordered otherwise or running low on power.
View the local forces and their orders. Except for escorts (yours and those
of KS-0), all the ships in orbit are commanded to Rendezvous. Order KS-
0 to patrol the system on the lookout for the enemy, and order the others
to return to Free Operation,

CONCLUSION

This is just scratching the surface of Strategic Command, to give you a
flavor of grand strategic operations. Experiment an_d observe, and be
sure you know how to use the great power at your disposal before you
tackle the really tough missions. Quit the tutorial.
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STRATEGY, TACTICS, AND HINTS

First, let us make one thing clear. No one, not even the author, knows
STAR FLEET Il completely — it's just too big! We know of very few people
who have reached Imperial Tribune. Se, in case you thought this section
would be the Tablets from Mount Sinai, please understand that its
collective wisdom is far from complete. There must be a lot more we
haven’t discovered yet.

Everyone develops their own tactics, strategy, and techniques. Ours are
not necessarily “better” than anyone else’s, but hopefully even the most
adept Krellan out there will pick up a few new tricks from this section.

STARTING OUT

At the beginning of a mission, the mission clock will not start until you
actually start your engines. So, its worth taking the time to examine the
region you are in to locate class F or G star systems, black holes, and
other starforts. Set your first target to a suitable class F or G system,
preferably in a cluster of systems to give you a good probe spread.

Speaking of probes, in missions that the time allowed is the main enemy,
it is important to get probes working for you as early as possible. Here's a
trick which helps. When docked at a starfort, send out probes to all
systems within range before you start moving. If you are docked during
the course of a mission, the probes will be replaced automatically, but at
the start of the mission you will have to do this yourself (using Material
Transfer). Strictly, this is stealing more than your fair share, but who's
going to complain? This way, you could command up to 10 probes before
resupply, though only five can be in use al any one time. Get into the
habit of regular detonation of those probes which are passive (though
make a note of those reporting enemy activity). Also, try to send probes
to the star systems which are more likely to have ‘useful’ planets (class F
and G) rather than just scattering them around.

You can also use Personnel Transfer to allocate yourself more crew and
shock troops. But remember that with more personnel on board, supplies
are consumed more rapidly and will be depleted earlier than usual.

Since the first few star systems you visit will probably be unknown before
you arrive, set your second target near the edge of the System Map.
Then, if there is nothing in the system worth exploring, it takes only a
short time to leave. Also, if you arrive in the system and the only planet
is on the other side of the System Map, it’s quicker to jump to a nearby
star system and target the planet from there, rather than navigating
across the system at 0.9. '
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PROBE REPORTS

‘Enemy activity’ can mean a number of things — an enemy ship in the
system, enemy on a planet, or an enemy starbase. If you get an ‘enemy
activity’ report, form a theory and test it. If the system has no planets,
that cuts out the second possibility and makes a starbase probable
(frustrated players of mission 1D please note).

But it may not be a starbase. It may be a UGA trick which has frustrated
many players. It works like this. You get a report of enemy activity from
a probe, race to the system and explore it, only to find nothing there. You
call up the probes control and find that enemy activity is still reported.
Either the enemy ship is deliberately keeping its distanee (your LRS only
scans 20x20 whereas a System Map covers an area 80x80) or there is
something strange going on. Players above the rank of Altern can put
their escorts in system search, but what if the search reveals nothing yet
the probe still reports enemy activity?

The answer is to go to the corners of the star system, so that your LRS
actually covers an area outside the System Map. Somelimes enemy
ships, especially scouts, lurk there. Don't forget, you can move beyond
the edge of a star system — and if you can, so can the UGA! Scouts are the
easiest enemy ships to kill (though you rarely actually catch sight of
them), but you must decide whether it is worth your time to explore those
remote areas. If you are after larger prey, it probably isn’t.

The ability of probes to give information about enemy ship movements
makes them useful even in long missions, after most or all systems have
been mapped. Note that a probe will report an enemy ship entering a
system, but not one leaving it (the same as an established base). A probe
can't provide as much information as a base, but can be used in systems
where you can’t send a landing party, such as a system containing no
planets or only a class G planet which you suspect also has a starbase.

ENEMY SHIPS -MOVEMENT AND LOCATION

Many comnmanders faced with the task of capturing or killing a light or
heavy cruiser have spent days searching systems without even seeing a
cruiser, let alone engaging one. Here are a few hints.

Planetary bases and starforts are the most common sources of
information. Most of you have received the messages “Enemy ship
arrived in our system” and "Enemy ship has just entered orbit” from an
established planetary base. The ship is usually a freighter or starliner.
What if you receive the first message, but it's not followed by the second?
Has the enemy ship left the system, gone to another planet in the same
system, or to a starbase in a part of the system you haven't explored?
{This can help you locate starbases.) If the system contains only one
planet, there is a good chance there is a starbase there.
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Occasionally a starfort will send the “"Enemy ship arrived in our system”
message. If you are cruiser-hunting, go there quickly! The enemy is
nearly always a warship, and is often a cruiser.

Enemy warships often hang around, or in, starbases. If you are adept at
destroying starbases (which also destroys any ships docked at the time),
then go for it. But if you need to capture an enemy ship, rather than kill
it, there are a few tricks which semetimes lure them out.

The first one is the familiar tactic for destroying a base and keeping
g‘easonably safe. Steer towards it with escorts in a suitable formation (#6
is popular), and as soon as you get in range fire off a salvo of torpedoes
(the more daring will send two or three salvos before turning). Then
execute a 180° turn and get out of the enemy’s range. After a short time
do another about-face and repeat the tactic as many times as you can get
away with it. This is not only a good tactic for defeating a starbase, but it
also stands a very good chance of luring out any warships docked at it.

Of course, the first time you get within range of a starbase, have a look at
the Target Data Display. If you are warship-hunting and there is only
one target (the starbase itself) then you have made an unfortunate
choice, but you might as well wipe out the starbase anyway.

The second trick works only if there is an enemy planet in the same
system as a starbase (it may also work if the enemy planet is in a system
close to a system with a starbase). Simply orbit the planet (with escorts)
and bombard it. Often enemy ships will emerge from the starbase and
race to the planet to try to stop you. But be careful when going into orbit
in the first place, since your ship may enter orbit with shields down. If an
enemy cruiser is already lurking in orbit waiting for you, that could well
be the end of that mission.

PLANET EXPLORATION AND BOMBARDMENT

There are several opinions about the number of landing party teams one
should use. A common, but by no means universal, formula is this:

Tech1-3:  18urvey, 1 Base (with Supplies, if necessary)

Tech4-5: 4 Survey, 5 Base {Supplies)

Tech6-7:  You won't be able to send landing parties until any
planetary shields have been knocked out.

What counts in most cases is not the length of time it takes to complete a
survey or establish a base, but how long your ship spends in orbit
organizing these things. You can set up all landing party activities in
freeze (and all other teleporter functions as well), so get used to saving
time that way.
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Thosée who want to establish bases quickly, so that they can become
information sources, should send more than one team even to low-tech
planets. Don't forget, particularly in harder missions, that bases can be
vused almost as starforts in that they can carry stores of torpedoes,
supplies, probes, and personnel. But they cannot repair hull damage.

There are conflicting opinions, too, about whether you should bring
personnel back to your ship when they have finished their mission on a
planet. Although you get more crew and troops to use elsewhere, they
could bring back nasty diseases. And you remove all personnel from an
established base, local enemy or natives could destroy the base. It comes
down to time. If you are short of time to complete a mission, diverting to
planets to pick up personnel is not a good idea. If you have plenty of time
and don’t mind a lot of diversions, perhaps the trips are worthwhile.

Bombarding a planet is necessary on many occasions. For example,
migsion 3D requires you to force the surrender of a number of planets,
which means bombard them until they surrender. Bombarding from
orbit allows you to use your escorts to help you, but experience shows that
if UGA forces are on a planet they will often let you reduce the planet to a
barren waste rather than surrender. In Orbit Control you can target
specific cities, rather than shooting blind from orbit, and this may be
more effective if an invasion is planned.

Beware of a trick the UGA sometimes pulls on you. While you are
bombarding a planet, you may get a message telling you that the planet’s
inhabitants are surrendering and are waiting for your negotiating teams
to arrive. Gleefully, you cease fire, send down some landing party teams,
and are just about to move away when the planet puts up shields and
your landing party gets beaten up. You cannot beam up your landing
party without first taking out the planetary shields, which may have
more than 20,000 units of power, and by then you may have already used
most of your weapons on the original bombardment. A dirty trick - but
wouldn’t the Krellans pull something like that, given the chance?

If you conduct a bombardment as a prelude to invasion, be careful not to
overdo it. When you have reduced the shields to zero, freeze, and look at
the Invasions data or planetary bombardment table to check how many of
the original cities have been destroyed. In order to conduct a regular
invasion, you need to leave at least some cities intact to act as your
invasion zones, so0 make sure the bombardment is halted before all are
destroyed. If you don't, and bombard all the cities to destruction, your
forthcoming invasion will be easy (as soon as you enter the Invasions
option, the planet immediately surrenders), but unfortunately Krellan
Headquarters doesn’t count that as a proper capture and you lose Krels
for each city destroyed. On the mission tally it will acknowledge such a
‘cheap’ capture, but in Orders it will not. This may explain the frustra-
tion some players have experienced when they believe they have met the
mission criteria but the program hasn’t acknowledged their success.

STAR FLEET TRAINING MANUAL, VOLUME 2 7 31



INVASIONS

It is important for you to study planetary data carefully before
committing your troops to an invasion. This can probably best be done
from the Invasion Control screen. Note the number of enemy troops, and
how many are tough UGA regulars, since they are the ones which are
going to give you the most trouble (though on tech 6 and 7 planets, the
militia are a match for your shock troops as well). Then check the
number of intact cities; dividing the number of troops by the number of
cities gives you a rough idea of the opposition you will meet in each city.
(The capital usually gets more troops than elsewhere, but otherwise the
enemy is fairly evenly spread.) Even if you destroy some cities before the
i:}:vasion, the intact cities will still have roughly that number of troops in
em.

Then look at the shock troops you have available, since they are the ones
who are going to have to do all the fighting for quite a long time
'(constructing a landing pad takes 0.5 hours unless you are lucky enough
to capture a space port, and a drop ship takes another 0.4 hours to travel
from orbit to the pad). If they are going to be hopelessly outnumbered -
or, more important, outgunned - you must wait until more troop ships
are allocated to the invasion. Or, if you are of high enough rank, you can
allocate them yourself.

Make sure, too, that you have drop ships available in the troop ships. If
you have allocated troop ships to an invasion without checking drop
ships, the troop ship could show up in orbit with no drop ships (and not
many troops, either), which gives you a nasty surprise when you reach
Invasion Control.

Planning an invasion, particularly near the end of longer missions, can
be tricky. Your troops, who have probably conducted at least one
invasion already, are tired and their numbers may be depleted. The
object is to ensure that you arrive at the planet with enough troops to do
the job, but you may have to be patient. Above all, don't fight battles you
can't win. An unsuccessful invasion is worse than no invasion at all,
since it has long-term effects on your troops.

When you first go into Orbit Control prior to an invasion, it is well worth
studying the city maps before selecting zones. The ideal city (for your
purpose) is one with a small number of city and other spaces which must
be captured to force a surrender, and which your shock troops can reach
reasonably quickly. Of course, very few cities are like this! Try to select
as your first invasion zone the city which gives you the best chance of a
quick capture, so your shock troops can be withdrawn and used elsewhere
before they get tired or take a lot of casualties. Avoid ports - the sea often
heavily restricts your possible landing areas, and shock troops falling
into water take heavy casualties. Don’t force your troops to try to land on
shields, either. .
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You can select just one city prior to starting the invasion — after all, you
can select more later i you wish. In the simplest invasions, you might be
able to handle as many as eight invasion zones at the same time, but on
planets of tech 5 or higher, two zones will probably keep you plenty busy.

When you first commit shock troops to a zone, your prime objective is to
construct a landing pad. For this job, select a shock troop unit who is not
only away from the main action, but in a position capable of being
protected if necessary. Preferably, don't locate this unit on the edge of
the map. When the drop ship lands later, it wiil take longer to unload
because there are only five spaces into which warriors can move. And the
longer it takes to unload, the longer you must wait before the next drop
ship arrives. The other shock Lroop units have several objectives: protect
the landing pad, reduce the strength of the enemy, destroy shield
generators and surface-to-air lasers (SAL), and (particularly if there is a
good chance you can gain a quick surrender by capluring city squares)
try to occupy city squares, factories, and the space port. Note that you do
not have to capture forts.

Planetary defense phasers are a danger (they can destroy your orbiting
ships), but they can’t affect your ground combat. On the other hand,
SAL’s can shoot down your drop ships, and it can be a major tragedy to
lose a drop ship and all the warriors aboard it just when it is about to
land. So try to get those lasers quickly, if possible before the drop ship
arrives.

Another important objective is to withdraw your shock troops to orbit as
soon as you can afford to do so. Let warriors carry the brunt of the battle
as soon as they arrive, and progressively pull out the shock troops,
though don't be so premature in this that your landing pad gets
destroyed.

Enemy units are often powerful, but sometimes they can be tricked. It is
possible to divert three or four enemy units from the main battle by
sending a shock troop unit off to a remote part of the map, then beaming
it to orbit when an enemy unit draws near. Doing this can relieve the
pressure quite significantly on those troops which are locked in combat.
Capturing an isolated factory will also atiract enemy from the main
battle to attempt a recapture.

. When you have won an invasion - by capturing zones and perhaps

finishing off the remainder by bombardment — don't forget to drop off
legions on the surface. Particularly in the higher level missions, you
must leave legions to protect the planet from UGA recapture. If you
capture a planet in the normal way, the program credits the capture. If
that planet is recaptured by the UGA later, and you return and re-
recapture it, you don’t get credit for another capture because the planet is
so weakly held by the enemy that an invasion is too easy for proper
credit.
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Finally, don’t forget that if you have brought forces to the planet by
Rendezvous command, you need to release them after their services have
been rendered. Otherwise, they will follow you around and get in the
way. It is better to use the Invade command to gather forces.

PRISONERS - THEIR CARE AND ATTENTION

Although capturing prisoners from enemy ships might be second nature
to you, some commanders perhaps don’t realize how much information
you can extract from them. It helps, of course, to get the more weak-
willed prisoners on board. When you capture a starliner, the returning
shock troops will bring aboard the crew but leave the passengers on the
liner. Bring some of these aboard by Personnel Transfer since they are
more likely to reveal secrets than the hardened crews.

Exactly how you go about the treatment of prisoners is up to you, but a
formula which seems to work pretty well is to start by executing 10-20%
of them, torturing the rest until a few have died, then questioning the
ones remaining. They will almost certainily tell you about enemy
planets, and could well reveal the location of a starbase. Of course, they
lie sometimes, in which case the cbvious answer is to put another bunch
to the sword. That will teach them a lesson.

Don't forget to start your dealings with prisoners as soon as they are
brought on board, and don't forget that when a fresh batch arrives,
Security goes back to the default Hold option.

You earn credit for brutal treatment of prisoners - the Krellans consider
kindness and mercy to be signs of weakness. (Remember, it is only a
game. And those who have asked for a graphic interactive torture mode
will be disappointed.)

FINALLY

At the risk of repetition, this section probably only scratches the surface
of STAR FLEET II technique. We look forward te finding out new
gecrets, either by doing it ourselves or hearing from players via bulletin
boards, letters, and phone calls. Enjoy the program, have fun, and make
sure you don’t transgress the unwritten law of Henri Zae (whatever that
might be). -
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