Training Mission 5 – Command View

(Text Slide)

October 2143, Pirate Media groups band together to form DataNet. All factions of humanity are subject to coverage. The source of these transmissions appears to be enclaves of the squatters group known as 'Belters'.

 (Text Slide)

June 2145, GigaCorp destroys Crimson Group facilites. The military faction known as Crimson Shield loses most of its hardware and production capabilites are severely limited.

(Text Slide)

September 2146, GigaCorp forces clash with Iron Coalition forces over He3 deposits near Alpha Centauri. Neither force is able to claim victory.

(Text Slide)

March 2149, Belters successfully repel GigaCorp "Claim Jumpers" attempting to seize He3 processing facilities at Alpha Centauri.

(Slide of Hangar Screen)

Let’s get started with a tour of the command bunker.

(Slide of Hangar Screen with command view entrance highlighted)

You’ll get to the command bunker by clicking here from the Hangar Screen, or by pressing the F3 key.

(Slide of command view)

This is the sector overview. From here, you can see everything that’s happening in the sector.

 (Slide including the sector pane)

If you are piloting a ship, you will only be able to view the sector that the ship is in.

(Slide including the sector pane – highlight the sector pane)

But if you are at a station, you can use the sector pane to choose which sector you want to look at. You merely use the mouse to click on the sector you want to view.

(Slide for a different sector)

It’s pretty basic stuff.

(Slide for a different sector – highlight a helium rock)

Aha, there’s helium in this sector. You’ll want to mine that – but first you’ll have to buy a miner.

(Slide with investment pane)

Using the F5 key gets you the investment pane. This is where you’ll go to buy new technology, new ships, and constructors for expanding your dominance. Consult your crib sheet for the tech tree.

(Slide with investment pane highlighting miner, and money points)

Here we’ve scrolled the list of items you can buy so that the miner is visible. In this scenario, miners cost 4000 credits. We have enough, so we’ll go for it.

(Slide with purchase button highlighted)

Click the purchase button to buy the miner…

(Slide with miner halfway created)

…And wait until it’s created.

(Slide with ¼ miners)

 “Miner reporting for duty.”

(Slide of command view again showing miner headed to asteroid)

The miner will automatically go mine helium, but it may not pick the best place to go. We’ll talk about how you can help the miner perform better in a little bit. For now, let’s go over buildings.

(Slide of investment pane with more cash highlighted)

After you mine for a while, you’ll accumulate some cash. Star bases can also make cash available, but it’s much faster to mine helium.

(Slide of investment pane with expansion complex highlighted)

We’ll use that money to buy a new building that we can get more technology from.

(Slide of expansion complex half way built)

Wait a few minutes…

(Slide of constructor just outside base – highlighted)

“Where do you want it?” Now you have to tell the constructor where you want the new building. Some buildings require special asteroids to provide the raw materials they need. Others can build on any old asteroid. This constructor requires a Uranium rock to build the expansion complex. Refer to your crib sheet for the special rocks needed by other constructors.

(Slide with constructor waiting for a message, sector pane highlighted)

You left click on the constructor to highlight it. Notice that some of the sectors in the sector pane have a red circle around them. These are sectors that have the special rock you need.

(Slide with mouse over one of the sectors)

With the constructor highlighted, you can right click one of the sectors with the mouse to order the constructor to go there.

(Slide of constructor going)

“Affirmative”, and you wait while the constructor goes.

(Slide of constructor in new sector)

“Where do you want it?”

(Slide of constructor and two asteroids, zoomed in a bunch to get a good look)

Now you’ll want to decide exactly where to build the shipyard.

(Same slide mouse over a normal asteroid – highlighted)

You can find the special asteroid by moving the mouse around. For the wrong asteroids, you will see this “Go to” order on the cursor.

(Same slide with mouse over special asteroid)

For that special asteroid, you will see this “Build” order. Left Click “Build” on the verb table, then Left click on the special asteroid to order the constructor to make its building there. You can also right click on the asteroid to give the default order, in this case, ‘build’.

(Slide of builder building)

“Affirmative” and you wait again…

(Slide of finished building)

“Completed construction…” Now you’ve occupied that sector, and built an expansion complex. You can focus on new technology.

(Slide of Investment pane again – new expansion complex button highlighted)

Notice that you now have a new panel to spend your money in!

(Slide of Hangar Screen)

OK, I know that was a lot, and we still have more to cover, but we’ll do the rest of this in an interactive simulation. You can buy items like towers to defend your bases, and mines to block off alephs. You’ll have to position these items carefully to get maximum effect.

(Go to game, command view)

You can adjust the field of view using the ‘+’ and ‘–‘ keys.

There are three towers waiting for orders here. We want to move the towers to defend the aleph from incoming enemies. First, use the mouse to left click on the tower.

(Wait for tower to be clicked)

Good job! Now, left click on the verb ‘deploy’, and left click in space to indicate where you want the tower to go. In this ¾ view, you can see how far off the horizontal plane the aleph is. If you click and drag when ordering towers around, you can set the height of the deployment position off the horizontal plane.

(Wait for tower to get order)

Excellent! Now go ahead and order the other two towers to deploy in the same area. We don’t want any enemies coming in.

(Wait for all towers to get order)

(Highlight Sector Map)

Good Job! Now left click on the sector Mars to change the sector you are viewing.

(Wait for view sector to change to Mars)

Good, now you are looking at the sector Mars. There is a friendly base here with several friendly craft: three miners and a scout. They are waiting for orders. First, identify a miner and tell it to go mine helium. Start by using the mouse to left click on it.

(Wait for a miner to be selected)

Good, now order the miner to go mine a helium asteroid. You can find the asteroid by looking for one whose name starts with He, or you can use the mouse to point at asteroids until the cursor changes to the ‘mine’ icon. You can left click on the mine verb, then left click on the helium asteroid, or you can right click on the helium asteroid to issue the default order, ‘mine’.

(Wait for miner to be mining)

Nicely done. Miners will leave an asteroid they are working at when another miner approaches. If this happens the miner may not be at full capacity when it leaves, and your paydays will be smaller. It is more efficient to have different miners at different asteroids, rather than ganging them up on a single asteroid.

Go ahead and get the other two miners working.

(Wait for all miners to be working)

Perfect. To speed up mining, you can build outposts and other buildings to shorten the round trip for miners. That won’t be necessary here, but if the miners have to go to a different sector to mine, that can make a big difference.

(Bring an enemy scout into this sector)

(Wait for it to arrive)

Uh oh, there’s an enemy scout. In some cases, utility craft like miners will run home for protection, but you can tell them to hide by giving them orders to go to a base. You click on the miners, then left click on the goto verb, and then left click on the base. You can also click on the miner then right click on the base to give the default order, ‘goto’.

Let’s get those miners to shelter, send all three of them to the base.

(Wait for miners to go dock).

Good! Now let’s talk about what orders you can give combat pilots. You give commands to pilots the same way you give commands to utility craft, left click on the ship, left click on the verb, then left click to tell the pilot where to go. As usual, right clicking will give the default order. Let’s give the scout an order to attack the enemy scout.

(Wait for scout to attack enemy scout)

All right! Let’s watch what happens.

(Wait for one of the ships to be destroyed)

That was NEAT! (Hi Joel) You can also give commands to multiple ships at a time. Hold down the control key while you click on ships to select more than one. You can also order players to join “wings”, which are groups that you can order around with one operation. This can make it much easier to manage your team.

(Highlight sector map)

Now let’s jump over to sector Neptune again.

(Wait for sector view to change)

Nice. Sometimes you may want to give an order to a pilot, but you don’t know where he is.

(Show team pane)

This is the team pane, and the F6 button activates it. You can select a pilot in the list, and then click on the “TAKE ME TO” button to jump to where he is. Let’s find where Miner01 is right now.

(Wait for view change)

Notice that you are prepared to give a command to the miner. You can get out of this by pressing the enter key.

The team screen is very helpful for keeping track of utility ships and getting the status of your team members. If a utility ship is docked, you can use that screen to send them back to work.

(Show Game state Pane)

The last thing I’ll touch on this time around is the game state pane. Pressing ‘G’ brings this up. This will tell you if you are winning or losing. It looks like we’re winning big, so let’s call it a day.

(Hangar screen slide, with help highlighted)

The operator’s manual has more detailed coverage of this material. You can access it by pressing the F1 key while in a mission. 

(Hangar screen slide)

Now, I think it’s time you had some tense combat experience. Proceed to mission 6, “practice arena”.

