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Appendix A: 

Planet's Edge 
Walk Through 

The Quick and Dirty way to win 
Planet's Edge 
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Here is a quick walk through for Planet's Edge. This method 
calls for gun-point diplomacy, but it is the fastest way to win 
the game. Scenario names are in bold. 

First, make sure that William has an Astrogation skill of 90 
or higher. If he doesn't, throw him into the genetic recycling 
bin by rerolling him in the Cloning chambers. When his skill is 
go or higher, he will increase the speed of any ship he is 
flying by 1 , and will improve the turn mode in some ships. 
Also. make sure that he has a high (preferably 100) skill in 
the weapon you will be arming your ship with. I recommend 
Lasers. 

Before you go anywhere, go to Double Blind on Alrai II. 
There is an alien in the upper right corner of the map who 
will offer to trade a weapon for a sphere. Give him a bronze 
sphere, and he will give you a Tac Nuke rifle. This weapon will 
blow away just about anyone in the game in one or two 
shots. Make sure that Katya uses the rifle. To simplify things 
leter, go and shoot Fandelbroth right away and take the fake 
~phere from it. Also grab the Modu-armor while you are 
ttlere. 

Next, go to Denebola IV and shoot the museum curator. The 
curator is the alien that won't speak with you until you have 
dealt with Ysaf. Once you shoot him, a door just around the 
corner will open with a set of ship planl and tech plans. Take 
these and rush home to build your new ship. Make sure you 
are armed to the teeth, and then go to Algieba IV 

The presidential station is at Algieba IV, and if you have been 
following this walk through, you haven't been invited. Destroy 
the base station and ships that guard the planet (Don't 
bother to pay them-they are a pirate generator) and beam 
down. The guards will ask for an invitation. The invitation you 
have looks something like that Tac Nuke rifle you are carry­
ing ... Once the guards are out of the way, take the door to 
your left and find your way to the second level of the station. 

Planet's Edge Reference Guide Page 205 



Go to the bar and blow the bartender away so that you can 
get his bottle of Vegan wine . Then go to the newspaper 
editor and talk to him to get the press pass from him. Take 
~he Vegan wine to the Algiebian in the Hall of Shame and go 
into the room she is standing in front of. Pull the switch on 
the wall and then search the upper left statue in the hall of 
shame to get your Algiebian crystal. Leave the hall and walk 
across the garden to the guards in front of the President's 
office. Show them the press pass to get by them, then go 
into the office. 

Assassinate lshtao and take the stuff you find on his body. 
You will, sadly, have to kill his guards, too. Return to the 
beam down point and go through the north door. Make sure 
that the lead character has the stuff you took from the presi­
dent, or you won't be able to get through the door. Inside are 
a couple of fixit kits and another set of ship plans. 

The next place to go is Solitaire on Kooshee Prime. There is 
no short cut to finishing this scenario, so read the write-up 
on this scenario to find out how to finish it. There is a set of 
tech plans here, and you only need two to build all the good 
stuff, so you are done worrying about them once you have 
finished Solitaire. Return to Moonbase. Build a better ship. 

Now drop by Rutilicus Colony to get a visitor's pass. The 
colony leader has it, but he won't be needing it if he is dead. 
Tac Nuke the poor fellow and beam up with your pass. You 
will need it for Loki's Sun. 

Loki's Sun is a difficult scenario and it is easier to complete 
it peacefully rather than violently, because the battles are so 
tough. You will just have to grit your teeth and follow the 
suggestions in the write-up for Loki's Sun to finish it. Make 
sure that you leave with the crate of spare parts and the 
sector clearance, because you will need them for later use. 

Of Universal Concern should be your next stop, so fly over 

ere and beam down. The Mass Converter is MUCH easier 
steal than pay for, so that is what you will have to do. The 

auctioneer has the converter, and he isn't wearing very heavy 
srmor. Before you off him, go talk to Movrin Sepo and get 
the Unilock and spare parts from him. Use the Unilock on 
one of the crates in the room to get the secret room open. 
Once you have killed the spawn, take the shroud pass that is 
in the room and show it to one of the robots guarding the 
Shroud of Kriq. This will make them move aside so you can 
get in and steal the Shroud. If you use the shroud on a dead 
character, that character will come back to life. It has only 
ten charges, so use it wisely. Don't forget to kill the auction­
eer before you leave and take the mass converter. 

Last thing you should do in this sector is drop by Eltanin VII 
and get your ship plans. You can find out how to do this by 
reading the write up on A Narrow Thread, since there are 
no short cuts to finishing it. You don't have to bother giving 
the engineer the generator. Return home with your prizes. 

The only place you have to go in Alhena sector is Peace 
Offering at Hyades. Most of Peace Offering cannot be 
solved by violence, so you will have to refer to the write-up to 
get through the puzzles. You will not have the leaders stone 
or the Dhoven Deed, but violence will solve everything that 
cleverness will not. You can deal with the death robots by 
wearing your Modu-armor and running past them when you 
have to turn off the switch they guard. The diplomats have 
the Krupp shields in the main conference ~om, and they can 
be easily killed. Don't forget the ship plans lying on the table, 
and you may want to take the sub-atomic blaster that is used 
by a diplomat. That does it for this sector, so run home to 
drop off all this new stuff and go to Zaurak sector next. 

Zaurak sector can be finished in one easy step. Drop by 
Rana and shoot the Giate and his guards. He has the K­
beam, and you need it. Take it and be done with Zaurak 
sector. There are two optional steps, however, that you will 
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want to take to simplify your job later. Stop by Diphda IV 
(Edge of Twilight) and shoot the scorch champion . He has 
some ship pla ns on him . Beam up and jet over t o 
Rasalmothal V. You don't need to finish this scenario either 
but you will need to follow it long enough to get the Cybe~ 
boots. Refer to the write up to learn how to do this. The 
boots will save you a lot of time later on. Return to 
Moonbase. 

By now, you will have a size six ship. If you arm yourself prop­
erly, you will be able to take on just about anything in the 
galaxy. Pass by lzar and Ankaq sectors for now, and go 
straight to Alnas! sector. 

First go to By Puppet Strings. There will be a nasty battle 
above all the planets that count in this sector, but you can 
win if you think about the battle and save frequently. Once in 
the station, go to all the lockers that are circled on your map 
and search them for the door crystals. Take the crystals to 
the Ominar that requires them to get the door to the great 
hall open. If anyone gives you a hard time in this scenario, 
shoot them. You are too strong to take anything from anyone 
anymore, and you are about to get MUCH stronger. Once 
you have got the great hall door open, shoot the alien stand­
ing in front of it (don't talk to him) and then shoot the procon­
sul to get his control spike. Beam up. 

Go to Ghosts, Nightmares and Yesterdays, next. This is a 
simple scenario, but it can't be accelerated by doing 
violence. Refer to the write-up to complete it. Once you have 
the escape code in hand, go to Into the Breech. The only 
thing you can do to make this scenario go by faster is to 
shoot the computers that you are supposed to shoot from 
OUTSIDE the rooms they are in. If you pay attention, you will 
notice that the computers can be seen from both sides of 
the wall . Shooting them from the outside avoids Blue Quark 
Death from the inside . Arm yourself well, then finish the 
scenario. Once you are done with this scenario, you will be 

rmed and armored to the max. You are now ready to finish 
he rest of the game in a flash , since nothing can stand up 

you. Rush home to drop off your Alga Cam. 

Next, stop by From the Ruins to get the Starstones. Follow 
the write-up for From the Ruins: it is short and simple . 
Once you have the Starstones, stop by We the Abducted 
and shoot the warehouse manager to get the Hataphas Gem 
tram him. Read the write-up on We the Abducted to find 
out where the warehouse manager is . After you get the 
Hataphas gem, beam up and go to The Concierge. 

Now go to The Concierge at lzar. Since you now have a 
Cygnus cannon , you can make this a one-stop scenario. Have 
one character (Preferably Katya) use the Cyber boots to 
jump over the walls of the mud maze to gather the Hataphas 
gems, then walk your character through the first level of the 
tower. When you go through a teleporter. the rest of the 
characters will rejoin you. From this point, simply follow the 
write up until you finish the scenario and get the N.l.C.T.U. 

After you leave lzar, go to Ankaq sector and visit 
Shadowside. Go on a rampage and kill everything in sight. 
Once you have killed Socketball and wiretap, the warehouse 
door that the sphere of Harmon lies behind will open. Take 
the sphere and the four wet suits you will find scattered 
about the scenario. Go to Pearl of Price. 

Follow the write-up for Pearl of Price to finish the scenario. 
You should already have the fake sphere from Double Blind. 
After finishing this one, drop by Instrument of the Gods to 
pick up the Utrecian key, then go back to Double Blind. 

Follow the write-up on Double Blind to complete it. Feel free 
to bump off anyone you don't like in this scenario while you 
are trying to finish it. Once you have the spheres of Awa and 
Ahyth , return to Instrument of the Gods and place the four 
spheres in their depressions. Talk to the Queen to get the 
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Harmonic Resonator. If you lost control and killed one of the 
"children", the queen won't cooperate. Not to worry, though· 
you are strong enough to gun her down without fear of 
reprisal. Either way, take the resonator and return to 
Moon base. 

The last place you need to go is A Small Matter. Hurry over 
there and beam down. Follow the write-up up to the point 
where you get the minilab pass. Make sure that · only the 
character with the Cyber boots has the pass, then use the 
'C' command to hide all the rest of the characters around 
the corner so they don't get the whole party shrunk. Take 
one step into the room, then use the Cyber boots to jump 
over the next square down. Grab the Gravitic Compressor 
and beam up where you stand. If you move around, you run 
the risk of stepping on one of the squares that will shrink 
you. Return home with your prize. 

OK, that covers getting all the objects you need to win the 
game with. All you have to do now is go and look at the 
Centauri device, and you will initiate the end-game sequence. 
Congrats! 

By the way... You may find that you have trouble finding all 
the minerals to construct the ships and weapons that you 
will need. If you are, you should liberate the protected worlds 
at Atria, Altair, and Alpha Centauri. These worlds all have 
large supplies of simple materials that can be traded for the 
harder to find alien materials. It is much easier to find a ship 
that will trade you what you want than it is to mine. Rana 
and Fomalhaut are centers for alien trade, so you will be able 
to find a lot of minerals just by waiting near these stars for 
the merchants to come home. 

Remember that Merchants that are leaving a star systern 
that has the mineral you want will have that mineral aboard. 
The bigger they are, the more they will carry, so trading will 
be particularly efficient in Alnas! and Ankaq sectors. 
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Appendix B 

Ship Combat 
Tactics 

Strategic and Tactical Ship to Ship 
(or Base] Combat Considerations 

The two most important strategic concepts in any type of 
combat are maneuvering and fire power. It has been said 
that maneuvering is the more important concept in that 
maneuvering properly can allow victory over superior fire 
power, and it may be true, yet in reality the concepts are two 
sides of a coin, inseparable, together constituting the criteria 
on which victory or defeat are realized. 

There are some general tactical considerations to bear in 
mind when dealing with these strategic concepts. To disen­
gage from a battle, your ship's speed must be equal to or 
greater than that of any of your opponents and you must be 
range 30 or more from the nearest opponent (use the 'T' 
key to quickly toggle which target is being targeted revealing 
their range). 

The battle area is fixed, however if you leave the edge of the 
battle area your ship returns onto the opposite edge. This is 
a great way to increase or decrease the range quickly! Upon 
successfully disengaging from a battle the shields of your 
ship are repaired. In a battle against a base and ship(s), or 
against two or more opponents of whatever kind, it is theo­
retically possible to defeat one of the opponents, disengage 
to repair shields, then return for the second or subsequent 
opponent. Although the opponents can also repair their 
shields while you've disengaged, they can't repair much inter­
nal damage! Lasers, projectiles, and missiles cause damage 
to the shield facing the incoming laser beam, projectile, or 
missile, however bolt weapons hit random shields, not neces­
sarily the one facing the firing unit. Thus a unit with a beam, 
projectile, or missile, all of which are faster firing but less 
powerful then equivalent bolts, might be able to punch a 
~hield and do interior damage while your opponents bolts 
keep hitting different shields, damaging all of them consider­
ably, but failing to knock any one down decisively. 

Sometimes, when attacking a base, there will be one or 
more escorts guarding the base. In these cases the escorts 
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will have to be dealt with first. It should be easy to position 
yourself outside of the weapons firing range of the base while 
dealing with the escorts. 

Until you battle against enemy ships of size 3 or more (size 3 
or more have the ability to mount 360 degree turret mount 
weapons) your most important tactic is to get behind your 
opponent and concentrate you fire power into the rear shield 
of the opponent. The Ulysses class ship has the best turn 
mode in the galaxy. In conjunction with a pilot who has an 
Astrogation skill of 90% or more it becomes easy to stay 
behind, and defeat, your less maneuverable size 1 or 2 oppo­
nent. Some (few) opponents will be wise enough to slow 
down, eventually stopping, in an attempt to prevent you fol­
lowing up their rear shield. Against this move you can either 
attempt to keep in the opponents rear quarter or stop mov­
ing and slug it out nose to nose. Once the escort(s) are gone 
you can quickly slip onto a position at range 0-2 following the 
base's rear shield, pound it's rear shield until it collapses 
doing a little internal damage, then either stay and polish off 
the base right there (assuming your ship has no internal 
damage and has a little shielding left ) or speed up, disen­
gage, then return to attack the base after repairing your 
shields. 

It's often a good idea to immediately select automatic 
weapons firing as soon as you enter a combat. This maxi­
mizes you fire power and frees your attention to concentrate 
on maneuvering the ship (unless your opponent is no threat). 
While projectile weapons only do about 1/4 the damage of 
an equivalent bolt they fire 4 times quicker producing a 
roughly equivalent damage amount over a period of time. 
Lasers do about half the damage of bolts but fire twice as 
fast, again a rough damage equivalence. Were it not for the 
fact that bolts hit random shields, the "punch" (it's higher 
damage) of the bolt would make it the best weapon . It usually 
works out however that a single projectile, missile, or laser 
will win out over a single bolt. Several bolts can do so much 
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damage that a small or medium sized opponent might be 
knocked out before they can threaten any attrition tactics 
with their faster firing weapons. It might seem that , in 
groups, the bolt is the best weapon but missiles can defeat 
the bolt, laser, or projectile armed ship by employing a range 
9-15 missile release , then turn away so the opponent never 
actually gets to range 8 (or less) thus never actually gets the 
chance to return fire . This u.se of the missile is the most 
time consuming and difficult maneuver to execute of any 
attack technique, however no alien ship will shoot any of it's 
weapons at you if the range between your ship and theirs is 
9 or more thus the missile is the most powerful weapon if 
you can develop this range 9-15 attrition game. This tech­
nique is the ultimate attrition strategy. Once you have 
acquired the "MegaMissile", which seeks the target and is a 
"fire and forget" weapon requiring no aiming, then a long 
range missile attrition strategy becomes tactically far easier 
to execute. Of course the turret mount version is most effec­
tive since the opponent can be lead about the combat area 
as you continually feed missiles which turn around and seek 
out the pursing opponent causing damage to the opponents 
facing shields since as they pursue you, they close with and 
take damage from your missiles while you keep the range 
open (range 11 ish). You need a speed equivalence (or advan­
tage) to properly execute this strategy. 

Every variation you come up with will be based on these gen­
eral principles, however you must adapt you tactics to the 
particular situation, which might change, rather than limiting 
yourself to a particular concept in every situation only to find 
it ineffective for that particular situation. If you must lose a 
ship to damage an enemy, then you'll eventually win by 
returning with fresh ships to complete the job. This sort of 
straight forward, brute force attrition can put stress on your 
resource supplies and is never necessary if you learn to use 
the longer range attrition strategies. 
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Ship's Structural Data 

Ship Hull Chart (Capacity for engines, weapons, and cargo) 
Ship size= 1 2 3 4 5 6 7 
Capacity= 10 40 90 1 60 250 360 490 
Max. #of Wpns= 2 5 10 10 10 10 10 
(Only the size 3 , and larger, have 360° turret mounts) 

Navigational/Weapons Computer Masses 
# of Wpn's/Engines = 1 2 3 4 5 6 7 
Capacity used = 1 4 9 16 25 36 49 
(Weapon's need their own TARcomputer(s); engines 
NAVcomputer(s)) 

require their own 

Engine Masses /Thrust (Mass not including NAV computer(s)) 
Type Mass/Thrust Type Mass/Thrust Type Mass/Thrust 
MK1 2/1 MK3 9/30 MK5 25/130 
MK2 4/10 MK4 16/70 MK6 36/200 
MK7 49/250 

Turn Mode = number of engines - constant 
Top Speed =Average Thrust - ship size+4 [and +1 more if astrogation = 900/o+] 
Acceleration= (Thrust/mass) + constant [from below chart] 

Constant Values 
Value= -4 -3 -2 -1 0 1 2 
Ship Size= 1 2 3 4 5 6 7 

Ship's Weapons Data 

Weapon's Mass (amount of 
space needed to install weapon) 

Type 90' 360' Type Tech Level 
Laser 1 4 Energy Beam 1 
X-Ray Laser 2 8 Energy Beam 1 
Mega Laser 4 16 Energy Beam 2 
Quark Laser 8 32 Energy Beam 3 
Cannon 2 8 Projectile 1 
Mass Driver 3 12 Projectile 1 
Rail Gun 6 24 Projectile 2 
Rack Gun 12 48 Projectile 3 
Grav Bolt 4 16 Energy Bolt 1 
Magna Bolt 9 36 Energy Bolt 2 
Phase Bolt 18 72 Energy Bolt 3 
Death Bolt 36 144 Energy Bolt 4 
Missile 3 12 Torpedo 1 
Mirv Missile 6 24 Torpedo 2 
Super Missile 12 48 Torpedo 2 
Mega Missile 24 96 Torpedo 3 
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Ship's Weapons Data 

Lasers 
Range 
0 1 2 3 4 5 6 7 8 9+ 
2 2 Laser 
4 4 2 X-Ray 
8 6 4 2 Mega 
16 16 14 12 10 8 6 4 2 Quark 

Damage done 
Chance to hit is equal to Ships beam weapon skill (no decrease with range) 

Proiectiles Missiles 
(% to hit is based on ship projectile skill] 
Type Damage Type Damage 
Cannon 1 Missile 3 
Mass Driver 2 MIRV 6 
Rail Gun 4 Super 12 
Rack Gun 8 Mega 24 

Seeker 
No 
No 
No 
Yes 

speed 
10+ship's 
9+ship's 
B+ship's 
7+ship's 

Chance to hit decreases by 5% each additional range increment, dam. is 
not reduced for range. 

If missile hits target then the damage is scored, otherwise not; there is 
no die roll or range adjustment of the damage. 

Missiles run out of fuel quickly, thereafter becoming inert. 

Bolts (Chance to hit is based on ship bolt weapon skill) 
Type Damage (any range) 
Grav Bolt 4 
Magna Bolt 8 
Phase Bolt 1 6 
Death Bolt 32 

Chance to hit decreases by 2% each additional range increment 
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Appendix C: 

Minerals 
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Besrn1rces 
Organics: 
Crystals: 
Radioactives: 
Common Liquids 
Heavy Metals· 
Inert Gasses: 
Soft Metals: 
Alien Gasses: 
Alien Metals. 
Alien Isotope· 
Alien Crystal : 
Alien Liquids: 
Alien Organic: 
Rare Elements: 
New Elements: 

MINERALS AND RESOURCES 
Lqcatjon 
Alpha Centauri IV 
Atria Ill 
Aldebaran Prime 
Sheratan V 
Venus 
Altair IV, Alphard VI 
Sirius V 
Kerb Prime, Sarin Prime 
Miaplacidus Prime, Biham Prime 
Ritilicus Prime, Shedir Prime 
Kursa II , Kitalpha Prime 
Almach IV 
Scheat Ill 
Unukalhai Prime 
Nekkar Prime 

Remember that you can always find a planet that has a lot of what you don't need 
and trade with a merchant for what you DO need. Just so we don't give away the 
farm , this is not a comprehensive list. With this list you can find a little of every­
thing that you may need, but there are other planets that have resources on 
them. 

ARMOR 
Item Protect Tech Points to 
Name against Lvl Kj!! Breach 
Admantine Chain Hand 1 200 20 
Assualt Suit Beam 3 500 30 
Chain Mail Hand 1 120 10 
Ceramic Beam 2 200 12 
Composite Proj . 2 400 16 
Dreadnaught Suit' Beam 5 25600 50 
Evian Armor Beam 3 500 20 
Flak Jacket Proj. 1 120 10 
Kevlar Suit Proj. 1 120 10 
Leather Hand 1 60 4 
May Field X Ray 3 1000 30 
Madu Armor X Ray 3 400 24 
Personal Shield X Ray 3 200 15 
Plate Hand 1 320 16 
Recon Proj . 1 150 15 
Reflec Beam 2 100 10 
Shielded Reflec X Ray 2 500 25 
Teflar Suit Proj . 2 320 20 
Wet Suit Hand 1 80 1 
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WEAPONS MEDICAL EQUIPMENT 
Item Class Tech Skill # of sides #of Item Class Tech Skill max # 
oame irem llll oeeds dice dice llSeS BoQ.. oame irem llll oeeds Of IJSeS Bog 
Acid Gun Beam 3 LtWpn 6 6 40 2 First Aid medical 1 first aid 20 1 
Assualt Laser beam 2 HWpn 8 4 12 4 Mini Aid Packs medical 3 surgical 255 1 
Assualt Rifle Proj. 1 HWpn 2 10 18 5 Trauma Kit medical 1 surgical 1 1 
Atomizer X Ray 5 HWpn 4 20 6 5 Shroud of Kriq miracle 9 none 10 1 
Battle Laser Beam 3 HWpn 10 3 20 4 
Blue Quark Gun X Ray 5 HWpn 20 4 6 5 MISCELLANEOUS ITEMS 
Breech Missile Proj . 2 HWpn 5 3 5 12 Item Where 

Chain Sword Hand 1 Hand 6 4 255 1 Name Function Found 

Cygnus Cannon X Ray HWpn 30 4 4 2 Algiebian Crystal 1 of the B parts to the Centauri Device Algieba IV 

Dagger hand 1 LtWpn 1 8 255 1 Algiebian Invite Admittance to Inauguration Ceremony Subra II 

Defense Wave X Ray 4 HWpn 20 1 10 0 Algiebian Quarter Activates the cola machine Algieba IV 

Electron Gun X Ray 2 Lt wpn 3 5 18 1 Algiebian Tai Purchase Vegan W ine on Algieba IV Attagi 

Energy Mace Hand 2 Hand 7 3 255 1 Alga Cam 1 of the B parts to the Centauri Device Ascella II 

Grenade Launcher Proj . 1 HWpn 1 8 8 3 
Alien Doll Get a Leader Stone when brought to surface Cappella Prime 

Alien Meat Makes the bridge guard on Subra II let you pass Subra II 
Hand Laser beam 1 LtWpn 2 7 20 4 Alien Medipack Trade this for Mini Packs on Cappella Prime Cappella Prime 
lmastyl Hand 1 Hand 1 8 255 1 Alien Regen Restore life to aliens Hyades Prime 
Laser Rifle beam 2 LtWpn 2 11 20 5 Android Tool Repairs the android heads to get clues Alpha Centauri II 
Laser Sword Beam 3 Hand 8 3 255 1 Anti-Matter Grenade None discovered Alnasl Prime 

Machine Gun proj 1 H wpn 6 5 12 4 Attagi Com Code Allows the passenger leader to save the Attagi Algieba IV I Attagi 

Mass Cannon Proj. 4 HWpn 50 2 20 5 Authorized Form Requisition form that's approved on Car-Caroli Prime Alula IV 

Microtic Injector Proj. 5 LtWpn 6 12 5 2 Bag 0 Diamonds Used on Alrai II and Sabik Prime; get two of them Sabik Prime 

Mono-Mai Disk Gun Proj . 3 LtWpn 1 30 100 3 Blanket None discovered several places 

Needler Proj . 2 LtWpn 2 6 200 3 Blind Faith The phrase to get by a guard on Alrai II Alrai II 

Neutron Gun X Ray 3 LtWpn 6 4 14 3 Bio None discovered Eltanin VII 

Pistol proj 1 LtWpn 1 12 12 3 Bronze Sphere Trade it for Tac Nuke rifles , upper right Alrai II Alrai II 

Plasma Bow Proj. 3 LtWpn 5 10 255 1 
Caged Noch Used In Life Gallery, on Merak Prime Alula IV 

Cevitic Balance Opens a treasure room on Arcturas Ill Mizar V 
Rifle proj 1 LtWpn 2 7 15 4 Choassqa Card 001 The orange card used on the Attagi Algieba IV I Attagi 
Rocket Launcher Proj . 1 HWpn 10 2 14 5 Choassqa Card 002 The green card used on the Attagi Algieba IV/ Attagi 
Scroe Special Beam 1 HWpn 1 1 200 4 Choassqa Card 003 The red card used on the Attagi Algieba IV/ Attagi 
Seeker Proj. 2 LtWpn 5 4 12 5 Choassqa Card 004 The blue card used on the Attagi Algieba IV/ Attagi 

Smart Gun Proj 2 HWpn 20 1 20 5 Choassqa Card 005 The yellow card used on the Attagi Algieba IV I Attagi 

Sossee Dagger Hand LtWpn 8 2 255 1 Com Net Used on Deneb II to visit Codebreaker Ankaq Prime 

Sub Atomic Blaster X Ray 4 HWpn 12 4 1-0 2 Com Nav Sq 2345-8 Used on Alula IV to repair the ship Car-Caroli Ill 

Super Laser Beam 3 HWpn 10 6 20 4 Control Crystals All 6 used on Alnasl Prime to open a door Alnasl Prime 

Sword hand 1 Hand 2 8 255 1 Control Spike Used on Vega IX to open a door Alnasl Prime 

Tac Nuke Rifle Proj. 2 LtWpn 8 8 5 5 Cyber Boots Safely cross dangerous or impassable terrain Rasalmothal V 

Thermite Launcher Proj. 1 HWpn 3 7 10 3 
Cyber Credit Trade it on Kochab II and Diphda IV Kornephoros Ill , Deneb II 

Turbo Laser Beam 3 HWpn 7 5 4 3 
Datatape Found and used on Deneb II Deneb II 

Death Threat None discovered Deneb II 

Decorative Orb Use on Denebola's east gate to open it up Denebola IV 
AMMUNITION Deed #3B466 Use at auction on Kochab II Rutilicus 

Name Type/skill Dhoven Deed Approved on Alhena VIII , deliver it to Hyades Prime Procyon Ill 
Ammo Clip projectile/ light weapons Doorspiker Open door at rocket silo on Sabik Prime Sabik Prime 

Heavy Magazine projectile/ heavy weapons Eldarin Pot Use at Denebola IV to get curator to open vault Denebola IV 

Power Cell beam/ light weapons Escape Code Get through door in Into The Breech Vega IX 

Power Bank beam/ heavy weapons Eye Balls Give to Socketball on Deneb II Deneb II 

Particle Pack x ray/ light weapons Eye Glasses Use on the alien on Algieba IV who requests them Attagi 

Neutrino Cache x ray/ heavy weapons Fake Sphere Place it on Nashira Ill in place of the sphere there Alrai II 

Fire Extinguisher On Cappella Prime, use it on fires to pass them safely Cappella Prime caves 
Flight Recorder Used on Alhena VIII to open a door Cappella Prime 
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Funny Hat Used to get the Last Stanza on Vindemiatrix Prime Vindemiatrix Prime 
Alula IV Gallery Admission The admission form for Merak Prime's "Life Gallery" 

Geal A'nai Amulet President trades for security pass Algieba IV I Attagi 
Rutilicus II , kill all spawn 
Alrai II 

Generator Trade it on Eltanin VII to acquire sonic pincers 
Gold Sphere Use in Cu's safe, on Alrai II, to access attic 
Golden Trinket Use on Subra II, the last guy in the cave Talitha II 
Grav Buoy [3 of them] Use on Zaurak II, Rasalmothal V, and Diphda IV 
Gravitic Compressor 1 of the B parts of the Centauri Device 

Rana Prime 
Car-Caroli Prime 

Gravity Bar Repair teletrans on the Attagi with this 
Harmonic Resonator 1 of the B parts to the Centauri Device 

Attagi 
Ankaq Prime 
Alula IV Harvest Key Use it on Alula IV control room to open door 

Hataphas Gem Use 6 on lzar II to get into the building Mizer V, Alkaid Prime 
Sabik Prime Industrial Badge Use on Sabik Prime to get doorspiker from the 

!SC Pin 
Jar of Uru 
K-Beam 
Kochab-Cola 
Krupp Shields 
Leader Stone 
Letters 
Levitator 
Logic Circuit Alpha 
Logic Circuit Beta 
Maint Card 
Mass Converter 
Matches 
Microtic Injector 
Mind Net Key 
Mini Lab Pass 
Mind Tap 
Mirror Shard 
Music Box 
Nav Beacon 
Newspaper 
N.l.T.C.U. 
Numistat Deed 
Official Papers 
Optical Key 
P.C. Strandware 
Perfume 
Pickar 
Planet Deed 
President's Amulet 
Press Pass 
Queen's Standard 
R Strandware 
Requisition Form 
Rubber Stamp 
Sack-0-Lozam 
Sector Clearance 
Security Card 
Ship Plans 
Shroud Admission 
Shroud of Kriq 
Silver Locket 
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registrar 
Gain entrance to a door on Ascella II Ascella II 
Used on Ankaq if you killed the children Nashira Ill 
1 of the B parts to the Centauri Device Rana Prime 
None discovered although it's refreshing Algieba IV 
1 of the B parts of the Centauri Device Hyades Prime 
Used on Hyades Prime on an alien deactivating robots Cappella Prime 
Used on Arcturas Ill to get the official papers Arcturas Ill 
Moves dresser out of way on Talitha II Talitha II 
Switch with Beta circuit to leave mini lab Car-Caroli Prime 
Switch with Alpha circuit to leave mini lab 
Use on Vindemiatrix to get Nav Beacon 
1 of the B parts of the Centauri Device 

Car-Caroli Prime 
Arcturas Ill 
Kochab II 

Use on tapestries to cause fire as a diversion Talitha II 
Injects strandware into the Proconsul on Alnas! Prime Car-Caroli Ill, Vega IX 
Use on Alnas! Prime to activate mindnet pad Alnas! Prime 
Use on Car-Caroli Ill to enter mini lab Car-Caroli Ill 
Use on Deneb II , with ComNet ,to see Codebreaker 
On Kooshee Prime, deflects numbing beam 
Tradable item on Kochab II 
Use on Mizer V to get a Hataphas gem 
Never discovered 
1 of the B parts to the Centauri Drive 
The Dhoven deed, once approved on Alhena VIII 
Lower the draw bridge on Arcturas Ill 
Opens the door on Ankaq Prime 
Inject the Proconsul on Alnas! Prime with this 
Trade it on Kochab II 
On lzar, deactivates explosive traps indoors 
Use on Kochab II in auction 
Allows one char to enter Kooshee Prime safely 
Allows meeting with the President of Algieba 
On Talitha II , trade to queen for weapon 
Genetic material for aliens 
Get this authorized on Car-Caroli Prime 
Give this to the Numistat on Alhena VIII 
Use this on Alula IV's harvest manager 
Use on Eltanin VII , after clearing antenna, gets ship 
Opens doors, access ship plans on Algieba IV! 
Used at moon base to build next larger ship 
Found on Kochab II , ticket to shroud exhibit 
Restore the life to a crew member 
Get into treasure room on Arcturas Ill' 

Deneb II 
Kooshee Prime 
Kochab II 
Vindemiatrix Prime 
Algieba IV 
lzar II 
Procyon Ill 
Arcturas Ill 
Fomalhaut VI 
Alnas! Prime 
Kochab II 
lzar II 
Rutilicus II , Kochab II 
Algieba 
Algieba IV 
Talitha 11 , Room #3 
Alnas! Prime 
Alula IV 
Alhena VIII 
Alula IV's garden 
Sabik Prime 
Algieba 
listed elsewhere 
Kochab II 
Kochab II , Ascella II 
Arcturas Ill 
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Sixth Seal 
Skocha Roots 
Sleith Egg 
Sonic Pincers 
Spare Parts 
Sphere of Rhyth 
Sphere of Themi 
Sphere of Harmon 
Sphere of Awa 
Star Stone 
Stone 
Talking Stick 
Technical Plans 
The Last Stanza 
Therm au! 
T rector Part 
Transformer 
Ulfas Cloth 
Unilock 
Vegan Wine 
Virtual Reality 
Visitor Badge 
Wet Suit 
Ysaf Note 

President trades for President's Amulet 
Trade on Sabik Prime for Bag 0 Diamonds from alien 

Merak Prime for "Life Gallery" 
Used on Kochab II and Zaurak II 
Place them on Komephoros Ill 
Use on Ankaq Prime 
Use on Ankaq Prime 
Use on Ankaq Prime 
Use on Ankaq Prime 
Use on the pockmark wall on lzar II 
Uses on Alula IV to prove your intelligence 
Use on Subra ll's "Magin" to get Algiebian Invite 
Increases your tech level by one more 
Use on Kornephoros Ill to get a Cygnus cannon 
Use on snow on Eltanin VII to clear array 
Used on Alula IV to get Ysaf note 
Use on Rutilicus 's engineer to restore power 
Trade it on Kochab II 
Used on Komephoros Ill to get a Cyber credit 
Makes the curator [Algieba) let you past her 
Gets you past a guard on Alrai II 
Deactivates robots on Sabik Prime 
Allows traveling water parts of Nashira Ill 
Use on Ysaf to prove you've fixed rocket 
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Algieba 
Sabik Prime 
Rasalmothal V 
Eltanin VII, Zaurak II 
Sabik Prime , Kochab II 
Alrai II 
Nashira Ill 
Deneb II 
Alrai II 
Arcturas Ill 
Alula IV 
Subra II 
Listed elsewhere 
Vindemiatrix Prime 
Eltanin VII 
Denebola IV 
Rutilicus II 
Kochab Prime 
Kochab II, Kornephoros Ill 
Algieba IV 
Alrai II 
Rutilicus II 
Oeneb II 
Alula W 
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