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ORES 

Use Ores to sell ore you have obtained using ore 
processors, a ramscoop, or captured from 
another ship. 

The screen has three windows. They are: the 
Monetary Data window, the Exchange Rates 
window, and the Ore Data window. 

Monetary Data window shows your credits on 
hand and the surcharge the planet takes on any 
transaction . This surcharge is subtracted from 
any sale of ore that you make. 

The Ore Data window shows the ore currently in 
any of the shuttles on the ground. 

The Exchange Rates window displays the 
current exchange rates for one unit of each of 
the ores. 

Exchange 

Ore I, Ore II, Ore Ill, Ore IV - Exchange 
this type of ore. Enter the number of units you 
wish to sell to the starport. This function will take 
ore from as many of the shuttles as necessary. 
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PASSENGERS 

In Passengers you can collect and deposit 
passengers. 

The Fare Data window lists all of the planets with 
starports (excluding the one you are on) and the 
fare you will receive for each passenger you 
carry there. 

Passenger fare is based on the sophistication of 
the destination planet and its distance from your 
current location. 

Planet 

Next - Highlights the next planet on the Fare 
Data window. 

Prev. - Highlights the previous planet on the 
Fare Data window. 

Fares 

Load - Loads as many passengers into the 
shuttles on the ground as possible. Once the 
passengers have been loaded, the computer 
will display the money you will receive upon 
delivering the passengers. You may not load 
passengers if you already have passengers in 
the hibernaculum or on the shuttle with a 
different destination. 

Unload - Unloads all passengers on the 
grounded shuttles. You will receive the fare for 
each that was promised when you picked the 
passengers up. You must deliver all of your 
current passengers before taking passengers 
for a new destination. 
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SCHOOL 

Use the Technical School to raise the grade of 
your crewmen faster than normal duty. 

The screen is divided into three sections. They 
are: the Training Data window, the Trainees 
window, and the Crew Data window. 

The Training Data window shows the cost and 
time required to train a crewman up one grade. 

The Trainees window shows any crewmembers 
currently being trained, their new grade, and the 
date on which they will graduate. You must 
return to the starport and enter this section within 
90 days after the crewman's graduation or he will 
quit and leave the starport. 

The Crew Data window shows the current 
crewmember. 

Entering Technical School automatically collects 
graduated crewmen. 

You may not train a crewman above grade 20 and 
you may only have 5 crewmembers at each 
school at any one time. 

Crew 

Next - Displays the next crewman on the crfNt 
roster on the Crew Data window. 

Prev. - Displays the previous crewman on the 
crew roster on the CrfNt Data window. 

Train - Selects the current crewman in the Crew 
Data window. Enter the number of grades you 
want the crewman to be raised. You will be 
shown the cost and asked to confirm the training . 
If you decide to proceed with the training, the 
crewman will appear on the Trainees window, 
with his new grade and graduation date. Be sure 
to record the graduation date so you won't lose a 
valuable crewman! 
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STARSYSTEM LIST 

Starsystem Government Hyperdrive Coords 
Name Star Type Affiliation x y z 

Hope Main Sequence FW 0 0 0 
I ch arr Main Sequence FW 4 5 4 
Kochab Main Sequence FW -6 0 0 
Prisa Main Sequence FW 2 -1 -3 
Vromus Main Sequence FW 9 -4 -7 
Douglas-Ouyang Main Sequence UDP 4 21 13 
Eros Main Sequence UDP -29 -9 13 
Nilod< Main Sequence UDP -1 -9 9 
Phobos Main Sequence UDP -11 19 -4 
Pyxis Main Sequence UDP -1 5 -3 
Toascella Main Sequence UDP -7 -2 -10 
Twain Main Sequence UDP 8 -7 3 
Zhisou Main Sequence UDP 16 7 13 
Ce Ente Calad Giant None -2 13 -10 
Clytios Giant None 8 -7 -3 
Deimos Neutron None -10 18 -5 
Evrytion Giant None 1 -10 -11 
Godel Main Sequence None 12 4 -7 
RCJ2336f3 Giant None 2 -5 8 
Zworzykyn's Star Dwarf None 1 2 -18 

I 
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PLANET LIST 

Planet Name Starsystem Sophistication 

Arbest Eros 99 
Aurei lse Douglas-Ouyang 24 
Axia Hope 88 
Bahnir Pyxis 65 
Baliolsol Ni lock 60 
Ben is on Zhisou 66 
Cetus Amicus lcharr 85 
Fewel Pyxis 74 
Grotto Pyxis 79 
Imperial Beurn lcharr 49 
lvilose Prisa 31 
MigaKambut Douglas-Ouyang 56 
Milokarr Toascella 56 
Myl Pyxis 37 
Rouvchorra Toascella 31 
Schrelos Phobos 29 
Serendip Kochab 70 
Sirrial Douglas-Ouyang 64 
Stowe Twain 72 
Vromus Prime Vromus 91 
Zeath Prisa 84 
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Culture Starport 
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All cultures go through a distinct evolution. This 
evolution can be broken up into 9 parts or culture 
types. They are: 

Culture Type 1 
Pre-Cultural - Clans and tribes. No universal 
political authority. No organized Art, Religion or 
Science. 

Culture Type 2 
Fuedalism - Warriors and the Priesthood in 
power. Art as a response to Nature. 

Culture Type 3 
Breakdown of Fuedalism - The Reformation. 
Early types of art disappear. 

Culture Type 4 
Formation of Aristocratic States - Growing 
political absolutism. Art begins to mature along 
with Philosophy. The rise of puritan ical rel igions 
to oppose the new absolutism. 

Culture Type 5 
Absolutism - The Aristocracy is controlled by the 
King and the Middle Class. Art becomes 
intellectual. The great conclusive Philosophies. 
The zenith of Mathematical thought. 

Culture Type 6 
Revolution and Napoleonism - The Middle Class 
combats alliance of the Aristocracy and King. 
The victory of Money over Blood. Exhaustion of 
Art forms. 

Culture Type 7 
Contending States - Dominance of Money. 
Rational social ethics replace Religion. 
Conceptual Art. Final Thought in Mathematics. 

Culture Type 8 
Caesarism - The victory of Force Politics. 
Nations decay into a formless mass, soon to be 
forged into an lmperium of gradually increasing 
despotism. Archaic, exotic Art. 

CULTURE TYPES 

Culture Type 9 
The Final Political Form - The world as a Spoil. 
Barbarians at the borders. Political control falls 
into a permanent rut of ineffectual leaders. 
Primitve human conditions thrusting up into the 
highly civilized way of living. 

Illegal Imports By Culture 

Culture Illegal Productlypes: 

1 Food/Spice, Information 
2 Art/ Artifact, Entertainment, 

Information 
3 Art/Artifact, Narcotics, Jewelry, 

Entertainment 
4 Art/Artifact, Entertainment, Clothing, 

Information 
5 Weapons 
6 Weapons, Transport, Information 
7 Food/Spice, Lifeforms, Narcotics 
8 Weapons, Information 
9 Information 
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Hyperdrive 

Damage EU 
Brand Name Points Size perLY 

CeeSquared 15 5 21000 
lnterspace Products 8 5 11000 
Jonisiodal E1 12 7 12500 
Franklin Lab Aria 16 6 9800 

EU per LY - Energy units used per lightyear. 
Range in LY - Hyperdrive range in lightyears. 

Sub-light Drive 

Range 
in LY 

12 
19 
24 
36 

Damage EU per Max Gravs 

Soph Cost 

70 40000 
79 64000 
88 72000 
99 118000 

Brand Name Points Size Grav/Hour Acceleration Soph Cost 

Rynox NRN 12 
Vromus820 9 
Hinto/KotoCo 16 
AthikTech918 21 
Franklin Lab Fergent 23 

5 .030 
3 .186 
6 .168 
6 .236 
6 .306 

488 
820 
854 

1011 
1895 

70 23000 
74 45000 
84 54000 
88 71000 
99 98000 

EU per Grav/Hour- Energy units per gravities acceleration per hour. 
Max Gravs Acceleration- Maximum gravities of acceleration. 
Notes: 

•If this system's damage points are zeroed, your ship will be destroyed. 
•This is a partial operation device. 
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PARTS LIST 

Gravity Generator 

Damage MaxGravs 
Brand Name Points Size Compensated Soph Cost 

Gelt Industries 4 3 570 66 19000 
Athik Technical 7 3 850 74 27000 
Melbourne TF 9 3 1100 88 48000 
Franklin Lab Gee 11 5 2500 99 64000 

Max Gravs Compensated - Maximum acceleration in gravities that the generator can withstand. 
Notes: 

•If this system's damage points are zeroed, your ship will be destroyed. 
•This is a constant drain device. 
•This is a partial operation device. 

Converter 

Damage EU 
Brand Name Points Size per Ore IV Soph Cost 

Vromus MassCon 3 1 2 17 85 15000 
Doestovski Sol 3 3 3 21 88 18500 
Athik Technical L TMC 5 3 26 91 26000 
Franklin Lab Cashir 5 5 30 99 32000 

EU per Ore IV- Energy units generated per unit of Ore IV converted. 
Notes: 

•If this system's damage points are zeroed, your ship will be destroyed. 
•This is a partial operation device. 
•This is a constant drain device. 
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Accumulators 

Brand Name 

Alkis Group 
Vromus Storage Sys 
Axian Corprate 4/4 
Franklin Lab HCX 
Voltac Group Bota 

Notes: 

Damage 
Points 

6 
9 
9 

10 
10 

Size 

3 
4 
3 
5 
5 

Energy Units 
Maximum Storage 

640000 
1500000 
2870000 
3900000 
6000000 

Soph 

85 
88 
91 
91 
99 

Cost 

34000 
44000 
56000 
99000 

145000 

•If this system's damage points are zeroed, your ship will be destroyed. 
•This is a partial operation device. 

Ore Storage 

Damage Maximum Units 
Brand Name Points Size perOreType Soph Cost 

Baynus Pelican 8 6 400000 74 17000 
Voltac Group MOM 8 8 600000 74 28000 
Aciladies OreStar 8 10 900000 85 36000 

Bridge 

Damage 
Brand Name Points Size Soph Cost 

Sealex Commander 8 7 85 12000 
Hinto/KotoCo Lambda 11 9 88 15000 
New Caledonian B 13 9 91 24000 

Notes: 
•If this system's damage points are zeroed, your ship will be destroyed. 
•This is a constant drain device. 
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Crew Quarters 

Damage Crew 
Brand Name Points Size Capacity 

Sealex Voyageur 13 7 13 
Hinto/KotoCo CACMC 16 9 21 
New Caledonian B 20 9 30 

Notes: 
•This is a constant drain device. 
•This is a partial operation device. 

Computer 

Damage Program 
Brand Name Points Size Capacity 

Alkis 12/3 2 6 
Gedvex Quartz 2 11 
Intellect 200 3 15 
Intelligence Engine 2 15 

Soph Cost 

85 12000 
88 16000 
91 24000 

Tevops 
per Minute Soph 

11.4 72 
16.8 84 
19.8 88 
24.0 99 

T evops per Minute-Trillions of program operations executed per minute. 
Notes: 

PARTS LIST 

Cost 

17000 
23000 
46000 
95000 

•If this system's damage points are zeroed, your ship will be destroyed. 
•This is a constant drain device. 

Autodoctor 

Damage Max Health % Health 
Brand Name Points Size Restored per Hour Soph 

Salven Mark 7 3 2 75 8 88 
Trithens Med EWJ 3 2 80 10 88 
Santillo Tipo Quatro 2 1 100 15 99 

Max Health Restored- The maximum health percentage that can be restored. 
% Health per Hour-The percentage health restored per hour of use. 

Cost 

15000 
21000 
34000 
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Hibernaculum 

Brand Name 

Kintopir'tern Kil 
Santillo Tipo Equis 

Damage Passenger 
Points Size Capacity 

9 
12 

5 
7 

59 
108 

Revivals 
Lost% 

8 
6 

Soph Cost 

88 20000 
99 26000 

Revivals Lost% - The percentage of hibernation revivals that die on the average. 
Notes: 

•This is a constant drain device. 
•This is a partial operation device. 

Video mm 

Damage Maximum 
Brand Name Points Size km Range 

Thuke Victor 24000 
Giaperelli Marconi 55000 
Psion WF1964 90000 

Soph Cost 

85 8000 
91 5600 
99 11000 

Maximum km Range- The maximum range (in kilometers) for message reception . 

Cargo Hold 

Damage Max Cargo 
Brand Name Points Size Size Units Soph Cost 

Colombia Storage Co 5 2 100 65 8000 
Sehvalese Number 9 7 3 220 66 5600 
Durkess Loadmaster 8 4 310 74 11000 

Max Cargo Size Units - The maximum number of cargo size units which can be held. 
Note: 

·This is a constant drain device. 
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Atmospherics 

Damage 
Brand Name Points Size Soph Cost 

Yop Company Cli-Mate 5 2 85 5400 
Gas Technology AC#12 6 1 88 7900 
Franklin Lab Dezzo 8 1 99 13000 

Notes: 
•If this system's damage points are zeroed, your ship will be destroyed. 
•This is a constant drain device. 

Solar/Planetal Scanner 

Damage EU 
Brand Name Points Size per Scan ECCM% Soph Cost 

T olbien Scout 4 3 1100 3 79 12000 
Hinto/KotoCo Heiki 9 4 1100 5 84 14000 
Electroscanner S/O 3 10 3 2200 12 88 19000 
Psion Worldfinder 7 3 3500 26 99 27000 

EU per Scan-Energy units used per scan . 
ECCM% - The percentage chance of overcoming an enemy ECM jam. 
Note: 

•If this system's damage points are zeroed, your ship will be destroyed. 

Resource Scanner 

Damage Energy Range 
Brand Name Points Size per Scan km 

Petroscan Assayer 2 1 2000 2500 
Axian Corprate 3 1 8000 7500 
PsionSRS 2 1 7600 10000 

Range km - Maximum resource scanner range in kilometers. 
Accuracy+/-% Error- The range of the scanner inaccuracy. 

Accuracy 
+/%Error 

20 
11 
2 

PARTS LIST 

Soph Cost 

85 12000 
88 17000 
99 25000 
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High Definition Scanner 

Brand Name 

Thuke Gravitic Scope 
Melbourne GravScan 1 
Psion lnteregator 

Damage Energy 
Points Size per Scan 

2 
3 
3 

1 
1 
1 

8000 
12000 
13500 

Range km - Scanner maximum range in kilometers. 

Orbital Shuttle 

Range 
km Soph 

10000 85 
26000 88 
85000 99 

Cost 

17000 
21000 
42000 

Damage Energy Maximum Csize Ore 
Brand Name Points Size Capacity Passengers Capacity Maximum Soph Cost 

Quentrix II E 25 3 37000 
Icarus E 27 3 56000 
Axian Corprate ES 32 3 75000 
Voltac Group ES 35 4 140000 
Franklin Lab FS 35 4 200000 

Energy Capacity- Energy required to launch. 

10 
8 

20 
50 
65 

18 
25 
21 
99 

123 

40000 
40000 
78000 

102000 
111000 

79 21000 
85 23000 
85 29000 
91 36000 
99 44000 

Maximum Passengers - Maximum number of passengers which may be carried in the shuttle. 
Csize Capacity- Maximum number of cargo size cargo which may be carried in the shuttle. 
Ore Maximum - Maximum capacity of ore by type. 
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MISSILE LAUNCHER 

I Damage EU per Salvo MSU 
Brand Name Points Size Missile Maximum Soph Cost 

Giaperelli Ballista 10 2 6000 35 85 17000 
Letmikin System's MZR 11 3 8300 60 88 23000 
Woden Arma VII 11 2 9000 85 99 29000 

I EU per Missile- Energy units required to fire each missile. 
Salvo MSU Maximum - Maximum number of missile size units per salvo. 

MISSILE RACK 

Damage MSU 

I BrandName Points Size Capacity Soph Cost 

Melbourne Sagitarius 12 3 195 85 29000 
Franklin Lab Siddnar 15 5 250 88 34000 

I Woden Vigilant 17 4 410 99 41000 

MSU Capacity- Missile size unit capacity . 

I ENHANCED BEAM WEAPON {EBW) 

I Damage Energy Preheat Damage Range 
Brand Name Points Size per Pulse Time Inflicted km Soph Cost 

Zeus Penetrator 11 6 54000 11 30 5000 85 19000 
Sunstorm HF 2 11 5 70000 8 36 7200 88 24000 
Sunstorm HF 3 13 5 88000 6 46 9800 91 26000 
WodenEBW+ 13 7 260000 3 54 11000 99 31000 

I Energy per Pulse- Energy units per EBW firing . 
Preheat Time - Delay between firings. 
Range km - EBW maximum striking range in kilometers. 
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SHIELD GENERATOR 

Brand Name 

Hinto/KotoCo Ronin 
Voltac Group Gen 8 
Deflect Technologies 
Franklin Lab Torair 
Woden Plate+ 

Note: 

Damage 
Points Size 

10 2 
23 3 
25 3 
29 4 
40 7 

·This is a constant drain device. 
·This is a partial operation device. 

DOCKING ADAPTER 

Damage 

EU per DP 
Deflected 

90 
120 
200 
260 
400 

Brand Name Points Size Soph Cost 

T oloollo N5 4 1 84 2500 
Hinto!KotoCo N9 6 2 84 2800 

ELECTRONIC COUNTERMEASURE (ECM) 

Damage 

Maximum DP 
Blocked 

12 
19 
26 
32 
47 

Brand Name Points Size Jam% Soph Cost 

Voltac Group T/ECM 
Entrohaad Stattek 
Woden Confounder 

Note: 

3 
4 
3 1 

•This is a constant drain device. 
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67 
83 

91 20000 
99 28000 
99 34000 
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Soph Cost 

72 18000 
74 26000 
85 31000 
99 38500 
99 56000 
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ASSAULT CAPSULE 

Damage Energy Assault Cannon Shield DP Cannon 
BrandName Points Size Capacity Crew Strength Blocked Range Soph Cost 

Axian Corprate DSL 32 4 83000 2 12 6 2 88 29000 
KotoCo Conquerer 46 4 104000 3 14 6 4 88 33000 
Voltac Group Ares 61 5 126000 3 17 7 7 91 38000 
Woden Assault Four+ 78 5 198000 4 20 9 9 99 49000 

ORE PROCESSOR 

Damage Energy Mine Hours per EU per Ore 
Brand Name Points Size Capacity Crew Tonne Tonne Capacity Soph Cost 

Datar Dirtpro 13 4 80000 3 9 9500 32000 85 21000 
Wertun Fiollage 16 4 120000 3 8 11000 54000 88 29000 
Aciladies OreMaster 18 5 230000 3 5 15500 61000 91 32000 
Voltac Group Creft 29 5 300000 2 5 14000 75000 99 41000 

I Franklin Lab Newgate 31 5 460000 2 3 12000 86000 99 56000 

I 
RAMSCOOP 

Damage Units Ore IV 
Brand Name Points Size per Minute Soph Cost 

I Wertun lnfudibula 18 1 13 91 28000 
Voltac Group DDS 24 1 16 99 31000 
Franklin Lab Yonal 33 2 22 99 39000 

Units Ore IV per Minute - The average number of units of Ore IV collected per minute of use. 

I 
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WEAPONS LIST 

Missiles 

Brand Damage Range 
Name Inflicted Accuracy% km MSU Cost 

PN Pritchard SBR 78 8000 19 5200 
Melbourne FUS 21 92 17500 17 3500 
Giaperelli FU9 32 84 14000 21 4700 
Franklin Lab FE 80 16500 18 4500 
Woden FE 86 9500 27 5700 
Thiodyne P/PD 48 71 13000 23 8900 
Woden Nova 61 62 10000 27 10500 
llliyaNova 74 46 9000 29 11800 

MSU- Missile Size Units 

Notes: 

• PN Pritchard SBR's damage shield generators directly for up to 5 dp's 
(damage points) . Shield blockage does not count against th is type of 
missile. 

• Franklin Lab FE's are anti-personnel weapons. They will not work at all 
if the shield level of the target ship is above 3 dp's. If they do pass 
through , they will destroy up to 300% health of the enemy crew. 

•Woden FE's are anti-personnel weapons. They will not work at all if the 
shield level of the target ship is above 9 dp's. If they do pass through , 
they will destroy up to 500% health of the enemy crew. 

• Thiodyne P/PD's have a tendency to hit sub-light engines more than 
any other part of a spacecraft. 
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Exosuits 

Brand Name 

Articulated Sys EXG 
KotoCo Absorber 
Woden Chain+ 

Blocks% Move 

30 5 
52 2 
41 3 

Cost 

7800 
12000 
16500 

Blocks% - Percentage health damage the exosuit blocks. 
Move- Marine movement bonus. 

Portables 

Brand Name Range Health Dam% Cost 

KotoCo FireJet 2 58 1200 
VoltacGroup VE12 4 51 5600 
Voigt Sydicate MM5 3 67 9000 
Woden Blaster 5 88 13000 

Range- Range in bridge squares. 
Health Dam%- Health damage percentage inflicted per shot. 

WEAPONS LIST 
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SPACECRAFT DESIGNS 

Size and Visibility Modifiers of Explorer 9 Class 

Commercially 
Section Size Visibility Modifiers Availible Designs 

Drives 15 +2 
Agora Class Energy 20 0 

C&S 42 -2 
Section Size Visibility Modifiers Scanning 6 -4 

Landers 12 +2 
Drives 13 -2 Weapons 38 0 Energy 15 +2 Mining 8 +2 
C&S 29 +2 
Scanning 5 0 
Landers 12 0 Al Vexan Class 
Weapons 11 -2 
Mining 1 0 Section Size Visibility Modifiers 

Drives 13 0 • Sutter Class 
Energy 14 +2 
C&S 32 -2 • Section Size Visibility Modifiers Scanning 5 -2 
Landers 10 -2 Drives 12 +2 Weapons 27 +2 Energy 20 -4 Mining 1 +2 • C&S 24 -4 

Scanning 5 +4 
Landers 8 +4 Kotor Class Weapons 24 0 • Mining 16 -2 Section Size Visibility Modifiers 

Drives 17 +4 • Morgan Class 
Energy 18 -4 
C&S 34 -4 Section Size Visibility Modifiers Scanning 6 -4 
Landers 8 +8 • Drives 15 -4 Weapons 14 0 Energy 18 0 Mining 1 0 C&S 39 -4 

Scanning 5 +4 • Landers 8 +4 
Weapons 25 0 
Mining 1 0 

• 
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Design Descriptions 

Commercial Classes 

Agora Class - The Agora Class spacecraft is a 
basic commercial vessel of modest capacity . Its 
chief disadvanta~e lies in its lack of C&S and 
weapons systems space. 

Sutter Class - The Sutter is a mining vessel 
without peer in the Local Group. Its enormous 
energy and mining systems space make it the 
only ship for serious mining expeditions. 

Morgan Class - There is a continuing 
debate as to which Morgan the shipyard was 
honoring: J. P. or Bloody. Spacious drives and 
weapons sections would make it an excellent 
mining or trade ship, except that its lacks 
capacity in the mining and lander sections. It has 
been said that it is "suspiciously over-powered." 

Explorer 9 Class - The Explorer 9 Class 
ship is the largest and most versitile of all the 
commercially availible ships in the Local Group. 

Al Vexan Class - The Al Vexan is another 
basic commercial vessel, albeit of greater 
capacity than the Agora. 

Kotor Class - The Kotor has the largest drives 
section of any commercial spacecraft, making it 
the ideal high-speed transport vessel. 

Research/Exploration Classes 

Chen Class - The Chen is a small 
research/exploration vessel, used by many of 
the universities in the Local Group. 

Dirac Class - The Dirac is a large 
research/exploration vessel, purchased and 
operated chiefly by large corporations and 
commercial research schools. 

SPACECRAFT DESIGNS 

Warship Classes 

Bowle Class - The Bowie is an all-round scout 
ship. Almost every government has a few, using 
them for everything from official couriers to a 
main line of defense on some of the less 
sophisticated worlds. 

Moloverov Class - The Moloverov is a tanker 
and troop transport, used in conjunction with 
some of the larger warships. Is not much more 
than a few fuel tanks and a couple of holds with 
an engine. 

Hldeyoshl Class - The Hideyoshi is the 
common combat ship for most of the Local 
Group. It is much larger and more powerful than 
almost anything that could be commercially 
assembled. 

Odysseus Class - The largest of any ships in 
the Local Group. The Odysseus Class is almost 
invariably seen with escorts of Moloverov and 
Hideyoshi ships . The Odysseus will out-gun any 
other type of ship. Only the most sophisticated 
planets use this design. 

Privateer Class 

Dagger Class - The Dagger is a design which 
appeared rather mysteriously around 2350. It is 
very powerful and designed with only two 
purposes in mind: raiding other spacecraft and 
destroying other spacecraft. No shipyard will 
take credit for this abomination, but it is believed 
that the UDP has been financing the 
manufacturer. It is not known where these ships 
are based. 
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UNIVERSE BBS 

The Universe Bulletin Board System is provided 
for registered owners of Omnitrend's Universe II. 
It is intended as a forum for the exchange of 
ideas and comments between the players and 
authors of Universe II. In addition, new product 
announcements for Universe-related products 
will be placed on the bulletin board. 

The BBS may be accessed via modem at either 
300 or 1200 baud on the Omnitrend Software 
order line, (203), 658-6917, during the following 
hours: 

Monday through Friday: 7 pm to 9 am 
Saturday: 2 pm to Midnight 
Sunday: All Day 

An on-line help facility is availible to assit you in 
using the bulletin board. You will be allowed up 
to 30 minutes of connect time per day. 

The Universe Bulletin Board is a complementary 
service to players of Omnitrend's Universe II. 
Omnitrend Software, Inc. reserves the right to 
discontinue this service at any time. 
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LOCAL GROUP DIAGRAM 
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I -- '.'=::;:;ii ZHISOU FW . .. <i;i;!:!:i;i ---Benison (6/66sd) PYXIS UDP ---

Bahnir (8/65sd) ' I 
Fewel (lf74s) 

,, 
ICHARR FW ~--

Grotto (6f79s) ....... Imperial Beurn (9/49s) ,_,..... 
'" Myl (3/37s) ....... Cetus Amicus (7/85sd) 1• ...... 

I I I I °'" I I I I I I I I .i..1J.- GODEL I 
1ZWORZYKYN'SSTAR h 1HOPE FW ..,.. 

I I r-- n Axia (7/88sd) PRISA FW ...... 
1 KOCHAB FW 

/ - lvilose (1 /41 s) J v -
1 Serendip (7f70sd) I· .. .... Zeath (l/84sd) r-

c....-

TOASCELLA FW ~VROMUS FW I .. 
Milokarr (9/56s) ./ 1 Vromus Prime (1/91 sd) 

Rouvchorra (4131 s 1RCJ 2336b - - ,, ,., CL YTIOS lH-... ;, ,,_ 
1 NILOCK UDP - TWAIN UDP I 1-_ 1EROS UDP 1 Baliolsol (5/60) I - ~ ._ Stowe (2f72s) EVRYTION I Arbest (7/99sd) I I I I I I I .. ~(j ~-
I I I I I I I I I I I I 

KEY: 

Starsystem 

KOCHAB FW 
Serendip (7/70sd) 

Habitable Planet 
Name 

Culture Type 

Sophistication 

Government 

Planet Has Drydock 

Planet Has Starixirt 

Main Sequence 

Star\ 

Giant Star --. ~ 

DwartSta</ I 
Neutron Star 
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INDEX 

Accumulators 18, 31, 90 
Asomnigenate 21, 68 
Assault Capsule 19, 29-30, 97 
Astrogation 25 
Astrogator 21 , 25, 46, 48 
Atmospherics 18, 93 
Autodoctor 18, 91 

Bridge 18, 90 
Boarding Squad 51 

Cargo Hold 18, 56, 92 
Cargo Size Units 22, 56 
Computer 18, 24, 45, 91 
Converter 18, 31 , 89 
Credits 22, 41 
Crew 

Age20 
Asomnigenation 21 , 68 
Firing 68 
Grade21, 81 
Health 20, 42 
Hiring68 
Income 21, 65 
Promotions 21 
Specialty 20-21 , 42 
Training 81 
Watch 21, 32, 42, 68 

Crew Quarters 18, 91 

Docking 
with a Drydock 26, 47 
with an Enemy Vessel 26, 47, 51 

Docking Adapter 19, 26, 47, 51 , 96 

Electronic Countermeasure (ECM) 19, 27, 96 
ECCM27,93 
Energy 

Constant Drain 17, 31 
Production 18, 31 
Storage 18, 31 

Engineer 21 , 43 
Enhanced Beam Weapon (EBW) 18, 27, 50, 95 
Exosuits29, 51 -55, 69, 99 
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Files, Player 
Aborting 38 
Deleting 38 
New37 
Saving38 

FWSF33 

Gravity Generator 17, 89 
Gunner21 

Hibernaculum 18, 41, 80, 92 
High Definition Scanner 18, 49 , 94 
Hyperdrive 17, 25, 48, 88 

Jamming27 

Lander See Shuttle, Ore Processor, 
and Assault Capsule 

Marine 21 , 28-30, 51-55 
Miner 21 , 59-60 
Missiles 28, 41, 49, 66, 98 
Missile Launcher 18, 49, 95 
Missile Rack 18, 41, 49, 95 

Orbits 26, 46, 47 
Ore 18, 22, 31, 41, 58-61, 66, 79 
Ore Processor 19, 59-60, 97 
Ore Storage 18, 90 

Passengers 41 , 57, 80 
Parts 

Constant Drain 17, 31 
Damage Points 17 
Functions 17-19 
Partial Operation 17 
Repair 43, 67 
Removal67 
Size 17 
Sophistication 17 
Visibility 17 

Pilot21 , 29, 57 
Portables 28, 51-55, 69, 99 
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INDEX 

I 
Products 

I 
Buying 22, 78 
Cargo Size 22 
lllegal87 
Manifest (list) 56 

I Price22 
Selling 22, 78 
Sophistication 22 
Type22, 56 

I Programs 
Functions24 
Purchase 66 

I 
Removal24 
Running 23, 45 

Provisions 21 , 41 , 66 

~ 
Ramscoop 19, 61, 97 
Resource Scanner 18, 58, 93 

Salvo28 

~ 
Shield Generator 18, 27, 28, 96 
Shuttle, Orbital 18, 57, 94 
Spacecraft 

Classes 100-101 

~ Designs 100-101 
Purchase70 
Sales70 

I Specialty See Crew 
Solar/Planetal Scanner 18, 93 
Sub-light Drive 17, 25, 88 

I Time32 

Vtdcomm 18, 44, 92 

I 
Visibility 17 
Visibility Modifiers 17, 100 
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