Training Mission 4 – Enemy Engagement

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

4. Enemy Engagement

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

********

January 2139

Scout craft discover many more alephs, leading to new sectors of space full of asteroids rich in Helium3 and other crucial resources.

-DataNet Archives

********

March 2141

'Iron Coalition' forces unite to restore order after the desolation of Earth.

-DataNet Archives

********

June 2143

GigaCorp forces discover a hidden "bio-enhancement facility" in which human captives are being genetically altered against their will.

-DataNet Archives

********

 (Lock controls)

(Rolling view of ship externally)

For your third time out, we’re going to cover economics and inter-sector travel. For this mission, we’ll be using a tactical fighter. This craft has a low radar signature with cloaking capabilities, a long scan range, but only moderate firepower. It’s good for sneak attacks. Make sure you’re strapped in tight!

(Change view to cockpit)

OK, we’re going to talk about long-distance space travel. As usual, your controls are disabled until I tell you to use them. 

There are many different sectors of space. Sectors are centered on clusters of asteroids, and are linked by “Alephs”. An aleph is essentially an inter-galactic subway system that allows instantaneous two-way transit between two distant sectors.

(Show sector map)

(Highlight sector map)

This is the sector map. You can show and hide it with the F7 key.

We’ve already had some scouts out, so there are three sectors mapped in this region of space. Whenever a new sector is discovered, it will appear on this map. 

We are in sector Neptune. You can see the heavy ring around the sector on the left, that tells you where you are.

(Clear highlight)

There is an aleph that connects us to a neutral sector. The neutral sector is in turn connected to another sector known to contain an enemy mining outpost. We expect to see some enemy craft in the neutral sector, which we will need to clean out so that we can build an outpost of our own.

The craft you are in is ideal for entering unknown territory. This ship has a low radar signature, which means that it is hard for enemies to see you, and a long scan range, which means that you can see the enemies. In addition, this ship carries a cloaking system that can reduce your signature even further. You can be effectively invisible!

(Show the eyeball)

(Highlight the eyeball)

You can tell if the enemy sees you, because this eyeball will appear on your heads up display. You’re safe as long as there is no eyeball showing, but when it appears the enemy may run or attack you.

You can hide behind asteroids to prevent enemies from seeing you, because they can only scan from where they have ships or probes. This is called scan-shadowing.

(Hide eyeball)

(Clear highlight)

There are certain things that can raise your craft’s signature, thus increasing the likelihood that you will be seen. These include the use of afterburners, and firing guns and missiles. This is true of all ships, not just the tactical fighter.

Now that we’ve covered how ships are tracked, let’s talk about how you communicate with other pilots. There are three mechanisms for communication. 

(Highlight the chat window)

The first method is to compose a chat message. You can chat to individual recipients, a team, a sector, or everybody. Press the enter key to begin a chat. Use the tab key to select the chat target. Type your message, and then press enter again to send the chat. Chats will appear in the chat window.

(Clear highlight)

Go ahead and try sending a few chats. Press the space bar when you are ready to proceed.

(Wait for spacebar)

Good! The second method of communication is to use a “quick comm.”. You can send a quick comm. by pressing the tilde (“~”) key, and then choosing the comm. you want to send from the list. This will play a sound, and send a chat message to your last chat recipient.

Go ahead and try sending a few quick comm. messages now. Press the space bar when you are comfortable with them.

(Wait for space bar)

Primo Baby! The last means of communication is to receive an order from your commander. We’ll go over that right now.

(Give goto command)

(Highlight command entry)

Let’s get going to the neutral sector. I’ve given you a command to go to the aleph. This red text denotes an objective from the commander. Pressing the insert key accepts this objective.

(Wait for command acceptance)

(Clear highlight)

Nicely Done. Notice that the autopilot is activated to fly you to your goal.

(Enable controls)

I’m enabling your controls. You can disengage the autopilot by moving the joystick. Go ahead and fly to the highlighted aleph. The aleph looks like a wormhole, or whirlpool in space. It’s a big swirling blue thing.

(Wait to get close to aleph)

(Turn ship to face aleph)

All right, see the aleph? It’s right in front of us. Fly directly into it.

(Wait for sector change)

Good job cadet! That wasn’t too bad, was it?

(Stop ship)

Welcome to the neutral sector Mars. You might notice that there are some enemy craft here. They appear to be miners extracting Helium3 from a few choice asteroids. Helium3 is the major resource we fight for. We can use the precious ore for energy, to buy technology upgrades, and to buy new stations.

That Helium3 is ours, and those miners are stealing it from us, so we need to chase them off. Destroying them is good too, because mining ships are expensive, and it will significantly weaken the enemy’s ability to upgrade their technology.

They haven’t seen us yet, which is good. Miners are unarmed, and will run when attacked. The ability to cloak makes it fairly easy to get close to enemy miners before they see you and start to run. This gives you a pretty good chance of destroying them. In addition, the weapons on the tactical fighter are especially good against the hulls of utility ships like miners and constructors.

Press ‘K’ to activate your cloak.

(Wait for k)

(Highlight energy bar)

(Order constructor and miners to aleph in Neptune – not through)

The cloak consumes energy faster than your ship produces it. Once you deplete your energy reserve, the effectiveness of the cloak is significantly reduced, so you don’t want to just fly around with it on all the time. Pick your battles carefully.

(Clear highlight)

(Activate controls)

Now target one of the enemy miners and try to sneak up on it. Don’t use your afterburners; they’ll give you away. Blow up the enemy craft if you can.

(Wait for enemy destruction)

(Send other miners out of sector)

(Order constructor to build expansion complex here)

(Order miners to helium asteroids in neutral sector)

Excellent work cadet! It looks like the enemy miners are running now. I’m ordering a constructor into this sector to build a station, and I’m bringing in some miners of our own.

(Command to go to the constructor)

(command enemy scout in enemy sector to attack player)

I’m moving your ship around to protect the constructor. Stay near it in case an enemy fighter comes in. Constructors are expensive too, and we don’t want to lose it.

(wait for enemy scout to get within range)

(stop constructor)

Uh oh, here comes a bad guy! It’s an enemy scout, destroy it!

(wait for dead scout)

(resume constructor)

Great! Now the constructor will choose an asteroid to build a new station. Different kinds of asteroids are good for different kinds of buildings. Different buildings perform different tasks. In this case, we are building an expansion complex, to enable us to improve upon technology we already have. It will also be a suitable landing place for our miners.

 (Wait for building to complete)

All right cadet, we’ve occupied this sector! I’ll have some patrols out to make sure we keep control, but it’s time for you to prepare for a tour of the command bunker. Go ahead and land in the new expansion complex when you’re ready.

Remember to land in a hangar with a green door.

(wait for ship to land)

