[image: image1.wmf]Nav def-3

Dest: Mars Gate


Confidential
(2000 Westwood Studios
Earth and Beyond


Earth and Beyond: Master Design Document

Table of Contents

1Earth and Beyond: Master Design Document


1Table of Contents


3Overview of Earth and Beyond


3General Design Philosophies


3Science Fiction / Space Combat Genre


3Mass-Market Focus


4Dramatic Environments


4Mission Oriented Play


4Focused Character Specialization


4Multi-tiered Character Development


5Dynamic World Events


6Universe Structure


6The Galaxy


6Planetary Systems and Sectors


8Gameplay overview


8(Legacy – being currently redesigned by Adam Isgreen) Introductory Experience (first hour)


9General Gameplay Elements


12Current Races


12Terrans


12Jenquai


13Progen


14Vrix


14Game Details


14Character


14Primary Character Attributes


16Secondary Character Attributes


17Skills


203Character Creation


206Character Advancement


209Character Reputation System


223Character Classes


259Ship


259PC & Mob Hull Field Descriptions Table


260Static Hull Attributes


264Calculated Hull Attributes


265Hull Definition Rules & Equations


274Items


274Overview


275Item Category Details


306Equipment Rules


308Equipment Damage, Malfunction, and Repair


314Item Manufacturing System


332Item Storage System


333Item Valuation (Commodities) System


343Game Elements


343Mobs (Mobile NPCs)


350Turret System


352Combat Systems


376PC Damage, Incapacitation, and Rescue


378Resource System


382Player Grouping


383Group Treasure Allocation


384Effects System


405Interface


429Navigation System


436Radar, Cloaking, and Passive Scanning Systems


442Missions


490Guild System


492Appendix


492Sample NPC Design with Talk Tree and Missions


498Item Data Definition Table




Overview of Earth and Beyond

General Design Philosophies

This section describes the general design philosophies for Earth and Beyond, with a focus on the elements that will improve on, and set it apart from, other persistent-state-world games.

Science Fiction / Space Combat Genre

Earth and Beyond is targeted to be the first graphical PSW in the space combat genre.  E&B will bring many elements of other successful space games such as Privateer, Elite, Masters of Orion, and Trade Wars to a fully persistent state environment.

Mass-Market Focus

Special attention is being given to various aspects of E&B’s design to reduce the barrier to entry so that new players unfamiliar with other PSWs can easily learn to play.  Many of the design concepts are directed away from the typical hard-core RPG systems that other PSWs have employed, and towards friendlier, simpler systems that should appeal to a wider audience.  Some examples of this design direction are:

4D Piloting Interface

E&B uses a four-degree of freedom piloting interface instead of the typical six-degree of freedom interface found in most other space combat games.  Players are always aligned with the ‘galactic plane’ and do not have to pay significant attention to 3D orientation.  This reduces the requirement for players to have strong 3D-spacial awareness to navigate and conduct combat.

Hidden RPG Systems

Many of the RPG system attributes and calculations that E&B employs to determine character development and outcomes of conflicts are not directly presented to the player.  RPG information is always presented in a minimal format, with only enough information to make appropriate decisions.  Although this may turn away some of the ‘hard-core’ audience, the significant reduction in statistics and attributes will greatly simplify the interface and reduce the learning curve.

Minimal Interface

E&B’s interface attempts to present information in a compact and easy to understand format.  Care has been taken to remove excess indicators, buttons, and dialogs whenever possible to reduce the amount of information the player has to absorb.

Guided Learning Process

As part of the initial gameplay, E&B will employ a guided tutorial of all basic game operations.  This tutorial process will be presented as part of a mission so that players will be motivated to complete the tutorial for a reward.  Advanced players will be able to quickly skim through the tutorial or bypass it altogether if desired.

Familiar Terminology

Naming conventions for technology and equipment in E&B will loosely follow modern terminology.  Effects of ‘future’ technologies will be based off of current technology trends and popular culture awareness to increase player understanding and reduce the learning curve.

Dramatic Environments

E&B will employ as many diverse locations as possible to increase the enjoyment of exploring the galaxy.  Each location will be designed with the goal to make it dramatic and as unique as possible.  Additionally, many environments will have a significant impact on RPG systems so that players will need to modify the tactics and strategies used to accomplish goals.  

Scale differences between objects in E&B will be exaggerated as much as possible to increase visual and psychological impact.  Capital ships and space stations will seem incredibly huge compared to a player’s ship, but tiny when compared to a planetary body.

Mission Oriented Play

Players will have access to both planned and randomly generated missions to advance the character.  Random missions will be easily accessible and diverse in content, and are automatically tailored to the player’s skill set.  

Random missions are provided as an alternate replacement for simple ‘hunting’ gameplay that is found in most other PSWs.  Players will have always access to specific goals to complete, often within a time limit, increasing the excitement of character development.

Focused Character Specialization

Each character archetype will have special skills and abilities that are unique to that archetype.  A fundamental E&B design philosophy is to exaggerate archetype uniqueness to create ‘class envy’ and enhance replayability.

Since each archetype will have specific strengths and weaknesses, cooperative play to overcome obstacles will be reinforced.  Players will want to group with players of other archetypes to round out a group’s skill set.

Since character development and skills are strictly class based, ‘sweet-spotting’ and homogeny of character development will be minimized.  

Multi-tiered Character Development

Character development in E&B will be three-tiered.  Characters can accumulate combat, exploration, and trade experience, which will each improve the character’s abilities in different ways.  Players will not have to rely on combat only as a means of advancing their character, thus increasing the enjoyment of the game for players with an exploration or craftsman mentality.

Dynamic World Events

Earth and Beyond will employ many GM and player controls to create dramatic changes in the environment.  As the game evolves, tensions between factions will change, wars will occur, ports will be destroyed and created, etc.  Players will have a feeling of being involved in the evolution of the universe as well.  A few of the systems that will support dramatic change are as follows:

Reactive Spawn Points

Spawn points will keep track of generated NPCs, and regularly modify the type and frequency of NPCs that are created based on player interactions.  As players defeat NPCs generated by a spawn point, the difficulty of MOBs that are generated will incrementally increase.

When a spawn point reaches a critical ‘tension level’, notifications will be sent to GMs that the area is a hot-spot of activity.  GMs can then take advantage of the situation to create dramatic events (such as battleships arriving, etc) that will be witnessed by a multitude of players in the area.

Another possibility is that spawn points will shut down after a critical tension level has been reached.  Exhausted spawn points can lay dormant for days or even weeks, temporarily changing the danger level of the zone.

News Service

A news service will be provided to publish newsworthy events all players in the galaxy.  GMs can utilize the news service to provide story content indirectly and to notify players of game changes.   High level mission completion will post the successful players’ names to the news service, granting them status and recognition.

Advanced GM Tools

Advanced GM tools will be provided to allow the live team to dynamically modify the game environment without taking down the servers.  Game story changes and dramatic events will take place without the need for server modifications or client updates.

Coordinated Events

Specific large-scale game events will be planned for groups of hundreds of players simultaneously.  Players will have an in-game signup process that will require them to team up with other players and groups of players to accomplish a dramatic event.  Outcomes of large events may directly impact the state of the galaxy at the discretion of the live team.

Universe Structure

The Galaxy

The Galaxy (analogue of a UO shard) is comprised of approximately 15 (exact number is still TBD) planetary systems linked by wormholes.  

Systems will be distributed and linked in such a way to provide a cluster controlled by each faction (Terran, Progen, Jenquai) and in future updates, the Vrix.  These systems will be patrolled (heavily in the central systems) by NPC dreadnaughts, to enforce law amongst the players in the area.  In very central civilized systems and heavily traveled commerce lanes, weapon disabler fields will enforce non-combat between players.  

Outside of faction owned territory there will be a large area of unclaimed systems (‘contested space’) that are not patrolled by faction NPCs.  PVP combat will be allowed in these areas, although reputation systems will be used to promote cooperative play. 

Navigation between systems is accomplished by utilizing wormholes and stargates.  These are two-way links created by ancient technology, and may not be destroyed or barricaded by players.

Many systems may be closed to players who have not reached specific reputation or level goals.  The initial character race and profession pick will be a primary factor in determining which areas players can explore.  Players must work to achieve positive intra-faction relationships to be free to traverse the entire galaxy.
Planetary Systems and Sectors

A planetary system is a set of sectors, or player arenas, linked by jump gates.  Each planetary system will have approximately 10 to 25 individual sectors that will typically represent a set of planets, asteroid fields, moons, and other locations within the system.  Each sector will be uniquely designed to provide many diverse and interesting environments for the players to enjoy.  

Sectors will be designed to accommodate approximately 50 players each.  If a sector becomes too crowded, jump gate access will be temporarily disabled to the system to keep game performance to an acceptable level.

There are two types of sectors: space sectors and planet sectors.  Planet sectors utilize the planetary terrain mode of the E&B engine, but are otherwise identical to space sectors.  Planetary sectors are not accessed via jump gates, but are instead entered by approaching a planet object in a space sector.

Scattered throughout a sector will be various NPC spawning points that will populate the sector with threats.  As players traverse through the system they will suffer various NPC encounters if their path intersects with an NPC’s sphere of aggression. 

Most sectors will also have ports, which offer services to the player.  Ports typically buy and sell various commodities, allow the player to repair and refit a ship, and provide quests and training. 

Some sectors will have alternate rule sets that will modify the game mechanics, thus requiring the players to utilize different tactics to accomplish goals.  For example, some nebula sectors may greatly interfere with radar and scanning systems, reduce shield effectiveness, and increase weapon damage.

Space sectors may sometimes contain groups of asteroids, which can be mined by players for resources.  These resources can be traded to other players, sold to ports, or used to manufacture various items.  Planetary sectors will typically have resource piles, which can also be mined by players with the appropriate equipment.

Gameplay overview

Introductory Experience (first hour)  (Legacy – being currently redesigned by Adam Isgreen)

During the first part of the game, players should be given plenty of time to familiarize themselves with the controls and basics of the game.  During the introductory process, the player must become comfortable with piloting a ship in space and planet mode before interacting with other players.  Players who are already experienced with the game should be able to quickly skim through the introductory game.  The following section outlines the initial events that a new character will experience.

Introduction

When first beginning, the player is shown a brief intro movie setting the story background for the game.  

Character Creation

The player is prompted to create a character in this phase.  The player will select an initial race and profession for the avatar being created.  These selections determine the initial attributes, skills, special abilities, starting location, and starting ship and equipment for the player.  Additionally, the player will be able to customize the facial features, personality, and coloring of the avatar representation.

Beginning the Game

After creating a character, the player will begin the game in Sol system, at a port representing the center of power for the character’s selected faction.  This should be precluded with an automated tour of Sol’s primary sectors.

At the port, the player will initially receive a mission to report to a different port in a faction owned system.  During the mission briefing, a tutorial will show the player various aspects of port interaction such as the commodities exchange, public terminal, and ship modification interfaces.

After leaving the port, a tutorial will begin instructing the player on the basic mechanics of piloting the ship, navigating around obstacles, warping, and other non-combat space-mode actions.  The player will then be directed to complete the initial quest by warping to the target system and navigating to the target port.

Upon reaching the target port, the player will begin a series of simple combat training exercises that will teach the basics of energy systems, weapon targeting, and damage monitoring.  These training exercises should give the player enough experience to gain one combat level.

After the combat exercises have been completed, the player will receive a trade-oriented mission to run a shipment of cargo to a nearby port.  Completion of this mission should result in the character gaining enough experience to acquire one trade level.

Finally, an exploration mission will be given requiring the player to visit a nearby planet and scan a specific building.  This may require some combat as the building will be lightly guarded by indigenous life.  Completion of this mission will award the player one exploration level.

After the initial training missions have been completed, the character will be introduced to both the character-training interface and the hull upgrade interface.  The character will receive both one new skill and one minor hull upgrade.  Afterwards, the player will be free to undertake any goals the player wishes to achieve.  

General Gameplay Elements

Many different avenues of character activity and development will exist in E&B.  The following entries outline primary player directions.

Improving the Character

A primary focus for many players will be the advancement of the character’s attributes and skills.  E&B’s RPG system will allow for unique character development flexibility while maintaining the advantages of a class-restricted advancement system.

Improving Character Skills

When the character successfully utilizes a skill, the skill may be improved.  Beginning and maximum skill levels are determined by the character’s primary attribute values.

Many skills are grouped together in skill categories (or a ‘skill tree’).  The chance of success utilizing a skill is an average of the skill’s value and any parent skills it may have.  Gaining experience with a skill will improve both the skill and the parent skills, so other skills in the same category level gain some benefit.

When characters gain combat, trade, or exploration levels, the related attributes will be improved.  As the attributes improve, the related skill caps are raised.

The rate at which a skill will improve is a function of the difference between the skill level and the skill’s cap.  Skills are easier to improve if there is much room for improvement.

Gaining Combat, Trade, and Discovery Experience

If the player engages in combat, experience will be earned.  When enough combat experience has been accumulated, the character will receive a dexterity bonus (as a multiplier of the initial dexterity attribute).  This will raise the skill maximums for many combat related skills.

Trade experience is gained by making a profit selling items or completing trade-oriented quests.  When a trade level is gained, the character will receive a charisma bonus.

Entering new sectors, completing exploration missions and acquiring new technologies garner discovery experience.  Also, confronting a new type of indigenous life earns discovery experience.  Achieving a discovery level improves the character’s intelligence attribute.

Gaining New Abilities

The player will gain new special abilities through experience, training, and use of implants.  These abilities will generally be race and profession specific, and be unattainable by many other players.  An example would be a cloaking ability, attainable only by Jenquai and some Terrans.

Some abilities are innate, and will be gained by a specific race/profession immediately upon achieving a predetermined experience level.

Abilities may also be gained by training.  Various starbases and planetary ports may have training facilities that will teach the character a new ability for a fee.  The character may need a specific attribute or skill level to be eligible for training.

For Progen and Terran characters, some abilities may be gained by implant operations.  Sometimes the required implant must be earned by completing missions, and some implants will require minimum attribute levels to be utilized. 

Improving Fame and Reputation

During the course of the game, characters will accumulate fame while reputation varies based on their actions.  Fame acts as a multiplier for reputation, so being ‘good’ or ‘evil’ has more impact as the character ages. 

Reputation is tracked independently for each faction, and is used to determine NPC reactions to the character.  Having a high reputation with a faction generally gives the player more opportunities for profit within the faction’s territories, although having a poor reputation will attract opportunities within pirate or enemy factions.  

Gaining reputation with a faction may damage reputation with other factions.
Improving the Ship

Another avenue of character development is through improving the character’s ship and equipment.  Thousands of different items will be available in E&B for players to utilize, dramatically affecting tactics used to achieve goals. 

At various stages throughout character development, the character will be awarded with ship upgrades.  These upgrades will allow the character to utilize increasingly advanced equipment, carry additional cargo, sustain extra combat damage, etc.  

Ship equipment will be purchased, found, or manufactured by the player.  A portion of the equipment acquired by the player will be unusable,, since it will require a prerequisite character skill level, race, or profession to function properly.  Such items can be traded or sold for profit.

Making a Profit

Gathering Planetary and Asteroid Resources

Item Manufacturing and Trading

Exploring the Galaxy

Random and Planned Missions

Missions can earn monetary, technology, experience, and reputation awards for the character.

Universal Missions

E&B will employ a staff of people directed to create large-scale missions and events that continually evolve the universe.  Large-scale conflicts will be planned, and players will be prompted to coordinate a response.  Although most of these events’ outcomes will most likely be predetermined, the amount of player involvement (or lack thereof) may influence the determination.

PvP Combat

Player vs. player combat will be allowed in many areas of space, although it will be governed by reputation and NPC control systems.  In general, PvP combat will only take place outside of faction territories.  In the interior of faction space, PvP combat will not be allowed.  Near the borders of faction territories, NPC ships will enforce peace, but PvP conflict will be allowed.  If a player attacks another player in these areas, NPC ships will attack the player who fired first, provided that the defending player has a fair reputation within the faction.  NPC ships are not invincible, however, and players under attack may be able to avoid or destroy them.

Starting a fight within faction territory will damage the player’s reputation unless the defending player’s faction reputation is negative.

In outlying areas that are not patrolled by NPCs, PVP combat is allowed.  Reputation systems are still applicable, and will be set up to encourage cooperative rather than combative gameplay.  Players are encouraged to travel in numbers for safety in these areas.

If a player’s faction reputation falls low enough, faction NPC ships will automatically engage the player on sight. 

Current Races

Terrans

Terrans are the descendants of the survivor’s of the First War of Secession with Mars Colony and the Outer Worlds. The seat of Terran control is Earth, a fact that has led them to believe that they are the last true bastions of humanity. On a very basic level Terrans regard the Progen and the Jenquai as mutant races, not quite Homo Sapiens. However, prejudices aside, the Terran policy is toward profit and the expansion of markets. Progen and Jenquai money and resources are as good as any other sentient lifeform.

Terrans represent the largest population concentration and culturally remain the least stringent and most diverse of the dominant human factions. Diversity also extends toward Terran racial stock. Terrans are of the Earth and as such come in every color, size, shape, and configuration the human gene pool has to offer.

As a general rule, Terrans are more sociable, less xenophobic, and less disciplined than either the Progen or Jenquai. However, they can afford to be. The goal of the Terran Alliance is not nor has it ever been territorial or martial conquest. The Alliance wants everyone’s money. Pure and simple. To that end, Terran technology is more sophisticated in some areas than even the Jenquai. Terran technology tends to lend itself to a broad industrial base and because Earth is the Terran homeworld, food production is one of its biggest industries. Hydroponics space stations aside, Earth food simply tastes better. 

The Terran Alliance, however, does have certain drawbacks. One, it is burgeoning. On last census there were some eighteen billion people throughout the solar system who labeled themselves Terran. In contrast, even with its aggressive progenesis policy, the Progen Republic can claim only two billion while the Jenquai have leveled off and are holding steady at five hundred million.

There are about five million more humans scattered among a hundred or so space stations, non-Aligned colonies and privateer ships.

Given its population demands, the Terran Alliance is forever in search of expanding its resource base – something the Alliance has gotten exceedingly good at doing.

Jenquai

The Jenquai are the descendents of the first explorers to map the far reaches of the solar system. During the 1st Century of the 3rd Era of Humanity, Jenquai ancestors struck out from Earth and Earth Station on giant long-haul deep space shuttles knowing that turn around time from when they reached their destiny to when they returned to Earth would be measured in years.

The Jenquai have turned the pursuit of knowledge, illumination and the clarity of logic into a religion. There are those who do hold beliefs in a single divinity and worship accordingly, however this is done in conjunction with Jenquai spirituality, which is almost a separate matter. Most Jenquai feel that the universe as a whole is the divine power and that all life encompasses that power. All life is connected as aspects of this self-same universe. There is a formal structure to the practicing of the Jenquai faith, complete with monasteries, cloisters, priestly orders, and the like. This organized structure draws the lions share of its faithful from the religious caste.

The Jenquai physiology is a result of adapting to the alien environments they initially encountered. These environments ranged from prolonged space travel to the low density, low gravity conditions on some of Sol System’s out worlds. 

The low gravity of most Jenquai worlds means that, on average, Jenquai are weaker than either Terrans or Progen. However, they have faster reaction times and acute sight and hearing. 

Dexterity is highly valued along with mental agility, and most Jenquai educational systems attempt to develop both. 

Progen

The Progen are a clone-culture descended from the original settlers of Mars Colony. Progen are a genetically bred race, proud, noble in their own right, and devoted to those in authority. This devotion is genetically bred to a certain degree, making for a society that is far more ordered in comparison to the Jenquai and the Terrans. 

On a very basic level Progens regard the Terran and the Jenquai as inferior and cowardly races. However, prejudices aside, the Progen realizes that for now, they two other factions are needed to perpetuate the species. 

The Progen represent the largest growing population base, a policy that has been kicked into high gear within the last decade as they see the Terran numerical advantage as potentially threatening Progen sovereignty. 

As a general rule, Progen are less sociable, more xenophobic, and more disciplined than either the Terran or Jenquai. However, they feel they have good reason. There is a collective memory of Earth Governments occupation of Mars during the first few years of the War of Secession. During the War, the greatest threat to the Progen effort came in the form of spies and traitors who felt some specious allegiance to Earth.

Ultimately, the goal of the Progen Republic is conquest. The Progen see themselves as eventually ruling over the entire human sphere. However, this belief goes deeper than simply cultural greed and malice. The Progen literally see themselves as mankind’s only hope to compete as a ruling race in the cosmos. Although concrete Contact has yet to be made, the Progen feel it is just a matter of time before humanity comes face-to-face with an alien species. The Progen believe the only way to compete in the galactic scheme of things is as a united and unified peoples. 

One of the greatest benefits to the Progen peoples is that they are by far the genetically superior of the factions. Average Progen life expectancy is approximately fifty years longer than that of the average Terran and twenty years longer than that of the average Jenquai. 

Not only is the Progen Republic a clone culture it also embraces genetic engineering of all biological entities. From genetically engineered bacteria that consumes many of the harmful trace elements in the Martian atmosphere, to biomechanical nanotechnology based organisms that perform functions on a molecular level, the Progen sees the double helix as the key to mans survival. The average Progen is healthier, stronger, prettier, quicker, and smarter than the average Terran and in many cases the average Jenquai. 

The Progen Republic, however, does have certain drawbacks. One, it is an intensely ordered society. Despite the advances to humans that have come from Progen genetic manipulation they have not advanced as fast or as far as might be expected. One reason is the martial nature of Progen society. The Republic has a long-term manifest destiny that sees itself as the spearhead of humanity and all effort s point toward this singular path. Anything else that may happen along the way is incidental. 

Vrix

The Vrix are an ancient species whose Empire spread and contracted thousands of years ago. They are a predatory species that came out from the coreward star clusters of the galaxy toward the rim and the spinward arms. They accomplished this using technology left by the first races – The Ancients. Much like humans, the Vrix stumbled upon the Star Gates. With this technology, the Vrix were like locust, travelling from world to world, consuming native species, turning them into outposts of their Imperium. 

Vrix society is task oriented. Each Vrix is genetically designed for a specific function or task. Even the Sovereign is designed by its predecessor to rule. Vrix Society ranges from extremely intelligent and completely autonomous ruling classes – the Regents – to non-intelligent biomechanical drones. 

There is no advancement as such in Vrix society since the function of Vrix workers and drones does not change. Rewards for tasks well done are chemical enhancements. Vrix are designed to feel pleasure when a task is done well, fear when a failure occurs.

The Vrix are a driven and somewhat warlike species. Their original genetic predisposition was toward conquest of other races for their Masters the sharh. Somehow – at least with the collective that was imprisoned in gate-stasis at Deneb VII – the collective’s predisposition altered toward expansion of the collectives throughout the galaxy – if not the universe – for themselves. 

They are not unlike invading locust in that respect. Their greatest advantage, however, is the collectives knowledge of the true nature of the Gates and the actual power the Gates possess. 

Game Details

Character

Primary Character Attributes

Intelligence 

Represents the character’s overall understanding of computers and technology.  Characters with high intelligence are better at interfacing with star ship systems, and may exhibit psionic abilities.  Improves with discovery experience.

Dexterity

Represents the character’s reflexive ability.  Characters with high dexterity are much better at targeting laser and projectile weapons, and maneuvering their star ship out of danger.  Improves with combat experience.

Charisma

Represents the character’s overall influence with NPC characters.  High charisma dramatically increases the effects of fame and reputation.  Characters with good charisma will get better deals when buying or selling goods, and will be better able to manage a colony.  Improves with trade experience. 

Awareness

Represents the character’s intuition and 3D spatial skills.  Also represents the character’s overall experience level.  Awareness is not modified by the initial race or profession selection, and only improved by gaining experience.

Secondary Character Attributes

Reputation (per faction)

Reputation is tracked for each faction for the character.  Players may want to improve their reputation with a faction in order to negotiate better with faction NPCs.

Fame

Fame acts as a multiplier value for reputation, and is accumulated by deeds and missions.  The more famous the character is, the more profound the effects reputation will have on NPC interactions.

Wealth

Combat Experience (see Character Advancement)

Discovery Experience 

Trade Experience 

Skills

Overview

E&B uses a purchase/quest based skill system as opposed to a practice system such as EverQuest uses. Players will improve skills by ‘purchasing’ them from NPC trainers with skill points. 

Each skill has 9 distinct levels (skill level), with each skill level not only improving the’ effect’ of the skill but generally adding additional effects as well.

Each skill also has an associated value (skill value), which determines the overall power of any effects generated by the skill.  Skill values are based off of the primary attributes (dexterity, intelligence, and charisma), and may be enhanced by skill upgrade purchases, ship-mounted equipment, and game effects.

Every archetype will have a specifically limited selection of skills that they can obtain and improve.  Exactly which skills are available to each archetype is TBD.

MOBs will utilize skills as well in the same fashion that players do.  During the MOB definition process, arbitrary skills will be assigned, and the AI system should be able to properly utilize these skills.  Skills useable by MOBs are noted as such in the skill detail.

Obtaining and Improving Skills

All characters will start with a limited set of level 1, 2, and 3 skills (exact initial skill assignments are TBD).

Characters may learn an additional set of skills over time.  Which skills can be learned, and to what level they can be learned, is specifically determined by the race/class selection made by the player.

The level at which any specific skill level can be learned is specified in each skill detail section.  Most skill levels have a minimum combat, exploration, and/or trade level needed before the skill level can be obtained.

There are four ways that characters can obtain new skills or improve existing ones:

Trainer Improvement

Every time a character receives a combat, trade, or exploration level, the character will obtain a skill point.  The player can then visit any trainer NPC that has skills to teach, and spend these points to obtain a new skill or skill improvement.

Acquiring a new skill at level 1 costs 1 skill point.  Training that skill to level 2 costs 2 additional skill points, training to level 3 costs 3 additional skill points, etc. 

Each trainer NPC will only have a limited set of skills that the trainer can teach to the player.  What skills will be taught (and to what skill level) is NPC specific and will be part of the NPC definition process.

All NPCs that teach skills will reside in a lounge (or similar interface) in ports.

Trainer NPCs may refuse to present the training interface to players that do not meet specific profession, level, attribute, or faction requirements.

Trainers can only teach skills up to level 5.  Level 6 to Level 9 skills are gained through quest or automatic improvement only. 

Quest Improvement

Completion of a quest can result in the reward of a skill level.  This is a feature of the ‘planned’ quest system only (randomly generated quests never award skills).

Quests that reward a skill or skill improvement should always be designed to allow only the players who qualify to obtain the skill to attempt the quest.  A check should still be made (and an error reported) any time a quest attempts to award an inappropriate skill.  In these cases (of course) no skill should be awarded.

Automatic Improvement

Each archetype will have one or more intrinsic skills that are automatically obtained or improve when an appropriate combat, exploration, trade, or total level is achieved.  This is part of the archetype definition and will be identical for all players of that archetype.

Skills that are automatically improved for any archetype cannot be trained or quested for, and should not be available in these systems.

Skills that are automatically improved must be automatically improved for any archetype that has the skill.

Temporary Improvement

Players may gain a temporary skill or improve an existing skill value through an effect (see Game Elements / Effects System for more information).

Skill Values

All skills have a value range of 35-300.  Skill values are capped at 300 regardless of effects or upgrades.

Skill values are calculated from three parts:  attributes, skill upgrades, and effects.

The base value of a skill is equal to the attribute or average of related attributes.  For example, the base value of Analyze Device is equal to the INT of the character, while the base value of Energy Conservation is equal to the character’s (INT+DEX)/2.  The actual formula used is skill dependant, and will be listed in the header of each skill.

In general, skills improve by 10 points for each skill level purchased or obtained automatically.  Some skills do not follow this rule – see the skill detail description for specific information.

Skill values may also be temporarily improved by effects placed on the character.  These improvements may come from systems that have been mounted on the ship or temporary effects caused by skill activation or item use.

Skill Listing Overview

Item Use Skills

	Skill Name
	Archetype
	Description

	Beam Weapon

Passive
	All
	The Beam Weapons skill allows utilization of higher tech level beam weapons and improves the player’s accuracy when utilizing them.

The skill value is directly used in the combat routines to determine accuracy with beam weapons.

	Projectile Weapon

Passive
	All but TE and TT
	The Projectile Weapons skill allows utilization of higher tech level projectile weapons and improves the player’s accuracy when utilizing them.

The skill value is directly used in the combat routines to determine accuracy with projectile weapons.

	Missile Weapon

Passive
	All but JE and JT
	The Missile Weapons skill allows utilization of higher tech level missile weapons.

The skill value is not directly utilized but instead acts as a specific missile weapon use limiter.

	Engine Tech

Passive
	All
	The Engine Tech skill allows utilization of higher tech level engines. 

	Shield Tech

Passive
	All
	The Shield Tech skill allows utilization of higher tech level shield devices. 

	Reactor Tech

Passive
	All
	The Reactor Tech skill allows utilization of higher tech level reactors.

	Device Tech

Passive
	All
	The Device Tech skill allows utilization of higher tech level devices.  




Manufacturing (Trade) Skills

	Skill Name
	Archetype
	Description

	Build Weapons

Special
	PW, PT, JW, JT , TW, TT
	Allows the construction of all weapons and weapon ammunition items.

	Build Shields

Special
	PE, PT, TT
	Allows the construction of shield devices.

	Build Engines

Special
	JT, TW, TE, TT
	Allows the construction of engines.

	Build Reactors

Special
	PT, JE
	Allows the construction of reactors.

	Build Devices

Special
	PE, JW, JE, JT, TE, TT
	Allows the construction of devices.

	Build Components

Special
	PT, JT, TT
	Allows the construction of components, necessary for the manufacture of other items.


Other Skills

	Skill Name
	Archetype
	Description

	Hacking

Activated
	TW, TE
	The hacking skill attempts to shut down various systems on targeted opponents.  

	Navigate

Passive
	JE, TE, TT
	The navigate skill has several effects that affect traveling times and efficiency.

	Befriend

Activated
	TT
	The Befriend skill allows a Terran Tradesman to attempt to improve relations with a mob by increasing reaction calculations and other effects.

	Shield Inversion

Activated
	PW, PT
	The Shield Inversion skill allows the player to utilize the shield device as a devastating weapon.

	Combat Trance

Passive
	PW
	The Combat Trance skill gives the player combat bonuses whenever the ship is at a complete halt.

	Gravity Link

Activated
	PW, PE
	The Gravity Link skill allows Progen to manipulate gravity and mass to slow targets down and keep them from escaping.

	Menace

Activated
	PE, PT
	The Menace skill allows Progen to attempt to terrify NPCs, causing them to flee in fear.  

	Psionic Shield

Activated
	JW, JT
	The psionic shield ability allows the player to place a psionic force shield on a target player.  This shield absorbs a set amount of damage and then dissipates.  

	Cloak

Activated
	JW, JE, JT
	The cloaking skill allows players or NPCs to completely disappear from sight.  Cloaked objects cannot be interacted with unless they can be seen through a skill or effect.

	Fold Space

Activated
	JW, JE
	The fold space skill enables the user to teleport himself or others short distances in order to escape danger.  

	Damage Control

Passive
	PW, TW
	The Damage Control skill passively protects the player’s hull, lessening any damage done to it.

	Enrage

Activated
	PW, TW
	The Enrage skill allows warriors to attempt to anger NPCs, causing them to attack the warrior instead of weaker group members.

	Critical Targeting

Passive
	PW, PE, PT, JW, TW
	The Critical Targeting skill allows the player to occasionally inflict greater than normal damage.

	Repair Equipment

Activated
	PW, JW, TW, TT
	The repair equipment skill allows the player to repair damaged equipment attached to a target’s ship.  

	Recharge Shields

Activated
	PT, JT, TT
	The recharge shields ability allows a player or NPC to quickly regenerate a target’s shield.

	Negotiate

Passive
	PT, JT, TW, TE, TT
	The Negotiate skill allows the player to reduce the price paid for goods and services, and increase profits on all transactions.

	Jumpstart

Special
	PE, JE, TE
	The Jumpstart skill allows explorers to resuscitate incapacitated players.

	Prospect

Special
	PE, JE, TE
	The Prospect skill allows explorers to retrieve valuable resources from ‘resource mobs’ (i.e. asteroids, gas pockets, and planetary mineral piles).  For a complete overview of the prospecting system, see the related design document (created by Derek Sanderson & Brian Heins).

	Scan

Passive
	PE, JW, JE, JT, TE
	The scanning skill improves the range and power of the ship’s scanners.

	Dismantle

Special
	PT, JT, TT
	The dismantle skill allows the traders to take apart items and retrieve components.  Improved skill levels allow dismantling of higher tech level items, and improved skill values increase the number of components retrieved.

	Rally

Activated
	TW
	When activated, the rally skill imparts combat bonuses to all group members. 

	Afterburn

Activated
	TE
	The afterburn skill allows Terran Explorers to quickly escape danger by temporarily increasing combat speeds.

	Hull Patch

Activated
	TE
	The hull patch ability allows a player or NPC to regenerate damaged hulls.

	Self Destruct

Activated
	PW
	Activation of the self-destruct skill causes the player’s ship to explode, doing large amounts of damage to all enemies within a radius.  Increased levels of ability increase the amount of damage applied.

	Power Down

Activated
	PE
	The Power Down skill allows the Progen Explorer to escape danger by turning off all systems and ‘playing dead’.  The skill is especially useful against non-intelligent opponents.

	Summon

Activated
	JW
	The Summon skill allows the Jenquai Warrior to teleport group members and enemies to their location.  This can be used as a combat tactic or to reduce group formation time.  At the highest level, group members can also be returned to their ‘registration point’. 

	Create Wormhole

Activated
	JE
	The Wormhole skill allows the Jenquai Explorer to teleport to various locations in the universe without having to use gate technology.  At higher levels, group members can be transported as well.

	Environment Shield

Activated
	JE
	The Environment Shield skill allows the Jenquai Explorer to reduce the magnitude of environmental effects.  At higher skill levels, a portion of this benefit is shared with group members.


Skill Listing Details

Beam Weapon (Passive, base=DEX + INT + CHA)

Overview

The Beam Weapons skill allows utilization of higher tech level beam weapons and improves the player’s accuracy when utilizing them.

The skill value is directly used in the combat routines to determine accuracy with beam weapons.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	0
	10
	10
	0
	0
	0
	0
	10
	10

	3
	10
	30
	30
	0
	10
	10
	10
	30
	30

	4
	30
	50
	50
	10
	30
	30
	30
	50
	50

	5
	50
	75
	75
	30
	50
	50
	50
	75
	75

	6
	75
	100
	100
	50
	75
	75
	75
	100
	100

	7
	100
	135
	135
	75
	100
	100
	100
	135
	135

	8
	135
	
	
	100
	135
	135
	135
	
	

	9
	
	
	
	135
	
	
	
	
	


NPC Utilization

Skill can be assigned to all NPCs.

Skill Description

General

Equipping a beam weapon requires that the character have a Beam Weapon skill of equal or greater level (i.e. Tech 6 beam weapons can only be used by players with Beam Weapon level 6 or better).

All players gain a 25% damage bonus when using beam weapons for each skill level after the first.

Level 1 (Beam Weapons L1)

Description: Allows the use of tech level 1 beam weapons.

Level 2 (Beam Weapons L2)

Description: Allows the use of tech level 2 beam weapons, increases beam weapon damage, and improves accuracy.

Players gain a 25% bonus to damage when using beam weapons.

Level 3 (Beam Weapons L3)

Description: Allows the use of tech level 3 beam weapons, increases beam weapon damage, and improves accuracy.

Players gain a 50% bonus to damage when using beam weapons.

Level 4 (Beam Weapons L4)

Description: Allows the use of tech level 4 beam weapons, increases beam weapon damage, and improves accuracy.

Players gain a 75% bonus to damage when using beam weapons.

Level 5 (Beam Weapons L5)

Description: Allows the use of tech level 5 beam weapons, increases beam weapon damage, and improves accuracy.

Players gain a 100% bonus to damage when using beam weapons.

Level 6 (Beam Weapons L6)

Description: Allows the use of tech level 6 beam weapons, increases beam weapon damage, and improves accuracy.

Players gain a 125% bonus to damage when using beam weapons.

Level 7 (Beam Weapons L7)

Description: Allows the use of tech level 7 beam weapons, increases beam weapon damage, and improves accuracy.

Players gain a 150% bonus to damage when using beam weapons.

Level 8 (Beam Weapons L8)

Description: Allows the use of tech level 8 beam weapons, increases beam weapon damage, and improves accuracy.

Players gain a 175% bonus to damage when using beam weapons.

Level 9 (Beam Weapons L9)

Description: Allows the use of tech level 9 beam weapons, increases beam weapon damage, and improves accuracy.

Players gain a 200% bonus to damage when using beam weapons.

Projectile Weapon (Passive, base=DEX + INT + CHA)

Overview

The Projectile Weapons skill allows utilization of higher tech level projectile weapons and improves the player’s accuracy when utilizing them.

The skill value is directly used in the combat routines to determine accuracy with projectile weapons.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Quest(0)
	Auto(0)
	Auto(10)
	Auto(10)
	Auto(10)
	Auto(10)
	
	

	2
	0
	0
	0
	10
	10
	10
	10
	
	

	3
	0
	10
	10
	10
	30
	30
	10
	
	

	4
	10
	30
	30
	30
	50
	50
	30
	
	

	5
	30
	50
	50
	50
	75
	75
	50
	
	

	6
	50
	75
	75
	75
	100
	100
	75
	
	

	7
	75
	100
	100
	100
	135
	135
	100
	
	

	8
	100
	135
	135
	135
	
	
	135
	
	

	9
	135
	
	
	
	
	
	
	
	


NPC Utilization

Skill can be assigned to all NPCs.

Skill Description

General

Equipping a projectile weapon requires that the character have a Projectile Weapon skill of equal or greater level.

All players gain a 25% damage bonus when using projectile weapons for each skill level after the first.

Level 1 (Projectile Weapons L1)

Description: Allows the use of tech level 1 projectile weapons.

Level 2 (Projectile Weapons L2)

Description: Allows the use of tech level 2 projectile weapons, increases projectile weapon damage, and improves accuracy.

Players gain a 25% bonus to damage when using projectile weapons.

Level 3 (Projectile Weapons L3)

Description: Allows the use of tech level 3 projectile weapons, increases projectile weapon damage, and improves accuracy.

Players gain a 50% bonus to damage when using projectile weapons.

Level 4 (Projectile Weapons L4)

Description: Allows the use of tech level 4 projectile weapons, increases projectile weapon damage, and improves accuracy.

Players gain a 75% bonus to damage when using projectile weapons.

Level 5 (Projectile Weapons L5)

Description: Allows the use of tech level 5 projectile weapons, increases projectile weapon damage, and improves accuracy.

Players gain a 100% bonus to damage when using projectile weapons.

Level 6 (Projectile Weapons L6)

Description: Allows the use of tech level 6 projectile weapons, increases projectile weapon damage, and improves accuracy.

Players gain a 125% bonus to damage when using projectile weapons.

Level 7 (Projectile Weapons L7)

Description: Allows the use of tech level 7 projectile weapons, increases projectile weapon damage, and improves accuracy.

Players gain a 150% bonus to damage when using projectile weapons.

Level 8 (Projectile Weapons L8)

Description: Allows the use of tech level 8 projectile weapons, increases projectile weapon damage, and improves accuracy.

Players gain a 175% bonus to damage when using projectile weapons.

Level 9 (Projectile Weapons L9)

Description: Allows the use of tech level 9 projectile weapons, increases projectile weapon damage, and improves accuracy.

Players gain a 200% bonus to damage when using projectile weapons.

Missile Weapon (Passive, base=DEX + INT + CHA)

Overview

The Missile Weapons skill allows utilization of higher tech level missile weapons.

The skill value is not directly utilized but instead acts as a specific missile weapon use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(10)
	Auto(10)
	Auto(10)
	Auto(30)
	
	
	Auto(0)
	Auto(0)
	Auto(0)

	2
	10
	10
	10
	30
	
	
	0
	0
	0

	3
	10
	30
	30
	30
	
	
	0
	10
	10

	4
	30
	50
	50
	30
	
	
	10
	30
	30

	5
	50
	75
	75
	50
	
	
	30
	50
	50

	6
	75
	100
	100
	75
	
	
	50
	75
	75

	7
	100
	135
	135
	100
	
	
	75
	100
	100

	8
	135
	
	
	135
	
	
	100
	135
	135

	9
	
	
	
	
	
	
	135
	
	


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize missile weapons.

Skill Description

General

Equipping a missile weapon requires that the character have a Missile Weapon skill of equal or greater level.

Level 1 (Missile Weapons L1)

Description: Allows the use of tech level 1 missile weapons.

Level 2 (Missile Weapons L2)

Description: Allows the use of tech level 2 missile weapons and increases missile weapon damage.

Players gain a 25% bonus to damage when using missile weapons.

Level 3 (Missile Weapons L3)

Description: Allows the use of tech level 3 missile weapons and increases missile weapon damage.

Players gain a 50% bonus to damage when using missile weapons.

Level 4 (Missile Weapons L4)

Description: Allows the use of tech level 4 missile weapons and increases missile weapon damage.

Players gain a 75% bonus to damage when using missile weapons.

Level 5 (Missile Weapons L5)

Description: Allows the use of tech level 5 missile weapons and increases missile weapon damage.

Players gain a 100% bonus to damage when using missile weapons.

Level 6 (Missile Weapons L6)

Description: Allows the use of tech level 6 missile weapons and increases missile weapon damage.

Players gain a 125% bonus to damage when using missile weapons.

Level 7 (Missile Weapons L7)

Description: Allows the use of tech level 7 missile weapons and increases missile weapon damage.

Players gain a 150% bonus to damage when using missile weapons.

Level 8 (Missile Weapons L8)

Description: Allows the use of tech level 8 missile weapons and increases missile weapon damage.

Players gain a 175% bonus to damage when using missile weapons.

Level 9 (Missile Weapons L9)

Description: Allows the use of tech level 9 missile weapons and increases missile weapon damage.

Players gain a 200% bonus to damage when using missile weapons.

Engine Tech (Passive, base = DEX + INT + CHA)

Overview

The Engine Tech skill allows utilization of higher tech level engines. 

The skill value is not directly utilized but instead acts as a specific engine use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	10
	10
	10
	0
	0
	0
	0
	0
	0

	3
	30
	30
	30
	10
	10
	10
	0
	0
	0

	4
	50
	50
	50
	30
	30
	30
	10
	10
	10

	5
	75
	75
	75
	50
	50
	50
	30
	30
	30

	6
	100
	100
	100
	75
	75
	75
	50
	50
	50

	7
	135
	135
	135
	100
	100
	100
	75
	75
	75

	8
	
	
	
	135
	135
	135
	100
	100
	100

	9
	
	
	
	
	
	
	135
	135
	135


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize engines.

Skill Description

General

Equipping an engine requires that the character have an Engine Tech skill of equal or greater level.

Level 1 (Engine Tech L1)

Description: Allows the use of tech level 1 engines.

Level 2 (Engine Tech L2)

Description: Allows the use of tech level 2 engines.

Level 3 (Engine Tech L3)

Description: Allows the use of tech level 3 engines.

Level 4 (Engine Tech L4)

Description: Allows the use of tech level 4 engines.

Level 5 (Engine Tech L5)

Description: Allows the use of tech level 5 engines.

Level 6 (Engine Tech L6)

Description: Allows the use of tech level 6 engines.

Level 7 (Engine Tech L7)

Description: Allows the use of tech level 7 engines.

Level 8 (Engine Tech L8)

Description: Allows the use of tech level 8 engines.

Level 9 (Engine Tech L9)

Description: Allows the use of tech level 9 engines.

Shield Tech (Passive, base = DEX + INT + CHA)

Overview

The Shield Tech skill allows utilization of higher tech level shield devices. 

The skill value is not directly utilized but instead acts as a specific shield device use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	0
	0
	0
	10
	10
	10
	0
	0
	0

	3
	0
	0
	0
	30
	30
	30
	10
	10
	10

	4
	10
	10
	10
	50
	50
	50
	30
	30
	30

	5
	30
	30
	30
	75
	75
	75
	50
	50
	50

	6
	50
	50
	50
	100
	100
	100
	75
	75
	75

	7
	75
	75
	75
	135
	135
	135
	100
	100
	100

	8
	100
	100
	100
	
	
	
	135
	135
	135

	9
	135
	135
	135
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize shields.

Skill Description

General

Equipping a shield device requires that the character have a shield tech skill of equal or greater level.

Level 1 (Shield Tech L1)

Description: Allows the use of tech level 1 shields.

Level 2 (Shield Tech L2)

Description: Allows the use of tech level 2 shields.

Level 3 (Shield Tech L3)

Description: Allows the use of tech level 3 shields.

Level 4 (Shield Tech L4)

Description: Allows the use of tech level 4 shields.

Level 5 (Shield Tech L5)

Description: Allows the use of tech level 5 shields.

Level 6 (Shield Tech L6)

Description: Allows the use of tech level 6 shields.

Level 7 (Shield Tech L7)

Description: Allows the use of tech level 7 shields.

Level 8 (Shield Tech L8)

Description: Allows the use of tech level 8 shields.

Level 9 (Shield Tech L9)

Description: Allows the use of tech level 9 shields.

Reactor Tech (Passive, base = DEX + INT + CHA)

Overview

The Reactor Tech skill allows utilization of higher tech level reactors. 

The skill value is not directly utilized but instead acts as a specific reactor use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	0
	0
	0
	0
	0
	0
	10
	10
	10

	3
	10
	10
	10
	0
	0
	0
	30
	30
	30

	4
	30
	30
	30
	10
	10
	10
	50
	50
	50

	5
	50
	50
	50
	30
	30
	30
	75
	75
	75

	6
	75
	75
	75
	50
	50
	50
	100
	100
	100

	7
	100
	100
	100
	75
	75
	75
	135
	135
	135

	8
	135
	135
	135
	100
	100
	100
	
	
	

	9
	
	
	
	135
	135
	135
	
	
	


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize reactors.

Skill Description

General

Equipping a reactor requires that the character have a reactor tech skill of equal or greater level.

Level 1 (Reactor Tech L1)

Description: Allows the use of tech level 1 reactors.

Level 2 (Reactor Tech L2)

Description: Allows the use of tech level 2 reactors.

Level 3 (Reactor Tech L3)

Description: Allows the use of tech level 3 reactors.

Level 4 (Reactor Tech L4)

Description: Allows the use of tech level 4 reactors.

Level 5 (Reactor Tech L5)

Description: Allows the use of tech level 5 reactors.

Level 6 (Reactor Tech L6)

Description: Allows the use of tech level 6 reactors.

Level 7 (Reactor Tech L7)

Description: Allows the use of tech level 7 reactors.

Level 8 (Reactor Tech L8)

Description: Allows the use of tech level 8 reactors.

Level 9 (Reactor Tech L9)

Description: Allows the use of tech level 9 reactors.

Device Tech (Passive, base = DEX + INT + CHA)

Overview

The Device Tech skill allows utilization of higher tech level devices.

The skill value is not directly utilized but instead acts as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	10
	0
	10
	0
	0
	0
	10
	0
	10

	3
	30
	0
	30
	10
	0
	10
	30
	0
	30

	4
	50
	10
	50
	30
	10
	30
	50
	10
	50

	5
	75
	30
	75
	50
	30
	50
	75
	30
	75

	6
	100
	50
	100
	75
	50
	75
	100
	50
	100

	7
	135
	75
	135
	100
	75
	100
	135
	75
	135

	8
	
	100
	
	135
	100
	135
	
	100
	

	9
	
	135
	
	
	135
	
	
	135
	


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize systems.

Skill Description

General

Equipping a system requires that the character have a Device Tech skill of equal or greater level.

Level 1 (Device Tech L1)

Description: Allows the use of tech level 1 devices.

Level 2 (Device Tech L2)

Description: Allows the use of tech level 2 devices.

Level 3 (Device Tech L3)

Description: Allows the use of tech level 3 devices.

Level 4 (Device Tech L4)

Description: Allows the use of tech level 4 devices.

Level 5 (Device Tech L5)

Description: Allows the use of tech level 5 devices.

Level 6 (Device Tech L6)

Description: Allows the use of tech level 6 devices.

Level 7 (Device Tech L7)

Description: Allows the use of tech level 7 devices.

Level 8 (Device Tech L8)

Description: Allows the use of tech level 8 devices.

Level 9 (Device Tech L9)

Description: Allows the use of tech level 9 devices.

Build Weapons (Passive, base=DEX + INT + CHA)

Overview

The Build Weapons skill allows the character to analyze and manufacture weapons (beam, projectile, and missile launcher) and projectile and missile ammunition packs.

The character can only attempt to analyze or manufacture weapon or ammunition items of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(10)
	
	Auto(0)
	Auto(10)
	
	Auto(0)
	Quest(0)
	
	Auto(0)

	2
	10
	
	0
	10
	
	0
	0
	
	0

	3
	10
	
	0
	10
	
	0
	0
	
	0

	4
	10
	
	0
	10
	
	0
	0
	
	0

	5
	10
	
	0
	10
	
	0
	0
	
	0

	6
	75
	
	75
	75
	
	75
	75
	
	75

	7
	135
	
	135
	135
	
	135
	135
	
	135

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to activate items.

Skill Description

General

Level 1 (Build Weapons L1)

Description: Allows analysis and manufacture of tech 1 weapons and ammunition.

Level 2 (Build Weapons L2)

Description: Allows analysis and manufacture of tech 2 weapons and ammunition.

Level 3 (Build Weapons L3)

Description: Allows analysis and manufacture of tech 3 weapons and ammunition.

Level 4 (Build Weapons L4)

Description: Allows analysis and manufacture of tech 4 weapons and ammunition.

Level 5 (Build Weapons L5)

Description: Allows analysis and manufacture of tech 5 weapons and ammunition.

Level 6 (Build Weapons L6)

Description: Allows analysis and manufacture of tech 6 and tech 7 weapons and ammunition.

Level 7 (Build Weapons L7)

Description: Allows analysis and manufacture of tech 8 and tech 9 weapons and ammunition.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Devices (Passive, base= DEX + INT + CHA)

Overview

The Build Devices skill allows the character to analyze and manufacture devices.

The character can only attempt to analyze or manufacture devices of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacture, as well as the resultant quality of any devices made.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	Auto(10)
	
	Auto(30)
	Auto(0)
	Auto(30)
	
	Auto(30)
	Auto(0)

	2
	
	10
	
	30
	0
	30
	
	30
	0

	3
	
	10
	
	30
	0
	30
	
	30
	0

	4
	
	10
	
	30
	0
	30
	
	30
	0

	5
	
	10
	
	30
	0
	30
	
	30
	0

	6
	
	75
	
	75
	75
	75
	
	75
	75

	7
	
	135
	
	135
	135
	135
	
	135
	135

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Devices L1)

Description: Allows analysis and manufacture of tech 1 devices.

Level 2 (Build Devices L2)

Description: Allows analysis and manufacture of tech 2 devices.

Level 3 (Build Devices L3)

Description: Allows analysis and manufacture of tech 3 devices.

Level 4 (Build Devices L4)

Description: Allows analysis and manufacture of tech 4 devices.

Level 5 (Build Devices L5)

Description: Allows analysis and manufacture of tech 5 devices.

Level 6 (Build Devices L6)

Description: Allows analysis and manufacture of tech 6 and tech 7 devices.

Level 7 (Build Devices L7)

Description: Allows analysis and manufacture of tech 8 and tech 9 devices.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Shields (Passive, base= DEX + INT + CHA)

Overview

The Build Shields skill allows the character to analyze and manufacture shields.

The character can only attempt to analyze or manufacture shields of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	Auto(30)
	Auto(10)
	
	
	
	
	
	Quest(10)

	2
	
	30
	10
	
	
	
	
	
	10

	3
	
	30
	10
	
	
	
	
	
	10

	4
	
	30
	10
	
	
	
	
	
	10

	5
	
	30
	10
	
	
	
	
	
	10

	6
	
	75
	75
	
	
	
	
	
	75

	7
	
	135
	135
	
	
	
	
	
	135

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Shields L1)

Description: Allows analysis and manufacture of tech 1 shields.

Level 2 (Build Shields L2)

Description: Allows analysis and manufacture of tech 2 shields.

Level 3 (Build Shields L3)

Description: Allows analysis and manufacture of tech 3 shields.

Level 4 (Build Shields L4)

Description: Allows analysis and manufacture of tech 4 shields.

Level 5 (Build Shields L5)

Description: Allows analysis and manufacture of tech 5 shields.

Level 6 (Build Shields L6)

Description: Allows analysis and manufacture of tech 6 and tech 7 shields.

Level 7 (Build Shields L7)

Description: Allows analysis and manufacture of tech 8 and tech 9 shields.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Engines (Passive, base= DEX + INT + CHA)

Overview

The Build Engines skill allows the character to analyze and manufacture engines.

The character can only attempt to analyze or manufacture engines of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	
	
	Auto(30)
	Auto(30)
	Auto(0)
	Auto(10)

	2
	
	
	
	
	
	30
	30
	0
	10

	3
	
	
	
	
	
	30
	30
	0
	10

	4
	
	
	
	
	
	30
	30
	0
	10

	5
	
	
	
	
	
	30
	30
	0
	10

	6
	
	
	
	
	
	75
	75
	75
	75

	7
	
	
	
	
	
	135
	135
	135
	135

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Engines L1)

Description: Allows analysis and manufacture of tech 1 engines.

Level 2 (Build Engines L2)

Description: Allows analysis and manufacture of tech 2 engines.

Level 3 (Build Engines L3)

Description: Allows analysis and manufacture of tech 3 engines.

Level 4 (Build Engines L4)

Description: Allows analysis and manufacture of tech 4 engines.

Level 5 (Build Engines L5)

Description: Allows analysis and manufacture of tech 5 engines.

Level 6 (Build Engines L6)

Description: Allows analysis and manufacture of tech 6 and tech 7 engines.

Level 7 (Build Engines L7)

Description: Allows analysis and manufacture of tech 8 and tech 9 engines.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Reactors (Passive, base= DEX + INT + CHA)

Overview

The Build Reactors skill allows the character to analyze and manufacture reactors.

The character can only attempt to analyze or manufacture reactors of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	Auto(30)
	
	Auto(30)
	
	
	
	

	2
	
	
	30
	
	30
	
	
	
	

	3
	
	
	30
	
	30
	
	
	
	

	4
	
	
	30
	
	30
	
	
	
	

	5
	
	
	30
	
	30
	
	
	
	

	6
	
	
	75
	
	75
	
	
	
	

	7
	
	
	135
	
	135
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Reactors L1)

Description: Allows analysis and manufacture of tech 1 reactors.

Level 2 (Build Reactors L2)

Description: Allows analysis and manufacture of tech 2 reactors.

Level 3 (Build Reactors L3)

Description: Allows analysis and manufacture of tech 3 reactors.

Level 4 (Build Reactors L4)

Description: Allows analysis and manufacture of tech 4 reactors.

Level 5 (Build Reactors L5)

Description: Allows analysis and manufacture of tech 5 reactors.

Level 6 (Build Reactors L6)

Description: Allows analysis and manufacture of tech 6 and tech 7 reactors.

Level 7 (Build Reactors L7)

Description: Allows analysis and manufacture of tech 8 and tech 9 reactors.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Components (Passive, base= DEX + INT + CHA)

Overview

The Build Components skill allows the character to analyze and manufacture any components necessary for the manufacture of other items.

The character can only attempt to analyze or manufacture components of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	Auto(10)
	
	
	Auto(0)
	
	
	Auto(10)

	2
	
	
	10
	
	
	0
	
	
	10

	3
	
	
	10
	
	
	0
	
	
	10

	4
	
	
	10
	
	
	0
	
	
	10

	5
	
	
	10
	
	
	0
	
	
	10

	6
	
	
	75
	
	
	75
	
	
	75

	7
	
	
	135
	
	
	135
	
	
	135

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Components L1)

Description: Allows the analysis and manufacture of tech 1 components.

Level 2 (Build Components L2)

Description: Allows the analysis and manufacture of tech 2 components.

Level 3 (Build Components L3)

Description: Allows the analysis and manufacture of tech 3 components.

Level 4 (Build Components L4)

Description: Allows the analysis and manufacture of tech 4 components.

Level 5 (Build Components L5)

Description: Allows the analysis and manufacture of tech 5 components.

Level 6 (Build Components L6)

Description: Allows the analysis and manufacture of tech 6 and tech 7 components.

Level 7 (Build Components L7)

Description: Allows the analysis and manufacture of tech 8 and tech 9 components.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Hacking (Activated, base = DEX + INT + CHA)

Overview

The hacking skill attempts to shut down various systems on targeted opponents.  

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	
	
	
	Quest(0)
	Auto(30)
	

	2
	
	
	
	
	
	
	0
	30
	

	3
	
	
	
	
	
	
	0
	30
	

	4
	
	
	
	
	
	
	0
	30
	

	5
	
	
	
	
	
	
	0
	30
	

	6
	
	
	
	
	
	
	75
	
	

	7
	
	
	
	
	
	
	135
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

This skill may be utilized by NPCs.  Note that NPC utilization does not need to apply the level 1 Hack Communications effect, since hack communications does not affect player characters.

Skill Description

General

Ability levels are selectable.

Organic mobs are immune to hacking effects.

Level 1 (L1 Hacking)

Ability Name: Hack Systems

Description: When activated, attempts to temporarily disable a target’s shields, reactor, or engines.  Activation uses 20 energy.  This skill has no effect on organic targets.

Skill activation recycle time is 60 seconds.

Skill application costs 20 units of energy.

Range of effect is 2000 units.

Applies a Hack Systems effect to target. 

	Hack System 

Instant
	Effect is not valid for organic targets.

Effect is not valid on player targets in non-PvP zones unless initiated by an NPC.

A random equipment item is selected from the target’s ship.  The item may be an engine, shield, reactor, system, or drone controller.  

An opposed roll is made of the magnitude vs. the target item’s tech level * 30.

If successful, the item is ‘dislodged’.  This is exactly as though the item was just equipped, so any downtime penalties occur before the item can be re-activated.  The player should be informed if the attempt was successful or not, and to which item was hacked.

If an enemy shield or reactor is hacked with this effect, it immediately loses half of it’s remaining energy reserve.

The result of a success or failure should be displayed as a text message, i.e.: “Enemy shield has been successfully hacked!” or “Attempt to hack enemy engines has failed.”.


Level 2 (L2 Hacking)

Description: Increases hacking range and success chance, and reduces the amount of time between uses.

Skill activation recycle time is 45 seconds.

Range of effect is 2500 units.

Level 3 (L3 Hacking)

Ability Name: Hack Weapons

Description: Activation attempts to disable a random weapon on target.  Activation uses 40 energy.

Skill application costs 40 units of energy.

Range of effect is 3000 units.

Applies a Hack Weapons effect to target.

	Hack Weapon

Instant
	Effect is not valid for organic targets.

Effect is not valid on player targets in non-PvP zones.

A random weapon is selected from the target’s ship.

An opposed roll is made of the magnitude vs. the target item’s tech level * 30.

If successful, the item is ‘dislodged’.  This is exactly as though the item was just equipped, so any downtime penalties occur before the item can be re-activated.

The result of a success or failure should be displayed as a text message, i.e.: “Enemy weapon has been successfully hacked!” or “Attempt to hack enemy weapon has failed.”.


Level 4 (L4 Hacking)

Description: Increases hacking range and success chance, and reduces the amount of time between uses.

Skill activation recycle time is 30 seconds.

Range of effect is 3500 units.

Level 5 (L5 Hacking)

Ability Name: Multi-Hack

Description: Activation attempts to simultaneously hack a target’s systems and weapons, and also attempts to jam a target’s communication systems, keeping the target from requesting assistance.  Activation uses 80 energy.

Skill application costs 80 units of energy.

Range of effect is 4000 units.

When skill is activated, applies the Hack Communications, Hack Systems, and Hack Weapons effects to selected target with a magnitude equal to skill value.  

	Hack Communications 

Continuous

Non-Stacking
	Effect is discarded if the target is organic or a player character.  

Effect success is determined by an opposed roll of the effect magnitude vs. the target’s INT*2.  On failure, the effect is discarded.

Duration of the effect is 20 seconds + ¼ second * magnitude.

Other social NPCs of the target’s type will not assist target NPC for duration of effect.  Exact AI parameter modifications TBD.

The result of a success or failure should be reported to the effect originator, i.e. “Enemy communications successfully jammed!” or “Jam communications attempt has failed.”


Level 6 (L6 Hacking)

Ability Name: Area System Hack

Description: Attempts to hack systems of all hostiles within 1000 units of the target, and allows the skill to be used more often.  Activation uses 160 energy.

Skill application costs 160 units of energy.

Range of effect is 4500 units.

Radius of effect is 1000 units.

Applies the Hack Systems effect to all NPC targets within the effect radius from target.

Level 7 (L7 Hacking)

Ability Name: Area Multi-Hack

Description: Activation simultaneously multi-hacks all hostile targets within 1500 units of the selected target.  Activation uses 240 energy.

Skill application costs 240 units of energy.

Range of effect is 5000 units.

Radius of effect is 1500 units.

Applies Hack Systems, Hack Communications, and Hack Weapons effects to all NPC targets within the effect radius from target.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Navigate (Passive, base = DEX + INT + CHA)

Overview

The Navigate skill has several effects that affect traveling times and efficiency.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	
	Auto(10)
	
	
	Auto(0)
	Auto(30)

	2
	
	
	
	
	10
	
	
	0
	30

	3
	
	
	
	
	10
	
	
	0
	30

	4
	
	
	
	
	10
	
	
	0
	30

	5
	
	
	
	
	10
	
	
	0
	30

	6
	
	
	
	
	
	
	
	50
	

	7
	
	
	
	
	
	
	
	100
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not useable by NPCs.

Skill Description

General

Level 1 (L1 Navigate)

Ability Name: Warp Efficiency

Description: Reduces the amount of energy used when activating warp.

Characters gain the permanent effect Warp Energy Cost Reduction with a linked magnitude equal to the character’s skill value.  

	Warp Energy Cost Reduction

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Energy costs for engaging  warp are reduced by 30% + (magnitude / 5)


Level 2 (L2 Navigate)

Description: Increases the power of all Navigate skill effects.

Level 3 (L3 Navigate)

Ability Name: Emergency Warp

Description: Reduces the time required to activate warp.

In addition to the previous effect, characters gain the permanent effects Fast Warp Engage and Warp Recycle Recuction, with linked magnitudes equal to the character’s skill value.

	Fast Warp Engage

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The time elapsing to engage warp engines is reduced by 30% + (magnitude / 5).


	Warp Recycle Reduction

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The ship engine’s  warp recycle time is reduced by 30% + (magnitude / 5).


Level 4 (L4 Navigate)

Description: Increases the power of all Navigate skill effects.

Level 5 (L5 Navigate)

Ability Name: Combat Navigation

Description: Increases the ship’s maximum speed.

In addition to the previous effect, characters gain the permanent effect Increase Combat Speed, with a linked magnitude equal to the character’s skill value.

	Increase Combat Speed

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The combat (non-warp) speed of the ship is increased by (magnitude / 3)%


Level 6 (L6 Navigate)

Ability Name: Warp Navigation

Description: Increases the ship’s warp speed.

In addition to the previous effect, characters gain the permanent effect Increase Warp Speed, with a linked magnitude equal to the character’s skill value.

	Increase Warp Speed

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The warp speed (not the warp value of the engine) of the ship is increased by (magnitude / 3)%.


Level 7 (L7 Navigate)

Ability Name: Gravity Navigation

Description: Allows warping to be attempted even when in a gravity well.

In addition to the previous effect, characters gain the permanent effect Ignore Gravity Wells, with a linked magnitude equal to the character’s skill value.

	Ignore Gravity Wells

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Characters have a (magnitude / 3)% chance of successfully engaging warp when in any gravity well that is not generated by a starbase or port (class 100 gravity well).  Any attempt drains energy and resets the warp recycle time, regardless of success.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Befriend (Activated, base= DEX + INT + CHA)

Overview

The Befriend skill allows a Terran Tradesman to attempt to improve relations with a mob by increasing reaction calculations and other effects.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	
	
	
	
	
	Auto(10)

	2
	
	
	
	
	
	
	
	
	10

	3
	
	
	
	
	
	
	
	
	10

	4
	
	
	
	
	
	
	
	
	10

	5
	
	
	
	
	
	
	
	
	10

	6
	
	
	
	
	
	
	
	
	50

	7
	
	
	
	
	
	
	
	
	100

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not useable by NPCs.

Skill Description

General

Ability levels are selectable.

Level 1 (L1 Befriend)

Ability Name: Befriend

Description: Activation attempts to befriend a target NPC or NPC group, temporarily improving the target’s reaction towards you.  Activation uses 25 energy.

Skill activation recycle time is 60 seconds.

Skill application costs 20 units of energy.

Range of effect is 3000 units.

When activated, target mob gains the continuous additive effect Befriend, with a magnitude equal to the character’s current skill value.

	Befriend

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Anytime the mob (or mob’s team) makes a check to determine it’s reaction value towards any target, the reaction value calculated is improved by 2500+(magnitude * 100) points.  This should affect all reaction calculations, even those in scripts.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 2 (L2 Befriend)

Description: Improves the range and success of Befriend attempts, and reduces the time between uses.

Skill activation recycle time is 45 seconds.

Range of effect is 3500 units.

Level 3 (L3 Befriend)

Ability Name: Calm

Description: Activation attempts to calm a target NPC, reducing it’s aggression range.  Activation uses 30 energy.

Skill application costs 30 units of energy.

Range of effect is 4000 units.

When applied, target gains the Calm effect.

	Calm

Continuous

Additive
	If the target is a mob and has a Agressiveness attribute of Fanatic, the effect is discarded.

Effect is 100% successful.

Effect persists until magnitude reaches zero.

Mob’s current aggressiveness level (non, cautious, normal, or antagonistic) is reduced by 1+(magnitude / 60) levels.  This will reduce the maximum range at which mob will become aggressive.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 4 (L4 Befriend)

Description: Improves the range and success rate of Befriend or Calm attempts, and reduces the time between uses.

Skill activation recycle time is 30 seconds.

Range of effect is 4500 units.

Level 5 (L5 Befriend)

Ability Name: Befriend Area

Description: Activation attempts to befriend all NPCs within 1000 units of a target. Activation uses 80 energy.

Skill application costs 100 units of energy.

When activated, all NPCs within effect radius of target gain the Befriend effect at a magnitude equal to the character’s skill value.

Radius of effect is 1000 units.

Range of effect is 5000 units.

Level 6 (L6 Befriend)

Ability Name: Calm Group

Description: Activation attempts to calm all NPCs in a group.  Activation uses 150 energy.

Skill application costs 150 units of energy.

Range of effect is 5500 units.

When activated, all NPCs associated with target group gain the Calm effect at a magnitude equal to the character’s skill value.

Level 7 (L7 Befriend)

Ability Name: Calm Area

Description: Activation attempts to calm all NPCs in a 1500 unit radius of a target. Activation uses 200 energy.

Skill application costs 200 units of energy.

Range of effect is 6000 units.

Radius of effect is 1500 units.

When activated, all NPCs within effect radius units of target gain the Calm effect at a magnitude equal to the character’s skill value.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Shield Inversion (Activated, base= DEX + INT + CHA)

Overview

The Shield Inversion skill allows the player to utilize the shield device as a devastating weapon.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Quest(0)
	
	Auto(10)
	
	
	
	
	
	

	2
	0
	
	10
	
	
	
	
	
	

	3
	0
	
	10
	
	
	
	
	
	

	4
	0
	
	10
	
	
	
	
	
	

	5
	0
	
	10
	
	
	
	
	
	

	6
	50
	
	
	
	
	
	
	
	

	7
	100
	
	
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill can be assigned to NPCs.

Skill Description

General

Skill cannot be activated unless a valid target is within range.

Shield energy drain rate is (magnitude / 15) units a second.

When the skill is activated, the player’s shield drains at the specified rate, unerringly delivering electrical damage to the target.  This will continue until the shield is fully drained, the skill is deactivated, or the target leaves range.

Ability levels are not selectable.

Level 1 (L1 Shield Inversion)

Ability Name: Shield Ram

Description: Activation transforms the shield into a devastating short-range energy weapon, affecting any target within 500 units.

Range of effect is 500 units.

Damage delivered to target is 0.5 units of electrical damage per unit of shield drained.

Level 2 (L2 Shield Inversion)

Description: Increases damage output but drains shield energy faster.

Level 3 (L3 Shield Inversion)

Ability Name: Shield Spike

Description: Increases damage output and extends effective range to 700 units.

Range of effect is 700 units.

Damage delivered to target is 0.6 units of electrical damage per unit of shield drained.

Level 4 (L4 Shield Inversion)

Description: Increases damage output but drains shield energy faster.

Level 5 (L5 Shield Inversion)

Ability Name: Shield Burn

Description: Increases damage output and extends effective range to 900 units.

Range of effect is 900 units.

Damage delivered to target is 0.7 units of electrical damage per unit of shield drained.

Level 6 (L6 Shield Inversion)

Ability Name: Shield Flare

Description: Increases damage output and extends effective range to 1000 units.

Range of effect is 1000 units.

Damage delivered to target is 0.8 units of electrical damage per unit of shield drained.

Level 7 (L7 Shield Inversion)

Ability Name: Shield Nova

Description: Propagates the shield inversion damage simultaneously to all enemy targets within a 1000 unit radius.

Radius of effect is 1000 units.

All enemy units within the effect radius take full damage from the effect.

Damage delivered to all targets is 0.8 units of electrical damage per unit of shield drained (to each target).

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Combat Trance (Passive, base= DEX + INT + CHA)

Overview

The Combat Trance skill gives the player combat bonuses whenever the ship is at a complete halt.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(10)
	
	
	
	
	
	
	
	

	2
	10
	
	
	
	
	
	
	
	

	3
	10
	
	
	
	
	
	
	
	

	4
	10
	
	
	
	
	
	
	
	

	5
	10
	
	
	
	
	
	
	
	

	6
	50
	
	
	
	
	
	
	
	

	7
	100
	
	
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill can be assigned to NPCs.

Skill Description

General

Level 1 (L1 Combat Trance)

Ability Name: Power Trance

Description: Automatically improves reactor energy regeneration rates when the ship is not moving.

Whenever the player’s ship comes to a complete halt the permanent effect Regenerate Energy is gained.  This effect is lost whenever the player’s ship begins to move.

	Regenerate Energy

Permanent

Stacking
	Effect is valid on any non-organic target.

Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s energy is increased by (magnitude/60) units every second.


Level 2 (L2 Combat Trance)

Description: Increases energy regeneration bonus gained when combat trance is active.

Level 3 (L3 Combat Trance)

Ability Name: Resistance Trance

Description: Automatically grants damage resistance bonuses when the ship is not moving.

In addition to the previous effect, whenever the player’s ship comes to a complete halt the permanent effect Resist Damage C is gained.  This effect is lost whenever the player’s ship begins to move.

	Resist Damage C

Permanent

Non-Stacking
	Effect is 100% successful

Duration of the effect is permanent until removed.

Target’s base Impact, Explosive, Plasma, Energy, and Chemical resistances are increased to 4+(magnitude / 10) if they are less than this value already.

Cumulative resistance is capped at 50 for all cases.


Level 4 (L4 Combat Trance)

Description: Increases energy regeneration and resistance bonuses gained when combat trance is active.

Level 5 (L5 Combat Trance)

Ability Name: Regeneration Trance

Description: Automatically improves shield regeneration rates when the ship is not moving.

In addition to the previous effect, whenever the player’s ship comes to a complete halt the permanent effect Regenerate Shields is gained.  This effect is lost whenever the player’s ship begins to move.

	Regenerate Shields

Permanent

Stacking
	Effect is valid on any non-organic target.

Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s shield is increased by (magnitude / 60) units every second.


Level 6 (L6 Combat Trance)

Ability Name: Accuracy Trance

Description: Automatically grants a bonus to projectile weapon accuracy whenever the ship is not moving.

Whenever the player’s ship comes to a complete halt, the player gains the permanent effect Increase Projectile Weapon Skill with a magnitude equal to the player’s skill value.  This effect is lost whenever the player’s ship begins to move for any reason.

	Increase Projectile Weapon Skill

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s projectile weapon skill is increased by magnitude/3.  Skill cannot increase above 300.


Level 7 (L7 Combat Trance)

Ability Name: Focus Trance

Description: Automatically grants a bonus to beam weapon accuracy whenever the ship is not moving.

In addition to the previous effect, whenever the player’s ship comes to a complete halt the permanent effect Increase Beam Weapon Skill is gained.  This effect is lost whenever the player’s ship begins to move.

	Increase Beam Weapon Skill

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s beam weapon skill is increased by magnitude/3.  Skill value cannot increase above 300.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Gravity Link (Activated, base= DEX + INT + CHA)

Overview

The Gravity Link skill allows Progen to manipulate gravity and mass to slow targets down and keep them from escaping.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(10)
	
	
	
	
	
	
	

	2
	0
	10
	
	
	
	
	
	
	

	3
	0
	10
	
	
	
	
	
	
	

	4
	0
	10
	
	
	
	
	
	
	

	5
	0
	10
	
	
	
	
	
	
	

	6
	
	50
	
	
	
	
	
	
	

	7
	
	100
	
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is useable by NPCs.

Skill Description

General

Ability levels are selectable.

Level 1 (L1 Gravity Link)

Ability Name: Mass Field

Description: Activation temporarily increases the mass of a target ship, slowing it down.  Activation uses 20 energy.

Skill activation recycle time is 60 seconds.

Skill application costs 20 units of energy.

Range of effect is 2000 units.

When activated, target enemy gains the continuous additive effect Add Mass, with a magnitude equal to the character’s current skill value.

	Add Mass

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s mass value is increased by (magnitude / 3) points.  This will decrease the target’s maximum speed value accordingly.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 2 (L2 Gravity Link)

Description: Increases the range and power of gravity link effects and allows the skill to be used more frequently.

Skill activation recycle time is 45 seconds.

Range of effect is 2500 units.

Level 3 (L3 Gravity Link)

Ability Name: Gravity Field

Description: A stronger gravity field effect is generated and may interrupt the target’s warp capability.  Activation uses 40 energy.

Skill application costs 40 units of energy.

Range of effect is 3000 units.

In addition to previous effects, when activated, target enemy gains the continuous additive effect Warp Interference with a magnitude equal to the character’s current skill value.

	Warp Interference

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s warp rating is reduced by (magnitude / 30)+1 points for duration of the effect.  If this reduces the warp rating to zero or less, the target may not engage warp drive.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 4 (L4 Gravity Link)

Description: Increases the range and power of gravity link effects and allows the skill to be used more frequently.

Skill activation recycle time is 30 seconds.

Range of effect is 3500 units.

Level 5 (L5 Gravity Link)

Ability Name: Immobilization Field

Description: Generates a powerful field around the target that reduces maneuverability in addition to previous effects.  Activation uses 80 energy.

Skill application costs 80 units of energy.

Range of effect is 4000 units.

In addition to previous effects, when activated, target enemy gains the continuous additive effect Reduce Maneuverability with a magnitude equal to the character’s current skill value.

	Reduce Maneuverability

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s maneuverability rating is reduced by 20+(magnitude / 3) for duration of the effect.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 6 (L6 Gravity Link)

Ability Name: Area Mass Field

Description: Activation additionally generates a mass field around all targets within 1000 units and uses 150 energy.

Skill application costs 150 units of energy.

Range of effect is 4500 units.

Radius of effect is 1000 units.

When activated, target enemy receives the Add Mass, Warp Interference, and Reduce Maneuverability effects with a magnitude equal to the character’s skill value.  In addition, all enemies within effect radius units of the target receive the Add Mass effect with a magnitude equal to half of the character’s skill value.

Level 7 (L7 Gravity Link)

Ability Name: Area Immobilization Field

Description: Activation generates an immobilization field around all targets within 1500 units and uses 250 energy.

Skill application costs 250 units of energy.

Range of effect is 5000 units.

Radius of effect is 1500 units.

When activated, target enemy receives the Add Mass, Warp Interference, and Reduce Maneuverability effects with a magnitude equal to the character’s skill value.  In addition, all enemies within effect radius units of the target receive the same effects at half magnitude.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Menace (Activated, base= DEX + INT + CHA)

Overview

The Menace skill allows Progen to attempt to terrify NPCs, causing them to flee in fear.  

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	Quest(0)
	Auto(10)
	
	
	
	
	
	

	2
	
	0
	10
	
	
	
	
	
	

	3
	
	0
	10
	
	
	
	
	
	

	4
	
	0
	10
	
	
	
	
	
	

	5
	
	0
	10
	
	
	
	
	
	

	6
	
	
	50
	
	
	
	
	
	

	7
	
	
	100
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is useable by NPCs.

Skill Description

General

Ability levels are selectable.

Level 1 (L1 Menace)

Ability Name: Intimidate

Description: Activation attempts to frighten a target enemy, possibly causing it to flee.  Activation uses 20 energy.

Skill activation recycle time is 60 seconds.

Skill application costs 20 units of energy.

Range of effect is 2000 units.

When activated, target enemy gains the continuous additive effect Fear, with a magnitude equal to the character’s current skill value.

	Fear

Continuous

Additive
	If the target is a mob and has a Bravery attribute of Suicidal, the effect is discarded.

Effect is 100% successful.

Effect persists until magnitude reaches zero.

The current magnitude of the effect and the Bravery attribute of the target determine if the target is successfully forced into retreat mode.  If so, the target NPC must turn and navigate at best speed away from the character until the effect magnitude degrades below the threshold.  Unless restricted by another effect, target may still use weapons and skills on enemies within range while retreating.

If the target’s Bravery attribute is Cowardly, the target is assumed to be in retreat mode if the effect magnitude is greater than (mob’s INT attribute * 0 .5).

If the target’s Bravery attribute is Timid, the target is assumed to be in retreat mode if (effect magnitude > mob’s INT attribute * 0.75).

If the target’s Bravery attribute is Normal, the target is assumed to be in retreat if (effect magnitude > mob’s INT).

If the target’s Bravery attribute is Bold, the target is assumed to be in retreat if (effect magnitude > mob’s INT * 2).

If the target is a player in a PvP zone, the target is assumed to be in retreat if (effect magnitude > character’s INT).

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 2 (L2 Menace)

Description: Increases the range, power, and duration of menace effects, and allows the skill to be used more often.

Skill activation recycle time is 45 seconds.

Range of effect is 2500 units.

Level 3 (L3 Menace)

Ability Name: Scare

Description: Fleeing enemies may forget to use special abilities.  Activation uses 40 energy.

Skill application costs 40 units of energy.

Range of effect is 3000 units.

When applied, target gains both Fear and Deny Skills effects.

	Deny Skills

Continuous

Additive
	If the target is a mob and has a Bravery attribute of Suicidal, this effect is discarded.

Effect is 100% successful.

Effect persists until magnitude reaches zero.

This effect is identical to the Fear effect with regards to threshold levels against mob or player targets.   

If the effect magnitude is considered to be above the effect threshold, target cannot activate skills.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 4 (L4 Menace)

Description: Increases the power, range, and duration of menace effects, and allows the skill to be used more often.

Range of effect is 3500 units.

Skill activation recycle time is 30 seconds.

Level 5 (L5 Menace)

Ability Name: Terrify

Description: Fleeing enemies may forget to use weapons while retreating.  Activation uses 80 energy.

Skill application costs 80 units of energy.

Range of effect is 4000 units.

When applied, target gains Fear, Deny Skills, and Deny Weapons effects.

	Deny Weapons

Continuous

Additive
	If the target is a mob and has a Bravery attribute of Suicidal, this effect is discarded.

Effect is 100% successful.

Effect persists until magnitude reaches zero.

This effect is identical to the Fear effect with regards to threshold levels against mob or player targets.   

If the effect magnitude is considered to be above the effect threshold, target cannot activate weapons.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 6 (L6 Menace)

Ability Name: Area Intimidation

Description: Attempts to menace all enemies within 1000 units of a target.  Activation uses 150 energy.

Skill application costs 150 units of energy.

Range of effect is 4500 units.

Radius of effect is 1000 units.

When applied, target gains Fear, Deny Skills, and Deny Weapons effects.  In addition, all enemies within effect radius units of the target gain the Fear effect at half magnitude.

Level 7 (L7 Menace)

Ability Name: Area Terrify

Description: Attempts to terrify all enemies within 1500 units of the target.  Activation uses 200 energy.

Skill application costs 200 units of energy.

Range of effect is 5000 units.

Radius of effect is 1500 units.

When applied, target gains Fear, Deny Skills, and Deny Weapons effects.  In addition, all enemies within effect radius units of the target gain the same effects at half magnitude.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Psionic Shield (Activated, base = DEX + INT + CHA)

Overview

The shield ability allows the player to place a psionic force shield on a target player.  This shield absorbs a set amount of damage and then dissipates.  Higher skill levels allow stronger versions of the shield to be created.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	Quest(10)
	
	Auto(0)
	
	
	

	2
	
	
	
	10
	
	0
	
	
	

	3
	
	
	
	10
	
	0
	
	
	

	4
	
	
	
	10
	
	0
	
	
	

	5
	
	
	
	10
	
	0
	
	
	

	6
	
	
	
	
	
	50
	
	
	

	7
	
	
	
	
	
	100
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

This skill can be assigned to and utilized by NPCs.  

Skill Description

General

Players cannot apply this skill to NPC targets.

Ability levels are selectable.

Level 1 (L1 Psionic Shield)

Ability Name: Psionic Barrier

Description: Activation creates an extra shield around any player target that can temporarily absorb damage.  Activation uses 25 energy.

Skill activation recycle time is 60 seconds.

Skill application costs 20 units of energy.

Range of effect is 2000 units.

When applied, target gains a Shield 1 effect with a magnitude equal to the current skill value.

	Shield 1

(series effect)

(psionic)

Continuous

Replaced
	Effect is valid on all targets.

This effect will fail if the target already has a shield 2 through shield 5 effect.

Effect is 100% successful.

Duration of effect is magnitude*3 seconds.

Target receives a magnitude*2-point shield effect on top of any shield system the target may possess.  This psionic shield does not recharge, but simply absorbs (magnitude * 1) points of damage and then dissipates.


Level 2 (L2 Psionic Shield)

Description: Increases the strength of psionic shields and allows them to be created more often at longer range.

Skill activation recycle time is 45 seconds.

Range of effect is 2500 units.

Level 3 (L3 Psionic Shield)

Ability Name: Lesser Psionic Shield

Description: Allows creation of a much stronger shield for 40 energy.

Skill application costs 40 units of energy.

Range of effect is 3000 units.

When applied, target gains a Shield 2 effect.

	Shield 2

(psionic)

Continuous

Replaced
	If Shield 1 effect exists on target, that effect is discarded.

Will not take effect if shield 3, 4, or 5 is active on the target.

Target receives a (magnitude * 2)-point shield effect. (see shield I for additional info).


Level 4 (L4 Psionic Shield)

Description: Increases the strength of psionic shields and allows them to be created more often at longer range.

Skill activation recycle time is 30 seconds.

Range of effect is 3500 units.

Level 5 (L5 Psionic Shield)

Ability Name: Psionic Shield

Description: Allows creation of a much stronger shield for 80 energy.

Skill application costs 80 units of energy.

Range of effect is 4000 units.

When applied, target gains a Shield 3 effect.

	Shield 3

(psionic)

Continuous

Replaced
	If Shield 1 or Shield 2 effect exists on target, that effect is discarded.

Will not take effect shield 4 or 5 is active on the target.

Target receives a (magnitude * 3)-point shield effect.


Level 6 (L6 Psionic Shield)

Ability Name: Greater Psionic Shield

Description: Allows creation of a much stronger shield for 120 energy.

Skill application costs 120 units of energy.

Range of effect is 4500 units.

When applied, target gains a Shield 4 effect.

	Shield 4

(psionic)

Continuous

Replaced
	If Shield 1, Shield 2, or Shield 3 effect exists on target, that effect is discarded.

Will not take effect shield 5 is active on the target.

Target receives a (magnitude * 4)-point shield effect.


Level 7 (L7 Psionic Shield)

Ability Name: Psionic Invulnerability

Description: Allows creation of a much stronger shield for 180 energy.

Skill application costs 180 units of energy.

Range of effect is 5000 units.

When applied, target gains a Shield 5 effect.

	Shield 5

(psionic)

Continuous

Replaced
	If Shield 1, Shield 2, Shield 3, or Shield 4 effect exists on target, that effect is discarded.

Target receives a (magnitude * 5)-point shield effect.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Cloak (Activated, base= DEX + INT + CHA)

Overview

The cloaking skill allows players or NPCs to completely disappear from sight.  Cloaked objects cannot be interacted with unless they can be seen through a skill or effect.

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, the player becomes cloaked (after a power-up cycle) and energy is drained over time.  Activation of any equipment or skill will immediately switch the skill off and the player will immediately de-cloak.  

If the player attempts to warp while cloaked, cloak is immediately canceled.

The player cannot attempt to cloak while warping.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	Quest(10)
	Auto(0)
	Auto(0)
	
	
	

	2
	
	
	
	10
	0
	0
	
	
	

	3
	
	
	
	10
	0
	0
	
	
	

	4
	
	
	
	10
	0
	0
	
	
	

	5
	
	
	
	10
	0
	0
	
	
	

	6
	
	
	
	
	50
	
	
	
	

	7
	
	
	
	
	100
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill can be used by any NPC.

Skill Description

General

This skill has no target – it is only applied to the player.

While cloaking is powering up or active, the reactor will not replenish energy as normal.

Cloaking is considered an interruptable action while powering up and active.

Ability levels are selectable.

Cloaking takes (8-(magnitude / 30)) minimum of 3 seconds to initialize.

Level 1 (L1 Cloak)

Ability Name: Cloak

Description: Activation completely hides the ship from sensor detection.  The ship must be at a complete stop to cloak, and can only move at half speed while cloaked.

Player must be at a complete stop to activate the skill.  During the activation ‘power-up’, any movement will deactivate the skill.

While cloak is initializing, 3 energy per second is consumed.

While cloak is active, 0.2 energy is consumed per second.

After effect ‘power-up’ occurs, the skill applies the Cloak effect to the player:

	Cloak

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

While cloak is in effect, player’s maximum speed is reduced to 1/2 of normal.

Effect target becomes completely invisible, and cannot be seen or targeted with weapons/effects except by players or NPCs that have the See Cloaked effect.

Activation of any equipment or skill immediately cancels this effect.


Level 2 (L2 Cloak)

Description: Reduces the time and energy required to cloak.

Level 3 (L3 Cloak)

Ability Name: Advanced Cloak

Description: The ship can move at full speed while cloaked.

While cloak is initializing, 5 energy per second is consumed.

While cloak is active, 0.8 energy is consumed per second.

The skill applies the Advanced Cloak effect to the player (instead of Cloak):

	Advanced Cloak

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

Effect target becomes completely invisible, and cannot be seen or targeted with weapons/effects except by players or NPCs that have the See Cloaked effect.

Activation of any equipment or skill immediately cancels this effect.


Level 4 (L4 Cloak)

Description: Reduces the time and energy required to cloak.

Level 5 (L5 Cloak)

Ability Name: Combat Cloak

Description: Eliminates the requirement for the ship to be motionless before cloaking.

Player does not need to be at a stop when activating the level 5 effect.

While cloak is initializing, 8 energy per second is consumed.

While cloak is active, 1.5 energy is consumed per second.

Level 6 (L6 Cloak)

Ability Name: Group Stealth

Description: Activation cloaks the ship and creates a stealth field around all group members within 1000 units.

While cloak is initializing, 12 energy per second is consumed.

While cloak is active, 2.5 energy is consumed per second.

Applies the Advanced Cloak effect to the source only.

Applies the Reduce Signature effect to all group members within 1000 units:

	Reduce Signature

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

Effect target’s signature is reduced by (magnitude / 3)% of it’s original value.


While the skill is active: If group members leave the 1000 unit radius of the player, they lose the Reduce Signature effect.  The effect is regained if they re-enter the radius.

Level 7 (L7 Cloak)

Ability Name: Group Cloak

Description: Activation completely cloaks all group members within 1000 units.

While cloak is initializing, 15 energy per second is consumed.

While cloak is active, 4 energy is consumed per second.

Applies the Advanced Cloak effect to the player, and to all group members within 1000 units.

While the skill is active: If group members leave the 1000 unit radius of the player, or activate a skill or equipment item, they lose the effect.  The effect is not regained until the player restarts the skill.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Fold Space (Activated, base= DEX + INT + CHA)

Overview

The fold space (was psionic teleport) skill enables the user to teleport short distances in order to escape danger.  Higher levels increase the versatility of the teleport skill and decrease the effect recycle time. 

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	Quest(0)
	Auto(0)
	
	
	
	

	2
	
	
	
	0
	0
	
	
	
	

	3
	
	
	
	0
	0
	
	
	
	

	4
	
	
	
	0
	0
	
	
	
	

	5
	
	
	
	0
	0
	
	
	
	

	6
	
	
	
	50
	
	
	
	
	

	7
	
	
	
	100
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

This skill can be assigned to and utilized by NPCs.  

Skill Description

General

Level 1 (L1 Fold Space)

Ability Name: Teleport Self

Description: Activation teleports the ship 5000 or more units in a random direction and uses 20 energy.

Skill activation recycle time is 60 seconds.

Skill application costs 20 units of energy.

When activated, the player’s engines will disengage and the player’s ship will coast to a halt.  For a period of 3 seconds, the ship is immobilized while the visual effect showing the teleportation in progress plays.  After this time has elapsed, the player’s ship will teleport in a random direction along the current Z plane 5000 + (skill value * 20) units.  

Ability levels are selectable.

Level 2 (L2 Fold Space)

Description: Allows the skill to be used more often and increases teleportation range.

Skill activation recycle time is 45 seconds.

Level 3 (L3 Fold Space)

Ability Name: Teleport Friend

Description: Allows other group members to be teleported away from danger but uses 40 energy.

Skill application costs 40 units of energy.

If a group member is the currently selected target, the group member is teleported instead of the player. 

Level 4 (L4 Fold Space)

Description: Allows the skill to be used more often and increases teleportation range.

Skill activation recycle time is 30 seconds.

Level 5 (L5 Fold Space)

Ability Name: Directional Teleport

Description: Teleportation uses 80 energy but will always occur in the direction that the target is facing.

Skill application costs 80 units of energy.

Instead of teleportation occurring in a random direction, the teleport occurs in the direction that the target is facing.   This is applicable for any target teleported.

Level 6 (L6 Fold Space)

Ability Name: Teleport Enemy

Description: Allows enemy targets to be teleported away from the ship, but uses 120 energy.

Skill application costs 120 units of energy.

If the player or group-mate is the currently selected target, the level 5 version of the skill is instead applied (at the energy cost of the level 5 version).

If an enemy NPC or a non-grouped player (in a PvP zone only) is selected, that target is subjected to the level 5 teleport effect.  The vector teleported is the direction that the player is facing, not the direction that the target NPC is facing.  This only occurs if a check against the target’s Psionic Resistance is successful. 

Level 7 (L7 Fold Space)

Ability Name: Area Teleport

Description: Activation simultaneously teleports all group members in the faced direction and uses 180 energy.

Skill application costs 180 units of energy.

If player is the currently selected target, player and all group-mates within 1000 units are teleported simultaneously with the level 5 effect.  When multiple targets are teleported, they all teleport the same distance.  

If an enemy NPC or non-grouped player in a PvP zone is selected, the level 7 (Teleport Enemy) effect is used.

If a group-mate is selected, the Level 5 (Directional Teleport) effect is used.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Damage Control (Passive, base= DEX + INT + CHA)

Overview

The Damage Control skill passively protects the player’s hull, lessening any damage done to it.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	
	
	
	
	
	Auto(10)
	
	

	2
	0
	
	
	
	
	
	10
	
	

	3
	0
	
	
	
	
	
	10
	
	

	4
	0
	
	
	
	
	
	10
	
	

	5
	0
	
	
	
	
	
	10
	
	

	6
	50
	
	
	
	
	
	
	
	

	7
	100
	
	
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill can be assigned to NPCs.

Skill Description

General

Level 1 (L1 Damage Control)

Ability Name: Damage Control

Description: Reduces any damage done to the hull by 20%.

The player gains the permanent effect Hull Damage Control, with linked magnitude equal to the player’s skill value.

	Hull Damage Control

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Any hull damage is reduced by 15 + (magnitude / 6)%.


Level 2 (L2 Damage Control)

Description: Reduces hull damage 25%.

Level 3 (L3 Damage Control)

Description: Reduces hull damage 30%.

Level 4 (L4 Damage Control)

Description: Reduces hull damage 35%.

Level 5(L5 Damage Control)

Description: Reduces hull damage 40%.

Level 6(L6 Damage Control)

Description: Reduces hull damage 45%.

Level 7(L7 Damage Control)

Description: Reduces hull damage 50%.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Enrage (Activated, base= DEX + INT + CHA)

Overview

The Enrage skill allows warriors to attempt to anger NPCs, causing them to attack the warrior instead of weaker group members.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(30)
	
	
	
	
	
	Auto(0)
	
	

	2
	30
	
	
	
	
	
	0
	
	

	3
	30
	
	
	
	
	
	0
	
	

	4
	30
	
	
	
	
	
	0
	
	

	5
	30
	
	
	
	
	
	0
	
	

	6
	
	
	
	
	
	
	50
	
	

	7
	
	
	
	
	
	
	100
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not useable by NPCs.

Skill Description

General

Ability levels are selectable.

Level 1 (L1 Enrage)

Ability Name: Anger

Description: Activation attempts to anger a target enemy, causing it to attack you regardless of the situation.

Skill activation recycle time is 60 seconds.

Skill application costs 20 units of energy.

Range of effect is 2000 units.

When activated, target enemy gains the continuous, replaced effect Anger 1, with a magnitude equal to the character’s current skill value.

	Anger 1

Continuous

Replaced
	Effect is not valid on player targets.

Effect fails if target has the Anger 2 effect.

An opposed roll is made between the effect magnitude and the a defense die, calculated as follows:

If the mob aggressiveness is NON, the defense die is the mob’s INT * 3.

If the mob aggressiveness is CAUTIOUS, the defense die is the mob’s INT * 2.

If the mob aggressiveness is NORMAL, the defense die is the mob’s INT*1.5.

If the mob aggressiveness is ANTAGONISTIC, the defense die is the mob’s INT.

If the mob aggressiveness is FANATIC, the defense die is (2/3) mob’s INT.

If the roll is successful, the effect takes hold and a success message is reported (“%s is angered!”).  Otherwise it is discarded and a failure message is reported (“%s is unaffected by the attempt to anger it.”).

The duration of the effect is 10 seconds + 1 second per point of difference between the magnitude roll and defense roll, with a maximum effect length of 60 seconds.

While the effect is attached to the mob, it will cease normal target selection computations and instead attack the source of the anger effect.


Level 2 (L2 Enrage)

Description: Increases the range, power and duration of the enrage effect, and allows the skill to be used more often.

Skill activation recycle time is 45 seconds.

Range of effect is 2500 units.

Level 3 (L3 Enrage)

Ability Name: Cause Aggression

Description: Significantly improves the power of the enrage effect but uses 40 energy.

Skill application costs 40 units of energy.

Range of effect is 3000 units.

When applied, target gains both Anger 1 and Raise Agression effects.

	Raise Aggression

Continuous

Additive
	If the target is a mob and has an Agressiveness attribute of Non, the effect is discarded.

Effect is 100% successful.

Effect persists until magnitude reaches zero.

Mob’s current aggressiveness level (cautious, normal, or antagonistic, or fanatic) is increased by 1+(magnitude / 80) levels.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 4 (L4 Enrage)

Description: Increases the range, power, and duration of the enrage effect, and allows the skill to be used more often.

Skill activation recycle time is 30 seconds.

Range of effect is 3500 units.

Level 5 (L5 Enrage)

Ability Name: Enrage

Description: Attempts to enrage a target enemy to such a state that it loses the ability to properly aim weapons.  Activation uses 80 energy.

Skill application costs 80 units of energy.

Range of effect is 4000 units.

When applied, target gains the Anger 2, and Raise Aggression effects.

	Anger 2

Continuous

Replaced
	Effect is not valid on player targets.

If the target has a Anger 1 effect, that effect is discarded if this effect succeeds.

An opposed roll is made between the effect magnitude and the a defense die, calculated as follows:

If the mob aggressiveness is NON, the defense die is the mob’s INT * 3.

If the mob aggressiveness is CAUTIOUS, the defense die is the mob’s INT * 2.

If the mob aggressiveness is NORMAL, the defense die is the mob’s INT*1.5.

If the mob aggressiveness is ANTAGONISTIC, the defense die is the mob’s INT.

If the mob aggressiveness is FANATIC, the defense die is (2/3) mob’s INT.

If the roll is successful, the effect takes hold and a success message is reported (“%s is extremely angered!”).  Otherwise it is discarded and a failure message is reported (“%s is unaffected by the attempt to anger it.”).

The duration of the effect is 20 seconds + 1 second per point of difference between the magnitude roll and defense roll, with a maximum effect length of 80 seconds.

While the effect is attached to the mob, it will cease normal target selection computations and instead attack the source of the anger effect.  In addition, the target’s Beam Weapon and Projectile Weapon skill values are reduced by (effect magnitude / 2) points for the duration of the effect.


Level 6 (L6 Enrage)

Ability Name: Anger Group

Description: Activation simultaneously angers all enemies in a target group and uses 120 energy.

Skill application costs 120 units of energy.

Range of effect is 4500 units.

When applied, target NPC gains the Anger 2 and Raise Aggression effects, and all members of the target NPC’s group gain the Anger 1 effect.

Level 7 (L7 Enrage)

Ability Name: Enrage Group

Description: Activation simultaneously enrages all enemies in a target group and uses 200 energy.

Skill application costs 200 units of energy.

Range of effect is 5000 units.

When applied, target NPC and all members of target NPC’s group gain Anger 2 and Raise Aggression effects.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Critical Targeting (Passive, base= DEX + INT + CHA)

Overview

The Critical Targeting skill allows the player to occasionally inflict greater than normal damage.

This skill is obtained through training and questing.

When achieving a critical hit, the player should see the damage numbers in a different color.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(10)
	Auto(30)
	Auto(30)
	Quest(0)
	
	
	Quest(10)
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	30
	30
	0
	
	
	10
	
	

	3
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	30
	0
	
	
	10
	
	

	4
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	30
	0
	
	
	10
	
	

	5
	10
	30
	30
	0
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	6
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	50
	
	
	
	
	

	7
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	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Level 1

Ability Name: Critical Targeting I

Description: Provides a 20% chance to critically strike opponents when using beam or projectile weapons, causing 150% of normal damage.

With projectile and beam weapons, there is a 15+(magnitude/6)% chance per point of skill value to score a critical hit when damage is dealt to a target.

A successful critical hit delivers 150% of normal damage.

When a critical hit is successful, the damage text should appear in an alternate color.

Level 2

Description: Increases the likelihood of achieving a critical hit to 25%

Level 3

Ability Name: Critical Targeting II

Description: Increases critical strike chance to 30% and damage to 175%.

Critical hits deliver 175% of normal damage.

Level 4

Description: Increases the likelihood of achieving a critical hit to 35%.

Level 5

Ability Name: Critical Targeting III

Description: Increases critical strike chance to 40% and damage to 200%.

Critical hits deliver 200% of normal damage.

Level 6

Ability Name: Critical Targeting IV

Description: Increases critical strike chance to 45% and damage to 225%.

Critical hits deliver 225% of normal damage.

Level 7

Ability Name: Critical Targeting V

Description: Increases critical strike chance to 50% and damage to 250%.

Critical hits deliver 250% of normal damage.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Repair Equipment (Activated, base = DEX + INT + CHA)

Overview

The repair equipment skill allows the player to repair damaged equipment attached to a target’s ship.  

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, the target’s equipment items are repaired over time at the expenditure of energy.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT
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	Auto(30)
	
	
	Auto(30)
	
	Auto(30)
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	30
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

This skill has no activation recycle time.

If all of the target’s equipped items become fully repaired, the skill automatically switches off.

If energy requirements are unavailable, the skill automatically switches off.

Players cannot apply this skill to NPC targets.

The energy cost per second of use is (skill value / 20) units.

When activated, a damaged equipment item is selected from the target and repaired.  When that item is fully repaired, another item is selected and repaired, etc.  The selection is based first on the item’s ‘critical system’ flag and second on the item’s damage amount (relative to MaxCondition): 

‘Critical’ equipment items (i.e. those that will incapacitate the ship if destroyed) are always fully repaired before non-critical items.

Items with the greatest percentage of damage (i.e. Condition compared to MaxCondition) are always repaired first.

Only equipped items can be repaired with this ability. Items in the cargo area are not affected.

Ability levels are not selectable.

Level 1 (L1 Repair Equipment)

Ability Name: Regenerate Equipment

Description: Activation expends energy to repair any damaged equipment on the ship.  Ship must be stopped to activate repair.

Player can target self only.

Player must be at a complete stop to activate ability.  Any motion will automatically switch the skill off.

The item being repaired gains 1 point of Condition for every 6 points of energy used.  

Level 2 (L2 Repair Equipment)

Description: Increases the equipment repair rate.

Level 3 (L3 Repair Equipment)

Ability Name: Repair Equipment

Description: Allows other players to be repaired.

Player can repair self or other players.

The item being repaired gains 1 point of Condition for every 5 points of energy used.

Range of effect is 2000 units.

Level 4 (L4 Repair Equipment)

Description: Increases the equipment repair rate.

Level 5 (L5 Repair Equipment)

Ability Name: Combat Equipment Repair

Description: Allows equipment repairs to be conducted while moving.

Skill can be activated regardless of motion.

The item being repaired gains 1 point of Condition for every 4 points of energy used.

Level 6 (L6 Repair Equipment)

Ability Name: Area Equipment Repair

Description: Adds an area repair effect, simultaneously regenerating all friendly ships within 500 units of the target.

Radius of effect is 500 units.

All players within effect radius units of the target gain the repair effect at 1/5th of the potential.

The item being repaired gains 1 point of Condition for every 3 points of energy used.

Level 7 (L7 Repair Equipment)

Ability Name: Improved Area Repair

Description: Greatly increases equipment repair efficiency.

Radius of effect is 500 units.

All players within effect radius units of the target gain the repair effect at 1/3rd of the potential.

The item being repaired gains 1 point of Condition for every 2 points of energy used.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Recharge Shields (Activated, base = DEX + INT + CHA)

Overview

The recharge shields ability allows a player or NPC to quickly regenerate a target’s shield.

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, the target’s shields are repaired over time at the expenditure of energy.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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	PT
	JW
	JE
	JT
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	TT
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

This skill has no activation recycle time.

If the target’s shield becomes fully regenerated, the skill automatically switches off.

If energy requirements are unavailable, the skill automatically switches off.

Players cannot apply this skill to NPC targets.

If NPCs apply this skill to organic targets, health is restored instead of shield points.

The energy cost per second of use is (skill value / 10) units.

Ability levels are not selectable.

Level 1 (L1 Recharge Shields)

Ability Name: Regenerate Shields

Description: Activation expends energy to recharge the ship’s shields.  The ship must be at a stop to regenerate.

Player can regenerate self only. 

Target of effect gains ½ point of shield for every unit of energy spent.

Player must be at a complete stop to activate ability.  Any motion will automatically switch the skill off.

Level 2 (L2 Recharge Shields)

Description: Increases the shield regeneration rate.

Level 3 (L3 Recharge Shields)

Ability Name: Recharge Shields

Description: Allows regeneration of other ship’s shields and increases efficiency.

Player can regenerate self or other players.

Target of effect gains 2/3 point of shield for every unit of energy spent.

Range of effect is 2000 units.

Level 4 (L4 Recharge Shields)

Description: Increases the shield regeneration rate.

Level 5 (L5 Recharge Shields)

Ability Name: Combat Shield Recharge

Description: Increases energy efficiency and allows shield regeneration while moving.

Skill can be activated regardless of motion.

Target of effect gains 1 shield point for every unit of energy spent.

Level 6 (L6 Recharge Shields)

Ability Name: Area Shield Recharge

Description: Creates an area effect, recharging the shields of all friendly ships within 500 units. 

Radius of effect is 500 units.

All players within effect radius units of the target gain 1/5th of the shield restoration effect.

Target of effect gains 1 ½ shield points for every unit of energy spent.

Level 7 (L7 Recharge Shields)

Ability Name: Improved Area Recharge

Description: Greatly increases repair efficiencies.

All players within 500 units of the target gain 1/3rd of the shield restoration effect.

Radius of effect is 500 units.

Target of effect gains 2 shield points for every unit of energy spent.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Negotiate (Passive, base = DEX + INT + CHA)

Overview

The Negotiate skill allows the player to reduce the price paid for goods and services, and increase profits on all transactions.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
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	JW
	JE
	JT
	TW
	TE
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NPC Utilization

This skill is not used by NPCs.

Skill Description

General

Level 1 (L1 Negotiate)

Ability Name: Negotiate Services

Description: Allows negotiation for the costs of services such as manufacturing and refining.  Any discounts received are automatically factored in when a cost is presented.

When paying laboratory costs, repairing a damaged ship or item, or paying any other ‘service fees’, player receives up to a 30% discount (5%+(skill value/10)%).

Level 2 (L2 Negotiate)

Description: improves the power of negotiation effects.

Level 3 (L3 Negotiate)

Ability Name: Negotiate Purchases

Description: Allows negotiation to occur when purchasing items, effectively reducing prices paid.

When purchasing items from an NPC, player receives up to 30% discount (5%+(skill value/10)%).

Level 4 (L4 Negotiate)

Description: improves the power of negotiation effects.

Level 5 (L5 Negotiate)

Ability Name: Negotiate Sales

Description: Increases funds received when selling goods.

When selling items to an NPC, player receives up to 30% more credits (5%+(skill value/10)%).

Level 6 (L6 Negotiate)

Ability Name: Advanced Negotiation

Description: Increases the power of negotiation effects.

Level 7 (L7 Negotiate)

Ability Name: Negotiate Contracts

Description: Increases rewards received for mission completion.

Any time the player receives a cash award for quest completion, player receives up to 30% more credits (5%+(skill value/10)%).

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Jumpstart (Activated, base= DEX + INT + CHA)

Overview

The Jumpstart skill allows explorers to resuscitate incapacitated players.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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	PT
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	JE
	JT
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	TT
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	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not useable by NPCs.

Skill Description

General

Ability levels are not selectable.

Level 1 (L1 Jumpstart)

Ability Name: Jumpstart

Description: Activation attempts to resuscitate an incapacitated player.  Activation uses 25 energy, although upgraded ships require additional energy to jumpstart.

Skill activation recycle time is 5 minutes.

Selecting the ‘jumpstart’ action verb icon that should appear on the targeting pip when an incapacitated player is targeted activates this skill.

When the skill is applied, there is a chance that the targeted player will be restored.  This chance is 100% if the current skill level is greater than or equal to the hull evolution of the targeted ship.  The chance is 75% if the hull evolution is one higher than the current skill value, and 50% if it is two higher.  The skill cannot be applied to ships that are more than 2 evolutions higher than the skill level.  

The amount of energy consumed when attempting to jumpstart is dependant on the hull evolution of the target ship, as follows:  1=25, 2=50, 3=100, 4=200, 5=350, 6=550, 7=800. 

If the ship is restored, it’s current hull value is repaired a number of points equal to the player’s current skill value.  Also, if any critical systems (i.e. engine, reactor) have been destroyed, they are repaired to 1 structure point.

Level 2 (L2 Jumpstart)

Description: Increases the chance that larger ships can be restored and improves the amount of hull repair performed in the jumpstart process.

Level 3 (L3 Jumpstart)

Description: Increases the chance that larger ships can be restored and allows the skill to be used more often.

Skill activation recycle time is 270 seconds.

Level 4 (L4 Jumpstart)

Description: Increases the chance that larger ships can be restored and improves the amount of hull repair performed in the jumpstart process.

Level 5 (L5 Jumpstart)

Description: Increases the chance that larger ships can be restored and allows the skill to be used more often.

Skill activation recycle time is 240 seconds.

Level 6 (L6 Jumpstart)

Description: Increases the chance that larger ships can be restored and allows the skill to be used more often.

Skill activation recycle time is 210 seconds.

Level 7 (L7 Jumpstart)

Description: Increases the chance that larger ships can be restored and allows the skill to be used more often.

Skill activation recycle time is 180 seconds.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Prospect (Passive, base = DEX + INT + CHA)

Overview

The Prospect skill allows a player to retrieve valuable resources from ‘resource mobs’ (i.e. asteroids, gas pockets, and planetary mineral piles).  For a complete overview of the prospecting system, see the related design document (created by Derek Sanderson & Brian Heins).

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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	JT
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NPC Utilization

This skill is not directly utilized by NPCs, although NPCs may have a ‘fake harvesting’ action to simulate this process.

Range of effect is 2000 units at all levels.

Skill Description

General

The prospect skill is activated using a ‘prospect’ activation verb (attached to a valid target’s target info popup window).  

The player must be at a complete stop and within 2000 units of the target resource mob to activate the prospecting skill.

The player can only activate the prospecting skill if the target mob’s defined difficulty is less than or equal to the player’s current skill level * 20.

If multiple resources exist on the resource mob, resources are always retrieved in highest tech level order first.  Only one resource stack is retrieved per activation.

When retrieving a resource item stack, the entire generated stack is retrieved if there is room in cargo.  Otherwise, the maximum number that can be retrieved to complete an already existing cargo stack is retrieved (if possible).

The skill value is used to determine the length of time it takes to retrieve a single resource stack.  While this time elapses, a continuous ‘mining beam’ appears from the players ship, targeting the resource mob.  If any movement occurs the prospecting attempt is canceled.

The amount of time it takes to finish the harvesting process is ((item’s tech level * 8) – (skill value / 5)) seconds, with a minimum of 3 seconds.  This does not include the time it takes to retrieve the harvested item stack with the tractor beam.

During this period, the player suffers an energy drain of (item’s tech level * 2) units per second.  If the player does not have enough available energy to complete the period, the prospecting process is canceled.

If the prospecting duration is completed successfully, a tractor beam automatically appears and retrieves the resource stack, placing it into the player’s cargo area.

For further details, see the prospecting system design document.

Level 1

Ability Name: Prospect

Description: Allows retrieval of valuable resources from asteroids, nebulae, and planets.  Prospecting is attempted by using the ‘prospect’ icon, appearing on the targeting reticle on valid targets.

Level 2

Description: Allows prospecting of more difficult resource types and increases the rate of resource retrieval.

Level 3

Description: Allows prospecting of more difficult resource types and increases the rate of resource retrieval.

Level 4

Description: Allows prospecting of more difficult resource types and increases the rate of resource retrieval.

Level 5

Description: Allows prospecting of more difficult resource types and increases the rate of resource retrieval.

Level 6

Description: Allows prospecting of more difficult resource types and increases the rate of resource retrieval.

Level 7

Description: Allows prospecting of more difficult resource types and increases the rate of resource retrieval.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Scan (Passive, base= DEX + INT + CHA)

Overview

The scanning skill improves the range and power of the ship’s scanners.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

This skill is not utilized by NPCs.

Skill Description

General

Level 1 (L1 Scan)

Ability Name: Scan Range Boost

Description: Increases the range of the ship’s scanners and allows sharing of navigational maps with group members.

Any sector locations that the player knows about will appear on all group members’ navigation maps.

Player gains the permanent effect Scan Range Boost with a linked magnitude equal to the player’s skill value.

	Scan Range Boost

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s Scan Radius is increased by (magnitude * 20) units.


Level 2 (L2 Scan)

Description: Increases the range of the ship’s scanners.

Level 3 (L3 Scan)

Ability Name: See Cloaked

Description: Increases the range of the ship’s scanners and allows detection of cloaked objects.

Player gains the permanent effect See Cloaked with a linked magnitude equal to the player’s skill value.

	See Cloaked

Permanent

Stacking
	Effect is valid on all targets.

Effect is 100% successful.

Effect persists until removed.

While a cloaked object is within typical sensor range (i.e. would be normally seen if not cloaked), there is a chance each 10-second period that a player with this effect can see it.  Every 10-second period an opposed roll is made between the magnitude of this effect and the magnitude of the target’s cloak effect.  If successful, the object becomes ’uncloaked’ to the owner of this effect for the next 10 seconds.


Level 4 (L4 Scan)

Description: Increases the range of the ship’s scanners and the chance that cloaked objects will be revealed.

Level 5 (L5 Scan)

Ability Name: Group see cloaked

Description: When a cloaked object is detected, all group members can see it. 

Level 6 (L6 Scan)

Description: Increases the range of the ship’s scanners and the chance that cloaked objects will be revealed.

Level 7 (L7 Scan) 

Ability Name: Share Scan Range

Description: Upgrades the scanning range of all group members’ scanners.

All members of the player’s group gain the Scan Range attribute of the player while they are in the group, (only when the new range is better).

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Dismantle (Passive, base= DEX + INT + CHA)

Overview

The dismantle skill allows the Terran Trader to take apart items and retrieve components.  Improved skill levels allow dismantling of higher tech level items, and improved skill values increase the number of components retrieved.

For a complete description of the dismantling process, see “Items/Item Manufacturing System/ Dismantling Items & Component Recovery”

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

This skill is not used by NPCs of any type.

Skill Description

General

Dismantling is accomplished using the same interface as item analysis.

Players must first have acquired the manufacturing specifications for a device before dismantling can be attempted.

Players can only dismantle items of a tech level equal to or below the character’s current dismantle skill level.

Dismantling ammunition is not possible unless a full stack is dismantled.

Dismantling requires a credit cost to be paid each time an item is dismantled.  This cost is calculated in the same way that the cost for item analysis is calculated, except that Base Cost = (Tech * Tech * 20) Credits.

When an item is dismantled, a skill check is made to determine the number of components retrieved as follows:

Tech = (TechLevel – 1) + (ManufactureDifficulty * .02)
Skill Target = (Tech * 30) * (Item’s Avg. Condition / Item’s Condition)

If the player’s dismantle skill value is 50% higher than skill target, dismantling will have a 75% chance of retrieving all components (on failure, 1 component randomly is lost).  Otherwise, an opposed roll is made between the player’s Dismantle skill value and the skill target value.  The following table is consulted to determine the outcome:

	Skill value roll is…
	Results of dismantling process

	< 1/3 of skill target roll
	No components retrieved

	>= 1/3 of skill target roll, < 2/3 of skill target roll
	1/4 of components retrieved (minimum 1)

	>= 2/3 of skill target roll, < skill target roll
	1/2 of components retrieved

	>= skill target roll, <3/2 skill target roll
	2/3 of components retrieved

	>= 3/2 skill target roll
	75% chance that all components retrieved, otherwise 2/3 components retrieved.


The dismantling interface allows the player to move any recovered components to the cargo area.

Dismantled components should stack with same-type items in the cargo area.

Level 1 (L1 Dismantle)

Ability Name: Dismantle

Description: Allows deconstruction of items to retrieve valuable components.  Dismantling an item uses the item analysis interface and can only be attempted after an item of that type has been successfully analyzed.

Level 2 (L2 Dismantle)

Description: Allows dismantling of tech 2 items, and increases the success rate of dismantling attempts.

Level 3 (L3 Dismantle)

Description: Allows dismantling of tech 3 items, and increases the success rate of dismantling attempts.

Level 4 (L4 Dismantle)

Description: Allows dismantling of tech 4 items, and increases the success rate of dismantling attempts.

Level 5 (L5 Dismantle)

Description: Allows dismantling of tech 5 items, and increases the success rate of dismantling attempts.

Level 6 (L6 Dismantle)

Description: Allows dismantling of tech 6 and tech 7 items, and increases the success rate of dismantling attempts.

Level 7 (L7 Dismantle)

Description: Allows dismantling of tech 8 and tech 9 items, and increases the success rate of dismantling attempts.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Rally (Activated, base = DEX + INT + CHA)

Overview

When activated, the rally skill imparts combat bonuses to all group members. 

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill can be used by NPCs.

Skill Description

General

Ability levels are selectable.

Level 1 (L1 Rally)

Ability Name: Damage Tactics

Description: Activation temporarily gives all group members a critical targeting capability.  Activation uses 20 energy.

Skill application costs 20 units of energy.

Skill activation recycle time is 60 seconds.

Activation imparts continuous, additive effect Damage Tactics to all players in the group, with a magnitude equal to the skill value.

	Damage Tactics

Continuous

Additive 
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Character gains the Critical Targeting Skill at level 1 (.1666% chance per point of skill for a critical hit, 150% normal damage), with a skill value equal to this effect’s magnitude.  If the character already possesses this skill, the skill level is improved by 1 point, and the skill value is improved by this effect’s magnitude.

Magnitude decays at a rate of 2 points per second.


Level 2 (L2 Rally)

Description: Increases the rally bonuses granted and allows the skill to be used more frequently.

Skill activation recycle time is 45 seconds.

Level 3 (L3 Rally)

Ability Name: Defense Tactics

Description: Activation temporarily increases the damage resistance of all group members, and uses 40 energy.

Skill application costs 40 units of energy.

In addition to previous effects, activation imparts the continuous, additive effect Defense Tactics to all players in the group, with a magnitude equal to the skill value. 

	Defense Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Electric, Explosive, Atomic, and Physical resistances are increased by (magnitude / 10) points.  

Magnitude decays at a rate of 2 points per second.


Level 4 (L4 Rally)

Description: Improves the strength and duration of all Rally effects and allows the skill to be used more frequently.

Skill activation recycle time is 30 seconds.

Level 5 (L5 Rally)

Ability Name: Firing Tactics

Description: Activation temporarily improves the beam and projectile accuracy all group members and uses 80 energy.

Skill application costs 80 units of energy.

In addition to previous effects, activation imparts the continuous, additive effect Firing Tactics to all players in the group with a magnitude equal to the skill value.

	Firing Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Beam and Projectile Weapon skills are increased by (magnitude) points.

Magnitude decays at a rate of 2 points per second.


Level 6 (L6 Rally)

Description: Improves the strength and duration of all Rally effects.

Level 7 (L7 Rally)

Ability Name: Stealth Tactics

Description: Activation temporarily reduces the ‘signature’ of all group members, making them significantly stealthier.  Activation uses 120 energy.

Skill application costs 120 units of energy.

In addition to previous effects, activation imparts the continuous, additive effect Stealth Tactics to all players in the group, with a magnitude equal to the skill value.

	Stealth Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Signature is reduced by (magnitude / 5)%

Magnitude decays at a rate of 2 points per second.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Afterburn (Activated, base= DEX + INT + CHA)

Overview

The afterburn skill allows Terran Explorers to quickly escape danger by temporarily increasing combat speeds.

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, energy is expended and the explorer’s combat speed is increased.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
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	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
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	2
	
	
	
	
	
	
	
	10
	

	3
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Ability levels are not selectable.

This skill has no activation recycle time.

If energy requirements are unavailable, the skill is automatically deactivated.

Application of this skill only affects the character.

While this skill is activated, reactor energy regeneration is interrupted and the reactor loses ((skill value / 20) – 1) units of energy per second.

Level 1 (L1 Afterburn)

Ability Name: Afterburn

Description: Activation diverts all reactor energy to the engines, increasing engine thrust.  The ship will move at a significantly increased speed, but the reactor will lose energy.

When activated, the character gains the Combat Afterburn I effect with a magnitude equal to the character’s skill value.  This effect is lost when the skill is deactivated.

	Afterburn

Permanent

Non-stacking


	Effect is 100% successful.

Effect persists until removed.

The ship engine’s thrust attribute is increased by (50+magnitude)%.


Level 2 (L2 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 3 (L3 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 4 (L4 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 5 (L5 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 6 (L6 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 7 (L7 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 8 (L8 Afterburn)

Description: I am a bug.  Please report me.

Level 9 (L9 Afterburn)

Description: I am a bug.  Please report me.

Hull Patch (Activated, base= DEX + INT + CHA)

Overview

The hull patch ability allows a player or NPC to regenerate damaged hulls.

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, the target’s hull is repaired over time at the expenditure of energy.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

This skill has no activation recycle time.

If the target’s hull becomes fully regenerated, the skill automatically switches off.

If energy requirements are unavailable, the skill automatically switches off.

Players cannot apply this skill to NPC targets.

If NPCs apply this skill to organic targets, health is restored instead of hull points.

The energy cost per second of use is (skill value / 10) units.

Ability levels are not selectable.

Level 1 (L1 Hull Patch)

Ability Name: Patch Hull

Description: Activation expends energy to repair the ship’s hull.  The ship must be at a stop for the hull patching process to be activated.

Player can regenerate self only. 

Target of effect gains ¼ hull point for every unit of energy spent.

Player must be at a complete stop to activate ability.  Any motion will automatically switch the skill off.

Level 2 (L2 Hull Patch)

Description: Increases the rate of hull repair.

Skill value increases by 20 points.

Level 3 (L3 Hull Patch)

Ability Name: Repair Hull 

Description: Allows other ships to be repaired and increases repair energy efficiency.

Player can regenerate self or other players.

Target of effect gains 3/8 of a hull point for every unit of energy spent.

Range of effect is 2000 units.

Level 4 (L4 Hull Patch)

Description: Increases the rate of hull repair.

Skill value increases by 20 points.

Level 5 (L5 Hull Patch)

Ability Name: Combat Hull Repair

Description: Allows repair while the ship is in motion and increases repair energy efficiency.

Skill can be activated regardless of motion.

Target of effect gains ½ hull points for every unit of energy spent.

Level 6 (L6 Hull Patch)

Ability Name: Area Hull Repair

Description: Activation creates an area effect, repairing the hulls of all friendly ships within 500 units of the target. 

Target of effect gains ¾ hull points for every unit of energy spent.

Radius of effect is 500 units.

All players within effect radius units of the target gain 1/5th of the hull restoration effect.

Level 7 (L7 Hull Patch)

Ability Name: Improved Area Hull Repair

Description: Increases the area effect hull repair power and energy efficiency.

Radius of effect is 500 units.

All players within effect radius units of the target gain 1/3rd of the hull restoration effect.

Target of effect gains 1 hull point for every unit of energy spent.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Self Destruct (Activated, base= DEX + INT + CHA)

Overview

Activation of the self-destruct skill causes the player’s ship to explode, doing large amounts of damage to all enemies within a radius.  Increased levels of ability increase the amount of damage applied.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

This skill can be assigned to and utilized by NPCs.  

Skill Level Descriptions

General

Players cannot apply this skill to NPC targets.

Ability levels are selectable.

Skill activation recycle time is 10 minutes at all levels.

Players should gain experience when killing mobs with the self destruct ability.

When a player self-destructs, he may not be jumpstarted, and must return to the registered port for repair.

Level 1 (L1 Self Destruct)

Ability Name: Self Destruct I

Description: Allows emergency detonation of the reactor, incapacitating the ship but delivering intense explosive damage over a 500 unit radius.  Activation uses 20 energy.

Skill application costs 20 units of energy.

When ability is activated, the player’s engines disengage and the ship coasts to a halt.  A visual effect occurs, indicating that the ship has entered a self-destruct sequence. 

The player’s ship is completely immobilized for the duration of the ‘countdown timer’ (10 seconds, while a visual effect plays).  At the end of this countdown, the ship explodes causing damage to all enemy targets within radius of effect.

While the countdown timer occurs, any enemies entering the radius of damage effect are subject to a Menace effect, and are likely to flee.

During the countdown, the player may cancel the self-destruct sequence by deactivating the skill.

The amount of damage (type Explosive) delivered at time of detonation is (Skill value) points.

The radius of effect is 500 units.

Level 2 (L2 Self Destruct)

Description: Increases damage output of self-destruction.

Level 3 (L3 Self Destruct)

Ability Name: Self Destruct II

Description: Multiplies self-destruction damage and increases damage radius to 750 units, but requires 40 units of energy.

Skill application costs 40 units of energy.

Damage delivered is (Skill value * 2) points.

The radius of effect is 750 units.

Level 4 (L4 Self Destruct)

Description: Increases damage output of self-destruction.

Level 5 (L5 Self Destruct)

Ability Name: Self Destruct III

Description: Multiplies self-destruction damage and increases damage radius to 1000 units, but requires 80 units of energy.

Skill application costs 80 units of energy.

Damage delivered is (Skill value * 3) points.

The radius of effect is 1000 units.

Level 6 (L6 Self Destruct)

Ability Name: Self Destruct IV

Description: Multiplies self-destruction damage and increases damage radius to 1250 units, but requires 150 units of energy.

Skill application costs 150 units of energy.

Damage delivered is (Skill value * 4) points.

The radius of effect is 1250 units.

Level 7 (L7 Self Destruct)

Ability Name: Self Destruct V

Description: Multiplies self-destruction damage and increases damage radius to 1500 units, but requires 250 units of energy.

Skill application costs 250 units of energy.

Damage delivered is (Skill value * 5) points.

The radius of effect is 1500 units.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Power Down (Activated, base= DEX + INT + CHA)

Overview

The Power Down skill allows the Progen Explorer to escape danger by turning off all systems and ‘playing dead’.  The skill is especially useful against non-intelligent opponents.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

This skill cannot be used by NPCs.  

Skill Level Descriptions

General

Ability levels are selectable.

This skill has no activation recycle time.

Level 1 (L1 Power Down)

Ability Name: Power Down

Description: Activation attempts to convince enemies that the ship has become incapacitated.  If successful, enemies will usually stop attacking.  Activation uses 20 energy.

Skill application costs 20 units of energy.

When ability is activated, the player’s engines disengage and the ship coasts to a halt.  A visual and sound effect immediately occur, indicating that the ship has ‘been destroyed’.  This effect should be similar to the normal incapacitation effect, but distinguishable from it by other players.

All mobs that are currently attacking the player have a chance to lose the player as a valid target when the skill is activated.  A target difficulty value is first calculated as the mob’s difficulty level multiplied by 1.5 if the AI INTELLIGENCE variable is ‘Average’, and multiplied by 2.0 if the INTELLIGENCE variable is ‘Smart’.  An opposed roll is then made between the player’s current skill value and the calculated target difficulty value.  If the roll is successful, the mob will ‘forget’ about the player and act if the player has been destroyed.

If the player is engaged against a formation of mobs, one check is made for each mob that is currently engaging the player.  If the check is successful, all mob formation members will ignore the player.

The player may sit in the powered down state indefinitely, and will slowly regenerate shields and energy while powered down.  While powered down the player may not move, turn, activate other skills, weapons, or abilities, or modify the ship’s equipment.  

Deactivating the power down skill will ‘power up’ the ship, a process that will take 5 seconds and be accompanied by a sound effect.  When powering up, the player is still immobile and cannot perform the specified actions, but immediately becomes targetable by mobs.  

While powered down, If the player is attacked after the power down has occurred,  the ship will automatically begin ‘powering up’, but the player must still be immobile for a period of 5 seconds before taking any other action. 

When using the level 1 ability, the player’s shield and reactor does not regenerate while in the powerdown state.

Level 2 (L2 Power Down)

Description: Increases the chance of successful skill use.

Level 3 (L3 Power Down)

Ability Name: Advanced Power Down

Description: Shields will slowly regenerate while Power Down is active.  Activation uses 40 energy.

Skill application costs 40 units of energy.

When using the level 3 ability, the player’s shields will regenerate at ½ the normal rate.

Level 4 (L4 Power Down)

Description: Increases the chance of successful skill use.

Level 5 (L5 Power Down)

Ability Name: Advanced Power Down 2

Description: Both shields and reactor energy will slowly regenerate while Power Down is active.  Activation uses 80 energy.

Skill application costs 80 units of energy.

When using the level 5 ability, the player’s shields and reactor will both regenerate at ½ the normal rate.

Level 6 (L6 Power Down)

Ability Name: Advanced Power Down 3

Description: Shields will regenerate at the normal rate while Power Down is active.  Activation uses 120 energy.

Skill application costs 120 units of energy.

When using the level 6 ability, the player’s shields will regenerate at the normal rate, and the player’s reactor will regenerate at ½ the normal rate.

Level 7 (L7 Power Down)

Ability Name: Advanced Power Down 4

Description: Shields and reactor energy will regenerate at the normal rate while Power Down is active.  Activation uses 160 energy.

Skill application costs 160 units of energy.

When using the level 7 ability, the player’s shields and reactor will regenerate at the normal rate.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Summon (Activated, base= DEX + INT + CHA)

Overview

The Summon skill allows the Jenquai Warrior to teleport group members and enemies to their location.  This can be used as a combat tactic or to reduce group formation time.  At the highest level, group members can also be returned to their ‘registration point’. 

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

This skill can be assigned to and utilized by NPCs.  

Skill Description

General

Ability levels are selectable.

Players that are not group members cannot be targeted with this skill.

Level 1 (L1 Summon)

Ability Name: Summon Enemy

Description: Activation attempts to teleport an enemy to your location, and uses 20 energy.

Skill application costs 20 units of energy.

Skill activation recycle time is 60 seconds.

A target enemy NPC within 1500+(skill value * 20) units distance can be teleported to the Jenquai Warrior’s location when the skill is activated.  This is a ‘Psionic’ effect, so enemies with psionic resistance have a % chance to resist the teleport equal to their current psionic resistance level.

Level 2 (L2 Summon)

Description: Increases the maximum range that an enemy can be teleported and allows the ability to be used more often.

Skill activation recycle time is 45 seconds.

Level 3 (L3 Summon)

Ability Name: Summon Friend

Description: Activation teleports a targeted group member to your location.  Activation uses 40 energy.

Skill application costs 40 units of energy.

When activated, target group member is teleported to the Jenquai Warrior’s location.  This should be accompanied by an appropriate sound and visual effect as a ‘teleport wormhole’ appears and relocates the player.  The group member must be within (1000 * skill value) units distance in the same sector to be teleported.  

Level 4 (L4 Summon)

Description: Increases the maximum range that targets can be teleported.

Skill activation recycle time is 30 seconds.

Level 5 (L5 Summon)

Ability Name: Summon Group

Description: Activation teleports all group members within range to your location, and uses 80 energy.

Skill application costs 80 units of energy.

When activated, all group members in the sector within (skill value * 1000) units are immediately teleported to the Jenquai Warrior’s location.

Level 6 (L6 Summon)

Ability Name: Summon Enemy Group

Description: Activation teleports a target enemy formation to your location, and uses 150 energy.

Skill application costs 150 units of energy.

When activated, target mob and a maximum of 5 members of the mob’s formation (randomly selected if the formation is larger than 6 units) are teleported to the Jenquai Warrior’s location.  All teleported targets must be within 1500+(skill value * 20) units distance.

Level 7 (L7 Summon)

Ability Name: Return Friend 

Description: Activation returns a targeted group member to their registered port and uses 250 energy.

Skill application costs 250 units of energy.

When activated, target group member who must be within 1000 units is teleported to their registration point.  This location is the same as if the player had requested rescue after being incapacitated.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Create Wormhole (Activated, base= DEX + INT + CHA)

Overview

The Wormhole skill allows the Jenquai Explorer to teleport to various locations in the universe without having to use gate technology.  At higher levels, group members can be transported as well.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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	JE
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	TE
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NPC Utilization

Skill is not utilized by NPCs..

Skill Description

General

Ability levels are selectable.

Activation recycle time is 30 seconds at all skill levels.

When activated, the character comes to a complete stop and begins to create the wormhole.

Creating the gate takes (11– (skill value / 30) seconds at all skill levels.  This action is interrupted if the character takes any other action, takes damage, or moves.  

After the gate has been created, the player or the player’s group is teleported to the destination.

Level 1 (L1 Create Wormhole)

Ability Name: Kailaasa Solo Gate

Description: Activation creates a temporary wormhole to Kailaasa, teleporting the ship for 20 energy.

Activation costs 20 units of energy.

Activation teleports the player to the Kailaasa sector.

sector #: 1910

Coordinates 47420.53, 244164.70, 0

Facing: -0.6372, -0.994898, 0

Level 2 (L2 Create Wormhole)

Ability Name: Kailaasa Group Gate

Description: Activation creates a temporary wormhole to Kailaasa, teleporting all group members for 30 energy.

Activation costs 30 units of energy.

Activation teleports the player and all group members within 1000 units to the same location as skill level 1.

Level 3 (L3 Create Wormhole)

Ability Name: New Edinburgh Solo Gate

Description: Activation creates a temporary wormhole to New Edinburgh, teleporting the ship for 40 energy.

Activation costs 40 units of energy.

Activation teleports the player to the New Edinburgh sector.

sector #: 4015

Coordinates –47533.0, -72839.0, 0

Facing: -0.796694, -0.593023, 0.116630

Level 4 (L4 Create Wormhole)

Ability Name: New Edinburgh Group Gate

Description: Activation creates a temporary wormhole to New Edinburgh, teleporting all group members for 60 energy.

Activation costs 60 units of energy.

Activation teleports the player and all group members within 1000 units to the same location as skill level 3.

Level 5 (L5 Create Wormhole)

Ability Name: Tarsis Prime Group Gate

Description: Activation creates a temporary wormhole to Tarsis Prime, teleporting all group members for 80 energy.

Activation costs 80 units of energy.

Activation teleports the player to the Tarsis Prime sector.

sector #:3530

Coordinates 149134.97, -200030.91, -49.2363

Facing: -0.9821, -0.1736, 0.0728

Level 6 (L6 Create Wormhole)

Ability Name: Earth Group Gate

Description: Activation creates a temporary wormhole to Somewhere, teleporting all group members for 120 energy.

Activation costs 120 units of energy.

Activation teleports the player to the Earth sector.

sector #:1060

Coordinates –115820, 64814, -920

Facing: 0.435277, 0.900186, -0.014103

Level 7 (L7 Create Wormhole)

Ability Name: Odin’s Belt Solo Gate

Description: Activation creates a temporary wormhole to Odin’s Belt, teleporting the ship for 160 energy.

Activation costs 160 units of energy.

Activation teleports the player to the Odin’s Belt sector.

sector #:1720

Coordinates 53657.44, -50645.19, 21.4093

Facing: -0.9284, 0.3459, 0.1357

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Environment Shield (Activated, base= DEX + INT + CHA)

Overview

The Environment Shield skill allows the Jenquai Explorer to reduce the magnitude of environmental effects.  At higher skill levels, a portion of this benefit is shared with group members.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is useable by NPCs.

Skill Description

General

Ability levels are selectable.

Level 1 (L1 Environment Shield)

Ability Name: Environment Barrier

Description: Activation creates a shield around a friendly target that protects the ship from environmental effects (such as damage caused by a nebulae storm).  Activation uses 20 energy.

Skill application costs 20 units of energy.

Skill activation recycle time is 60 seconds.

Range of effect is 2000 units.

When activated, target friendly character gains the continuous effect Environment Barrier with a magnitude equal to the character’s current skill value.

	Environment Barrier

(psionic)

Continuous

Non-Stacking
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is 20+(magnitude/5) seconds.

All environmental effects applied to the character have their magnitude reduced by (effect magnitude / 4) points.  This includes proximity, regional, and sector effects.


Level 2 (L2 Environment Shield)

Description: Increases the power of environment shields and allows the skill to be used more frequently at longer range.

Skill activation recycle time is 45 seconds.

Range of effect is 2500 units.

Level 3 (L3 Environment Shield)

Ability Name: Lesser Environment Shield

Description: Greatly increases the power of environment shields, but uses 40 energy.

Skill application costs 40 units of energy.

Range of effect is 3000 units.

When activated, the target gains the continuous effect Lesser Environment Shield with a magnitude equal to the character’s current skill value.

	Lesser Environment Shield

(psionic)

Continuous

Non-Stacking
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is 20 + (magnitude/5) seconds.

All environmental effects applied to the character have their magnitude reduced by (effect magnitude / 3) points.  This includes proximity, regional, and sector effects.


Level 4 (L4 Environment Shield)

Description: Increases the power of environment shields and allows the skill to be used more frequently at longer range.

Skill activation recycle time is 30 seconds.

Range of effect is 3500 units.

Level 5 (L5 Environment Shield)

Ability Name: Environment Shield

Description: Greatly increases the power of environment shields, but uses 80 energy.

Skill application costs 80 units of energy.

Range of effect is 4000 units.

When activated, the target gains the continuous effect Environment Shield with a magnitude equal to the character’s current skill value.

	Environment Shield

(psionic)

Continuous

Non-Stacking
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is 20 + (magnitude/5) seconds.

All environmental effects applied to the character have their magnitude reduced by (effect magnitude / 2) points.  This includes proximity, regional, and sector effects.


Level 6 (L6 Environment Shield)

Ability Name: Greater Environment Shield

Description: Greatly increases the power of environment shields and extends some protection to all group members, but uses 150 energy. 

Skill application costs 150 units of energy.

When activated, the target gains the continuous effect Greater Environment Shield with a magnitude equal to the character’s current skill value.  In addition, all of the target’s group members within 1000 units radius gain the Environment Barrier effect with the same magnitude.

	Greater Environment Shield

(psionic)

Continuous

Non-Stacking
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is 20 + (magnitude/5) seconds.

All environmental effects applied to the character have their magnitude reduced by (effect magnitude) points.  This includes proximity, regional, and sector effects.


Level 7 (L7 Environment Shield)

Ability Name: Area Environment Shield

Description: Activation protects all group members within 1000 units, and uses 250 energy.

Skill application costs 250 units of energy.

When activated, the target gains the continuous effect Greater Environment Shield with a magnitude equal to the character’s current skill value.  Additionally, all of the target’s group members receive the continuous effect Environment Shield with a magnitude equal to the character’s current skill level.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Drone Tech (Passive, base = DEX + INT + CHA)

Overview

The Drone Tech skill allows utilization of higher tech level drone control systems. 

The skill value is not directly utilized but instead acts as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize drone control systems.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Equipping a drone controller requires that the character have a Drone Control skill of equal or greater level.

Level 1 (Drone Tech L1)

Description: Allows the use of tech level 1 drone controllers.

Level 2 (Drone Tech L2)

Description: Allows the use of tech level 2 drone controllers.

Level 3 (Drone Tech L3)

Description: Allows the use of tech level 3 drone controllers.

Level 4 (Drone Tech L4)

Description: Allows the use of tech level 4 drone controllers.

Level 5 (Drone Tech L5)

Description: Allows the use of tech level 5 drone controllers.

Level 6 (Drone Tech L6)

Description: Allows the use of tech level 6 drone controllers.

Level 7 (Drone Tech L7)

Description: Allows the use of tech level 7 drone controllers.

Level 8 (Drone Tech L8)

Description: Allows the use of tech level 8 drone controllers.

Level 9 (Drone Tech L9)

Description: Allows the use of tech level 9 drone controllers.

Item Tech (Passive, base = DEX + INT + CHA)

Overview

The Item Tech skill allows utilization of higher tech level consumable items.

The skill value is not directly utilized but instead acts as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Activation of a consumable item requires that the character have an Item Tech skill of equal or greater level.

Level 1 (Item Tech L1)

Description: Allows the use of tech level 1 consumable items.

Level 2 (Item Tech L2)

Description: Allows the use of tech level 2 consumable items.

Level 3 (Item Tech L3)

Description: Allows the use of tech level 3 consumable items.

Level 4 (Item Tech L4)

Description: Allows the use of tech level 4 consumable items.

Level 5 (Item Tech L5)

Description: Allows the use of tech level 5 consumable items.

Level 6 (Item Tech L6)

Description: Allows the use of tech level 6 consumable items.

Level 7 (Item Tech L7)

Description: Allows the use of tech level 7 consumable items.

Level 8 (Item Tech L8)

Description: Allows the use of tech level 8 consumable items.

Level 9 (Item Tech L9)

Description: Allows the use of tech level 9 consumable items.

Build Items (Passive, base= DEX + INT + CHA)

Overview

The Build Items skill allows the character to analyze and manufacture consumable items.

The character can only attempt to analyze or manufacture items of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Items L1)

Description: Allows the analysis and manufacture of tech 1 consumable items.

Level 2 (Build Items L2)

Description: Allows the analysis and manufacture of tech 2 consumable items.

Level 3 (Build Items L3)

Description: Allows the analysis and manufacture of tech 3 consumable items.

Level 4 (Build Items L4)

Description: Allows the analysis and manufacture of tech 4 consumable items.

Level 5 (Build Items L5)

Description: Allows the analysis and manufacture of tech 5 consumable items.

Level 6 (Build Items L6)

Description: Allows the analysis and manufacture of tech 6 consumable items.

Level 7 (Build Items L7)

Description: Allows the analysis and manufacture of tech 7 consumable items.

Level 8 (Build Items L8)

Description: Allows the analysis and manufacture of tech 8 consumable items.

Level 9 (Build Items L9)

Description: Allows the analysis and manufacture of tech 9 consumable items.

Progen Lore (Passive, base = DEX + INT + CHA)

Overview

The Progen lore skill allows utilization, analysis, and manufacture of items created by the Progen race.

Terran characters can utilize Progen items without this skill, but do not receive manufacturing bonuses.

The associated skill value has no use other than as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs – all NPCs can use Progen technologies without this skill.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Jenquai archetypes must have a skill level equal or greater than the tech level of any Progen-made item in order to use, analyze, or manufacture it.

Level 1 (Progen Lore L1)

Description: Allows the use of tech 1 Progen equipment items.

Level 2 (Progen Lore L2)

Description: Allows the use of tech 2 Progen equipment items.

Level 3 (Progen Lore L3)

Description: Allows the use of tech 3 Progen equipment items.

Level 4 (Progen Lore L4)

Description: Allows the use of tech 4 Progen equipment items.

Level 5 (Progen Lore L5)

Description: Allows the use of tech 5 Progen equipment items.

Level 6 (Progen Lore L6)

Description: Allows the use of tech 6 Progen equipment items.

Level 7 (Progen Lore L7)

Description: Allows the use of tech 7 Progen equipment items.

Level 8 (Progen Lore L8)

Description: Allows the use of tech 8 Progen equipment items.

Level 9 (Progen Lore L9)

Description: Allows the use of tech 9 Progen equipment items.

Jenquai Lore (Passive, base = DEX + INT + CHA)

Overview

The Jenquai lore skill allows utilization, analysis, and manufacture of items created by the Jenquai race.

Terran characters can utilize Jenquai items without this skill, but do not receive manufacturing bonuses.

The associated skill value has no use other than as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	
	
	
	
	
	

	2
	
	
	
	
	
	
	
	
	

	3
	
	
	
	
	
	
	
	
	

	4
	
	
	
	
	
	
	
	
	

	5
	
	
	
	
	
	
	
	
	

	6
	
	
	
	
	
	
	
	
	

	7
	
	
	
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs – all NPCs can use Jenquai technologies without this skill.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Progen archetypes must have a skill level equal or greater than the tech level of any Jenquai-made item in order to use, analyze, or manufacture it.

Level 1 (Jenquai Lore L1)

Description: Allows the use of Tech 1 Jenquai equipment items.

Level 2 (Jenquai Lore L2)

Description: Allows the use of Tech 2 Jenquai equipment items.

Level 3 (Jenquai Lore L3)

Description: Allows the use of Tech 3 Jenquai equipment items.

Level 4 (Jenquai Lore L4)

Description: Allows the use of Tech 4 Jenquai equipment items.

Level 5 (Jenquai Lore L5)

Description: Allows the use of Tech 5 Jenquai equipment items.

Level 6 (Jenquai Lore L6)

Description: Allows the use of Tech 6 Jenquai equipment items.

Level 7 (Jenquai Lore L7)

Description: Allows the use of Tech 7 Jenquai equipment items.

Level 8 (Jenquai Lore L8)

Description: Allows the use of Tech 8 Jenquai equipment items.

Level 9 (Jenquai Lore L9)

Description: Allows the use of Tech 9 Jenquai equipment items.

Alien Lore (Passive, base= DEX + INT + CHA)

Overview

The Alien lore skill allows utilization, analysis, and manufacture of items created by ‘Alien’ races.

The associated skill value has no use other than as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs – all NPCs can use Alien technologies without this skill.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Archetypes must have a skill level equal or greater than the tech level of any Alien-made item in order to use it.

Level 1 (Alien Lore L1)

Description: Allows the use of tech 1 alien technology equipment items.

Level 2 (Alien Lore L2)

Description: Allows the use of tech 2 alien technology equipment items.

Level 3 (Alien Lore L3)

Description: Allows the use of tech 3 alien technology equipment items.

Level 4 (Alien Lore L4)

Description: Allows the use of tech 4 alien technology equipment items.

Level 5 (Alien Lore L5)

Description: Allows the use of tech 5 alien technology equipment items.

Level 6 (Alien Lore L6)

Description: Allows the use of tech 6 alien technology equipment items.

Level 7 (Alien Lore L7)

Description: Allows the use of tech 7 alien technology equipment items.

Level 8 (Alien Lore L8)

Description: Allows the use of tech 8 alien technology equipment items.

Level 9 (Alien Lore L9)

Description: Allows the use of tech 9 alien technology equipment items.

Progen Culture (Passive, base= DEX + INT + CHA)

Overview

The Progen Culture skill passively improves relations when dealing with Progen non-player characters.

Progen characters are assumed to automatically have this skill at level 9.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Progen Culture)

Description: Skill level 1 passively improves relations when dealing with Progen non-player characters.

Whenever a Progen mob or NPC associated with a Progen faction makes a reaction determination (via the reputation system), the reaction value is increased by (skill value * 10) points.

Level 2 (L2 Progen Culture)

Description: Skill level 2 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 3 (L3 Progen Culture)

Description: Skill level 3 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 4 (L4 Progen Culture)

Description: Skill level 4 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 5 (L5 Progen Culture)

Description: Skill level 5 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 6 (L6 Progen Culture)

Description: Skill level 6 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 7 (L7 Progen Culture)

Description: Skill level 7 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 8 (L8 Progen Culture)

Description: Skill level 8 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 9 (L9 Progen Culture)

Description: Skill level 9 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Jenquai Culture (Passive, base= DEX + INT + CHA)

Overview

The Jenquai Culture skill passively improves relations when dealing with Jenquai non-player characters.

Jenquai characters are assumed to automatically have this skill at level 9.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Jenquai Culture)

Description: Skill level 1 passively improves relations when dealing with Jenquai non-player characters.

Whenever a Jenquai mob or NPC associated with a Jenquai faction makes a reaction determination (via the reputation system), the reaction value is increased by (skill value * 10) points.

Level 2 (L2 Jenquai Culture)

Description: Skill level 2 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 3 (L3 Jenquai Culture)

Description: Skill level 3 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 4 (L4 Jenquai Culture)

Description: Skill level 4 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 5 (L5 Jenquai Culture)

Description: Skill level 5 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 6 (L6 Jenquai Culture)

Description: Skill level 6 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 7 (L7 Jenquai Culture)

Description: Skill level 7 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 8 (L8 Jenquai Culture)

Description: Skill level 8 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 9 (L9 Jenquai Culture)

Description: Skill level 9 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Terran Culture (Passive, base= DEX + INT + CHA)

Overview

The Terran Culture skill passively improves relations when dealing with Terran non-player characters.

Terran characters are assumed to automatically have this skill at level 9.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Terran Culture)

Description: Skill level 1 passively improves relations when dealing with Terran non-player characters.

Whenever a Terran mob or NPC associated with a Terran faction makes a reaction determination (via the reputation system), the reaction value is increased by (skill value * 10) points.

Level 2 (L2 Terran Culture)

Description: Skill level 2 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 3 (L3 Terran Culture)

Description: Skill level 3 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 4 (L4 Terran Culture)

Description: Skill level 4 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 5 (L5 Terran Culture)

Description: Skill level 5 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 6 (L6 Terran Culture)

Description: Skill level 6 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 7 (L7 Terran Culture)

Description: Skill level 7 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 8 (L8 Terran Culture)

Description: Skill level 8 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 9 (L9 Terran Culture)

Description: Skill level 9 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Distract (Activated, base= DEX + INT + CHA)

Overview

When activated, the Distract skill attempts to distract target enemy, slowing the target’s reactions (increasing various activation delays).

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill can be used by NPCs.

Skill Description

General

Ability levels are selectable.

Skill activation recycle time is 60 seconds.

Level 1 (L1 Distract)

Ability Name: Sidetrack

Description: Skill level 1, when activated, attempts to sidetrack target enemy’s attention, slowing down the rate at which the enemy will fire weapons.  Effect can be activated once every 60 seconds, and costs 25 units of energy to activate.

Skill application costs 25 units of energy.

Activation imparts the continuous, additive effect Increase Weapon Delay to target enemy, with a magnitude equal to the character’s skill value.

	Increase Weapon Delay

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s beam, projectile, and missile weapons have their activation delay increased by 20% + (magnitude / 10)%. 

Magnitude decays at a rate of 2+(current magnitude / 30) points per second.


Level 2 (L2 Distract)

Description: Skill level 2 adds +20 to skill value, improving the strength and duration of all effects.  Skill recycle time is reduced to 50 seconds.

Skill value increases by 20 points.

Skill application recycle time is 50 seconds.

Level 3 (L3 Distract)

Ability Name: Divert Attention

Description: Skill level 2, when activated, attempts to divert target enemy’s attention, slowing down the rate at which the enemy will fire weapons or activate special systems.  Effect can be activated once every 60 seconds, and costs 50 units of energy to activate.

Skill application costs 50 units of energy.

In addition to previous effects, activation imparts the continuous, additive effect Increase System Delay to target enemy, with a magnitude equal to the character’s skill value.

	Increase System Delay

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s system devices have their activation delay increased by 20% + (magnitude / 10)%.

Magnitude decays at a rate of 2+(current magnitude / 30) points per second.


Level 4 (L4 Distract)

Description: Skill level 4 adds +20 to skill value, improving the strength and duration of all effects.  Skill recycle time is reduced to 40 seconds.

Skill value increases by 20 points.

Skill application recycle time is 40 seconds.

Level 5 (L5 Distract)

Ability Name: Distract

Description: Skill level 5, when activated, attempts to distract target enemy, slowing down the rate at which the enemy will fire weapons, activate systems, or use special skills.  Effect can be activated once every 60 seconds, and costs 100 units of energy to activate.

Skill application costs 100 units of energy.

In addition to previous effects, activation imparts the continuous, additive effect Increase Skill Delay to target enemy, with a magnitude equal to the character’s skill value.

	Increase Skill Delay

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s skill activation recycle times are increased by 20% + (magnitude / 10)%.

Magnitude decays at a rate of 2+(current magnitude / 30) points per second.


Level 6 (L6 Distract)

Description: Skill level 6 adds +20 to skill value, improving the strength and duration of all effects.  Skill recycle time is reduced to 35 seconds.

Skill value increases by 20 points.

Skill application recycle time is 35 seconds.

Level 7 (L7 Distract)

Ability Name: Area Sidetrack

Description: Skill level 7, when activated, attempts to sidetrack all enemies within 1000 units of a target enemy, slowing down the rate at which those enemies will fire weapons.  Effect can be activated once every 60 seconds, and costs 250 units of energy to activate.

Skill application costs 250 units of energy.

When activated, target enemy receives the Increase Weapon Delay, Increase System Delay, and Increase Skill Delay effects with a magnitude equal to the character’s skill value.  In addition, all enemies within 1000 units of the target receive the Increase Weapon Delay effect with a magnitude equal to half of the character’s skill value.

Level 8 (L8 Distract)

Description: Skill level 8 adds +20 to skill value, improving the strength and duration of all effects.  Skill recycle time is reduced to 30 seconds.

Skill value increases by 20 points.

Skill application recycle time is 30 seconds.

Level 9 (L9 Distract)

Ability Name: Area Distract

Description: Skill level 9, when activated, attempts to distract all enemies within 1500 units of a target enemy, slowing down the rate at which those enemies will fire weapons, activate systems, or use special skills.  Effect can be activated once every 60 seconds, and costs 500 units of energy to activate.

Skill application costs 500 units of energy.

When activated, target enemy receives the Increase Weapon Delay, Increase System Delay, and Increase Skill Delay effects with a magnitude equal to the character’s skill value.  In addition, all enemies within 1500 units of the target receive the same effects with magnitudes equal to half of the character’s skill value.

Engineering (Passive, base = DEX + INT + CHA)

Overview

The Engineering skill decreases the downtime penalty incurred when equipping items in space.  At higher levels, damage to equipment is reduced and the skill is partially shared with group members.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

NPCs do not utilize this skill.

Skill Description

General

Level 1 (L1 Engineering)

Ability Name: Engineer Systems

Description: Skill level 1 greatly decreases the time that is required to equip systems on a ship when not at a dock.

Character gains the permanent effect Engineer Systems with a linked magnitude equal to the skill value.

	Engineer Systems

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All system devices (including drone controllers) require 30%+(magnitude*0.2)% less time to ‘come online’ when equipped outside of a port. 


Level 2 (L2 Engineering)

Description: Skill level 2 adds +20 to skill value, further reducing the time needed to equip systems when not at a dock.

Skill value increases by 20 points.

Level 3 (L3 Engineering)

Ability Name: Engineer Equipment

Description: Skill level 3 extends the time reduction bonus to equipping engines, shields, and reactors.

Character gains the permanent effect Engineer Equipment with a linked magnitude equal to the skill value.

	Engineer Equipment

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Engines, Shield Generators, and Reactors require 30%+(magnitude*0.2)% less time to ‘come online’  when equipped outside of a port.


Level 4 (L4 Engineering)

Description: Skill level 4 adds +20 to skill value, further reducing the time needed to equip systems, engines, shields, and reactors.

Skill value increases by 20 points.

Level 5 (L5 Engineering)

Ability Name: Engineer Weapons

Description: Skill level 5 extends the time reduction bonus to equipping weapons away from a dock.

Character gains the permanent effect Engineer Weapons with a linked magnitude equal to the skill value.

	Engineer Weapons

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All weapons require 30%+(magnitude*0.2)% less time to ‘come online’ when equipped outside of a port.  


All group members gain the permanent effect Engineer Systems with a magnitude equal to 1/3 of the skill value while in the group.

Level 6 (L6 Engineering)

Description: Skill level 6 adds +20 to skill value, further reducing the time needed to equip weapons, systems, engines, shields, and reactors.

Skill value increases by 20 points.

Level 7 (L7 Engineering)

Ability Name: System Damage Control

Description: Skill level 7, in addition to previous effects, reduces the amount of damage that systems take in combat.

Character gains the permanent effect System Damage Control with a linked magnitude equal to the skill value.

	System Damage Control

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All ship systems (including controllers) take (magnitude / 8)% less damage from any source.


All group members gain the permanent effect Engineer Equipment with a magnitude equal to 1/3 of the character’s skill value while in the group.

Level 8 (L8 Engineering)

Description: Skill level 8 adds +20 to skill value, enhancing all skill bonuses.

Skill value increases by 20 points.

Level 9 (L9 Engineering)

Ability Name: Weapon Damage Control

Description: Skill level 9, in addition to previous effects, reduces the amount of damage that weapons take in combat.

Character gains the permanent effect Weapon Damage Control with a linked magnitude equal to the skill value.

	Weapon Damage Control

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All weapons take (magnitude / 8)% less damage from any source.


All group members gain the permanent effect Engineer Weapons with a magnitude equal to 1/3 of the character’s skill value while in the group.

Analyze Weakness (Activated, base= DEX + INT + CHA)

Overview

The Analyze Weakness skill allows explorers to ‘analyze NPCs to reveal weaknesses’, in effect debuffing an NPC in various ways.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is useable by NPCs.

Skill Description

General

Ability levels are selectable.

Level 1 (L1 Analyze Weakness)

Ability Name: Locate Equipment

Description: Skill level 1, when activated, imparts knowledge to all friendly combatants about specific locations of equipment on a target enemy, in effect increasing the chance that the target’s equipment will be damaged by attacks.  Ability can be activated every 60 seconds, and costs 25 units of energy.

Skill activation recycle time is 60 seconds.

Skill application costs 25 units of energy.

When activated, target enemy gains the continuous additive effect Increase Equipment Damage Chance, with a magnitude equal to the character’s current skill value.

	Increase Equipment Damage Chance

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

When damage is applied to effect carrier, the chance of system damage occurring is increased by 20% +(magnitude / 10)%.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 2 (L2 Analyze Weakness)

Description: Skill level 2 adds +20 to skill value (increasing the power and duration of analyze weakness effects).  Skill recycle time is reduced to 50 seconds.

Skill value increases by 20 points.

Skill activation recycle time is 50 seconds.

Level 3 (L3 Analyze Weakness)

Ability Name: Locate Weaknesses

Description: Skill level 3, when activated, imparts knowledge to all friendly combatants about weakness points on target enemy’s equipment.  This will increase the chance that equipment damage occurs in combat, and also increases the amount of damage applied to equipment.  Ability costs 50 units of energy.

Skill application costs 50 units of energy.

In addition to previous effects, when activated, target enemy gains the continuous additive effect Increase Equipment Damage Amount with a magnitude equal to the character’s current skill value.

	Increase Equipment Damage Amount

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Any time damage is applied to the effect carrier’s equipment, the damage amount applied is increased by 20%+(magnitude/10)%.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 4 (L4 Analyze Weakness)

Description: Skill level 4 adds +20 to skill value (increasing the power and duration of analyze weakness effects).  Skill recycle time is reduced to 40 seconds.

Skill value increases by 20 points.

Skill activation recycle time is 40 seconds.

Level 5 (L5 Analyze Weakness)

Ability Name: Analyze Weaknesses

Description: Skill level 5, when activated, imparts knowledge to all friendly combatants about weakness points on target enemy’s equipment mounts.  In addition to previous effects, there is a chance that any damage applied to equipment will be doubled.  Ability costs 100 units of energy.

Skill application costs 100 units of energy.

In addition to previous effects, when activated, target enemy gains the continuous additive effect Increase Critical Equipment Damage with a magnitude equal to the character’s current skill value.

	Increase Critical Equipment Damage

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Any time damage is applied to the effect carrier’s equipment, there is a 20%+(magnitude / 10)% chance that all damage applied is doubled.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 6 (L6 Analyze Weakness)

Description: Skill level 6 adds +20 to skill value (increasing the power and duration of analyze weakness effects).  Skill recycle time is reduced to 35 seconds.

Skill value increases by 20 points.

Skill activation recycle time is 35 seconds.

Level 7 (L7 Analyze Weakness)

Ability Name: Area Locate Equipment

Description: Skill level 7, when activated, analyzes weaknesses of a target enemy.  In addition, all friendly combatants gain awareness of equipment locations on all enemies within 1000 units of the target.  Ability costs 250 units of energy.

Skill application costs 250 units of energy.

When activated, target enemy receives the Increase Equipment Damage Chance, Increase Equipment Damage Amount, and Increase Critical Equipment Damage effects with a magnitude equal to the character’s skill value.  In addition, all enemies within 1000 units of the target receive the Increase Equipment Damage Chance effect with a magnitude equal to half of the character’s skill value.

Level 8 (L8 Analyze Weakness)

Description: Skill level 8 adds +20 to skill value (increasing the power and duration of analyze weakness effects).  Skill recycle time is reduced to 30 seconds.

Skill value increases by 20 points.

Skill activation recycle time is 30 seconds.

Level 9 (L9 Analyze Weakness)

Ability Name: Area Analyze Weaknesses

Description: Skill level 9, when activated, analyzes weaknesses on target enemy and all enemies within 1500 units of the target.  Ability costs 500 units of energy.

Skill application costs 500 units of energy.

When activated, target enemy receives the Increase Equipment Damage Chance, Increase Equipment Damage Amount, and Increase Critical Equipment Damage effects with a magnitude equal to the character’s skill value.  In addition, all enemies within 1500 units of the target receive the same effects at half magnitude.

Salvage (Passive, base= DEX + INT + CHA)

Overview

The salvage skill increases the chance that an extra item will be generated from the treasure table for a vanquished NPC.  

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not used by NPCs of any type.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Salvage)

Ability Name: Salvage

Description: Skill level 1 increases the number of items acquired when salvaging destroyed ships.  All group members automatically receive this bonus.

Character obtains the permanent effect Salvage, with a linked magnitude equal to the character’s skill value.

	Salvage

Permanent

Non-Stacking

No effect icon
	Effect is valid only on PC targets.

Effect is gained when obtaining the Salvage skill or when joining a group only.

When an NPC is destroyed, a check is made to determine if the destroyer has the salvage effect.  If so, the treasure generation routine has a chance based on the effect’s magnitude to generate an additional item from the NPC’s treasure table.

An opposed roll is made of (effect magnitude / 4) vs. (destroyed NPC’s level).  If successful, an additional item is generated from the treasure table and placed on the hulk, and the looter is notified: ‘you have managed to salvage an additional item’ when opening the looting interface.


Any time the player joins a group, all group members get a copy of the character’s Scavenge effect while the player remains in the group.

Level 2 (L2 Salvage)

Description: Skill level 2 adds +10 to skill value, increasing salvage bonuses.

Level 3 (L3 Salvage)

Description: Skill level 3 adds +10 to skill value, increasing salvage bonuses.

Level 4 (L4 Salvage)

Description: Skill level 4 adds +10 to skill value, increasing salvage bonuses.

Level 5 (L5 Salvage)

Description: Skill level 5 adds +10 to skill value, increasing salvage bonuses.

Level 6 (L6 Salvage)

Description: Skill level 6 adds +10 to skill value, increasing salvage bonuses.

Level 7 (L7 Salvage)

Description: Skill level 7 adds +10 to skill value, increasing salvage bonuses.

Level 8 (L8 Salvage)

Description: Skill level 8 adds +10 to skill value, increasing salvage bonuses.

Level 9 (L9 Salvage)

Description: Skill level 9 adds +10 to skill value, increasing salvage bonuses.

Tractor (Activated, base = DEX + INT + CHA)

Confuse (Activated, base= DEX + INT + CHA)

Turtle (Activated, base= DEX + INT + CHA)

Quickfire (Passive, base= DEX + INT + CHA)

Overview

The quickfire skill passively decreases the delay of weapons equipped by the Progen Warrior.  Higher levels of skill increase the effect.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill can be utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Quickfire)

Ability Name: Quickfire

Description: Skill level 1 increases the rate of fire for any equipped weapons.

Character obtains the permanent effect Quickfire, with a linked magnitude equal to the character’s skill value.

	Quickfire

Permanent

Non-Stacking

No effect icon
	Effect is valid only on PC targets.

Effect is gained when obtaining the Quickfire skill only.

The Delay attribute of any equipped weapons is reduced by 5% + (magnitude / 8)%.  Cumulative delay reduction for all haste effects cannot exceed 50%.


Level 2 (L2 Quickfire)

Description: Skill level 2 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 3 (L3 Quickfire)

Description: Skill level 3 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 4 (L4 Quickfire)

Description: Skill level 4 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 5 (L5 Quickfire)

Description: Skill level 5 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 6 (L6 Quickfire)

Description: Skill level 6 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 7 (L7 Quickfire)

Description: Skill level 7 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 8 (L8 Quickfire)

Description: Skill level 8 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 9 (L9 Quickfire)

Description: Skill level 9 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Disable (Passive, base= DEX + INT + CHA)

Overview

The Disable skill allows the Progen Explorer to temporarily disable a target ship’s systems when delivering damage with beam or projectile weapons.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Disable)

Ability Name: Disable

Description: Skill level 1 creates a chance that penetrating a ship’s shields with beam or projectile weapons will temporarily disable weapons or systems on the ship.

Character obtains the permanent effect Disable, with a linked magnitude equal to the character’s skill value.

	Disable

Permanent

Non-Stacking

No effect icon
	Effect is valid only on PC targets.

Effect is 100% successful.

Any time damage from beam or projectile weapons is applied to a non-organic target’s equipment (i.e. mounted weapons, systems, engine, shield, reactor), there is a (10+(effect magnitude/10))% chance that the affected system will become dislodged.  The dislodging effect is the same as if the system were hacked (as per the Hacking skill). 

This effect is not produced by DOT (damage over time) damage types, such as Plasma and Chemical damage.

If the applied damage affects multiple systems (such as quadrant spread damage), the percentage chance that each system is dislodged is divided by the number of systems affected.

If a system has been dislodged by this effect, the player that owns the effect should be notified (i.e.“target’s engine disabled!”) and a visual effect should occur.


Level 2 (L2 Disable)

Description: Skill level 2 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 3 (L3 Disable)

Description: Skill level 3 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 4 (L4 Disable)

Description: Skill level 4 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 5 (L5 Disable)

Description: Skill level 5 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 6 (L6 Disable)

Description: Skill level 6 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 7 (L7 Disable)

Description: Skill level 7 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 8 (L8 Disable)

Description: Skill level 8 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 9 (L9 Disable)

Description: Skill level 9 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Illusion (Activated, base= DEX + INT + CHA)

Charm (Activated, base= DEX + INT + CHA)

Stun (Passive, base = DEX + INT + CHA)

Character Creation

During character creation, the player selects a faction and a profession for his character.  Each of these selections will result in a bonus to charisma, dexterity, or intelligence.  If, for example, the player selects a Terran Trader, the character will have a double bonus to charisma.  A Progen Diplomat would have a bonus to both Dexterity and Charisma.  

Each race/profession pick will have special abilities that no others will.

Beginning unmodified attribute values for a new character are 25 Intelligence, 25 Dexterity, 25 Charisma, and 0 Awareness.

Faction Selection

Terran

Terrans receive a Charisma bonus [+15], may utilize observational psionics, and may use non-invasive implants.

Progen

Progen receive a dexterity bonus [+15], never have any psionic abilities, but may use both non-invasive and invasive implants.

Jenquai

Jenquai receive an intelligence bonus [+15], may utilize both observational and manipulative psionics, but may not use implants of any type.

Profession Selection

Terran

Marine

Dexterity Bonus [+10]

Int: 25 Dex: 35 Cha: 40

Trader

Charisma Bonus [+10]

Int: 25 Dex: 25 Cha: 50

Explorer

Intelligence Bonus [+10]

Int: 35 Dex: 25 Cha: 40

Progen

Warrior

Dexterity Bonus [+10]

Int: 25 Dex: 50 Cha: 25

Diplomat

Charisma Bonus [+10]

Int: 25 Dex: 40 Cha: 35

Peacekeeper

Intelligence Bonus [+10]

Int: 35 Dex: 40 Cha: 25

Jenquai

Enforcer

Dexterity Bonus [+10]

Int: 40 Dex: 35 Cha: 25

Spy

Charisma Bonus [+10]

Int: 40 Dex: 25 Cha: 30

Psychic

Intelligence Bonus [+10]

Int: 50 Dex: 25 Cha: 25

Selecting Facial Features

Depending on the race and profession selected, a basic character portrait model will be selected for the player.  During the character creation process, the player will be able to change the following properties of the representation:

Weight (horizontally stretches entire geometry)

Hair style (selectable geometry)

Facial hair (selectable bitmap)

Eye shape (selectable bitmap)

Hair shape (geometry morph)

Chin shape (geometry morph)

Nose shape (geometry morph)

Hair color

Eye color

Skin color

Clothing color

Clothing accent color

Character Advancement

Experience Improvement

Characters gain experience in three separate pools during game progress – Combat, Discovery, and Trade.  Characters can gain 50 levels in each area.  Achieving a level will improve the related attribute by (1/25) of the initial attribute value.  Players will triple the value of the initial attributes [Intelligence, Dexterity, and Charisma] if they accumulate 50 levels in each experience pool.

Attributes are used to calculate ‘base’ skill values.  For example, the combat skill Critical Targeting uses the dexterity attribute to determine it’s base value.  As combat levels are gained, the character’s dexterity attribute improves causing all dexterity related skills to improve.

When accomplishing a task, experience is awarded based on the difficulty of the completed task compared to the cumulative level of the character as follows:

The total level (combat + trade + exploration) of the character is compared to the difficulty of the task.  The amount of experience awarded is determined by this comparison:

If the task difficulty is equal to the character’s total level, 1,000 experience points are awarded.

If the task difficulty is N levels below the character’s total level, no experience is awarded.  The value of N is dependant on the type of task completed, but is typically calculated as N = 5 + (Character’s total level / 10).

If the task difficulty is N levels above the character’s total level, 2,000 experience points are awarded.

If the task difficulty is 2N levels above the character’s total level, 3,000 experience points are awarded.

The actual amount of experience awarded is appropriately scaled between these values.

No more than 3,000 experience points can be awarded for any task. 

For group activities, the amount of experience awarded for a task or conquest should be multiplied by the ratio of ((player’s level / total group level) * group bonus constant).  The group bonus constant is dependant on the number of players in the group as follows:

	Players In Group
	Experience Bonus Constant

	2
	4% (1.05)

	3
	8% (1.08)

	4
	12% (1.12)

	5
	16% (1.16)


Experience is awarded only to the experience pool appropriate for the task.  If a mob is destroyed in combat, combat experience is awarded.  If an exploration quest is completed, exploration experience is awarded, etc.  

Combat Experience

Combat experience is awarded for completing a combat quest or destroying a mob.  When destroying a mob, the amount of experience awarded is based on the mob’s difficulty variable.

Earning a combat level will improve the Dexterity attribute by 1/25th of its initial value.

Combat experience awarded for a kill should be distributed in EverQuest fashion, i.e. experience is only given after a mob is destroyed, and only to the player or group that did majority damage to the mob.

Exploration Experience

Exploration experience is awarded when completing an exploration quest, when successfully analyzing an item, and when visiting a navigation beacon for the first time.

Gaining an exploration level improves the Intelligence attribute by 1/25th of its initial value.

Item Analysis:

When successfully analyzing an item, exploration experience is awarded using the following equations:

Tech = (TechLevel – 1) + (ManufactureDifficulty * .02)
Difficulty = (Tech * 15)

N = 10 + (character’s total level / 15)

Nav-Point Exploration:

When successfully warping to a nav beacon (or coming within 1000 units of it), exploration experience is awarded based on the beacon’s Difficulty value.  This experience is only awarded to a character once per nav beacon.

Trade Experience

Trade experience is awarded when completing a trade quest, when successfully manufacturing an item, and when achieving a profit when selling items to an NPC.

Gaining a trade level improves the Charisma attribute by 1/25th of its initial value. 

Item Manufacture:

When successfully manufacturing an item, trade experience is awarded using the following equations:

Tech = (TechLevel – 1) + (ManufactureDifficulty * .02)

Difficulty = (Tech * 15).

N = 10 + (character’s total level / 15)

Actual experience award = (base calculated experience / (number of previous items of this type manufactured + 4)) .

If 6 items have been manufactured of a specific name, no additional experience is awarded for manufacturing other items of that name.

Port Visitation

When successfully docking at a new port, trade experience is awarded based on the port’s Difficulty value.  This experience is only awarded once per port.

Trade Profit:

Achieving a trade profit gains trade experience.  An item that the player purchases should be marked with the value purchased at – if these items are sold for a profit, trade experience is acquired.  Trade experience may also be gained via missions.  Gaining a trade level improves Charisma and Awareness attributes.

Character Reputation System

Overview

The reputation system is an action counter system that allows the game universe to respond to a player’s actions over time.  Actions will change the reputation values tracked for the character, causing the relations between the character and various game factions to improve or degrade.

All mobs, NPCs, vendors, skill trainers, gates, and ports have an associated faction.  This faction is used with the character’s reputation values to determine various reactions and other effects.  For example, mobs could attack or ports and gates could deny access if the character’s reputation values are too low.

The two primary methods of modifying reputation values are by completing missions and killing mobs.  Most reputation modifications are generally faction associated, so that results are predictable.  For example, killing Terran mobs will lower the character’s Terran reputation value, but completing missions for Terran factions will generally increase it.

Players will have the ability to affiliate themselves with a faction.  Affiliating with a faction allows the character to gain fame with the faction over time, improving the character’s relationship with NPCs of the faction.  This will allow the character to access special missions and purchase or acquire items that are not available to non-affiliated characters.

Faction affiliation has potential downsides.  When the character is affiliated with a faction, a reputation bonus or penalty can apply when dealing with NPCs of different factions.  This may make a character who is normally tolerated by faction NPCs become intolerable to those NPCs, simply because of affiliation choice.

Details

Reputation Counters

Overview of Reputation Counters

Four ‘bucket’ reputation counters (RC) will be tracked for each character: Terran, Progen, Jenquai, and SolSec.  These values represent how the three races and SolSec generally view the past actions of the character.  Values range from –10000 to +10000, and represent a generally criminal (-10000) or lawful (+10000) view of the character by NPCs of the race or SolSec.  In the future, additional faction group counters may be added (such as one for the V’rix.

The reputation counter values are known to the player and are visible within the character bio/information interface.

Players begin the game with 5000 in their race’s reputation pool and a SolSec value of 5000.  This should effectively make all pro-race and SolSec forces relatively friendly to newbie characters.

Effects of Reputation

Whenever the player interacts with an NPC, mob, port, gate, or other faction-associated object, a calculation is made that primarily utilizes the character’s reputation counters, and results in a reaction value (RV) between –25000 and 25000.  This calculation determines the outcome of the interaction.  Fame counters are also typically used in the calculation, see the section on this topic for more information.

The exact equation used to determine the reaction value differs between each faction.  The following table describes the base calculation used to determine the reaction value for each faction (an RC is a reaction counter and an FC is a fame counter, described later in this document):

	Faction
	Faction Name
	Description
	Player
	RV Calculation
	Mob Aggro 
	Death Pool Mods

	JE
	Sha’ha’dem Explorers
	The Sha'ha'dem are the heart and soul of Jenquai society.  These scholars, researchers, thinkers, and explorer monks are the most influential voice in the Jenquai government.
	Yes
	Jenquai RV + JE FC
	-2000
	Jenquai -2

	JW
	Shinwa Warriors
	The Shinwa are the mighty arm of the Jenquai.  Known for their deadly strike-and-cloak tactics, the Shinwa are responsible for maintaining the rigid order of Jenquai society.
	Yes
	Jenquai RV + ((Progen RV / 2) * -1) + JW FC
	-2000
	Jenquai -2

	JT
	Sharim Traders
	Moving beyond the caste purity restrictions imposed on their fellow Jenquai, the Sharim traders have the most contact with the other races.  Lacking the immense resources of the Terrans, the Sharim mainly deal in the advanced technology that is the Jenquai specialty.
	Yes
	(Jenquai RV * 0.75) + (Terran RV * 0.25) + JT FC
	-2000
	Jenquai -2

	PE
	Sabine Explorers
	Skilled explorers and seekers of truth, the Sabine Order inhabits the mystic fringe of Progen society.  The Sabine often serve as scouts for the Centuriata during times of war.
	Yes
	(Progen RV * 0.75) + (Jenquai RV * 0.25) + PE FC
	-2000
	Progen -2

	PW
	Centuriata Warriors
	In a clone culture designed to create the best, the Centuriata are one step above their fellow Progen.  Through two great wars, the Progen warriors established themselves as an implacable foe.
	Yes
	Progen RV + PW FC
	-2000
	Progen -2

	PT
	Collegia Traders
	Gaining the resources and technology needed to support the Progen military is the main goal of the Collegia.  Though not front-line fighters, the members of the Collegia have the most detailed knowledge of the capabilities of the Progen military.
	Yes
	Progen RV + (Terran RV * 0.25) + PT FC
	-2000
	Progen -2

	TE
	GetCo Explorers
	Lacking the immense resources of InfinitiCorp, the Good Earth Trading Company (GetCo) has focused on its relations with the Jenquai people to broker in advanced technology.  Backed by House Navarre, GetCo has a long and impressive lineage of exploration and discovery.
	Yes
	(Terran RV * 0.75) + (Jenquai RV * 0.25) + TE FC
	-2000
	Terran -2

	TW
	EarthCorps Warriors
	Operating independantly of the major Houses, the EarthCorps military expands and secures Terran interests through force of arms.  With massive fleets and all the resources of the Alliance behind them, they are a force fit to rival any in human space.
	Yes
	(Terran RV * 0.75) + (Progen RV * 0.25) + TW FC
	-2000
	Terran -2

	TT
	InfinitiCorp Traders
	InfinitiCorp, backed by the powerful Clan MacGregor, embodies the Terran ideal:  pure mercantilism.  Their interests guide the Terran Alliance.  In many ways they are the Terran Alliance.
	Yes
	Terran RV + TT FC
	-2000
	Terran -2

	SolSec
	SolSec
	SolSec is the police force that maintains the peace and sanctity of the trade routes and stargates and acts independantly of the factions.
	Yes
	SolSec RV + SolSec FC
	-2000
	SolSec -2

	Pirate
	Pirates
	The criminal element of society; those who lie, cheat and steal to get what they want.  In other words, not as subtle as the traders.
	Yes
	(SolSec RV * -1) + Pirate FC
	-2000
	SolSec +2

	Highport
	Highport Authority
	The Highport Authority is a loosely-organized group of starbases scattered throughout human space.  Anyone is welcome at any Highport, no matter what wars may rage among the factions.
	Yes
	500 + Highport FC
	-2000
	N/A

	Paxis
	Paxis
	The Paxis believe that the Progen genetic purity statutes are destroying the race, rather than improving it.  Led by Dr. Kalif Rashid, they demand the right to include any genetic material they wish into the Progen race, and will fight to gain that right.
	Yes
	(Progen * -1) + Paxis FC
	-2000
	Progen -2

	Malefari
	Malefari
	Angered over Progen brutality towards the Jenquai during the Gate War, the Malefari split with their people when no reparations were paid at the war's end.  This once noble military order is now twisted by anger and bitterness, consumed with their jihad against the Progen.
	Yes
	Jenquai RV + (Progen RV * -2) + Malefari FC
	-2000
	Jenquai -2

	TerranPsi
	Malacore Psionics
	The followers of Dr. Malacore believe that research and development of psionic gifts can benefit the entire Terran Alliance.  That research must be undertaken free from military or government control, or psionic power will become nothing more than a tool of the powerful.
	Yes
	((Terran RV + Jenquai RV)/2) + TerranPsi FC
	-2000
	Terran -2


The following tables describe the interaction outcome based on the calculated reaction value.  Note that these are default behavior guidelines rather than hard rules – it will be the designer’s job to utilize the reaction values appropriately:

Effects of Reaction – Mobs 

	Reaction Value
	Result

	 -2000 or less
	Faction affiliated mobs attack the player on sight if aggressive.

	2000 to –2000
	Faction affiliated mobs will not have meaningful interactions with the player.  Mobs should occasionally insult or condemn the player (as scripted events when possible).

	2000 to 5000
	Faction affiliated NPCs will be friendly with the player, although no special attention is given.  General quests may be offered by mobs.

	5000 or more
	Increased values improve relations with faction mobs.  Advanced quests may be obtained, and mobs may assist character in certain situations.


Effects of Reaction – NPCs

	Reaction Value
	Result

	 -2000 or less
	Faction NPCs typically rudely refuse to interact with the player.

	2000 to –2000
	Most faction NPCs politely refuse to interact with the player, although a few NPCs may offer quests.

	2000 to 5000
	Faction NPCs are friendly to the player.  General quests can be obtained from NPCs.

	5000 or more
	As relations increase, advanced quests and opportunities will be offered by NPCs.


Effects of Reaction – Ports

	Reaction Value
	Result

	 -2000 or less
	Port will not grant docking rights.

	2000 to –2000
	Docking rights may or may not be offered.  Some port services may not be available to the player.

	2000 to 5000
	Docking rights are usually given except at special locations.  General services are made available.

	5000 or more
	As relations increase, discounts on goods and services are offered to the player by port vendors.


Effects of Reaction – Gates

	Reaction Value
	Result

	 -2000 or less
	Gate will not open for the character.  Character is given a message that access has been denied by the controlling authority.

	2000 to –2000
	Gate passage may or may not be available. 

	>2000 
	Gate is typically available for passage, although some gates may require higher reaction values to open.


Modifying Reputation Counters When Destroying Mobs

Each mob in the game will have an assigned faction and importance multiplier (both values are specified in the mob editor utility) that is used to determine what happens to the character’s reputation values if the mob is destroyed.  Typically, the designer will only assign a faction and importance, but the actual reputation value modifications can be overridden if necessary.

If a faction and importance is assigned, the actual reputation modifiers are calculated by indexing a table on the assigned faction.  Each table entry has 4 positive or negative values representing the basic adjustment to each reputation counter that will occur if the character is involved in the mob’s death.  These values are then multiplied by the assigned importance factor to determine the actual reputation value modifications.  For example:

Joe destroys a ‘Dragon Pirate King’ that has the associated faction ‘Red Dragon Triad’ and an importance factor of 6.0.  

Indexing the .ini table for ‘Red Dragon Triad’ shows that the basic reputation modification for destroying any faction affiliated mob is: [Terran: 0, Jenquai: 0, Progen: +1.0, SolSec: +3.0].  

These values are multiplied by the designer defined importance factor of 4.0, meaning that Joe’s Progen reputation counter improves by +6 and his SolSec reputation counter improves by +18.

In the future, designers decide that the SolSec group is really angry at the pirates, and modifies the .ini table changing the SolSec entry to +6.0.  Now, if Joe destroys a ‘Dragon Pirate King’, his reputation is modified by +36.

The designer may choose instead to override the default reputation system behavior and instead specifically define the reputation modifications for destroying the mob.  

Modifying Reputation Counters on Missions

When completing a mission for a faction that does not negatively impact other factions in the faction group, the group associated reputation counter should improve appropriately.  

When performing an action against a faction (such as destroying a faction affiliated NPC), group reputation counters should degrade appropriately.

A script function should be provided that will award reputation based on a designer identified counter and ‘importance multiplier’.  Instead of the designer specifying exactly how many points to add or subtract from the specified reputation pool, the importance multiplier should multiply an adjustable constant.  This will be used to balance the reputation system rate of gain or loss in the future.  For example:

Joe completes the mission for SolSec.  Inside the mission script, the designer calls an award function with two parameters: ‘SolSec’ (denoting the reputation pool) and ‘5.5’ (denoting the mission importance).  Internally, the balance constant is 2.0, so Joe’s SolSec reputation is improved by 11 points.

Later on, designers come to the conclusion that the reputation system doesn’t reward important actions enough.  The programmers replace the balance constant with a function that makes all reputation modifications double if the assigned importance is > 2.0.  Now, completing the same mission would award 22 points to the character’s SolSec reputation pool.  This is done without having to adjust every reward script.

Faction Affiliation

Overview of Faction Affiliation

Characters will begin the game affiliated with a faction based on their character archetype selection.  For example, Terran traders are always initially affiliated with InfinitiCorp.  Players may decide to break the faction affiliation at any time, and may either stay unaffiliated or join other factions.

Effects of Faction Affiliation

Characters can become affiliated with 12 of the 20 factions.  When a character is affiliated with a faction, several effects occur:

· The character’s ship secondary colors become the faction color.

· Characters can gain Fame within the faction (see the section about Fame Counters for more information)

· All reaction calculations are modified by Faction Reaction Modifiers as outlined later in this document.

Affiliating With a Faction

Characters begin the game affiliated with a faction based on their archetype selection, as follows:

	Archetype
	Initial Affiliation

	Terran Warrior
	EarthCorps Warriors

	Terran Explorer
	GETCo Explorers

	Terran Trader
	InfinitiCorp Traders

	Jenquai Warrior
	Shinwa Warriors

	Jenquai Explorer
	Sha’ha’dem Explorers

	Jenquai Trader
	Sharim Traders

	Progen Warrior
	Centuriata Warriors

	Progen Explorer
	Sabine Explorers

	Progen Trader
	Collegia Traders


Characters can opt to become unaffiliated with a faction by selecting this option from within a NPC dialog.  Each faction will have at least one NPC that will present this dialog option.

Characters can opt to affiliate themselves with other factions, but can only be affiliated with one faction at a time (i.e. old affiliations are immediately broken).  This process also occurs through NPC dialog, and typically will require a minimum reaction value before the option will be presented.

Faction Expulsion

If the reaction calculation between the player and his associated faction ever falls below 2000, the player is immediately expelled from the faction and becomes unaffiliated. The player should receive warnings (via NPC dialog when possible) before this event occurs so that corrections can be made.

Fame Counters

Overview of Fame Counters

In addition to reputation counters, ‘fame’ counters are tracked for the character for the last three factions that the player has become affiliated with.  Values in these counters range from –2000 to +4000, representing a negative or positive additional bonus when interacting with NPCs associated with the faction.  These counters are used only to track actions that occur when the character is affiliated with the faction, and give the faction some memory of past interactions if the character leaves the faction.

Fame counters can be included in any reaction value calculation, as denoted by the RV calculation equation table.

Gaining and Losing Fame

Faction fame can only be gained or lost if the character is affiliated with that faction.

Initially, the character has a fame counter value of +1000 for the faction that the character is initially affiliated with.

Typically, fame awards are gained only through mission completion or failure.  Script commands to reward fame should be provided, and the reward system should be identical to the one used to reward reputation.

If the character leaves the faction at any time, an immediate 3000 point penalty is applied to that faction’s fame counter.

Fame counters are only tracked for the last three factions that the player has affiliated with.  If a fourth affiliation is made, the fame counter for the character’s first affiliation is set to zero.

Faction Reaction Modifiers

Each faction has it’s own set of ‘relation values’ with each other faction.  Players that have not affiliated with a faction are not affected by these faction-internal struggles.  Once a player becomes affiliated, an additional reaction modification occurs based on the character’s faction and the NPC’s faction.  

Anytime a reaction calculation is made and the player is currently affiliated with a faction, the bonus or penalty listed in the table associated with the player’s faction is applied to the reaction calculation.

One table is maintained for each faction, listing reaction value modifications vs. all other factions.  These tables should be updated by the live team to reflect changes in the story and faction relations. 

Values in these tables are typically only applied when making a reaction calculation involving a player character and a faction-affiliated NPC or object.  In the future, we may use these reaction modifications on NPC vs. NPC reaction calculations, such as for mob assistance or aggression.

The following charts describe the initial faction modification tables:

JE Table

	Vs. Faction
	Reaction Mod

	JE
	1000

	JW
	800

	JT
	800

	PE
	

	PW
	-200

	PT
	

	TE
	1000

	TW
	

	TT
	-500

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	

	Malefari
	-1000

	TerranPsi
	300


JW Table

	Vs. Faction
	Reaction Mod

	JE
	800

	JW
	1000

	JT
	800

	PE
	

	PW
	-500

	PT
	

	TE
	

	TW
	

	TT
	

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	

	Malefari
	-500

	TerranPsi
	


JT Table

	Vs. Faction
	Reaction Mod

	JE
	800

	JW
	800

	JT
	1000

	PE
	100

	PW
	100

	PT
	200

	TE
	100

	TW
	100

	TT
	200

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	

	Malefari
	-200

	TerranPsi
	


PE Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	100

	PE
	1000

	PW
	-100

	PT
	200

	TE
	-100

	TW
	-200

	TT
	-500

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	500

	Malefari
	-3000

	TerranPsi
	


PW Table

	Vs. Faction
	Reaction Mod

	JE
	-200

	JW
	-500

	JT
	100

	PE
	100

	PW
	1000

	PT
	800

	TE
	-200

	TW
	-500

	TT
	-800

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	-1000

	Malefari
	-5000

	TerranPsi
	


PT Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	200

	PE
	200

	PW
	800

	PT
	1000

	TE
	-200

	TW
	-300

	TT
	-200

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	-200

	Malefari
	-3000

	TerranPsi
	


TE Table

	Vs. Faction
	Reaction Mod

	JE
	1000

	JW
	

	JT
	100

	PE
	-100

	PW
	-200

	PT
	-200

	TE
	1000

	TW
	800

	TT
	200

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	

	Malefari
	

	TerranPsi
	


TW Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	100

	PE
	-200

	PW
	-500

	PT
	-300

	TE
	800

	TW
	1000

	TT
	800

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	

	Malefari
	

	TerranPsi
	-300


TT Table

	Vs. Faction
	Reaction Mod

	JE
	500

	JW
	

	JT
	200

	PE
	-500

	PW
	-800

	PT
	-200

	TE
	200

	TW
	800

	TT
	1000

	SolSec
	

	Pirate
	200

	Highport
	10000

	Paxis
	

	Malefari
	100

	TerranPsi
	-100


SolSec Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	

	PE
	

	PW
	

	PT
	

	TE
	

	TW
	

	TT
	

	SolSec
	1000

	Pirate
	-5000

	Highport
	10000

	Paxis
	

	Malefari
	

	TerranPsi
	


Pirate Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	

	PE
	

	PW
	

	PT
	

	TE
	

	TW
	

	TT
	200

	SolSec
	-5000

	Pirate
	1000

	Highport
	10000

	Paxis
	

	Malefari
	

	TerranPsi
	


Highport Table

	Vs. Faction
	Reaction Mod

	JE
	10000

	JW
	10000

	JT
	10000

	PE
	10000

	PW
	10000

	PT
	10000

	TE
	10000

	TW
	10000

	TT
	10000

	SolSec
	10000

	Pirate
	10000

	Highport
	10000

	Paxis
	10000

	Malefari
	10000

	TerranPsi
	10000


Paxis Table

	Vs. Faction
	Reaction Mod

	JE
	

	JW
	

	JT
	

	PE
	500

	PW
	-1000

	PT
	200

	TE
	

	TW
	

	TT
	

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	1000

	Malefari
	

	TerranPsi
	


Malefari Table

	Vs. Faction
	Reaction Mod

	JE
	1000

	JW
	-500

	JT
	-200

	PE
	-3000

	PW
	-5000

	PT
	-3000

	TE
	

	TW
	

	TT
	100

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	

	Malefari
	1000

	TerranPsi
	-500


TerranPsi Table

	Vs. Faction
	Reaction Mod

	JE
	300

	JW
	

	JT
	

	PE
	

	PW
	

	PT
	

	TE
	

	TW
	-300

	TT
	-100

	SolSec
	

	Pirate
	

	Highport
	10000

	Paxis
	

	Malefari
	-500

	TerranPsi
	1000


Character Classes

Progen Warrior

Overview

Progen warriors, or ‘Sentinels’, are Progen soldiers that have been genetically engineered to defend the interests of the Progen Republic.  Genetic engineering has imbued these warriors with hyper-accurate reflexes and incredible accuracy.  Equipped with the heaviest ships and weaponry known to mankind, they are infamous for their ability to quickly deliver devastating damage at long ranges. With his enormous amounts of armor and weapons, the Sentinel is slow, even if equipped with a powerful engine. Almost anyone can outrun him, but trying to take out a Sentinel is a long and arduous process, because even if one manages to get through his heavy shields, his hull is near impenetrable. The best strategy against a Sentinel is to run and get friends -- lots of friends.

Attributes

Combat 50-150 (+2 combat when achieving a combat level).  

Explore 35-105 (+1.4 explore when achieving an exploration level)

Trade 35-105 (+1.4 trade when achieving a trade level) 

Ship Overview

	Category
	Ability

	Mass
	Poor

	Hull Structure
	Great

	Signature (Stealth)
	Poor

	Scan Distance
	Poor

	Scan Power
	Good

	Maneuverability
	Great

	Cargo Capacity
	Average


Ship Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Level Req
	Upgr Cost

	1
	13
	75
	45
	3k
	14
	100
	12
	1
	2
	0
	-
	-

	2
	16
	200
	53
	5k
	17
	90
	14
	1
	2
	1
	C8
	25K Cr

	3
	21
	400
	60
	7k
	20
	85
	16
	2
	2
	1
	C16
	100K Cr

	4
	28
	700
	68
	8k
	23
	75
	18
	2
	3
	1
	C24
	250K Cr

	5
	39
	1000
	75
	10k
	26
	65
	20
	2
	3
	2
	C32
	600K Cr

	6
	51
	1500
	83
	12k
	29
	60
	22
	3
	3
	2
	C40
	1.5M Cr

	7
	68
	2000
	90
	13k
	32
	50
	24
	3
	4
	2
	C48
	3.5M Cr


Combat Skills

	Skill
	Ability
	Category
	Activation

	Self Destruct
	Great (9)
	Unique
	Activated

	Quickfire
	Great (9)
	Unique
	Passive

	Damage Control
	Great (9)
	Warrior
	Passive

	Enrage
	Great (9)
	Warrior
	Activated

	Shield Inversion
	Great (9)
	Progen
	Activated

	Combat Trance
	Great (9)
	Progen
	Triggered


Explore Skills

	Skill
	Ability
	Category
	Activation

	Gravity Link
	Average (7)
	Progen
	Activated

	Critical Targeting
	Average (7)
	Warrior
	Passive


Trade Skills

	Skill
	Ability
	Category
	Activation

	Menace
	Average (7)
	Progen
	Activated

	Jenquai Lore
	Average (7)
	Progen
	Passive

	Repair Equipment
	Average (7)
	Warrior
	Activated

	Build Weapons
	Poor (6)
	Mfg
	Special


Item Use Skills

	Category
	Ability

	Beam Weapons
	Good (8)

	Missile Weapons
	Good (8)

	Projectile Weapons
	Great (9)

	Engine Tech
	Average (7)

	Shield Tech
	Great (9)

	Reactor Tech
	Good (8)

	Drone Tech
	Poor (6)

	Item Tech
	Great (9)

	System Tech
	Poor (6)


Skill Notes

Progen Warriors have an effective +2 skill level bonus when attempting to manufacture any Progen weapon (including ammunition).  They cannot manufacture the necessary components, and will need to work with Progen Traders.

Comments

Strengths: Progen warriors have the most weapon and turret mounts in the game, as well as the best skills to utilize them.  Coupled with the heaviest armored ships available, and the ability to conduct field repairs of damaged equipment, they are attributed with fantastic damage delivery and absorption abilities.

Weaknesses:  They are easily detectable, so enemies can determine their presence before coming into danger.  Increased mass and poor engine tech skills makes the Progen Warrior extremely slow.  Few system mounts and poor system tech skills make special situations and tactics hard to deal with.

Expected Combat Tactics:  Will mostly utilize long-range projectile weapons because of high accuracy and slow movement.  If the enemy closes, the warrior may try to keep distance while firing with turreted weapons, or close distance and use devastating Shield Inversion or Self-Destruct tactics at close range.  Progen warriors’ Quickfire, Combat Trance, and limited Critical Targeting skills greatly increase damage dealing capacity.  Additionally, Damage Control and Repair Equipment skills make their hulls nearly indestructible.  Progen warriors are also masters of Enrage, allowing them to make enemies focus on them instead of attacking weaker party members.

Expected Trade Tactics:  Progen warriors are unsuited for trade tasks, since they have only average cargo capacity and need to carry around ammunition for their projectile weapons.  Furthermore, they can’t go anywhere fast.  They can, however, manufacture weapons and ammunition as long as they have obtained the required components.  Note that all Progen have a hidden ‘Progen Lore’ skill at level 9 (allowing them to manufacture and utilize Progen equipment).  This will effectively give them +2 skill levels when manufacturing Progen equipment, allowing them to manufacture Progen weapons and ammunition with a maximum skill level of 8 (Good).

Expected Exploration Tactics:  Not much room on a Progen warrior’s ship goes to scanning equipment, since most of it is packed with weapons.  Limited scanning radius and slow movement speeds will make exploration a chore.

Initial Archetype Development

Starting Skills

	Skill
	Level
	Category
	Type

	Shield Inversion
	1
	Combat
	Activated

	Damage Control
	1
	Combat
	Passive

	Beam Weapons
	2
	Item Use
	Item Use

	Projectile Weapons
	2
	Item Use
	Item Use

	Engine Tech
	1
	Item Use
	Item Use

	Shield Tech
	2
	Item Use
	Item Use

	Reactor Tech
	1
	Item Use
	Item Use

	Item Tech
	1
	Item Use
	Item Use


Starting Equipment

	Equipment
	Tech Level
	Mapped?

	Thruster
	1
	No

	Energy Shield (Tunable)
	2
	Yes

	Reactor
	1
	No

	Beam Weapon
	1
	Yes

	Beam Weapon
	1
	Yes


Skill/Item Activation Mapping

	Slot
	Map

	Item 1
	Beam Weapon #1

	Item 2
	Beam Weapon #2

	Item 3
	Energy Shield

	Skill 1
	Shield Inversion

	Skill 2
	

	Skill 3
	


Initial Skill Development Focus:

1: Shield Inversion

2: Projectile Weapons

3: Repair Equipment

4: Damage Control

5: Quickfire

6: Combat Trance

Opening Mission #1 (Combat Tactics)

Opening combat mission 1 involves combat with two distinct types of mobs.  Mobs are not actually a threat to the PW since he has superior (tech 2) shields and enhanced damage output capability:

Mob #1:

Mob #1 is slow (approximately 3/4 the movement rate of the PW) and is equipped with a turreted energy-damage beam weapon of equal range and slightly less damage output as the PW has.  Note that PW has two beam weapons and a superior shield, so PW is not in any real danger.

Mob AI should flee when fired on, so that Mob#1 is always running away from PW, although PW can always keep up.  This will make target acquisition for the PW very easy.

Since ranges are equal between PW and mob #1, combat resolution for this mob will occur at short range.

Mob #1 is only lightly armored but deals enough damage that PW will notice some shield degradation in conflicts.  

When PW experiments with his ‘shield tuning’ activation, the shield becomes more resistant to energy weapons (which Mob#1 uses).   Effect of shield tuning should be enough damage reduction to be easily noticeable (i.e. shields will actually recharge when taking damage in a conflict while shields are tuned, but energy cost (‘drain’) of shield tuning completely stops or greatly slows reactor energy regeneration). 

PW can also utilize his ‘shield inversion’ skill to quickly dispatch a mob#1 at short range.  PW should quickly notice the expenditure of shield energy and high damage amounts for this tactic.

PW should go up against several of these mobs in the first training mission so as to try various tactics, although most conflicts should be 1 on 1.

Mob #2:

Mob #2 is stationary (i.e. a defense satellite of some sort) and is equipped with a ‘long range’ but weak projectile cannon.

Mob #2 can fire on PW long before PW can get close enough to deliver damage, but damage amounts should be fairly low so that PW is in no real danger, but will notice some shield degradation while closing distance.  PW should realize the advantage of superior weapon range in this engagement.

Mob #2 is ‘tissue-paper’, so when PW finally closes with Mob#2, PW rips Mob#2 apart.

If PW experiments with shield tuning device during conflicts with mob#2, tuning will have no damage prevention effect since mob#2 is delivering impact damage with a projectile weapon.  PW should be informed of this somehow.

At some point during the mission, PW should have destroyed enough mobs to achieve his first combat level.  This will award him with 1 skill upgrade point and +2 combat attribute.  The skill point will be used at the end of mission #2.

Conclusion of mission #1 should award the following upgrades:

A tech 2 projectile weapon, with ample (500 rounds?) of ammunition.

A tech 1 (passive) targeting computer, giving +20 projectile weapon skill when equipped.

Opening Mission 2 (Combat Tactics)

Opening combat mission 2 involves combat with the previous two types of mobs with two new additions.  Since PW is now equipped with a longer range projectile weapon, PW should be able to destroy the previous mob#1 and mob#2 with ease, and will no longer be subjected to ranged bombardment from previous mob#2.  Mob#1 won’t even be able to damage PW since mob#1 flees in combat, and PW can pick mob#1 off outside of mob#1’s short damage delivery range.

The two new mob additions are:

Mob #3:
Mob#3 is a tougher, faster version of Mob#1.  Mob#3 AI is set to attack rather than flee, so when damage is dealt to Mob#3 it will immediately attempt to close distance with PW in order to utilize it’s shorter range beam weapons.

Mob#3 also has tunable shields (energy).  At short range, mob#3 will utilize shield tuning to render PW’s short-range beam weapon less effective.

PW will likely attack Mob#3 with long-range projectile weapons first, bombarding it from a distance while Mob#3 closes.  At short range, PW will likely attempt to utilize it’s secondary beam weapon, and find it ineffective against mob#3’s tuned shields.  Of course, PW can also use this tactic, tuning his shields to protect against mob#3’s energy beam weapon.

PW should quickly realize that shield inversion is the best short-range tactic in this case.  This will effectively teach PW the most common attack tactic he will utilize (i.e. bombard from long range, shield invert at short range).

Mob #4:

Mob #4 is a tougher version of Mob#2, immobile but taking more damage to destroy and is equipped with a heavier projectile weapon.

Mob #4 should be placed in some situations to ‘cover’ Mob#3.  PW will need to decide whether to focus on mob#3 or mob#4 in these combat situations.

Since PW’s hull is very tough, it would be nice to have him actually take some equipment / hull damage during this second combat mission.  At the end of mission#2, PW will gain the Repair Equipment skill, allowing him to fix himself up between battles.  This skill is effectively useless unless PW has taken some small amount of hull or equipment damage.

During mission #2, PW should have gained at least 1, if not 2 additional combat levels.  This will award him with another +2 or +4 combat attribute and +1 or +2 skill points.

Completion of mission will give PW the level 1 Repair Equipment skill, and also present a trainer interface, allowing PW to spend accumulated skill points to upgrade the following skills:

Upgrade Reactor Tech level 1 to 2 (2 skill points)

Upgrade Shield Inversion level 1 to 2 (2 skill points)

Upgrade Damage Control 1 to 2 (2 skill points)

Enable Missile Weapons level 1 (1 skill point)

Mission completion will also award an additional 500 rounds of projectile ammunition and a second tech 2 projectile weapon.

Progen Explorer

Overview

The Hunters are the cavalry and scouts of the Progen Navy. They are savvy enough to locate prey, fast enough to follow it, and strong enough to keep it busy until the lumbering Sentinels arrive. Like all Progen, Hunters are outfitted with some of the best weaponry available, but with a focus on efficiency and flexibility rather than total damage output. Hunter ships are also allocated strong (but not superior) engines, power, and other systems. This flexibility allows the Hunter to modify tactics to match the situation, sometimes hitting hard from long distance before the other ship can close, other times sneaking in and firing at close range. Originally created to fill a specific role, solitary Hunters can now be found fighting across the Frontier, making a healthy living and forging the way for others.   

Attributes

Combat 45-135 (+1.8 combat when achieving a combat level).  

Explore 40-120 (+1.6 explore when achieving an exploration level)

Trade 35-105 (+1.4 trade when achieving a trade level) 

Ship Overview

	Category
	Ability

	Mass
	Average

	Hull Structure
	Good

	Signature (Stealth)
	Average

	Scan Distance
	Good

	Scan Power
	Good

	Maneuverability
	Average

	Cargo Capacity
	Poor


Ship Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Level Req
	Upgr Cost

	1
	10
	50
	30
	7k
	14
	60
	8
	1
	2
	0
	-
	-

	2
	12
	150
	35
	10k
	17
	55
	9
	2
	2
	0
	C6+E5
	25K Cr

	3
	16
	300
	40
	13k
	20
	50
	11
	2
	2
	1
	C13+E10
	100K Cr

	4
	21
	500
	45
	17k
	23
	45
	12
	3
	2
	1
	C19+E16
	250K Cr

	5
	29
	750
	50
	20k
	26
	40
	13
	4
	2
	1
	C26+E22
	600K Cr

	6
	38
	1000
	55
	23k
	29
	35
	15
	4
	2
	2
	C34+E28
	1.5M Cr

	7
	51
	1500
	60
	27k
	32
	30
	16
	5
	2
	2
	C41+E34
	3.5M Cr


Combat Skills

	Skill
	Ability
	Category
	Activation

	Disable
	Great (9)
	Unique
	Activated

	Analyze Weakness
	Great (9)
	Explorer
	Activated

	Jumpstart
	Great (9)
	Explorer
	Targeted

	Shield Inversion
	Average (7)
	Progen
	Activated

	Combat Trance
	Average (7)
	Progen
	Triggered


Explore Skills

	Skill
	Ability
	Category
	Activation

	Powerdown
	Great (9)
	Unique
	Activated

	Gravity Link
	Great (9)
	Progen
	Activated

	Prospect
	Average (7)
	Explorer
	Passive

	Scan
	Average (7)
	Explorer
	Passive


Trade Skills

	Skill
	Ability
	Category
	Activation

	Menace
	Average (7)
	Progen
	Activated

	Jenquai Lore
	Average (7)
	Progen
	Passive

	Alien Lore
	Average (7)
	Explorer
	Passive

	Build Systems
	Poor* (6)
	Explorer
	Passive


Item Use Skills

	Category
	Ability

	Beam Weapons
	Average (7)

	Missile Weapons
	Average (7)

	Projectile Weapons
	Good (8)

	Engine Tech
	Average (7)

	Shield Tech
	Great (9)

	Reactor Tech
	Good (8)

	Drone Tech
	Poor (6)

	Item Tech
	Good (8)

	System Tech
	Good (8)


Skill Notes

Progen Explorers have an effective +2 skill level bonus when attempting to manufacture any Progen system.  They cannot manufacture the necessary components, and will need to purchase them or work with Progen Tradesmen.

Comments

Strengths:  Well rounded archetype, with good power, engine, and system mounts.  Fantastic turrets are used to deliver continuous long range damage while improved maneuverability and stealth is used to avoid it.  

Weaknesses:  Not nearly as fast as other explorer archetypes, although faster than other Progen.  Poor forward weapon mounts, so turrets will be used as a primary means of attack.   

Expected Combat Tactics:  will utilize long range turret weapons and circle around opponent trying to maintain distance.  If the enemy gets too close, can utilize ejectors and turrets to make following difficult.

Expected Trade Tactics:

Expected Exploration Tactics:

Initial Archetype Development

Starting Skills

	Skill
	Level
	Category
	Type

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Starting Equipment

	Equipment
	Tech Level
	Mapped?

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


Skill/Item Activation Mapping

	Slot
	Map

	
	

	
	

	
	

	
	

	
	

	
	


Opening Mission #1 (Combat)

Opening Mission #2 (Exploration)

Progen Tradesman

Overview

Born into a life of travel, trade, and diplomacy, the Progen Emissary is the most personable Progen one is likely to come across. With weapons designed for defense and evasion, and outfitted with the Progen natural fighting acumen, an Emissary can fill many roles in a squadron. Alone, the Emissary may find he doesn’t deal as much damage as he needs to, and doesn’t escape as fast as he wants to, and will need to make use of his strong defensive weaponry. The Emissary has acquired exotic technologies and information during his forays, and can modify his and other ships to perform drastically better when needed.

Attributes: Dex 40, Int 25, Cha 35

Defining Skills:  Starship Mods (buffing), Engine Boost, Weapon Remounting

Strengths:  Good weapon mounts and armor, especially for a trader class.  One of the two archetypes that can utilize turrets, ejectors, and control systems simultaneously, so tactics can be diverse.  Also, the only Progen that can utilize control systems and the only trader class with upgraded forward weapons.

Weaknesses:  Limited power system will cramp options.  Slower than other traders because of additional mass.  Poor system mounts.

Expected tactics:  Like other Progen, will primarily rely on long range attacks but will be incapable of dealing as much damage as other Progen because of limited power system.  Turrets, ejectors, and possibly control systems will be used defensively. Expanded cargo space will allow more repair and group support options.

Comments:  With the most firepower available to a trader profession, Progen Traders will likely take on heavy shipping jobs through dangerous territory.

Terran Warrior

Overview

Evolved from the desire to maximize cash intake rather than to fill a specific role, the Terran Mercenary is flexible and powerful. He can fight and he can carry cargo. However, evolution has left the Merc with one serious drawback – poor power efficiency. Fast and agile and with strong firepower, the Terran Mercenary is best suited to jumping from battle to battle. Squadrons of Mercenaries can be witnessed across the Galaxy, rushing headlong into battle, firing lasers and missiles as quickly as possible, and then escaping into the inky black of space before the victim can return fire. There is a relatively new saying out in the Frontier: Chasing down a squadron of Mercs will only get you one thing: dead.

Attributes

Combat 40-120 (+1.6 combat when achieving a combat level).  

Explore 35-105 (+1.4 explore when achieving an exploration level)

Trade 45-135 (+1.4 trade when achieving a trade level) 

Ship Overview

	Category
	Ability

	Mass
	Good

	Hull Structure
	Good

	Signature (Stealth)
	Average

	Scan Distance
	Poor

	Scan Power
	Average

	Maneuverability
	Good

	Cargo Capacity
	Good


Ship Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Level Req
	Upgr Cost

	1
	7
	50
	30
	3k
	7
	80
	18
	1
	0
	2
	-
	-

	2
	8
	150
	35
	5k
	9
	73
	21
	2
	0
	2
	T6+C5
	25K Cr

	3
	11
	300
	40
	7k
	11
	67
	24
	2
	1
	2
	T13+C10
	100K Cr

	4
	14
	500
	45
	8k
	13
	60
	27
	3
	1
	2
	T19+C16
	250K Cr

	5
	19
	750
	50
	10k
	15
	53
	30
	3
	2
	2
	T26+C22
	600K Cr

	6
	25
	1000
	55
	12k
	17
	47
	33
	4
	2
	2
	T34+C28
	1.5M Cr

	7
	34
	1500
	60
	13k
	19
	40
	36
	4
	2
	3
	T41+C34
	3.5M Cr


Combat Skills

	Skill
	Ability
	Category
	Activation

	Rally
	Great (9)
	Unique
	Activated

	Hacking
	Great (9)
	Terran
	Activated

	Damage Control
	Average (7)
	Warrior
	Passive

	Enrage
	Average (7)
	Warrior
	Activated


Explore Skills

	Skill
	Ability
	Category
	Activation

	Navigate
	Average (7)
	Terran
	Passive

	Critical Targeting
	Average (7)
	Warrior
	Passive


Trade Skills

	Skill
	Ability
	Category
	Activation

	Tractor
	Great (9)
	Unique
	Targeted

	Repair Equipment
	Great (9)
	Warrior
	Activated

	Build Weapons
	Good (8)* 
	Mfg.
	Special

	Befriend
	Average (7)
	Terran
	Activated

	Distract
	Average (7)
	Terran
	Activated


Item Use Skills

	Category
	Ability

	Beam Weapons
	Average (7)

	Missile Weapons
	Great (9)

	Projectile Weapons
	Average (7)

	Engine Tech
	Great (9)

	Shield Tech
	Average (8)

	Reactor Tech
	Poor (8)

	Drone Tech
	Good (8)

	Item Tech
	Good (8)

	System Tech
	Poor (6)


Skill Notes

Terran Warriors have an effective +1 skill level bonus when attempting to manufacture Terran weapons or ammunition.  They cannot manufacture the necessary components, and will need to purchase them or work with Terran Tradesmen.

Comments

Strengths:  Good weapons and fantastic turrets, coupled with exceptional engines give the Terran warrior significant damage dealing capability.  Additionally, Terran warriors are the only warrior class that can utilize control systems. 

Weaknesses:  Limited power systems will require utilizing care with energy management in combat situations.  System mounts are poor, so defending against special tactics may be difficult.

Expected Combat Tactics:  because of energy management concerns, Terran warriors will utilize hit and run tactics.  They will attack from moderate range with forward and turret weapons, and then utilize their high speed to escape outside of combat range to refresh energy supply.

Expected Trade Tactics:

Expected Exploration Tactics:

Initial Archetype Development

Starting Skills

	Skill
	Level
	Category
	Type

	Hacking
	1
	Combat
	Activated

	Tractor
	1
	Trade
	Targeted

	Beam Weapons
	1
	Item Use
	Item Use

	Missile Weapons
	1
	Item Use
	Item Use

	Engine Tech
	2
	Item Use
	Item Use

	Shield Tech
	1
	Item Use
	Item Use

	Reactor Tech
	1
	Item Use
	Item Use

	Item Tech
	1
	Item Use
	Item Use

	System Tech
	1
	Item Use
	Item Use


Starting Equipment

	Equipment
	Tech Level
	Mapped?

	Thruster
	2
	No

	Shield (not tunable)
	1
	No

	Reactor
	1
	No

	Beam Weapon
	1
	Yes

	Missile Weapon
	1
	Yes

	50 Missiles
	1
	No


Skill/Item Activation Mapping

	Slot
	Map

	Item #1
	Beam Weapon

	Item #2
	Missile Weapon

	Item #3
	

	Skill #1
	Hacking (hack systems)

	Skill #2
	

	Skill #3
	


Opening Mission #1 (Combat)

Opening Mission #2 (Exploration)

Terran Explorer

Overview

When you need to get someone or something in or out of sticky situations, the Terran Smuggler is your man. In fact, there are situation where a Smuggler is the only possible choice. No one is better at masking his ship from inspection and evading pursuers. Although he will get beaten in most straight up confrontations, his incredible speed combined with evasive tactics make these battles unlikely. With a moderately sized cargo bay, the Smuggler’s profit comes from high danger, low volume shipments rather than standard resources, and can often be found delivering questionable articles from place to place. In successful squadrons, you the will find more reputable Smugglers scouting in advance of the main group and radioing back with information and warnings.

Attributes: Dex 25, Int 35, Cha 40

Defining Skills: Ship Disguises, Weapon Evasion, Mercenary Wingmen

Strengths:  Good power, great engine mounts, and smaller mass make the Terran explorer the fastest archetype in the game.  Good system and ejector mounts make evading difficult situations easy.  They make excellent scouts.

Weaknesses:  Poor weapon systems and lack of turrets severely limit offensive capabilities.

Expected Tactics:  Terran explorers will usually seek to avoid direct confrontation, since this will not be their forte.  In a pinch, extreme maneuverability and speed with good ejector systems will make closing with the explorer rather difficult.

Comments: Think the Millenium Falcon…

Terran Tradesman

Overview

Terran tradesmen are renowned craftsman, traders and politicians.  They are well known for their crafty attitude and voracious appetite for wealth.  Undeniably the king of trade skills, they can manufacture items and components of the best quality available.  Using fast, heavy cargo ships, they can typically be found running large shipments for profit or plying their wares across the universe.  Although Terran tradesmen usually have little in the way of direct offensive capability, they often are adept at convincing others to assist them in conflicts or to leave them alone.

Attributes

Combat 35-105 (+1.4 combat per combat level)

Explore 35-105 (+1.4 explore per exploration level)

Trade 50-150 (+2 trade per trade level)

Ship Overview

	Category
	Ability

	Mass
	Good

	Hull Structure
	Average

	Signature (Stealth)
	Average

	Scan Distance
	Average

	Scan Power
	Poor

	Maneuverability
	Average

	Cargo Capacity
	Great


Ship Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Level Req
	Upgr Cost

	1
	7
	35
	30
	5k
	0
	60
	24
	2
	0
	1
	-
	-

	2
	8
	100
	35
	8k
	1
	55
	28
	3
	0
	1
	T8
	25K Cr

	3
	11
	200
	40
	10k
	2
	50
	32
	3
	0
	2
	T16
	100K Cr

	4
	14
	350
	45
	13k
	3
	45
	36
	4
	0
	2
	T24
	250K Cr

	5
	19
	500
	50
	15k
	4
	40
	40
	4
	0
	3
	T32
	600K Cr

	6
	25
	750
	55
	18k
	5
	35
	44
	5
	0
	3
	T40
	1.5M Cr

	7
	34
	1000
	60
	20k
	6
	30
	48
	5
	1
	3
	T48
	3.5M Cr


Combat Skills

	Skill
	Ability
	Category
	Activation

	Hacking
	Average (7)
	Terran
	Activated

	Recharge Shields
	Average (7)
	Tradesman
	Activated


Explore Skills

	Skill
	Ability
	Category
	Activation

	Navigate
	Average (7)
	Terran
	Passive

	Jenquai Culture
	Average (7)
	Tradesman
	Passive

	Progen Culture
	Average (7)
	Tradesman
	Passive


Trade Skills

	Skill
	Ability
	Category
	Activation

	Salvage
	Great (9)
	Unique
	Passive

	Dismantle
	Great (9)
	Unique
	Targeted

	Befriend
	Great (9)
	Terran
	Activated

	Distract
	Great (9)
	Terran
	Activated

	Negotiate
	Great (9)
	Tradesman
	Passive

	Build Engines
	Great (9)
	Tradesman
	Special

	Build Shields
	Great (9)
	Tradesman
	Special

	Build Reactors
	Great (9)
	Tradesman
	Special

	Build Drones
	Great (9)
	Tradesman
	Special

	Build Items
	Great (9)
	Tradesman
	Special

	Build Weapons
	Great (9)
	Tradesman
	Special

	Build Systems
	Great (9)
	Tradesman
	Special

	Build Components
	Great (9)
	Tradesman
	Special


Item Use Skills

	Category
	Ability
	Attribute

	Beam Weapons
	Poor (6)
	Combat

	Missile Weapons
	Good (8)
	Combat

	Projectile Weapons
	Poor (6)
	Combat

	Engine Tech
	Great (9)
	All

	Shield Tech
	Good (8)
	All

	Reactor Tech
	Poor (7)
	All

	Drone Tech
	Great (9)
	Trade

	Item Tech
	Poor (6)
	Combat

	System Tech
	Poor (6)
	Explore


Comments

Strengths:  Having the best cargo space and great engine tech skills give the Terran tradesman the ability to quickly move large amounts of cargo from place to place.  Powerful Negotiation skills allow the tradesman to turn large profits on transactions, and Befriend and Distract (in addition to quick movement) are useful in evading danger.  In groups, Terran tradesmen can contribute their unique ability to Salvage extra equipment from destroyed foes.  The masters of Drone Tech, they can launch support drones for offense, defense, and mining or support operations.  They also can use their vast cargo space to carry extra supplies for the team, extending the effective range of travel.

Weaknesses:  Poor weapon mounts and offensive/defensive skills give the Terran tradesman very little combat ability.  They are relatively un-stealthy, and have only mediocre scanners.

Expected Combat Tactics:  Terran tradesmen will likely utilize Hacking and Distract tactics to de-buff enemy targets while group-mates and/or drones perform the assault. They will likely attempt these tactics from a distance while utilizing expensive missile weapons (which they can easily afford).  After the battle is finished, Terran tradesmen will utilize their unique Salvage skill to procure additional loot from destroyed enemy hulks.

Expected Trade Tactics:  Terran Tradesmen are the masters of all trade skills, and should easily turn a profit selling manufactured items and components to other players.  They have the unique skill Dismantle, which allows them to take apart items and potentially recover the item’s components for use in other manufacturing processes.  In addition, having the largest, fastest cargo ships make trade missions a breeze, as long as they have adequate protection from danger.

Expected Exploration Tactics:  Terran tradesmen are unsuited to exploration missions due to their highly visible profiles, poor scanners, and lack of evasion skills.  They can, however, utilize the Befriend skill to slip through some dangerous areas unmolested.

Initial Archetype Development

Starting Skills

	Skill
	Level
	Category
	Type

	Negotiate
	1
	Trade
	Passive

	Build Drones
	1
	Trade
	Special

	Recharge Shields
	1
	Trade
	Activated

	Dismantle 
	1
	Trade
	Special

	Beam Weapons
	1
	Item Use
	Passive

	Missile Weapons
	1
	Item Use
	Passive

	Engine Tech
	2
	Item Use
	Passive

	Shield Tech
	1
	Item Use
	Passive

	Reactor Tech
	1
	Item Use
	Passive

	Item Tech
	1
	Item Use
	Passive

	System Tech
	1
	Item Use
	Passive


Starting Equipment

	Equipment
	Tech Level
	Mapped?

	Thruster
	2
	No

	Energy Shield (Not Tunable)
	1
	No

	Reactor
	1
	No

	Beam Weapon
	1
	Yes

	Beam AMS System
	1
	Yes


Skill/Item Activation Mapping

	Slot
	Map

	Item 1
	Beam Weapon

	Item 2
	Beam AMS System 

	Item 3
	

	Skill 1
	Recharge Shields

	Skill 2
	

	Skill 3
	


Initial Skill Development Focus:

1: Dismantle

2: Build Drones

3: Drone Tech

4: Negotiate

5: Missile Weapons

6: Recharge Shields

Opening Mission #1 (Dismantle / Build Drones)

Opening mission #1 begins at a mining station.  TT is instructed to run a shipment of resources over to a nearby port to sell to the commodities exchange.  Also, TT is to contact an NPC that is at the port:

NPC A: “Hey boy, before you run off adventuring, why don’tcha run a load of [resource] over to [port] for me?  You’ll need to sell it at the commodities exchange - I hear [port] has a request in and they’re paying good creds for it.  Oh, and while you are there, would you have [NPC B] have a look at this busted [system]?  You can use the money from the sale to fix it if you can.  [NPC B] will probably be hanging out in the lounge, getting drunk like he always is…”

If possible, the system mentioned should be a drone control system that can be used by the player once the mission has been completed.  

TT is then given instruction on leaving the mining station and navigating to the nearby port.

TT will need to visit the commodities exchange to sell the resources, and then should visit the specified NPC:

NPC B: “Oh, you must be [NPC A]’s kid!  Whatcha’ got there?  Oh, it’s one of my [system]s – look’s quite dysfunctional.  That old bastard doesn’t want a refund, does he?”

Player: “Nah, he just wanted to see if we could get it fixed – he thought you could tell us what was wrong with it…”

NPC B: “Lemme see that!   Hmmm…. Looks like the [component A] has been shot to hell.  I’d sell you a new one, but this model is out of date and haven’t any spare parts for it.  You might want to take this one apart and save the good components in it, and ya’ might just learn something in the process.  There’s a pretty decent manufacturing lab around the corner.  When you’re done, come back and show me what you got.” 

TT should then learn to utilize the manufacturing lab interface.  TT has a unique skill, ‘dismantle’, that will allow components to be recovered when analyzing items. 

The ‘broken system’ is a tech 1 system with associated components (and a ‘recipe’), but it should be created specifically for this quest with a Max Structure that is less than 50% of it’s Average Structure (meaning it is very worn out).  This will render the item unsuitable for proper analysis (i.e. to gain the recipe), but still allow utilization of the dismantle skill to attempt to recover components.  The player will not learn the recipe for the broken system when dismantling it since the system has no actual use.

When TT attempts to analyze the broken system, TT may completely fail at the attempt (unlikely, the broken system should be tech 1 with a 0 manufacturing difficulty).  In this case, upon returning to NPC B:

(NPC B on complete failure) “It was completely busted?  Well, darnit, maybe you deserve a refund.  Tell ya’ what – I’ve got another busted one similar to the one you brought in that you can take apart instead.  Don’t tell the old man!” (player can return to lab and try again)

On success, TT may retrieve any combination of components (component B, component C, and/or component D) from the dismantling.  For this example, player recovered (component B and C) in the process.  Upon returning to NPC B:

NPC B: “Well, it looks like you recovered the [component B] and [component C] from it.  They look like they’re in pretty good shape too.”

NPC B: “I’m pretty sure you can buy [component D] in the commodities exchange here, but you’ll have ta go huntin’ around a bit for a used [component A].  If you can find one, I’ll show ya how ta put it all back together good as new.  

NPC B: “I heard that SolSec was usin’ a bunch of old drones similar ta that one in a recent traning op near [nav point A].  Ya’ might wanna have a look and see if ya can find any scrap.  If ya find anything, bring it back to me and we’ll see what we can do!”

When TT arrives at the nav point, he finds a lot of floating scrap and asteroids.  This nav point is littered with ‘damaged defense drones’ that when destroyed drop various system components.  These drones utilize medium range missile weapons for offense, but do little damage.  TT can utilize the equipped beam AMS system to intercept most attacks.

After taking out a few, TT should gain the necessary component and return to the port.  When returning to NPC B:

NPC B: “Yup, that’s the part we need.  You’ll just need to put it all back together in the lab – here are the plans you need.” (Player receives recipe for tech 1 system, and experience for mission completion). 

Completion of the mission will give TT the level 1 Drone Tech skill (enabling him to equip his newly manufactured drone control system), and also enough experience to gain a trade level (+2 trade attribute, +1 skill point).

Jenquai Warrior

Overview

Being the strong arm of the Jenquai Empire has its advantages. Certainly the Jenquai Defender has plenty of firepower. But when the Empire gave the Defender the best power plants known to man, they gave the Defender the ability to pull some nasty tricks and stay active in battle longer than anyone else. Although able to absorb large amounts of damage, the Defender is better off throwing a sucker punch and cloaking, coming out to only to unload another salvo before cloaking again. Defenders work well alone and in squadrons, although the presence of other ships may cramp their normal combat tactics a bit.

Attributes

Combat 40-120 (+1.6 combat when achieving a combat level).  

Explore 45-135 (+1.8 explore when achieving an exploration level)

Trade 35-105 (+1.4 trade when achieving a trade level) 

Ship Overview

	Category
	Ability

	Mass
	Average

	Hull Structure
	Average

	Signature (Stealth)
	Good

	Scan Distance
	Average

	Scan Power
	Average

	Maneuverability
	Good

	Cargo Capacity
	Average


Ship Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Level Req
	Upgr Cost

	1
	10
	35
	15
	5k
	7
	80
	12
	1
	2
	0
	-
	-

	2
	12
	100
	18
	8k
	9
	73
	14
	2
	2
	0
	E6+C5
	25K Cr

	3
	16
	200
	20
	10k
	11
	67
	16
	2
	2
	1
	E13+C10
	100K Cr

	4
	21
	350
	23
	13k
	13
	60
	18
	3
	2
	1
	E19+C16
	250K Cr

	5
	29
	500
	25
	15k
	15
	53
	20
	3
	2
	2
	E26+C22
	600K Cr

	6
	38
	750
	28
	18k
	17
	47
	22
	4
	2
	2
	E34+C28
	1.5M Cr

	7
	51
	1000
	30
	20k
	19
	40
	24
	4
	3
	2
	E41+C34
	3.5M Cr


Combat Skills

	Skill
	Ability
	Category
	Activation

	Stun
	Great (9)
	Unique
	Passive

	Psionic Shield
	Great (9)
	Jenquai
	Activated

	Damage Control
	Average (7)
	Warrior
	Passive

	Enrage
	Average (7)
	Warrior
	Activated


Explore Skills

	Skill
	Ability
	Category
	Activation

	Summon
	Great (9)
	Unique
	Activated

	Critical Targeting
	Great (9)
	Warrior
	Passive

	Cloak
	Average (7)
	Jenquai
	Activated

	Fold Space
	Average (7)
	Jenquai
	Activated


Trade Skills

	Skill
	Ability
	Category
	Activation

	Engineering
	Average (7)
	Jenquai
	Passive

	Progen Lore
	Average (7)
	Jenquai
	Passive

	Alien Lore
	Average (7)
	Jenq/Exp
	Passive

	Repair Equipment
	Average (7)
	Warrior
	Activated

	Build Weapons
	Poor (6)* 
	Warrior
	Special


Item Use Skills

	Category
	Ability

	Beam Weapons
	Great (9)

	Missile Weapons
	Average (7)

	Projectile Weapons
	Average (7)

	Engine Tech
	Good (8)

	Shield Tech
	Poor (7)

	Reactor Tech
	Great (9)

	Drone Tech
	Poor (6)

	Item Tech
	Good (8)

	System Tech
	Good (8)


Skill Notes

Jenquai Warriors have an effective +2 skill level bonus when attempting to manufacture any Jenquai weapon or ammunition.  They cannot manufacture the necessary components, and will need to purchase them or work with Jenquai Tradesmen.

Comments

Strengths:  Great power, good weapons, and good system mounts give the Jenquai Warrior significant combat advantages.  Additionally, A Jenquai warrior is the only Jenquai profession that can utilize turrets. 

Weaknesses:  poor engine mounts make stealth tactics and systems a requirement in combat.

Expected Combat Tactics:  Jenquai warriors will utilize cloaking and stealth technology to sneak up on opponents where they will have a tactical advantage in combat because of superior firepower and power availability.  If the warrior gets into a difficult situation, stealth and ejector systems will be used to escape.

Expected Trade Tactics:

Expected Exploration Tactics:

Initial Archetype Development

Starting Skills

	Skill
	Level
	Category
	Type

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Starting Equipment

	Equipment
	Tech Level
	Mapped?

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


Skill/Item Activation Mapping

	Slot
	Map

	
	

	
	

	
	

	
	

	
	

	
	


Opening Mission #1 (Exploration)

Opening Mission #2 (Combat)

Jenquai Explorer

Overview

The Jenquai Explorer is the consummate Jenquai. Masters of prospecting and evasion, Jenquai Explorers scour the universe searching for rare artifacts and resources.  With very limited short-range weaponry, the Explorer has a rough time battling another ship alone. Where he excels is stealth, threat detection and evasion abilities, and pure speed. The Explorer has the second fastest ship in the Galaxy, and combined with the Jenquai abilities cloak and psionic teleport, trying to catch him can be an exercise in extreme frustration.  

Attributes

Combat 35-105 (+1.4 combat per combat level)

Explore 50-150 (+2 explore per exploration level)

Trade 35-105 (+1.4 trade per trade level)

Ship Overview

	Category
	Ability

	Mass
	Good

	Hull Structure
	Poor

	Signature (Stealth)
	Great

	Scan Distance
	Great

	Scan Power
	Good

	Maneuverability
	Poor

	Cargo Capacity
	Poor


Ship Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Level Req
	Upgr Cost

	1
	7
	25
	7
	10k
	14
	40
	8
	2
	1
	0
	-
	-

	2
	8
	75
	9
	15k
	17
	36
	9
	3
	1
	0
	E8
	25K Cr

	3
	11
	150
	10
	20k
	20
	33
	11
	3
	2
	0
	E16
	100K Cr

	4
	14
	250
	12
	25k
	23
	30
	12
	4
	2
	0
	E24
	250K Cr

	5
	19
	375
	13
	30k
	26
	26
	13
	5
	2
	0
	E32
	600K Cr

	6
	25
	500
	14
	35k
	29
	23
	15
	5
	3
	0
	E40
	1.5M Cr

	7
	34
	750
	15
	40k
	32
	20
	16
	6
	3
	0
	E48
	3.5M Cr


Combat Skills

	Skill
	Ability
	Category
	Activation

	Psionic Shield
	Average (7)
	Jenquai
	Activated

	Analyze Weakness
	Average (7)
	Explorer
	Activated


Explore Skills

	Skill
	Ability
	Category
	Activation

	Create Wormhole
	Great (9)
	Unique
	Activated

	Environment Shield
	Great (9)
	Unique
	Activated

	Cloak
	Great (9)
	Jenquai
	Activated

	Fold Space
	Great (9)
	Jenquai
	Activated

	Scan
	Great (9)
	Explorer
	Passive

	Prospect
	Great (9)
	Explorer
	Targeted

	Jumpstart
	Great (9)
	Explorer
	Targeted

	Progen Lore
	Great (9)
	Explorer
	Passive

	Alien Lore
	Great (9)
	Explorer
	Passive


Trade Skills

	Skill
	Ability
	Category
	Activation

	Engineering
	Average (7)
	Jenquai
	Passive

	Build Systems
	Poor (6)* 
	Explorer
	Special


Item Use Skills

	Category
	Ability
	Attribute

	Beam Weapons
	Good (8)
	Combat

	Missile Weapons
	N/A
	Combat

	Projectile Weapons
	Poor (6)
	Combat

	Engine Tech
	Good (8)
	All

	Shield Tech
	Poor (7)
	All

	Reactor Tech
	Great (9)
	All

	Drone Tech
	Poor (6)
	Trade

	Item Tech
	Poor (6)
	Combat

	System Tech
	Great (9)
	Explore


Skill Notes

Jenquai Explorers have an effective +2 skill level bonus when attempting to manufacture any Jenquai system.  They cannot manufacture the necessary components, and will need to purchase them or work with Jenquai Tradesmen.

Comments

Strengths:  With small, stealthy ships and incredible threat detection and evasion abilities, Jenquai Explorers can easily traverse the most dangerous territories known. 

Weaknesses:  Lightly armed and fragile, Jenquai Explorers do not fare well in direct conflict.  They must utilize stealth and evasion to achieve their goals.

Expected Combat Tactics:  Jenquai Explorers will utilize stealth and speed to unleash short duration close range sneak attacks and escape with ease to refresh systems outside of combat range.  In group combat situations, Jenquai Explorers will utilize their incredible scanning abilities to detect danger, provide group evacuation (Fold Space), stealth (Cloak), rescue (Jumpstart), and Transport (Create Wormhole) functions.

Expected Trade Tactics:  Small cargo spaces and no negotiation skills make them unsuited for profitable trade missions.  They can, however, easily assist other traders by providing danger avoidance abilities.

Expected Exploration Tactics:  Masters of exploration and prospecting, Jenquai Explorers will turn large profits selling rare minerals and artifacts collected from exotic (and often dangerous) locations.

Initial Archetype Development

Starting Skills

	Skill
	Level
	Category
	Type

	Environment Shield
	1
	Explore
	Activated

	Scan
	1
	Explore
	Passive

	Beam Weapons
	1
	Item Use
	Passive

	Engine Tech
	1
	Item Use
	Passive

	Shield Tech
	1
	Item Use
	Passive

	Reactor Tech
	2
	Item Use
	Passive

	Item Tech
	1
	Item Use
	Passive

	System Tech
	1
	Item Use
	Passive


Starting Equipment

	Equipment
	Tech Level
	Mapped?

	Thruster
	1
	No

	Trainer Shield (not tunable)
	1
	No

	Reactor
	2
	No

	Beam Weapon
	1
	Yes

	Scan Booster System
	1
	Yes


Skill/Item Activation Mapping

	Slot
	Map

	Item 1
	Beam Weapon #1

	Item 2
	Scan Booster System

	Item 3
	

	Skill 1
	Environment Shield

	Skill 2
	

	Skill 3
	


Initial Skill Development Focus:

1: Environment Shield

2: Scan

3: Prospect

4: Beam Weapons

5: Cloak

6: Jumpstart

Training Mission #1 (Exploration)

Jenquai Explorer (JE) is informed that a powerful radiation is emanating from an object (likely an asteroid) that has just entered the system, and is near a specified nav point.  The radiation is confusing the port’s long-range scanners, so JE is requested to navigate to the beacon, locate, and scan the object from short range (<1000 units) and then return.

After leaving the port, JE is instructed on utilizing the nav system to plot a course to the specified nav beacon.

After arriving at the beacon, the object still cannot be located.  JE is instructed to utilize his scan booster system to temporarily enhance the range and penetration of his scanners.  

When activating the scan booster, JE should now be able to see the unidentified object in his HUD.  While the scan booster is active, JE should also see a mild energy drain.  Now that JE has seen the object, JE is instructed to deactivate the scan booster and examine the nav map.

JE’s nav map will show the newly discovered object, and JE can utilize the nav map to warp to it.

Upon reaching a distance of 5,000 units from the object (now clearly discernable as an asteroid group of some type), JE encounters a gravity well and must drop out of warp. 

The asteroids are highly radioactive and emit a damaging proximity effect.  When JE reaches 4,000 units from any asteroid, JE will receive a warning that shields are taking energy damage, and that activation of the environment shield skill would temporarily nullify the effect.

Activation of the skill will render JE immune to the environment effect for a short period.  Even if the effect expires, JE should not be in any real danger but will notice gradual shield level decay.

Upon reaching 1000 units proximity to an asteroid, JE is instructed to actively scan it.

When actively scanned, the information should show that the asteroid contains uranium (or some other more common and less valuable radioactive resource).

After scanning an asteroid, JE should return to the port.  JE should have acquired enough exploration experience at this time (simply by visiting the nav points involved) to acquire an exploration level (+2 explore attribute and +1 skill point).

Mission completion should award:

The Prospect skill (level 1)

A tech 1 radiation containment system

Jenquai Tradesman

Overview

Built to survive the harshest environments in the Frontier, the Jenquai Engineer can go just about anywhere undetected and collect resources or deliver cargo and return without a scratch. He can fix his ship and others on the fly. He can manufacture useful combat items, fast. He has some of the best system capabilities and power plants. In fact, the Engineer is very useful and flexible. There is only one thing it isn’t good at – doing straight up damage. He has good survivability and high speed, but woe to the Engineer that actually tries to take more than one ship down without a squadron backing him up.

Attributes: Dex 25, Int 40, Cha 35

Defining Skills: Energy Siphon, Repair Others, Cloaking

Strengths:  The fastest trader archetype, with good defensive abilities and cloaking.    Good power, engine, system, and ejector mounts allow the Jenquai trader to avoid confrontations.

Weaknesses:  Poor weapons and no turret mounts give the Jenquai trader the least offensive capability.

Expected tactics:  Using cloaking technology with high speed makes the Jenquai Trader nearly impossible to corral.  Jenquai Traders will be quickly able to carry cargo and acquire resources in the most dangerous areas undetected.

Comments:

Ship

PC & Mob Hull Field Descriptions Table

	Variable Name
	Description

	Name
	The name of the hull.  Used for reference only.

	Race
	The race of the hull.  Used for reference to determine visual effects.

	Type
	The type of the hull.  Can be either ORGANIC or SHIP.

	BaseAsset
	The 3D art asset representing the ship.

	CargoCapacity
	Total number of cargo units the ship can carry

	HullSignature
	Signature value for the hull

	Manuverability
	The ship’s turning rate

	Mass
	The mass of the ship 

	MaxHullStructure
	Maximum hull ‘hit points’.  Ignored for ORGANIC hulls.

	ScanLevel
	The ship’s base level of scanning ability.  This indicates the resolution of information gained on an active scan attempt.

	ScanDistance
	The maximum distance of the ship’s scanners, in units.

	SystemSpace
	Specifies the total number of technology points that can be mounted as systems on this hull. 

	WeaponSpace
	Specifies the total number of technology points that can be mounted as weapons on this hull.

	MountModel
	The skeleton used to determine where mounted equipment is placed.  

	MountList
	List of all mounting points for the hull

	    Quadrant
	The quadrant of the ship that the mounting point lies in.

	    MountType
	Type of each mount

	    MountClass
	Legacy

	Hidden MountList
	Legacy, A list of ‘hidden critical systems’

	    HiddenName
	Legacy

	    Incapcitable
	Legacy

	    Quadrant
	Legacy

	    Structure
	Legacy

	HullClass
	Legacy ?

	Value
	Legacy

	** Calculated Hull Attributes
	

	Speed
	The ship’s maximum velocity, calculated from Mass and the engine’s Thrust.  

	Signature
	The total signature of the ship is calculated by adding HullSignature to the engine’s Signature value.


Static Hull Attributes

Name [string]

The name of the ship hull. Used for reference only.

Race [string]

The race of the hull manufacturer.  Used to determine visual effects.  Can be: TERRAN, JENQUAI, PROGEN, or OTHER.

Type [string]

The general classification of the hull. Can be: ORGANIC or SHIP.

Mounting points are irrelevant on ORGANIC hulls.  Equipment is never shown attached to the hull and is not usually dropped as treasure.

Organic hulls have an associated animation.

Organic hulls have their attached shield device’s shield value represented as ‘Health’ to other players.

Organic hulls utilize a slightly different combat damage allocation system as follows:

Systems and weapons attached to organic hulls cannot take damage.

Damage can never be allocated ‘through’ the shield (i.e. all damage is dealt to the shield if it can be)

Any damage penetrating the shield destroys the NPC with this hull (i.e. MaxStructure is irrelevant in the hull definition).

Damage types act differently against ORGANIC and SHIP targets (see the Combat Damage Allocation section for more information)

The hull type is utilized in success/failure conditions when effects are applied.

CargoCapacity is irrelevant on organic or NPC-only hulls, or should be set to an arbitrarily large number.

BaseAsset [string]

Represents the 3D model art asset used to display the hull.

CargoCapacity [integer]

Not needed for ORGANIC or NPC-only hulls (set to an arbitrarily large number).

Represents the number of cargo units the ship can hold.  Special effects may modify this value.

HullSignature [integer]

Represents the base visibility of the hull.  Range is 0-100.  The engine’s signature value is added to this amount to determine the hull’s total signature. 

Maneuverability [integer]

Maneuverability is the turning rate of the ship.  This is a primarily a function of the hull but can be improved with special equipment, advanced engines, and player skills.  This value can be modified by special effects.

Mass [integer]

Represents the mass of the ship hull.  Affects maximum combat speed as a function of engine output.  This value can be modified by special effects.

MaxHullStructure [integer]

Not needed for ORGANIC hulls. 

Represents the number of units of damage that the hull can sustain before the ship becomes incapacitated.  When shields are discharged in combat, any incoming damage will 50% of the time be applied to the hull. 

ScanPower [integer]

Represents the maximum resolution of data gathered when performing an active scan.  This value can be modified by special effects.

ScanDistance [integer]

ScanDistance is the maximum distance that the hull’s scanners can reach.  This is the distance at which objects with signature=100 can be seen.

SystemSpace [integer] (Legacy)

Specifies the maximum cumulative tech levels of system equipment that can be mounted on the hull. This value limits mounting equipment of type System and Controller only.

This limiter value is only used for PC hulls. 

WeaponSpace [integer] (Legacy)

Specifies the maximum cumulative tech levels of weapon equipment that can be mounted on the hull.  This value limits mounting equipment of type Beam, Projectile, and Launcher only.

This limiter value is only used for PC hulls.

MountModel [?]

Represents the mounting point skeleton, showing where mounting points will reside on the 3D model.

Mounting point list

Not needed for ORGANIC hulls.

For each mounting point the hull has, the following attributes are defined:

Quadrant

The quadrant that the mounting point resides in.  Can be: FRONT, BACK, LEFT, RIGHT.

MountType

The type of mounting point – represents what category of item can be mounted to this point.  Valid entries are:

POWER

Equipment items of type POWER can be mounted here (reactor).

ENGINE

Equipment items of type ENGINE can be mounted here.

SHIELD

Equipment items of type SHIELD can be mounted here.

 SYSTEM

Equipment items of type SYSTEM and of type CONTROLLER can be mounted here.

 WEAPON

Equipment items of type BEAM, PROJECTILE, or LAUNCHER can be mounted here.  Firing of these weapons is restricted to the forward 120 degree arc.

TURRET

Equipment items of type BEAM, PROJECTILE, or LAUNCHER can be mounted here.  Firing is not degree restricted.

Calculated Hull Attributes

Speed

Speed is the maximum combat velocity that a player or NPC can achieve.  It is calculated by (engine thrust / hull mass) * 100 in units per second.

Signature

Signature is the overall visibility of any NPC or player using the hull.  It is calculated by adding the engine’s signature to the hull’s HullSignature.  

Hull Definition Rules & Equations

Overview

Each player archetype will begin the game with a unique ship.  During the course of play, there will be 6 opportunities for the player to upgrade the ship to a new configuration.  Upgrades will require minimum level prerequisites and, in cases, reputation and/or quest completion requirements.  Additionally, a significant credit cost will be required to complete the upgrade.

Upgrades are achieved by contacting a designated NPC that will be unique for each player archetype.  This NPC will reside in a specially themed area, appropriate to being the ‘center’ of that archetype’s dominated space.  When contacted, the NPC will evaluate if the character has met the requirements for a hull upgrade.  If the player has met all requirements, and can pay the credit cost for the upgrade, the ship immediately evolves to the next configuration.

Ship upgrades have the following beneficial effects:

One additional system, weapon, or turret mount is added to the hull.

The ship’s MaxHullStructure is improved.

The ship’s ScanDistance is improved.

The ship’s ScanPower is improved.

The ship’s CargoCapacity is improved.

The ship gains a new geometry representation.

Ship upgrades have the following undesirable effects:

The ship’s Mass increases, so more powerful engines will be required to achieve the same Speed.

The ship’s HullSignature increases, so it is easier to see on radar.

The ship’s Manuverability decreases, so it’s turning rate drops and it becomes more vulnerable to missile attacks.  This can be offset with advanced engines, anti-missile systems, and other systems, skills, or effects designed to improve maneuverability.

 (Legacy)Each player archetype will have access to 18 different ships over the course of the character’s life. There are only 7 major upgrades that actually change the geometry; other upgrades simply improve the mounting points.  

Design Rules

There are 7 categories of archetype hull differentiation.  In each category the archetype has a rating of ‘Great’, ‘Good’, ‘Average’, or ‘Poor’.   The effect for each selection is as follows:

Mass – affects the overall speed of a ship depending on the equipped engine’s thrust.  The speed that a ship can attain is calculated by (engine thrust / mass * 100 units per second).  

Mass Table

	Level
	Great
	Good
	Average
	Poor

	1
	
	8
	10
	13

	2
	
	9
	11
	14

	3
	
	11
	13
	17

	4
	
	14
	16
	22

	5
	
	17
	21
	29

	6
	
	22
	28
	38

	7
	
	29
	37
	51


Hull Structure – the ‘hit points’ of the hull.  Represents how much damage the hull can take in combat before the ship becomes incapacitated.

Hull Structure Table

	Level
	Great
	Good
	Average
	Poor

	1
	40
	30
	20
	10

	2
	85
	65
	45
	20

	3
	185
	140
	95
	45

	4
	400
	300
	200
	100

	5
	860
	650
	430
	215

	6
	1850
	1400
	930
	465

	7
	4000
	3000
	2000
	1000


Hull Signature – the detectability of the ship.  Expressed as a percentage, the signature of an object represents the percentage of Scan (range) at which the object can be detected.  Larger values make the ship significantly easier to detect and scan.

Hull Signature Table

	Level
	Great
	Good
	Average
	Poor

	1
	7
	15
	30
	45

	2
	9
	18
	35
	53

	3
	10
	20
	40
	60

	4
	12
	23
	45
	68

	5
	13
	25
	50
	75

	6
	14
	28
	55
	83

	7
	15
	30
	60
	90


Scan Distance – the range of the ship’s basic scanning equipment.  Expressed in units.

Scan Distance Table

	Level
	Great
	Good
	Average
	Poor

	1
	10k
	7k
	5k
	3k

	2
	15k
	10k
	8k
	5k

	3
	20k
	13k
	10k
	7k

	4
	25k
	17k
	13k
	8k

	5
	30k
	20k
	15k
	10k

	6
	35k
	23k
	18k
	12k

	7
	40k
	27k
	20k
	13k


Scan Power – the resolution of the ship’s scanners.  This value determines the amount of information retrieved when performing an active scan, and also is added to the Signature calculation (relative to the character) of all objects within Scan Distance. 

Scan Power Table

	Level
	Great
	Good
	Average
	Poor

	1
	20
	14
	7
	0

	2
	25
	17
	9
	1

	3
	30
	20
	11
	2

	4
	35
	23
	13
	3

	5
	40
	26
	15
	4

	6
	45
	29
	17
	5

	7
	50
	32
	19
	6


Maneuverability – the maneuverability of the ship.  Defines the turning rate of the ship.  Also, ships with high maneuverability are harder to hit with missile and projectile weapons.

Maneuverability Table

	Level
	Great
	Good
	Average
	Poor

	1
	100
	80
	60
	40

	2
	90
	73
	55
	36

	3
	85
	67
	50
	33

	4
	75
	60
	45
	30

	5
	65
	53
	40
	26

	6
	60
	47
	35
	23

	7
	50
	40
	30
	20


Cargo Capacity – cargo space.  The number of items or item stacks the cargo area can hold.

Cargo Capacity Table

	Level
	Great
	Good
	Average
	Poor

	1
	24
	18
	12
	8

	2
	28
	21
	14
	9

	3
	32
	24
	16
	11

	4
	36
	27
	18
	12

	5
	40
	30
	20
	13

	6
	44
	33
	22
	15

	7
	48
	36
	24
	16


Character Archetype Hulls

Progen Warrior

Hull Specifications

	Category
	Selected

	Mass
	Poor

	Hull Structure
	Great

	Hull Signature
	Poor

	Scan Distance
	Poor

	Scan Power
	Good

	Maneuverability
	Great

	Cargo Capacity
	Average


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	13
	75
	45
	3k
	14
	100
	12
	1
	2
	0
	-

	2
	16
	200
	53
	5k
	17
	90
	14
	1
	2
	1
	25K Cr

	3
	21
	400
	60
	7k
	20
	85
	16
	2
	2
	1
	100K Cr

	4
	28
	700
	68
	8k
	23
	75
	18
	2
	3
	1
	250K Cr

	5
	39
	1000
	75
	10k
	26
	65
	20
	2
	3
	2
	600K Cr

	6
	51
	1500
	83
	12k
	29
	60
	22
	3
	3
	2
	1.5M Cr

	7
	68
	2000
	90
	13k
	32
	50
	24
	3
	4
	2
	3.5M Cr


Progen Explorer

Hull Specifications

	Category
	Selected

	Mass
	Average

	Hull Structure
	Good

	Hull Signature
	Average

	Scan Distance
	Good

	Scan Power
	Good

	Maneuverability
	Average

	Cargo Capacity
	Poor


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	10
	50
	30
	7k
	14
	60
	8
	1
	2
	0
	-

	2
	12
	150
	35
	10k
	17
	55
	9
	2
	2
	0
	25K Cr

	3
	16
	300
	40
	13k
	20
	50
	11
	2
	2
	1
	100K Cr

	4
	21
	500
	45
	17k
	23
	45
	12
	3
	2
	1
	250K Cr

	5
	29
	750
	50
	20k
	26
	40
	13
	4
	2
	1
	600K Cr

	6
	38
	1000
	55
	23k
	29
	35
	15
	4
	2
	2
	1.5M Cr

	7
	51
	1500
	60
	27k
	32
	30
	16
	5
	2
	2
	3.5M Cr


Progen Trader

Hull Specifications

	Category
	Selected

	Mass
	Poor

	Hull Structure
	Good

	Hull Signature
	Poor

	Scan Distance
	Average

	Scan Power
	Average

	Maneuverability
	Good

	Cargo Capacity
	Good


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	13
	50
	45
	5k
	7
	80
	18
	1
	1
	1
	-

	2
	16
	150
	53
	8k
	9
	73
	21
	2
	1
	1
	25K Cr

	3
	21
	300
	60
	10k
	11
	67
	24
	2
	2
	1
	100K Cr

	4
	28
	500
	68
	13k
	13
	60
	27
	3
	2
	1
	250K Cr

	5
	39
	750
	75
	15k
	15
	53
	30
	3
	2
	2
	600K Cr

	6
	51
	1000
	83
	18k
	17
	47
	33
	4
	2
	2
	1.5M Cr

	7
	68
	1500
	90
	20k
	19
	40
	36
	4
	3
	2
	3.5M Cr


Jenquai Warrior

Hull Modifications

	Category
	Selected

	Mass
	Average

	Hull Structure
	Average

	Hull Signature
	Good

	Scan Distance
	Average

	Scan Power
	Average

	Maneuverability
	Good

	Cargo Capacity
	Average


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	10
	35
	15
	5k
	7
	80
	12
	1
	2
	0
	-

	2
	12
	100
	18
	8k
	9
	73
	14
	2
	2
	0
	25K Cr

	3
	16
	200
	20
	10k
	11
	67
	16
	2
	2
	1
	100K Cr

	4
	21
	350
	23
	13k
	13
	60
	18
	3
	2
	1
	250K Cr

	5
	29
	500
	25
	15k
	15
	53
	20
	3
	2
	2
	600K Cr

	6
	38
	750
	28
	18k
	17
	47
	22
	4
	2
	2
	1.5M Cr

	7
	51
	1000
	30
	20k
	19
	40
	24
	4
	3
	2
	3.5M Cr


Jenquai Explorer

Hull Modifications

	Category
	Selected

	Mass
	Good

	Hull Structure
	Poor

	Hull Signature
	Great

	Scan Distance
	Great

	Scan Power
	Good

	Maneuverability
	Poor

	Cargo Capacity
	Poor


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	7
	25
	7
	10k
	14
	40
	8
	2
	1
	0
	-

	2
	8
	75
	9
	15k
	17
	36
	9
	3
	1
	0
	25K Cr

	3
	11
	150
	10
	20k
	20
	33
	11
	3
	2
	0
	100K Cr

	4
	14
	250
	12
	25k
	23
	30
	12
	4
	2
	0
	250K Cr

	5
	19
	375
	13
	30k
	26
	26
	13
	5
	2
	0
	600K Cr

	6
	25
	500
	14
	35k
	29
	23
	15
	5
	3
	0
	1.5M Cr

	7
	34
	750
	15
	40k
	32
	20
	16
	6
	3
	0
	3.5M Cr


Jenquai Trader

Hull Modifications

	Category
	Selected

	Mass
	Average

	Hull Structure
	Poor

	Hull Signature
	Good

	Scan Distance
	Good

	Scan Power
	Average

	Maneuverability
	Average

	Cargo Capacity
	Good


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	10
	25
	15
	7k
	7
	60
	18
	2
	0
	1
	-

	2
	12
	75
	18
	10k
	9
	55
	21
	3
	0
	1
	25K Cr

	3
	16
	150
	20
	13k
	11
	50
	24
	3
	0
	2
	100K Cr

	4
	21
	250
	23
	17k
	13
	45
	27
	4
	0
	2
	250K Cr

	5
	29
	375
	25
	20k
	15
	40
	30
	4
	1
	2
	600K Cr

	6
	38
	500
	28
	23k
	17
	35
	33
	5
	1
	2
	1.5M Cr

	7
	51
	750
	30
	27k
	19
	30
	36
	5
	1
	3
	3.5M Cr


Terran Warrior

Hull Modifications

	Category
	Selected

	Mass
	Good

	Hull Structure
	Good

	Hull Signature
	Average

	Scan Distance
	Poor

	Scan Power
	Average

	Maneuverability
	Good

	Cargo Capacity
	Good


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	7
	50
	30
	3k
	7
	80
	18
	1
	0
	2
	-

	2
	8
	150
	35
	5k
	9
	73
	21
	2
	0
	2
	25K Cr

	3
	11
	300
	40
	7k
	11
	67
	24
	2
	1
	2
	100K Cr

	4
	14
	500
	45
	8k
	13
	60
	27
	3
	1
	2
	250K Cr

	5
	19
	750
	50
	10k
	15
	53
	30
	3
	2
	2
	600K Cr

	6
	25
	1000
	55
	12k
	17
	47
	33
	4
	2
	2
	1.5M Cr

	7
	34
	1500
	60
	13k
	19
	40
	36
	4
	2
	3
	3.5M Cr


Terran Explorer

Hull Modifications

	Category
	Selected

	Mass
	Great

	Hull Structure
	Average

	Hull Signature
	Good

	Scan Distance
	Good

	Scan Power
	Great

	Maneuverability
	Poor

	Cargo Capacity
	Average


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	5
	35
	15
	7k
	20
	40
	12
	2
	0
	1
	-

	2
	6
	100
	18
	10k
	25
	36
	14
	3
	0
	1
	25K Cr

	3
	8
	200
	20
	13k
	30
	33
	16
	3
	1
	1
	100K Cr

	4
	10
	350
	23
	17k
	35
	30
	18
	4
	1
	1
	250K Cr

	5
	15
	500
	25
	20k
	40
	26
	20
	5
	1
	1
	600K Cr

	6
	19
	750
	28
	23k
	45
	23
	22
	5
	2
	1
	1.5M Cr

	7
	25
	1000
	30
	27k
	50
	20
	24
	6
	2
	1
	3.5M Cr


Terran Trader

Hull Modifications

	Category
	Selected

	Mass
	Good

	Hull Structure
	Average

	Hull Signature
	Average

	Scan Distance
	Average

	Scan Power
	Poor

	Maneuverability
	Average

	Cargo Capacity
	Great


Hull Evolution Chart

	Lvl
	Mass
	Struct
	Sig
	ScanD
	ScanP
	Mnv
	Crgo
	Sys
	Weap
	Tur
	Upgr Cost

	1
	7
	35
	30
	5k
	0
	60
	24
	2
	0
	1
	-

	2
	8
	100
	35
	8k
	1
	55
	28
	3
	0
	1
	25K Cr

	3
	11
	200
	40
	10k
	2
	50
	32
	3
	0
	2
	100K Cr

	4
	14
	350
	45
	13k
	3
	45
	36
	4
	0
	2
	250K Cr

	5
	19
	500
	50
	15k
	4
	40
	40
	4
	0
	3
	600K Cr

	6
	25
	750
	55
	18k
	5
	35
	44
	5
	0
	3
	1.5M Cr

	7
	34
	1000
	60
	20k
	6
	30
	48
	5
	1
	3
	3.5M Cr


 Items

Overview

16 basic categories of items exist in E&B.  These are as follows:

	Category
	Description

	Engine
	The engine provides thrust and warp capability.  

	Reactor
	Reactors provide energy for weapons and systems.

	Shield Generator
	Shield generators protect the ship from damage.

	Beam Weapon
	Beam weapons are short range, high average damage (per second) weapons that are very energy inefficient. 

	Projectile Weapon
	Projectile weapons are long range, medium average damage (per second) weapons that are somewhat energy efficient.  Projectile weapons require a supply of projectile ammunition.

	Projectile Ammunition
	Projectile ammunition is required by projectile weapons.

	Missile Launcher
	Missile launchers are long range, low damage (per second) weapons that are very energy efficient.  They deliver the least amount of damage over time, but deliver it all at once.  Missile weapons are unlike beam and projectile weapons as they do not utilize player skill values in hit calculations.  Missile launchers require a supply of missiles.

	Missile
	Missiles are required by missile launchers.

	Beam AMS 
	A Beam AMS (Anti-Missile-System) utilizes the player’s beam weapon skill and a portion of energy to attempt to knock out incoming missiles.  It is less energy efficient than a Missile AMS, but does not require ammunition.

	Missile AMS
	Missile AMSs utilize AMS missiles to knock down incoming missiles.  The accuracy of the system is not reliant on player skill.  Missile AMSs are more energy efficient than Beam AMSs, but require expensive ammunition.

	AMS Missile
	Missile AMSs require AMS missiles to work!

	System
	Systems can have many different effects but do not cause damage.

	Drone Controller
	Drone controllers launch drones, which are ‘pet’ NPCs that can be used for a variety of purposes.

	Consumable
	Consumables (or ‘Items’) are devices that can produce a wide variety of effects but disappear after use.   They do not need to be equipped to be activated.

	Resource
	The resource category covers a large number of object types such as Ores, Resources, Sub-components, Components, Loot, and other object types  that produce no effects or damage but can be gathered, sold, and used in the manufacturing process.


Item Category Details

Engines

Engines provide combat speed maneuvering and locomotion, as well as warp jump capability.  They have three ratings: thrust, signature, and warp.

Thrust is the amount of output that the engine provides.  The overall speed of a ship is a function of thrust divided by hull mass (speed = (Thrust/Mass) *100 units per second).  Signature is the value that is added to the hull’s signature value.  The warp rating determines the level of mass effect field that the engine can ignore when warping, and determines the speed at which a ship can warp.  It also determines the amount of energy consumed when engaging warp.

Engines can only be equipped on a suitable engine mount.

When in warp, ships travel at 2000 + (500 * warp class) units per second.  If the ship encounters a mass effect field that is of greater strength than the warp capability of the engine, the ship will drop out of warp approximately 1000 units before the field is actually encountered.  Warp cannot be re-engaged until the ship is free of the mass effect field.

When initializing warp, ships can not maneuver or fire weapons, and will coast to a stop until the warp initialization is complete.  The amount of time required to activate warp is 4 seconds + 3 seconds per warp ability level of the engine – 2 seconds per tech level of the engine.  A character skill will be provided to reduce this amount of time and lower the energy cost of warp initialization.

When warp is engaging, it is always disrupted with any successful attack.  Players with the Navigate skill can potentially ignore this effect.

There is an up front energy cost associated with engaging warp.  The amount of energy consumed is dependent on the Warp rating.  

During warp flight, energy does not recharge nor do shields.

Basic Design Equations:

Hull mass ranges from 10 to 100. 

Engine thrust values range from 5 to 125.

The Speed of a ship is calculated as being (thrust/mass)*100.

The ‘warp’ ability to ignore mass effects is increased by one per mounting level for basic engines.

A basic engine’s signature value is equal to its thrust value.

Utilize the following table to determine average thrust, signature, and warp values for a given tech level:

	Level
	Thrust
	Sig
	Warp
	Struct
	Avg Hull Mass
	Avg. Speed
	Warp Speed

	0
	3
	3
	1
	10
	7
	43
	2000

	1
	5
	5
	1
	20
	10
	50
	2500

	2
	7
	7
	2
	35
	12
	58
	3000

	3
	11
	11
	3
	55
	16
	69
	3500

	4
	16
	16
	4
	80
	21
	76
	4000

	5
	23
	23
	5
	110
	29
	79
	4500

	6
	32
	32
	6
	145
	38
	84
	5000

	7
	46
	46
	7
	185
	51
	90
	5500

	8
	64
	64
	8
	230
	69
	93
	6000

	9
	89
	89
	9
	280
	93
	96
	6500

	10
	125
	125
	10
	335
	125
	100
	7000


Engines

	Engine Name
	Level
	Thrust
	Warp
	Signature
	Avg. Condition
	Value
	Other Factors

	Trainer Thruster
	1
	5
	1
	5
	20
	0
	NODROP

	GETCo Miser
	1
	3
	1
	3
	15
	90
	COMMON

	InfinitiCorp Stealth LT
	1
	4
	1
	0
	20
	160
	UNCOMMON

	Obata MicroWarp
	1
	4
	2
	7
	10
	240
	RARE

	Spectrum Blazer I
	1
	8
	1
	14
	25
	550
	RARE

	
	
	
	
	
	
	
	

	Trainer Thruster
	2
	7
	2
	7
	35
	0
	NODROP

	GETCo Grinch
	2
	5
	2
	5
	25
	150
	COMMON

	InfinitiCorp Stealth XT
	2
	6
	2
	1
	30
	450
	UNCOMMON

	Obata MiniWarp
	2
	5
	3
	9
	20
	700
	RARE

	Spectrum Blazer II
	2
	12
	2
	20
	45
	1250
	RARE

	
	
	
	
	
	
	
	

	GETCo Economizer
	3
	9
	3
	9
	30
	650
	COMMON

	GETCo Basic
	3
	11
	3
	11
	55
	1100
	UNCOMMON

	InfinitiCorp Stealth XT Pro
	3
	9
	3
	3
	40
	1550
	UNCOMMON

	Obata MegaWarp
	3
	9
	4
	14
	35
	2250
	RARE

	Spectrum Scorcher
	3
	17
	3
	25
	70
	5000
	RARE

	Bloodhawk Burner
	3
	13
	3
	6
	65
	3500
	RARE

	
	
	
	
	
	
	
	

	GETCo Freedom
	4
	11
	4
	11
	50
	2000
	COMMON

	GETCo Standard
	4
	16
	4
	16
	80
	3000
	UNCOMMON

	InfinitiCorp Stealth GT
	4
	13
	4
	5
	65
	5500
	UNCOMMON

	Obata MaxiWarp
	4
	13
	5
	22
	60
	8500
	RARE

	Spectrum Scorcher II
	4
	24
	4
	40
	95
	10000
	RARE

	Bloodhawk Burner II
	4
	20
	4
	10
	75
	9000
	RARE


Reactors

Reactors provide energy to all weapons and systems except for the shield system.  Reactors have an energy rating, which is the amount of energy that can be stored for use, and a recharge rating, which is the rate at which the energy replenishes (per second).

Reactors can only be equipped on a suitable power plant mount.  All ship hulls will only have a single power plant mount.

Basic Design Equations

Utilize the ‘Default’ power progression table to determine the average amount of energy and recharge for a given tech level.

Quality tolerance for the power rating within a class is two tech levels.  For any given attribute, a best quality engine will have the maximum value equal to the average value of a device that is two tech levels it’s superior.  A worst quality attribute for a device will be the average values of a device one tech level it’s inferior.

Default Reactor Progression Table

	Basic Reactors
	Level
	Energy
	Recharge
	Avg. Condition

	
	0
	50
	3.3
	10

	
	1
	100
	5.0
	20

	
	2
	150
	6.0
	35

	
	3
	220
	7.3
	55

	
	4
	300
	8.7
	80

	
	5
	410
	10.3
	110

	
	6
	540
	12.0
	145

	
	7
	670
	13.5
	185

	
	8
	830
	15.0
	230

	
	9
	1000
	16.7
	280

	
	10
	1200
	18.3
	335


Power Plants

	Power Plant Name
	Level
	Energy
	Recharge
	 Avg. Condition
	Other Factors
	Value

	Trainer Power Plant
	1
	100
	5.0
	10
	NODROP
	0

	InfinitiCorp Economy
	1
	75
	4.0
	7
	COMMON
	100

	GETCo CleanSource
	1
	125
	4.5
	10
	COMMON
	250

	Obata Utility
	1
	75
	6.5
	15
	RARE
	500

	
	
	
	
	
	
	

	Trainer Power Plant
	2
	150
	6.0
	20
	NODROP
	0

	GETCo CleanSource II
	2
	125
	5.5
	20
	COMMON
	400

	InfinitiCorp FirstBurn
	2
	175
	6.0
	20
	UNCOMMON
	600

	Spectrum Reliant
	2
	150
	6.5
	20
	UNCOMMON
	800

	Obata Powerhouse
	2
	225
	7.0
	25
	RARE
	1500

	
	
	
	
	
	
	

	GETCo CleanSource III
	3
	200
	7.0
	35
	COMMON
	1200

	InfinitiCorp LongDistance
	3
	250
	7.5
	25
	UNCOMMON
	2500

	Spectrum Guzzler
	3
	200
	9.0
	40
	RARE
	3500

	InfinitiCorp Juicer
	3
	325
	7.8
	35
	RARE
	4000

	
	
	
	
	
	
	

	GETCo CleanSource IV
	4
	275
	8.2
	65
	COMMON
	3000

	InfinitiCorp Infinity-4P
	4
	300
	8.7
	80
	UNCOMMON
	5500

	InfinitiCorp Infinity-4X
	4
	400
	8.2
	80
	RARE
	8000

	Bloodhawk Blazer
	4
	250
	10.5
	40
	RARE
	10000


Shield Generators

Shield Generators absorb or divert damage.  Any damage encountered in excess of what the ship’s shields can absorb is applied to a random system in the quadrant that is taking damage.  If this damage destroys a ‘critical system’, the ship becomes incapacitated.  See Combat Systems and PC Damage, Incapacitation, and Rescue for more information.

Shield generators can only be placed on the shield mount.  They have 3 ratings: Type, Shield, and Recharge.  

Type is the type of shield, which is used to modify the amount of incoming damage.  Shields are always superior against some types of damage and less effective against others.  See Combat Systems for more information about shield type.  

Shield is the ‘energy pool’ for the shield.  This value is reduced every time the shield absorbs damage and will slowly recharge over time.

Recharge is the rate (in units per second) at which the Shield value replenishes.

Basic Design Equations

Utilize the ‘Default’ shield progression table to determine the average shield and recharge for a given tech level.

Quality tolerance for the power rating within a class is one tech level.  For any given attribute, a best quality engine will have the maximum value equal to the average value of a device that is one tech level it’s superior.  A worst quality attribute for a device will be the average values of a device one tech level it’s inferior.

Default Shield Progression Table

	Basic Shield Generators
	Level
	Shield
	Recharge
	Avg. Condition

	
	0
	40
	1.0
	10

	
	1
	80
	1.3
	20

	
	2
	160
	2.3
	35

	
	3
	300
	3.6
	55

	
	4
	550
	5.3
	80

	
	5
	950
	7.0
	110

	
	6
	1500
	8.6
	145

	
	7
	2200
	10.3
	185

	
	8
	3100
	12.0
	230

	
	9
	4000
	13.3
	280

	
	10
	5000
	14.6
	335


Shield Generators

	System Name
	Lev
	Type
	Shield
	Recharge
	Avg. Condition
	Value
	Other Factors

	Trainer Energy Shield
	1
	Impact
	80
	2.0
	20
	0
	NODROP

	Obata EcoShelter
	1
	Impact
	40
	1.5
	15
	80
	COMMON

	GETCo Interceptor
	1
	Impact
	80
	2.6
	25
	350
	UNCOMMON

	Trainer Impact Shield
	1
	Energy
	80
	2.0
	20
	0
	NODROP

	Obata Force Basic
	1
	Energy
	60
	2.4
	30
	250
	COMMON

	Spectrum FirstWave
	1
	Energy
	120
	3.5
	15
	800
	RARE

	
	
	
	
	
	
	
	

	Trainer Energy Shield
	2
	Impact
	160
	3.5
	35
	0
	NODROP

	Obata EcoDefense
	2
	Impact
	120
	3.0
	30
	600
	COMMON

	GETCo Interceptor II
	2
	Impact
	240
	4.0
	40
	2500
	RARE

	Trainer Impact Shield
	2
	Energy
	160
	3.5
	35
	0
	NODROP

	Obata Force Standard
	2
	Energy
	100
	2.8
	30
	450
	COMMON

	Spectrum SecondWave
	2
	Energy
	310
	4.8
	10
	5500
	RARE

	
	
	
	
	
	
	
	

	Obata EcoShield
	3
	Impact
	220
	5.0
	35
	600
	COMMON

	GETCo Interceptor III
	3
	Impact
	300
	5.5
	55
	4500
	UNCOMMON

	InfinitiCorp Reaction
	3
	Impact
	500
	7.0
	80
	8500
	RARE

	Obata Force Pro
	3
	Energy
	260
	4.5
	45
	1200
	COMMON

	Spectrum ThirdWave
	3
	Energy
	450
	8.0
	85
	10000
	RARE

	GETCo Repulsor
	3
	Chemical
	280
	5.7
	50
	2900
	UNCOMMON

	InfinitiCorp RADefender
	3
	Chemical
	400
	7.2
	45
	7500
	RARE

	Spectrum AntiMP
	3
	EMP
	320
	5.3
	60
	3400
	UNCOMMON

	InfinitiCorp EMShield
	3
	EMP
	320
	8.5
	70
	7200
	RARE

	
	
	
	
	
	
	
	

	GETCo Interceptor IV
	4
	Impact
	375
	6.8
	60
	4800
	COMMON

	InfinitiCorp Reaction Pro
	4
	Impact
	550
	8.0
	80
	9000
	UNCOMMON

	Obata ProForce Gold
	4
	Energy
	525
	7.8
	80
	7500
	UNCOMMON

	Spectrum UniForce
	4
	Energy
	850
	8.3
	90
	14500
	RARE

	GETCo Protector
	4
	Chemical
	800
	8.6
	65
	11000
	RARE

	Spectrum AntiMPB
	4
	EMP
	900
	11.0
	85
	18000
	RARE


Beam Weapons

The beam weapon category is comprised of weapons that utilize no ammunition but instead turn energy directly into damage.  They are generally best used at close range, since beam weapon effectiveness decreases as range increases.  They have the worst energy to damage efficiency of any weapons class since they do not require ammunition.

Damage delivered by beam weapons decay over range.  Full damage is delivered up to ½ of the maximum specified range for the beam weapon.  Afterwards, the damage decays linearly to just 1 point at maximum range.

Damage types for beam weapons can be:  Energy, EMP, or Plasma

As tech levels increase for beam weapons, energy efficiency, range, and damage output per second increase.

Weapon Listings

The following weapon listings were produced using a generation program.  The listed efficiency and damage per second tables were used to create lines of weapons using 5 variables (Efficiency, Range, Delay, Damage, and Variance).  Efficiency, Range, and Damage values were from 0-100 with 0 representing the worst possible values for that tech level of weapon and 100 representing the best possible values.  Delay values indicate the firing delay of the weapon line.  Variance values indicate the damage variance expressed as a percentage (i.e. a variance of zero would produce lines of weapons with even damage amounts such as 10-10 and a variance of 100 would produce high variance in expected damage like 1-20).

Training Lasers (Efficiency 50, Range 50, Delay 3.0, Damage 50)

	Weapon Name
	Dam. Type
	Level
	Max Dam
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Training Laser
	Energy
	1
	20
	3
	1200
	23
	NODROP
	0
	

	Training Laser
	Energy
	2
	40
	3
	1500
	38
	NODROP
	0
	


Obata Mining Lasers (Efficiency 35, Range 20, Delay 1.5, Damage 40)

	Weapon Name
	Dam. Type
	Level
	Max Dam
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Obata Mini Mining Laser
	Energy
	1
	10
	1.5
	840
	8
	COMMON
	50
	

	Obata Light Mining Laser
	Energy
	2
	15
	1.5
	1050
	16
	COMMON
	325
	

	Obata Medium Mining Laser
	Energy
	3
	30
	1.5
	1260
	18
	COMMON
	2,275
	

	Obata Heavy Mining Laser
	Energy
	4
	45
	1.5
	1470
	26
	COMMON
	7,700
	

	Obata Rockbuster
	Energy
	5
	70
	1.5
	1680
	30
	COMMON
	35,325
	

	Obata Astroblaster
	Energy
	6
	95
	1.5
	1890
	35
	COMMON
	89,500
	


GETCo Short Range (Efficiency 40, Range 0, Delay 2.0, Damage 25)

	Weapon Name
	Dam. Type
	Level
	Max Dam
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	GETCo MicroLZ SR
	Energy
	1
	10
	2.0
	600
	8
	COMMON
	50
	

	GETCo MiniLZ SR
	Energy
	2
	20
	2.0
	750
	13
	COMMON
	200
	

	GETCo MultiLZ SR
	Energy
	3
	30
	2.0
	900
	19
	COMMON
	2,100
	

	GETCo MegaLZ SR
	Energy
	4
	55
	2.0
	1050
	27
	COMMON
	7,325
	

	GETCo MaxiLZ SR
	Energy
	5
	80
	2.0
	1200
	34
	COMMON
	34,425
	

	GETCo UltraLZ SR
	Energy
	6
	115
	2.0
	1350
	39
	COMMON
	87,525
	


InfinitiCorp Needle (Efficiency 75, Range 75, Delay 3.5, Damage 10)

	Weapon Name
	Dam. Type
	Level
	Max Dam
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	InfinitiCorp Needle-I
	Energy
	1
	15
	3.5
	1500
	17
	UNCOMMON
	100
	

	InfinitiCorp Needle-II
	Energy
	2
	30
	3.5
	1875
	26
	UNCOMMON
	350
	

	InfinitiCorp Needle-III
	Energy
	3
	45
	3.5
	2250
	33
	UNCOMMON
	3,050
	

	InfinitiCorp Needle-IV
	Energy
	4
	80
	3.5
	2625
	46
	UNCOMMON
	10,625
	

	InfinitiCorp Needle-V
	Energy
	5
	125
	3.5
	3000
	60
	UNCOMMON
	43,850
	

	InfinitiCorp Needle-VI
	Energy
	6
	185
	3.5
	3375
	77
	UNCOMMON
	109,900
	


Spectrum Efficient MR (Efficiency 90, Range 50, Delay 3.0, Damage 40)

	Weapon Name
	Dam. Type
	Level
	Max Dam
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Spectrum Efficient MR-1
	Energy
	1
	20
	3.0
	1200
	20
	RARE
	175
	

	Spectrum Efficient MR-2
	Energy
	2
	35
	3.0
	1500
	28
	RARE
	650
	

	Spectrum Efficient MR-3
	Energy
	3
	60
	3.0
	1800
	35
	RARE
	5,425
	

	Spectrum Efficient MR-4
	Energy
	4
	95
	3.0
	2100
	47
	RARE
	18,025
	

	Spectrum Efficient MR-5
	Energy
	5
	140
	3.0
	2400
	58
	RARE
	67,000
	

	Spectrum Efficient MR-6
	Energy
	6
	195
	3.0
	2700
	70
	RARE
	155,075
	


Spectrum Ray LR (Efficiency 90, Range 90, Delay 3.0, Damage 40)

	Weapon Name
	Dam. Type
	Level
	Max Dam
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Spectrum LightRay LR
	Energy
	1
	20
	3.0
	1680
	23
	RARE
	175
	

	Spectrum LightRay LR-2
	Energy
	2
	35
	3.0
	2100
	33
	RARE
	650
	

	Spectrum SolarRay LR
	Energy
	3
	60
	3.0
	2520
	40
	RARE
	5,425
	

	Spectrum SolarRay LR-2
	Energy
	4
	95
	3.0
	2940
	55
	RARE
	18,025
	

	Spectrum StarFlare LR
	Energy
	5
	140
	3.0
	3360
	68
	RARE
	67,000
	

	Spectrum StarFlare LR-2
	Energy
	6
	195
	3.0
	3780
	81
	RARE
	155,075
	


GETCo High Output (Efficiency 50, Range 75, Delay 4.0, Damage 90)

	Weapon Name
	Dam. Type
	Level
	Max Dam
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	GETCo HighOutput Class 1
	Energy
	1
	45
	4.0
	1500
	57
	UNCOMMON
	175
	

	GETCo HighOutput Class 2
	Energy
	2
	75
	4.0
	1875
	85
	UNCOMMON
	625
	

	GETCo HighOutput Class 3
	Energy
	3
	120
	4.0
	2250
	101
	UNCOMMON
	4,950
	

	GETCo HighOutput Class 4
	Energy
	4
	185
	4.0
	2625
	121
	UNCOMMON
	14,750
	

	GETCo HighOutput Class 5
	Energy
	5
	260
	4.0
	3000
	138
	UNCOMMON
	59,900
	

	GETCo HighOutput Class 6
	Energy
	6
	340
	4.0
	3375
	154
	UNCOMMON
	141,675
	


Spectrum Prism (Efficiency 85, Range 85, Delay 2.5, Damage 85)

	Weapon Name
	Dam. Type
	Level
	Max Dam
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Spectrum Prism LT11
	Energy
	1
	25
	2.5
	1620
	27
	ULTRA-RARE
	250
	

	Spectrum Prism LT2
	Energy
	2
	45
	2.5
	2025
	44
	ULTRA-RARE
	975
	

	Spectrum Prism XT1
	Energy
	3
	70
	2.5
	2430
	49
	ULTRA-RARE
	7,325
	

	Spectrum Prism XT2
	Energy
	4
	110
	2.5
	2835
	64
	ULTRA-RARE
	23,525
	

	Spectrum Prism GT1
	Energy
	5
	155
	2.5
	3240
	75
	ULTRA-RARE
	84,675
	

	Spectrum Prism GT2
	Energy
	6
	205
	2.5
	3645
	84
	ULTRA-RARE
	185,125
	


Projectile Weapons

The projectile weapon category includes all weapons that fire a mass linearly at high velocity.  They are typically more energy efficient and can deliver better damage at a longer range than beam weapons, but adversely are less accurate and require ammunition.

Damage types for projectile weapons can be: Impact, Plasma, or Chemical.  The actual damage type delivered is determined by the ammunition fired.

Damage dealt by projectile weapons is constant over the full listed range.  Projectile weapons cannot fire upon targets beyond the weapon’s range.

Projectile weapons can only fire ammunition of the specified ammo type.  For example, the GETCo SliverGun series of projectile weapons can only fire sliver ammunition.

The projectile weapon determines the ammunition type, firing range, firing delay, number of rounds fired per volley, and energy cost for firing the weapon.

The projectile ammunition used determines the damage amount and type delivered upon a successful hit.

Weapon Listings

Training Projectiles

	Weapon Name
	Ammo Line
	Level
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Training Projectile
	Sliver
	1
	4.0
	960
	5
	NODROP
	0
	

	Training Projectile
	Sliver
	2
	3.5
	1200
	10
	NODROP
	0
	


GETCo SliverGun

	Weapon Name
	Ammo Line
	Level
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	GETCo Slivergun I
	Sliver
	1
	4.0
	1080
	7
	COMMON
	225
	

	GETCo Slivergun II
	Sliver
	2
	2.5
	1350
	12
	COMMON
	875
	

	GETCo Slivergun III
	Sliver
	3
	3.0
	1620
	15
	COMMON
	4200
	2x Rounds/ Burst


InfinitiCorp Nailer

	Weapon Name
	Ammo Line
	Level
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	InfinitiCorp Nailer I
	Sliver
	1
	3.5
	1200
	8
	UNCOMMON
	350
	

	InfinitiCorp Nailer II
	Sliver
	2
	4.5
	1500
	13
	UNCOMMON
	1200
	2x Rounds/ Burst

	InfinitiCorp Nailer III
	Sliver
	3
	5.0
	1800
	16
	UNCOMMON
	6500
	5x Rounds/ Burst


Obata Magnum

	Weapon Name
	Ammo Line
	Level
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Obata Magnum I
	Magnum
	1
	6.0
	1560
	16
	UNCOMMON
	425
	

	Obata Magnum II
	Magnum
	2
	4.0
	1950
	25
	UNCOMMON
	1500
	

	Obata Magnum III
	Magnum
	3
	2.5
	2340
	30
	UNCOMMON
	8750
	


Spectrum Intimidator

	Weapon Name
	Ammo Line
	Level
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Spectrum Intimidator I
	Magnum
	1
	5.0
	1200
	17
	UNCOMMON
	525
	

	Spectrum Intimidator II
	Magnum
	2
	3.0
	1500
	26
	UNCOMMON
	1950
	

	Spectrum Intimidator III
	Magnum
	3
	4.5
	1800
	31
	UNCOMMON
	9550
	2x Rounds/ Burst


Spectrum Pulverizer

	Weapon Name
	Ammo Line
	Level
	 Delay
	Range
	Energy
	Other Factors
	Value
	Special

	Spectrum Pulverizer I
	Pulverizer
	1
	8.0
	800
	26
	UNCOMMON
	850
	

	Spectrum Pulverizer II
	Pulverizer
	2
	8.0
	1000
	39
	UNCOMMON
	2350
	2x Rounds/ Burst

	Spectrum Pulverizer III
	Pulverizer
	3
	8.0
	1200
	47
	UNCOMMON
	13550
	3x Rounds/ Burst


Ammo Listings

GETCo Sliver Rounds

	Ammo Name
	Damage Type
	Level
	Max Damage
	Other Factors
	Value
	Stack

	GETCo Sliver Rounds
	Impact
	1
	7
	COMMON
	1
	100


InfinitiCorp Sliver Rounds

	Ammo Name
	Damage Type
	Level
	Max Damage
	Other Factors
	Value
	Stack

	InfinitiCorp Sliver Rounds
	Impact
	1
	10
	UNCOMMON
	2
	100


Obata Magnum Rounds 

	Ammo Name
	Damage Type
	Level
	Max Damage
	Other Factors
	Value
	Stack

	Obata Magnum Rounds
	Impact
	1
	15
	UNCOMMON
	3
	50


Spectrum Magnum Rounds

	Ammo Name
	Damage Type
	Level
	Max Damage
	Other Factors
	Value
	Stack

	Spectrum Magnum Rounds
	Impact
	1
	20
	RARE
	5
	50


Spectrum Pulverizer Rounds 

	Ammo Name
	Damage Type
	Level
	Max Damage
	Other Factors
	Value
	Stack

	Spectrum Pulverizer Rounds
	Fragment
	1
	60
	UNCOMMON
	10
	30


Projectile Ammunition

Missile Launchers

The missile weapon category includes all weapons that fire a (relatively) slow moving and usually self-powered, target tracking projectile.

A missile is ammunition that is expendable.

Firing missiles does not require a player skill.  The chance that a missile has to hit is based off of the missile’s maneuverability rating and the target’s speed and maneuverability ratings.

Missiles require a missile launcher to fire.

Missile launchers must a have a missile equipped to fire.

A missile must be of a compatible type to be equipped in a given launcher.

Missiles are stored in a stack. The maximum number of missiles in a stack is defined per type.

When fired, the missile count for a stack of missiles goes down by one for each round fired.  Missile launchers can fire multiple rounds.

When a stack is empty, the stack disappears. If the player has another stack of the same kind of missile in cargo, it is automatically loaded into the launcher. If not, the ship computer will inform the player that he needs to manually reload the launcher.

Missiles and launchers both have a tech level. The missile cannot be equipped if the missile tech is greater than the launcher tech.

Specific lines of missiles should keep the same damage type, and vary in damage, range, and maneuverability only. For example, one SolSec line all does impact damage, one Progen line is all concussion torpedoes, and one Jenquai line is all plasma missiles.

The missile launcher determines the number of rounds fired, the delay between firings, the type of ammunition used, and the energy cost to fire.

The missile ammunition determines the damage amount, damage type, maneuverability, and range variables.

The following equations were used to create projectile weapons:

Base damage efficiency (i.e. damage/energy cost) is three times that of a comparable level beam weapon.

Base damage per second for tech levels is one third of a comparable level beam weapon.

Maximum-range for a missile weapon is 2000+(mounting class*500) units.  Since damage over range is constant, projectile weapons are superior for long-range combat.

A shortest-range missile weapon has 1/2 of the longest range possible for a given tech level.

A longest-range missile weapon requires 50% more energy to fire than a shortest-range weapon.

Damage variance is based on damage type.

Weapon Listings

Training Missile Launchers

	Weapon Name
	Ammo Line
	Level
	 Delay
	Energy
	Other Factors
	Value
	Special

	Training Missile Launcher
	Stinger
	1
	15
	13
	NODROP
	0
	

	Training Missile Launcher
	Stinger
	2
	15
	16
	NODROP
	0
	


GETCo Stinger Launchers

	Weapon Name
	Ammo Line
	Level
	 Delay
	Energy
	Other Factors
	Value
	Special

	GETCo Stinger Basic
	Stinger
	1
	15
	13
	COMMON
	725
	

	GETCo Stinger Advanced
	Stinger
	2
	15
	16
	COMMON
	2000
	

	GETCo Stinger Pro
	Stinger
	3
	15
	23
	COMMON
	12500
	


InfinitiCorp Banshee Launchers

	Weapon Name
	Ammo Line
	Level
	 Delay
	Energy
	Other Factors
	Value
	Special

	InfinitiCorp Banshee LT
	Banshee
	1
	12
	15
	RARE
	1450
	

	InfinitiCorp Banshee MT
	Banshee
	2
	12
	23
	RARE
	4400
	

	InfinitiCorp Banshee XT
	Banshee
	3
	12
	33
	RARE
	18500
	


Obata Rockbuster Launchers

	Weapon Name
	Ammo Line
	Level
	 Delay
	Energy
	Other Factors
	Value
	Special

	Obata Rockbuster I
	Rockbuster
	1
	20
	18
	UNCOMMON
	1150
	

	Obata Rockbuster II
	Rockbuster
	2
	20
	29
	UNCOMMON
	3250
	

	Obata Rockbuster III
	Rockbuster
	3
	20
	39
	UNCOMMON
	16000
	


Ammo Listings

GETCo Stinger Missiles

	Ammo Name
	Damage Type
	Level
	Min Damage
	Max Damage
	Range
	Other Factors
	Value
	Stack

	GETCo Stinger Missiles (1)
	Concussive
	1
	1
	40
	1875
	COMMON
	300
	20

	GETCo Stinger Missiles (2)
	Concussive
	2
	1
	60
	2250
	COMMON
	800
	20

	GETCo Stinger Missiles (3)
	Concussive
	3
	1
	110
	2625
	COMMON
	1750
	20


InfinitiCorp Banshee Missiles

	Ammo Name
	Damage Type
	Level
	Min Damage
	Max Damage
	Range
	Other Factors
	Value
	Stack

	InfinitiCorp Banshee Missiles (1)
	Concussive
	1
	1
	35
	2375
	RARE
	1000
	30

	InfinitiCorp Banshee Missiles (2)
	Concussive
	2
	1
	65
	2850
	RARE
	2250
	30

	InfinitiCorp Banshee Missiles (3)
	Concussive
	3
	1
	120
	3325
	RARE
	3600
	30


Obata Rockbuster Missiles

	Ammo Name
	Damage Type
	Level
	Min Damage
	Max Damage
	Range
	Other Factors
	Value
	Stack

	Obata Rockbuster Missiles (1)
	Concussive
	1
	1
	70
	1250
	Uncommon
	600
	15

	Obata Rockbuster Missiles (2)
	Concussive
	2
	1
	135
	1500
	Uncommon
	1250
	15

	Obata Rockbuster Missiles (3)
	Concussive
	3
	1
	240
	1750
	Uncommon
	2000
	15


Interface for Missiles and Launchers

Missiles are stored in a stack in the ships cargo bay. To fire a missile from a launcher, the launcher must be loaded by dragging a stack of missiles from a cargo slot to the mounted launcher. The missile stack icon now replaces the launcher, and disappears from inventory.

The player launches a missile by clicking on the loaded missile icon. Each time a missile is fired, the count on the stack goes down by one. 

When the stack count reaches zero, the missile icon disappears from the launcher, and the launcher tries to reload with the highest tech level of compatible missiles from the cargo slots.

If the player tries to launch an unloaded missile launcher, the launcher will load the highest tech level of compatible levels.

If a launcher is already loaded, and the player drags another stack of missiles onto it, three things can happen. If the missiles are of the same line and tech level of the ones already loaded, the loaded stack fills to max capacity and the remainder stay with the mouse pointer. If the missiles are of a different level, the missiles replace the loaded missiles, and the replaced missiles are now on the mouse cursor. If the missiles are of a different type, nothing happens since each line of missiles is paired tightly with a line of launchers.

The player can share ammunition between launchers of the same type by manually splitting stacks of missiles before loading them.

A loaded stack of missiles can never hold more missiles than an unloaded stack could.

If the player wishes to unload missiles from a launcher without replacing them, he can click-and-hold on the loaded missiles, which then appear under his mouse. These can be dragged to cargo slots as normal.

Combat and Firing Equations

The missile item determines the minimum and maximum damages for a missile hit.

The missile item determines the flying speed, turning speed, and flying distance (gas) the missile uses.

The missile item determines the maneuverability (skill) of a shot, which is used to determine the missile’s chance to hit.  When a missile is fired, an opposed roll is made between the missile’s maneuverability and (target maneuverability + target speed)/2. Success means the missile will strike the target, failure means that it will miss.  This decision can be potentially modified by any counter-measures that the target is utilizing.  See the Counter Measures section for more information.  

The launcher system determines the energy use when firing a missile.

The launcher system determines the refire delay.

The launcher system determines the range at which a missile can be fired.

Given these factors, it is possible to create missile and launcher lines that have a number of oddities.

It is possible to have a level 9 launcher with a range of 10000 firing a level 1 missile that can only travel 1500 units. To account for this, certain launchers can be specified as “smart” and will adjust their range down as determined by the missile range.

Other things to watch out for:

Look for launcher lines that vary greatly in energy use or firing delay when going up or down a level. Upgrading from L3 launcher to a L4 launcher should not halve the firing time and halve the energy use…this would quadruple the damage efficiency for the L3 missiles the player was previously using. You can also increase the firing time and energy use greatly, making lesser tech missile almost worthless in combat.

Generally, a given launcher should be useful for firing missiles within 3 tech levels of the launcher.

Important Launcher Differentiation

Launcher Style – mounting point – forward, turreted, ejector

Line – single manufacturer missile or launcher types that cover numerous tech levels. A missile within a line must be fired by a launcher of the same line.

Tech Level – the mounting level for mounting a launcher and firing a missile.

Maneuverability – the ‘skill’ that the missile uses to determine it’s chance to hit.  Also used when the missile is trying to evade a counter measure.

Launcher lines will tend to have decreasing refire times and increasing energy costs as tech levels increase. Upgrading your launcher allows the player to fire the same missiles faster, but at an increase in energy cost. Not all missile launchers lines work this way, and there will be lines that follow different guidelines.

Some lines will include only one style of launcher, but are better at doing damage or tracking. This can be especially useful for the rear-facing ejectors, which will be less tactically useful in a fight than either turrets or forward-facing launchers.

Range is also a useful balancing factor. Turrets, with their multi-directional nature, are more flexible than either forward or rear-facing launchers. To account for this, a turreted launcher should have a lower firing range than the forward and ejector launcher of the same line and tech.
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Countermeasures

Countermeasures are anti-missile systems.  They act to either destroy incoming missiles or confuse missiles to reduce their maneuverability ratings.  

Countermeasures will affect all enemy missiles that come within a radius of the player’s ship.  Enemy missiles are any missile that is currently targeting either the player or any of the player’s group mates.

Countermeasures appear in four types:

Beam AMS

A specific type of energy weapon, similar to a laser.  When active, it will automatically attempt to fire upon and destroy any missile within range.

Beam AMS systems utilize the energy pool in the same way that any other energy weapon would.  Every time the beam AMS fires, it will expend some energy from the player’s energy pool.  If the player does not have enough energy available, Beam AMS systems will not fire.

Beam AMS systems are toggled on or off.  When on, the system will automatically fire at any incoming missiles if there is enough available energy.  

There is a re-fire delay on beam AMS systems, so multiple incoming missiles may not all be intercepted.  

Beam AMS systems utilize the player’s beam weapons skill when determining if it has hit or missed the missile.  An opposed roll is made between the player’s beam weapon skill and the maneuverability rating of the missile.  Success will destroy the missile.

Missile AMS

Missile AMS systems utilize missile ammo to intercept and destroy incoming missiles.

Missile AMS systems are toggled on or off, similar to Beam AMS systems but unlike regular missile systems.  When active, missile AMS systems will automatically fire an interceptor missile at any incoming enemy missiles within a specified range.

Missile AMS systems require both a launcher and ammunition packs, similar to missile launchers.  They are defined with the same rules as missile launchers, including ammunition requirements, re-fire delays, firing energy costs, etc.  They must be loaded with proper ammunition to function.

If multiple missiles are incoming, AMS systems will only target the nearest one.

To determine if an AMS missile successfully intercepts a target missile, an opposed roll is made between the maneuverability rating of the AMS missile and the maneuverability rating of the target missile.  Success will destroy the incoming missile.

Flak AMS

Flak AMS systems utilize launcher / ammo components similar to Missile AMS systems.  They follow the same rules and requirements as any other launcher system, but are always manually activated rather than toggled on and off.

When a Flak AMS system is activated, a single round of flak ammunition is consumed and a visual ‘sparkle’ effect should occur around the ship.  Any enemy missiles within an ammunition specified effect radius will be forced to re-calculate hit success with an ammunition specified maneuverability penalty.  Failure of this calculation will cause the missile to prematurely detonate.

The flak effect may last for a short duration.  During this duration any newly incoming enemy missiles are affected.

Field AMS

Field AMS systems utilize a constant field effect that follows the ship.  When activated, any missiles (friendly and enemy) that enter the effect radius must re-calculate hit success with a system defined maneuverability penalty.  Failure causes the missile to prematurely detonate.

Field AMS systems are toggled on and off.  When on, the field AMS drains a system defined constant amount of energy from the energy pool.

Drone Controllers
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Example Cloaking Devices

	System Name
	Type
	Sys Level
	Cloak Factor
	Initialize E
	Drain
	Recloak
	Durability
	Value
	Other Factors

	Jenquai Training Cloak
	Cloak
	1
	1
	10
	2
	5
	10
	0
	NODROP

	Obata SeeMeNot
	Cloak
	2
	2
	15
	2
	5
	15
	2500
	UNCOMMON

	Obata SeeMeNot Gold
	Cloak
	3
	3
	20
	2
	5
	20
	3500
	UNCOMMON

	Jenquai InvisoCape
	Cloak
	3
	4
	20
	2
	5
	25
	5000
	RARE


Targeting Computer

Targeting computers improve the pilot’s beam, projectile, and/or missile weapon skills.

Beam, Projectile, Missile offense: none to high

Constant drain: low to high

Navigation Computer

Navigation computers can reduce warp engage delay and increase combat speed.

Tactics Computer

Tactics computers can improve the ship’s projectile, missile, and beam defense.

Emergency Warp Device

An expensive, single use device that will instantly transport a ship back to its colony world.  Has a long delay time before activating.

Auto-Repair Bot

Slowly repairs most damaged systems, although it cannot completely repair heavily damaged items.

Psi Projector

Amplifies the psionic abilities of the player.

Short Range Teleporter

Allows the ship to make extremely short warp jumps.  Not as sensitive to mass as other warp devices.

Example Short Range Teleport Systems

	System Name
	Sys Type
	Sys Level
	Amp Level
	Initial E
	Recharge
	Durability
	Value
	Other Factors

	JenTech Popper
	Psi Amp
	2
	2
	20
	15s
	15
	2500
	RARE

	JenTech Leaper
	Psi Amp
	3
	3
	30
	10s
	20
	5000
	RARE


Mass Generator

Creates a strong gravity well centered on the ship.  Good for interfering with warp devices.

Inertial Dampener

Decreases the inertial effects of maneuvering in combat, therefore increasing turning rate and acceleration.

Electrified Hull

Used to defend against some predator organisms and can be used as a weapon at very short range.

Scan Jammer

Renders many scanning devices useless.

Holographic Projector

Creates a second copy of the ship that can be targeted and fired upon by other players.  Observant players will realize that weapons are passing through a holographic projection.

Equipment Rules

Overview

Equipment-type items (i.e. engines, reactors, shields, weapons, AMS systems, systems, and drone controllers) must be mounted onto the ship before they can be used.  This design section covers the rules that govern mounting systems to the ship.

Hull Mounts

Ships have a selection of mounting points that equipment can be attached to.  The types of mounting points are:

	Mounting Type
	Description

	Engine Mount
	Engines must be placed on this mount.  This mount can never be left empty (i.e. the engine can not be removed from the ship with the UI, it can only be swapped with a new engine).  Also, if the engine is ever destroyed the ship immediately becomes incapacitated.

	Shield Mount
	Shield generators must be placed on this mount.  This mount can never be left empty.

	Reactor Mount
	Reactors must be placed on this mount.  This mount can never be left empty.  If the reactor is ever destroyed, the ship immediately becomes incapacitated.

	System Mounts
	Ships can have up to 6 system mounts.  Any system (including beam AMS, missile AMS,  and drone controller systems) can be placed on a system mount. 

	Weapon Mounts
	Ships can have up to 6 weapon mounts.  Any weapon (including beam weapons, projectile weapons, and missile launchers) can be placed on a weapon mount.  Weapons placed on these mounts are limited to firing at targets in the forward 180 degree arc.

	Turret Mounts
	Ships can have up to 3 turret mounts.  Any weapon can be placed on a turret mount.  Weapons placed on turret mounts are not limited to firing direction.


Equipment Use Limiters

All characters have a selection of skills that determine which equipment items can be used.  The skills are: Engine Tech, Shield Tech, Reactor Tech, System Tech, Beam Weapons, Projectile Weapons, and Missile Weapons.  Players can only mount equipment items if the item’s tech level is less than or equal to the character’s respective skill value.

Equipping Items

Players can utilize a ship configuration interface either at ports or in space.  When in space (or on planets), several rules apply when equipping items.

When an item is equipped in space, that item cannot be activated until it ‘comes online’.  If the character is subjected to a successful utilization of the hacking skill, the equipment item that was hacked ‘reboots’ – it acts exactly like it was just installed.  The following table describes the effects of installing equipment:

	Equipment Type
	Downtime
	Installation Effects

	Engine
	45 seconds
	Ship cannot move or warp until installation is complete.

	Shield Generator
	90 seconds
	Current shield capacity is maintained, but shield does not recharge until installation is complete.

	Reactor
	45 seconds
	Current energy level is maintained, but energy does not recharge until installation is complete.

	System
	30 seconds
	System cannot be utilized until installation is complete.

	Drone Controller
	60 seconds
	Drone cannot be launched until installation is complete.  Controller system cannot be removed/swapped if drone is away.  If controller system is hacked when drone is away, drone immediately returns to the ship.

	Beam Weapon
	30 seconds
	Weapon cannot be utilized until installation is complete.

	Projectile Weapon
	60 seconds
	Weapon cannot be utilized until installation is complete.

	Missile Weapon
	90 seconds
	Weapon cannot be utilized until installation is complete.


If an item has taken more than 75% of it’s MaxStructure in damage, it becomes ‘fused’ to the hull.  Fused items cannot be removed or swapped until repaired.

Equipment Damage, Malfunction, and Repair

Overview

All equipment items in E&B have an associated ‘condition’ that tracks the item’s state of repair.  Equipment can take damage in combat and through abuse by player special abilities.  Damaged equipment’s abilities will degrade and eventually malfunction, or cease to function at all.

Damaged items can be repaired at any port for a cost dependant on the value of the equipment, amount of damage, and the player’s reputation with the port’s faction.

Some player archetypes will have the ability to make equipment repairs away from ports through the use of expendable equipment repair kits.  

Items that have been repeatedly damaged will slowly ‘wear out’ and have their attributes degraded.  Worn out items also can sustain less damage before malfunctioning, are more difficult to analyze for manufacture, and are less valuable.

Details

Condition Tracking System

Equipment repair state is tracked through several fields:

Condition - the equipment’s current state of repair.

MaxCondition – the value that the equipment’s condition will be capped at when the item is fully repaired.

Avg. Condition - the ‘average’ condition of items of this type.  This is the value that the item’s MaxCondition is set to when the item is sold at a commodities exchange.

When equipment takes damage, the Condition value is lowered by 1 point for every point of damage it receives.  Items may malfunction or cease to work at all if they take enough damage.

(5/22/01 JDA) Items may lose MaxCondition points any time they receive damage, as follows:

Damage is first applied to the equipment, reducing Condition. 

Percent chance of degradation is calculated as = 100 - ((Condition / MaxCondition)*100).

If degradation occurs, the item immediately has it’s MaxCondition lowered by (1 to TechLevel*2) points.

Degradation cannot re-occur until the item has been repaired.

 (Legacy) Any time an item is repaired, its MaxCondition is lowered by 0-5 points.   This will eventually ‘wear out’ the item as it is repeatedly repaired.  Note that this will cause lower tech items with fewer MaxCondition points to degrade faster than higher tech items that have more ‘durable’ structure.

(5/22/01 JDA) When equipment is repaired at a port, the equipment’s Condition will be set to MaxCondition at the time the repair takes place.

(Legacy) When the item is repaired at a port, The equipment’s Condition will be set to MaxCondition (after reducing the MaxCondition by 0-5 points).  If it is repaired by a player ability, Condition will improve a variable amount based on the skill of the player and the quality of repair kit being utilized.

Items tagged as Training Items (those with 0 value) do not have degradable structure.  When repaired, they do not lose MaxCondition points. 

When representing the equipment’s condition to a player, it should be expressed as a percentage.  An item that’s Condition is equal to it’s Avg. Condition is represented as “condition = 100%”.  Items that are sold in exchanges always have an initial maximum condition of 100%, i.e. MaxCondition and Condition are both set to the defined Avg. Condition value for the item.  Player crafted items, however, can have an initial maximum condition of up to 200%.

Player Manufactured Equipment

Player created equipment items have a variable MaxCondition that can exceed the AvgCondition value by up to 100%.  This requires a very skilled craftsman.  Very inexperienced craftsmen will create items with around 30% less MaxCondition than items sold by exchanges.

See the Item Manufacturing System section for more information about setting the condition values for player created items.

Repairing Equipment at Ports

When a player is docked at a port, any viewable Item Info window (located in the Commodities Exchange, Item Storage, and Ship Configuration interfaces) will display a ‘repair item’ verb if the item has taken damage.  If the player is utilizing the Ship Configuration interface, a ‘Repair Equipment’ verb will be available when viewing the ship configuration window.  Taking this action will repair all damaged equipment that is mounted on the ship.

The cost of repairing an item at a port is calculated as being 1% of the global value of the item for every 10% of structure repaired.  This cost is modified by the player’s Price Reputation Factor.  See the Reputation System section for more information about how to calculate the PRF.  Also, players with the Negotiate skill can get discounts for repairs at ports.  See the Skills section for more information about Negotiate.

Player Repaired Systems

(Legacy) Some player archetypes will have the ability to utilize equipment repair kits to repair damaged equipment ‘in the field’.  These players will need to purchase repair kits to utilize this ability.

(5/22/01 JDA) Players can repair equipment items utilizing the Damage Control Skill.  

Effects of MaxCondition on Attributes

As maximum condition degrades (i.e. the weapon wears out), attributes will degrade slightly for any equipment.  This system is independent of the Malfunction State, so that when an item is malfunctioning additional penalties apply.  Note that these penalties or bonuses involve MaxCondition, not Condition, so item damage does not actually change the item’s attributes unless it is malfunctioning.  

While MaxCondition is below Avg. Condition (i.e. an item that has been poorly manufactured or has worn out) attribute penalties apply.  If MaxCondition is above Avg. Condition (an item that has been manufactured by an experienced player using good quality components), attribute bonuses apply.

Condition modified attributes are dependent on the equipment type as follows:

All Items

Item Value changes with respect to the item’s MaxCondition as follows:  An item’s calculated Value is 25% of the defined value when MaxCondition = 1 point.  The calculated Value is scaled such that there is no value change when MaxCondition = Avg. Condition, and calculated Value increases to 135% when MaxCondition = (Avg. Condition x 2). 

All Activateable Items

Any effects that the item generates have a modified Magnitude based on the item’s current Max Condition. Items with a Max Condition of 1 point have 35% lower Magnitudes on all effects.  This is scaled to a 35% Magnitude bonus for items that have a MaxCondition = (Avg. Condition x 2).

Beam Weapons

If MaxCondition is below Avg. Condition, the amount of damage dealt by the weapon decreases.  If MaxCondition is above Avg. Condition, the amount of damage dealt improves.  This is linearly scaled such that: a beam weapon with MaxCondition of 1 will have damage reduced by 35%, a beam weapon with MaxCondition = Avg Condition will have damage unchanged, and a beam weapon with MaxCondition = (Avg. Condition x 2) will have damage amounts increased by 35%.

Projectile Weapons

If MaxCondition is below Avg. Condition, there is a chance that the projectile weapon will jam when firing a round of ammunition.  For each round of ammo fired, a check is made to see if the shot jammed.  Shots that jam simply do not leave the chamber and make a different audio/visual effect to indicate a jam has occurred.  The chance of each round jamming is 0% if MaxCondition is equal or greater than Avg. Condition, and scales linearly to 35% as Max Condition degrades from Average Condition to 1 point.

If MaxCondition is above Avg. Condition, projectile weapons receive a reduction in ActivationDelay so that rounds will fire more often.  This reduction is 0% if MaxCondition is equal or less than Avg. Condition, and scales to a 35% reduction in ActivationDelay if MaxCondition = (Avg. Condition x 2).

Missile Launchers

The bonuses or penalties applied are identical to those used for Projectile weapons.

Beam AMS 

Beam AMS systems receive a bonus or penalty to their ‘attack die’ in an opposed roll process based on the system’s current MaxCondition.  See Combat Systems / Damage Delivery Systems / Beam AMS / Success Calculation for more information.

Missile AMS 

Missile AMS Systems receive a reduction of ActivationDelay if MaxCondition is above Avg. Condition.  If MaxCondition is below Avg. Condition, there is an increased chance of rounds jamming, similar to Missile Weapons.  See Combat Systems / Damage Delivery System / Missile AMS / Success Calculation for more information.

Shield Generators

Shield systems have bonuses or penalties applied to their Recharge rate based on the system’s MaxCondition.  The bonus or penalty is linearly scaled such that: If MaxCondition is 1 point, the shield’s Recharge is 35% less than normal, if MaxCondition = Avg. Condition, there is no modification of Recharge, and if MaxCondition = (Avg. Condition x 2) the shield’s Recharge is 35% more than normal.

Reactors

The bonuses or penalties applied to Reactors are identical to those used for Shields.

Engines

The bonuses or penalties applied to Engines are identical to those of Shields, except they are applied to the engine’s Thrust attribute.

Drone Controllers & Other Systems

Systems have bonuses or penalties applied to their ActivationEnergy cost and Drain attributes based on their MaxCondition.  The bonus or penalty is linearly scaled such that: If MaxCondition is 1 point, the system’s ActivationEnergy and Drain attributes are 35% less than normal, if MaxCondition = Avg. Condition, there is no modification of attributes, and if MaxCondition = (Avg. Condition x 2) the system’s ActivationEnergy and Drain attributesare 35% higher than normal.

Malfunctioning and Nonfunctioning Items

Equipment Items have a chance of entering a Malfunction State when they take damage.    Malfunction state is tracked with 2 constants and 1 variable: MalfunctionMin, MalfunctionMax, and MalfunctionAt.

MalfunctionAt is a random number between MalfunctionMin and MalfunctionMax that is calculated when the item is created and any time the item is repaired.  If an item is repaired when malfunctioning, a new MalfunctionAt is rolled for that item.  If the condition after the item has been repaired is still below the new MalfunctionAt, the item continues to malfunction.

Only equippable items can malfunction.

If the item’s Condition ever is less than or equal to the MalfunctionAt variable, the item is considered to be in a malfunction state.  When the equipment enters this state, the following effects occur dependent on the type of equipment:

All Weapons & Systems

Activation Delay for all equipment is considered to be 150% of normal if the item is malfunctioning.

Any effects generated by the item are produced with one-half of the normal magnitude values.

Beam and Missile AMS 

There is a 50% chance any time the system attempts an interception that it will fail.  AMS Systems do not suffer the 150% activation delay penalty.

Shield Generators

Shield Recharge and Capacity are reduced to 75% of normal values.

Reactors

Reactor Recharge and Capacity are reduced to 75% of normal values.

Engines

Engine Thrust is reduced to 50% of normal.

Engine Warp is reduced to 1.

If the item’s Condition ever reaches zero, the item becomes completely nonfunctional.  Nonfunctional items cannot be activated, do not produce effects, and do not use energy.  

Item Manufacturing System

Overview

Players are able to manufacture many items that exist in E&B, provided that they have enough skill to accomplish the task.  Item manufacturing is accomplished through the use of the manufacturing laboratory interface, which is provided at various ports.  The process is divided into two parts: Analysis, and Manufacture.

Before an item can be manufactured, the character must acquire the manufacturing specifications, or ‘plans’.  This can be accomplished through quest completion (or other script mechanism) or by analyzing the item. 

The character must also acquire the correct components or resources necessary to manufacture the item.  

There is an associated credit cost that must be paid to manufacture or analyze an item.  This cost varies depending on the type and tech level of item being manufactured or analyzed and the player’s associated skill value.

Refining Ores

Although not technically part of the item manufacturing process, refining ores is an important precursor step, since this process primarily is used to acquire the resources required for manufacturing components.

Players must pay a refining cost for each unit of ore refined.  This cost is calculated in the same way as the cost for item analysis is calculated (see following section), except that Base Cost = (Tech * Tech) Credits.  Also, the final cost is modified by the Price Reputation Factor and any Port Cost Modifiers (see Commodities Exchange System for more information).

Item and Component Analysis

To manufacture an item or item component, the player must have first acquired the item’s ‘plans’.  One method of acquiring the plans is through analysis.  Analyzing the item will destroy it, but if the attempt is successful the manufacturing plans for that item will be transferred to the character’s manufacturing specifications database.  

The following restrictions apply to item analysis:

To attempt to analyze an item, the character must be able to manufacture the item (i.e. they must have the appropriate manufacturing skill of a level equal to or higher than the Tech Level of the item being analyzed).  For example, to attempt to analyze a tech level 8 beam weapon would require the Build Weapons skill of level 8.

Progen and Terran characters cannot analyze Jenquai items unless they have the Jenquai Lore skill of equal or higher level than the item’s tech level.

Jenquai and Terran characters cannot analyze Progen items unless they have the Jenquai Lore skill of equal or higher level than the item’s tech level.

Players cannot currently analyze (or manufacture) items that are not of Progen, Terran, or Jenquai make.  In the future, we may add lore skills to cover other racial categories (i.e. “V’rix Lore”).

Analyzing an item always destroys it, regardless of success or failure.  Players cannot attempt to analyze items unless there is at least a marginal chance of success.  See the difficulty determination section (following) for more information.

Item types that the player already has manufacturing specifications for cannot be re-analyzed.

Items must first be fully repaired before they can be analyzed.

Items that have the NoManufacture bit set or that do not have a ‘recipe’ may not be analyzed or manufactured.

Players must also pay a credit fee in order to attempt analysis.  They must have enough available credits in order to make the attempt:

Tech is calculated as being the item’s (TechLevel –1) + (ManufactureDifficulty*.02).

Base Cost = (Tech*Tech*200) credits.

Baseline Skill Value = 25 + Tech * 20

Skill Cost Multiplier = (Baseline Skill Value / player’s associated skill value)

Cost = Base Analysis Cost * Skill Cost Multiplier

To determine if analysis is successful:

Tech = (TechLevel – 1) + (ManufactureDifficulty * .02)
Skill Target = (Tech * 25) * (Item’s Avg. Condition / Item’s Condition)

If the player’s skill value is 

Once Skill Target has been calculated, an opposed roll is made of the player’s associated manufacturing skill vs. the skill target value.  If the roll is successful, the item is analyzed and the ‘recipe’ is added to the player’s list.

Before analysis occurs, the player should be given a rough indication of the chance of success when analyzing an item, such as ‘Analysis difficulty = Easy, Moderate, Hard, Very Hard, or Impossible’.  To determine the difficulty category:

	Skill value is…
	Analysis difficulty category

	< 1/3 of Skill Target
	Impossible

	>= 1/3 of Skill Target, < 2/3 of Skill Target
	Very Hard

	>= 2/3 of Skill Target, < Skill Target
	Hard

	>= Skill Target, <3/2 Skill Target
	Moderate

	>3/2 Skill Target
	Easy


If the analysis category is “Impossible”, analysis cannot be attempted.

When an item has been successfully analyzed, the player gains the item’s plans (automatically added to the manufacturing specifications database and made available in the manufacturing UI), and is rewarded an amount of exploration experience using the following equations.  See Game Details / Character / Character Advancement for additional information about experience rewards:

Tech = (TechLevel – 1) + (ManufactureDifficulty * .02)
Difficulty = (Tech * 15) 

N = 10 + (character’s total level / 15)

Items that have been successfully analyzed cannot be re-analyzed for more experience.

The process of analyzing item components is identical to analyzing items.

Dismantling Items & Component Recovery

Characters with the Dismantle skill can use the analysis interface to take apart items and retrieve their components.  Dismantling an item or component is only possible after the player possesses the item or component’s ‘plans’ (i.e. the plans have been gained through a quest or successful item analysis procedure).

Dismantling an item destroys the item but will produce a varying number of components.  The number of components retrieved is based on the quality and tech level of the item being dismantled and the player’s dismantle skill value.

Players must have a dismantle skill of a level equal or greater than the tech level of the item being dismantled to attempt the process.

Dismantling requires a credit cost to be paid each time an item is dismantled.  This cost is calculated in the same way that the cost for item analysis is calculated, except that Base Cost = (Tech * Tech * 20) Credits.

When an item is dismantled, a skill check is made to determine the number of components retrieved as follows:

Tech = (TechLevel – 1) + (ManufactureDifficulty * .02)
Skill Target = (Tech * 25) * (Item’s Avg. Condition / Item’s Condition)

Before dismantling occurs, the player should be given a rough indication of the chance of success for the operation.  By comparing the skill target and dismantle skill value values, a ‘difficulty = Easy, Moderate, Hard, Very Hard, or Impossible’ can be shown.  This is done in the same way that analysis difficulty is predicted.

If the player’s dismantle skill value is 50% higher than skill target, dismantling is always 100% successful.  Otherwise, an opposed roll is made between the player’s Dismantle skill value and the skill target value.  The following table is consulted to determine the outcome:

	Skill value roll is…
	Results of dismantling process

	< 1/3 of skill target roll
	No components retrieved

	>= 1/3 of skill target roll, < 2/3 of skill target roll
	1/4 of components retrieved (minimum 1)

	>= 2/3 of skill target roll, < skill target roll
	1/2 of components retrieved

	>= skill target roll, <3/2 skill target roll
	2/3 of components retrieved

	>= 3/2 skill target roll
	All components retrieved


Note that the player must have enough available cargo space free to store any components that are acquired from the procedure before attempting to dismantle an item.

Dismantling components to retrieve resources is permitted, and uses the same process as dismantling items to retrieve item components.

Item Manufacturing

To manufacture an item requires the appropriate manufacturing specifications (acquired by quest completion or item analysis) and components.  Each manufacturable item (or component) will have a defined list specifying the items that are required to manufacture it.

Characters must also have the associated manufacturing skill of a level equal to or greater than the item being manufactured to attempt the process.

The manufacturing process will always consume the components and a credit amount based on the level and manufacturing difficulty of the item being manufactured and the player’s associated skill value.  

Manufacturing is always successful and produces the specified item, but the cost of manufacturing varies depending on the player’s skill value.  

When manufacturing equippable items, the item’s MaxCondition varies depending on the character’s skill.  Characters with superior skill values can produce equipment items with superior attributes.

Players never see the underlying MaxCondition, Average Condition, ManufactureDifficulty, etc. when performing these processes.  The only variables that the players are aware of are the components required in the manufacturing process, the associated credit costs, and the relative difficulty of the operation.  

Manufacturing Components, Ammunition, and Consumables

Components, Ammunition items, and Consumables are items that are manufactured from Resources and possibly other components.

There is a required manufacturing credit cost that must be paid for each item manufactured.  This cost is calculated using the same equations used to calculate the cost for item analysis, except that Base Cost = (Tech * Tech * 10) Credits.

As long as the player has the required components, manufacturing specifications, minimum skill level, and can pay the manufacturing cost, the manufacturing process is always successful.

An example of component manufacture:

Marcus is attempting to manufacture a Ceramic Wiring Harness, which is a tech 3 component with a ManufacturingDifficulty of 25.  He has the required items: 1 Semiconductors, 1 Steel Component Case, and 1 Ceramic Superconductors.

Marcus has the Build Components skill at level 4, with a skill value of 60.  Having the skill at level 4 meets the minimum requirements for building tech 3 components.

To calculate the manufacturing cost:

Tech is (3-1 + (25*.02)) or 2.5.
Base Manufacturing Cost is (2.5 * 2.5 * 10) or 63 credits.

Average Skill Value = 35 + (2.5 * 20) or 85.

Manufacture Cost Multiplier is (85 / 60) or 1.41
Manufacture Cost is 63 * 1.41 or 89 credits.

As long as Marcus has the required components and can pay 89 credits per Ceramic Wiring Harness created, Marcus can manufacture as many as he would like.

Manufacturing Equipment

Equipment items (items that can be equipped on a ship) are manufactured from any combination of equipment items, components, and resources.    

Equipment items typically appear in tech ‘lines’.  Usually, the first item in the line is manufactured from a set of components. Subsequent equipment items are typically manufactured from an equipment item of the previous tech level with the addition of one or more components.

Before attempting to manufacture an equipment item, the relative difficulty of the process should be shown to the player.  This is as follows:

	Skill value is…
	Manufacture difficulty category

	< 1/3 of Skill Target
	Impossible

	>= 1/3 of Skill Target, < 2/3 of Skill Target
	Very Hard

	>= 2/3 of Skill Target, < Skill Target
	Hard

	>= Skill Target, <3/2 Skill Target
	Moderate

	>3/2 Skill Target
	Easy


If an equipment item is required in the manufacturing process, it must be fully repaired before it can be used (i.e. it’s Condition = MaxCondition).

Before an item can be manufactured, the character must pay a manufacturing cost.  This cost is calculated using the same equations used to calculate the cost for item analysis, except that Base Manufacture Cost is (Tech * Tech * 100) credits.

Like manufacturing components, manufacturing equipment items is always successful.  The primary difference (besides the increased manufacturing cost) is that manufactured equipment items have a resultant MaxCondition that varies depending on the manufacturer’s skill and quality of any equipment items used in the manufacturing process.  MaxCondition for equipment represents the maximum ‘hit points’ (or Condition) of the item when fully repaired.  This calculated value can be any integer value, and is a result of:

The player’s associated manufacturing skill value

The MaxCondition of any equipment items used as components, relative to those item’s Average Condition
The Average Condition defined for items of the type being manufactured

To calculate a manufactured equipment item’s MaxCondition:

Tech is calculated as being the item’s (TechLevel –1) + (ManufactureDifficulty*.02)

Skill Target is calculated as being 30+(Tech*10)

Skill Roll Is calculated as being the player’s applicable manufacturing skill value, randomized by 25%.

Base Skill Condition Modifier is (Skill Roll / Skill Target), value capped to 2.0 (200%).

Base Component Equipment Condition is calculated by:

Calculating the ratio of each component equipment’s Average Condition relative to it’s Maximum Condition. For example, if the Average Condition of a ‘proton beam weapon’ being used as a component in the process was 125, and the weapon’s current MaxCondition was 155, the value used in the calculation would be (155/125) or 1.24.

Averaging the results of all component equipment items used in the manufacturing process.

Average Condition Multiplier for the item is (Base Skill Condition Modifier + Base Component Equipment Condition)/2.
MaxCondition for the resultant item is the item’s AverageCondition * Average Condition Multiplier.

An example of equipment manufacture:

Marcus is going to upgrade his Tech Level 2 Proton Accelerator Cannon to a Tech Level 3 version.  He has the required components:

A ‘Finely Crafted’ Tech 2 Proton Accelerator Cannon (Current MaxStructure is 145, Avg. Structure for items of this type is 122)

A Waveguide Accelerator (a required component)

A Proton Emitter (a required component)

Marcus has the Build Weapons skill at level 4, with a skill value of 60.

The ManufactureDifficulty for a Tech 3 Proton Accelerator Cannon is 85.

The Average Condition for Tech 3 Proton Accelerators is defined to be 150.

Upgrading the Proton Accelerator will require a manufacturing cost:

Tech is (3-1 + (75*.02)) or 3.5.
Base Manufacturing Cost is (3.5 * 3.5 * 100) or 1225 credits.

Average Skill Value = 35 + (3.5 * 20) or 105.

Manufacture Cost Multiplier is (105 / 60) or 1.75
Manufacture Cost is 1225*1.75 or 2142 credits.

To calculate the Proton Accelerator’s MaxCondition, for this example:

Tech is 3.5 (see above)

Skill Target is (30 + (3.5 * 10)) or 65.

Skill Roll is 60 with a variance of 25% (15 points), a random number between 45 and 75.

Base Component Equipment Condition is (145/122) or 1.19.

When Marcus attempts the manufacture, his Skill Roll returns 46.  Therefore:

Since the Skill Roll of 46 is 73% of the Skill Target of 63, the Base Skill Condition Modifier is .73.

The equipment item’s Average Condition Multiplier is (Base Component Equipment Condition (1.19) + Base Skill Condition Modifier (.73))/2, or .96.

Since the new item’s AverageCondition is 150, the newly crafted Tech 3 proton accelerator cannon is created with a MaxCondition of 96% of average (150), or 144.

Experience Awards for Manufacture and Analysis

When successfully analyzing or manufacturing an item, trade experience is awarded as follows:

Base Tech = (item's tech level - 1) + (item's manufacturing difficulty * .02)

Difficulty = Base Tech * 13

Experience = same as combat experience award for killing a mob of calculated Difficulty (except the award is trade experience)

Successfully analyzing an item awards Experience.

Manufacturing equipment items awards Experience * 0.5

Manufacturing consumables and ammo items awards Experience * 0.2

Manufacturing all other item types (components, etc) awards Experience * 0.1

(Legacy) Trade experience is awarded for manufacturing an item regardless of the outcome.  This experience is awarded for consecutive manufacturing attempts on the same item type, but only 6 times.  The first attempt at manufacturing gives the largest experience award – consecutive attempts manufacturing the same item type reward diminishing returns.

When successfully manufacturing an item, trade experience is awarded using the following equations:

Tech = (TechLevel – 1) + (ManufactureDifficulty * .02)

Difficulty = (Tech * 15).

N = 10 + (character’s total level / 15)

Actual experience award = (base calculated experience / (number of previous items of this type manufactured + 4)).

If 6 items have been manufactured of a specific type, no additional experience is awarded for manufacturing other items of that type.

Naming of Manufactured Items

Many item templates have a defined ‘manufacturer name’ (relating to the game faction that ‘owns’ the technology).  This name should never be displayed on player-manufactured items.  

When a character successfully manufactures an item, the name of the character should be recorded with the item and show up in the detail information window only.

Example of manufactured item naming:

Marcus successfully analyzes and manufactures a ‘GETCo Beam-splitter Midline’ beam weapon.  His version is simply a ‘Beamsplitter Midline’ beam weapon.  Examination of that weapon with a right-click reveals that it has been manufactured by Marcus.

Legacy Text

All non-equipment items used for components come in 4 grades: ‘Poor’ (represented internally as having MaxCondition=50), ‘Average’ (MaxCondition=100), ‘Fine’ (MaxCondition=150), and ‘Perfect’ (MaxCondition=200).  Component items sold in ports are always ‘average’ – only player manufactured components can have varying qualities.
Note that MaxCondition of non-equipment items signifies something completely different than the MaxCondition of equipment items.  Non-equipment items cannot take damage, so MaxCondition is used simply as a marker for the ‘quality’ of the manufactured component.  For equipment items, MaxCondition represents the maximum number of condition points (‘hit points’) the equipment item can have when fully repaired, and can be any integer value between 1 and 500.

Manufacturing Sub-Components

Components are items that are typically manufactured from Resources (which are themselves refined from Ores at a refinery). 

Characters must pay an up-front manufacturing cost for each unit manufactured, as follows:

Tech is calculated as being the item’s (TechLevel –1) + (ManufactureDifficulty*.02).

Manufacture Cost = (Tech*Tech*10) credits.

This cost calculation produces the following table:

	Tech
	Cost
	Tech
	Cost
	Tech
	Cost
	Tech
	Cost

	0.5
	3
	3.0
	90
	5.5
	303
	8.0
	640

	1.0
	10
	3.5
	123
	6.0
	360
	8.5
	723

	1.5
	23
	4.0
	160
	6.5
	423
	9.0
	810

	2.0
	40
	4.5
	203
	7.0
	490
	9.5
	903

	2.5
	63
	5.0
	250
	7.5
	563
	10.0
	1000


If the character does not have enough credits, manufacturing cannot be attempted.

Manufactured Sub-components have a resultant MaxCondition simply based off of the character’s skill and the ManufactureDifficulty of the sub-component being manufactured.  The resulting sub-component’s quality will be ‘Poor’ (MaxCondition=50), ‘Average’ (100), ‘Fine’ (150), or ‘Perfect’ (200).

Manufacturing is always successful, but the MaxCondition varies on the resulting item.  To calculate the resultant sub-component’s MaxCondition:

Tech is calculated as being the item’s (TechLevel –1) + (ManufactureDifficulty*.02)

Skill Target is calculated as being 30+(Tech*10)

Skill Roll Is calculated as being the player’s applicable manufacturing skill value, randomized by 25%.

Comparing Skill Target and Skill Roll determines the sub-component’s resulting MaxCondition as follows:

	Skill roll is…
	Resulting MaxCondition of manufactured sub-component

	Less than 75% of Skill Target value
	50 (shown as “poor”)

	>= 75% of Skill Target but <125% of Skill Target
	100 (shown as “average”)

	>= 125% of Skill Target but < 175% of Skill Target
	150 (shown as “fine”)

	>175% of Skill Target
	200 (shown as “perfect”)


An example of sub-component manufacturing:

Marcus is attempting to manufacture a couple of units of “Enduro-Steel”, a TechLevel 4 construction sub-component with a ManufacturingDifficulty (from 0-100) of 75 (note: Marcus is unaware of the ManufacturingDifficulty for the item).  He has gathered the required ingredients to manufacture 2 units of Enduro-Steel: 14 units of Iron, 2 units of Chromium, and 2 units of Silicon.

Marcus has the required Build Materials skill at level 6, with a skill value of 120.

For this example:

Tech is (4 – 1 + (75*.02)) or 4.5
Skill Target is (30 + (4.5*10)) or 75.  

Skill Roll is 120 with a variance of 25% (or 30 points).  Therefore, this value is a random number between 90 and 150.

Manufacturing Cost is (4.5*4.5*10) or 203 credits for each unit manufactured.

On the first manufacturing attempt, Skill Roll returns 137.  Since 137 is 183% of Skill Target (75), his first attempt returns a “Perfect” unit of Enduro-Steel, internally represented as having a MaxCondition of 200.

His next attempt produces a Skill Roll of 95.  Since 95 is 127% of 75, he produces a “Fine” unit of Enduro-Steel (MaxCondition = 150).

These items also have a resultant MaxCondition that is calculated based on the MaxCondition of the items used in the manufacturing process and the character’s related manufacturing skill value.  The resulting component’s quality will be ‘Poor’ (MaxCondition=50), ‘Average’ (100), ‘Fine’ (150), or ‘Perfect’ (200).  This calculation is as follows:

Tech is calculated as being the item’s (TechLevel –1) + (ManufactureDifficulty*.02)

Skill Target is calculated as being 30+(Tech*10)

Skill Roll Is calculated as being the player’s applicable manufacturing skill value, randomized by 25%.

Base Skill Condition Modifier is (Skill Roll / Skill Target), value capped to 2.0 (200%).

Base Component Condition is calculated as the average of the MaxCondition value for all components and sub-components used.

Base MaxCondition for the item is the average of Base Skill Condition Modifier and Base Component Condition.

MaxCondition for the item is calculated from Base MaxCondition as follows:

	Base MaxCondition
	MaxCondition

	0-74
	50 (“Poor”)

	75-124
	100 (“Average”)

	125-174
	150 (“Fine”)

	175+
	200 (“Perfect”)


An example of component manufacture:

Marcus is attempting to manufacture a Ceramic Wiring Harness, which is a tech 3 component with a ManufacturingDifficulty of 25.  He has the required items: 1 Semiconductors (of “Fine” craftsmanship),  1 Steel Component Case (of “Average” craftsmanship), and 1 Ceramic Superconductors (of “Perfect” craftsmanship).  

Marcus has the Build Wiring skill at level 4, with a skill value of 60. 

For this example:

Tech is (3-1 + (25*.02)) or 2.5.

Skill Target is (30 + (2.5 * 10)) or 55.

Skill Roll is 60 with a variance of 25% (15 points), a random number between 45 and 75.

Base Component Condition is the average of 150 (“Fine Semiconductors”), 100 (“Average Steel Component Case”), and 200 (“Perfect Ceramic Superconductors”), or 150.

Manufacturing Cost is (2.5 * 2.5 * 10) or 63 credits.

When Marcus attempts the manufacture, his Skill Roll returns 52.  Therefore:

Since the Skill Roll of 52 is 94% of the Skill Target of 55, the Base Skill Condition Modifier is 94.

The Base MaxCondition of the item is the average of the Base Component Condition (150) and the Base Skill Condition Modifier (94), or 122.

Using the round-off table, the resultant MaxCondition of the Ceramic Wiring Harness is 100, “Average”.

Manufactured equipment items have a resultant MaxCondition that varies depending on the manufacturer’s skill and quality of any equipment items used in the manufacturing process.  MaxCondition for equipment represents the maximum ‘hit points’ (or Condition) of the item when fully repaired.  This calculated value can be any integer value (typically between 1 and 500 points), and is a result of:

The player’s associated manufacturing skill value

The MaxCondition of any components or sub-components used

The MaxCondition of any equipment items used as components, relative to those item’s Average Condition
The Average Condition defined for items of the type being manufactured

To calculate a manufactured equipment item’s MaxCondition:

Tech is calculated as being the item’s (TechLevel –1) + (ManufactureDifficulty*.02)

Skill Target is calculated as being 30+(Tech*10)

Skill Roll Is calculated as being the player’s applicable manufacturing skill value, randomized by 25%.

Base Skill Condition Modifier is (Skill Roll / Skill Target), value capped to 2.0 (200%).

Base Component Condition is calculated as the average of the MaxCondition value for all components or sub-components used.

Base Component Equipment Condition is calculated by:

Calculating the ratio of each component equipment’s Average Condition relative to it’s Maximum Condition. For example, if the Average Condition of a ‘proton beam weapon’ being used as a component in the process was 125, and the weapon’s current MaxCondition was 155, the value used in the calculation would be (155/125)*100 or 124 (approximately “Average”).

Averaging the results of all component equipment items used in the manufacturing process.

Average Condition Multiplier for the item is (Base Skill Condition Modifier + Base Component Condition + Base Component Equipment Condition)/3. 

MaxCondition for the resultant item is the item’s AverageCondition * Average Condition Multiplier.

The Manufacturing Cost for manufacturing equipment items is (Tech*Tech*100), as the following table represents:

	Tech
	Cost
	Tech
	Cost
	Tech
	Cost
	Tech
	Cost

	0.5
	25
	3.0
	900
	5.5
	3,025
	8.0
	6,400

	1.0
	100
	3.5
	1,225
	6.0
	3,600
	8.5
	7,225

	1.5
	250
	4.0
	1,600
	6.5
	4,225
	9.0
	8,100

	2.0
	400
	4.5
	2,025
	7.0
	4,900
	9.5
	9,025

	2.5
	625
	5.0
	2,500
	7.5
	5,625
	10.0
	1,0000


An example of equipment manufacture:

Marcus is going to upgrade his Tech Level 2 Proton Accelerator Cannon to a Tech Level 3 version.  He has the required items to manufacture a Tech 3 Proton Accelerator Cannon:

A ‘Finely Crafted’ Tech 2 Proton Accelerator Cannon (Current MaxStructure is 145, Avg. Structure for items of this type is 122)

A ‘Perfect’ Waveguide Accelerator (a component with MaxStructure = 200)

An ‘Average’ Proton Emitter (a component with MaxStructure = 100)

Marcus has the Build Beam Weapon skill at level 4, with a skill value of 60.

The ManufactureDifficulty for a Tech 3 Proton Accelerator Cannon is 85.

The Average Condition for Tech 3 Proton Accelerators is defined to be 150.

For this example:

Tech is (3-1 + (75*.02)) or 3.5.

Skill Target is (30 + (3.5 * 10)) or 65.

Skill Roll is 60 with a variance of 25% (15 points), a random number between 45 and 75.

Base Component Condition is the average of 200 (“Perfect Waveguide Accelerator”), and 100 (“Average Proton Emitter”) or 150.

Base Component Equipment Condition is 145, since only one piece of equipment is being used in the manufacturing process.

Manufacturing Cost is 50+(3.5 * 3.5 * 100) or 1275 credits.

When Marcus attempts the manufacture, his Skill Roll returns 46.  Therefore:

Since the Skill Roll of 46 is 73% of the Skill Target of 63, the Base Skill Condition Modifier is 73.

The equipment item’s Average Condition Multiplier is the average of (Base Component Condition (150), Base Component Equipment Condition (145), and Base Skill Condition Modifier (73), or 123.

Since the new item’s AverageCondition is 150, the newly crafted Tech 3 proton accelerator cannon is created with a MaxCondition of 123% of average (150), or 185.

Item Storage System

Overview

Various ports in E&B will have a storage facility that players can use to store excess equipment.  Storage space is ‘virtually shared’ between all ports, so that items stored while at one port can be removed from storage at another.  Not all ports have access to storage facilities.

Details

Base resources and contraband items cannot be stored in these facilities.  This rule should minimize abuses by traders seeking to transport rare resources or contraband through dangerous territory.  A ‘NoStore’ bit should be added to the item definition structure to support this feature.

The storage area allocated to players is of dynamic size and will improve through gameplay.  Storage space upgrades will be an automatic process based on the characters trade level.  

Use the following table to determine the storage available for a given archetype:

	Archetype
	Initial Storage
	Storage Advancement

	Progen Warrior
	10
	+2 every 5 trade levels

	Progen Explorer
	10
	+2 every 5 trade levels

	Progen Trader
	15
	+4 every 5 trade levels

	Terran Warrior
	15
	+4 every 5 trade levels

	Terran Explorer
	15
	+4 every 5 trade levels

	Terran Trader
	20
	+6 every 5 trade levels

	Jenquai Warrior
	10
	+3 every 5 trade levels

	Jenquai Explorer
	10
	+3 every 5 trade levels

	Jenquai Trader
	15
	+5 every 5 trade levels


Item Valuation (Commodities) System

Overview

Commodities Exchange System

The commodities system is the system used to track the values of items in the economy.  Its main purpose is to provide a stable, player-driven economy to provide support for trade as a viable method of character advancement and wealth accrual.

All item transactions take place in a port’s Commodities Exchange Interface.  See the interface section (Game Details / Game Elements / Interface / Port / Commodities Exchange) for information about this interface.

At runtime, the server will track a database containing information about all aspects of a shard’s economy.  This database is made up of two parts: the Global Economic Database (or GED), and a series of Port Economic Databases (or PED).

These databases should be made available to customer support and community management tools so that the economic status of a shard can be analyzed, modified, and maintained.

Fixed Value Items

Two categories of items are handled in the economic system: Fixed Value and Flexible Value.  Fixed value items have their value either set by a designer or computed from the current global value of any components utilized to manufacture that item.  

Buying and selling of fixed value items has no effect on the global value of that item.

Common resources and all equipment are fixed value items.

Flexible Value Items

Flexible value items have their value modified by supply and demand, both on a local and a global scale.  When players purchase these items more often than selling them, their value increases.  When players sell them more often than purchasing them, their value decreases.  

Uncommon and rare resources, uncommon consumables, and manufacturing components are usually flexible value items.

Details

Global Economic Database (GED)

The following fields should be tracked in the GED for each possible item type:

	Field Name
	Description

	Value
	The current global average value of the item.

	FlexibleValue
	TRUE if the item value is ‘flexible’ and can change over time.

	HoldItem
	If set to TRUE, this item will no longer be created into the economy (i.e. it will never be spawned from a treasure/resource table and will no longer be sold in any commodities exchange).


The following fields are necessary for flexible value items only:

	Field Name
	Description

	LockGlobalValue
	If set to TRUE, the global value of the item becomes fixed at the current value, although local values can still fluctuate

	Rarity
	The rarity category of the item, used to maintain the item’s value appropriately.  Can be ULTRACOMMON, COMMON, UNCOMMON, SEMIRARE, RARE, and ULTRARARE.


The following fields are tracked for statistical analysis of the economy:

	Field Name
	Description

	TotalInExistence
	The total number of items of this name that are currently in the economy.  When items of this name are created, this value is increased.  This value is decremented when items of this name are destroyed or decay.

	CreatedThisDay 
	The total number of items of this name that have been added to the economy in the last 24 hours.  This includes items that have been dropped by mobs, purchased from exchanges, or otherwise created.  When recently created items have been consumed, sold, or destroyed, this counter is decremented.

	PurchasedThisDay
	The total number of times that this item has been purchased from any port in the last 24 hours.

	SoldThisDay
	The total number of items of this type that have been sold to any port in the last 24 hours.

	CurrentLowValue
	The most recent lowest local value that this item is offered for at any port.

	LowValueSource
	The commodities exchange that has this item is for sale at the CurrentLowValue.

	CurrentHighValue
	The most recent highest local value that this item is offered for at any port.

	HighValueSource
	The commodities exchange that this item is for sale at the CurrentHighValue.

	ValueLastDay
	The value of the item 24 hours ago.

	ValueLastWeek
	The value of the item 7 days ago.

	ValueWarning
	A flag set by the GED process if the value of a FlexibleValue commodity has fallen to 75% of the value of it’s fixed-value components, or increased above 150% of the value.


When the GED is first instantiated, the Value, FlexibleValue, and Rarity fields for each item are initialized to the values explicitly defined in the item data.  After this point, they can change freely and be modified directly by designers.

Port Economic Database (PED)

The following fields are tracked for each port commodities exchange:

	Field Name
	Description

	PortFaction
	Each port has an associated faction.  This faction is utilized do determine the port’s general reaction to the player.  The assigned faction can be any valid faction or none. 

The current faction list is: NONE, PIRATE, HIGHPORT, SOLSEC, MACGREGOR, NAVERRE, OBATA, AHZMUNDI, COLLEGIA, ELYSIUM, SABINE, SHAHADEM, and SHINWA.

Utilizing the player’s current reputation and the associated PortFaction, a Price Reputation Factor (PRF) is calculated.  This is a multiplier between 1.0 and 2.0 that dictates local price modification based on the character’s reputation.  See Character/Reputation System for more information.

	BuyFactorFixed
	Ports have a base ‘Buy Factor’ which is a multiple applied to an item’s current value when determining the price that an exchange will offer for an item.  BuyFactorFixed is used for fixed-value items that the exchange deals in (those that are sold at the exchange as well).

The default value for this variable is 0.3.  The range of this variable is 0.1 to 0.9.

	BuyAllFactorFixed
	Ports have an additional factor that is used when the exchange offers to purchase fixed-value items that are not sold at the exchange.

The default value for this variable is 0.15.  The range of this variable is 0.1 to 0.9.

	SellFactorFixed
	Ports also have a base ‘Sell Factor’ which is the multiple used to calculate the price at which fixed-value items are offered for sale.

The default value for this variable is 1.3.  The range for this variable is 1.1 to 3.0.

	BuyFactorFlexible
	As BuyFactorFixed but applies to flexible value items.  The default value for this variable is 0.75.

	BuyAllFactorFlexible
	As BuyAllFactorFixed but applies to flexible value items.  The default value for this variable is 0.4.

	SellFactorFlexible
	As SellFactorFixed but applies to flexible value items.  The default value for this variable is 1.25.


Each port also has an associated Commodities List.  This is a list of items that the exchange will sell.  The following associated fields are tracked for each commodity:

	Field Name
	Description

	ItemName
	the name of the item that the exchange sells.

	ReputationRequired
	The minimum reputation calculation value required before this item is offered for sale.

	BuyFactorOverride
	an override value for the port’s BuyFactor used for this item.

	SellFactorOverride
	an override value for the port’s SellFactor used for this item.

	LocalValue
	the current local value of the item (flexible value items only).

	RarityOverride
	overrides the rarity of the item at this port (flexible value items only).


Buying Items

When a player purchases an item from a port, the price at which that item is offered is (Value*SellFactor*PRF).

Value is the current value local or global value of the item.  If the item has a Flexible Value and is sold at the exchange, the LocalValue is used.  Otherwise, the GED value entry is used.

SellFactor is the SellFactorFixed/SellFactorFlexible or SellFactorOverride value.  When selling Flexible Value items, this factor should never be set below 1.05.

PRF is the Price-Reputation-Factor, calculated by the reputation system based on the player’s reputation and the port’s associated faction.  See the Reputation System for information about calculating the PRF.  The value range of a calculated PRF is 1.0 to 2.0.

If the item has a Flexible Value and is sold locally, the LocalValue for the item will immediately increase when it is purchased.  The amount that the local value changes is based on the item’s Rarity category as follows:

	Rarity
	Local Value Increase

	ULTRACOMMON
	0.1% of global value

	COMMON
	0.2% of global value

	UNCOMMON
	0.5% of global value

	SEMIRARE
	1% of global value

	RARE
	5% of global value

	ULTRARARE
	10% of global value


The local value can never exceed the global item value by more than 50%.

The local value can never drop below 50% of the global item value.

This change is applied only once for each stack of items purchased, regardless of the stack size.

Selling Items

When a player sells an item to a port, the price that is offered for the item is ((Value*BuyFactor)/PRF) if the port sells the item that is being purchased, and ((Value*BuyAllFactor)/PRF) if the port does not sell that item.

For fixed value items, BuyFactorFixed and BuyAllFactorFixed are used.  For flexible value items, BuyFactorFlexible and BuyAllFactorFlexible are used.

When the port is purchasing Flexible Value items, the BuyFactor should never be above 0.95.

As when buying items, if the item has a Flexible Value and is sold locally, the LocalValue of the item will change.  When items are sold to an exchange, the local value changes in exactly the opposite way as when items are purchased (i.e if a COMMON item is sold, the local value decreases by 0.2% of the global item value.

If a partial stack is sold, the local value decreases by the fraction of the number sold compared to the maximum stack size.  For example, if 5 units of RARE ore were sold and the ore item had a maximum stack size of 20, the local item value would decrease by ((5/20)*5)% or 1.25%.

Economic Update Process

Once every period (1 minute cycle at this time) the following process occurs:

The LocalValue of all FlexibleValue items in each PED ‘drift’ towards the GED Value (i.e. if the local value is less than the global value it will increase and vice-versa).  The amount of drift is up to 2% of the global item value.

Once every 10 minutes the following process occurs:

The Value of all FlexibleValue items in the GED are updated by averaging the LocalValues of those items at all commodities exchanges that sell them.  If the average LocalValue of an item is less than the GED Value, the GED Value is reduced by 1% of its current value.  If the average local value is greater, the GED value is increased by 1%.  The following checks are then made:

If the GED value drops below 50% of the sum value of any components, it may decay no further.  A warning flag (ValueWarning) should be set in the database to notify design.  This warning may indicate that the fixed values of this item’s components may need to be decreased.

If the GED value increases above 150% of the sum value of any components, the ValueWarning flag should also be set.  This warning may indicate that the fixed values of this item’s components may need to be increased.

The Value of all FixedValue, manufacturable items in the GED is updated by adding the values of all components together and adding 30%.

Commodity Events Manager

The CEM is a tool that allows designers to ‘spark’ the economy by generating artificial demands for commodities.  Designers can add various events to modify the buy and sell factors of various commodities at each commodities exchange.  

These events are temporary or cyclical only, and should not be used to permanently ‘patch’ a problem with the economic system.  

Several categories of events can be managed by the CEM:

	Event Type
	Description

	Global Value Modification
	Causes the global value of any fixed-value item to be arbitrarily reduced or increased by a percentage for a specified period.  This will affect the prices of this item at all available exchanges.

	Global Availability Modification
	Causes a temporary ‘shortage’ of an item for a specified period.  While active, the item will no longer be spawned as treasure.

	Port General Factor Modification
	Temporarily increases or reduces a port’s overall buy and/or sell factors to simulate exchange-wide sales or price-raises.

	Port Item Factor Modification
	Temporarily increases or reduces the buy and/or sell factors on an individual item at a specific port.  This can be used to create an artificial demand or over-supply of a specific item.


CEM events are defined with an envelope describing the change in values over time.  This is accomplished with time/value pairs as such:

	Time
	Value
	Description

	T1 = 4 hours
	L1 = +35%
	After event is started, item value increases by 35% of the base value in a period of 4 hours.

	T2 = 20 hours
	L1 = +40%
	At hour 4, the value is +35%.  From hours 4 to 24, the value slowly increases to +40%.

	T3 = 4 hours
	L1 = 0%
	At hour 24, the value begins to decline from it’s high of +40%.  At hour 28, the value returns to normal.


Flexible-price Commodities

Calculation of Global Item Values

Each E&B Galaxy should keep an individual database representing the average value of an item across all exchanges.  Once every 10 minutes or so the server should recalculate and update these averages. 

This database is known as the Global Item Value database and will be useful in maintaining the appropriate vendor pricing of items regardless of item inflation or deflation problems.  This database should be closely monitored as an early warning sign for economic problems.

Initial Buy and Sell Pricing

Initially, the base price that a port will sell an item for will set to the value defined in the Global Item Value database which represents the average selling value that that item has across all ports.

The initial values for the Global Item Value database should be designer set from the value field assigned to all items.  At the initial server startup, these values will be used, but should gradually change to reflect the true street value of the item.

Effects of Item Sales

When a player offers to buy an item from a port, the price offered is the (local average price * local deal multiplier * the player’s Price Reputation Factor).  The local deal multiplier is a value that is assigned for each port, reflecting whether the port offers generally good or poor deals.  It must be equal or greater than 1.25.  Players with a perfect reputation value of 1.0 can then purchase items for 1.25 X the local base price.

When any player purchases an item from a port, the local item sell price should increase by a percentage of the global value.  The actual percentage of increase should be based off of an Item Rarity Category value defined for each item.

Item Rarity Categories are: fixed (0% increase), very common (0.2% increase), common (0.5% increase), uncommon (1% increase), rare (10% increase), and ultra rare (30% increase).  These increase values will control the rate at which players wish to purchase items offered at vendors.  Common items can be purchased often by players at a location without significant price increases, while rare items will only occasionally be sold since a few purchases will drive the local price up quickly.

If the item has not been purchased by any player for a period of 10 minutes, the item’s sell price should decrease by a percentage of the global value, again based on item commonality.  These are currently:  very common (10%), common (10%), uncommon (5%), rare (10%), and ultra-rare (5%). 

With the initial price decay figures, players can purchase 50 very common items of each type every 10 minutes without changing the local value of that item.  For common items, the rate is 20 every 10 minutes.  For uncommon, 5 items can be purchased.  For rare, 1 item can be purchased.  For ultra rare, only 1 item can be purchased per hour to maintain price stability at that location.

The item’s sell price should never fall below 50% of the global item value, and should never exceed 150% of the global value.

Effects of Item Purchases

When an exchange offers to purchase an item from a player, it will always offer 50% to 75% of the current local value as the base price for that item.  This value is scaled based on the player’s reputation price factor and also by the item’s condition value (from 1% to 150%).

When an exchange purchases an item from a player, the item’s local sale price will degrade by the appreciation values based on item commonality.

As before, the item’s base local sale price should never fall below 50% of the global item value, and never exceed 150% of that value.

Overall Impact on Item Economy

Since the item buy and sell prices for an exchange are linked, items that are commonly purchased in a sector (i.e. a specific component for a manufacturing process) will drive up both the buy price and the sell price at starbases in that sector to a point where players will seek to purchase these items at exchanges that are less frequently visited or from other players.

If the item’s initial global value is set incorrectly, it will self-adjust since prices will gradually raise or lower in all exchanges.

Additionally, the global value will self-modify to reflect changes in item inflation or deflation for that item.  This can be closely monitored and used to determine the rate at which items of a type are dropped by MOBs, so that more powerful items are rarer and always more valuable.

At exchanges where players rarely purchase items of a type (because of danger or location), or exchanges where players commonly dump items such as collected resources from a nearby planet, the buy and sell price of those items will degrade.  Players can opt to visit such exchanges to purchase items at 50% of the global item value.  Taking these items to an exchange where the items are commonly purchased (where the local value is up to 150% of the global value), they can sell these items for up to 75% of the global value, thus making up to a 50% profit on the shipment.  This is a perfect-case scenario, since item values should rarely fluctuate to such extremes.  Also, the player must have a perfect faction reputation with the exchange so as not to suffer the up to 2X price penalty.

An additional effect of a player unloading a valuable cargo at a heavily trafficked exchange is that it will drive down the sell price for that item temporarily.  

The rate at which the item value inflates or degrades is a primary factor in controlling value extremes.

Game Elements

Mobs (Mobile NPCs)

Mob Field Descriptions Table

	Variable Name
	Description

	*MobType
	Describes the basic target type of the mob’s ‘pilot’: SENTIENT or NONSENTIENT

	BaseCha
	Base charisma attribute (0-100)

	BaseDex
	Base dexterity attribute (0-100)

	BaseInt
	Base intelligence attribute (0-100)

	Profession
	Mob’s profession (WARRIOR, EXPLORER, TRADER, or OTHER)

	Race
	Mob’s race (PROGEN, JENQUAI, TERRAN, or OTHER)

	Combat
	Combat level of the mob (0-50)

	Trade
	Trade level of the mob (0-50)

	Explore
	Exploration level of the mob (0-50)

	*CharacterResID
	Art resource identifier of the model used for ship-to-ship communications

	(Skill Listing)
	(List of skills assigned to mob)

	    *SkillName
	The skill name of a skill assigned to the mob

	    *SkillLevel
	The level of this skill assigned to the mob

	    *SkillValue
	The value of this skill assigned to the mob.

	
	


Mob Attributes

Mob Type (MobType)

This value represents the base type of the mob’s ‘pilot’. 

Can be either sentient or nonsentient.  

Value is used to determine susceptibility to specific psionic and other game effects.

Base Charisma (BaseCha)

This is the basic charisma attribute, unmodified by level assignment.  It is used to calculate skill values of skills that have been assigned to the mob.

Range is 1-100.

Base Dexterity (BaseDex)

As Base Charisma, but represents the dexterity attribute.

Range is 1-100.

Base Intelligence (BaseInt)

As Base Charisma, but represents the Intelligence attribute.

Range is 1-100.

Profession (Profession)

Can be warrior, explorer, trader, or other.  

Represents the base profession of the NPC, and is used to determine default skillset and other properties.

Race (Race)

Can be Progen, Jenquai, Terran, or other. 

Represents the race of the NPC, and is used to determine the default skillset and other properties.

Combat Level (Combat)

The current combat level of the mob.

Range is 0 – 50.

Exploration Level (Explore)

The current exploration level of the mob.

Range is 0 – 50.

Trade Level (Trade)

The current trade level of the mob.

Range is 0 – 50

Character Resource Identifier (CharacterResID)

The art resource identifier for the model used in ship-to-ship communications.

Skill Listing

This is a list of skills that can be utilized by the mob. 

Skill Name (SkillName)

The name of the skill that the mob can utilize

Skill Level (SkillLevel)

The level at which the designated skill can be employed by the mob.

Skill Value (SkillValue)

The value at which the mob employs the designated skill.

Hull Attributes

Mob hull attributes are identical to PC hull attributes.  See Ship / PC & Mob Hulls for a listing of hull attributes.

Equipment and Treasure Rules

Treasure and Equipment Tables

NPC equipment and treasure should be defined with the same tool and process that defines other NPC attributes.  Equipment and treasure table entries should be identical in functionality, with the differentiations that the item is to be equipped and useable by the NPC logic package and the chance that the equipment will be available as treasure.  Thus it should be possible to randomly generate NPC equipment.

If more equipment items are generated than there are available equipment places for the NPC, the extra equipment items should be ignored.

When defining NPC equipment, a FP should be available for each entry that determines the chance that the equipment will be generated as treasure.  Note that such equipment can be dislodged into space during combat.  This will usually occur 20% of the time when the system is destroyed, although special targeting skills may increase this chance.

NPCs that are classified as indigenous life should be able to utilize the same equipment/treasure system, although equipped systems will never be dropped during combat.  In this way an NPC will appear to be equipped with natural weapons and systems that are analogs to game weapons without having to redefine such systems for specific use by the NPC.

Each equipment or treasure entry can be either an object type or a treasure table entry.  Each entry should also have two integers that describe the minimum and maximum number of items that can occur. 

Treasure tables are a list of objects or pointers to other treasure tables and a chance for each entry that the item (or table) will be generated.  An entry at the beginning of the table should determine how the table chance entries should be treated, and can be either ‘independent’, ‘dependent’, or ‘counted’.  If the random type is ‘independent’, the chance for each entry is individually out of 100%, and the sum of chances listed in the table will not always add up to 100.  If the random type is ‘dependent’, all entry chances should add up to 100%, and only one item of the list will always be generated.  If the random type is ‘counted’, the chance entry will specify that, out of every n NPCs created with the treasure entry, only one random NPC will carry it. 

Chances listed for items in the main definition file are independent of each other, and will not add up to 100.

Example equipment/treasure table ‘pseudo-code’ could be as follows:

[main definition for pirate miner NPC]

[equipment]

Random=Independent; //entries are independent of each other

SmallLaser, 100.0, 50.0; // generated 100% of the time, 50% of generated items become treasure when destroyed.

SmallPhotonCannon, 30.0,0.0; // for second weapon slot, 30% of the time.  No chance of appearing as treasure

<MissileTable1>, 100.0, 1, 1, 25.0; // always generate one entry from missile table

BasicMagnoShield, 100.0, 25.0;

[treasure]

Random=Independent;

Credits 100.0, 1000,2000;  // between 1000 to 2000 credits 

<PirateTreasure1> 100.0, 1, 3; // 1 to 3 goodies from basic table always

<PirateTreasure2> 25.0, 1, 3; // 25% of pirates will contain additional special treasure!

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

 [MissileTable1]

Random=dependent; // entry chances should add up to 100%

<LongRangeMissileGroup> 50.0, 1, 1; 

<ShortRangeMissileGroup> 25.0, 1, 1;

NULL, 25, 0, 0; // nothing is generated from this table 25% of the time.

[LongRangeMissileGroup]

Random=independent;

LongRangeMissile 100, 1, 1; // always generate

LongRangeAmmoPack 100, 5, 10; // make 5-10 rounds

[ShortRangeMissileGroup]

Random=independent;

ShortRangeMissile 100, 1, 1;

ShortRangeAmmoPack 100, 5, 10;

[PirateTreasure1]

Random=independent;

DeadPiratesLeg 20, 1, 1;

PirateHat 40, 1, 1;

<OreTreasure1> 40, 2, 4; // make 2-4 ores

[OreTreasure1]

Random=dependent;

NiceOre 50, 1, 1;

UselessOre 50, 1, 1;

[PirateTreasure2]

Random=counted;

ReallyNiceGoodie 50, 1, 1; // one out of every 50 pirate treasures will have the really nice goodie

ReallyReallyNiceGoodie 250, 1, 1; // one out of every 250 pirate treasures will have the RRNG

SuperNiceGoodie 2500, 1, 1;

Corpses and Treasure Collection

When the NPC becomes incapacitated, equipment marked as treasure and any cargo/treasure items should be placed in a corpse item.  Only players in the group that has done majority damage may tractor the treasure from the corpse for a timeout period (for now, 5 minutes), after which anyone may loot the corpse.

HUD locating displays (i.e. indicators around objects to make them more visible) should be color coded to indicate if an object is lootable by the player.

When a corpse has been completely looted, or after a specific period has elapsed (for now, 10 minutes) the corpse should be destroyed.

Items ejected into space during combat may only be tractored by the members of the group who  knocked the equipment free.  After a timeout period (5 minutes) anyone may tractor the item.  Free floating items of this type should decay in 10 minutes.

When credits are generated as treasure, they should appear as a cargo object.  When this object is tractored from space or a corpse, the credits are added to the player’s carried total.  

If a cargo breach occurs (defined as whenever a unarmored quadrant receives 25% cumulative additional damage) during combat, 25% of the time ¼ of the NPC’s credits will be released as a separate object (if any exist), otherwise a random non-equipment treasure item will be released.

Mob Spawning Rules

Technical Specifications for Spawn Points

Spawn points should have the following initial attributes:

1.  Visual representation

This will represent the animation or effect that occurs when the point generates a mob.  Potential effects can be:

Wormhole opens and mob appears

Mob ‘uncloaks’ and fades into appearance while traveling away from spawn point

Mob instantaneously appears without effect

Mob is ‘constructed’ and appears after a building animation for mob geometry occurs

Mob is launched from spawn point, as in when appearing from a capital ship

2.  Mob types

The spawn point should be capable of generating a random mob from a database of mobs pertinent to the spawn point class.  The spawn point will generate and maintain an assigned number of each mob type in its associated list, with each mob type having a creation frequency and max count entry.  This will require the spawn point to keep track of each mob it has created.

3. Applied mob properties

The spawn point should be able to modify the initial properties of the mob that is being generated.  Properties that should be modifiable are:

Target destination or path for mob to travel

Target object for mob to engage

Aggressiveness of mob

Maximum wandering distance of mob from spawn point

4.  Enable / Disable

Triggered events should be able to disable or enable spawn points.

5.  Cyclic Spawning Frequency

Spawn points should have a creation frequency and generated mob max count multiplier that can be set to cycle between a high and low value.  This should allow a spawn point to produce a large number of mobs at a high frequency and then slowly become dormant for a period.

6.  Mob attachment

Spawn points should be attachable to mobs, so that they follow the mob’s path and are destroyed if the mob is.

7.  Mob disable list

Spawn points should be able to destroy spawned mobs if destroyed

8.  Spawn point communication

Spawn points should be able to maintain a list of related spawn points for notification purposes.  This list may be used to disable other spawn points when disabled, or change the spawn rate or class of mob spawned on cue.

Specifications for Spawn Point Generation

This system will need to be able to generate and distribute spawn points in a sector of space, and will be accessed from the game editor tool.

Systems for both random and manual generation of spawn points should be provided for in the tool.

Random spawn point generation should follow a defined heuristics set, selected from a database, which is appropriate to the space sector or planet where the generation occurs.  The exact final distribution heuristics are currently TBD.  

Distribution point density for planets should be based on planet type and planetary difficulty setting. 

Distribution point type for planets should be based on the planetary terrain on which the point is being created (if possible), and planetary difficulty setting.

A function should be available in the game editor tool to remove all spawn points from a sector, and to repopulate a sector.

The point generation system should be expandable so new distribution characteristics can be added as needed.

Agression Rules

Combat Rules

Turret System

Overview

Turrets are non-mobile objects that carry weapons and systems to be employed against hostile players and NPCs.  They are frequently attached to larger objects such as space stations and capital ships, but may be placed freely in space and on planets as well.

Turrets are like mobs in the following ways:

· They may utilize most weapons and systems.

· They may utilize a shield device.

· They have a hull structure in the same way that ship-type mobs have.

· They may have assigned skills.

· They can have assigned damage resistances.

· They utilize the treasure table system.

· They can be designed using the NPC generation tool.

· They use the same combat damage allocation system as ships, although quadrant damage is irrelevant.

· They reward combat experience when destroyed.

Turrets are unlike mobs in the following ways:

· They do not move.

· They only require a simplistic AI system (i.e. evaluate targets in range and attack when appropriate).

· They never have an associated talk-tree or attempt to communicate with a player.

· They may be attached to a larger object.  If the larger object moves, they move with it.

· They eventually ‘reconstruct’ themselves after being destroyed.

· For combat and effects application purposes, they are always treated as unintelligent ship target types.

Details

Combat Systems

Damage Delivery Systems

Weapon Delivery Systems

Three basic combat damage delivery systems exist in E&B: Beam, Projectile, and Missile.  Although ships may take damage from other sources (such as collision or special effects), a majority of damage will be delivered through these weapon systems.

Beam, Projectile, and Missile weapon systems differ in the way they deliver damage only (chances to hit, countermeasures available, etc).  Damage that has been applied to a target is always treated the same, regardless of the source of the damage.

Beam Weapons

Overview

Beam weapons are typically short range, high damage output weapons that consume great quantities of energy.  

Beam weapons suffer from damage falloff over range.  From point blank to half of the weapon range, damage is normal.  At ranges greater than half of the weapon range, damage linearly degrades to 1 point.  At the maximum range listed for a beam weapon, it will only produce 1 point of damage.  Beam weapons can deliver Energy,  EMP, and Effect damage types only.

Equipment Definition

Beam weapons have the following properties used in damage delivery calculations:

	Property Name
	Type
	Description

	DamageType
	String
	The type of damage delivered by the weapon (ENERGY, EMP, EFFECT)

	Damage
	Integer
	Base amount of damage delivered upon a successful hit

	ActivationDelay
	Float
	Seconds elapsing before weapon is available after firing

	Range
	Integer
	The maximum range for the weapon.

	EnergyActivation
	Integer
	The energy consumed when firing the weapon

	DamageEffect
	String
	Type of additional effect (such as a blinding or leaching effect) applied to target if damage is applied.  This will not be used for most weapons.


Weapon Attack Requirements

Before an attack can be attempted with a beam weapon:

· The target must be of a valid target type

· The target must be in range

· The weapon must have 1 Condition point

· The weapon must not be in a delay state

· The weapon must not be disabled by an external effect.

· There must be enough available energy to fire the weapon. 
If an attack is not possible and the weapon is in auto-fire mode, a UI indicator will show if the target is out of range or other attack conditions have not been met. 

 If the weapon is in single-fire mode, a message will be generated indicating what condition has caused the weapon to become unavailable.

Weapon Attack Process

If all attack conditions have been met, the weapon fires.  

At this time, energy is deducted from the ship’s energy pool and a visual and audio effect occurs.  What visual and audio effects are used is determined by the item’s base activateable properties VisualEffectID, VisualEffectBrightness, VisualEffectDuration, VisualEffectTintR, VisualEffectTintG and VisualEffectTintB.  See the AV Effects System section for more information.

If the beam weapon is in a Malfunction State, there is a 25% chance that it will misfire.  Misfiring will cause a different visual and audio effect than a normal attack, and damage is halved for the attack.

Hit calculations are then performed to determine if the attack was successful.  On success, damage is calculated and then applied to the target.

Hit Calculation

The chance to hit when employing a beam weapon is based on the player’s beam weapon skill and the visual cross section of the target.  Players always have a beam weapon skill ranging from 25 to 300.

When the player fires a beam weapon at a target location, the correct firing angle is first determined.  This angle is then randomly modified based on the player’s skill.  If the new firing angle intersects the target, a successful attack is made and damage is applied to the target.  Higher skill amounts reduce the amount of angle randomization so that firing becomes more accurate at longer distances.

Exact equations used for hit calculation are TBD.

Damage dealt to the target is independent of the accuracy of the attack.  A near miss deals no damage and a near hit deals full damage.

Damage Calculation

If a successful hit has been determined, damage is first calculated and then applied to the target.  See Combat Damage Allocation for the rules of how the calculated damage should be applied.

Base damage for a beam weapon is defined in the Damage field for the beam weapon item.

This damage amount is reduced or increased based on the beam weapon item’s current Max Condition relative to the item’s Average Condition.  This is linearly scaled such that: a beam weapon with a Max Condition of 1 will have damage reduced by 35%, a beam weapon with a Max Condition = Average Condition will have damage unchanged, and a beam weapon with Max Condition = (Average Condition x 2) will have damage amounts increased by 35%.

If the target’s range is greater than half of the beam weapon’s Range field, damage is reduced linearly so that max damage is dealt at (Range / 2) and 1 point of damage is dealt at Range.

If the beam weapon has misfired, damage is then halved. 

At this point, a check for a Critical Hit is made.  If the player has the Critical Hit skill, there is a 0.166% chance per point of skill that a critical hit occurs.  If a critical hit occurred, damage values are increased based on the SkillLevel of the critical hit skill, and a special UI display notifies the user of the critical hit.  See  Game Details / Skills for more information.

Minimum damage is always 1 point for a successful hit, regardless of conditions.

Firing Delay

After firing, the weapon enters a delay state.  The weapon will not be available until ActivationDelay seconds have elapsed. 

 If the beam weapon is in a Malfunction State, the ActivaitonDelay value is considered to be 150% of normal.

Game Effects

Note that the weapon’s Damage, ActivationDelay, Range, and EnergyActivation values can be modified by the game effects system.  See the Game Effects design section for more information. 

Projectile Weapons

Overview

Projectile weapons are energy efficient weapons that require ammunition to fire.

Projectile weapons do not suffer from damage falloff as beam weapons do.  They will deliver full damage to any target within range.

Projectile weapons utilize the same hit calculation system as beam weapons. 

Projectile weapons can deliver Impact, Explosive, Plasma, or Effect type damage. 

Equipment Definition

Projectile weapons have the following properties used in damage delivery calculations:

	Property Name
	Type
	Description

	AmmoType
	String
	Type of ammunition used.

	ActivationDelay
	Float
	Seconds elapsing before weapon is available after firing

	Range
	Integer
	The maximum unit range for the weapon.

	EnergyActivation
	Integer
	The energy consumed when firing the weapon

	RoundsFired
	Integer
	The number of ammunition rounds released each time the weapon is fired


Ammunition Definition

Projectile ammunition has the properties used in damage delivery calculations:

	Property Name
	Type
	Description

	AmmoType
	String
	String used for ammo type comparisons

	DamageType
	String
	Type of damage delivered by this ammunition (EXPLOSIVE, IMPACT, PLASMA, or EFFECT)

	Damage
	Integer
	Amount of damage applied on a successful hit

	DamageEffect
	String
	The type of additional effect (if any) applied to the target if damage is applied

	MaxStack
	Integer
	The maximum number of rounds in a stack of this ammunition type.

	AmmoSpeed
	Integer
	The speed at which the ammunition travels.


Weapon Attack Requirements

Before an attack can be attempted with a projectile weapon:

· The target must be of a valid target type

· The target must be in range

· The weapon must have 1 Condition point

· The weapon must not be in a delay state

· The weapon must have ammunition loaded or there must be ammunition of the appropriate AmmoType available in the ship’s cargo.

· There must be enough available energy to fire the weapon

· The weapon must not be disabled by a game effect.

If the weapon is not loaded, it will automatically the first stack of available ammunition it can find in the ship’s cargo.  An ‘ammo loaded’ sound effect and message should be shown (‘ammunition loaded into %weapon:Name%’) at this time, and the weapon experiences a 1 second delay before firing.

If an attack is not possible and the weapon is in auto-fire mode, a UI indicator will show if the target is out of range or other attack conditions have not been met. 

 If the weapon is in single-fire mode, a message will be generated indicating what condition has caused the weapon to become unavailable.

Weapon Attack Process

If all attack conditions have been met, the weapon fires.

At this time, energy is deducted from the ship’s energy pool, the stack of loaded ammunition is reduced by RoundsFired, and a visual and audio effect occurs.

The VisualEffectID field determines the firing effect representation.  This identifier references an effect package that determines visual and audio effects and sequences shown on the client when the weapon fires.  Note that the process that initializes this effect sequence must provide the number of rounds actually fired so that the representation can change if less than RoundsFired are fired.  See the AV Effects section for more information.

The color of the visual effect is based on the VisualEffectTint parameters.

The ammunition’s AmmoSpeed parameter is also used by the AV effects system.

At the time of firing, there is a percentage chance that a projectile round will jam (be lost) each time a round is fired.  This occurs if the weapon’s Max Condition is below the weapon’s Average Condition.  This chance is zero if Max Condition is equal or greater than Average Condition, and increases linearly to 35% as Max Condition degrades from Average Condition to 1 point. 

This chance is applied to each round fired.  For example, if the weapon fires four rounds at once, the check is made for each round.  If 2 of them jammed, only two are actually fired in the volley and damage amounts are half of normal.

Weapon jamming will cause a different visual and sound effect than a normal attack.

Unless all shells fired have jammed, hit calculations are performed to determine if the attack was successful.  On success, damage is calculated and then applied to the target.

Hit Calculation

Hit calculation for projectile weapons is identical to that of beam type weapons.   Exact equations used are TBD.

Each round fired requires a separate hit calculation.

Damage Calculation

Damage delivered by a projectile weapon per round fired is specified by the ammunition item utilized.  Base damage is the ammo item’s Damage field multiplied by the number of rounds that successfully hit.  

The base damage value is not modified by range or quality of the weapon. 

Before damage is applied, a Critical Hit check is made for each round fired.  This is the same as used for beam weapons.  If a Critical Hit succeeds, damage amounts are modified for that round based on the SkillLevel of the character’s critical hit skill.  See Game Details / Skills for more information. 

Minimum damage is always 1 point per round that hits the target, regardless of conditions.

Firing Delay

After firing, the weapon enters a delay state.  The weapon will not be available until ActivationDelay seconds have elapsed. 

 If the projectile weapon is in a Malfunction State, the ActivationDelay value is considered to be 150% of normal.

If the weapon is of superior quality (i.e. Max Condition exceeds Average Condition), the item gains a percentage reduction in delay.  This reduction is 0% if Max Condition = Average Condition and scales to 35% if Max Condition = (Average Condition x 2).

Game Effects

Note that the weapon’s ActivationDelay, Range, RoundsFired, and EnergyActivation values can be modified by the game effects system. Also, the ammunition’s Damage value can be modified.   See the Game Effects design section for more information. 

Missile Weapons

Overview

Missile weapons are extremely energy efficient, long-range weapons that require expensive ammunition to utilize.

Missile weapons differ from other damage delivery systems by the fact that they may be countered.  Several variations of anti-missile systems exist:  Beam AMS, Missile AMS, and Field AMS.

Utilizing a missile weapon does not require any skill on the player’s part.  The accuracy of a missile weapon is dependant on the quality of the weapon itself.

Missile weapons may deliver Explosive,  Plasma, EMP, or Chemical Effect type damage. 

Equipment Definition

Missile launchers have the following properties used in damage delivery calculations:

	Property Name
	Type
	Description

	AmmoType
	String
	Type of ammunition used.

	ActivationDelay
	Float
	Seconds elapsing before weapon is available after firing

	EnergyActivation
	Integer
	The energy consumed when firing the weapon

	RoundsFired
	Integer
	The number of missile rounds consumed when firing the weapon


Ammunition Definition

Missile ammunition have the following properties used in damage delivery calculations:

	Property Name
	Type
	Description

	AmmoType
	String
	String used for ammo type comparisons

	Range
	Integer
	The maximum range for the missile

	Maneuverability
	Integer
	The missile’s maneuverability rating used for to-hit calculations.

	DamageType
	Type
	Type of damage delivered by this missile (CHEMICAL, EMP, EXPLOSIVE, PLASMA, or EFFECT)

	Damage
	Integer
	Amount of damage applied on a successful hit

	DamageEffect
	Type
	The type of additional effect (if any) applied to the target if damage is applied

	MaxStack
	Integer
	The maximum number of rounds in a stack of this ammunition type

	AreaEffectRange
	Integer
	If nonzero, damage is applied to every valid target within the radius.  Damage amounts are scaled based on proximity to the detonation point.


Weapon Attack Requirements

The weapon attack requirements are identical to those of projectile weapons, with the exception that the range at which the weapon can be fired is determined by the ammunition and not by the launcher device. 

Weapon Attack Process

The weapon attack process is identical to that used by projectile weapons.

Hit Calculation

The chance for the missile to hit is determined at the launch of the missile.  This chance will be re-rolled if the missile crosses a field AMS boundary.

A separate hit calculation is required for each missile round fired.  

The base chance to hit when utilizing a missile weapon is determined by an opposed roll of the missile ammunition’s Maneuverability attribute (source) vs. the target’s Maneuverability attribute (target).  If the target has no applicable attribute, the hit calculation is always successful.

The source ‘die’ will be initially penalized based on the conditions at the time that the calculation takes place.  These penalties do not apply on hit re-calculations caused by field AMS systems.  The applicable penalties are as follows:

If the missile launcher is not mounted on a turreted mount, a penalty is applied based on the angle between the player and the target on the player’s x-y or x-z plane location.

· First, the angle between the player and target is determined on the x-y plane.  Then the angle between the player and target is determined on the x-z plane.  The larger of these angles is used for the calculation.

· If the target is directly in front of the player (0 degrees), no penalty is incurred.

· If the target is directly behind the player (180 degrees), the source ‘die’ is penalized by 50 points.

· The actual penalty is linearly extrapolated between the extremes, so that targets residing at 90 or 270 degrees would cause a 25-point penalty to be applied to the source die.

A second penalty applies based on the relative velocity between the player and target at the time of firing.  No penalty applies if the relative velocity is zero.  The maximum penalty is 50 points if the absolute relative velocity is equal to or greater than 350 units per second.  This actual penalty should be linearly extrapolated between the two extremes, so that a relative velocity of 175 units per second would cause a 25-point penalty to be applied to the source die.

Once penalties have been calculated, an opposed roll is made between the modified source and target maneuverability values.  A successful hit occurs if random(source) >= random(target).

Damage Calculation

Base damage calculations are identical to those used by projectile weapons, with the following exceptions:

No critical hit damage bonus is applicable.

Individual missiles in a group may have been intercepted and destroyed by AMS systems.  If this happens, damage delivered should be reduced by an appropriate amount, i.e. if 3 missiles were fired and were all determined to hit, and one was destroyed, damage is reduced by 1/3.  

If AreaEffectRadius has been specified in the loaded missile ammunition item, damage is applied to the target and all valid targets within AreaEffectRadius units of the target.  Damage to the target is 100% of base.  Damage to other targets is linearly scaled down based on distance so that targets that are AreaEffectRadius units away from the target only take 1 point of damage.  

Firing Delay

Firing delay calculations are identical to those used by projectile weapons.

Beam AMS

Overview

A beam AMS system is equipment that is mounted in a system slot on the ship.  It utilizes a small beam weapon to attempt to destroy incoming missiles targeted at the player or group members within the system’s protective radius.  

Beam AMS systems utilize the player’s beam weapon skill to determine success when attempting to destroy an incoming missile.

Beam AMS systems require no ammunition.

Equipment Definition

Beam AMS systems have the following extended properties:

	Property Name
	Type
	Description

	InterceptEnergy
	Integer
	The number of units of energy consumed when firing on an incoming missile.

	ActivationDelay
	Float
	The number of seconds elapsing after utilization before the system can target a new missile.

	Range
	Integer
	The unit radius range that the AMS system protects.  Any friendly targets within this radius are protected by the AMS system.

	Pulse
	Integer
	The number of times the AMS system will fire on an incoming missile or missile group.

	FiringEffectID
	ID
	The ID of the visual representation effect package used for this AMS system when firing.  This ID will determine visual and audio effects produced on the client

	SkillMod
	Integer
	A bonus or penalty that is applied to the player’s Beam skill when calculating AMS interception success.


Activation Requirements

All beam AMS systems are auto-fire only.  They can be switched on and off, but not instantaneously activated.  The only requirement for switching ‘on’ a beam AMS system is that it has at least 1 Condition point.  When switched on, the system itself will not function until all other requirements have been met.

If the system is switched on and the following requirements are met, the AMS system will automatically attempt an interception:

· There is enough available energy to utilize the system

· An incoming missile targeting the player or friendly units within Range has crossed the N-second to impact threshold (N being any constant >= 1).  The system will target the incoming missile regardless of the missile’s hit success rolls.  Note that if Range is set to zero, the AMS system only protects the character equipping it.

· The system is not in a delay state

· The system has at least 1 Condition point

· The system must not be disabled by an external effect.

If the system is in a Malfunction State, there is a 50% chance that the system will not attempt an interception if all activation requirements have been met.  In this situation, an error message is displayed to the player: (‘Beam AMS system has malfunctioned.’)

Activation Process

When the system attempts an interception, InterceptEnergy units of energy are immediately removed from the ship’s energy pool and a visual and audio effect occur indicating the interception in progress.  Note that this is not the EnergyActivation variable for the item, but a separate value defined only for Beam AMS sytems.

FiringEffectID determines the visual and audio effect utilized when attempting an interception.

Success Calculation

The successful interception calculation utilizes an opposed roll.

The source die is the player’s beam skill divided by 2. 

The source die is then modified positively or negatively by SkillMod.

The source die is then  modified by the system’s current Max Condition relative to it’s Average Condition.  This is linearly scaled such that: a beam AMS with a Max Condition of 1 will have the source die reduced by 35%, a beam AMS with a Max Condition = Average Condition will have no die bonus or penalty, and a beam weapon with Max Condition = (Average Condition x 2) will have a source die bonus of 35%.

The target die is the incoming missile’s maneuverability rating.

If random(source) >= random(target), missile interception is considered to be successful.

This calculation is repeated Pulse times and the total number of successes are tallied.

Success Results

If the incoming missile object represents only one missile, it is destroyed on any success.

If the incoming missile represents a group of missiles, the number of missiles in the group is reduced by the number of successful interceptions.  If no missiles are remaining in the group after reduction, the missile group is destroyed.

Missile groups that have had missiles removed should deliver appropriately less damage on impact.  

Visual effects should properly represent missiles being destroyed out of a group.  

Utilization Delay

After attempting an interception, the system enters a delay state.  It will not attempt to intercept incoming missiles again until ActivationDelay seconds have elapsed. 

Missile AMS

Overview

Missile AMS systems are similar to Beam AMS systems but differ in the fact that they require ammunition and utilize no skill on the player’s part for interception success calculations.

Equipment Definition

Missile AMS Systems have the following extended properties:

	Property Name
	Type
	Description

	Ammo Type
	String
	Type of ammunition used.

	Delay
	Float
	Seconds elapsing before system is available after utilization

	Energy
	Integer
	The energy consumed when the system attempts an interception

	Range
	Integer
	The unit radius range that the AMS system protects.  Any friendly targets within this radius are protected by the AMS system

	RoundsFired
	Integer
	The number of ammunition rounds consumed when the system attempts an interception


Ammunition Definition

Missile AMS ammunition uses the following extended properties:

	Property Name
	Type
	Description

	Type
	String
	String used for ammo type comparisons

	Range
	Integer
	The maximum range for the AMS missile

	Maneuverability
	Integer
	The AMS missile’s maneuverability rating used for interception calculations.

	Stack
	Integer
	The maximum number of rounds in a stack of this ammunition type

	FiringEffectID
	ID
	The ID of the visual representation effect package used for this system when an interception is attempted.  This ID will determine visual and audio effects produced on the client.


Activation Requirements

Activation requirements for missile AMS systems are identical to those of beam AMS systems, with the addition that there must be available AMS ammo loaded into the system for it to activate.

Ammunition loading rules and interface are identical to those used by missile weapons.

As with Beam AMS systems, If the system is in a Malfunction State, there is a 50% chance that the system will not attempt an interception if all activation requirements have been met.  

Activation Process

When the system attempts an interception, Energy units of energy are immediately removed from the ship’s energy pool and a visual and audio effect occur.  Also, RoundsFired ammunition units are expended from the ammunition stack.  

There is a chance any time the system attempts an interception that one or more rounds fired will ‘jam’.  This chance is 0% if the system’s Max Condition is equal or greater than the system’s Average Condition.  This chance linearly increases to 35% when Max Condition=1 point.  This chance is calculated for each round fired.

If the system jams, a different visual/audio effect occurs and one round is removed from the AMS volley.  If no rounds remain, no interception is attempted.

FiringEffectID determines the visual and audio effect utilized when attempting an interception.

Success Calculation

For each round of ammunition expended, an opposed roll is made to determine success.  This roll is simply the ammunitions Maneuverability rating vs. the target incoming missile’s Maneuverability rating.  The number of successes are then tallied. 

Success Results

If the incoming missile is not a group, any interception success will destroy the missile.

For missile groups, the number of missiles in the incoming group is reduced by one for each success.  If all missiles in the incoming group are destroyed, the missile group is destroyed.

Missile groups that have had missiles removed should deliver appropriately less damage on impact.  

Field AMS

Overview

Field AMS systems emit a field that attempts to confuse any incoming missiles that enter it.  Unlike beam and missile AMS systems, they exert a constant drain on the energy system.  They require no ammunition.

Equipment Definition

Field AMS systems have the following extended properties:

	Property Name
	Type
	Description

	Drain
	Integer
	The number of units of energy consumed every second while the system is active.

	Range
	Integer
	The unit radius range that the AMS system protects.  Any friendly targets within this radius are protected by the AMS system.

	Power
	Integer
	A bonus or penalty used on success rolls when attempting to intercept incoming missiles.


Activation Requirements

Field AMS systems differ from Beam and Missile AMS systems in that they are continuous rather than instantaneously activated.  

Field AMS systems are either ‘on’ or ‘off’.  They have no single-activation mode.

Field AMS systems can be enabled as long as the system has at least 1 Condition point and no effects have disabled the system.

Activation Process

Field AMS systems exert a constant drain on the energy pool while active.  Every second, Drain units of energy are consumed.

If the field AMS system is in a Malfunction State, there is a 2% chance every second that the AMS system will shut down.  If this occurs, the AMS system will power down and become unavailable for a period of 2 minutes.  This is accompanied by an error message and audio effect  (“Field AMS system has malfunctioned and shut down”).

Any time an incoming missile targeting the player or friendly units within Range has crossed the 1-second to impact threshold, an activated field AMS system will attempt an interception.

Success Calculation

At an interception attempt, the missile must re-attempt a to-hit calculation.

An opposed roll is made where the source die is the maneuverability rating of the missile and the target die is the maneuverability rating of the missile’s target.

The source die is then reduced by the AMS system’s modified Power rating.  The power rating is modified by the relative Max Condition of the system such that a system with a Max Condition of 1 has a 35% Power penalty, a system with a Max Condition = Average Condition has no bonus or penalty, and a system with Max Condition = (Average Condition x 2) has a 35% Power bonus.

If random(source) <= random(target), a successful interception occurs.

Success Results

On a successful interception, the missile or entire missile group detonates.

If the missile or missile group delivers area effect damage, this damage is delivered as normal to all valid targets within the missile’s AreaEffectRadius.

Additional Damage Sources

Collision

Targeted Effect Damage

Area Effect Damage

Proximity Damage

Environmental Damage

Damage Allocation

Overview

The following section outlines how damage is applied to a target once it has been produced.  

Damage is applied to the target using the same rules regardless of the source of the damage. 

Rules of damage application are dependent on the Damage Type, Damage Amount, and the Target Type the damage is being applied to.

Damage Types

There are 6 basic types of damage in E&B.  Each damage type has an associated color and special rules for its application.  The damage and types are arranged in a ‘color wheel’ as follows:

Impact (Orange)

Explosive (Red)

Plasma (Purple) – 255, 0, 255

Energy (Blue) – 0, 0, 255

EMP (Green) – 0, 255, 255

Chemical (Yellow) – 0, 255, 0

There are also three additional ‘special’ damage types that do not have an associated color: Absolute, System and Effect.
Each of the damage types has several characteristics that define it:

Application: defines how the damage will be applicated over time.  Instant means that all damage is applied at once.  Other values represent the percentage of accumulated damage that will be applied per second.

Damage Spread:  Determines how the damage will be applied if the damage passes through the shield.  This is not applicable for organic target types. 

Shield Damage Modifier:  The damage bonus or penalty used when the damage is applied to a shield.

Organic Damage Modifier:  The damage bonus or penalty used when the damage is applied to an organic target.

System Damage Modifier: The damage bonus or penalty that is used when the damage is applied to a system or to the hull.

Damage Volatility: The variance applied to the damage amount when being processed.

Special Effect: Additional non-damage effects caused by damage application.

	Damage Type
	Application
	Damage Spread
	Shield Damage Modifier
	System Damage Modifier
	Organic Damage Modifier
	Damage Volatility
	Special Effect

	Impact
	Instant
	1 System
	 -20%
	 +20%
	 0%
	 0%
	

	Explosive
	Instant
	1 Quadrant
	 0%
	 -20%
	 0%
	 50%
	Imparts Motion

	Plasma
	15% / Sec
	1 Quadrant
	 +35%
	 - 35%
	 0%
	 25%
	

	Energy
	Instant
	1 System
	 +20%
	 -20%
	 0%
	 25%
	

	EMP
	Instant
	Special
	 Special
	 Special
	 -100%
	 50%
	Energy Drain damage only

	Chemical
	10% / Sec
	1 Quadrant
	 - 35%
	 +35%
	 + 25%
	 100%
	

	*Absolute
	Instant
	1 Quadrant
	 0%
	 0%
	 0%
	0%
	Simple, un-classed damage

	*System
	Instant
	1 Quadrant
	 Bypass
	 0%
	 0%
	0%
	Damage bypasses shields

	*Effect
	Instant
	N/A
	 0%
	 0%
	 0%
	0%
	Damage is applied as effect.  No physical damage.


Target Types

Damage is distributed differently based on the Type of the hull (either Ship or Organic).

Ship targets use a damage allocation system where damage can be applied to the ship’s shield, systems, or HullStructure.  
Organic targets use simple damage allocation, where damage is only applied to the hull’s shield.  If the shield is reduced to zero, the target is destroyed.

Calculating Actual Damage

When damage is applied to a target, the following procedure is used:

Damage amounts are changed by any resistances that the target may have.  For each basic damage type, there is a resistance (i.e. IMPACT, EXPLOSIVE, PLASMA, ENERGY, EMP, and CHEMICAL) .

Any target may have resistance values in these categories from –100 to +300. 

If the resistance value is less than zero, the target is considered to have a weakness.  Damage is increased by (- resistance%) in this case.  For example, if the target has a Atomic resistance of –30, any applied Chemical or Plasma damage is increased by 30%.

If the resistance value is greater than zero but less than 100, damage is reduced by (resistance %).  A target with a Physical resistance of 25 would have damage amounts reduced by 25%.

If the resistance value is greater than or equal to 100 but less than or equal to 200, the target is immune to damages protected by the resistance.  The wide value range is used to counteract resistance de-buffing effects, so that a target with 100 resistance could be de-buffed to the point where it could take damage while a target with 200 resistance could not.

If the resistance value is greater than 200, the target heals from the damage rather than taking damage.  A resistance of 230% would cause the target to heal 30% of the incoming damage.  For Ship target types, this damage repairs shields only (up to shield maximums).  For Organic target types, this damage repairs health.

Damage amounts are then modified by the Organic Damage Modifier table above.  If the target is organic, damage is reduced or increased by the values shown in that column.  For example, organic targets are automatically immune to EMP damage (damage is reduced by 100%).

As a final step, damage amounts are randomized based on the Damage Volatility shown in the table.  A volatility of 50% means that damage amounts are randomized by 50% (i.e. damage value of 10 would be randomized to a value between 5 and 15).  

Damage Application for Organic Targets

For organic targets, damage is simply applied to the target’s shield (health).  If the shield value is reduced to zero, the target is destroyed. 

Damage Application for Ship Targets

After damage reductions or increases (based on shield and damage type, target type modifiers, and damage volatility) have been calculated, damage is applied to the target.  

In general, all damage except system damage is applied to the shield first.  If the shield value is reduced to zero, damage is then applied to systems in the hit quadrant or to the ship’s HullStructure.  If at any time the ship’s HullStructure is reduced to zero, the ship becomes incapacitated. 

If the damage type is Plasma or Chemical, an interim step is processed instead of typical damage allocation:

If the damage type is PLASMA or CHEMICAL (damage spread 1 quadrant, DOT):

For each quadrant, there is an accumulator each for PLASMA and CHEMICAL damage amounts (i.e. there are 8 damage accumulators total on the ship).

Any PLASMA or CHEMICAL damage that would be allocated during damage application is instead added to the appropriate damage accumulator. 

Every second, the following process should occur once if any damage exists:

Each second, 10% (for CHEMICAL accumulator) and 15% (for PLASMA accumulator) of the total value of the damage accumulator is distributed as Quadrant Damage.

The following processes for damage application then occur:

A:  Shield Damage Process
If the source of the damage has an associated DamageEffect, an effect of the specified type is placed on the target with a magnitude equal to the amount of damage done.

If the damage type is type Effect, no physical damage is done.  At this time process C: Damage Effects now occurs.

If the damage type is type System, all damage bypasses shields and is applied directly to systems (process B: System Damage Process).

Before applying damage to the shield, the damage amount is increased or decreased by the Shield Damage Modifier shown in the table above.

The ship’s shield value is reduced 1 point for every point of damage.

The remaining damage (if any) is ‘unmodified’ by the Shield Damage Modifier (i.e if it was increased 20% (multiplied by 1.2), it should be now multipled by (1/1.2 = 0.83).

B:  Hull/System Damage Process

This process only occurs if damage remains after the shield damage process (i.e. the target’s shield value has been reduced to zero).

If the damage type is Effect or EMP, no system damage is done.  At this time process C: Damage Effects now occurs.
The remaining damage is now increased or decreased by the value listed in the System Damage Modifier in the table above.

Damage is applied to systems differently depending on the damage type. 

If the damage type is ENERGY or IMPACT (damage spread of 1 system):

There is a 50% chance that the damage will be applied to the hull instead of a system.  If the damage is to be applied to the hull, the ship hull’s HullStructure is reduced by the damage amount. 

Otherwise, A system is selected at random from the quadrant that received damage.  Any system (even destroyed ones) can be selected for damage allocation.

The system’s condition is reduced by 1 point for each point of damage allocated.

When a system is destroyed, all excess damage is discarded.

Legacy Note:  Excess single-system damage used to continue to be applied to other systems in the quadrant.  This is no longer the case.

If the damage type is FRAGMENTATION (damage spread of 3 systems):

The process of applying fragmentation damage is identical to that of applying ENERGY or IMPACT damage (above), except that the process is repeated 3 times, each with 1/3 of the damage.

If the damage type is EXPLOSIVE, ABSOLUTE, CHEMICAL, or PLASMA (damage spread 1 quadrant):

50% of the damage is applied to the HullStructure.  The remaining 50% is distributed as follows:

The total number of systems (functional or nonfunctional) on the quadrant receiving damage is calculated (num systems).

Each system receives (1/num systems) of the remaining damage value.  Note that destroyed systems still receive their share of damage, but it is immediately discarded.

If a system is destroyed, any excess damage allocated for that system is discarded.

Any fractional damage remainder is divided up into maximum 3 point slices and randomly distributed to systems in the quadrant. 

C: Damage Effects
If the damage type is EMP, the ship’s energy pool is reduced 1 point for each point of hull or system damage allocated.  EMP damage to shields is treated as normal.

If the damage type is EXPLOSIVE, a velocity imparting effect occurs.  The target’s current velocity vector is modified by a velocity vector angled from the source of the damage, with a magnitude equal to (total damage done * 50 / target mass).  For example, 100 points of damage dealt to a ship with mass 25 would impart an instantaneous 200 units per second of velocity to the target.  Note that this calculation is based on the total amount of damage applied, not just any damage bypassing shields.

If the ship’s HullStructure is reduced to zero, the ship becomes incapacitated. 

For each system destroyed during damage allocation, a check is made to see if it was a Critical System.  If so, the ship becomes incapacitated.
Legacy Design Note:  Previously, there was a chance that a system would be detached from the ship if destroyed by damage.  This is no longer applicable.
Critical Systems

Any mounted system that has the CriticalSystem flag set will be considered critical.  If any of these systems are reduced to zero Condition, the ship is considered to have entered an incapacitation state.

All engines and power plant devices should have the CriticalSystem flag set.

(Legacy Design)

In addition to mounted systems, a ship will have several ‘Hidden Critical Systems’ that can be destroyed.  These systems are invisible and not user configurable, and exist only to absorb system damage and cause the ship to become incapacitated.  They act exactly like player-mounted systems in the combat damage allocation routines.

The number and condition of hidden critical systems is dependent on the hull upgrade level and archetype of the ship.  Use the following table to determine the number of hidden systems that should be attached to each quadrant of a hull:

	Hull Upgrade Level
	Front Hidden Systems
	Rear Hidden Systems
	Port Hidden Systems
	Starboard Hidden Systems

	1-2
	1
	1
	1
	1

	3-6
	1
	1
	2
	2

	7-9
	2
	2
	2
	2

	10-13
	2
	2
	3
	3

	14-17
	3
	3
	3
	3

	18
	3
	3
	3
	3


The maximum condition of a hidden system is calculated as 10 points per hull upgrade.  Thus, each hidden system on a level 10 ship will have 100 condition points.

Additionally, if the selected character race is Progen or the selected profession is Warrior, each system gets a bonus 25% condition.  Progen Warriors get a 50% bonus.  If the selected character race is Jenquai or the selected profession is Explorer, each system gets a 25% penalty to the number of condition points.  Jenquai explorers get a 50% penalty.

Whenever a player docks at any port, all hidden systems are automatically repaired to 100%.

PC Damage, Incapacitation, and Rescue

Overview

Character incapacitation immediately occurs when a critical system or the hull has been reduced to zero health.  A critical system is any ship-mounted item that has the CriticalSystem flag set to true.  All power plant and engine devices are considered to be critical systems, and some weapons and special systems will also fall into this category.

(Legacy) In addition to the mounted systems, there are hidden critical systems distributed in each quadrant, such as the cockpit, that can take critical damage.  The player never actually sees the condition of these systems or repairs them – they are automatically repaired when the ship docks at any port.

See Game Elements/Combat Systems for more information about hidden critical systems and system damage.

(Legacy) Upon incapacitation, one randomly selected equipped system or cargo item will float free from the ship.  If the selected cargo item is a stack, a random number from 1 to the number of items in the stack will float free (as a new stack).   If the selected item is a currently loaded launcher, the launcher system and all currently loaded ammo will float free.  

(Legacy) Perma-mounted equipment items (i.e. equipment items that are mounted to hull mounting locations that have the PermaMount flag set to true) are excluded from the pick when determining which item will be lost.

Incapacitated players can no longer be damaged, and should have an associated visual representation of their status (i.e. spinning uncontrollably in space).  A simple UI window should appear on the player’s screen, informing the player of incapacitation and allowing the player to signal for rescue.

The rescue UI will list the closest 3 friendly ports within the sector, and a credit cost to signal for rescue from each of them.  If a friendly port is not in the sector, then only the single closest friendly port in an adjacent sector will be listed.  The listing should be sorted by cost, with the least expensive port being first.  Ports that would not let the player dock (usually because of player reputation) will not be listed.  

The rescue cost that a port will require will be a base cost set for each port multiplied by the player’s Reputation Price Factor.  The RPF is a value that is dependent on the alignment and fame of the player with regards to the port.  See the Player Reputation System section for more information.

If a player has no credits available, the cost for rescue from a port will always be set to zero for the cheapest destination.  

When a port is selected from the rescue UI, an NPC tugboat should immediately appear and quickly warp the player back to the selected starbase.  The player’s ship is immediately repaired at the starbase to a minimum level.  Engines and power plant devices are repaired to 50%.  If all mounted weapons on the ship have been rendered nonfunctional, one weapon is also repaired to 50% for no cost.

Players will lose a fraction (for now, 1/10th) of the total amount of experience required to advance a level in all three experience pools when becoming incapacitated.  If this loss causes a level loss, attributes and skill caps should be reduced accordingly, although the skill values themselves are not lowered unless they exceed the newly calculated skill cap values.

Resource System

Resource Mobs Overview

Resource mobs are extremely simplified NPC-like constructs that can be destroyed to generate free-floating resource objects.  Resource objects can then be tractored in by ‘owner’ players.

Resource mobs are similar to other NPCs in the following ways:

· Resource mobs have a ‘health’ or hit-point structure similar to organic NPCs.

· Resource mobs have specifiable damage resistances.

· Resource mobs utilize the treasure table system to determine what resources are dropped when the mob is destroyed.

· Resource mobs can be generated utilizing the normal NPC spawn point system.  They can be spawned and de-spawned using the same rules as other NPCs.

· If possible, resource mobs can also be spawned in ‘formations’ that resemble a larger unit.

· Resource mobs can be designed with the NPC generation tool.

Resource mobs are unlike other NPCs in the following ways:

· Resource mobs have no equipment, inventory, or skills.

· Resource mobs have no energy or health regeneration capability.

· Resource mobs have no AI.

· Resource mobs take damage in a slightly different way than mobs do:

· If a player has the mining skill, when that player delivers damage to a resource mob, that damage is multiplied by (player’s mining skill value / 100).  Therefore a player with a mining skill of 45 would do 45% of normal damage amounts when attacking a resource mob.  Players that do not have the mining skill do regular damage to the resource mob.

· Resource mobs are always treated as Unintelligent Organic targets for purposes of damage allocation and effect resolution.

· Resource mobs are always immune to psionic effects.

· Resource mobs can only move in a single direction at a single velocity.  This direction and velocity can be internally randomized at the time of creation if necessary.  Alternately, resource mobs do not move at all if server overhead for moving them is too high.  Also, planet-mode resource mobs never move.

· Resource mobs do not leave a ‘corpse’ when dying.  They simply leave behind treasure items floating in space when they ‘die’.  These resources can only be gathered by the player or group that did majority damage to the asteroid.

· Resource mobs do not typically appear on HUD displays.  They are, however, selectable and targetable with weapons and skills.  There may be game effects designed that will reveal specific categories of resource mobs to players on the HUD.

· Resource mobs can be passively and actively scanned (like other NPCs), but information retrieved and UI displayed is different.

· Resource mobs must be extremely efficient, since vast numbers of them will be created in areas.

· Although resource mobs utilize the treasure table system to determine which items will be dropped on destruction, the table utilization procedure is significantly different:

· When the resource mob is destroyed, the player who has done the majority damage to resource mob is checked for the Mining skill.  

· If the player has no mining skill, no treasure is generated.  

· If the player has the mining skill, treasure is generated normally but any treasure items that have a tech level higher than the player’s mining skill are not created.

· Any generated treasure is not left on a ‘corpse object’ but is rather ejected into space on destruction.

· Resource mobs have the unique ability of creating another resource mob of a different type in the exact same location upon death.  This will be used to ‘downgrade’ the asteroid into a smaller one, so that a large asteroid can be destroyed several times – each time becoming smaller and releasing some resources.

· Resource mobs spawned on planets will only appear on the ground (as a building does) and will not move.

· Resource mobs do not provide combat experience when destroyed.  

· Resource mobs provide trade experience when destroyed by a player with the Mining skill.

Resources

Planetary Resources

Resources will spawn on planetary surfaces in the same fashion that mobs are.  Spawn points will be placed by designers and instructed to produce a specific type of resource or a random resource selected from a ‘spawn table’.  Resources should appear as a geometry or texture change resting on the planetary surface, and will persist until collected by a player.

A spawn point will maintain only one resource pile.  Spawn points cannot move or be destroyed.

Spawning points will slowly raise the density of the resource in the pile up to a maximum, similar to the system used to produce metal ores in mountain ranges in UO.  There should be a visual representation of the approximate density of the resource available.

Some spawn points may have a geometry model associated with them, such as a volcanic vent or ‘tiberium plant’.  Placement of a resource spawn point in the planetary editor tool should automatically place this geometry.

The type of resources that can appear and rate at which they appear need to be designer modifiable for each spawn point placed.

Resource appearance rates should be definable as being cyclic or random, so that resource appearance rates are not constant and spawn points may become dormant for a time.  If the spawn point has an associated geometry, a visual representation of the point’s productiveness should appear.  

Resource spawn points are selectable, but should not appear in the HUD normally.  Several game effects will be available that will make these objects temporarily appear on the HUD when players employ special systems.

Asteroid Resources

 Resource producing spawn points should be attachable to asteroids or other similar objects in space.  These spawn points act the same as planetary resource spawn points, but do not display any extra geometry.  Only one resource spawn point can be attached to each asteroid body.

Asteroids and similar space bodies should be selectable but not appear on the HUD. 

Resource Collection

Planetary Harvesters

Various resources should be scattered about planetary surfaces to be collected by players.  Players will require a harvester control system to be outfitted on the ship, and a planetary harvester unit in the cargo area in order to collect these resources.

Harvester control systems must be mounted in appropriate control system mounting slots on the ship hull.  Only certain classes will be able to utilize control systems.

When the control system is activated, the ship will release a harvester unit (stored in the ship’s cargo area) that will drop to the planet’s surface and immediately head to the nearest resource pile.  While the harvester is gathering a resource, it must be guarded by the player from indigenous lifeforms or other attacks.  When the harvester has gathered a full load of resources, it will become motionless and wait for the player to tractor it back into the ship.

When the harvester is returned to the ship, it will place the collected resources in the cargo hold and will be ready for redeployment.

If the player leaves the planet or abandons the harvester, the harvester will be destroyed. 

Players cannot attack or interfere with harvesters that they do not own.

Harvesters are NPCs with two additional ratings: collection speed, and capacity.   They may be equipped with weapons and shields, and should have basic AI for harvesting and defense.  Collection speed is the rate at which the harvester collects resources, and capacity is the number of units that can be collected before being returned to the ship.

Various levels of harvester control systems will be available.  Improved systems will be able to manage multiple harvesters of higher grade.

Collectable resources should have a difficulty rating that determines (with the harvester’s collection speed rating) the rate at which the harvester can collect the resources.  The time that it will take to collect a unit of resource should be ((difficulty / speed) * const) seconds.  

Asteroid Miners

Asteroid miners function in exactly the same fashion as planetary harvesters, except that they work in space mode.  When activated, the harvester will deploy from the ship and attach to the nearest asteroid object, drilling for resources.

Asteroid miners cannot be deployed unless the ship is in proximity to an asteroid.

Player Grouping

In general, group management functions are identical to Everquest’s, with the exception of the interface used to initiate such actions.

Up to 5 players can be in a group.  Group management functions are accessed with action verbs that will appear on valid player targets.

If a valid player target is selected, selecting the ‘add to group’ action verb will cause a confirmation UI to appear to the target player.  Players who are currently members of a group cannot initiate this action unless they created the group.  The join group confirmation dialog should simply state that the player has been invited to join the group, with accept and cancel buttons.  

Players who are already members of another group or who currently have a group invite confirmation dialog open are not valid targets for the ‘add to group’ verb.  If this action is attempted on these targets the user should be notified that the action is not valid (i.e. ‘playername is already in a group’ or ‘playername is currently considering joining another group’).

Removing a group member is also accessed with an action verb.  This verb is only available on targets that are currently members of the player’s group and only if the player created the group.

Players can see a general status of all group members in a UI placed in the upper left hand side of the screen.  The UI should show the player’s name and a general indication of shield and reactor .  Clicking on the name will select the player as the current target, holding down will access a verb menu.

Group messaging functions should be hotkey accessible, or can be accessed by ‘send group message’ verb provided by any valid group member target’s verb list.

When awarding experience to a group, the amount of experience awarded to a player for a task or conquest should be multiplied by ((player’s level / total group level) * group bonus constant).  The group bonus constant should slightly improve for larger groups so that grouping behavior is reinforced.

If a player accepts a mission and completes the mission with a group, experience should be given to all of the group members.  Only members who are in the group when the mission is accepted will receive experience.

Some missions may be ‘group missions’, and may require that the player have a minimum number of group members to accept the mission.

Some special abilities may be shared between group members, so that all members in a group receive bonuses.  For example, if a player has an improved scanning radius or is able to detect cloaked objects, all group members may share this bonus.  The exact grouping effects are TBD.

If a player loses connection or logs off, the player is immediately removed from the group.  

All group members should receive messages notifying them of group state changes such as members joining or leaving the group.

Group Treasure Allocation

All group members should automatically receive a message whenever a member loots treasure.  The message should contain exactly what quantity and type of items

The group leader should have access to a function that will automatically divide collected credits evenly among the group.  For now, only a command line interface needs to be provided (i.e. /autosplit to toggle the feature on and off).  

Additionally, a command line function ‘/split nnn’ should be provided to allow any group member to evenly divide nnn credits among players in the group.  This command should execute including the player dividing the credits, so that actually (1/#group members) less than nnn credits is deducted from the issuer’s credit counter.

A command line random number generation tool should be provided to the group for treasure allocation lottos.  The chat input command ‘/random nnn’ should report a message containing both nnn and a number randomly picked in the range of (1… nnn) to all group members.

Effects System

Overview

The effects system provides a method of tracking ‘magical’ effects placed on players or NPCs.  Most effects simply modify a target’s attributes, but a selection of them will require special case coding to achieve the desired results.

Details

Parameters for Effects

All effects have only one parameter, magnitude, which determines various aspects such as effect duration or strength of application.

Magnitude is always capped at 300 for any effect.

Effects need to be aware of the effect target, since many resistance, duration, or other effect calculations will utilize the target’s attributes or skill values.

Some effects additionally need to be aware of the effect source’s owner.  For example, the ‘drain energy’ effect can return energy to the source of the effect.

Effect Types

There are three basic types of effects, instantaneous, continuous, and permanent.  Instantaneous effects take place immediately upon application, while continuous effects have duration and then expire.  Permanent effects last until specifically removed.

The effect itself determines success or failure based on the target of the effect and the effect’s magnitude parameter.  Success is not determined at the effect origin.  If the effect fails to ‘stick’, it is discarded. 

Stacking Rules for Effects

Continuous and Permanent effects can be stacking, non-stacking, replaced, or additive.  

Stacking effects on a target are treated independently, and have a cumulative effect on the target.  

Non-stacking effects do not cumulate.  They are tracked independently (i.e. they actually ‘stack’ on the target), but only the effect with the largest magnitude is processed.

Replaced effects are similar to non-stacking effects, but either replace a currently existing effect or are themselves discarded.  If the target’s current effect has a magnitude that is less than or equal to the new effect magnitude, the effect is replaced.   

Additive effects are non-stacking effects that ‘add’ the magnitude to any pre-existing effect instead of being tracked independently.  All additive effects’ magnitudes will decay over time, and must be Continuous.

Effect Delivery

Effects can be attached to players or NPCs in a variety of ways:

Application of an ability can cause an effect to be placed on the player, on the player’s target, on all valid targets within a radius of the player, or on all valid targets within the radius of the player’s target.  Only instantaneous and continuous effects can be applied in this fashion.

Jack utilizes his hacking skill (level 2, skill 50) on a targeted level 6 pirate.  This causes both the Hack Communications and Hack System effects to be placed on the target with a magnitude of 50 (Jack’s skill value).

Hack Communications is a continuous effect.  When it is applied to the pirate, the effect must make a check to see if it ‘sticks’.  In this case, the check is an opposed roll of the magnitude (50) vs. the target’s  INT*2 (50).  The roll succeeds, so while the effect lasts (20 seconds + ¼ second * magnitude, or 32 ½ seconds) the pirate cannot call for help.  After this duration, the effect expires and is discarded.

Hack System is an instantaneous effect.  When it is applied to the target, it selects a random system on the ship.  In this case, the pirate’s tech 3 targeting computer is selected.  An opposed roll is made of the effect magnitude (50) vs. the selected system’s tech level * 25.  The roll again succeeds, so the system is ‘dislodged’ and must reboot.  This means that the targeted system is unavailable for the amount of time it would usually take to ‘come online’ after it was installed.  After the instantaneous effect has been applied, it is discarded.

Targets that are damaged by ‘effected’ beam or projectile weapons gain an effect (instantaneous or continuous).

Jack also has a disruptor cannon.  This device not only delivers energy damage, but it can temporarily shut down enemy systems.  He targets the pirate and fires, delivering 20 points of damage with it.

The disruptor cannon is a weapon that has been assigned an effect.  In this case, the effect is Hack System.  When damage is delivered to a target with the weapon, the effect Hack System is applied to the target as well, utilizing the damage amount as the magnitude.

Once again, the pirate is subjected to a Hack System effect with a magnitude of 20.  Fortunately for the pirate, the opposed roll check fails so nothing happens.

Any ship equipment may impart a ‘permanent’ effect to the player while equipped (permanent effect types only).

When the pirate was subjected to Jack’s hacking skill, it dislodged the pirate’s targeting computer.  This device has the permanent, effect Increase Beam Weapon Skill with a magnitude of 15.

When the pirate was created, this permanent effect was automatically placed on the pirate, increasing its beam skill 15 points.  Since the item has been dislodged by Jack’s hacking attempt, the permanent effect has been removed.  It will be re-added to the pirate when the system comes online again.

Activation of a system can place an effect on the player, the player’s target, all valid targets within radius, or all valid targets within a target’s radius (instantaneous, continuous, or permanent). Permanent effects can only be obtained when the system is switched on and off and can only be applied to the player.

Jack has a damage absorption system equipped on his ship.  This system doesn’t do anything when it’s turned off, but it applies the permanent effect Resist Damage 2 to Jack with a magnitude of 100 when he turns it on.  It drains quite a bit of energy while active. While on, all damage dealt to jack is reduced by 5%.

Jack also has an anti-AMS system on board.  This system attempts to jam enemy AMS systems so that jack’s missiles won’t be intercepted.  The system is simply activated once, not switched on and off, and applies the Blind AMS effect with a magnitude of 50 to the currently selected target.  Jack activates the system.  When the Blind AMS effect is applied to the pirate, a success check is made.  Jack gets lucky again and the effect takes hold.  For the next 30 seconds, any AMS systems the pirate may have will fail to function (magnitude / 2)% (25%) of the time.

Targets that are damaged by the explosion of an effected missile may gain an effect (instantaneous or continuous).

Jack immediately fires his gloop missile at the pirate.  The missile explodes and delivers 100 points of effected damage to the pirate (effect: Increase Mass 1).

The effect makes it’s success roll and takes hold.  Increase Mass 1 is a Continuous, Additive effect.  Additive effects maintain a magnitude counter that determines the extent and/or duration of the effect.  In this case, the pirate’s mass is increased by (magnitude / 10) tons.  This makes the pirate 10 tons heavier, which significantly slows it down.  The additive effect will decay over time.  Here, every second the effect’s magnitude loses 3 points.   The pirate will slowly speed up and the effect will eventually wear off.

Jack nails the pirate with another 100 point gloop missile 10 seconds later.  Since this effect is Additive, the magnitude of any new effect is simply added to any existing effect.  Now, the magnitude of the Increase Mass 1 effect is: 100(original missile) – 30 (effect decay over 10 seconds) + 100(new effect), or 170.  Poor pirate!

Activation of an inventory item (i.e. consumeable) can place an effect on the player or the player’s target (instantaneous or continuous).

The pirate NPC AI decides to activate one of it’s consumable nano-bot cleaning systems to get rid of the gloop.  This causes the instantaneous effect Free Movement with a magnitude of 150 to be placed on the pirate.  This effect attempts to remove any non-psionic movement slowing or paralyze effects, so the Increase Mass 1 effect is processed.  The chance of the  Increase Mass 1 effect being discarded is (free movement magnitude – (target effect’s magnitude / 2))%, or (150 – 85 = 65%).  The roll is successful and the effect is discarded.

Entering a sector can place a chain of effects on the player.  Leaving the sector will remove these effects or allow them to expire (permanent effect types only).

Coming in ‘proximity’ to a proximity effector object can place an effect on the player.  Leaving proximity will allow the effect to expire.  For example, a radioactive asteroid could apply an additive effect every second to a player that comes within 1000 units of it.  (Additive, Instant, or Permanent effects only – Permanent effects are removed when the player leaves the proximity radius or cube area).

Entering a nebula can place a permanent effect on the player.  Leaving the nebula will remove the effect (permanent effects only).

Staying within a nebula can place an additive effect on the player every update.

Obtaining a new skill level can place an effect permanently on the player (permanent effects only).  These effects are never removed.

After retiring to the starbase and visiting his trainer, Jack purchases the level 1 Energy Conservation Skill.  This gives him the permanent, non-stackable effect Energy Conservation 1 with a magnitude of his skill value, which is currently 30.  

This effect would never be removed, and its magnitude would be linked with Jack’s Energy Conservation skill value.  This will cause a permanent energy cost reduction of 7% anytime mark utilizes a system.  As mark’s skill improves, the effect will become more pronounced.
Joining a group may place an effect on the player.  Leaving the group will remove this effect (permanent effects only).

Joe has the Energy Conservation skill at a level of 5 (skill 200).  When Jack joins Joe’s group, he gains the additional effects Energy Conservation 1, Energy Conservation 2, and Energy Conservation 3 (all of which disappear when he leaves Joe’s group).  

Before he joined Joe’s group, Jack already had Energy Conservation 1 with a magnitude of 60.  Since these skills are non-stacking (see below), only the most powerful effect takes place. Jack gains Energy Conservation 1 with a magnitude of 200 while he is in Joe’s group.

Effect Results

Effects can modify many different game parameters while in existence.  Except in special cases, effects will improve, degrade, or set to a specific value various attributes that the target may have.

Some effects (such as Hack Systems/Weapons, Energy Conservation 1-3, Blind Missiles, Blind AMS, Free Movement, Shield 1-5, Paralyze, and others) do not directly modify attributes and will instead need special case coding and/or modification of various other game systems to have the desired effect.

The following is a general list of target attributes that can be modified by an effect.  Note that this list is not comprehensive, and may be added to in the future.

Character/Ship Attributes

Intelligence

Dexterity 

Charisma

Impact Resistance

Explosive Resistance

Plasma Resistance

Energy Resistance

EMP Resistance

Chemical Resistance

Mass

Maneuverability

Signature

Scan Radius

Scan Power

Speed

Engine Thrust

Engine Warp

Reactor Energy

Reactor Energy Recharge

Shield

Shield Recharge

Shield Type

Shield Deflection

Other Attributes and Calculations:

ActivationDelay of all equipment

ActivationEnergy of all equipment

ActivationDrain of all equipment

Range of all beam weapons

Damage of all beam weapons

Delay of all beam weapons

Range of all fired projectile ammunition

Delay of all projectile weapons

Chance of all projectile weapons jamming when firing

Range of all fired missile ammunition.

Delay of all missile weapons.

Chance of all missile weapons jamming when firing

Chance of AMS interception attempt

Structure of an item

Amount of bonus damage delivered with a successful critical hit

Range of tractor beam

Speed of tractor beam

Energy cost of entering warp

Warp engage time

Warp recycle time

Warp speed

NPC Only Attributes

Health (for organic NPCs)

Aggressiveness

Scanning Radius

Social Aggressiveness

Other TBD AI Parameters

Skills

Any skill that the target may have can have its Skill Level and Skill Value altered by an effect. 

If the target does not have the appropriate skill the effect is ignored.

Some effects may specifically grant a skill to the target.

Sector and Area Effectors

When a player enters or leaves a sector or geometry boundary (such as a nebulae), support should be provided through the scripting system to attach and remove arbitrary effects to the player.  This system should be useful for designers to model gameplay differences due to environments such as nebulae, solar winds, etc.

This system should be designed such that any effects attached to a player when entering the sector or areas are automatically removed when the player exits the area.  This will reduce potential design application errors.

Only Permanent type effects should be applied in this manner.

Proximity Effectors

Designers should be able to place ‘Proximity Effector Objects’ using the world building tool.  These effectors have an attached list of effects with magnitudes, a point-location, and a specified radius.  Proximity effector objects can act in two separate ways:

Proximity Boundary Effector

Boundary effectors are similar to Sector/Area effectors such that a series of Permanent effects can be defined that will be attached to any players entering a specified radius of the effector object.  These effects are automatically removed when the player leaves the radius. 

Proximity Distance Effector

Proximity effectors also use an effector object and a radius, but instead continually place a Continuous, Additive effect or Continuous, Replace effect on the any players within the specified radius.  

The magnitude of effects placed are scaled based on player’s distance to the effector, so at maximum radius a 1 magnitude effect is placed on the player, and at minimum radius the designer-defined effect magnitude is placed. 

Each update (5 seconds?)  this process is repeated.  This will simulate ‘build-up’ of an effect.  The closer that the player comes to the source of the effect(s), the stronger the effect becomes.  When the player moves away from the source, the effect will eventually degrade and wear off.

Effect Listing

	Effect Name
	Description

	Hack Communications 

Continuous

Non-Stacking
	Effect is discarded if the target is organic or a player character.  

Effect success is determined by an opposed roll of the effect magnitude vs. the target’s INT*2.  On failure, the effect is discarded.

Duration of the effect is 20 seconds + ¼ second * magnitude.

Other social NPCs of the target’s type may not assist for duration of effect.  Exact AI parameter modifications TBD.

	Hack System 

Instant
	Effect is not valid for organic targets.

Effect is not valid on player targets in non-PvP zones unless initiated by an NPC.

A random equipment item is selected from the target’s ship.  The item may be an engine, shield, reactor, system, or drone controller.  

An opposed roll is made of the magnitude vs. the target item’s tech level * 30.

If successful, the item is ‘dislodged’.  This is exactly as though the item was just equipped, so any downtime penalties occur before the item can be re-activated.  The player should be informed if the attempt was successful or not, and to which item was hacked.

	Hack Weapon

Instant
	Effect is not valid for organic targets.

Effect is not valid on player targets in non-PvP zones.

A random weapon is selected from the target’s ship.

An opposed roll is made of the magnitude vs. the target item’s tech level * 30.

If successful, the item is ‘dislodged’.  This is exactly as though the item was just equipped, so any downtime penalties occur before the item can be re-activated.

	INT Boost A

Permanent

Stacking
	Effect is 100% successful.

Duration of the effect is permanent until removed.

Target’s INT attribute is raised by (magnitude / 30).  INT can not exceed 150.

	INT Boost B

Continuous

Non-Stacking
	Effect is 100% successful.

Duration of effect is 1 second * magnitude.

Target’s INT attribute is increased by (magnitude / 30). INT can not exceed 150.

	Reduce INT

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s INT attribute is decreased by (magnitude / 30).  INT can not fall below 0.

	DEX Boost A

Permanent

Stacking
	Effect is 100% successful.

Duration of the effect is permanent until removed.

Target’s DEX attribute is raised by (magnitude / 30).  DEX can not exceed 150.

	DEX Boost B

Continuous

Non-Stacking
	Effect is 100% successful.

Duration of effect is 1 second * magnitude.

Target’s DEX attribute is increased by (magnitude / 30). DEX can not exceed 150.

	Reduce DEX

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s DEX attribute is decreased by (magnitude / 30).  DEX can not fall below 0.

	CHA Boost A

Permanent

Stacking
	Effect is 100% successful.

Duration of the effect is permanent until removed.

Target’s CHA attribute is raised by (magnitude / 30). CHA can not exceed 150. 

	CHA Boost B

Continuous

Non-Stacking
	Effect is 100% successful.

Duration of effect is 1 second * magnitude.

Target’s CHA attribute is increased by (magnitude / 30).  CHA can not exceed 150.

	Reduce CHA

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s CHA attribute is decreased by (magnitude / 30).  CHA can not fall below 0.

	Resist Damage A

Continuous

Non-Stacking


	Effect is 100% successful.

Duration of the effect is 1 second * magnitude.

Target’s Impact, Explosive, Plasma, Energy, and Chemical resistances are increased by (magnitude / 10).

Cumulative resistance is capped at 50 for all cases.

	Resist Damage B

Permanent 

Stacking
	Effect is 100% successful.

Duration of the effect is permanent until removed.

Target’s Impact, Explosive, Plasma, Energy, and Chemical resistances are increased by (magnitude / 10).

Cumulative resistance is capped at 50 for all cases.

	Resist Damage C

Permanent

Non-Stacking
	Effect is 100% successful

Duration of the effect is permanent until removed.

Target’s base Impact, Explosive, Plasma, Energy, and Chemical resistances are increased to 10+(magnitude / 10) if they are less than this value already.

Cumulative resistance is capped at 50 for all cases.

	Impact Vulnerability A

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s impact resistance is decreased by (magnitude / 10). 

	Impact Vulnerability B

Continuous

Additive
	Effect success is determined by an opposed roll between magnitude and the target’s (total level *2).  On failure, the effect is discarded.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s impact resistance is decreased by a value (current magnitude / 6) based on the magnitude while the effect exists.

Magnitude decays at a rate of 3 points per second.

	Explosive Vulnerability A

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s explosive resistance is decreased by (magnitude / 10). 

	Explosive Vulnerability B

Continuous

Additive
	Effect success is determined by an opposed roll between magnitude and the target’s (total level *2).  On failure, the effect is discarded.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s explosive resistance is decreased by a value (current magnitude / 6) based on the magnitude while the effect exists.

Magnitude decays at a rate of 3 points per second.

	Plasma Vulnerability A

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s plasma resistance is decreased by (magnitude / 10). 

	Plasma Vulnerability B

Continuous

Additive
	Effect success is determined by an opposed roll between magnitude and the target’s (total level *2).  On failure, the effect is discarded.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s plasma resistance is decreased by a value (current magnitude / 6) based on the magnitude while the effect exists.

Magnitude decays at a rate of 3 points per second.

	Energy Vulnerability A

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s energy resistance is decreased by (magnitude / 10). 

	Energy Vulnerability B

Continuous

Additive
	Effect success is determined by an opposed roll between magnitude and the target’s (total level *2).  On failure, the effect is discarded.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s energy resistance is decreased by a value (current magnitude / 6) based on the magnitude while the effect exists.

Magnitude decays at a rate of 3 points per second.

	EMP Vulnerability A

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s EMP resistance is decreased by (magnitude / 10). 

	EMP Vulnerability B

Continuous

Additive
	Effect success is determined by an opposed roll between magnitude and the target’s (total level *2).  On failure, the effect is discarded.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s EMP resistance is decreased by a value (current magnitude / 6) based on the magnitude while the effect exists.

Magnitude decays at a rate of 3 points per second.

	Chemical Vulnerability A

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s chemical resistance is decreased by (magnitude / 10). 

	Chemical Vulnerability B

Continuous

Additive
	Effect success is determined by an opposed roll between magnitude and the target’s (total level *2).  On failure, the effect is discarded.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s chemical resistance is decreased by a value (current magnitude / 6) based on the magnitude while the effect exists.

Magnitude decays at a rate of 3 points per second.

	Psionic Vulnerability A

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s psionic resistance is decreased by (magnitude / 10). 

	Psionic Vulnerability B

Continuous

Additive
	Effect success is determined by an opposed roll between magnitude and the target’s (total level *2).  On failure, the effect is discarded.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s psionic resistance is decreased by a value (current magnitude / 6) based on the magnitude while the effect exists.

Magnitude decays at a rate of 3 points per second.

	Increase Mass A

Continuous

Additive
	Effect success is determined by an opposed roll of the effect magnitude vs. the target’s DEX*2.  On failure, the effect is discarded.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s mass is increased by a value based on magnitude while effect exists (10 point increase at magnitude 0, 50 point increase at magnitude 300).  

Magnitude decays at a rate of 6 points per second.

	Increase Mass B

(Psionic)

Continuous

Additive
	Effect is (magnitude)% successful.

If the target has psionic resistance, the effect will fail (resistance%) of the time.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Effect lasts until magnitude reaches zero.

Target’s mass is increased by a value based on magnitude while effect exists (0 point increase at magnitude 0, 30 point increase at magnitude 300).  

Magnitude decays at a rate of 3 points per second.

	Reduce Mass

(Psionic)

Continuous

Additive
	Effect is 100% successful. 

Effect lasts until magnitude reaches zero.

Target’s mass is decreased by a percentage based on magnitude while effect exists (0% decrease at magnitude 0, 50% decrease at magnitude 300).

Magnitude decays at a rate of 3 points per second.

	Slow

(Psionic)

Continuous

Non-Stacking
	Effect is not valid on player targets in non-PvP zones unless initiated by an NPC.

Effect is magnitude% successful.  On failure, effect is discarded.

If the target has psionic resistance, the effect will fail (resistance %) of the time.

Effect duration is (1/4 second * magnitude).

Target’s mass value is doubled for duration of the effect.

	Energy Conservation 1

(series effect)

Permanent

Non-Stacking
	Effect is 100% successful

Duration of the effect is permanent until removed.

All system devices require 5% to 30% less activation energy (5% at magnitude 0, scaling to 35% at magnitude 300).

All system devices have energy drain reduced by 5% (5% at magnitude 0, scaling to 35% at magnitude 300).

	Energy Conservation 2

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All control systems, power plants, shields, or engines require 5% to 30% less activation energy and have 5% to 30% less drain.

	Energy Conservation 3

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All weapons require 5% to 30% less activation energy and have 5% to 30% less drain.

	Blind Weapons

Continuous

Non-Stacking
	Effect is not valid on players in non-PvP zones unless initiated by an NPC.

Effect success is determined by an opposed roll of the effect magnitude vs. the target’s INT*1.5.  On failure, the effect is discarded.

Duration of effect is 30 seconds.

Target’s beam and projectile skills are reduced by (magnitude / 2) points.

	Blind Missiles

Continuous

Non-Stacking
	Effect is not valid on players in non-PvP zones unless initiated by an NPC.

Effect success is determined by an opposed roll of the effect magnitude vs. the target’s INT*1.5.  On failure, the effect is discarded.

Duration of effect is 30 seconds.

Any missiles fired by target have a (magnitude / 2) point penalty on their initial to-hit calculation.

	Blind AMS

Continuous

Non-Stacking
	Effect is not valid on players in non-PvP zones unless initiated by an NPC.

Effect success is determined by an opposed roll of the effect magnitude vs. the target’s INT*1.5.  On failure, the effect is discarded.

Duration of effect is 30 seconds.

Any AMS systems possessed by target will fail to attempt an interception (magnitude / 2)% of the time.

	Shield 1

(series effect)

(psionic)

Continuous

Replaced
	Effect is valid on all targets.

This effect will fail if the target already has a shield 2 through shield 5 effect.

Effect is 100% successful.

Duration of effect is magnitude*2 seconds.

Target receives a (magnitude * 2) point shield effect on top of any shield system the target may possess.  This psionic shield does not recharge, but simply absorbs (magnitude * 2) points of damage and then dissipates.

	Shield 2

(psionic)

Continuous

Replaced
	If Shield 1 effect exists on target, that effect is discarded.

Will not take effect if shield 3, 4, or 5 is active on the target.

Target receives a (magnitude * 3)-point shield effect. (see shield I for additional info).

	Shield 3

(psionic)

Continuous

Replaced
	If Shield 1 or Shield 2 effect exists on target, that effect is discarded.

Will not take effect shield 4 or 5 is active on the target.

Target receives a (magnitude * 4) point shield effect.

	Shield 4

(psionic)

Continuous

Replaced
	If Shield 1, Shield 2, or Shield 3 effect exists on target, that effect is discarded.

Will not take effect shield 5 is active on the target.

Target receives a (magnitude * 5) point shield effect.

	Shield 5

(psionic)

Continuous

Replaced
	If Shield 1, Shield 2, Shield 3, or Shield 4 effect exists on target, that effect is discarded.

Target receives a (magnitude * 6) point shield effect.

	Paralyze

(psionic)
	Effect is not valid on player targets in non-PvP zones unless initiated by an NPC.

Effect success is determined by an opposed roll of the effect magnitude vs. the target’s INT.  On failure, the effect is discarded.

If target has psionic resistance, effect will fail (resistance%) of the time.

Duration of the effect is (magnitude / 2) seconds.

Target’s maneuverability and speed are reduced to zero for effect duration.  Additionally, target may not fire weapons or use skills.

Any damage delivered to target has (cumulative damage%) chance of canceling the effect.

	Increase Beam Weapon Skill

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s beam weapon skill is increased by magnitude/3.  Skill value cannot increase above 300.

	Increase Projectile Weapon Skill

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s projectile weapon skill is increased by magnitude/3.  Skill can not increase above 300.

	Free Movement

Instantaneous
	This effect attempts to remove any non-psionic slowing or paralysis effects from the target.  The effect will process any existing effects of this type (i.e. Increase Mass 1) on the target and remove them.

For each effect processed, effect removal is (free movement magnitude – (existing effect magnitude /2)%) successful.

	Drain Energy

Continuous

Stacking
	This effect attempts to drain energy from the target’s power and return it to the effect owner.

Effect success is determined by an opposed roll of the effect magnitude vs. the target’s DEX*1.5.  On failure, the effect is discarded.

Duration of effect is (magnitude / 4) seconds.

Each second of the effect drains two units of energy from the target and transfers the energy to the effect source’s owner (NPC or player).

If the source’s owner is an organic NPC, the NPC’s health increases by the amount of energy drained.

	Scan Range Boost

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s Scan Radius is increased by (magnitude * 100) units.

	Scan Power Boost

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s Scan Power is increased by (magnitude / 10) points.

	Blind Scanners

Continuous

Additive
	Effect is not valid on players in non-PvP zones.

Effect is valid on players and all non-organic mobs.

Chance of success determined by an opposed roll of the effect magnitude vs. the target’s INT*1.5.  On failure, the effect is discarded.

Target’s scan range is reduced by (current magnitude / 4)%.  

Magnitude decays at a rate of 3 points a second.

	Cloak

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

While cloak is in effect, player’s maximum speed is reduced to 1/2 of normal.

Effect target becomes completely invisible, and cannot be seen or targeted with weapons/effects except by players or NPCs that have the See Cloaked effect.

Activation of any equipment or skill immediately cancels this effect.

	Advanced Cloak

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

Effect target becomes completely invisible, and cannot be seen or targeted with weapons/effects except by players or NPCs that have the See Cloaked effect.

Activation of any equipment or skill immediately cancels this effect.

	Reduce Signature

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

Effect target’s signature is reduced by (magnitude / 3)% of it’s original value.

	See Cloaked

Permanent

Stacking
	Effect is valid on all targets.

Effect is 100% successful.

Effect persists until removed.

While a ‘cloaked' object is within typical sensor range (i.e. would be normally seen if not cloaked), there is a chance each 10 second period that a player with this effect can see it.  Every 10 second period an opposed roll is made between the magnitude of this effect and the magnitude of the target’s cloak effect (targets with advanced cloak receive a 20% magnitude bonus).  If successful, the object becomes ’uncloaked’ to the owner of this effect for the next 10 seconds.

	Hold

(Psionic)

Continuous

Non-stacking
	Effect is valid on all targets.

An opposed roll of the effect magnitude vs. the target’s INT determines effect success.  On failure, the effect is discarded.

If the target has psionic resistance, the effect will fail (resistance%) of the time.

Duration is (magnitude/4) seconds.

Target’s speed is reduced to zero, and target’s maneuverability is reduced by 50% for duration of the effect.

	Regenerate Shields

Permanent

Stacking
	Effect is valid on any non-organic target.

Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s shield is increased by (magnitude/20, minimum 1) units every second.

	Regenerate Energy

Permanent

Stacking
	Effect is valid on any non-organic target.

Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s energy is increased by (magnitude/15, minimum 1) units every second.

	Increase Beam Range

Permanent

Stacking
	Effect is valid on all targets. 

Effect is 100% successful.

Duration is permanent until removed.

Beam weapons have max range increased by (magnitude/10)%

	Reduce Beam Delay

Permanent

Stacking
	Effect is valid on all targets. 

Effect is 100% successful.

Duration is permanent until removed.

Beam weapons have firing delay reduced by (magnitude/10)%

	Boost Beam Damage

Permanent

Stacking
	Effect is valid on all targets. 

Effect is 100% successful.

Duration is permanent until removed.

Beam weapons have damage increased by (magnitude/10)%

	Reduce Projectile Jam

Permanent

Stacking
	Effect is valid on all targets. 

Effect is 100% successful.

Duration is permanent until removed.

Projectile weapons have jam chance reduced by (magnitude/3)%

	Boost Projectile Range

Permanent

Stacking
	Effect is valid on all targets. 

Effect is 100% successful.

Duration is permanent until removed.

Projectile weapons have max range increased by (magnitude/10)%

	Reduce Projectile Delay

Permanent

Stacking
	Effect is valid on all targets. 

Effect is 100% successful.

Duration is permanent until removed.

Projectile weapons have firing delay reduced by (magnitude/10)%

	Tractor Boost

Permanent

Non-stacking
	Effect is valid on all ship-based targets.

Effect is 100% successful.

Duration is permanent until removed.

Effect increases the range and speed of the target’s tractor beam (magnitude)%.

	Reduce Maneuverability

Continuous

Non-Stacking
	Effect is valid on all targets.

Effect is not valid on player characters in non-PvP zones unless initiated by an NPC.

Chance for success is effect magnitude vs. target DEX opposed roll. 

Duration is (magnitude/2) seconds.

Effect reduces target maneuverability by (magnitude/6)%.

	Warp Engage

Permanent

Non-stacking
	Effect is valid on non-organic targets.

Effect is 100% successful.

Duration is permanent until removed.

Effect reduced warp energy cost by (25 + magnitude/4)%, and reduces both warp engage and warp reuse time by (30 + magnitude/10)%.

	Increase Warp Speed

Permanent

Non-stacking
	Effect is valid on all ship-based targets.

Effect is 100% successful.

Duration is permanent until removed.

Effect increases the warp rating of the currently equipped engine by 1+(magnitude / 50).  Warp value cannot exceed 12.

	Speed Boost

Permanent

Non-stacking
	Effect is valid on non-organic targets.

Effect is 100% successful.

Duration is permanent until removed.

Effect increases combat and warp speed by (magnitude/3)%

	Boost Maneuverability

Permanent

Non-stacking
	Effect is valid on non-organic targets.

Effect is 100% successful.

Duration is permanent until removed.

Effect increases combat maneuverability by (magnitude/3)%

	Escape Warp

Permanent

Non-stacking
	Effect is valid on non-organic targets.

Effect is 100% successful.

Duration is permanent until removed.

Effect allows the player to attempt to engage warp and escape a gravity well. The attempt is successful (magnitude/4)% of the time.

	Scavenge

Permanent

Non-Stacking


	Effect is valid only on PC targets.

Effect is gained when obtaining the Scavenge skill or when joining a group only.

When an NPC is destroyed, a check is made to determine if the destroyer has the scavenge effect.  If so, the treasure generation routine has a chance based on the effect’s magnitude to generate an additional item from the NPC’s treasure table.

An opposed roll is made of (effect magnitude / 4) vs. (destroyed NPC’s level).  If successful, an additional item is generated from the treasure table and placed on the hulk, and the looter is notified: ‘you have managed to scavenge an additional item’ when opening the looting interface.

	Firing Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Beam and Projectile Weapon skills are increased by (magnitude / 2) points.

Magnitude decays at a rate of 2 points per second.

	Defense Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Electric, Explosive, Atomic, and Physical resistances are increased by (magnitude / 10) points.  

Magnitude decays at a rate of 2 points per second.

	Stealth Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Signature is reduced by (magnitude / 5)%

Magnitude decays at a rate of 2 points per second.

	Damage Tactics

Continuous

Additive 
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Character gains the Critical Targeting Skill at level 1 (.1666% chance per point of skill for a critical hit, 150% normal damage), with a skill value equal to this effect’s magnitude.  If the character already possesses this skill, the skill level is improved by 1 point, and the skill value is improved by this effect’s magnitude.

Magnitude decays at a rate of 2 points per second.

	Engineer Systems

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All system devices (including drone controllers) require 30%+(magnitude*0.2)% less time to ‘come online’  when equipped outside of a port. 

	Engineer Equipment

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Engines, Shield Generators, and Reactors require 30%+(magnitude*0.2)% less time to ‘come online’  when equipped outside of a port.

	Engineer Weapons

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All weapons require 30%+(magnitude*0.2)% less time to ‘come online’  when equipped outside of a port.  

	Engine and Reactor Damage Control I

Permanent

Non-Stacking
	Effect is 100% successful.  Has no function if Engine and Reactor Damage Control II is present.

Duration of effect is permanent until removed.

The ship’s engine takes 20+(magnitude / 12)% less damage from any source.

The ship’s reactor takes 20+(magnitude / 12)% less damage from any source.

	Weapon and System Damage Control I

Permanent

Non-Stacking
	Effect is 100% successful.  Has no function if Weapon and System Damage Control II is present.

Duration of effect is permanent until removed.

Any equipped weapon takes 20+(magnitude / 12)% less damage from any source.

Any equipped system (including drone systems) takes 20+(magnitude/12%) less damage from any source.

	Engine and Reactor Damage Control II

Permanent

Non-Stacking
	Effect is 100% successful.  Has no effect if Engine and Reactor Damage Control II is present.

Duration of effect is permanent until removed.

The ship’s engine takes 25+(magnitude / 10)% less damage from any source.

The ship’s reactor takes 25+(magnitude / 10)% less damage from any source.

	Weapon and System Damage Control II

Permanent

Non-Stacking
	Effect is 100% successful.  Has no effect if Weapon and System Damage Control II is present.

Duration of effect is permanent until removed.

The ship’s engine takes 25+(magnitude / 10)% less damage from any source.

The ship’s reactor takes 25+(magnitude / 10)% less damage from any source.

	Hull Damage Control

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Any hull damage is reduced by (magnitude / 8)%.


Interface

Starship

Main Display

HUD Target Icons and Gutter Display

Any object that can be detected by the ship’s scanner should have an associated HUD graphic drawn at all times.  If the object is on screen, the graphic will be centered on the object.  Objects off screen will have the associated HUD graphic tracked in the gutter icon area, representing the direction that the player should turn the ship in order to face the object.

When the object is on screen, the associated HUD graphic should be translucent and low intensity so that they do not interfere with visual details of the object.  As the object gets closer, the translucency of the HUD graphic should increase slightly.

If an object is currently selected and on-screen, the HUD graphic should be replaced with a targeting indicator that does not obscure the visual representation.  The name of the targeted item and the distance should be displayed underneath the targeted object. 

If the currently targeted object is not on screen, the gutter icon should be brightly lit and carry a marker arrow or other indicator that makes it distinct from other HUD graphics.

The following list details the categories of HUD graphics:

	Object Type
	HUD Graphic Description

	Building or Planetary Installation (Enemy)
	Hollow Red Vertical Rectangle

	Building or Planetary Installation (Friendly)
	Hollow Green Vertical Rectangle

	Building or Planetary Installation (Neutral)
	Hollow Yellow Vertical Rectangle

	Drone or Harvester (Enemy)
	Red Triangle Dots

	Drone or Harvester (Neutral)
	Yellow Triangle Dots

	Drone or Harvester (Player Owned)
	Blue Triangle Dots

	Indigenous Life (Enemy)
	Red Squiggle (~)

	Indigenous Life (Friendly)
	Green Squiggle

	Indigenous Life (Neutral)
	Yellow Squiggle

	Item
	Small ‘X’, color-coded based on type.

	Jump Gate (Accessible)
	Green Asterisk Star

	Jump Gate (Not Accessible)
	Yellow Asterisk Star

	Large NPC Ship (Enemy)
	Filled Red Oval

	Large NPC Ship (Friendly)
	Filled Green Oval

	Large NPC Ship (Neutral)
	Filled Yellow Oval

	Missile / Mine (Not Targeted at Player)
	Blinking Yellow Dash

	Missile / Mine (Player Owned)
	Blinking Blue Dash

	Missile / Mine (Targeted at Player)
	Blinking Red Dash

	NPC Ship (Enemy)
	Filled Red Triangle

	NPC Ship (Friendly)
	Filled Green Triangle

	NPC Ship (Neutral)
	Filled Yellow Triangle

	PC Ship (Enemy)
	Hollow Red Triangle

	PC Ship (Friendly)
	Hollow Green Triangle

	PC Ship (Group Mate)
	Hollow Blue Triangle

	PC Ship (Guild Mate)
	Hollow Violet Triangle

	PC Ship (Neutral)
	Hollow Yellow Triangle

	Planet or Moon
	Hollow Green Circle

	Planetary Resource Pile
	Hollow Clover, color-coded based on type.

	Port or Starbase (Enemy)
	Filled Red Hourglass

	Port or Starbase (Friendly)
	Filled Green Hourglass

	Port or Starbase (Neutral)
	Filled Yellow Hourglass

	Small Moon or Asteroid
	Filled Green Circle


Ship Menu

Inventory (Cargo)  Menu

Character Menu

Options Menu

The Options menu allows the character to access graphics, audio, interface, and chat settings for E&B.  Additionally, players will use this interface to exit Earth and Beyond.

Chat Options

When accessing the ‘Chat’ tab, the player is presented with options to filter communications systems.

Interface Options

The ‘Interface’ tab allows the character to modify various interface options.

Graphics Options

Selecting the ‘Graphics’ tab allows the player to modify graphics engine options, raise or lower detail levels, etc. 

Audio Options

The ‘Audio’ options tab presents the player with options to modify the volume of sound and music sources, change sound outputs, and enable or disable 3D audio processing.

Quit Game

When accessing the ‘Quit Game’ tab, the player is presented with an interface that varies depending on whether the player is docked at a port or in space mode.

If the player is docked at a port, the options available will be ‘Quit to Character Menu’, and ‘Quit to Windows’.  If ‘Quit to Character Menu’ is selected, the player immediately exits the game and returns to the character selection interface.  If ‘Quit to Windows’ is selected the game exits to the windows desktop.

If a player is in space mode, a third option is available: ‘Power Down’, and a warning is displayed that the player should choose this option or the ship will persist defenseless for a short period.  Selecting ‘Power Down’ will turn off the engines and begin a countdown timer in the chat area.  Additionally, the ship’s computer should notify the player that the ‘Power-down cycle has begun.’  If the countdown reaches zero uninterrupted, the player is returned to the character selection interface.

The power-down countdown timer is interrupted if the player activates equipment, fires weapons, or engages the ship engine.  The player should receive a notification of the timer being interrupted by computer voice message.

Player Trade Interface

Players may utilize a secure trading system to exchange goods with other players.  To activate the trading system, the action verb ‘Request Trade’ must be selected on an appropriate target.

When a player has received a trade request, a small UI will open in the lower left corner notifying the player of the request.  The player may either accept or decline the request.

If the request is accepted, both players will enter trading mode.  After the trading interface has appeared, players may click on items in the cargo area to add them to the trade, or click on items in the trade interface to remove them from the trade.  Additionally, credits can be offered as part of the trade by either typing in the credit amount in the provided field or by using the increase/decrease credits buttons.

During this process, players can view (but not modify) the trade offering of the other player in a separate area of the interface.  

When a participant is satisfied with the state of the trade, the ‘Accept Trade’ button must be pressed.  If any changes are made by either player after this, the accept trade buttons are un-highlighted.  When both players have accepted the trade, objects and credits are transferred.

If any errors occur during or after the trade process (such as one player not having enough cargo space left to hold the received items), the process should be undone, and items and credits traded should be restored to the original owners.  An error message describing the problem should be shown to both players.

Port

Hangar

The port hanger is represented by an area in which the player’s ship lands.  After the landing process is complete, the player will have a menu selection of interfaces to access at the port.  Different ports will have different services available.

Selecting an area will smoothly transition to the new interface with an animation. 

When the player exits an interface, the player will return to the hangar interface.  The player may opt to leave the port at any time.

Commodities Exchange Interface

The commodities exchange interface is used to purchase or sell items.  The player can view the contents of the ship hold in the lower right panel, and items that the port has to sell in the upper left panel.

Store inventory will be available in up to 9 categories, titled Resource, Power, Engine, Weapon, Turret, Ejector, System, Control, and Ammunition.  Not all ports will have items for sale in all of these categories.

When an item is selected, the info area will show extended information about that item, and context sensitive verbs (i.e. repair, buy, sell) will appear below.

Items can be purchased by selecting the item in the store inventory panel and then selecting the ‘Buy’ button that appears beneath the item information display.  If the player does not have enough credits to purchase the item, the buy button should be disabled.

Items can also be purchased by dragging them from the store inventory window to the ship inventory window.  If the player has the ‘quick buying’ UI option turned off (default), the player should be prompted via a popup window to complete or cancel the transaction.  If the ‘quick buying’ UI option is on, the transaction takes place immediately, provided the player has enough credits to purchase the item.

Items can be sold by selecting them in the ship inventory area, and then selecting the ‘Sell’ button that appears beneath the information display.  If the item has been damaged, a ‘Repair’ option should be available as well.  Selecting the repair option will repair the item for a cost dependant on the type and condition of the item.  See the Item Malfunction, Damage and Repair section for more information.

Items can also be sold by dragging them from the ship inventory window to the store inventory window.  As with purchasing items, if the player has the ‘quick selling’ UI option turned off the player should be prompted with a popup transaction confirmation.

Ports will only purchase items in categories that they sell.  Some ports will also only purchase items by a racial or faction filter (ex: they won’t buy Progen goods or anything made by GETCo).  If an item has been selected that the port is not interested in purchasing, the sell button will be disabled.

See the Commodities Exchange section for additional information.

Ship Configuration Interface

The ship configuration interface is used by the player to remove or attach equipment to the ship hull.  The ship’s current cargo inventory is displayed along with a ‘paper-doll’ of the ship’s mounting areas.  Equippable items can mounted by dragging them from the cargo area to an applicable mount on the paper doll.  If equipment already exists on that point, that equipment is automatically placed into the cargo area.

There are 7 different types of equipment that can be attached to a ship hull:

Power Plants (gray bordered): provides energy to all ship systems.

Engines (blue bordered): provides locomotion and warp capabilities.

Systems (purple bordered): enhances ship abilities

Weapons (red bordered): forward facing weapons

Turrets (orange bordered): 360 degree weapons

Ejectors (yellow bordered): rear facing weapons

Controllers (green bordered): allows for control of robotic drones, also used for communications with NPC allies.

Each mounting point can have a value from 1 to 9, representing the tech level of equipment that can be mounted on that point.  Equipment can only be placed on an appropriate mounting point type of equal or higher tech level.

When an item has been selected, the information panel will display the details about that item.  Damaged items can be repaired for a cost by selecting the ‘Repair’ verb that will appear (see the Item Malfunction, Damage, and Repair section for more information).  

If the currently selected item resides in the cargo area, appropriate mounting points that the item can be placed on the paper doll should highlight, showing where the item can be placed.  

If the currently selected item is mounted equipment and is not a launcher, all other types of equipment that can be placed on the mounting point should highlight.  If the item is a launcher, all ammo types that can be loaded into the launcher should highlight as well.

If an empty mounting point is selected, information about the type and tech level of the mounting point will appear in the info panel.  Also, all equipment items in the ship cargo area that can be placed on the selected mounting point should highlight.

If any other area in the paper doll display is selected, the ship statistics window will be displayed on the info panel.  The information displayed will include the basic ship attributes (hull upgrade level, speed, maneuverability, shield type, power, recharge, warp, signature, scanning range, and scanning sensitivity) and the current hull armor values.  

If the hull has been damaged, a ‘Repair Hull’ option will be available under the ship statistics display.  The cost of repairing a hull is 1 credit per point of hull damage, multiplied by the current ship upgrade level (1-18).

If the player does not have enough credits to repair the hull, the repair hull button should be still available.  If selected, the player is prompted that only a partial repair will occur because the player is short on credits.  In these situations, the hull repairs should attempt to evenly repair the quadrants in an optimal fashion (i.e. it will allocate one point of repair at a time to the most damaged quadrant).

If any of the mounted systems have been damaged, a ‘repair equipment’ button should appear under the ship statistics window, with a total repair cost for repairing all systems.  The cost for repairing all equipment should be identical to repairing each system individually.  See the Item Damage, Malfunction, and Repair section for more information.

Ammunition items can be ‘loaded’ by dragging them to an appropriate launcher device mounted on the ship.  This will ‘replace’ the launcher icon with the ammunition icon.  To unload a launcher, the ammunition can be dragged to the cargo area.  This must be done before the launcher can be unequipped. 

Mercenary Union Interface

The mercenary union is an interface that players will use to hire mercenaries or purchase and upgrade rescue contracts.

Hiring Mercenaries

There are three types of mercenary contracts available, Reinforcement, Escort, and Permanent contracts.

If a reinforcement contract is purchased, a contract item is put in the ship cargo area.  Activating this item will cause the specified mercenaries to appear and fight for the player for a limited duration.

Escort contracts begin as soon as the player leaves the starbase.  The specified mercenaries will assist the player and travel with him for a limited duration.  A contract item will be placed in the player’s cargo area.  This item can be selected and canceled, causing the mercenaries to leave.

Permanent contracts cause the specified NPC to escort the player until the contract is canceled.

The number, type, and duration of contracts will be race, class, and level limited.

Players cannot hire a mercenary if they do not have room in the ship’s cargo area for the contract to be placed.

Mercenary NPCs should appear in the player group interface.  Clicking on the mercenary name should bring up a verb list allowing the player to issue simple commands such as ‘attack my target’, ‘guard my target’, ‘protect me’, etc.

Rescue Contracts

Purchasing a rescue contract will allow the starbase to send out a rescue tug when the player becomes incapacitated.  See PC Damage, Incapacitation, and Rescue for more information.

Rescue contracts can also be upgraded with the union interface.  Upgraded rescue contracts will increase the amount of repair that will immediately be done to the ship upon rescue and/or decrease the per-rescue price charged for such services.

Lounge

The lounge is the primary interface to interact with NPC’s on a starbase and in some cases purchase black market or other commodities.  It should be accessed from the main port interface (landing hangar).  Inside a lounge there could potentially be a bar area, a public terminal, and a few tables with chairs around them (enough to seat a dozen or so).  Note that the described lounge is a metaphor for many types of similar environments; it could be simply a conference room with important NPCs or a guild hall with instructors standing around.

When initially viewing a lounge interface, the character is presented with an appropriate angle where all NPCs or objects that can be interacted with are presented, similar to the landing hangar.  The NPC’s that are available may specifically depend on the reputation, fame, or quest status of the player viewing the lounge area.

Selecting an NPC or public terminal to interact with will zoom the camera to view the new interface (talk tree, merchandise, or public terminal interfaces could be available.)  When the interaction has been completed, the camera will return to the original wide view of the lounge area.

Some NPCs will initially present the talk tree interface, but may present a commodities exchange interface if the appropriate conditions are met.

Talk Tree Interface

Talk-tree interfaces will often be presented by NPCs residing in a lounge interface.  This interface is exactly the same that is used in many adventure games, where a brief block of text describes the dialog that the NPC is presenting and is followed by a list of potential questions, answers, or options.  Clicking on a question, answer, or option will update the interface to reflect the state of the new ‘branch’ that has been followed.

The text displayed by a talk tree interface should not be associated with the chat interface and should not require or react to textual inputs.

No more than 5 talk tree selections will be available to the user at any given branch, with one on of them being ‘exit conversation’ or a finishing statement.  Individual options should be shown in a large, readable font and should generally be only one sentence long.

Ideally, the NPC or object that is being interacted with in a talk-tree interface will reside on one half of the screen, with the other being taken up by presented dialog and user responses.

Certain talk tree interfaces can branch to a commodities exchange interface that will allow the player to purchase certain goods from the NPC.  In these cases, the talk tree interface will close and be replaced with a commodities exchange interface.  Exiting the commodities exchange will return to the main lounge interface.

Traversing the Talk Tree

When the player clicks on the desired NPC, the NPC greets him in a manner specific to that NPC, and based on a number of factors, including reputation, fame, class, race, and level.

The player is presented with at most 5 choices in response. Each of the first four are optional, and can be shown or absent, conditional on similar factors as above.

The last option will always be an end to the conversation, and brings the player back to the main lounge interface. 

If the player chooses one of the other four options, he is taken to another talk tree, which is functionally similar to the initial tree.

Each NPC can have unlimited sub-trees, so long as each is reachable by some condition and choice.

There will also be choices that take the player back to the beginning of the conversation. This will print out a small amount of text, then restart at the specified point.

Emotion

To maximize the immersion and impact of our NPC talk trees and the stories they tell, E&B uses an emotive system tied directly to the talk tree. Each NPC will have a set of emotions that are triggered from inside of talk tree text. The specific emotion triggered is determined by the designer writing the talk tree, and matches the tone of the text. 

There are two ways to implement this system. The simpler system is just a limited set of emotion actions and stances – anger, joy, surprise – that are triggered from the talk tree. There are both emotion stances such as boredom, excitement, mistrust, and one-shot actions – pounding head, waving, nodding. Once a stance is triggered, it is played until another stance is triggered. One-shot actions override the stance, play, and then the NPC returns to the stance.

The simple system includes only body animation with no complex facial animation.

The second system uses the JonesB(?) system to do complex character animation using both facial and body stance animation. The system is fairly robust, and includes the capability to do many more things, including blending one-shot animations, stances, and NPC attitudes, which set a general script of stances and one-shot animations.

If we use this system, the designer specifies the NPC attitude rather than stance, and changes that attitude during the talk tree. The designer can call for one-shot animations similar to the first system. The biggest difference between the two systems is the amount of different actions NPCs can perform, and the quality of blending when switching between stances. It is also much easier for the designer to get interesting behavior with the second system by defining the initial personality or attitude.

The list of attitudes, stances, and one-shot actions is TBD.

Ongoing/Dynamic/Coordinated Events

In order to make our universe seem more alive, connected and whole, our NPCs discuss dynamic and GM coordinated events with the player. They generally speak from their faction-associated bias. In addition to helping to make the world seem alive, it also helps to inform our user base of ongoing events and creates interest in future events.

The generic term used to for these events is Happenings. Happenings comments can either be local to a sector or system, or galaxy wide happenings. Happenings can either be fully dynamic player-driven events, or GM coordinated feature missions. Commentary can be commentary on something about to happen (“Did you hear about the new port InfinitCorp is going to build in the Capella system?”), something happening right now (“Stay away from Vega Five. Big battle going on over there. Big battle.”), or something that is over. (“Wow, Jonric Smythe really stuck it to the V’Rix last week.”)

Happenings Trees are written either from a faction-biased attitude or a generic attitude. For large-scale events, most factions have an opinion on it, but for smaller scale happenings, only directly involved factions have opinion trees. The rest use the generic happening tree.

If there are no applicable happenings for the NPC to comment on, it falls back on a faction-based message of the day tree. 

All of these dynamic trees are written by the Live team, although templates should be created well before hand to ease the creation of the trees on the fly.

All Happenings trees happen before the main tree, and all branches include both a complete exit, and a return to main tree, which then continues with the normal NPC text tree.

Key Words – Optional Feature

Note: the idea of keywords in talk trees is still under debate and is not a final feature. Since it is really a detail on top of the otherwise robust talk tree system, we will revisit it in the future to determine whether to implement and use it or not. - AMB 9/6/00

Advanced users have a sixth option in the talk tree. Below all of the provided responses is a button labeled: OTHER.

If the user clicks that button, he is provided a text box similar to the normal chat interface, and can type in an advanced phrase.

The parsing of this phrase looks for a keyword and if the keyword is spoken, and possibly conditional on other things, the user is taken to another sub-tree.

This ‘keyed’ tree performs exactly like another subtree from this point forward.

- Advanced option – one of the conditionals added to some key phrases if place in talk tree stated. I.e. not only does the played need to know the password, he must say it in the right place in the conversation. The value of this is debatable.

Main Talk Tree Format

If Happening: Goto Selected Happening Tree

If Conditional 1: Goto Tree 1

If Conditional 2: Goto Tree 2

If Conditional 3: Goto Tree 3

Etc.

Subtree Format

Tree 1: Text to print

If Conditional 1: Print this text: on select goto Tree 10

If Not Conditional 1: Print this text: select Tree 11

If Conditional 2: Print this text: on select goto Tree 12

If Conditional 3: Print this text: on select print this text: goto tree 1

ALWAYS TRUE: Ending Text: on select END

Key Phrases Format

If typed “berries” goto Tree 100

If typed “blackmore” and conditional 1 goto Tree 110

If typed “yarlsburg” and conditional 2 goto Tree 120

If typed “hops” goto Tree 130

Data used for conditionals in talk tree

Reputation

Fame

Reaction – combines fame and rep

Possession of Item

Level

Class

Race

Specific Mission in progress

Specific skill or ability enabled

Completed Specific Persistent Mission

Happening Types and Precedence



Global Coordinated (faction-based)



Global Coordinated (neutral)



System Coordinated (faction-based)



System Coordinated (neutral)



System Dynamic (faction-based)



System Dynamic (neutral)



System News Headline (faction-based)



System News Headline (neutral)



Sector Coordinated (faction-based)



Sector Coordinated (neutral)



Sector Dynamic (faction-based)



Sector Dynamic (neutral)



Sector News Headline (faction-based)



Sector News Headline (neutral)



Message of the Day (faction-based)



Message of the Day (neutral)

Things a choice/keyword can do

Take player to another tree

Take player to the Main lounge interface

Take player to the Trading/buying/selling interface

Take player to another NPC and their main tree

Go to Public Terminal – Job board

Go to Public Terminal – News board

Go to Public Terminal – Dock Register

Add/Remove Fame (single player or group)

Add/Remove Reputation (single player or group)

Add/Remove XP (all three pools) (single player or group)

Add/Remove Items from inventory (single player or group)

Add/Remove Cash (single player or group)

Add/Remove skills (single player or group)

Add/Remove skill points (single player or group)

Add/Remove abilities (single player or group)

Buff/Debuff temporarily (single player or group)

Use a skill or ability on the player or group

Skew Reaction temporarily (for duration of conversation or longer if we can)

Add/Remove Missions (single player or group)

Any other lounge/dock functionality?

Designing Talk Trees

The first thing to design when working on talk trees is the NPC identity. Who is the NPC? Who is he affiliated with? What is his demeanor? What does he do? What things in the world does the NPC care about? What is the NPC’s importance in the scope of the world?

Next, define what the interesting things the NPC has to do or say to the player. Does he have any missions for players? What kind of missions are they? Does the NPC have any buy/sell/trade responsibility?  Is the NPC a helper or a trainer?

Once you have the list of specific gameplay things the NPC will say or do, add a number of items of pure flavor. The NPC is a person living in the E&B world, and should have some information on his perspective on events and people. Reams and reams of backstory do not need to exist for each NPC, but each should have some unique things to impart to the player.

Organize the full list into a coherent tree. Keep like items near each other. If the NPC has a number of things to say about the Progen occupancy of his highport, put them all together in a subtree, and link it with a question like, “When did the Progen show up and take over?”

For each item, decide what the player needs to ask or say to get the NPC to reveal the information. If other conditions need to be met before the NPC is forthcoming, note those conditions.

Remember to include an exit at each level of the tree.

Try to give a variety of response types for the player to pick from. A tree with all “goody-goody” responses is awkward, but having a tree with all “jerk” responses is worse. Most people are just going to go through the talk tree looking for missions or buy/trade interfaces, but there is no reason to force them to talk to the NPC like a saint or a jerk if they don’t want to.

Example Talk Tree

Location: Infiniti Highport in the Earth-Sol sector

NPC: Bennie al-Fuzwai, the Terran bartender in the lounge of Infiniti Highport. He enjoys his job, which includes a lot of talking and helping people who are traveling into space for the first time. His ambitions lie primarily in the running and maintainance of a high port, but he would like it most if were an InfinitiCorp station.

Affiliation: InfinitiCorp

Demeanor: cheerful, helpful, optimistic

Missions: 
none originating



Buy Harris a beer (helper)



Fix Harris’ engine (helper)

Interesting Info: Bennie is not a standard NPC, in that his personality is not strong, and has no real attached missions originating with him. He should be the first NPC the player talks to in the game, and will help the player around the lounge, and many functions of the space station. Bennie also collects rare and artistic figurines as a hobby. 

He can provide mission info and utility for other NPC missions.

MAIN TREE

IF InfinitiCorp faction Horrible or worse


GOTO SUBTREE 200

(ELSE) GOTO SUBTREE 1

SUBTREE 1 //Subtree 1-9 Navigating Bennies port help interface

NPC TEXT: Hey, how you doing? First time in space? 

RESPONSE 1: Yup.


GOTO SUBTREE 2

RESPONSE 2: No, not really.


GOTO SUBTREE 3

IF SCRIPT IDNUM1 present

RESPONSE 3: Actually, I want to buy Harris a beer. 


GOTO SUBTREE 100

IF SCRIPT IDNUM2 present

RESPONSE 4: Do you have any idea where I can find new plutonium cores?



GOTO SUBTREE 110

RESPONSE 5: Ahh. Uhhh.  I’ve got something to do. See you around.


GOTO EXIT 1

SUBTREE 2

NPC TEXT: Glad to meet ya then. My names Bennie, and I’m the bartender here at Infiniti Highport. I can show you around the station, if you want. Let me know if you have any questions.

RESPONSE 1: Sounds good, but I really don’t know what to ask about.


GOTO SUBTREE 4

RESPONSE 2: Ok, I’ll look around and be back with some questions, ok?


GOTO EXIT 2

RESPONSE 3: I think I’ll just explore myself.  Thanks, though.


GOTO EXIT 2

SUBTREE 3

NPC TEXT: Well, I’m Bennie. Even if you are an experienced spacer, come by and ask me any questions you have, ok?

RESPONSE 1: Ok, Bennie, can I ask you a question, then?


GOTO SUBTREE 5

RESPONSE 2: Ok, I’ll look around and be back with some questions, ok?


GOTO EXIT 2

RESPONSE 3: I think I’ll just explore myself.  Thanks, though.


GOTO EXIT 2

SUBTREE 4

NPC TEXT: Well, do you know about the public terminal here in the bar? You can find a Job Board there, where you can find short missions that the corporations need running. Kind of like a classifieds. You can also get news updates there, and see the dock register for the entire Terra sector.

RESPONSE 1: Can you tell me more about the Job Board?


GOTO SUBTREE 10

RESPONSE 2: I want to hear about the News Board.


GOTO SUBTREE 11

RESPONSE 3: What can I do with the Dock Register?


GOTO SUBTREE 12

RESPONSE 4: I’d like some different information.


GOTO SUBTREE 6

RESPONSE 5: I’ve really got someplace to be. I’ll be back with questions later.


GOTO EXIT 2

SUBTREE 5


NPC TEXT: Sure, fire away.


RESPONSE 1: Can you tell me more about the Job Board?



GOTO SUBTREE 10


RESPONSE 2: I want to hear about the News Board.



GOTO SUBTREE 11


RESPONSE 3: What can I do with the Dock Register?



GOTO SUBTREE 12


RESPONSE 4: I’d like some different information.



GOTO SUBTREE 6


RESPONSE 5: I’ve really got someplace to be. I’ll be back with questions later.



GOTO EXIT 2

SUBTREE 6


NPC TEXT: Ok, what’s the question?


RESPONSE 1: What do you know about Harris McKinley?



GOTO SUBTREE 13


RESPONSE 2: How do you buy and sell stuff?



GOTO SUBTREE 14


RESPONSE 3: I was just kidding about the questions. See you around.



GOTO EXIT 2

SUBTREE 7


NPC TEXT: Any other questions?


RESPONSE 1: Can you tell me more about the Job Board?



GOTO SUBTREE 10


RESPONSE 2: I want to hear about the News Board.



GOTO SUBTREE 11


RESPONSE 3: What can I do with the Dock Register?



GOTO SUBTREE 12


RESPONSE 4: I’d like some different information.



GOTO SUBTREE 6


RESPONSE 5: I’ve really got someplace to be. I’ll be back with questions later.



GOTO EXIT 2

SUBTREE 10  // Job Board Info

NPC TEXT: Well, the Job Board is found at the Public Terminal. The corporations put open mission information up, and people can take those jobs to make a little extra cash. Most of the missions are just delivery-type jobs, but you can find some interesting combat missions if you are so inclined. Definitely a good place to look if you need some quick cash, or have some time to kill.

RESPONSE 1: Sounds interesting. Can you show me where it is?


NPC TEXT: Ok, follow me.


GOTO PUBTERM/JOBBOARD


RETURN TO SUBTREE 7

RESPONSE 2: Sounds good. I’ll go over there and check it out now.


GOTO EXIT 1

RESPONSE 3: Sounds good. Can I ask another question?


GOTO SUBTREE 5

SUBTREE 11  // News Board Info

NPC TEXT: Well, the News Board is at the Public Terminal and has all the major headlines of the day. Always good to keep up with the goings on in the Galaxy. Enterprising pilots can often find great places to make fame and money by paying close attention to the News Board.

RESPONSE 1: Sounds interesting. Can you show me where it is?


NPC TEXT: Ok, follow me.

GOTO PUBTERM/NEWSBOARD


RETURN TO SUBTREE 7

RESPONSE 2: Sounds good. I’ll go over there and check it out now.


GOTO EXIT 1

RESPONSE 3: Sounds good. Can I ask another question?


GOTO SUBTREE 5

SUBTREE 12 // Dock Register Info

NPC TEXT: The Dock Register is in the Public Terminal. It holds registry information for all of the ships in the Terra Sector. Well, the one here does, anyway. Go to Mars Station, and the Dock Registry has information on the Mars Sector. Anyway, you can check out people and ships that are either docked or flying around. Often a good place to go if you need to hire someone, but can’t find the right person here in the station.

RESPONSE 1: Sounds interesting. Can you show me where it is?


NPC TEXT: Ok, follow me.

GOTO PUBTERM/DOCKREG


RETURN TO SUBTREE 7

RESPONSE 2: Sounds good. I’ll go over there and check it out now.


GOTO EXIT 1

RESPONSE 3: Sounds good. Can I ask another question?


GOTO SUBTREE 5

SUBTREE 13 //Info on Harris McKinley

NPC TEXT: Harris? He’s an alright sort. Works hard. Very loyal. Hit a streak of bad luck lately though. Not sure if he can pull himself out of it. He seems, I don’t know, kind of down. You might want to go talk with him yourself. He really is a nice guy.

RESPONSE 1: Ahh, I’m kind of shy. Could you introduce me?


NPC TEXT: Sure thing.


GOTO NPC/HARRISMCKINLEY


RETURN TO SUBTREE 7

RESPONSE 2: Wow, I had no idea. I’ll stop by and see how he’s doing. See you later.


GOTO EXIT 1

RESPONSE 3: Ouch. Can I ask you another question?


GOTO SUBTRE 5

SUBTREE 14 //Buying/Selling Interface

NPC TEXT: Buying and selling? Sure, I can show you how. First thing is, though, you have to talk to a trader. Some people just have no interesting in selling you anything. Luckily, I am a trader myself. Trade in rare figurines, it’s a hobby of mine, but you don’t really see too many out here.

RESPONSE 1: I’d like to see your collection. I might want to make an offer on one.


NPC TEXT: As long as its not the pride of my collection.


GOTO TRADE/BENNIE


RETURN TO SUBTREE 7

RESPONSE 2: I really don’t like figurines, but can you show me anyway?


NPC TEXT: Sure, I think I can find something to sell ya back here.


GOTO TRADE/BENNIE2


RETURN TO SUBTREE 7

RESPONSE 3: Thanks, but can I ask another question?


GOTO SUBTREE 5

SUBTREE 100 // Buy Harris a Drink Mission

TBD

SUBTREE 110 //Fix Harris’ Power Plant Mission

TBD

SUBTREE 200 //Bad Reputation Tree

TBD

EXIT 1 //Generic Good Exit



NPC TEXT: Ok, pal. See you around then.

EXIT 2 //Ask a question later Exit



NPC TEXT: Alrighty. Any time you have a question, come ask Bennie, ok?

Commodities Exchange Interface

Some NPCs may present a commodities exchange interface immediately, or after a talk tree interface has been navigated, or only when specific criteria have been met by the player.  This interface is identical to the commodities exchange interface provided from the main terminal, but different in that it does not need to present hull or equipped item information.

Public Terminal Interface

The public terminal is a computer that may reside in hangars or lounges.  It will allow players to access player lists, news feeds or find generic missions to complete.  It has three sub-interfaces, the Mission Posting, News Feed, and Player List areas.  These sub-areas can be accessed with the ‘Missions’, ‘News’, and ‘People’ buttons.

Mission Postings

The mission interface is used to access the random quest features of E&B.  The interface will provide the player with a list of generic missions.  The missions available will be tailored to the player’s ability and the location of the starbase.

Players may select the ‘Mission Type’, ‘Requester’, or ‘Payout’ tabs to sort the available missions.

Selecting the ‘Show Group Missions’ radio button will show more difficult missions filtered against the abilities of the player’s current group.

Selecting a mission provides additional information in the info area about the mission and allows the player to accept it, provided that they currently have ‘room’ for it in their mission list.  Players are only allowed to have 3 single-player missions and 1 group mission at a time.

The ‘Current Missions’ section shows the player’s open missions or recently completed ones.  If the player selects one of these missions, the info area will show additional information (full description) about the mission, and allow the player to forfeit the mission if desired.

See the Missions section for more details about random missions.

News Feeds

The news feed interface will allow the player to read news items on a system or instance-wide level.  The GMs will decide the specifics of what news is posted.  Update information and non-critical game event news can be viewed as well.

Players may select ‘Date’, ‘Location’, or ‘Title’ to sort the list of available news.  When an entry is selected, the news document appears on the right panel.

Player Lists

From the news center, players can view a list of all players in a sector, system, or server.  Simple sort buttons are provided to allow filtering by race, class, and level.

Selecting an entry from the list will allow the player to quickly view the player’s biography and send a private message to the selected player.

Conference Rooms Interface

There may be several conference rooms available from either the hangar interface or the lounge interface.  Conference rooms allow players to view each other’s avatars and engage in a private chat session.

The first player to enter an empty conference room becomes the room’s controller, and may set a password required to enter the room or seal the room at any time.

Player Storage Interface

Players will have access to a ‘bank’ or item storage location at some ports.  The items stored in these facilities will be available from any other port; i.e. the inventories are shared between all locations.

The storage interface will utilize the same layout as the Commodities Exchange interface with the exception of item category selection and buy/sell/repair functionality. 

When viewing the storage interface, players will see two inventory panels.  The first panel represents the items in storage, and the second panel represents the items in the ship’s cargo area.  Dragging an item to the ship’s cargo representation will move that item into storage if there is room available.  Dragging an item to the storage area will move it to the ship’s cargo.

Credits are not represented in the storage interface and may not be stored for safekeeping.  

Certain items (primarily resource and other large bulk items) will be flagged as not storable.  These items should be shown in the cargo area but grayed out or otherwise color-coded to represent their inability to be stored.  If the player attempts to store an item of this type, an error message should be generated.

See the Item Storage System for more information.

Laboratory Interface

The laboratory is the interface used to analyze or manufacture items. 

Acquiring Manufacturing Specifications (Analysis)

Before a player is able to manufacture an item, he must first have acquired manufacturing specifications for that item.  Acquiring specifications for an item is accomplished by analyzing an item of that type.

To analyze an item, the player must select it in the laboratory interface and then select the ‘analyze’ verb.  There will be an associated credit cost required for item analysis.  Items may not be analyzed if:

The item type has already been analyzed.

The character does not have enough credits available to pay the analysis cost.

The character does not have a high enough skill level to analyze the item.

The item is too damaged or worn to analyze (less than 50%).  If the item is simply too damaged and can be repaired above 50%, a repair option will be available.

The item has a ‘no-manufacture’ flag set.

The item has a race or class only manufacturing bit and the player is not of that race or class.

There will be a chance of success for item analysis, calculated from the player’s associated manufacturing skill.  If the skill check is successful, the manufacturing specifications are added to the player’s specification tracking list.  

Analyzing an item always destroys the item.

Manufacturing an Item

To manufacture an item, the player must first select the appropriate manufacturing template.  When the template has been selected, ‘shadow’ icons representing the types and quantities of resources required will appear in the components box.

The player must then place the appropriate components in the components area.  Placing quantities of components greater than those required is acceptable.

If the player has placed all of the required components in the components area the player can then manufacture the item by selecting the manufacture item verb that will appear in the info window.  Items can not be manufactured if:

The player does not have enough skill to manufacture the item.

There is not room in the cargo area to store the left over components and the item to be manufactured.

The player does not have enough credits for the manufacturing process.

When an item is manufactured, the required components are removed from the component area and the manufacturing cost is deducted from the player’s credit tally.  A skill check is then made to determine if the item was successfully manufactured, and what quality the item is.  

Successfully manufactured items are immediately placed into the cargo area and stacked with like items if possible.  Additional selections of the ‘manufacture’ verb will repeat this process if there continue to be enough available resources and credits.

Navigation System

This document describes the navigation system for E&B. Basically, the navigation system controls how the player moves around the game space and how they get from place to place with a minimal amount of hassle.

Summary

Players move around the universe in two different methods – impulse (combat) speed, and warp speed. Impulse speed is what players will use when they fight, examine, mine, trade, and do practically everything else in the game. Warp speed is for moving really, really fast in a given direction.

The problem is that currently, warp speed also gets you lost really, really quickly. To compensate, the amount of information that is currently displayed to the player is overwhelming and confusing. This document proposes a simplified solution to both problems.

Nav beacons

At the heart of this new system is the idea of nav beacons as “highway markers” for players to follow from one point to another. These beacons run between common points of interest in the sector, creating routes for players to follow if they’re just trying to get somewhere in a hurry.

Players are still free to warp anywhere they wish by just pointing in a direction and hitting warp, but the beacons provide a couple of services that make route travel very attractive:

· Warp from near a beacon location is accelerated (30%) over normal warp speed.

· Because the routes are frequently used, nav beacons are generally safer (for the most part) than getting to a destination on your own.

· If the player has selected a route that takes them through multiple beacons, they are automatically targeted onto the next one in their route, making it easy to get from place to place.

· Beacons can provide other benefits (see section below) such as accelerated energy and shield recharge, defensive guns, etc.

The player does not need to know about the nav beacons in order to use them. Whenever the player brings up their starmap and selects a destination, their ship computer will automatically target the closest nav beacon (or the destination, if it is closer) to get them to their destination. All the player has to do is hit warp, and they’re on their way.
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Another important part of this system is the use of the starmap. The starmap shows all the major destinations in a system that the player has discovered or learned about, as well as the nav routes that they’ve flown along or learned of. 

The starmap is accessed by the map button that appears on the player’s main interface. When they activate it, the current system will be displayed in the middle of the screen, in the same location that inventory or character information appears in. It may look something like what you see to the right.

When the map is up, players can highlight any destination point on the map and left-click to select it as their target. If the destination is too far from their current position in the sector to get there directly, the fastest route using nav points will be chosen.
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When a route is chosen for the player to follow, it will be displayed on their map so that the player can see where the route will take them through the sector. It may look something like what you see to the right.

As you can see, the destination (Jupiter gate) has the chosen route selected and displayed, so the player can get the idea where they’re going to be taken. All the player has to do at this point is hit the warp button to be taken along the route.

Currently, the player will have to click the warp button each time they want to continue to warp from point to point, but we could build in an automatic feature that will engage warp to the next point in 5-15 seconds if the player doesn’t do anything else.

Types of beacons

There are several types of beacons in the game. Each type is a little better and offers a wider range of options than the last. Although the differences aren’t shown in the above mock-up, the points would look different in shape and size depending on their abilities. The names are (of course) subject to change. The types and benefits are:

· Nav beacon
The basic nav beacon is the most common of the beacons. They have the following abilities:

· Automatically recharge warp engine within influence range.

· Increase warp speed (30%) for entire trip when activating warp from within influence range.

· Def beacon
Def beacons (or defense beacons) offer the services above, but also have defensive weapons appropriate to their location and surrounding area’s tech level.

· Weapon type varies by sector and tech of surrounding planets / factions

· Charge beacon
Charge beacons offer all of the services of the two above, plus they accelerate the recharging of shield and/or weapon energy for all nearby friendly craft.

· Increases recharge rate on Shield energy (X%)

· May also increase recharge rate on weapon bank (X%)

Factional beacons

Some areas of space may have beacons that are intended for use by certain factions or races. These beacons would not give benefits to players that aren’t a member of that faction or race. Note that a beacon will always give a warp boost to any ships, even those that aren’t of the right faction.

Beacon influence range

The range at which beacons have an influential effect is up to the designers to set at a later time. The range will be standardized for all beacons to avoid confusion. The range must be large enough so that multiple ships could be “hanging around” the beacon in order to recharge weapons and shields, but not so big that you don’t need to keep the beacon at least within visual range.

Player feedback

The player will have to have some feedback to tell them when they are using the beacon warp system or receiving benefits from the beacons.

Benefit indicators

The following indicators will be used to indicate these bonuses.

· Charging bar
Used for weapon and shield recharge, this bar will move across the weapon and energy shield display(s) in the direction that the bar normally charges “up” in. The bar will continue to cycle through the display until the ship is out of range of the bonus, or the energy capacity is fully charged.

· Over-warp
When the player is going to gain a speed advantage from being near a beacon, the warp activation button will pulse with energy, indicating that it is powered up and will produce faster warp speeds. The button will stay in the powered-up state until the player either leaves the influence of the beacon or activates their warp engines, whichever is first.

· Protected space
When the player enters space protected by the def point, they will get an automated message from the beacon that tells them they are under whomever’s law that happens to be governing that beacon. If the beacon is hostile (this should never happen unless it’s part of a story element), the player will be warned of this and given a brief amount of time to turn around before it opens fire.

Route information
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Normally, the player only sees the name of the current target in the on-screen target area. When in a route to a destination, another line of text will need to be displayed, so the player can see where they’re eventually headed. The new line will display the eventual destination that the computer is heading the ship towards, similar to the small display on the right.

Alternately, we could make this a lot more flashy and show a small map of where you are on the route, how many jumps are left, how far you are from your destination, etc. But, that may be a bit much for E&B 1.0

Sector Boundary System 

Overview

There are three types of sectors in Earth and Beyond. The most common is the Open Space sector, but we also have Space Dungeons and Planet sectors.

Currently in Open Space sectors, there is no limit to where a player can fly when oriented on the Galactic Plane. He could just point in a direction, hit warp, and fly for hours without ever reaching more content. In addition to technical issues with allowing players to fly as far away from the sector center as they wish, players become easily frustrated if they go somewhere, even miles off the beaten path, and there is nothing to do.

There is also a limit on how far above or below the Galactic Plane the player can fly. This is currently only modifiable with hotkeys while the game is running, and affects every space sector in the game.

Boundaries for Open Space

Open Space sectors have a fairly simple boundary system. Walls, floor, and ceiling are placed around the sector. The box representing these walls is aligned on all axes. These form the limits for player activity, and all content should be placed well within these bounds. A player should not be able to find the boundaries unless he is specifically looking for the edge of the sector.

Boundary Effects

The boundary itself is invisible, and to ease the “Glass Wall” effect these hard boundaries tend to cause, the boundaries themselves are not collidable with player ships. Instead, the player’s velocity vector away from the sector is reduced as he travels farther from the sector wall, eventually bringing the player to a halt at 2000 units outside the wall. His velocity vector toward the sector, or perpendicular to the boundary, is not affected. 

When crossing the boundary, the player should be told, with audio or text, that he is leaving Known Space, and that equipment may cease to function correctly. Additionally, the player is pulled out of warp when reaching the boundary, and cannot engage warp until he is inside the walls.

Boundaries for Space Dungeons

Space Dungeon sector boundaries TBD

Boundaries for Planets

Planet sector boundaries TBD

Editing Boundaries

Open Space boundaries

The boundaries for Open Space sectors are a part of the sector properties, and are editable within the Sector Properties dialog.

	BoundX
	Float
	The length of the box on the X-Axis. Default = 400,000

	BoundY
	Float
	The width of the box on the Y-Axis. Default = 400,000

	BoundZ
	Float
	The height of the box on the Z-Axis. Default = 4,000

	CenterX
	Float
	The offset of the center of the box from Sector Origin on X. Default = 0

	CenterY
	Float
	The offset of the center of the box from Sector Origin on Y. Default = 0

	CenterZ
	Float
	The offset of the center of the box from Sector Origin on Z. Default = 0


Space Dungeon boundaries

Editing Space Dungeon boundaries TBD

Planet boundaries

Editing Planet boundaries TBD

Sub-warp (combat)

Sub-warp speeds are primarily used for navigation around points of interest, combat, or exploration of a planetary surface.

The velocity at which a ship travels while sub-warp is derived from the output of the equipped engines, multiplied by an energy allocation ratio, and divided by the ship’s hull mass.

Engines have a maximum thrust and drain rating. When full throttle is engaged, the engine will drain a set amount from the engine power system.  Additional energy allocated to the engine system in excess of the engine power drain will have no effect other than to recharge the energy system.  The amount of energy drained by the engines and the engine output is in direct proportion to the throttle level, so that 50% throttle will achieve 50% max velocity with 50% power drain.

Some engines may have a turbo special that can be activated.  When this special is on, the engine will produce 150% thrust at the cost of 200% normal power drain.

Warp (intersystem)

Warp speed is used to quickly navigate to points of interest within a system.  Warp fields do not function on planets or near large gravitational sources.

When initiating warp, a quantity of energy will be immediately drained from the engine capacitance system.  If the energy is not available, the warp will fail to function.  The quantity drained is a simple multiplier of the warp class of the engine.

Warping is activated or deactivated using the warp button located in the space mode UI.  

Warping should be extremely fast compared to combat speed, and should use a special visual effect.  While warping, the player cannot interact with the system nor be interacted with.

Warping only occurs in straight lines – the ship’s steering is disabled during warp.

NPCs, players, planets, and other objects emit a ‘gravity field’ that interferes with the warp drive.  For any object in the game, a gravity level and effect radius should be definable.  Engines have a warp rating, which is the maximum level of mass effect that they can operate in.  If the ship is in  a mass effect larger than the warp rating, warp can not be engaged. 

Some character archetypes may have the ‘warp override’ skill that will give them a chance of engaging warp while inside a gravity sphere.  In this case, the warp button will blink instead of graying out while in a gravity well.

During warp, if the player’s path encounters a gravity field of a great enough strength to interfere with the player’s warp mechanism, warp will automatically disengage 1000 units outside of the gravity well.  The player may then warp in a different direction to evade the effect or attempt to cross the effect sphere at sub-warp speed.

HUD displays, gutter icons, and scanners are functional during warp, although verb interactions (such as ‘scan target’) do not function.

Hyper-warp (intra-system)

Intra-system travel is accomplished through the use of hyper-warp gates.  Many gates simply need to be entered to have them operate.

Hyper-warp gates may be keyed, and will not operate unless the player has achieved some previous goal.

Hyper-warp gates may lead to multiple destinations.  The destination can be selected with a popup UI that will appear when the gate is targeted.

In some instances, hyper-warp gates may require a toll to use.  If the gate is targeted, a UI will appear showing the toll for the gate and have an activation button.  Selecting the activation button will open the gate for that player only, and credits will be immediately deducted from the player’s credit counter.

Wormhole Generators

Certain classes may be able to manufacture and utilize wormhole generators, which allow for quick controlled jumps (shortcuts) to different sectors 

Tuning a Wormhole Generator

Before deploying a wormhole generator, it must be tuned to a specific destination.  The device must be physically transported to the destination site and the tuning command must be selected.  This option will not be allowed in many sectors, such as those near a faction center or in a system owned by another player.

Deploying a Wormhole Generator

Wormhole generators must be deployed in space to be utilized.  Once deployed, a one-way only gate will open for a timed duration.  Any player may use the gate when it has been opened.

Limitations

Wormhole devices are size limiting.  Small wormhole devices can only transmit small ships.

Wormhole devices can only transmit a limited number of ships before disappearing.

Wormhole devices can only maintain a gate for a limited time, after which they disappear.

Wormhole devices are one use only, and cannot be retrieved once deployed.

Radar, Cloaking, and Passive Scanning Systems

Object Detection

Radar

General Rules

A visual HUD icon will mark objects detected by radar.  If the player is not facing the object, the icon will sit in the ‘gutter area’ on the edge that the player needs to turn the ship in order to face the object.

Each object type has a distinct and unique contact symbol.

	Player Ship

	NPC Ship

	Organic 

	Resource Object

	Item

	Hulk/Hull/Debris

	Planet/Moon

	Misc Galactic Geo

	Structure

	Large Ship

	Nav Buoy

	Gate

	SolSec

	Guide/GM

	Network 7


In addition, each contact symbol has a color associated with it to indicate aggression.

	Red
	Hostile (Attacking or will attack)

	Yellow
	Threatening (will assist hostiles)

	Green
	Friendly (may assist player)

	Grey
	Neutral (won’t assist player or hostiles)

	Cyan
	Group Member

	Blue
	Other Player

	White
	Current Target

	Gold/Red Flashing
	Attacking Player


Objects that are detected by radar can always be selected to determine basic type, distance, and attitude. Action verbs associated with the object (such as ‘scan’ or ‘dock’) may not appear until the player is within a defined distance.

Objects that are not detected by radar cannot be interacted with in any way.

If the detected object is a player’s ship, the name of the player should float over the object.  

If an object is moused-over or selected, the name of the object should float over the object if the player is facing it. 

See the E&B Interface Implementation document, under the Gutter System section, for more details.

Object Types

E&B objects will be defined in three size categories, Huge, Large, and Small.  Each of these categories are treated differently by the radar system.  Small objects can also be cloaked, and will be treated differently when in this mode.

Huge Objects:

Huge objects (generally moon size or greater) within a sector will always be detected and visible in the HUD/gutter icon display, regardless of the player’s location within that sector. 

Large Objects: 

Large objects (space stations, capital ships, etc) will have a set distance at which they ‘broadcast’ their location.  The default value for this distance should be 150,000 units but should be designer-modifiable for special situations.  Any players within this range should see a HUD indicator for these objects.  Note that nav-buoy objects will usually fall into this category. 

Any normally “large” object can be declared small, and do not broadcast their location as a large object. The object then behaves, in all cases, as a small object.

Small Objects

The maximum range at which small objects can be detected is 50,000 units. 

The minimum range at which small objects will always be detected is 1,000 units. Note the minimum distance a player ship can be detected by another player ship is 3,000 Units.

The maximum range at which small objects can be detected by the player is the ship’s scan range attribute.  This value is determined by the hull but may be modified with systems.

The actual range at which the player will become aware of an object is the signature of the object plus the player’s scan level, as a percentage, times the player’s scan range.  

	Max Viewable Range
	Target Signature + Player Scan Level     *     Player Scan Range

                           100


An object with a 40 signature will be detected at 40% of the ship’s scan range value if the player’s scan level is 0.  An object with a 40 signature will be detected at 45% of the ship’s scan range value if the  

The signature value of an object is simply a designer-defined value field for that object

The signature value for a player’s ship is the sum of the signature value for the ship hull and the signature value for the engine.  Special systems or player skills may temporarily or permanently alter the ship’s signature. 

Cloaked Objects

If an object is cloaked, the player (or an NPC) without the Detect Cloaked effect will not be able to see it, and cannot target it or fire at it. If they DO have the Detect Cloaked effect, or are in a group with someone who does, there is a chance that the cloaked object can be detected. See the Effects section for more details on the interaction between Cloak and Detect Cloaked.

Scan Distance Resolution

Scanning resolution on all objects changes depending on how far the object is from the player. If the object is over 10,000 units away, distance to objects is reported in thousands (117K). If the object is over 5,000 units away, distance to objects is reported in hundreds (7.1K). If the object is over 1,000 units away, the distance is reported in tens (1.42K). Below 1,000 units, the distance is reported accurate to the unit. (954)

	Distance Range
	Report Accuracy
	Example

	0-999
	Ones
	432

	1000-4999
	Tens
	1.34 K

	5000-9999
	Hundreds
	5.7 K

	10000 and up
	Thousands
	45 K


Scanning

General Rules

Any radar detectable object can be scanned if the player has a scanner device mounted in a system mounting slot.  Scanning is activated using the verb dialog entry ‘scan’ on the currently selected target.

For small or large objects, the scanning verb will appear at ¾ the distance at which the object can be normally located with radar.  For huge objects, scanning is possible at 100,000 units distance.

Scanning will present a dialog that provides extended information about the object being scanned.  This dialog will persist until closed.

There are 9 tech levels of scanning devices.  The amount of information retrieved by scanning an object is dependent on the player’s scanning ability and the tech level of the scanning device equipped.  

Objects can also have a scan blocker equipped, which will reduce the amount of information gathered about them by other players.

To determine the amount of information gathered by a player when actively scanning an object, calculate score where score = player’s scanning skill + (ship’s scanner tech level * 20) – (target’s scan blocker tech level * 20).  Use score to determine the amount of information provided:

Planets

	Score
	Information Gathered

	>0
	Reveals climate and terrain information

	>30
	Reveals information about unconcealed (public) colonies and ports. 

	>70
	Reveals general danger level of indigenous life.

	>130
	Reveals resource type information.



	>200
	Reveals information about concealed ports, ruins, and other points of interest.



	>300
	Reveals detailed information about types of indigenous life found.




Asteroids

	Score
	Information Gathered

	> 0
	Reveals mass and dimension information.



	> 50
	Reveals if harvestable resources exist in asteroid.



	> 100
	Reveals general resource category  information.



	> 180
	Reveals specific resource type available.



	> 250
	Reveals complete resource information, including exact type and quantity of resource units available.




NPC / PC Ships

	Score
	Information Gathered

	1
	Reveals archetype information (class and ship upgrade level).



	2
	Reveals weapon, turret, and ejector system basic information (i.e. type and mounting class)

Reveals shield type.



	3
	Reveals all system basic information.

Reveals armor type.



	4
	Reveals advanced information about weapon, turrets, and ejectors (i.e. damage type, damage amount, health, etc)

Reveals basic information about contents of cargo hold.



	5
	Reveals advanced information about all systems.

Reveals advanced information about contents of cargo hold.




NPC Lifeforms

	Score
	Information Gathered

	1
	Reveals general category of lifeform and difficulty level.

	2
	Reveals specific type / name of lifeform.

	3
	Reveals special attacks and damage information.

	4
	Reveals special weaknesses.

	5
	Reveals all available information.


Items

	Score
	Information Gathered

	1
	

	2
	

	3
	

	4
	

	5
	


Starbases and Ports

	Score
	Information Gathered

	1
	

	2
	

	3
	

	4
	

	5
	


Missions

Random Missions

Overview

Random missions are accessed through any Public Terminal interface.  When a player accesses this interface, a list of missions specifically targeted for that player are generated.  If the player selects the ‘Group Missions’ button, missions are instead generated for the player and the player’s current group.

Players can only have 3 open missions simultaneously.  Missions stay open until:

The player completes the mission and returns to a public terminal for a reward.

The mission timer expires before the mission is complete.

The mission enters a forfeiture state.

The player forfeits the mission at any public terminal.  Mission forfeiture may have reputation penalties.

Rewards for completion of random missions occur when the player returns to any public terminal after completing the mission.  At this time, experience and monetary awards will be credited.  

Penalties for mission failure apply as soon as the mission is considered forfeit.

The player may view the current open missions on the Character user interface under the Missions tab or at any public terminal.

Players should be immediately notified by ship computer voiceover & text message (in space mode) or voiceover / text popup window (in port mode) when a mission is completed or failed.

Rules for group missions:

Players may have one ‘group mission’ open in addition to the three single player missions.

Experience and financial rewards are evenly distributed upon completion.  

Only the player (‘leader’) who accepted the group mission can forfeit a group mission.

Members in a group mission have one mission slot filled by the group mission.  

If the leader disbands the group or if the group falls to 1 member, the mission is automatically forfeited.

If a player joins the group before the mission is completed, the player is considered part of the mission.

If a player leaves the group before the mission is completed, the player receives no reward for the mission.

If the player leaves the group after the mission is completed but before returning to a starbase to collect the reward, that player still receives a reward at the time that the reward is collected. 

Random Example Data

Each of the mission categories has an example random mission generation example and the resulting gameplay example. All random missions are based from the Vega Prime Highport Starbase. The data set for Vega Prime follows. Refer to these tables during the random mission generation sections.

Destination List

	Destination
	Mission Type
	Time to Arrive
	Difficulty

	Alpha Cent. Sec 3 HP1
	Cou, Esc, PaD, Int
	2
	8

	Proxima Sec 2 HP2
	Cou, Esc, PaD, Int
	4
	10

	Prioxima Sec 6 HP1
	Cou, Esc, PaD, Int
	6
	6

	Vega Sec 3 HP1
	Cou, Esc
	1
	5

	AC, Sec 2, S of Aster. 221
	Com, Ddef, Pat, Inf, Loc, Ret, PaD, RNPC
	3
	8

	AC Sec 2, SW of Aster. 104
	Com, Ddef, Pat, Inf, Loc, Ret, PaD, RNPC
	3
	9

	AC Sec 2 NE of Moon 1
	Com, Ddef, Pat, Inf, Loc, Ret, PaD, RNPC
	3
	22

	Vega Sec 1 NavBuoy 23
	Com, Ddef, Pat, Inf,  RNPC
	3
	10

	Vega Sec 3 Underside of Hulk
	Com, Loc, Ret, PaD
	2
	50

	Vega Sec 2 NavBuoy 47
	Com, Ddef, Pat, Inf,  RNPC
	1
	4

	Vega Sec 5 NavBuoy 12
	Com, Ddef, Pat, Inf,  RNPC
	1
	12

	Vega Sec 5 NavBuoy 98
	Com, Ddef, Pat, Inf,  RNPC
	1
	26

	Vega Sec 5 NavBuoy 101
	Com, Ddef, Pat, Inf,  RNPC
	1
	14


Sponsor List

	Sponspor Org.
	Tendencies
	RFF Modifier

	GalPepsiCo
	Com, Int, Ind
	2.2*Difficulty

	Vega Prime Council
	Com, Int, Ind, Mil, Pol, Soc
	2*Difficulty

	Miners of Vega
	Com, Ind
	10*Difficulty

	Vega Racing Consulate
	Int, Pol, Ent
	1*Difficulty

	Vegan Freedom Militia
	Mil, Pol
	1*Difficulty

	Proxima Light Horse
	Mil, Int
	0.5*Difficulty

	GalRedCross
	Pol, Chr, Sci
	3*Difficulty

	Fuminta Observatory
	Sci, Int, Soc
	2*Difficulty

	Temple of Universal Truth
	Rel, Chr, Pol
	6*Difficulty

	Gal. Holo-Actors Guild
	Ent, Pol
	3*Difficulty

	Commune of the Traveller
	Rel, Soc, Mil, Int
	1*Difficulty


NPC List

	NPC
	Type
	Mission Type
	Affiliation

	Vorhees the Disrespectful
	L5 Jen Exp
	Esc, Ddef
	GPC, PLH, CoT, VPC

	Banhus, Asteroid Master
	L23 Ter Mer
	Esc, Ddef
	MoV, VFM, FO

	Billenkampf, ruler of the Outer Gurgle
	L17 Pro Mer
	Esc, Ddef
	GRC, VPC, GHAG

	Lyissa Stardust
	L2 Jen Mer
	Esc, Ddef
	GHAG, GRC, TUT

	Colonel David Bludlet
	L25 Pro War
	Esc, Ddef
	PLH, VPC, VRC

	Susan Lucan
	L17 Ter Exp
	Esc, Ddef
	GPC, FO, TUT

	Glaris Caendale
	L23 Pro Exp
	Com, Datt, Inf, RNPC, Int
	Veguerrilla Alliance

	Cordane Smith
	L31 Ter War
	Com, Datt, Inf, RNPC, Int
	Bloodane Pirates

	Saldane Smith
	L33 Ter War
	Com, Datt, Inf, RNPC, Int
	Bloodane Pirates

	Mysdane Smith
	L35 Ter Exp
	Com, Datt, Inf, RNPC, Int
	Bloodane Pirates

	Gendane Smith
	L34 Ter Mer
	Com, Datt, Inf, RNPC, Int
	Bloodane Pirates

	Jennifer Bartleby-Moore
	L15 Jen War
	Com, Inf, RNPC, Int
	South of Paren

	Hillistat Jocogian
	L7 Jen Exp
	Com, Inf, RNPC, Int
	South of Paren

	Farlis Oublietta
	L3 Jen Mer
	Com, Datt, Inf, RNPC, Int
	JenGunRun

	Anugard Istentall
	L2 Pro War
	Datt, Inf, RNPC, Int
	Manifestasio

	Burgi Istentall
	L22 Pro War
	Com, Datt, Inf, RNPC, Int
	Manifestasio

	Regil Istentall
	L23 Pro War
	Com, Datt, Inf, RNPC, Int
	Manifestasio

	Juren Harn
	L1 Pro Exp
	Com, Datt, Inf
	Procon United


Item List

	Item
	Mission Type
	Affiliations
	Properties

	Nano-Titanium Can Prototype
	Cou, Loc, Ret, PaD, RNPC
	GPC, MoV
	Food

	Magic Missile
	Cou, Loc, Ret, PaD, RNPC
	VPC, VRC, MoV
	Missile

	Vorpal Mace
	Cou, Loc, Ret, PaD
	VPC, MoV
	Missile

	Head of Bob
	Cou, Loc, RNPC
	VRC
	Body Part


Key

	Tendency
	Code
	Mission Type
	Abbrev.

	Commerce
	Com
	Courier
	Cou

	Intelligence
	Int
	Escort
	Esc

	Industry
	Ind
	Combat
	Com

	Military
	Mil
	Intercept
	Int

	Political
	Pol
	Defend
	Ddef, Datt

	Social
	Soc
	Patrol
	Pat

	Entertainment
	Ent
	Infiltrate
	Inf

	Charity
	Chr
	Locate
	Loc

	Science
	Sci
	Bounty Hunt
	Bou

	Religion
	Rel
	Retrieval
	Ret

	
	
	Pickup-and-Deliver
	PaD

	
	
	Retrieve from NPC
	RNPC


Mission Categories

Courier

Courier missions involve the transport of goods to another port facility.  The player is given a reasonable amount of time to complete the mission.

Upon accepting the mission, the player will have the unit(s) of cargo automatically placed in the player’s ship cargo area.  These items may not be sold or dropped.  If the player does not have room in the ship cargo are to transport the goods, the player is informed of this and the mission can not be accepted.

Upon arriving at the destination port and accessing the public terminal, the mission is considered complete and the goods are automatically removed from the player’s cargo space.

If the mission timer expires before the mission is complete and the player docks at the destination port, the player is informed of tardiness and will receive only ½ of the success reward.  If the player docks at any other port after the mission has expired, the cargo items automatically disappear and the mission is considered forfeit.

Mission cargo items may not be lost during combat.

	Courier Data

	Delivery Location

	Item Type to Deliver

	Item Name to Deliver

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Courier Missions

There are three primary things a starbase designer must define for random courier Missions to work at a starbase: locations, sponsors, and items.

In the Starbase Editor, the designer has access to a global list of all ports. Using a filter to only show ports within 10 jumps, the designer picks which ports are valid courier destinations from the current base. Each port already has a distance (based on number of jumps) and difficulty (based on port sector and location – set by it’s designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid destinations for each mission type, on the order of 15-20.

Second, the designer specifies which factions are associated with the starbase. He can pick from a global list of all factions, or create a new one if the existing factions do not meet his needs. To create a faction, he needs to specify a name, a list of affiliations and enemies, and a list of tendencies. It is the tendencies that define which Missions a faction sponsors. All tendency types can sponsor courier missions. (Since the factions associated with a base actually have implications beyond random Mission generation, this will probably be defined far prior to this, but is included for completeness.)

Last, the designer defines courier items. He can choose a Mission item previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks an item type/graphic and gives it a name. He then defines which sponsors are interested in this item. So that item Missions (courier, locate, deliver, etc.) have variety, and large number of mission items should be defined for each base, on the order of 50-75.

Random Mission Generation Example

Starbase Computer asks for a Courier Mission of Difficulty 7-12.

Either the Alpha Centauri Sec 3 or the Proxima Sec 2 destinations are valid. 

The generator picks Proxima Sec 2.

The generator picks Galactic Pepsi Corp. as the sponsoring organization.  Since all tendency types can sponsor courier missions, no filter on the sponsors is used. (Note: so derived Missions make some sense, we will probably need to check to see if GalPepsiCo is friendly with the destination, or if they are friendly with some faction associated with the destination.)

The generator picks the Nano-Titanium Can Prototype from the GPC valid items.

The final Mission is returned to the Starbase Computer:

	Courier Example
	 

	Delivery Location
	Prox 2, HP2

	Item Type to Deliver
	Food

	Item Name to Deliver
	Nano-Tech Can

	Time
	4 hr

	Difficulty
	10

	Cash Award
	576

	Sponsoring Organization
	GalPepsiCp

	RFF Modifiers
	22


On the public terminal, the Mission is listed as:

Courier

GalPepsiCo

576

Mission Information

GalPepsiCo  needs a professional courier to deliver a Nano-Titanium Can Prototype  to their representatives in the second Highport of the second  sector of the Proxima Centauri System. They need the can there within the next four hours.

Current Mission Info on the Mission:

Courier Mission – Deliver a Nano-Titanium Can Protoype to the 2nd Highport in Sector 2 of the Proxima Centauri System.

Time Left: 3 hour, 59 min

Mission Example

Luis Patrin, a level 11 Terran Warrior, chooses to accept a courier mission to Highport 2 in sector 2 of the Proxima system.  He will be delivering a “Nano-Titanium Can Prototype” for the GalPepsico Company.  This mission is calculated to have a difficulty of 10 and will reward him with 576 credits for completion.  He has four hours to complete the mission.

Upon acceptance, the mission is now listed in his Mission Window with the current time remaining.

He immediately receives a voice and text message stating “Mission Cargo Loaded” if there is room in his cargo bays.  Otherwise, he would not have been allowed to accept the Mission and a voice and text message would have stated “No room in hold for Mission Cargo”

Luis now leaves the Vega Prime Highport to travel to the destination sector.  

He warps to the Vega-Proxima stargate and enters it. Luis arrives in the Proxima 8 sector.  He continues to travel from sector to sector until he arrives in the Proxima 2, the correct sector.

When he arrives in the sector, his computer tells him “Entering Target Sector”

Luis then begins to warp towards the correct Highport.  Once in range of Highport 2, a voice and text message states “Destination port in scanner range”

As soon as the he docks with Highport 2, a voice and text message states “Mission Cargo unloaded.  Mission complete”

He receives his full cash compensation for the mission.  Luis also receives 22 faction points with GalPepsico for his efforts.

The mission is removed from his active mission window in his ship.

Escort

Escort missions require the player to protect and guide an NPC to a particular sector or port.  Escort missions are only for mid- to elder players with favorable reputation levels.  Escort missions have severe reputation penalties for failure.

After accepting an escort mission, an appropriate NPC will be immediately generated as a companion when the player leaves the port.  The companion AI will only be defensive in nature, and will not accept attack orders from the player, but will maintain a close distance to the player at all times.  Some companions may have weaponry and other defensive systems, which they will only utilize if fired upon.

If the player docks at a port during an escort mission, the NPC also docks (disappears) and is restored when the player leaves the dock.  The NPC companion should be restored to full condition in this case.

If the escort mission requires the player to escort the NPC to a specific port, the player must dock at that port to cause the NPC to dock.

If the escort mission requires the player to escort an NPC to a specific zone, the NPC will inform the player of mission success upon arriving in that zone, and then automatically travel to the nearest port or second nearest gate facility, whichever is closer.

If the NPC is destroyed before reaching the destination, the mission is considered forfeit.

Other players may not attack escorted NPCs.

If the mission timer expires before reaching the destination, the NPC will inform the player of mission failure.

If the NPC is in the destination sector, the NPC will navigate to the destination port. If the NPC arrives successfully, the player will receive ½ of the success reward.  If the NPC is destroyed, the mission is forfeit and penalties apply.

If the NPC is not currently in the destination sector, the NPC will navigate to the nearest gate facility.  If the NPC arrives at the gate facility unharmed, the mission is forfeit but the failure penalties are not applied.

	Escort Data

	Escort-to Location

	Escortee NPC Name

	Escortee NPC Type or Archetype

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Escort Missions

There are three primary things a starbase designer must define for random escort Missions to work at a starbase: locations, sponsors, and NPCs.

In the Starbase Editor, the designer has access to a global list of all ports. Using a filter to only show ports within 10 jumps, the designer picks which ports are valid escort destinations from the current base. Each port already has a distance (based on number of jumps) and difficulty (based on port sector and location – set by it’s designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid destinations for each mission type, on the order of 15-20.

Second, the designer specifies which organizations are associated with the starbase. He can pick from a global list of all organizations, or create a new one if the existing organizations do not meet his needs. To create an organization, he needs to specify a name, a list of affiliations and enemies, a parent faction, and a list of tendencies. It is the tendencies that define which Missions an organization sponsors. All tendency types can sponsor random escort missions. (Since the organizations associated with a base actually have implications beyond random Mission generation, many will probably be defined prior to this, but is included for completeness.)

Last, the designer defines escort NPCs. He can choose Mission NPCs previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks a NPC type/archetype, picks a level and gives it a name. He then defines which sponsors are affiliated with the NPC. So that friendly NPC Missions (escort, defend) have variety, and large number of mission NPCs should be defined for each base, on the order of 15-25.

Random Mission Generation Example

Starbase Computer asks for an Escort Mission of Difficulty 3-7.

Either the Proxima Centauri Sec 6 or the Vega Sec 3 destinations are valid. 

The generator picks Proxima Sec 6.

The generator picks GHAG as the sponsoring organization.  Since all tendency types can sponsor escort missions, no filter on the sponsors is used. (Note: so derived Missions make some sense, we will probably need to check to see if GHAG is friendly with the destination, or if they are friendly with some faction associated with the destination.)

The generator picks the Lyissa Stardust from the GHAG valid friendly NPCs. She is only a L2 Jenquai Trader, so the difficulty remains 6, the difficult of the destination sector. (Had the computer picked Billenkampf, a 17 Progen Trader, the difficulty would have dropped a few points, since he would be tough to kill relative to the destination sector.)

The final Mission is returned to the Starbase Computer:

	Escort Example
	 

	Escort-to Location
	Prox6 HP

	Escortee NPC Name
	Lyissa Stardust

	Escortee NPC Type 
	L2 Jen Mer

	Time
	4 hr

	Difficulty
	6

	Cash Award
	234

	Sponsoring Organization
	GHAG

	RFF Modifiers
	18


On the public terminal, the Mission is listed as:

Escort

GalHoloActors Guild
234

Mission Information

The Galactic Holo-Actors Guild needs an escort for Lyissa Stardust on her journey to the Highport in Proxima Centauri 6.  She needs to arrive within the next 4 hours, and are willing to pay 234 credits to the escort upon her safe arrival.

Current Mission Info on the Mission:

Escort Mission –Escort Lyissa Stardust to the Highport in Sector 6 of the Proxima Centauri System.

Time Left: 3 hour, 59 min

Mission Example

Elynia Detrimon, a level 7 Progen Warrior, accepts an Escort mission at the Vega Prime Highport.  Her mission will be to escort Lyssia Stardust through hazardous territory to reach the Highport in Proxima sector 6.  She must arrive within 4 hours.  She will earn 234 credits upon successful completion of this task.

Upon acceptance Elynia  receives voice and text from the ship computer stating “Client ready for departure”

Also upon acceptance, the mission is now listed in her Mission Window with the current time remaining.

Elynia receives a text message from Lyssia, herself, stating “Thanks for your help and guidance, Elynia!”

When Elynia undocks from the Highport, Lyssia says “I am right with you!”

They begin warping to the stargate to go to the Proxima System.  Once they exits the stargate into Proxima 8, Lyssia again says  “Lead the way!”

Elynia warps from sector to sector to reach Proxima 6. When there is only 30 minutes left to complete the mission, Lyssia sends a message saying: “Are we almost there?  We only have 30 minutes left!”

Once Elynia gates into Proxima 6, her computer informs her that “Entering Target Sector.”

Lyssia also says “We are almost there!”

They then begin to warp towards the correct Highport.  Once in range of Highport 2, a computer voice and text message states “Destination port in scanner range”

Lyssia will also say “I can see it from here!”

As soon as Elynia docks with the Highport, Lyssia sends a message saying “Thanks for keeping me so safe.  Here is your reward.”

Elynia receives the full cash award of 234 credits. She also receives faction with those organizations friendly to Lyssia Stardust.

The mission is removed from the Mission Window.

Combat (Search & Destroy)

Search & Destroy missions involve the player navigating to specific destination(s) and destroying specific target(s) residing at that location.

Each port facility should keep an individual designer definable list of acceptable spawning locations with associated difficulty ratings for these types of missions.  When the mission is generated, an appropriate set of spawn locations (according to the player’s ability) are randomly selected from the list.

Upon accepting a search & destroy mission, a script is attached to the destination sector that will create the NPC(s) and/or facilities to be destroyed when the player arrives in that sector.

The mission is immediately considered a success when all targets have been destroyed.

A GUI indicator should be provided to locate the nearest mission target.

If other players not in the group destroy the target(s), the mission is still considered a success but the reward is lessened by the appropriate ratio.

If the mission timer expires, the participants receive a part of the reward based on the number of targets destroyed.  

NPC’s or facilities that were created for the mission disappear (explode/die?) when the mission expires.

Some versions of search & destroy missions may require item(s) (dropped by the target(s)) to be retrieved and returned for reward collection.  These items are no-drop and are removed at the time of reward collection.

	Combat Data

	Spawn Location

	NPC Types

	NPC Names

	NPC Parameters

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Combat Missions

There are three primary things a starbase designer must define for random combat Missions to work at a starbase: locations, sponsors, and NPCs.

In the Starbase Editor, the designer has access to a global list of all interest locations. Interest locations can be asteroids in space, navbuoys, old hulks, or any other place a sector designer wants things to spawn and missions to take place. It is the responsibility of the sector designer to place a large variety of the locations in each sector. Included in the description should be a general area difficulty and a reference to a nearby point of interest. Using a filter to only show mission spawns within 10 jumps, the designer picks which points are valid combat spawns from the current base. Each point already has a distance (based on number of jumps) and difficulty (based on sector and location – set by it’s designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid spawns for each combat mission type, on the order of 50-75. Combat-style missions can and should share spawn types.

Second, the designer specifies which organizations are associated with the starbase. He can pick from a global list of all organizations, or create a new one if the existing organizations do not meet his needs. To create an organization, he needs to specify a name, a list of affiliations and enemies, a parent faction, and a list of tendencies. It is the tendencies that define which Missions an organization sponsors. Only military, intelligence, political, or religion tendency types can sponsor random combat missions. (Since the organizations associated with a base actually have implications beyond random Mission generation, many will probably be defined prior to this, but is included for completeness.)

Last, the designer defines combat NPCs. He can choose Mission NPCs previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks a NPC type/archetype, picks a level and gives it a name. He then defines which organization the NPC is affiliated with. For combat-style missions, the organization will likely be evil or at least shady. Combat-NPCs can only have one organization, and should be an enemy of one or more of the sponsor organizations at the Starbase. So that combat-style NPC Missions (combat, defend, infiltrate, retrieve from NPC, etc.) have variety, a large number of mission NPCs should be defined for each base, on the order of 50-75, and they should have a good level spread, providing combat tasks for many players.

Random Mission Generation Example

Starbase Computer asks for a Combat Mission of Difficulty 12-17.

All but three Combat locations are valid. 

The generator picks Vega Sector 1 NavBuoy 23.

The generator picks Proxima Light Horse as the sponsoring organization.  Only sponsors with military, intelligence, political, or religion tendencies will sponsor random combat missions. 

The generator picks the Jennifer Bartleby-Moore from the PLH unfriendly NPCs. She is a L15 Jenquai Warrior, and the sector is a 10, combining to a 16 difficulty.

The final Mission is returned to the Starbase Computer:

	Combat Example
	 

	Spawn Location
	Vega 1 Nbuoy 23

	NPC Types
	L15 Jen War

	NPC Names
	Jennifer B-Moore

	NPC Parameters
	 

	Time
	4 hr

	Difficulty
	16

	Cash Award
	892

	Sponsoring Organization
	Prox Lt Horse

	RFF Modifiers
	8


On the public terminal, the Mission is listed as:

Combat

Proxima Light Horse
892

Mission Information

Proxima Light Horse has ordered a Search and Destroy on Jennifer Bartleby-Moore of the group South of Paren. If destroyed within the next four hours, Proxima Light Horse is willing to pay 892 credits for the work She is an experience Jenquai Warrior, and is very dangerous.  Jennifer Bartleby-Moore was last seen in the Vega Prime sector, heading toward navbuoy 23.

Current Mission Info on the Mission:

Combat Mission –Find and Destroy Jennfier Bartleby-Moore near NavBuoy 23 in Vega 1

Time Left: 3 hour, 59 min

Mission Example

Lars Tuffmin, a Progen Explorer, accepts a level 16 Search and Destroy mission that will occur in the Vega Prime sector.  He is to seek out Jennifer Bartleby-Moore near NavBuoy 23 and destroy her.  Proxima LightHorse is willing to pay Lars 892 credits for this service within 4 hours.

His ship’s computer says “Mission Accepted.”  The mission is added to his mission window along with the time remaining.

As Lars leaves the Highport, the computer states “Entering Combat Mission Sector”

He begins cautiously approaching the region around NavBuoy 23.  When it is in his scanning range, he sees Jennifer on his scanner.  The computer says “Target Detected”

Using his stealth skills, he gets close enough that he can bring his long-range firepower to bear.  When he opens fire, Jennifer sends him a message “So, my friend…. you wish to test your skills against the best?  Welcome to your doom.”

Jennifer’s two bodyguards, whom Lars had failed to notice, engage him in return.  When he is hard pressed and close to defeat, Jennifer sends another message: “Puny fool, you thought you could take me?”

Through ingenious use of decoys and Explorer skills, Lars manages to avoid the bodyguards long enough to rain some more lethal blows on Jennifer.  As she perishes she exclaims “Ahhhgghhhh, my death shall be avenged!”

Lars’ ship computer says “Target destroyed.  Mission Accomplished.”  Lars is awarded his 892 credits and 8 points of Proxima LightHorse faction.

Showing far more common sense than is typical, Lars quietly loots Jennifer’s ship and slinks away while the bodyguards still search in vain for him.

Intercept

Intercept missions are the opposite of escort missions: the player is required to destroy a target that is traveling between two locations.

When an intercept mission is accepted and the player enters the appropriate sector, an NPC is generated traveling from one port or gate to another port or gate.  The player must intercept and destroy the NPC before it reaches it’s destination.  

For these missions, the mission timer is not used.

If other players not in the group destroy the target(s), the mission is considered a success but no rewards apply.

	Intercept Data

	Spawn (Initial) Location

	Destination Location

	NPC Type

	NPC Name

	NPC Parameters

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Intercept Missions

There are three primary things a starbase designer must define for random intercept Missions to work at a starbase: locations, sponsors, and NPCs.

In the Starbase Editor, the designer has access to a global list of all port and interest locations. Using a filter to only show locations within 10 jumps, the designer picks which locations are valid intercept spawns from the current base. For each point, the generator will look for gates in the sector. It will pick two random gates for the intercept mission, so each intercept point must be in a sector with two or more gates. It is only necessary to pick a single intercept point within any one sector. Adding more points only increases the likeliness that that sector will be used for intercept missions. Each point already has a distance (based on number of jumps) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid spawns for each intercept mission type, on the order of 15-25.

Second, the designer specifies which organizations are associated with the starbase. He can pick from a global list of all organizations, or create a new one if the existing organizations do not meet his needs. To create an organization, he needs to specify a name, a list of affiliations and enemies, a parent faction, and a list of tendencies. It is the tendencies that define which Missions an organization sponsors. Only military, intelligence, or political tendency types can sponsor random intercept missions. (Since the organizations associated with a base actually have implications beyond random Mission generation, many will probably be defined prior to this, but is included for completeness.)

Last, the designer defines intercept NPCs. He can choose Mission NPCs previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks a NPC type/archetype, picks a level and gives it a name. He then defines which organization the NPC is affiliated with. For combat-style missions, the organization will likely be evil or at least shady. Combat-NPCs can only have one organization, and should be an enemy of one or more of the sponsor organizations at the Starbase. So that combat-style NPC Missions (combat, defend, infiltrate, retrieve from NPC, etc.) have variety, a large number of mission NPCs should be defined for each base, on the order of 50-75, and they should have a good level spread, providing combat tasks for many players.

Random Mission Generation Example

Starbase Computer asks for an Intercept Mission of Difficulty 31-37.

All locations are valid. 

The generator picks Proxima Centauri 2. It then picks Gate 2 as initial location and Gate 4 as destination.

The generator picks the Vega Racing Council as the sponsoring organization.  Only sponsors with military, intelligence, or political tendencies will sponsor random intercept missions. 

The generator picks the Cordane Smith, one of the leaders of the Bloodane Pirates from the VRC unfriendly NPCs. He is a L31 Terran Warrior, and the sector is a 10, combining to a 32 difficulty.

The final Mission is returned to the Starbase Computer:

	Intercept Example
	 

	Spawn (Initial) Location
	Prox 2 G2

	Destination Location
	Prox 2 G4

	NPC Type
	L31 Ter War

	NPC Name
	Cordane  Smith

	NPC Parameters
	 

	Difficulty
	32

	Cash Award
	2321

	Sponsoring Organization
	Vega Racing Cncl.

	RFF Modifiers
	32


On the public terminal, the Mission is listed as:

Intercept
Vega Racing Council
2321

Mission Information

The Vega Racing Council needs an experience pilot to intercept and destroy Cordane Smith of the infamous Bloodane Pirates as he passes through the Proxima Centauri 2 sector. If Cordane Smith is stopped from reaching the gate to Prox 3, the VRC will reward the pilot with 2321 credits. Be warned, however, Cordane Smith is an experienced and bloodthirsty Terran Warrior, and only the most experienced have a chance of surviving.

Current Mission Info on the Mission:

Combat Mission –Intercept Cordane Smith between Gate 2 and Gate 4 in Proxima 2

Time Left: 3 hour, 59 min

Mission Example

Augustine Phadro, a Terran Explorer, accepts a level 32 Intercept mission.  The target is known to be going through the Proxima 2 system from gate 2 to gate 4.

The Vega Racing Council is willing to pay 2321 credits for the destruction of Cordane Smith (Level 31 Terran Warrior) before he can gate out of the sector.

As Augustine accepts the mission, her computer states “Mission Accepted” and places the mission in her Mission Window.

She leaves the Highport and journeys to the Proxima 2 sector.  As she enters, her computer tells her “Intercept sector entered”

Knowing that time is short, she moves at top speed towards gate 4 in the sector.  As soon as she is there, her long-range scanner picks up her target incoming.  The computer announces “Target Detected”

Since she would stand little chance against a warrior in a stand-up fight, she begins ejecting mines of various kinds all along the target’s approach path.  Once she is satisfied that her quarry will be stopped by her barrier, she cloaks and waits on his arrival.

Cordane comes upon Augustine’s hidden position and immediately hits several system destroying mines.  Augustine de-cloaks and attacks with her modest weaponry.  Cordane blusters “Have you notified your next of kin, or shall I just kill them too?”

With his shields destroyed by the mines and his power-system hacked and disabled by Augustine, Cordane is hardly in a position to be making threats. He quickly dies.  He shouts “The Bloodane Pirates shall avenge me!”

Augustine’s computer states “Target Destroyed.”  She is awarded 2321 credits and the esteem of the Proxima LightHorse.

Defend

Defend missions require the player to locate a specific target under attack and protect it from destruction.

When the player arrives in the mission sector, the target(s) under attack and attackers are generated.

If all attackers are destroyed the mission is a success.  Reward is based on the portion of defended targets that survived the attack.

If the defended target(s) are destroyed the mission is a failure.

The mission timer is used to determine the amount of time the player has to navigate to the appropriate sector.  Once the sector has been entered, the timer is no longer utilized.

If the player leaves the sector or logs out during the mission, the mission continues to resolve as normal.

For advanced defense missions, the target to be defended may not be friendly!

Timed Defense

Timed defense missions are exactly like defend missions except that the player is required to defend the target for a specified duration.  During this period of time, multiple groups of attackers may be spawned.

The mission timer is started when the player enters the destination sector.  The player must keep the target(s) from being destroyed until the mission timer runs out.

If all targets are destroyed, the mission is a failure.

If defended targets remain when the mission timer expires, the mission is considered a success and reward is given based on the number of surviving targets.

If the player leaves the sector or logs out during the mission, the mission continues to resolve as normal. 

	Defend Data

	Spawn Location

	Target Names

	Target Types

	Target Parameters

	Attacker Names

	Attacker Types

	Attacker Parameters

	Number of Attackers to Spawn

	Total Time of Attack

	Spawn Frequency During Attack

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Defend Missions

There are four primary things a starbase designer must define for random intercept Missions to work at a starbase: locations, sponsors, defending NPCs, and attacking NPCs.

In the Starbase Editor, the designer has access to a global list of interest locations. Using a filter to only show locations within 10 jumps, the designer picks which locations are valid defend spawns from the current base. Each point already has a distance (based on number of jumps) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid spawns for the defend mission type, on the order of 15-25.

Second, the designer specifies which organizations are associated with the starbase. He can pick from a global list of all organizations, or create a new one if the existing organizations do not meet his needs. To create an organization, he needs to specify a name, a list of affiliations and enemies, a parent faction, and a list of tendencies. It is the tendencies that define which Missions an organization sponsors. All tendency types can sponsor random defend missions. (Since the organizations associated with a base actually have implications beyond random Mission generation, many will probably be defined prior to this, but is included for completeness.)

Last, the designer defines the attacking and defending NPCs. He can choose Mission NPCs previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks a NPC type/archetype, picks a level and gives it a name. He then defines which organization the NPC is affiliated with. For combat-style missions, the organization will likely be evil or at least shady. Combat-NPCs can only have one organization, and should be an enemy of one or more of the sponsor organizations at the Starbase.

The mission generator will define the general attack parameters based on mission difficulty, filling out chosen NPCs with minions of similar type and level, and form waves to keep the player busy during the mission. An algorithm will need to be defined relating desired difficulty with numbers, wave size, and frequency of NPCs. 

Random Mission Generation Example

Starbase Computer asks for a Defend Mission of Difficulty 22-29.

All Defense locations are valid. 

The generator picks Alpha Centauri 2, south of Asteroid 221. 

The generator picks the Fuminta Observatory as the sponsoring organization.  All tendencies can sponsor defense missions.

For the defended NPC, the generator picks Susan Lucan from FO NPCs. It then picks Burgi Istentall form the FO enemy list. Burgi is a L22 Progen Warrior, while Susan is a 17 Terran Explorer. The sector itself is an 8, and has no effect on final difficulty. To up the difficulty a bit, the generator adds 6 lower level (18-20) minions to the mission, coming two at a time in 3 waves spread 5 minutes apart, making the final difficulty 29. 

The final Mission is returned to the Starbase Computer:

	Defend Example
	 

	Spawn Location
	AC2, S of Aster 221

	Target Names
	Susan Lucan

	Target Types
	L17 Ter Exp

	Target Parameters
	 

	Attacker Names
	Burgi Istentall

	Attacker Types
	L22 Pro War

	Attacker Parameters
	 

	Number of Attackers to Spawn
	3

	Total Time of Attack
	Untimed

	Spawn Frequency During Attack
	2 / 5 minutes

	Time
	3 hr

	Difficulty
	29

	Cash Award
	1872

	Sponsoring Organization
	Fuminta Obs.

	RFF Modifiers
	58


On the public terminal, the Mission is listed as:

Defend
Fuminta Observatory
1872

Mission Information

The Fuminta Observatory needs help fending off an attack by Burgi Istentall and his minions. He is targeting Susan Lucan, a Terran Explorer, who is currently in the Alpha Centauri 2 sector. If Burgi can be kept at bay, and Susan survives, the Fuminta Observatory will award 1872 credits. Be warned, however, Burgi Istentall and his minions are battle-experienced Progen Warriors, and as such, care must be taken to save Susan Lucan.

Current Mission Info on the Mission:

Defend Mission –Save Susan Lucan from destruction at the hands of Burgi Istentall and minions. Susan Lucan is currently in Alpha Centauri 2, south of Asteroid 221.

 Time Left: 2 hour, 59 min

Mission Example

Rolf Tarksson, a Progen Warrior, accepts a level 29 mission to defend Susan Lucan (A level 17 Terran Explorer) in the Alpha Centauri 2 sector.  She can be found near Asteroid 221.  She is expecting to be attacked by Bergi Istentall and several other thugs.  Fuminta Observatory is willing to pay 1872 credits to see to her safety.

When Rolf accepts, his computer says “Mission Accepted”

Rolf begins warping towards Alpha Centauri 2 sector.  Once he arrives, his computer states “Defense Sector Reached.”  

Once he gets close to the intended victim, his computer states “Target in Range.”  He also receives a message from Susan saying “Oh thank Goodness you are here!  I think those brutes are coming…please hurry!”

Before long, the first wave of attackers enters Rolf’s sensor range.  His computer reports “Attackers detected”

As soon as they are within his range, Rolf unleashes his considerable offensive power upon them.  The attackers manage to sputter “Step aside and let nature take its course or prepare for death” before being vaporized.

Five minutes later, the second wave appears and fares no better than the first.

In the third wave, Bergi Istentall himself joins the two thugs.  As he attacks, he says “I suppose if I want it done properly, I shall just have to kill you myself.”

Since this is a much more challenging match for Rolf, Susan gets shot up a fair amount.  Since she is in danger, she says “Help!  I am about to die over here!”

Rolf manages to finish off Bergi and pull the thug away from Susan.  Once they are all destroyed Susan says “Oh thank you!  I think that was the last of them!”

The ship computer says “Mission Accomplished”  Fuminta Observatory gladly pays the 1872 credits and adds 58 points to their estimation of Rolf.

The mission is removed from Rolf’s Mission window.

Patrol

Patrol missions require the player to visit a list of sectors and return to the port.  These sectors must be visited in the specified duration for the mission to be considered a success.

If all sectors are not visited before the mission timer expires, the mission is considered a failure and the player receives no reward.

	Patrol Data

	List of Waypoint Locations

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Patrol Missions

There are two primary things a starbase designer must define for random intercept Missions to work at a starbase: waypoint locations and sponsors.

In the Starbase Editor, the designer has access to a global list of interest locations. Using a filter to only show locations within 10 jumps, the designer picks from waypoint style locations, which are valid patrol points from the current base.Patrol points should generally be NavBuoys, but if specific enough, can be any valid point type. Do not pick an arbitrary point in space. The player should have something to identify on radar within patrol radius of the patrol point.  Each point already has a distance (based on number of jumps) and difficulty (specified by the sector designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid points for the patrol mission type, on the order of 50-75.

Second, the designer specifies which organizations are associated with the starbase. He can pick from a global list of all organizations, or create a new one if the existing organizations do not meet his needs. To create an organization, he needs to specify a name, a list of affiliations and enemies, a parent faction, and a list of tendencies. It is the tendencies that define which Missions an organization sponsors. Only military, intelligence, and social tendency types can sponsor random defend missions. (Since the organizations associated with a base actually have implications beyond random Mission generation, many will probably be defined prior to this, but is included for completeness.)

Random Mission Generation Example

Starbase Computer asks for a Patrol Mission of Difficulty 12-17.

All but two Patrol locations are valid. 

The generator picks Vega1NB23, Vega2NB47, and Vega5NB101. Vega 5 has a difficulty of 14, so mission difficulty is 14.

 The generator picks the Proxima Light Horse as the sponsoring organization.  Any organization with Military, Intelligence, or Social tendencies will sponsor Patrol missions.

The final Mission is returned to the Starbase Computer:

	Patrol Example
	 

	List of Waypoint Locations
	Vega 23, 47, 101

	Time
	3

	Difficulty
	14

	Cash Award
	708

	Sponsoring Organization
	Prox LightHorse

	RFF Modifiers
	7


On the public terminal, the Mission is listed as:

Patrol

Proxima Light Horse
708

Mission Information

Proxima Light Horse needs a patrol done between Vegan NavBuoys 23, 47, and 101, in sectors 1,2,and 5. The patrol should watch for any strange objects or aggressive or dangerous starships, and report back accordingly. A successful patrol should reach the last waypoint in 3 hours, and will be paid 708 credits.

Current Mission Info on the Mission:

Patrol Mission –Patrol to NavBuoy 23 in Vega 1, NavBuoy 47 in Vega 2, and NavBuoy 101 in Vega 5.

 Time Left: 2 hour, 59 min

Example Mission

Roxiana Terris, a Jenquai Warrior, accepts a level 14 Patrol mission for 708 credits from the Proxima LightHorse.

She is required to go patrol past the following locations:  Vega 1 NavBuoy 23, Vega 2 NavBuoy 47, and Vega 5 NavBuoy 101.  She has 3 hours to complete this mission.

Her computer states, in voice and text: “Mission Accepted”

The mission is added to the mission window in her computer display with the current time remaining.

As she leaves the Vega 1 Highport, her computer states “Now entering Patrol Sector” (Since she is already in one of the sectors that she needs to patrol)

She begins warping to the correct location in the sector.  As she approaches the NavBuoy, her computer states “Target in Range”

Once she comes within the appropriate range, she has successfully reached this waypoint.  Her computer states “Waypoint Reached”

Since she has some business in the Vega 5 sector to take care of, she chooses to head there for her patrol next.  She jumps through two other sectors in order to reach Vega 5.

As she enters the sector, the ship’s computer states “Now entering Patrol Sector”

She takes care of her non-mission related business and heads towards the NavBuoy.  When she gets close, her computer states “Target in Range”

By chance, there is a Razorback Space Squid (Difficulty 16) hanging out near the NavBuoy.

Because this looks like an excellent opportunity for some nice combat experience, Roxiana engages the squid in a fight.

After taking heavy damage to her weapons systems, Roxiana decides that discretion is the better part of valor.  Since she simply needs to come near the waypoint to get credit for patrolling, she cloaks and sneaks past the confused squid and approaches the NavBuoy.  Her computer states “Waypoint Reached.”

She continues sneaking until she is out of the range of the aggressive squid.  Once far enough away, she begins heading towards her final sector, Vega 2.

Upon entering Vega 2, her computer says “Now Entering Patrol Sector”

She warps towards NavBuoy 47.  When it is in range of her scanners, the computer again says “Target in Range.”

After a bit of scouting to determine that there are no more nesting squids, she approaches the NavBuoy.

Her computer announces “Final Patrol waypoint reached.”  She is rewarded with her due credits and the Proxima LightHorse, impressed with her good work, grant her a significant faction improvement.

The mission is removed from her mission window in her ship.

Infiltrate

Infiltrate missions require the player to perform an action verb (i.e. ‘scan’, ‘upload virus’, etc.) on a specified target within a specified amount of time.

Some missions may be considered a failure if any targets to be infiltrated, or NPC’s defending those targets, are destroyed.

The mission timer for infiltrate missions begins as soon as the mission is accepted.  The action verb must be performed within the specified time for the mission to be considered successful.

For missions that require the player not to destroy any related targets, success only occurs after the requested infiltrate action has taken place and the player has left the sector.

	Infiltrate Data

	Spawn Location

	Target Name(s)

	Target Type(s)

	Target Params

	Action to Perform

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Infiltrate Missions

There are four primary things a starbase designer must define for random intercept Missions to work at a starbase: locations, sponsors, defending NPCs, and action verbs

In the Starbase Editor, the designer has access to a global list of interest locations. Using a filter to only show locations within 10 jumps, the designer picks which locations are valid infiltrate spawns from the current base. Each point already has a distance (based on number of jumps) and difficulty (defined by the sector designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid spawns for the infiltrate mission type, on the order of 15-25.

Second, the designer specifies which organizations are associated with the starbase. He can pick from a global list of all organizations, or create a new one if the existing organizations do not meet his needs. To create an organization, he needs to specify a name, a list of affiliations and enemies, a parent faction, and a list of tendencies. It is the tendencies that define which Missions an organization sponsors. Only military, intelligence, or political tendency types can sponsor random infiltrate missions. (Since the organizations associated with a base actually have implications beyond random Mission generation, many will probably be defined prior to this, but is included for completeness.)

Next, the designer defines the mission NPCs. He can choose Mission NPCs previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks a NPC type/archetype, picks a level and gives it a name. He then defines which organization the NPC is affiliated with. For combat-style missions, the organization will likely be evil or at least shady. Combat-NPCs can only have one organization, and should be an enemy of one or more of the sponsor organizations at the Starbase.

Last, the designer picks which action verbs are valid for infiltrate missions from this base. He cannot create new action verbs for specific bases. 

Random Mission Generation Example

Starbase Computer asks for an Infiltrate Mission of Difficulty 22-29.

All but two Infiltrate locations are valid. 

The generator picks Vega 5, NavBuoy 12. 

The generator picks the Commune of the Traveller as the sponsoring organization.  Only only organizations with military, intelligence, or political tendencies will sponsor infiltrate missions.

For the infiltration target NPC, the generator picks Glaris Caendale from the list of CoT enemies. Glaris is a level 23 Progen Explorer, so the mission difficulty is 23.

From the list of available action-verbs, the generator picks “decrypt.” 

The final Mission is returned to the Starbase Computer:

	Infiltrate Example
	 

	Spawn Location
	Vega5 NB12

	Target Name(s)
	Glaris Caendale

	Target Type(s)
	L23 Pro Exp

	Target Params
	 

	Action to Perform
	Decrypt

	Time
	1 hr

	Difficulty
	23

	Cash Award
	1207

	Sponsoring Organization
	COT

	RFF Modifiers
	23


On the public terminal, the Mission is listed as:

Infiltrate

Commune of the Traveller

1207

Mission Information

Commune of the Traveller needs a quiet starpilot to do an infiltration job for them. The pilot must locate Glaris Caendale of the Veguerillas near NavBuoy 12 in Vega 5, approach undetected, and decrypt a data stream coming from her hull Be warned! Glaris is a very dangerous Progen rebel, and may have bodyguards close at hand. If performed within 1 hour, Commune of the Traveller will pay 1207 for the decrypted data stream.

Current Mission Info on the Mission:

Infiltrate Mission –Decrypt data stream coming from Glaris Caendale. Glaris is currently near Vega5 NB 12.

 Time Left: 0 hour, 59 min

Mission Example

Kisior Luth, a Jenquai Explorer, accepts a level 23 Infiltration mission.  He is to go to Vega 5 sector, near NavBuoy 12 and find Glaris Caendale and decrypt the data found in her computer.

If he can complete this task in 1 hour, he will receive 1207 credits from the Commune of the Traveler.

He accepts the mission.  The computer says “Mission Accepted” and adds it, along with the time remaining, to Kisior’s Mission Window.

Kisior knows he needs to hurry, so he immediate begins warping towards Vega 5.  When he enters the sector, his computer informs him “Target Sector Reached”

While he is warping towards the area where he can find the target, his computer informs him “30 minutes remaining.”

As he gets close to the NavBuoy, his extreme long-range scanners pick up the target.  The computer says “Target in Range”

He cloaks and begins approaching more slowly.  Meanwhile, he hacks the scanner of the Glaris and her bodyguard to insure that they do not detect him.  Once he is in range he begins decrypting.  Once he is done, the computer informs him “Target Decrypted.  Mission accomplished.”

He is immediately awarded his 1207 credits and the goodwill of the Commune of the Traveler.  The mission is removed from his Mission Window. 

Locate

Locate missions require the player to locate and scan a specific target.  Similar to infiltrate missions, the action verb ‘scan’ must be performed on the target within scanning range.  Unlike most other missions, the player does not have a GUI indicator showing where the target is located.

The player is given a target sector and a general description of where the target may be.  No other information is provided.

The target to be scanned is created when the player enters the appropriate sector.

If the target is destroyed by another player, the mission is considered a failure but no penalties apply.

If the player destroys the target or is unable to locate and scan the target before the mission timer expires, the mission is considered a failure.

	Locate Data

	Spawn Location

	Object Name

	Object Type

	Object Point-of-Reference (for text description)

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Locate Missions

There are three primary things a starbase designer must define for random intercept Missions to work at a starbase: locations, sponsors, and object to locate.

In the Starbase Editor, the designer has access to a global list of interest locations. Using a filter to only show locations within 10 jumps, the designer picks which locations are valid locate spawns from the current base. Each point already has a distance (based on number of jumps) and a difficulty (defined by the designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid spawns for the locate mission type, on the order of 15-25.

Second, the designer specifies which organizations are associated with the starbase. He can pick from a global list of all organizations, or create a new one if the existing organizations do not meet his needs. To create an organization, he needs to specify a name, a list of affiliations and enemies, a parent faction, and a list of tendencies. It is the tendencies that define which Missions an organization sponsors. Only industrial, intelligence, science, entertainment, charity, or political tendency types can sponsor random defend missions. (Since the organizations associated with a base actually have implications beyond random Mission generation, many will probably be defined prior to this, but is included for completeness.)

Last, the designer defines location items. He can choose a Mission item previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks an item type/graphic and gives it a name. He then defines which sponsors are interested in this item. So that item Missions (courier, locate, deliver, etc.) have variety, and large number of mission items should be defined for each base, on the order of 50-75.

Random Mission Generation Example

Starbase Computer asks for a Locate Mission of Difficulty 49+.

Only one Locate locations is valid. 

The generator picks Vega 3, Underside of the Hulk. This gives the mission a difficulty of 50. 

The generator picks the Galactic Red Cross as the sponsoring organization.  Only organizations with industrial, intelligence, science, entertainment, charity, or political tendencies will sponsor locate missions.

For the locate item, the generator picks Head of Bob from the list of GRC associated items. 

The final Mission is returned to the Starbase Computer:

	Locate Example
	 

	Spawn Location
	Vega3 Underside of Hulk

	Object Name
	Head of Bob

	Object Type
	Body Part

	Object Point-of-Reference
	Floating Hulk

	Time
	3 hours

	Difficulty
	50

	Cash Award
	7598

	Sponsoring Organization
	GalRedCross

	RFF Modifiers
	150


On the public terminal, the Mission is listed as:

Locate

Galactic Red Cross
7598

Mission Information

Galactic Red Cross has lost track of the Head of Bob and needs a very experience and stealthy starpilot to locate it. The Head of Bob was last seen near the Floating Hulk in Vega 3. If located and scanned within 3 hours, Galactic Red Cross will pay 7598 for the help.

Current Mission Info on the Mission:

Locate Mission –Find and scan the Head of Bob. Head of Bob was lost near the Floating Hulk in Vega3.

 Time Left: 2 hour, 59 min

Mission Example

Wyldor Lyam, a Terran Warrior, accepts a mission to locate the Head of Bob. It is thought to be near the giant hulk floating in Vega 3 sector.  The Galactic Red Cross is willing to pay 7585 credits to find this item.

When Wyldor accepts, the computer announces “Mission Accepted”

He leaves the Highport and heads towards Vega 3.  Once he arrives, the computer states “Entering Target Sector”

Wyldor begins warping towards the giant hulk.  Once he gets vaguely close, he starts having to fight a seemingly unending supply of small space squid.  Individually, they are not much challenge.  However, all together, they are more than a nuisance.  He grimly plows on.

As he cruises underneath the hulk, fighting off baby squid, he finally gets the message from his computer that he has been waiting to hear:  “Target Detected”  He immediately heads towards the object.

Once within scanning range, he quickly gives the Head a scan.  The computer announces “Target Scanned”  His mission is now complete and the Galactic Red Cross pays him his 7585 credits and adds 150 points to his faction rating.  The mission is removed from his Mission Window.

Wyldor heads away from the hulk so he can begin warping.  Unfortunately, he does not notice that the gigantic mother-squid has arrived home and is less than amused at what he has done to her babies…. 

Bounty Hunt

Bounty hunt missions require the player to locate and destroy a general type of NPC or facility that is regularly spawned in a target sector.

Multiple kills may be required.

If the mission timer expires, the mission is considered a failure unless the specified number of targets has been destroyed.

	Bounty Hunt Data

	Target Type

	Quantity to Kill

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Bounty Hunt Missions

There are two primary things a starbase designer must define for random intercept Missions to work at a starbase: bounty type and  sponsors.

In the Starbase Editor, the designer has access to a global list of monster types. Using a filter to only show monster spawns within 5 jumps, the designer picks which monster types are valid bounty types. They should be fairly common in at least one zone. Monster level and number will primarily determine difficulty, with time being determined by monster number. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid bounty types, concentrating on common monsters in this and neighboring sectors, on the order of 50-75, and should have a difficulty spread representative of the general area..

Second, the designer specifies which organizations are associated with the starbase. He can pick from a global list of all organizations, or create a new one if the existing organizations do not meet his needs. To create an organization, he needs to specify a name, a list of affiliations and enemies, a parent faction, and a list of tendencies. It is the tendencies that define which Missions an organization sponsors. Only industrial, intelligence, science, entertainment, charity, or political tendency types can sponsor random bounty missions. (Since the organizations associated with a base actually have implications beyond random Mission generation, many will probably be defined prior to this, but is included for completeness.)

Random Mission Generation Example

Starbase Computer asks for a Bounty Hunt Mission of Difficulty 21-27.

The generator picks the Miners of Vega as the sponsoring organization.  Only organizations with commerce, industrial, social, entertainment, charity, or political tendencies will sponsor bounty hunt missions.

For the bounty type item, the generator picks Progen Guerilla from the list of MoV enemy types located within the system.  Progen Guerillas are high teens level monsters, so to fill out the mission spec of 21-27 difficulty, the generator picks 12 for the bounty number, making the difficulty 22. 

The nearest sector with Progen Guerillas consistently spawning is Vega 8, which takes 5 jumps to reach. Add two hours for the kills, and a final time of 7 hours is reached.

The final Mission is returned to the Starbase Computer:

	Bounty Hunt Example
	 

	Target Type
	Progen Guerrilla

	Quantity to Kill
	12

	Time
	7 hrs

	Difficulty
	22

	Cash Award
	989

	Sponsoring Organization
	Miners of Vega

	RFF Modifiers
	220


On the public terminal, the Mission is listed as:

BountyHunt
Miners of Vega

989

Mission Information

Miners of Vega have placed a bounty on Progen Guerillas. Kill 12 Progen Guerillas in the next 7 hours, and the Miners of Vega will pay 989 for the service.

Current Mission Info on the Mission:

Bounty Hunt Mission –Find and kill 12 Progen Guerillas.

 Time Left: 6 hour, 59 min

Mission Example

Loria Starbuss, a Jenquai Warrior, accepts a bounty-hunt mission to kill 12 Progen Guerillas.  The Miners of Vega are willing to pay 989 credits for this service, so long as it is completed within 7 hours.

When she accepts, the computer states “Mission Accepted” and adds the mission and details to her Mission Window.

Since Loria knows there are plenty of Guerillas in Vega 8, and that is where she needs to go anyway, she heads towards it.

She happens across a small enclave of Guerillas in Vega 4 and adds 5 kills to her tally.  With each kill, her computer announces “Bounty Target Destroyed”

Arriving in Vega 8, she cruises around a bit until she has eliminated the remaining 7 Guerillas needed to fulfill her mission.  When she kills the last one, her computer says “Mission Accomplished”

The Miners of Vega immediately add 989 credits to her account and look upon her about 220 points more favorably in the future.

Retrieval

Put words in here to describe Retrieval missions.

	Retrieval Data

	Spawn Location

	Object Type

	Object Name

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Designing Random Retrieval Missions

There are three primary things a starbase designer must define for random retrieval Missions to work at a starbase: locations, sponsors, and items.

In the Starbase Editor, the designer has access to a global list of all interest locations. Using a filter to only show ports within 10 jumps, the designer picks which points are valid retrieval destinations from the current base. Each point already has a distance (based on number of jumps) and difficulty (based on port sector and location – set by it’s designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid points for the retrieval mission type, on the order of 25-35.

Second, the designer specifies which factions are associated with the starbase. He can pick from a global list of all factions, or create a new one if the existing factions do not meet his needs. To create a faction, he needs to specify a name, a list of affiliations and enemies, and a list of tendencies. It is the tendencies that define which Missions a faction sponsors. All tendency types can sponsor courier missions. (Since the factions associated with a base actually have implications beyond random Mission generation, this will probably be defined far prior to this, but is included for completeness.)

Last, the designer defines retrieval items. He can choose a Mission item previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks an item type/graphic and gives it a name. He then defines which sponsors are interested in this item. So that item Missions (courier, locate, deliver, etc.) have variety, and large number of mission items should be defined for each base, on the order of 50-75.

Random Mission Generation Example

Starbase Computer asks for a Retrieval Mission of Difficulty 5-9.

Most of the retrieval locations are invalid for this difficulty. 

The generator picks Alpha Centauri 2, SouthWest of Asteroid 104. This area has a difficulty of 9, so mission difficulty is 9.

The generator picks the Vega Prime Council as the sponsoring organization.  All organizations can sponsor retrieval missions.

For the item, the generator picks the Vorpal Mace from the list of VPC affiliated items. 

The final Mission is returned to the Starbase Computer:

	Retrieval Example
	 

	Spawn Location
	AC2, SW of Aster 104

	Object Type
	Vorpal Mace

	Object Name
	Missile

	Time
	4 hr

	Difficulty
	9

	Cash Award
	756

	Sponsoring Organization
	VP Council

	RFF Modifiers
	18


On the public terminal, the Mission is listed as:

Retrieval
Vega Prime Council
756

Mission Information

Vega Prime Council wishes a courier to retrieve a Vorpal Mace and return it to this Starbase. It is currently located in sector Alpha Centauri 2, near Asteroid 104. Return with the Vorpal Mace within 4 hours, and the Vega Prime Council will payout 756 credits.

Current Mission Info on the Mission:

Retrieval Mission –Find and return the Vorpal Mace, located in the Alpha Centauri 2 sector, Asteroid 104.

 Time Left: 3 hour, 59 min

Mission Example

Raji Yu’man, a Terran Trader, accepts a level 9 retrieval mission.  He is to go to the Alpha Centauri system, sector 2 and pick up a Vorpal Mace Missile that was left near Asteroid 104.

The Vega Prime Council will pay him 756 credits, assuming he can deliver the goods within 4 hours.

As soon as he accepts the mission, his computer announces “Mission Accepted” and places the mission, with its details in his Mission Window.

Raji begins warping towards the Alpha Centauri sector 2.  Once he arrives, his computer notifies him “Entering Target Sector”

Raji warps to Asteroid 104 and begins scanning around for the Vorpal Mace Missile.  Soon, his scanners pick it up, right where it should be.  His computer informs him “Target Detected”

After a quick glance around to be sure he is safe, Raji engages his tractor beam and brings the Missile aboard.  His computer announces “Target Retrieved”

Raji now heads back towards Vega Prime with his cargo.  As soon as he enters Vega Prime with the object, his computer notifies him “Entering Target Sector”

As he approaches the Highport that he accepted the mission from, the computer informs him “Destination in range”

Raji docks and the VM Missile is automatically removed.  His computer announces “Mission Accomplished” and the Vega Prime Council happily pays him the 756 credits.  It also adds 18 points to his faction standing with them.

Pickup-and-Delivery

Describe Pickup-and-Delivery missions

	Pickup-and-Deliver Data

	Spawn Location

	Object Type

	Object Name

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers

	Delivery Location


Designing Random Pickup and Deliver Missions

There are four primary things a starbase designer must define for random pickup and deliver Missions to work at a starbase: pickup and delivery locations, sponsors, and items.

In the Starbase Editor, the designer has access to a global list of all interest locations. Using a filter to only show ports within 10 jumps, the designer picks which points are valid retrieval destinations from the current base. Each point already has a distance (based on number of jumps) and difficulty (based on port sector and location – set by it’s designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid points for the retrieval mission type, on the order of 25-35.

The designer must also specify which port locations items can be delivered to. In general, any port that can be used as a courier destination can be used as a pickup and delivery location.

Third, the designer specifies which factions are associated with the starbase. He can pick from a global list of all factions, or create a new one if the existing factions do not meet his needs. To create a faction, he needs to specify a name, a list of affiliations and enemies, and a list of tendencies. It is the tendencies that define which Missions a faction sponsors. All tendency types can sponsor pickup and deliver missions. (Since the factions associated with a base actually have implications beyond random Mission generation, this will probably be defined far prior to this, but is included for completeness.)

Last, the designer defines delivery items. He can choose a Mission item previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks an item type/graphic and gives it a name. He then defines which sponsors are interested in this item. So that item Missions (courier, locate, deliver, etc.) have variety, and large number of mission items should be defined for each base, on the order of 50-75.

Random Mission Generation Example

Starbase Computer asks for a Pickup and Deliver Mission of Difficulty 21-27.

Only one of the PaD valid locations is the right difficulty, so the generator picks Alpha Centauri 2, SouthEast of Moon 1 for the item location.

The generator picks the Temple of Universal Truth as the sponsoring organization.  All organizations can sponsor pickup and deliver missions.

Any valid courier location is acceptable for the delivery portion of the mission. (The generator will want to check that a valid organization exists at the delivery location, ie friendly to the sponsor.) The generator picks Alpha Centauri 3, Highport 1 as the delivery location. The highest difficulty of the two locations is 22, so the mission has a 22 difficulty. 

For the item, the generator picks the Vorpal Mace from the list of ToUT affiliated items. 

The final Mission is returned to the Starbase Computer:

	Pickup-and-Deliver Example
	 

	Spawn Location
	AC2 SE of Moon 1

	Object Type
	Vorpal Mace

	Object Name
	Missile

	Time
	4 hr

	Difficulty
	22

	Cash Award
	1491

	Sponsoring Organization
	ToUT

	RFF Modifiers
	132

	Delivery Location
	AC3 HP1


On the public terminal, the Mission is listed as:

Pickup and Deliver 
Temple of Universal Truth

1491

Mission Information

Temple of Universal Truth needs a courier to retrieve a Vorpal Mace and deliver it to Alpha Centauri, Highport 1. The missile is currently located in Alpha Centauri 2, Southeast of the first moon. Deliver the Vorpal Mace within 4 hours, and the Temple of Universal Truth will pay you 1491 credits.

Current Mission Info on the Mission:

Pickup and Deliver Mission –Find and deliver the Vorpal Mace to Alpha Cent3, HP1. Missile is located in the Alpha Centauri 2 sector, SE of Moon 1.

 Time Left: 3 hour, 59 min

Mission Example

Erix Redmach, a Jenquai Trader, accepts a level 22 mission to pick up and deliver a Vorpal Mace Missile from the Alpha Centauri sector 2 (Near moon 1) to the Alpha Centauri 3 Highport.

The Temple of Universal Truth will pay him 1491 credits to accomplish this within 4 hours.

As soon as he accepts, his computer announces “Mission Accepted” and places the mission in his Mission Window, along with the time remaining.

Erix launches with all due haste towards the AC-2 sector.  When he arrives, the computer notifies him “Entering Target Sector”

Erix heads towards Moon 1.  As he gets close, he begins scanning for enemies. He spies a large family cluster of Space-Snails who have made their home in some debris near the missile’s location.  He engages his cloak and begins creeping forward while continuing to scan for the item.  His computer informs him “Target Detected”

He continues to creep forward until he is past the Snails and quietly engages his tractor beam, hoping not to be noticed.  Just as he hears the “Target Retrieved” message from the computer, the snails detect him.  Erix high-tails it away while dropping mines as fast as he can in order to hamper the snails’ pursuit.

Erix escapes the wrath of the snails and makes it over to Alpha Centauri sector 3, where he needs to drop the Vorpal Mace off.  When he arrives, he hears “Entering Target Sector” from his computer.

As he gets close to Highport 3, his computer informs him “Destination in Range” 

He docks and the VM Missile is automatically unloaded.  His computer tells him “Mission Accomplished!” and he is immediately credited with 1491 credits from the Temple of Universal Truth.  They also add 132 points to their faction’s opinion of Erix.

Retrieve from NPC

Describe Retrieve from NPC missions.

	Retrieve from NPC Data

	Spawn Location

	Object Type

	Object Name

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers

	NPC Name

	NPC Type

	NPC Params


Designing Random Retrieve from NPC Missions

There are four primary things a starbase designer must define for random retrieve from NPC Missions to work at a starbase: locations, sponsors, NPCs, and items.

In the Starbase Editor, the designer has access to a global list of all interest locations. Using a filter to only show ports within 10 jumps, the designer picks which points are valid retrieval destinations from the current base. Each point already has a distance (based on number of jumps) and difficulty (based on port sector and location – set by it’s designer) associated with it. So that random Missions on a single starbase have a sense of variety to them, each base should have a large number of valid points for the retrieval mission type, on the order of 25-35.

Second, the designer specifies which factions are associated with the starbase. He can pick from a global list of all factions, or create a new one if the existing factions do not meet his needs. To create a faction, he needs to specify a name, a list of affiliations and enemies, and a list of tendencies. It is the tendencies that define which Missions a faction sponsors. All tendency types can sponsor pickup and deliver missions. (Since the factions associated with a base actually have implications beyond random Mission generation, this will probably be defined far prior to this, but is included for completeness.)

Last, the designer defines retrieval NPCs. He can choose Mission NPCs previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks a NPC type/archetype, picks a level and gives it a name. He then defines which organization the NPC is affiliated with. For combat-style missions, the organization will likely be evil or at least shady. Combat-NPCs can only have one organization, and should be an enemy of one or more of the sponsor organizations at the Starbase. So that combat-style NPC Missions (combat, defend, infiltrate, retrieve from NPC, etc.) have variety, a large number of mission NPCs should be defined for each base, on the order of 50-75, and they should have a good level spread, providing combat tasks for many players.

Last, the designer defines retrieval items. He can choose a Mission item previously defined for this starbase, or he can create a new one from scratch. To do this, he simply picks an item type/graphic and gives it a name. He then defines which sponsors are interested in this item. So that item Missions (courier, locate, deliver, etc.) have variety, and large number of mission items should be defined for each base, on the order of 50-75.

Random Mission Generation Example

Starbase Computer asks for a Retrieve from NPC Mission of Difficulty 33-37.

All of the Retrieve from NPC locations are valid, so the generator picks Vega 5, NavBuoy 98 for the NPC location.

The generator picks the Vegan Freedom Militia as the sponsoring organization.  Only organizations with military, intelligence, commerce, and science tendencies can sponsor retrieve from NPC missions.

The generator looks at the VFM affiliation, and picks from the list of NPCs that are VFM enemies. The generator picks Mysdane Smith of the Bloodane Pirates. Mysdane is a L35 Terran Explorer, giving the mission a difficulty of 35.

For the item, the generator picks the Magic Missile from the list of VFM affiliated items. 

The final Mission is returned to the Starbase Computer:

	Retrieve from NPC Example
	 

	Spawn Location
	Vega5 NB98

	Object Type
	Missile

	Object Name
	Magic Missle

	Time
	2

	Difficulty
	35

	Cash Award
	3042

	Sponsoring Organization
	Vegan Fre Mil

	RFF Modifiers
	35

	NPC Name
	Mysdane Smith

	NPC Type
	L35 Ter Exp

	NPC Params
	 


On the public terminal, the Mission is listed as:

Retrieve from NPC
Vegan Freedom Militia
3042

Mission Information

The Vegan Freedom Militia wishes to hire an experience pilot to retrieve a Magic Missile from Mysdane Smith of the Bloodane Pirates. Use whatever methods necessary to secure the item, and then return here. If you return within two hours, the Vegan Freedom Militia will reward you with 3042 credits. Be aware, Mysdane is an experienced Terran Explorer, and will do anything to keep the missile in her possession.

Current Mission Info on the Mission:

Retrieve from NPC Mission –Find and acquire the Magic Missile from Mysdane Smith. She is currently located in Vega 5, near NavBuoy 98.

 Time Left: 1 hour, 59 min

Mission Example

Fingers McThumb, a Terran Explorer, accepts a level 35 mission to retrieve a Magic Missile from Mysdane Smith, a member of the vicious Bloodane pirates.  Mysdane was last seen in Vega 5 sector near NavBuoy 97.

The Vegan Freedom Militia will pay him 3042 credits if he can accomplish this within 2 hours.

As soon as he accepts, the computer informs him “Mission Accepted” and adds it to his current Mission Window along with the time remaining.

Fingers immediately heads off towards Vega 5.  When he arrives, the computer states “Entering Target Sector”

He begins warping over to NavBuoy 97 in hopes of finding Mysdane.  Once his scanner finds the cloaked form of his quarry, he, too, cloaks and approaches with caution.  His computer informs him that “Target is in range”

Once he is close enough to the target, he begins a very subtle hacking scheme that will make Mysdane’s ship jettison its cargo.  After a fair bit of work to be sure that Mysdane will not that she is being hacked, Fingers is successful.  The Missile, along with a Phaser that was in the hold, are ejected into space.

Fingers quickly grabs the missile (which forces him to become visible) and makes a break for the gate out of the sector.  His computer announces “Item retrieved.” There is an immediate response from Mysdane “You will die most painfully for this transgression, fool!”  Pursuit is vicious, but soon, Fingers is able to cloak and sneak away in a different direction. 

He quickly warps back to Vega prime to drop off the missile.  When he enters the sector, his computer tells him “Entering Target Sector”

Once he has warped near enough to the Highport, his computer informs him “Destination in range”

As soon as he has docked, the missile is removed from his hold and his computer announces “Mission Accomplished” and a grateful Vegan Freedom Militia pays him 3042 credits.  They also grant him a 35 point upswing in their opinion of him.

Multi-part Missions

Multi-part missions TBD

	Multi-Part Data

	List of Component Missions

	Time

	Difficulty

	Cash Award

	Sponsoring Organization

	RFF Modifiers


Planned Missions

Planned Missions TBD

Details on the different data types

Locations

A location is either a point in space or reference to a physical object (highport, asteroid, etc.). Includes sector and system info, general difficulty of the surrounding area, and if a point in space, a reference to the nearest Point-of-Interest. The location should also include a spawn radius, so missions using the point will not always happened at exactly the same point. These locations are placed and defined by the sector designer (for random Missions) or the Mission designer (for static Missions).

Items

An item is usually a unique, non-usable version of a standard item. It has a special name and is associated with one or more factions. Commodity items are also available for Missions. If a commodity, an amount is needed. Mission items for random Missions are defined by the starbase designer, and are usually unique to one starbase. The Mission designer defines Mission items for static Missions, and items are unique to individual Missions.

NPC

An NPC for a Mission is a unique variation on a normal NPC. It has a special name, a standard type, and is associated with one or more factions, and opposes one or more factions. A list of NPC’s for random Mission is generated by the starbase designer, and is unique to that starbase. The Mission designer defines any and all NPC’s associated with static Missions.

Time

The time to complete a mission is calculated (for random Missions) or defined (for static Missions) for each mission. Often it is based primarily on travel time, but can be different for every mission type.

Difficulty

The difficulty for a Mission is usually based on the difficulty of the destination sector or the type and number of NPC’s. The sector designer defines sector difficulties, while a tunable algorithm determines difficulty based on NPC. Since random Missions are going to have a target difficulty range, this is going to be a primary filter and the algorithm will likely need to work backward. Static Missions have a difficulty specified by the Mission designer.

Actions

List of possible action verbs are TBD. The starbase designer defines the specific action verbs that apply to random Infiltrate Missions from a particular starbase. The static Mission designer will specify which action is applicable.

Bounty Type

Bounty NPC types are usually NPC’s found in or near the system where the Mission originates. For random Bounty Missions, the starbase designer defines the applicable bounty NPC types. For static Missions, the Mission designer specifies.

Cash 

The amount of cash awarded for a random mission is based on the type of mission and difficulty of mission, with a random value added for, well, visual variety. For static Missions, any defined amount considered reasonable by the designer is valid.

Sponsors

The sponsor of a Mission is the organization asking the player to do the Mission, and paying him upon successful completion. Each organization has a set of tendencies that define what missions it will sponsor. The sponsor is not a faction, but it is affiliated with a faction, and then inherits the properties, affiliations, and enemies of that faction. Each starbase has a list of sponsor organizations, defined by the starbase designer, representative of all of the groups resident in and around that starbase. For static Missions, the Mission designer provides the sponsor detail, along with any affiliations.

RFF Modifier

The RFF modifier is the modification to the player’s Reputation, Fame, and Faction after completing or failing the Mission. It is related to the sponsoring faction, their affiliations and enemies, with a magnitude based on the difficulty of the Mission. Each random Mission sponsor has a RFF modifier associated with it, defined by the starbase designer. Unique RFFs are defined for static Missions.

UI Feedback During Missions

General Mission Feedback

Mission Panel 

Feedback in the mission tab of the Character Bio panel is detailed in the main technical design. Missions will need a way of providing pertinent data to the tab when the user accesses it.

The Timer

Most Missions have some sort of mission timers and Mission requirements need to be met before the timer runs out. Since the player can have at most four Missions active, the timer with the lowest value is displayed on the main UI. It counts down hours and minutes when more than 10 minutes are left, and minutes and seconds with less than 10 minutes on the clock.

Additionally, audio feedback is given to the player at key thresholds of time left. Ex. Ship Computer: “Thirty minutes remaining on Mission Two.”

When the timer runs to zero, text feedback tells the user that the mission is failed, and if applicable, tells the user of the possibility for partial credit. Any applicable penalties are identified.

Radar and Other UI Elements

TBD

Specific Mission Feedback

Specific Mission Feedback is detail with a feedback trigger event and the feedback voice, usually the ship computer or a Mission related NPC.  This feedback should be voice for general Mission types if resources and time permit. Text/chat feedback to the same point is also acceptable.

Courier

Mission Start, Item Loaded– Ship Computer

No Room in Hold – Ship Computer

Enter Delivery Sector - Ship Computer

In Range of Delivery Location – Ship Computer

Delivery Location Dock – Ship Computer

Escort

Mission Start, Escorted Following – Ship Computer, Escorted NPC

Any Undocking or Sector Enter, Escorted Following – Ship Computer

Enter Destination Sector – Ship Computer, Escorted NPC

In Range of Destination Port – Ship Computer

Destination Dock – Ship Computer, Escorted NPC

Timer Messages – Escorted NPC

Combat

Mission Start – Ship Computer

Enter Combat Sector – Ship Computer

Target Detected – Ship Computer

Target Engaged - Target

Target Nearing Death – Target

Player Nearing Death – Target

Target Destroyed – Ship Computer

All Targets Destroyed – Ship Computer

Intercept

Mission Start – Ship Computer

Enter Intercept Sector – Ship Computer

Target Detected – Ship Computer

Target Engaged - Target

Target Nearing Death – Target

Player Nearing Death – Target

Target Nearing Destination – Ship Computer, Target

Target Destroyed – Ship Computer

Defend 

Mission Start – Ship Computer

Enter Defend Sector – Ship Computer

Target in Range – Ship Computer, Target

Attacker(s) Detected – Ship Computer

Attacker Engaged – Attacker

Player Nearing Death – Attacker, Target

Attacker Destroyed – Ship Destroyed

Target Nearing Death – Ship Computer, Target

All Attackers Destroyed or Time Over– Ship Computer, Target

Patrol

Mission Start – Ship Computer

Enter Next Waypoint Sector – Ship Computer

Waypoint in Range – Ship Computer

Waypoint Reached – Ship Computer

Last Waypoint Reached – Ship Computer

Infiltrate

Mission Start – Ship Computer

Enter Infiltrate Sector – Ship Computer

Infiltration Target in Range – Ship Computer

Target Minion Engaged – Ship Computer

Target Minion Destroyed – Ship Computer

Player Detected – Ship Computer, Target

Player Engaged – Ship Computer

Target “Action Verb’d” – Ship Computer, Target

Locate

Mission Start – Ship Computer

Enter Locate Sector – Ship Computer

Target Detected – Ship Computer

Target Scanned – Ship Computer

Bounty Hunt 

Mission Start  - Ship Computer

Bounty Target Destroyed – Ship Computer

Bounty Completed – Ship Computer

Retrieval

Mission Start – Ship Computer

Enter Retrieval Sector – Ship Computer

Target Detected – Ship Computer

Target Retrieved – Ship Computer

Enter Return Sector – Ship Computer

Destination Port in Range – Ship Computer

Destination Port Dock – Ship Computer

Pickup and Deliver

Same as Retrieval

Retrieve from NPC

Mission Start – Ship Computer

Enter Retrieval Sector – Ship Computer

Target in Range – Ship Computer, Target

Target Engaged – Target

Item Loaded to Cargo – Ship Computer, Target

Enter Return Sector – Ship Computer

Destination Port in Range – Ship Computer

Destination Port Dock – Ship Computer

Guild System

Overview

Guilds are unions of players, typically with a common purpose.  The guild system provides a chat interface that can be used by all members, and gives all members a common decal marking on their ship.

Details

Forming a Guild

Any player can create a guild if they are not already a member of a guild.  Guild creation is accessed by right-clicking on the Guild tab of the chat window interface and selecting the ‘Create New Guild’ button.

When a guild is created, the player must give the guild a name, description (optional), and select a symbol for the guild.  This symbol becomes a ship decal for all guild members.

The player that creates the guild becomes the guild’s Leader.  Only the guild leader can disband the guild, modify the guild’s description, or promote other members to officer status.

Guild Ranks

There are 5 ‘ranks’ of members:  Leader, Officer, Sergeant, Member, and Recruit.  

Recruit

Whenever a player is recruited into the guild, that player assumes recruit status.  Recruits can utilize the guild roster, member information, guild information, and guild chat interfaces, but have no ability to recruit, promote, or expel other members.

Member

Members are identical in ability to recruits.  This designation is simply for social status within the guild.  Only officers and the guild leader can promote a recruit to member status.

Sergeant

Sergeants have the ability to recruit other players to the guild, but cannot promote them. Sergeants can also expel recruits from the guild.

Officer

Officers have the abilities of Sergeants but can also recruit and promote guild members to member status.  Officers can also expel members and recruits.

Leader

The guild leader has all of the abilities of an officer, but can additionally promote members to any status or expel any member.  The guild leader can also edit the guild description and disband the guild completely.

If a leader promotes another player to leader status, the leader will be automatically demoted to officer rank.  There can only be one guild leader at any time.

Recruiting and Expelling Members

The guild leader, officers, and sergeants can recruit new members to the guild.  This action is achieved using the guild roster interface.

To recruit a new member, the ‘Recruit Player’ button is selected on the guild roster interface.  The name of the player to recruit can then be entered into a popup query.  Only players that are not currently a member of a guild can be recruited.  Alternately, the player’s name can be dragged from the chat window or the selected target area into the guild roster dialog.

When an attempt to recruit a player is made, a popup accept/decline dialog will be given to the player that is being recruited.  This popup should be placed in a corner of the screen and should not interfere with normal gameplay so that the recruitment system cannot be abused in PvP situations.

Members can be expelled from the group by either dragging the member’s name outside of the guild roster box, selecting the member’s name and pressing the delete key, or by selecting the ‘expel’ button on the member information interface.  

All new members are assigned the recruit rank until promoted by an officer or guild leader.

Appendix

Sample NPC Design with Talk Tree and Missions

Location: Infiniti Highport in the Earth-Sol sector

NPC: Harris McKinley, a Terran asteroid miner from the belt outside Mars orbit. He is an independent miner, usually working for the Orsini, but recently hit on a streak of brutal bad luck. Attacked by pirates coming back with a full load of ore, three trips in a row, he was forced to dump his cargo and run. Harris was already in the Orsini doghouse. On his last trip, he needed a big score to make up for the previous trips, but pushed is luck and overfilled his bays. On his way back to the Infinit-Orsini yards, he burned out his power plant overloading his thrusters, trying to drive all of the ore. He was able to pay for the tug with the money he earned from the load of ore, but now his completely broke and without a power plant for his freighter/mining ship. Now he is stuck at Infiniti Highport, looking for work and a way to repair his ship and continue mining.

Affiliation: Orsini

Demeanor: downtrodden, frustrated, depressed

Missions: 
help get parts for repair of the power plant (newbie)



Investigate how and why pirates keep raiding him (lowbie)

Interesting Info: general dislike for pirate clans, especially the Talon clan, who he feels have targeted him specifically, and are attacking him whenever they can. He enjoys working for and is loyal to the Orsini, although there is some bad blood between him and the minor bureaucrat who he must deal with to sell his ore, and has not been understanding at all about his recent troubles. Is very into the Orsini philosophy of work hard, play harder. Unfortunately, you generally need some money to play, and is unhappy about that. Will tell the player, for a drink, about locations of some of the bigger scores out in the asteroid field. Is enthralled by Jenquai psi tech, although he can’t see any real application for mining. Wants to head out to Aragoth and Odin’s Belt someday, see if mining in Jenquai space is any more profitable than working for the Orsini.

MAIN TREE

IF Orsini faction Horrible or worse


GOTO EXIT 6

IF Orsini faction Excellent or better

GOTO SUBTREE 200

IF mission script IDNUM1 present


GOTO SUBTREE 100

IF mission script IDNUM2 present


GOTO SUBTREE 110


IF mission script IDNUM3 present



GOTO SUBTREE 120

GOTO SUBTREE 1

SUBTREE 1  // 1-9 Initial tree set to set up the NPC attitude and lead to missions.

NPC TEXT: Hey there friend, Harris is the name. You look confused. Are you new here?

RESPONSE 1: Yup, this is my first time here. What is there to do around here?



GOTO SUBTREE 2

RESPONSE 2: I’ve been here before, but it has been awhile. What is there to do around here?



GOTO SUBTREE 3

RESPONSE 3: Hey, you look a little blue. What’s up? 



GOTO SUBTREE 10

RESPONSE 5: Nope, buddy, and I’ve got something to do. See you around.


GOTO EXIT 1

SUBTREE 2

NPC TEXT: Not a whole lot really. You can hang out here in the lounge and meet folks, or you can look for jobs on the terminal over in the corner. Need a working ship, though *frowns*

RESPONSE 1: Is that all there is to do? 

GOTO SUBTREE 4

RESPONSE 2: A working ship? Doesn’t everyone out here have a ship?


GOTO SUBTREE 5

RESPONSE 3: Hey, you look a little blue. What’s up?


GOTO SUBTREE 10

RESPONSE 4: You aren’t very helpful. Is there anyone else I can talk to here?


GOTO EXIT 2

REPSONSE 5: Thanks for the info, friend, but I’ve got something to do.


GOTO EXIT 1

SUBTREE 3

NPC TEXT: Well, if you’ve been here before, then you know there isn’t much. If you want a way out, check the job boards on the terminal. This highport is a rotten place to be stuck, I tell ya.

RESPONSE 1: Is that all? This place is worse than I remember.


NPC TEXT: Tell me about it!


GOTO SUBTREE 4 

RESPONSE 2: You’re stuck here? 


GOTO SUBTREE 5

RESPONSE 3: Hey, you look a little blue. What’s up?


GOTO SUBTRE 10

RESPONSE 4: You aren’t very helpful. Is there anyone else I can talk to here?


GOTO EXIT 2

REPSONSE 5: Thanks for the info, friend, but I’ve got something to do.


GOTO EXIT 1

SUBTREE 4

NPC TEXT: Pally, I ain’t your tour guide. There’s probably a few other things floating around. Ask the bartender. He gets paid to do that kind of stuff.

RESPONSE 1: Thanks, I’ll check with him. See you around.


GOTO EXIT 1

RESPONSE 2: Hey, man, you offered to help. No need to get angry.


GOTO SUBTREE 6

REPSONSE 3: Thanks for the info, friend, but I’ve got something to do.


GOTO EXIT 1

SUBTREE 5 // The Beer Quest – very minor mission

NPC TEXT: Gahhh! If one more person asks me that!…I’ve had a stretch of bad luck, friend. That’s all. I’m tapped out, and more than a little thirsty, if you catch my drift.

RESPONSE 1: Hey, let me get you a beer, then.


NPC TEXT: Would ya be so kind?


ATTACH SCRIPT IDNUM1


GOTO EXIT 3

RESPONSE 2: I feel for you, I do. I’m just a bit busy right now.


NPC TEXT: Then what in Mordane did you ask about it for?


GOTO EXIT 2

RESPONSE 3: What kind of bad luck, Harris?


GOTO SUBTREE 10

RESPONSE 4: I’m not gonna buy you a beer, Harris. In fact, I’m out of here.


GOTO EXIT 2

REPSONSE 5: Thanks for the info, friend, but I’ve got something to do.


GOTO EXIT 1

SUBTREE 6

NPC TEXT: BAH! If anyone has a right to be angry, it’s ME!

RESPONSE 1: What put you in such a bad mood, anyway?


GOTO SUBTREE 10

RESPONSE 2: Well, go ahead and be angry. I’m leaving.


GOTO EXIT 2

RESPONSE 3: You can be angry all you want, Harris, but that isn’t getting you off this station. However, it IS getting me off this station.


GOTO EXIT 1

SUBTREE 10 // 10-14 This tree set leads to both the plant parts mission and the pirate investigation mission.

NPC TEXT: Its those damn Talons. They keep raiding me on my way back in from the Belt. I haven’t had a successful trip in almost 2 months.  They come in quiet and fast, and I gotta dump and run if I wanna get back. They’ll be the death of me, friend. And if not them, then that fool Barkley over at Orsini Smelting. 

RESPONSE 1: So you’re staying here because the Talons will attack if you leave?


GOTO SUBTREE 11

RESPONSE 2: Who is this Barkley?


GOTO SUBTREE 15

RESPONSE 3: Those Talons can be a little overzealous.


GOTO SUBTREE 20

RESPONSE 4: I would really love to stay and chat, but I gotta go.


GOTO EXIT 2

REPONSE 5: Harris, I really need to be somewhere. I’ll come back later, ok?


NPC TEXT: Ok, man, I’ll be here.


GOTO EXIT 1

SUBTREE 11

NPC TEXT: No no no. I’m here because my power plant is burned out – I was stupid and overloaded my bays – I needed the money after too many pirate raids – and I burned the plant out trying to get back. The tugs came and got me alright, but charged me a fortune from the tonnage of ore I was carrying. I had to pay them all of the profit coming from that load. Now, I’m four loads down, and I can’t leave because the ship has no plant.

RESPONSE 1: Wow, that’s some tough luck, friend. Can I help you fix the power plant?


GOTO SUBTREE 16

RESPONSE 2: What about that Barkley guy over at the smelters?


GOTO SUBTREE 15

RESPONSE 3: What about those Talons? Sounds like they’re up to no good.


GOTO SUBTREE 20

RESPONSE 4: I don’t know, Harris. Theres not much I can do. I need to be leaving.


GOTO EXIT 1

SUBTREE 15 // 15-19 The Plutonium Core Mission

NPC TEXT: Criminy! That Barkley has no compassion. I’ve been dealing with him for 5 years, been a great business relationship, but the moment I start going dry, he doesn’t let up. Won’t even spot me the cash for a new plant. Thinks I’ll just get it blown off in a pirate raid. You’d think he was in league with the Talons or something…

RESPONSE 1: Can I help with a new plant?


GOTO SUBTREE 16

RESPONSE 2: You think it would help if I talked to Barkley for you?


GOTO SUBTREE 17

RESPONSE 3: How do you know he ISN’T?


GOTO SUBTREE 20

RESPONSE 4: If I see Barkley, I’ll give him a sock in the mouth for ya. Other than that, I’m afraid I can’t help.


GOTO EXIT 1

SUBTREE 16

NPC TEXT: Sure! If you can find me a new plutonium core for my plant, I can be up and out of here. 

IF Player:Level LESS THAN 10

RESPONSE 1: Done. I’ll have one back here before you can blink.


ATTACH SCRIPT IDNUM2


GOTO EXIT 4

IF PlayerLevel LESS THAN 10

RESPONSE 2: I’ll try to. Where can I find a plutonium core?


ATTACH SCRIPT IDNUM2


GOTO EXIT 5

RESPONSE 3: Is there anything else I can do? Didn’t you mention the Talons?


GOTO SUBTREE 20

RESPONSE 4: Not sure if I can handle that one, Harris. I’ll pass word along though. Farewell.


GOTO EXIT 1

SUBTREE 20  // 20-29 Investigate the Talon Clan

NPC TEXT: Those Talons have been giving me so many problems, I have a sneaking suspicion they are targeting me, specifically.

RESPONSE 1: Did you do anything to anger them?


NPC TEXT: Nope, don’t think I did.


GOTO SUBTREE 20

RESPONSE 2: Is there any way I can help?


NPC TEXT: Its not the pirates, but…


GOTO SUBTREE 16

RESPONSE 3: I’m staying as far away from the Talons as possible. Goodbye.


NPC TEXT: I understand, bud.


GOTO EXIT 1

SUBTREE 100  // 100-109 Reaction based on Get Harris a Beer Mission

TBD

SUBTREE 110 // 110-119 Reaction based on Find Harris the Plant Parts Mission

TBD

SUBTREE 120 // 120-129 Reaction based on Investigate the Pirates for Harris Misison

TBD

SUBTREE 200  // 200- Excellent reaction tree.

NPC TEXT: Hey, good to see you! Not often I get to have a drink with someone as famous as you! Harris is the name, and I am at your service.

RESPONSE 1: I’ve been here before, but it has been awhile. What is there to do around here?


GOTO SUBTREE 3

RESPONSE 2: Hey, you look a little blue. What’s up? 


GOTO SUBTREE 10

RESPONSE 5: Nope, buddy, and I’ve got something to do. See you around.


GOTO EXIT 1

EXIT 1 //Good exit message

NPC TEXT: See around, pally!

EXIT 2 // Bad exit message

NPC TEXT: Why you good fer nothing…

EXIT 3 // Doing drink mission

NPC TEXT: Thanks a million, friend.

EXIT 4 //Doing core mission hardway

NPC TEXT: Hurry back with that core!

EXIT 5 //Doing core mission with help

NPC TEXT: Check with Bennie the Bartender. He might know. And hurry back, will ya?

EXIT 6 //Bad faction Exit

NPC TEXT: Hey, pal, you got some real guts showin your face around here after what you done. I would hightail it to the next system before the Orsini at this station finds out you’re here. 

Item Data Definition Table

This section includes a listing of all appropriate data fields that can be used to define items in Earth & Beyond.

Base (resource) Properties

	Name
	Type
	Range
	Description

	ProperName
	Str
	
	The name of the item

	Race
	Str
	NONE, TERRAN, PROGEN, JENQUAI, ALIEN
	The race of the manufacturer

	ItemType
	Str
	BASE, POWER, SHIELD, ENGINE, BEAM, PROJECTILE, AMMO, LAUNCHER, COUNTER, CONTROLLER, ROBOT, SYSTEM, ACTIVATABLE
	The type of item

	Description
	Str
	
	The text description of the item for UI presentation.

	TechLevel
	Int
	1-9
	The tech level of the item.

	Component-BaseAsset
	Str
	A valid 3D asset number
	The 3D model art resource identifier.

	IconBase-Asset
	Str
	A valid 2D asset number
	The 2D model (iconic) art resource identifier.

	AssetTintR
	Int
	0-255
	The red tint applied to the art resources.  0=no tint applied.

	AssetTintG
	Int
	0-255
	As AssetTintR, but specifies green component.

	AssetTintB
	Int
	0-255
	As AssetTintR, but specifies blue component.

	GameCritical
	Bool
	TRUE/FALSE
	If true, this item can not be destroyed.

	NoDrop
	Bool
	TRUE/FALSE
	If true, this item can not be dropped.

	NoRent
	Bool
	TRUE/FALSE
	If true, this item disappears when the player logs off.

	Unique
	Bool
	TRUE/FALSE
	If true, a player can only have one copy of this item.

	NoStore
	Bool
	TRUE/FALSE
	If true, this item can not be stored in a base storage facility.

	NoSpawn
	Bool
	TRUE/FALSE
	If true, this item can never be created in the game, except as no-drop equipment for an NPC.

	No-Manufacture
	Bool
	TRUE/FALSE
	If true, this item can not be manufactured.

	MaxStack
	Int
	1+
	The number of items of this type that can fit in a single inventory space.

	Value
	Int
	1+
	The initial credit value of the item (the actual value will change with a dynamic economy system)

	Manufacture-Difficulty
	Int
	0-100
	The relative difficulty when attempting to manufacture this item.

	Component1- Component6
	Str
	A valid item name
	A list of items that are required and consumed when this item is manufactured.


Activatable (expendable) Properties

	Name
	Type
	Range
	Description

	Class-Restrictions
	Str
	TRADER | WARRIOR | EXPLORER
	Listed player professions can not use this item.

	Race-Restrictions
	Str
	PROGEN | JENQUAI | TERRAN
	Listed players races can not use this item.

	LevelRestriction
	Int
	0-150
	Players must be of a total level equal or greater than this value to use this item.

	CombatLevel-Restriction
	Int
	0-50
	Players must be of a combat level equal or greater than this value to use this item.

	ExploreLevel-Restriction
	Int
	0-50
	Players must be of a trade level equal or greater than this value to use this item.

	TradeLevel-Restriction
	Int
	0-50
	Players must be of a exploration level equal or greater than this value to use this item.

	IntRequired
	Int
	0-150
	Players must have an INT equal or greater than this number to use this item.

	DexRequired
	Int
	0-150
	Players must have a DEX equal or greater than this number to use this item.

	ChaRequired
	Int
	0-150
	Players must have a CHA equal or greater than this number to use this item.

	SkillAssociation
	Str
	A valid skill name or NONE
	Players must have this skill in order to use this item.

	SkillLevel-Requirement
	Int
	1-9
	Players must have this skill level or better in SkillAssociation in order to use this item.

	SkillRequirement
	Int
	0-300
	Players must have this skill value or better in SkillAssociation in order to use this item. 

	ActivationDelay
	Float
	0.0+
	This amount of time must elapse inbetween usages of this item.  In the case of expendables, this amount of time must elapse before another item of this type can be used.

	EnergyActivation
	Int
	0+
	The amount of energy that is consumed from the reactor when this item is activated.

	VisualEffectID
	Str
	Any valid identifier
	The ID used to reference the visual and/or audio effects that occur when the item is activated.

	VisualEffectTintR
	Int
	0-255
	The red component of a tint that is applied to the visual effect.  A value of 0 means that no tint is applied.

	VisualEffectTintG
	Int
	0-255
	As VisualEffectTintR, but specifies green component.

	VisualEffectTintB
	Int
	0-255
	As VisualEffectTintR, but specifies blue component.

	VisualEffect-Duration
	Float
	0.0+
	The number of seconds that the specified visual effect will animate.

	VisualEffect-Brightness
	Int
	0-255
	Specifies a brightening or dimming effect applied to the visual effect.  A value of 0 means no effect is applied.  A value of 1 indicates the dimmest allowable effect is shown.  A value of 255 indicates the brightest allowable effect is shown.  Effect brightness parameters should not be able to wash out visible color.

	EffectType1..5
	Str
	Any valid special effect name
	Specifies a ‘special’ effect that this item is able to generate.

	EffectActivation-1..5
	Str
	USE or EQUIP
	Specifies if the effect is applied when the item is equipped or activated.

	EffectTarget1..5
	Str
	SELF, TARGET, or GROUP
	Specifies the target of the effect when generated.

	EffectRadius1..5
	Int
	0-5000
	Specifies the area radius to which targets will have the effect applied.

	EffectMagnitude-1..5
	Int
	0-300
	Specifies the magnitude of each effect.


Equippable (generic system) Properties

	Name
	Type
	Range
	Description

	AttachmentID
	Str
	Any valid attachment resource ID
	Identifies the art resource used for the 3D view of the item when mounted on a ship. 

	EquipmentType
	Str
	IMPACT, CONCUSSION, PLASMA, SHOCK, ENERGY, EMP, CHEMICAL, FRAGMENTATION, ABSOLUTE, SYSTEM, or EFFECT.
	The general technology category of the item.  Used to calculate tints for special effects.  Used to calculate what type of damage the equipment delivers, what type of damage shield systems accept, etc.

	Structure
	Int
	1+
	The default ‘health’ of the item.  Items that are purchased in a starbase will have this structure.

	MalfunctionMin
	Int
	< Structure and < MalfunctionMax
	The structure level at when below the item will always malfunction.

	MalfunctionMax
	Int
	< Structure and > MalfunctionMin
	The structure level at when above the item will always function.

	Toggleable
	Bool
	TRUE/FALSE
	If TRUE, the item is always turned on and off, and never instantaneously activated.

	EnergyDrain
	Float
	>=0.0
	The energy drained per second from the reactor when the item is activated.  Only valid for toggleable equipment.

	CriticalSystem
	Bool
	TRUE/FALSE
	If true, when this item is destroyed during combat it will incapacitate the item’s owner.


Power (reactor) Properties

	Name
	Type
	Range
	Description

	MaxPower
	Int
	>0
	The total amount of power that the reactor can store (capacitance)

	Recharge
	Float
	>0.0
	The amount of energy that the reactor recharges per second.


Shield Properties

	Name
	Type
	Range
	Description

	ShieldType
	Str
	
	Always equals the equippable item property EquipmentType. Used for combat system calculations. 

	ShieldCap
	Int
	>0
	The total amount of ‘health’ that the shield has when fully recharged.

	ShieldRecharge
	Float
	>0.0
	The amount of ‘health’ the shield regains every second.


Engine Properties

	Name
	Type
	Range
	Description

	Thrust
	Int
	> 0
	The amount of thrust that the engine produces.

	WarpPowerLevel
	Int
	>=0 
	The ‘warp drive’ potential the engine has.

	Signature
	Int
	>=0, <=100.
	The amount of ‘noise’ the engine generates.

	WarpEnergy-Activation
	Int
	>=0
	The amount of energy the engine consumes instantly when warp is activated.


Beam (weapon) Properties

	Name
	Type
	Range
	Description

	DamageType
	Str
	
	Always equal to the item’s EquipmentType.  Used to calculate which type of damage the weapon delivers.

	Range
	Int
	>0
	The maximum distance at which the weapon can deliver damage.

	DamageEffect
	Str
	Any valid special effect name.
	This identifies what type of special effect is applied to the target when damage is applied.

	Damage
	Int
	>0
	The base amount of damage delivered by the weapon on a successful hit.


Projectile (weapon) Properties

	Name
	Type
	Range
	Description

	Range
	Int
	>0
	The maximum distance at which the weapon can deliver damage.

	RoundsFired
	Int
	>0, <9
	The maximum number of rounds fired by the weapon each time it is activated.

	AmmoType
	Str
	Any valid projectile ammo type name
	The type of ammunition used by the item, matched with the ammunition item’s AmmoType field.


Launcher (missile weapon) Properties

	Name
	Type
	Range
	Description

	AmmoType
	Str
	Any valid missile ammo type name.
	The type of ammunition used by the item.


Ammo (Beam, Projectile, & Missile AMS) Properties

	Name
	Type
	Range
	Description

	AmmoType
	Str
	
	The type of ammo, used to pair up with a weapon.

	Damage
	Int
	>0
	The base amount of damage a round delivers when successfully hitting a target.

	DamageType
	Str
	
	The type of damage that is delivered by the round (IMPACT, CONCUSSION, PLASMA, SHOCK, ENERGY, EMP, CHEMICAL, FRAGMENTATION, ABSOLUTE, SYSTEM, or EFFECT).

	DamageEffect
	Str
	Any valid special effect name.
	This identifies what type of special effect is applied to the target when damage is applied.

	AreaEffectRange
	Int
	>=0
	For missile ammo only.  If zero, damage is only delivered to the target.  Otherwise, damage is delivered equally to the target and all targets within AreaEffectRange units of the target.

	Range
	Int
	>=0
	For missile ammo only.  Inidicates the maximum distance that the missile can deliver damage to.

	Maneuverability
	Int
	>0
	For missile ammo only.  Used in combat calculations to determine hit success.

	AmmoSpeed
	Int
	>0
	The number of units per second that the ammunition travels.


BeamAMS Properties

MissileAMS Properties

FieldAMS Properties

Controller (drone control system) Properties

Robot (DCS Ammo) Properties
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