Training Mission 3 – Basic Weaponry

---------------------------------------------------------

3. Basic Weaponry

---------------------------------------------------------

********

August 2125

A Crimson group scout ship stumbles into a wormhole and finds itself near a fiery asteroid nicknamed 'Hades'.

-DataNet Archives

********

May 2127

A GigaCorp raid of the Crimson Group headquarters brings the discovery of the wormhole, called an 'Aleph', to light.

-DataNet Archives

********

February 2128

Pirate Media broadcasts a battle between GigaCorp and Crimson Group forces at the 'Aleph'.

-DataNet Archives

slide of hangar

Before launching, you can choose a different ship and outfit in the way most appropriate for the flying you intend to do.

(slide of hanger with loadout entry hilited.)

Clickin here takes you to loadout.

(slide of loadout)

Here, you can choose a from the ships available to your team.

(slide of ship choice)

We’ll take a fighter.

(slide of weapon selection)

We need an energy based weapon

(slide of shield selection)

and shields.

(slide of cargo selection)

We’ll also be sure to load up the cargo with extra ammo.

(slide of ship in space with inventory pane)

All of these items are shown in the inventory pane when in flight.

(slide hiliting ship characteristics)

Also notice the characteristics of the craft as outfitted, signature, mass, etc.

(slide of launch button hilited)

And click here when you are all set.

 (lock controls)

 (rolling external view of ship)

Welcome back to space cadet. This ship is a fighter. It is well armed, with a moderate scan range and performance. 

(move into cockpit)

In this mission, we’re going to go over targeting with the peripheral radar, the weapons systems carried by your ships, and the manipulation of inventory.

As before, your controls will be disabled until I ask you to do something, so listen carefully.

First, notice the two gauges in the center of your heads up display, the shield and hull gauges. These gauges indicate the relative health of your craft.

(highlight the shield gauge)

The shield gauge shows how much damage the shields can absorb before you will start taking hull damage. Shields can regenerate, so it’s not a disaster if this gauge shows that your shields are off-line. When you take shield damage, it will look like this.

(show shield damage)

Now notice that the shield regenerates.

(highlight the hull gauge)

The hull gauge shows how much more damage your ship hull can withstand before breaking apart. If this gauge drops to zero, you die. Don’t let that happen. This is what it will look like when you take hull damage.

(show hull damage)

Notice that the hull does not regenerate.

(clear highlight)

If you’re in a battle and you get damaged, you can return to the nearest friendly station or you can pick up a power-up. Both will repair hull damage and reload your weapons.

(restore ship health)

(derelict hulls are all around the ship)

There are a number of derelict hulls in this sector of space. We’ll use these for target practice.

(enable turning controls)

As your first introduction to targeting, you’re going to learn to target objects in front of the craft. Press the ‘C’ key to target objects nearest to the center of your display.

 (wait until a ship is targeted)

(enable controls)

Good job! I’m enabling your orientation controls now. Practice turning around and targeting the derelict hulls with the ‘C’ key. When you are comfortable with this operation, press the space bar to continue.

(wait for space bar)

All ships have a scan range, within which you can detect the presence of other objects. Some ships, like the interceptor we flew in the first mission have a very poor range. These ships aren’t much good in unexplored space because an enemy can sneak up on you quite easily. However, if a friendly ship can see something in their scan range, you can too. It’s always handy to have a scout or two around when you’re in uncharted regions, because they have a very large scan range.

(target something if there isn’t a target)

(highlight the target HUD)

Now examine the portion of your heads up display that shows a detail of the target. Notice that this area displays the shield and hull strength of your target, as well as its velocity and range.

Press the space bar when you are ready to proceed.

(wait for space bar)

(highlight the target point)

When you target an enemy craft, you will see an aiming reticule in the center of your display. This reticule will be green when you are in range, and aiming at the target. If you are not aiming correctly, or you are not in range, the reticule will be gray. Your ship will now turn to show you this effect.

(ship turns to show effect, then reacquires target)

OK. There are basically three weapon types: weapons that use energy, weapons that use ammunition, and missiles. Your craft is currently armed with all three. To start with, only the energy-based weapon is activated.

(activate the fire button)

(joystick only)

Press the trigger button on the joystick to activate your main weapon.

You can fire your active weapons by pressing the space bar on the keyboard.

Fire now.

(wait for gun fire to begin)

Good! You know how to fire your weapons!

(highlight the energy gauge)

(lock fire weapon on)

Notice the energy gauge on your heads up display. This gauge shows how much energy is available to power your gun. As you fire, energy is used up. This gauge shows you how much energy remains.

One benefit of using energy-based weapons is that the energy available to your ship will recharge. In effect, you never run out.

(release fire lock)

(highlight target HUD)

Notice how the shield and hull strength of your target are affected. Keep firing until your target is destroyed.

(wait for ship to die)

(clear highlight)

Great work. Now you know how to blow up stationary objects!

Notice that your radar has targeted another derelict hull. Whenever an item that you have targeted goes away, the radar will automatically target the next item of the same type.

You can selectively target the nearest friendly craft, and the nearest enemy craft. To target the nearest enemy, press the ‘E’ key. To target the nearest friendly object, press the ‘F’ key.

Go ahead and select a new target using the ‘E’ key.

(wait for a new target)

Notice your radar. The targeted object has a set of square brackets around it, and there is a red arrow near the center of your display that points at the target. You can use this information to help you locate your target in space.

Go ahead and turn to face your new target.

(wait for ship to reacquire target)

Way to go Cadet! I think you’re getting the hang of this!

(switch to particle weapon)

I am activating your machine gun now. Go ahead and fire.

(wait for gun to fire)

Good!

(highlight the ammo gauge)

The machine gun uses ammunition. This gauge shows how much ammunition remains. Note the ammunition is not recharged, so watch your supply.

(clear highlight)

Go ahead and blow up this empty ship…

(wait for ship to explode)

Great! Now turn to face the next derelict hull!

(wait for ship to reacquire target)

(load missiles from cargo)

Perfect! I’m going to load a missile launcher from cargo. When the load is complete, you will see a new set of brackets around this target. These brackets indicate the quality of the lock you have on your target. When the lock is perfect, you will hear a special sound. Missiles will turn to follow targets when they have a lock, so you don’t need to shoot quite as straight.

(wait for perfect lock)

(activate missile launch buttons)

OK, you can fire your missiles by using the #2 button on your joystick.

Fire your missiles by pressing the XYZ key on the keyboard.

Fire Now!

(wait for missile launch)

Excellent! Watch how these affect the target!

(wait for missile to hit)

Whack, yeah!

(show inventory pane)

(hilite inventory pane)

This is the inventory pane. I’ve been using your inventory controls to enable and disable weapons, and to load missiles from cargo. You can do this yourself by pressing the number keys to enable or disable the items, and using the control keys to shift items to and from cargo.

Check that out and make sure you are comfortable with it. Press the ‘balrg’ key when you are ready to proceed.

(Wait for blarg key)

You’ve done well cadet! You’ve been very patient as I walk you through the weapon systems of your craft. I’m going to give you a full load of ammo and missiles now, and enable all your controls. There’s a whole field of targets out here, so have some fun blowing a bunch of them up.

(reload ship)

(free controls)

When you are ready to go home, press the XXX key and we’ll proceed.

(wait for XXX key to be pressed)

All right, did you have a good time?

You are going to land the ship yourself this time, cadet. Remember what I told you about landing in the green bays?

Go ahead and press the ‘B’ key to target your nearest base.

(wait for outpost to be targeted)

Good! Now let’s go home. Fly to the base, and land in a green hangar. It might help if you fly close to the base, then stop and line yourself up with the door. That’s how the autopilot works…

