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TaeLE oF ConTENTS

WARNING: READ BEFORE USING YOUR PlayStation™ GAME CONSOLE.

A very small percentage of individuals may experience epileptic seizures when exposed to certain Starfing Play Gunsight 16
light patterns or flashing lights. Exposure to cerfain patterns or backgrounds on a television screen The Controller Left VDU 16
or whilg playing video games, including games played on the PlayStation game console, may Symbol Definifions.......coocoveeerscrereerrssennes Rigm VDU som. . . s 19
induce an epileptic seizure in these individuals. Certain conditions may induce previously undetect- Starfing the Game \Weapon VDU 19
ed epileptic symptoms even in persons who have no history of prior seizures or epilepsy. If you, or On the Carri Adi |
anyone in your family, has an epileptic condition, consult with your physician prior to playing. If Jul U - dive Gun, Aﬂf“ Missile .......... 20
you experience any of the following symptoms while playing a video game — dizziness, altered Maneuvering Your Ship Gun Power Indicator .................20
vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or ' Saving, Loading and Exifing... Fuel Indicator . .21
convulaions — IMMEDIATELY discontinue use and consult your physician before resuming play. J Quick Stort Autopilot Light ... i)
: 1 Option Screen Speed Indicators ..... il
WARNING TO OWNERS OF PROJECTION TELEVISIONS: ' Onboard the Victory Missile Lock Light .....crrcevrernn 22
Do not connect your PlayStation game console to a projection TV without first consulting the use 3 Mo Terminal Jumping 29
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage Tl thas Tikootks ool londi 2 |
your TV screen. Refer to your projection TV instruction manual for more details. Lli]h LR LELE g Nuu\r?guutsinﬁln L 24
HANDLING YOUR PlayStation™ DISC: Bridge 8 Targefing u
« This compact disc is intended for use only with the PlayStation™ game console. Gunnery Control .......ooccoceerocerconrrnn Target Lock 25
= Do not bend it, crush it or submerge it in liquids. ! Rec Room 9 Smart Targefing 95
« Do not leave it in direct sunlight or near a radiator or other source of heat. Berths 10 Inertial Targeting ond
* Be sure to take an occasional rest break during extended play. 4 Flight Control 11 Tracking System (1T1S.) wrvvevvrrerre.
+ Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective Simiater n Missile Lok
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines : ;
from center to outer edge. Never use solvents or abrasive cleaners. Loadout Termial........oe 12 Cooking
Mission Briefing Room ...........ccoccoevvvcnes 12 Dying

This product has been rated by the Entertainment Software Rating Board. For more In the Cockpit 13 Ejeding

information about the ESRB rating, or to comment about the appropriateness of the Cockpit Instruments..........cc.corvvccr 13 In-Flight Options

rating, please contact the ESRB at 1-800-771-3772. Viewscreen .................... Main Terminal Opfions

Radar Display Ship and Weapon Stafs.................




STARTING PLAY

Set up your PlayStation game console according to the instructions in its Instruction Manual. Make sure
the power is off before inserting or removing a compact disc. Insert the Wing Commander I1f Disc #1
and close the D door. Insert game controllers and furn on the PlayStation game console. Follow on-
screen instructions to storf o game.
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You use the PlayStation controller to move your cursor and fly your ship. The following diagrams show the
controls on the PlayStation controller. Please see the reference card for a complete listing of all commands.

SYMBOL DEFINITIONS

@  Press the indicated key once.

@  Move the Direction Buttons (D-buttans) to change options (on the carrier); change the nav
map view and steer your ship (during flight). The symbols >, <, = and  indicate spe-
cific directions when moving the D-buttons.

()@ Press and hold the first hutton, followed by the second button. Here, you would hold down
() while pressing @).

STARTING THE GAME

After you turn on the PlayStation game console, the game will play an introductory scene. (To bypass
movies, press sta=r.) Later, you can press and hold == % for two seconds to restart the game.

0N THE CARRIER

@  Choose an action. Move the D-buttons () to position the cursor over an object or person.
Alternatively, ) or (&) on the controller cycles through action spots on the screen. You'll see
the option on the screen — for example, Talk fo Hobbes, Go to Lift, Attend Briefing, Activate
Main Terminal etc.

Note: You can toggle onscreen fext on and off through the Main Terminal (see Main Terminal
Options, p. 29).
(%) Begin selected action. Press (<) o aclivate the opfion you've chosen.

MANEUVERING YOUR SHIP

During flight, press ~ or = on the controller to move your ship up or down. Press > or < to bank
right or left.

To roll your ship right or left along its axis without changing course, press (2 or 21,

To increase the speed of your climb, dive or turn, press and hold =11 in addition to the normal button,

SAVING, LOADING AND ERITING

You can only save from the carrier or from o depot. (You must have o memory card inserted in one of the memory
slots.) 6o fo Flight Control, the Berths, Gunnery Control or the Bridge and choose the Main Terminal (see p. 7). Then,
choose bUTY L0GS.

Saving games. Select save to highlight the first available game slot. Use © or @ to cycle through
slots, then press (50 fo select the highlighted save game slot. Next, enter a name by pressing = or
~ to cycle through letters, and < or > 1o change the cursor position. Press () to save the name,
series, mission number, number of kills you've accumulated and the ship morale level. You can save up
to 15 games.

Loading saved games. Select L0a0 to highlight the first available game slot. Use ©) or @ 1o cycle
through slofs, then press () to load the highlighted save game.

Whenever you insert (Ds #2, #3 or #4 info the PlayStation game console before turning the PlayStation game con-
sole on, a Main Terminal screen outomatically appears. This allows you to load save games. To start o new game,
you must insert CD #1 in the game console before furming it on.




Ouick START

When the game begins, you're on the Flight Deck. Move the cursor around on the screen. When fext
appears and/or the cursor changes shape, press GO to perform that action. Move the cursor
up/down (=, ) fo choose responses during conversations. To go direcily into o mission, select
“Attend BRIEFING” on the Flight Level. However, we recommend that you follow these steps before
entering your first mission:

1. Go to FLIGHT CONTROL. 11. Go to LIFT.

2. Talk to HOBBES (move the cursor over 12.  Go to FLIGHT LEVEL (choose the yellow
him and press (). box).

3. Go to LIFT. 13. Attend BRIEFING. Then, you'll brief the

pilots and choose o wingman. Hobbes is

4. Go to LIVING LEVEL (choose the green
your only choice now. Later, you can select

hox) and watch the scene between Cobra

aid Holibes anyone you've talked to that is still alive.
5. Talk to VAGABOND. 14. Talk to RACHEL about ship
; loadouts.

6.  Go to LIFT,

. Fly MISSION to enter the launch bay and
7. Go fo BRIDGE LEVEL (choose the red > 17 DRI Y

take off. Increase the throttle (press @),

il or press for an auto-fuke-
8. Talk to MANIAC. off. (Refer fo pp. 13-27 for cockpit instru-
9.  Go to GUNNERY CONTROL. mentation.)

10. Talk to FLINT.

Option SCREEN

Open the option screen by pressing .* during spaceflight. For a complete list of options, see In-Flight
Options, p. 28.

OnsoRRD THE UICTORY
MAIN TERMINAL

Main Terminals are present on each level. When you dlick on a terminal for the first fime, you must
enter your callsign. To enter your name, press = or ~ to cycle through the letters of the alpha-
bet. Then, press < or > o move fo the next letter slot. (You can enfer up to 10 characters.) When
you're finished, press (). Each time after this, selecting a terminal console displays a close-up of
the computer, with a menu onscreen. Move the cursor over the option you want, then press (). To
cancel the screen, choose L0GOF.

For a complete description of Main Terminal options, see p. 29.

TALKING TO CHARACTERS

To talk with someone you meet, move the cursor over that person and press (). Sometimes, the game
pauses and displays two choices. Use ~ or  to choose an answer, then press (0. Certain respons-
es raise individual or group morale, and others lower it. Morale, in turn, affects the plot.




LIFT

The Lift transports you between the Victory's three decks.

Go fo BRIDGE LEVEL
(Bridge, Gunnery Control)

Go to LIVING LEVEL
(Rec Room w/Killboard, News Terminal, Berths w/Locker)

Go to FLIGHT LEVEL
(Flight Deck, Flight Control w/Simulator, Loadout Terminal, Briefing)

BRIDGE

The Bridge is the center of all Victory operations and houses a Main Terminal. From here, you can access
hoth the Lift and Gunnery Contral (which also has a Main Terminal).

Go fo GUNNERY CONTROL

Activate MAIN
TERMINAL

Go fo LIFT

GUNNERY CONTROL

In Gunnery Control, you'll often find your crewmates pondering the stars. Here, you also have access
fo a Main Terminal and the Bridge.

Activate MAIN TERMINAL
Go to BRIDGE

REC ROOM

The Rec Room lounge is a common hangout for off-duty crew members. Here, you can discuss strategies
with other pilofs, access the barracks, check the Killboard or watch the news.

Look at KILLBOARD
Activate NEWS TERMINAL
Go fo BERTHS

Go fo LIFT

Talk to characters (hose present change during the gome)




News Terminal. The News Terminal in the Rec Room broadcasts news briefings throughout the game
1o keep you informed about the progress of the war. You can use the News Terminal only at certain times,
and the newscasts change as the game progresses.

Killboard. The Killboard Terminal in the Rec Room displays the number of kills for each surviving pilot.
Your name is last on the list, and as you destroy enemy fighters, the number in your “Kills” column
increases. The number of ace Kilrathi pilots killed by each pilot displays in the “Ace” column. Dead pilots
appear os “Deceased.”

BERTHS

With its standard cot-and-locker arrangements, the Victory’s Berth room is sparse but functional. You
con activate a Main Terminal, look in your Locker or falk with other pilots who may appear.

Activate MAIN TERMINAL

Look in LOCKER

(it will be open when available)

Go to RECROOM

FLIGHT CONTROL

In Flight Control, you can attend mission briefings, use a Main Terminal, fly simulator missions and fake
the stairs down fo the Flight Deck. Afier your first mission, you have the option of using the Loadout
Terminal in Flight Control fo pick a ship and its loadout. Once you view the mission briefing, you can't
use the Lift, but the Loadout Terminal becomes available.

Adtivate MAIN TERMINAL
Attend BRIEFING

Run SIMULATOR

Activate LOADOUT TERMINAL

Go to FLIGHT DECK
or Fly MISSION

(text switches once you attend the briefing)

Go to LIFT

SIMULATOR

You can use the simulator fo brush up on your flying skills. Move the
cursor over the chair and press (<) to display the simulator screen.
Press the buttons (using the controller) to configure and start the
mission.

ARROWS  Select mission. RUN  Begin simulation. RETURN

Exit simulator,

11




R R Rachel will select weapons for your first mission.
Later, you can pick ships and specify weapon load-
outs by activating the Loudout Terminal in Flight
Control. To click buttons, move the cursor over the
button and press G<).

previous, NexT  Cycle through ship types and specs.

§ T RV | aRER PROCEED

Select the missile rack or top arrows to switch hardpoints (hardpoinis are slots for missiles). The
number of hardpoints varies between ships. The missile slofs available on each hardpoint are indi-
cated by text — “loaded: 1/2” means 1 of 2 hardpoint slofs is occupied. Light hardpoints can
only carry Heat-Seeking and Dumbfire missiles; heavy hardpoints can carry anything (including
mines). Some ships have locked hardpoints (outlined in red) that cannot be changed.

Close terminal screen and load ship.

12

Choose the bottom arrows fo cycle through missile types and mines.

() or (=) adds or removes one missile of the selecied type ot the current hardpoint.

mission BRIEFING ROOM

Prior to each mission, you attend a mission briefing. You'll be briefed by your superiors about the light
path and mission objectives. Then, you'll brief your squadron and pick a wingman by moving the cursor
over the person and pressing (). Those available change with each mission, and you must talk to some-
one before he or she can be selected.

In THE CockpPIT

When you enter a mission, your ship i in the launch bay. You'll see space directly ahead of you through
the front viewscreen of the cockpit and an instrument panel in front of you. All five fighters you fly fea-
ture the same instruments, even though gauge positions and screens vary between ships.

To pause spaceflight, open the Opion screen by pressing -2 Press again fo resume flight.

COCHKPIT INSTRUMENTS

Viewscreen 2. Radar Display 3. Gunsight 4. Left VDU
Right VDU
Weapon VDU
Active Gun(s)
Active Missile

Arrow Cockpit

Gun Power
Indicator

10. Fuel Indicator
11. Autopilot Light
12. Set Speed

13. Current Speed
14. Missile Lock Light
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1. VIEWSCREEN

The front viewscreen provides a clear view directly ahead of you, with a virtual cockpit displayed at all fimes.
The red cross hairs in the middle of the screen are your gunsight (3) and show where your ship’s guns are
qimed. Yellow cross hairs appear on the screen when your locked farget is not in front of you. To bring the
enemy info view, steer foward the yellow cross hairs — they indicate the targeted ship’s position.

When other ships come in view, your computer automatically targets the closest. Red brackets appear
around o targeted enemy ship, and a friendly targeted ship gets blue brackets. Green brackets appear
around all girborne missiles. Yellow brackets appear around turrets on targeted capital ships.

A profile of the bracketed ship appears in the monifor on the right side of the cockpit (the Right VDU
[51) as long as the ship remains in view. If you lock ono the target (press &= (@), the profile remains
in the Right VDU unfil you destroy the ship or release the lock. Press 0G<) fo switch fargets.

Rear camera view. Pressing ™= 2 shows the view out of the back of your ship. On the Longbow
and Thunderbolt, you can use normal gun controls to fire the failgun while in this view. (The ship
remains on course.)

Chase camera view. Pressing ™= &2 again displays a chase plane view from behind your ship.

External object view. Pressing == 2] again gives you on external view of your ship. Use T
to pan around the ship. To return fo the virtual cockpif view, press =% (2! once more.

2. RADAR DISPLAY

The radar display is divided into six sections, and each ship detected appears os a colored dot. The outer
ring shows the position of ships behind you; the center circle shows ships ahead of you; and the four
middle quadrants represent ship positions alongside, above or below you.

Dots are color-coded, and your current target appears as a cross of the appropriate color.
e Enemy fighter ®
@ Friendly fighter

Enemy capital ship

Friendly capital ship
Missile (friendly or enemy)
Currently selected nav point

Tactical Tip: To bring an enemy target into view, find a red or orange dot on the radar. Then, maneuver your ship and
center the dof in the innermost circle of your radar display. This brings the target directly in front of you and info view.

TOP VIEW

—5
—5

RADAR DISPLAY

—5

SIDE VIEW
e
- ey o
YOUR SHIP RADAR DISPLAY

e
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4. GUNSIGHT

For information on the Gunsight, see Viewscreen (1).

Y. LEFT UDU

The Left Video Display Unit (VDU) displays one of four different screens:
a)  Shields and armor ) Domage
b)  Communications d)  Power distribution

Prass === <, > 1o cycle through the screens in the Left VDU.

a.  Shields and Armor. Shields are designated by an outer set of colored bars in the Left VU, and
armor is represented by a set of inner bars. As you fake domage, your shields weaken and the
affected bar grows thinner. If your shield generater isn't domaged, shields will regenerate slow-
ly. Once shields are pierced, however, armor starts foking domage and the inner brackets grow
thin and disappear. Unlike shields, armor cannot regenerate.

b.  Communications. You can communicate during flight with any ship within range — faunting
an enemy, sending inskructions fo your wingman or requesting permission fo land.

Press === <, I unii you see the communication screen in the Lefi VDU. If you can communi-
cate, you'll see a list of potential receivers on the screen. When o pilot communicates with you, a
profile of the sender appears in the VDU and text or speech commences.

Follow these steps to send o message:

] =g o
« BELECT N, B

Display the communication screen in Left VDU.

Cycle through receiving ships or pilofs.

2. ;_-l AOFSE

J . I

4' - = 0r ¥

Wingman Orders

Accept highlighted receiver or pilot.
(ycle through available messages.
Accept highlighted message and send it.

During Hight, you can send these orders or other messages.

Break and Attack
(also == @)

Form on My Wing
Request Siatus

Return fo Base

Help Me Out Here
Attack My Target
Keep Radio Silence
Lift Radio Silence

Enemy Tount
(also ™=.0))

Need Clearance

Tells your wingman fo break formation and engoge enemy ships.

Tells your wingman fo return to formation and follow you.
Asks how much damage your wingman's ship has taken. (This mes-
snge also works for friendly copital ships.)

Tells your wingman to refurn to the Victory immediately. If the command
is obeyed, your wingman is not available for the rest of the mission.

Tells your wingman to engage the enemy atfacking you.
Tells your wingman to engage the enemy you have currently torgeted.
Prevents your wingman from falking o you.

Allows your wingman to falk 1o you and breaks the “Keep Rodio
Silence” command.

(Enemies only) Insults an enemy fighter when you have one targefed.
Taunting somefimes draws enemy ships to you, luring them away from
another friendly ship.

(Victory and supply depots only) When you complete a mission ond
return fo base, you must request permission fo land.

17




Damage. Press == ¢, > uniil you see a ship profile in the Lefi VDU. The tolor of panels on
the ship profile varies s follows:

Yellow — System is domaged Red — System is destrcyed

Power Distribution. Each ship con store a cerfain amount of power fo operate engines,
shields, guns and the domage repair system. You con adjust the amount of power allocated to
each of the ship’s four power points — Engines, Weapons, Shields and Damage Repair
Disiributing more power fo one point decreases power allocated to the other three points.

Press ™= <, > unil you see the power disiribulion sueen. Press &= =, 1o cycle
through and select one of the four systems. Pressing %= [FIEE] sels the current system’s
power to 100%, while === [T resets all power systems fo 95% each. == [0 decreos-
es the current system in 5% increments, ™= (<0 increases it in 5% increments. Whenever you
decrease (or increase) the allocafion fo one system, other systems receive more (or less) allot-
fed power.

The more power you dllocate fo Damage Repair, the faster systems are repaired.
If you set engine power fo less than 25%, your maximum speed decreases.

Display/cycle through poveer systems o
Reset all systems to 25% o 151 3
Increase current system o 100%, all others to 0% . [
Reduce current system by 5% -
Increase current system by 5% 1

5. RIGHT uDU
When you have o ship targeted, the Right VDU identifies the ship fype, its range and its shield strength.

Target 1.D. When enemy ships come info view, your onboard computer targets the closest ship. You
know a ship is targeted when brackets appear around it and a cross appears on your radar (see
Targefing on p. 24). Red brackefs indicate enemy ships, blue brackets denote friendlies. (When
Smart Targeting is on, you can only target enemy ships during a battle. See Smart Targeting, p.25.)
Text above the Right VDU identifies the ship type and tells how far away it is in klicks.

Target Profile. Once a ship is identfied, its profile appears in the Right VDU. Thin blue lines
indicate shield strength. These lines turn red and eventually disappear when you diminish your
enemy’s shields. When the targeted ship takes armor damage, sections of the profile flash rad.

WEARPON VDU

Missile and gun icons display in the upper right-hand corner of the cockpit at all fimes. The acfive

gun(s) and acfive missile (7 and 8) show up os colored icons, while inaciive guns and missiles are gray
or grayish-green.

Guns are mulfi-fire blasters that draw energy from your ship. Missiles are single-shot, self-powered
munitions. Differant ships have different guns and missiles available.

Note: The Excalibur has an “autotracking” féature. When you have a target in view, your guns automatically aim
at that fargef.

To change the aciive gun, press ©=1(C); to change the active missile, press (=0 (C). Pressing these keys
(E1©) or TI©@) mulfiple times cycles through available guns or missiles. Text in the Weapon VDU
changes to reflect the new active gun and missile.
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If you're flying a ship with two or more guns, you can prepare all of them at once by pressing
©. Firing all your guns ut once quickly runs down gun power.
(@) cycles through missile types.

2@ arms all hardpoints and lets you fire all your missiles af once (called a full salvo). See the
relevant noe in Missile Lack, p. 26.

Action Controller
Change gun ©
Change missile type ©
Prepare full guns ez
Prepare full missile salvo (@)
Fire active gun(s) ©

Fire missile ©

7. 8. ACTIVE GUN, ACTIVE MISSILE

For information on these items, see Weapon VDU (6).

9. GUN POWER INDICATOR

Tick marks in this gauge indicate the power level of your ship’s active guns (location and color vary
befween cockpiis). If you use guns frequently, the power level diminishes and the bar shortens. The
more guns you fire at once, the fuster you drain gun power. If you have no gun power left, your guns
won't fire uniil some power is regenerated. Guns recover power gradually if your generator isn’t foo
damaged, and the bar grows longer as power is replenished.

10. FUEL INDICATOR

Tick marks in this bar show how much afterburner fuel you have, and they disappear as your tank emp-
fies. Using afterburners may help you get out of a dangerous sifuation or zero in on the enemy, but
they burn fuel feraciously. If you run out of fuel, you'll coast on reserves af the ship’s maximum cruis-
ing speed (which varies between ships).

1. RUTOPILOT LIGHT

The autopilot light (AUTO) is on the instrument panel, although ifs position varies between ship types.
It remains dim if enemy fighters are present, but glows when it is safe to autopilot fo the next nav point.
You can autopilot (press COCEIEIE2]) 1o the next nav point as long as no enemies or hazards are
nearby. If you are able to autopilot, the autopilot light glows. If you try to autopilot when it isn't pos-
sible, you'll see “Autopilot not allowed” or “Enemies near.”

Autopilot [OrEEE

12, 13. SPEED INDICATORS

Ships have two numerical speed indicators. Set speed (12) indicates the speed in klicks per second (kps)
that your ship tries to maintain on ifs own (comparable to the cruise control in‘a car). It changes if you
accelerate or decelerate. The current speed (13) shows how fust your ship is moving in klicks per second.
It changes when you accelerate or decelerate, turn sharply or use your afterburners.

When you are trying to tail a targeted ship, it's useful fo press ) (). This automatically adjusts your
speed to match that of the targeted ship.
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Action Controller

Accelerate @
Decelerate ®

Full throtle ®
(ut speed to zero ®
Match speed of target A
Apply afterburners

4. MISSILE LOCK LIGHT

Once an enemy has locked a missile onto your ship, this light glows. (If that missile is in front of you,
a green box will appear around it.) When this happens, you can release decoys fo distract missiles that
are chasing you. (In the Weapon VDU (6), decoys show up as “D,” followed by a number.) Once your
missile lock light glows, press to release a decoy, then afterburn away. Note that you have a
finite number of decoys (all of which are identical).

Release decoy 1

JUMPING

The Excalibur has a jump engine that lefs you travel through jump points. This feature will be acfivat-
ed automatically when necessary.

TRKEDFFS AND LANDINGS

You can press for an automatic takeoff, or take off manually. For a manual lounch, press

@ toincrease throttle speed. Steer straight ahead to exit the launch bay. When you've cleared the launch
bay, press o autopilot to the first nav point.

Before landing, you must obtain permission (described below). Then, you can land automatically by
pressing COCEIFEDEE], or attempt a manual landing. .

To obtain permission:

1. Bring the Vicfory into view.
Press == 4 or I to display receivers.
Use === = or = fo highlight the Vicfory.
Press ™. [ to accept the Victory us the receiver.
Press 2 or = to highlight “Need Clearance.”
Press === [ to send the message.

To land manually:
1. Maneuver so that your ship faces the launch bay.
2. Slow down below 100 kps and glide into the launch bay.

3. Once you've passed halfway through the hull, you've landed.
Note: If you try to land manually without permission, you can't do anything hesides fly through the launch bay.
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MAvIGATION
During flight, you have access fo  navigational map. To display the map and temporarily pause play,

press == (=), The currently selected navigational point appears os o white sphere. Completed nav
points are blue, uncompleted ones are red.

Text in the blue box describes the mission name and nav point objective, and gives notes for the cur-
rent nav point. Whenever you select a different nav point (by pressing ©) or @), this text changes.
Use @ fo rotate the map.

Open or close nav map (toggle) Lo
Select next or previous nav point @Y =)
Zoom in and out, respeciively @ and X
Cycle through targets in area @

Note: Friendly ships are designated by blue circles, enemy ships by red circles. Your ship is enlarged and red.

TRARGETING

Your ship's targeting system automatically targefs the closest ship and places red (enemy) or blue
(friendly) brackets around it. As long as a ship is fargeted, the Right VDU (p. 19) displays a profile of
that ship. Text above the Right VDU describes the targeted ship type. You must have a ship targeted
before you can fire Heat-Seeking, Image-Recognifion, Friend-or-Foe or Leech missiles, or torpedoes.

To cycle through mulfiple targets in your viewscreen, press [=3(<) repeatedly. (You can only fargef one
ship ot a time.) As you switch targets, the brackets shift to another ship in your viewscreen.

To match the speed of o targeted ship, press @) (9.

When you target a capital ship, your ship places a yellow box around the closest turret gun location (in
addition to the red torgefing brackets around the ship). Press === (@) 1o target another turret.

Cycle through visible fargets ®
Match target speed A®
(ycle through turrets )

Target Lock

Once you have o targeted ship in view, “lock” onto it by pressing [1(2). This activates a shot-farget-

ing system (L.T.TS.) and gains a permanent target lock on a ship. A locked target is framed by a solid

box instead of brackets. Once you do this, the lock remains active even if the ship moves out of view. To

unlock a ship, press E0(Z) again. ES
A locked ship appears os a large cross on the radar. When you have a ship locked, [E1G) cycles
through all ships (whether they are in view or not) and switches the lock to the new targeted ship.

Lock/unlock targeted ship ®

Smart Targeting

During battle, it's more efficient fo only cycle through enemy targets. If you want to turn off Smart
Targeting, press === (). This insiructs your targeting computer fo target both enemy ships and friend-
ly ships.
Disengage/enguge Smart Targefing -
(on by default)




Inertial Targeting and Tracking System [I.T.T.5.]

All fighters employ the LTTS., a system that calculates how much you must lead your target in order
to maximize your chance of a hit. When you lock onto a targeted ship, the L.TTS. places diamond-
shaped green cross hairs near the targeted ship whenever it's in sight. It takes info account the enemy’s
current direction and speed and automatically computes the necessary “lead” needed. If you line your
gunsight up on the diamond instead of the targeted ship, your shots are more likely to hit the target.

Missile Lock

Depending on what ship you're flying, you have access to certain missiles. Most have their own locking
mechanisms. Dumbfire and Friend-or-Foe missiles are an exception. (See pp. 55-58 for specific missile
information.)

If you have a missile selected that requires a lock and a targeted ship comes into view, red cross hairs
appear outside the targeting brackets. They move toward the center of the brackets. Keep the target
in view. Once you move within range for the selected missile type, the red missile-lock cross hairs turn
green. When the brackets have dosed in on the target, you'll hear a missile lock tone. This means you
can fire your HS, IR or Leech missile, or forpedo.

Missiles remain locked until fired or until the targeted ship moves out of view.

If an enemy has fired a missile at your ship, the missile lock light (14) in your cockpit glows. See
Missile Lock Light (p. 22) to learn how fo use decoys.

Note: IF you fire o full solvo (press T2 (E) to arm all missiles), you'll get o fone when the first missile type has o lock. {Note that
the DF and FF can be fired immediately.) Keep in mind, however, that you have fo waif long enough for ol missile types to lock for

all of them to fire. When you fire, only the missile types that hove ocquired a lock of that paint will fire.

CLORKING

Later in the game, the experimental Excalibur fighter is equipped with a defensive dloaking mechanism
that makes it invisible to other ships for a short period of time. To activate cloaking, press and
hold them for one second. Once you cloak, your ship temporarily disappears from view and from your
enemy’s radar screen.

When you're cloaked, your view turns 1o light blue.

Also while doaked, you cannot fire missiles or normal guns. Any enemy missiles that are already locked
onto your ship will remain locked until you're completely cloaked. After you're invisible, enemy mis-
siles cannot initiate or maintain a lock on your ship.

Note: You can cloak enly once during the entire game, in one specific mission,
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Dving

If you sustain severe damage in flight and die, a plaque displays:

Repuv mission —— Return fo the cockpit and take off again with the same ship/loadout.
FUNERAL View death scene, then refurn fo saved game screen.
EJECTING

To avoid dying when your ship sustains severe domage, you can eject. Ejecting will emit a rescue sig-
nal, and you'll be picked up by a friendly ship (in most cases). Eisen, however, will give you a stern
reprimand for wasting your fighter.

Eject (LT [Cz] [T ez —




In-FLIGHT OPTIONS

To aceess in-flight opfions, press -%... This displays a checkhox screen. To activate mn opfion, move the
cursor over its box and press ().
GAMEPLAY Turn in-flight cowusions on/off, and/or make your ship ivuLnerasLe to dam-
age (when on, you can't die). ARCADE-STYLE CONTROLS reverses up,/down on key-
pad controller.

Auplo Turn Music, speect, sounnrx, and capital ship Rumate on/off during spaceflight.
Note: sounnfy hos to he an in arder for you fo hear ruseir
SKILL LEVEL Adjust the enemy skill level. Choose between RODKIE, VETERAM, ACE, HARD, (RAZY
Or NIGHTMARE.
8 DEFAULT Resat all options to their default settings.
EXT Exit the Option screen and resume spaceflight.

GAME PAUSED

MAain TERminAL OPTIONS

Main Terminals in the Gunnery, Bridge, Berth and Flight Control areas let you save and load gomes, as
weell as adjust music and sound. For screens with foggle boxes, bright boxes indicate an active option,
dark boxes indicat2 an inactive option.

DUTY L0GS Save/load games (see p. 5).
Note: make sure you have inserted a memory card before you try fo
save/load a game.

CONTROLS Adjust music and sound. (Changes are included in saved games.)
NEWS Lets you view newstasts (ploys new ones when they're available).
LOGOFF Return to the normal game screen.
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CONTROLS MENU

Sound
Music Toggle music on/oFF.
SOUND FX Toggle sound effects on/osr.
MUSIC VOLUME Increase,/decrease music volume. Click the arrows to adjust volume from 1

(low) t0 10 (high).

SOUND VOLUME Increase,/decrease sound volume. Click the arrows to adjust volume from 1
(low) to 10 (high).

Miscellaneous
20 TRANSITIONS Toggle transitions hetween scenes, such as the elevator, on/orr. Defaultis ofs.
STARS Toggle star animafions in windows on/oF.

DESCRIPTIONS Toggle text prompts on/0FF.




CONFEDERATION.
AND KILRATHI
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GIF: SHip STATISTICS

These fighter and capital ship stafistcs reflect the capabiliies of ships available on the Victory. The ship-
stat.Ist file also contains vital statistics for the fleet's capital ships.

Default fighter weapon loadouts specified by Chief Tech Rachel Coriolis are given here. However, you
have clearance to download customized ordnance using the Loadout Terminal on the Flight Deck.

STATISTICAL DEFINITIONS

Class. The class of ship (light fighter, bomber, etc.).

Length. The ship’s length in meters.

Mass. The physical tonnage of each fighter and bomber (in meiric tonnes).

Maximum YPR (Yaw, Pitch, and Roll). The maximums for each characteristic (in degrees per
second, or dps).

Yaw. Ability of a ship to turn right or left without changing its vertical position.
Pitch. Ability to change direction up or down.
Roll. Ability of a ship to rotate along an imaginary axis extending through the nose and tail.

Max. Velocity /Max. Afterburn Velocity. Velocity setfings that are governed by the ship’s com-
puter and set in relation fo () the flagship, (b) an escorted vessel, (c) a nearby planetary body, (d) a
beacon or (e) a value derived from radar positions of all visible ships. The velocity is expressed in licks
per second (kps).

Acceleration. The evaluation of the ship’s acceleration rate, without afterburners, given in licks per
second squared (k/s2). Ships can accelerate and decelerate af the same rate.

Weapons. Every ship has a different array of guns and weapons. Numbers in parentheses indicate how
many guns/weapons of that type are loaded. For missile and forpedoes, the number of hardpoints is
given, along with the maximum number of missiles per hardpoint. Ships may have both light (“L") or
heavy hardpoints (“H"). As an example, 2 x 2L, 2 x 2H indicates two light hardpoints with two missiles
each, and two heavy hardpoints with fwo missiles apiece. Light hardpoints carry HS and DF missiles, while
heavy ones carry any type of missile or mine. The default missile loadouts are shown for each hardpoint
as 2 HS / 2 HS, efc., with each type corresponding to a single hardpoint.

Shields. The shield strength for each ship is measured in centimeters equivalent to durasteel. Shields
regenerate, os long os the generator has not been destroyed.
Armor. Defensive armor is measured in centimeters thickness of durasteel.

Vulnerability Note: Every capital ship and orbifing base has spedific points that must be defended:
engines, bridges, etc. During Fleet Defense missions, concentrate on keeping enemy fire away from
these vulnerable areas. In Raid missions, try aiming for these weak points on capital ships.
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CONFEDERATION FIGHTERS

Arrow

This light, versafile fighter has balanced weaponry and is best-suited for short-range combat against
light or heavy fighters. lts maneuverability makes it a prime choice for escort, fleet defense and recon-
nuissance missions, and an emergency life-support system can sustain pilofs for up fo 7 hours.

Class Light Fighter ~ Armor Fore/Aft ..o 80 cm
Lergth 20 mefers Right/Left .................60 cm
MOSS oo 3 metric tonnes Weapons ..o Laser (2)
Max. YPR ........ ..80/90/90 dps lon cannon (2)
Max. Velocity .........cororccnrrrnnnn. 520 kps Missile hardpoints (4 x 2L)
Max. Afterburn Velodity..................1400 kps 2HS/2HS/2IR/21R
Acczleration 250 k/s Missile decoys (16)

Shields 200 cm equiv. ~ Jump Copable No

Hellcat U

The baseline Terran fighter, the Hellcat V' is a solid vehicle in any combat situation. Most are deployed
in attacks aguinst smaller fleet ships or serve os escorts. The ship’s responsive speed controls and quick
turn radivs make the lutest Hellcat the best all-around ship in the fleet.

(155 .....ooovrrrrrersrrrercsnnne Medivm Fighter — Armor Fore/Aft ...................100 an
Length 27 meters Right/Left ....................80 cm
MaSS ..o | metric fonnes — Weapons ............ovveevevonnnns Neutron gun (2)
Max. YPR 60 dps lon cannon (2)
Max. VElocity .....oreceevreccneerinnnrnnnnn 820 kps Missile hardpoints (2 x 3H)
Max. Afterburn Velodity....................1200 kps 3IR/3IR
Acceleration 225 k/s? Missile decoys (24) 37
Shields..... 220 cmequiv.  Jump Capable ..o Mo
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Thunderbolt VIl

Less maneuverable than the Arrow or Hellcat V, the Thunderbolt Vi1 has a formidable set of guns and
missiles. It hus a remarkable success rate against light capital ships and medium-to-heavy fighters,
though light fighters tend to outrun its fire. Most pilots agree that the Thunderbolt can satisfy most mis-
sion requirements outside of scout missions.

Class Heavy Fighter ~ Weapons ..o Photon qun (2)
(11 OO /- 1 1 Plasma gun (2)
WSS 20 metric fonnes Meson bloster (2)
MaxEYPR: o 50 dps Laser rear (1)
Max. Velotity .......c..covreeerrrrrenrnnnnn. 380 kps Missile hardpains (2 x 3)
Max. Afterburn Velodity..................1000 kps 3HS/ 3 HS
Acceleration............coovvovrreccomnnnnnnn..200 /5 1 Torpedo
Shields 250 cm equiv. Missile decoys (24)
Armor Fore/Aft................160 m  Jump Capable No

Right/Left: ............... 160 cm

Longbow

The Longbow bomber has a single purpose — to deliver torpedoes fo enemy capital ships. Ifs lack of
maneuverability affracts light enemy fighters like hornets. The Longbow’s massive firepower holstars
any offensive force involving capital ships, s long as light fighters are olong for protection.

(lass Torpedo Bomber ~~ Weapons ...........ccccoceucn. Plasma gun (2}

Length 38 meters Neutron gun (2}

Mass 22 melric fonnes Laser rear (1)

Max. YPR oo rrreeennnnn.30/40/30 dps Missile hardpoints (4 x 4)

Max. Velodity 320 kps 4 HS /4 HS / 4 mines / 4 mines

Max. Afterburn Velocity..................... 700 kps Torpedos (2 x 2)
Acceleration ......ooocovovvvevnnrrrrir 125 k/s2 Missile decoys (24) 39
Shields 500 cmequiv. ~ Jump Capable ..o o

Armor Fore/Aft-...................300 cm

Riht/Left: ............... 300 cm
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Ercalibur

The Excalibur combines the offensive punch of the largest bombers with a speed and maneuverability
that can almost match the Arrow. Prototypes are expected fo reach the front in the next few months.

(less ........Space/Atmospheric Fighter-Bomber

Length 32 meters
Mess 20 metric fonnes
Mex. Velodity oo 500 kps
Mex. Afterburner Velocity ...............1650 kps
Acceleration .........cccccccernisnnnerns 250 k/s*
11O SR—— ||/ .(1 /[ ¥

250 am equiv.

Armor Fore/Aft.............. 90 cm each
Left/Right: ..........90 tm each
Weapons...............cooco..........Tachyon gun (4)
Reaper Cannon (2)

Missile hardpoints (4 x 3)

3HS/ 3HS

3R/3IR

Missile decoys (30)

CONFEDERATION CAPITAL SHIPS

Supply Depot

Length .. 1425 meters
Mass....eeeeenriiens 585,000 metric tonnes
Max. YPR 0 dps
Max. Velocity 0 kps
Acceleration 0 k/st
Shields 0

Armor Fore/Aff................10,000 cm
Right/Left ............ 10,000 cm

Weapons None
Starbase
Length 2500 meters
Mass.......cooverveeriverennnn. 050,000 metric fonnes
Max. YPR 5 dps
MoxVBludtys o 150 kps
Acceleration 10 k/st
Shields.............cenvrrrrreeee....4000 cm equiv.
Armor Fore/Aft ..ooovcsiniiccin 1000 cm
Right/Left ............... 1000 cm
Weapons None

Cruiser
2 1] it it o 530 meters
M Lo 18,200 metric tonnes
Max. YPR 5 dps
Max. Velotity ..........cormrrcrereerrens 150 kps
ACCRIRrTHON .....occonccrvrrsccsrrscirin 10 k/s’
Shields ......ccoo.ccocoeeerrrrennnnnn. 3000 € equiv,
Armor Fore/Aft .................1000 cm
Right/Left ...............1000 cm
Weapons .......ooooccoeeerreererens Laser turret (12)
Frigate
Length 620 meters
Mass.........oovoereeee.... 28,000 metric tonnes
Max. YPR 5 dps
Max. Velogity ......ooovvccvercvicrrriennnns 1 80 keps
Acceleration ...........cooooevecssieeerernns 10 k/s?
b T | s S 1000 cm equiv.
Armor 177 [— 600 cm
Right/Left .................. 600 cm
Weapons ........coocvercriieniins Laser turret (3)

Missile tube (2 FF)
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Destroyer
Length 490 meiers
Mass..........c..................19,000 metric tonnes
Max. YPR 5 dps
Max. Velocity 200 kps
Acceleration 10 k/s?
SDIEI5 AL icnssicimsisiniinses 2000 cm equiv.
Armor Fore/Aft .................1000 cm
Right/Left ............1000 am

Weapons ..............cooo.........Laser turret (9)
Transport
Length 160 meters
Massam e, 2300 meiric fonnes
Max. YPR 5 dps
Max. Velogity ...ovooccerverrcrceennnn 100 kps
Acceleration 10 k/s?
Shields 2000 cm equiv.
Armor Fore/Aft ...... 300 cm
Right/Lefi ................300 cm

Weapons ..........ccococoo.........Laser turret (2)

Light Carrier

Length 720 meters
Muss.........ocerrrrercee........28,000 metric tonnes
Max. YPR 5 dps
Max. VElotity ..ooeeereeeerrvsrererrennee 120 kps
Acceleration 10 k/s!
Shields 3000 cm equiv.
Armor Fore/Aft .................1000 cm

Right/Left ...............1000 cm

Weapons ..................coeeec..Laser turret (11)

GIF: Kilrathi Ship S_t.at.ist.it:s

KILRATHI FIGHTERS
Darket

The Darket is a light fighter with an incredibly fast turn rate. lis light armor and shielding are counter-
balanced by ifs speed and acceleration, making it difficult fo frack during battle.

Class Light Fighter ~ Armor e /(A1 A 60 cm

Length 24 meters Right/Left: .........oonnnnnns 40 em

Moss ot o 12 metric tonnes ~ Weapons............................Meson blaster (2)

Max. YPR .... ..50/80/90 dps Missile hardpoints (1 x 2)

Max. Velodiy ........... 520 kps o5 ‘13
Max. Afterburn Velodity................... 1350 kps Missile decoys (6)
Acceleration 250 k/st  Jump Capable. No

Shields 80 cm equiv.




Dralthi IV

Having endured decades of revision, the fourth generation of the Dralthi medium fighter is comparable
o the Thunderbolt. I's slightly faster and more maneuverable, but has mediocre shielding and armor.

S5 v Mediom Fighter —— Armor Fore/Aff:.........ccoceeer....80 cm
Length 31 meters Right/Left: ...............60 cm
MOSS ..ovovreereineneeneen. 15 metric fonnes—— Weapons .........................Parficle cannon (1)
Mo YPR 55 /85 /55 dps Meson blaster (2)
Max. Velodity .....oooooorreerrreneeeen... 430 kips Missile hardpoints (1 x 4)
Max. Afterburn Velocity..................1100 kps 4R
Acceleration 200 k/s Missile decoys (6)
Y4 hields......ooooe 120 m equiv.  Jump Capable No

Uaktoth

The Vaktoth is a heavy Kilrathi fighter whose performance is slightly better than that of the
Confederation Thunderbolt. With its jump capabilifies and auxiliary meson guns, this fighter is pri-
marily used for escort and scout missions that do not invelve capital ships.

(lass Heavy Fighter  Shields 260 cm equiv.
Length 36 meters  Weapons............ccc..............Tachyon gun (1)
MOSS <..ccovvvrervecrrnnerssnesesannenes | 9 eric tonnes Plosma gun (2)
MaxayRReE o 50/60/50 dps lon cannon (2)
Max. Velocity ..cooocooerceeesrrerrrcceneeeee 410 kps Meson gun rear (1)
Max. Afterburn Velodity.................. 1100 kps Missile hardpoints (2 x 4)
ACCelerafion ..........cocrvscveecrrcrnen 150 K/ 4HS/4HS yg
Armor Fore/AfE ety 130 em Missile decoys (8)

Right/Left: .............130em  Jump Capable...........c.cocovrvrcccrrirrcrirs Yes
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Strakha

The only stealth fighter in mass production, the Strakha is a recon ship that relies more on secrecy than
firepower. Two meson guns and a duo of lasers serve to defend it from enemy fighters, and a lone Strakha
has been known to eliminate four Hellcats in the space of fen minutes.

(lass Stealth Fighter ~ Armor Fore/Aff:............ccoo..... 40 cm
Length 30 meters Right/Left: .......ooccc.... 20 cm
[ S 16 mefric fonnes ~~ Weapons ...............coeeon.....Meson gun(2)
(11 Som———— ) '£.(| V0 {1 5 Laser (2)
Max. Veloaty .oveveeeeveeeeeercocerres 480 kps Missile hardpaints (1 x 5L)
Max. Afterburn Velocity................... 1200 kps 5 HS
Acceleration 250 k/s' Missile decoys (6)
Shields 60 cm equiv.  Jump Capable No

Paktahn

The Kilrathi Paktahn is similar fo the Longbow by virtue of ils torpedo attack capabilities. With mines,
missiles, and an impressive array of guns, this bomber can engage several fighters at once during a sin-
gle run. Terran infelligence reports that Paktahn most often fly with Dralthi or Darket escorts. l

(1085 ....cccccoceneeenr..Bomber
Length ............... 37 mefers
Mass..........30 metric tonnes
Max. YPR......40/35/40 dps
Max. Velodiy.......... 340 kps
Max. Afterburn Vel. 600 kps
Acceleration ......... 100 k/s*

Meson blaster rear (1)

Armor Fore/Aft:........... 180/140 cm Torpedo hardpoints (2 x 3)

Right/Left: .............. 180 cm Missile hardpoints (2 x 3, 2 x 4)
T e e e 300 cm equiv. 3FF/ 3FF/ A FF/ 4 FF
Weapons ...........vveevvvomeenesssnenns Plasma gun (4) Missile decoys (6)

lon connon (2) ~ Jump Capable No
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InTELL: EnEmy FIGHTER UPDARTE

Codename: Sorthak

Two weeks ago,  routine naval ir transfer ended in the destruction of eighteen fighters, including five
Arrows, nine Thunderbolts, and four Longhow bombers. The exact circumstances are unclear, but black
hox duta recovered from the debris indicate that an unusually large Kilrathi fighter attacked the group
during its flight to Vega Sector.

Apparently equipped with heavy shields and armor, the ship was described on digital tape as “a cross
between a Vaktoth and a destroyer, with massive guns protruding from both the front and rear.” Other
pilot comments note visible torpedo hardpoints, meson guns and possibly a plasma gun.

KILRATHI CAPITAL SHIPS

It's not easy fo destroy a Kilrathi capital ship. But if you have the right armament and know where to
strike, you can take out a few during your career.

SHIELDS

Shields on capital ships are generally strong and invulnerable fo gunfire. However, some fighters can
carry the newly developed Leech missile. Its single-minded purpose is to drain a hole in the shields
of a capital ship. Atiack fighters can then take advantage of the vulnerable spot and launch missiles
or torpedoes through the weak point. Unprotected by shields, the hull is highly vulnerable fo this
type of attack.

WERK POINTS

All capital ships have weak points. With the advent of shield-penetration missile technology, other
weapons besides forpedoes can now damage capital ships. If you can hit these points with missiles or bar-
rage them with full guns, you'll damage the ship. Vulnerable points of attack include the bridge, the hull,
windows and engine exhaust ports. Try to attack so that you have these points in your sights when you
launch your missiles.

BEST ORDNANCE

The torpedo is a favored weapon among pilots who constantly attack capital ships. With such a high
domage potential, one or two forpedoes can knock out even the largest enemy ship. But before you go
in for a forpedo run, use your guns to fake out turrets on the surface of the capital ship. With less flak,
you'll have a better chance of surviving your torpedo run. 49

You can also use regular missiles and guns against lighter capital ships (such as corvettes and destroy-
ers), but they don't apply as much damage os forpedoes.
If you don’t want fo use forpedoes, try loading up all your hardpoints with dumbfires. If you have

enough of them, you can easily deliver the same amount of damage as o forpedo — and you won't
have to wait for a lock.

Supply Depot Acceleration 0 k/s?
Length 1600 meters  Shields None
Mass........ooccovveecs.......602,000 metric tonnes Armor Fore/Aff..............11,200 m
Max. YPR 0 dps Right/Left ............ 11,200 cm

None

Max. Velocity 0 kps Weapons




Starbase

Length 5,200 meters
NS ol ibecme. 722,000 metric tonnes
Max. YPR 0 dps
Max. Velocity 0 kps
Acceleration 0 k/st
Shielts..c.oncussim s 1000 cm equiv.
Armor Fore/Aft ...........c.... 1000 cm
Right/Left ............... 1000 cm
Woapons: ...ccc.sissmssismmmsissiva Laser turret (1)
Corvette
Length 110 mefers
M oo el ke DI 5500 metric tonnes
Max. YPR 5 dps
Max. Velocity .....ooocccccevereerceneenee.. 200 kips
AcCeleration .......ccoeveccccoereeccrninnres 20 k/s!
Shiglds okias e e 1000 cm equiv.
Armor Fore s 500 cm
Right/Left .................. 500 em
WBOPONS ... s eretisrimmeerne Laser turret {5)

Cruiser
Length 550 mefers
MOSS it a e 23,000 meiric fonnes
Max. YPR 5 dps
Max. Velocity ..ooceeeeeceeeer e 150 kps
Acceleration 20 k/s*
Shiglds s na 3000 cm equiv.
Armor TEYL 1000 cm
Right/Left ................ 1000 cm
Weapons .......c.cvvereesnnnn Laser furret (15)
Light Destroyer
T e R 450 meters
e 17,000 metric fonnes
Max. YPR 15 dps
Max, Velocity .......cocccvrvvvecenrnrecinns 180 kps
Acceleration ..........oooocerrveeeeeeccnes 100 k/s*
T e B R 1500 cm equiv.
Armor [TT2:741 | — 1000 cm
Right/Left ................ 1000 cm
Waponsy s Laser furret (8)

Heavy Destroyer

Length 530 mefers
Mass.......c..coveveecnicrnnenns 19,000 metric fonnes
Max. YPR 20 dps
Max. Velocty wo....oveeeeeeeeeoeeeeeeeee 180 kps
Acceleration 200 k/s*
Shields 2000 ¢m equiv.
Armor Fore/Aft .......cooovee. 1000 cm
Right/Left ...............1000 cm
Weapons ........ccccccocccerreurnne. Luser turret (10)
Tachyon gun (3)

Transport
Length 150 meters
| [ e 2100 metric tonnes
Max. YPR 5 dps
Max. Veloety .ov.vvvvvreercccerrrereeeeennn. 100 kps
Acceleration 10 k/s?
Shields 2000 cm equiv.
Armor Fore/Aft ... 300 cm
Right/Left ................ 300 am

Weapons ......oooevrevvveerrevrssannes Laser furret (2)

Carrier
Length 920 meters
MOSS ceiisvsesansaaissss 100,000 metric fonnes
Max. YPR 5 dps
Max. Velogity .....oovcreeereeeererrreererns 100 kps
Acceleration 10 k/s
T i e 2000 cm equiv.
Armor [T/ — 1000 cm
Right/Left ............... 1000 ¢m
Weapons ... ian it Laser turret (8)
Dreadnought
Length 22,000 meters
s e 290.000 metric fonnes
Max. YPR 5 dps
Max. Velogity .....oovvvveereersrereeesecnnes 100 kps
Acceleration 10 k/s’
Shiglds.....roeeorer e 8000 cm equiv.
Armor [TV — 1500 ¢m
Right/Left .............. 1500 cm
Weapons ..........cooccorreeererreee Laser turret (38)
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GIF: Gun Anp MissILE STATISTICS

This GIF describes all gun and weapon capabilities for all fighters and ships in this fleet and is sub-
ject to revision at any time. If you have not overwritten your current file in the last six months, it
will automatically copy down to your personal databank.

Compiled: 2669.218
Author; Chief Tech Rachel Coriolis

We're not on the front lines, but we still have fo protect

ourselves against whatever forces the Kilrathi might
send. | know these fighters inside and out, and I can tell
you how many picoseconds difference there are in lock
times for each missile on this “Tin Can Sally."

When | put together this GIF. | was glad to get the chance
to offer my 2 credits’ worth. Don't fake it lightly — |
didn't go fo flight school just to get my hands greasy, and
I'm the one who outfits the rookies.

I've attempted to describe the gun and weapon types you'll find on the Victory. Any questions should
be directed to rachelc@flight.mun.victory.

GENERAL ORDNANCE INFORMATION

Ship ordnance is categorized into two types — energy guns and weapons. Guns include all multiple-
fire blasters that draw energy from a ship’s reserves to function. Weapons, on the other hand, include
all single-shot munitions, both dumb-mechanism warheads and those equipped with targeting systems.
Having observed the enemy for several decades, we've found that Kilrathi forces possess about the
same gun and weapon technology as we do.

ENERGY GUNS

All fighters and cap ships in modern fleets use energy guns os their primary armament. Those on
fighters are quick-firing and have relatively short range. With the added advantages of high veloc-

ity, fast refire rates and advanced guidance systems, hits are virtually guaranteed for any pilot with

a few kills under his belt. Cap ship turret guns fall into the same category — keep yourself sofely 53
distant from them.

The basic premise of an energy gun is simple — when a hit occurs, massive amounts of energy
transfer to the target.

It doesn't take too many shots to down a fighter, but guns are nearly useless against larger ships.
In this section, you'll find descriptions of each gun type and ifs associated statistics.
Penetration. Armor/shield penetration in tenths of a cm (0.1cm = 1 armor unit).

Energy. The amount of energy used for one shot (in nanoJoules).

Range. Range of the gun (in klicks).

Refire delay. The gun’s optimal recharge rate (in seconds) after each shot.
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lon Cannon

Found mainly on fighters, the ion cannon imparts energy and radiation domage fo targets. Charged
atomic particles are magnetically accelerated to high speeds, then discharged in pulses. This cannon
delivers more damage than a loser and can cause severe pilot injuries. However, the ion cannon has
higher energy consumption and a slower refire rate than the loser.

24 Range 4500k
15n)  Refire Delay 35 sec

Penetration

Laser Cannon

The loser provides the standard against which most other blasters are judged. Low maintenance and o
low energy cost make it standard armament for almost every ship in existence. The laser is ideally suit-
ed fo deep-space combat (in atmospheric conditions, rays may refract and lose their effectiveness), and
has no effect against shields on larger ships.

20 Range 5000k
Energy 7n)  Refire delay ..o 25 sec

Penetration

Meson Blaster

The mesan blaster is a unique, powerful gun that utilizes subatomic particles. These particles, called
mesons, are accelerated and flung toward a target. The most damage occurs once the parficles decay
inside the target — they cause infernal explosions and give off radiation. Energized shields can stop
these particles, and atmospheric conditions render this gun ineffective.

Penetration 28 Range 4500k
Energy 8n) Refire delay 40 sec

Neutron Gun

The neutron gun was specifically created as a weapon for medium and heavy fighters when the war
first began. It releases energized blusts of charged neutrons, drawing more power than either the ion
cannon or laser. The refire rate for this gun type is slightly slower, but the extended range of the neu-
tron gun more than makes up for the difference.

A0 RANGE c.ovooviecvcities s
Energy 15n)  Refire delay

Penetration

Particle Cannon

The partide cannon uses some of the most significant Terran energy technology. Early protolypes were
developed from a similar cannon exiracted from o captured Kilrathi fighter. Engineers built a compa-
rable version capable of hurling minute nudear particles of high speeds. Impact results in o small
nuclear explosion that gives off blast, heat and radiation damage.

33 Range 4200k
Energy 11n)  Refire delay 40 sec

Penetration

Photon Cannon

When the Terrans first went to war, the photon cannon was the most popular gun, next to the standard
loser. It emits laser pulses and solicits similar effects upon impact. However, the photon cannon drains
more energy and has a slower refire rate. This gun requires little maintenance and functions best in
deep-space combat.

Penefration 26 Range 4500k
Energy 150 Refire deloy w.oooovooeeeeeeeeees 45 sec
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Plasma Gun

The plasma gun was originally developed to attack heavy fighters and corvettes with light armor. It uses
eledrically charged hydrogen molecules that are in a state of near-fusion. These molecules are similar
to those found in the inner plosma of most young stars. Upon impact, plasma projediles cause radio-
tion, blast and heat damage.

Penetration 54 Range 3000k
Energy .22n) Refire delay 50 sec

Reaper Cannan

(This gun will be available when it completes ifs fest cycle.) The reaper cannon evolved from the stan-
dord ion cannon, and its refire rate i slightly faster. This gun delivers high-speed pulses of charged atom-
ic particles that give off energy and radiation damage. Fighters find this gun especially useful against
ships with shields that regenerate quickly.

Penetration 28 Range 4500k
Energy 18n) Refire delay 30 sec

Tachyon Gun
The tachyon gun is the most devastating energy gun found on Terran fighters. It slows down tachyon
particles, which naturally travel foster than the speed of light. Once these particles are decelerated and
forced info streams, their potential damage increases greatly. In several documented cases, the power-
ful tachyon gun has been used o attack capital ships.

56 Range 3200k
20n) Refire delay 35 sec

Penetration
Energy

MISSILE WERPONS

Energy quns are the preferred choice for attacking or defending ships and cun deliver multiple shots.
Missile weapons, on the other hand, have a one-shot life and often use complex guidance systems.
Though phased out on larger fleet ships, missiles continue o be a staple among fighters.

Penetration. The penetration of the weapon expressed in armor/shield units.
Speed. The weapon’s fop speed in klicks/second.
Acceleration. The acceleration of the weapon in klicks/second/second.

Maneuverability. Maneuverability of the weapon (pitch, yaw and roll) in degrees/second. (Mines are
rated in degrees/minute.)

Duration. The time (in seconds) hefore the weapon self-destructs.

a7

Lock time. The time (in seconds) the weapon requires to recognize and lock on to the farget.

Dart Dumbfire [DF] Light Hardpoint

A simple weapon, the Dart dumbfire (DF) missile is a point-and-shoot weapon carried on almost every
fighter in the Terran fleet. It is unjammable due fo the absence of guidance systems, and costs less than
any other missile type. The dumbfire doesn't require any type of lock and has no homing capability.
Pilots find it most useful against targets with predictable reactions — at dose range, a single dumb-
fire can diminish shields enough to plant a few devastating shots from an energy gun.

Penetration 800  Maneuverability..........occooooooereseevierrerrnen
Speed 3750 k/s  Duration
Acceleration 2000 k/s'  Lock time




Javelin Heat-Seeker [HS] Light Hardpoint

The Javelin heat-seeker (HS) is an inexpensive, simple weapon that has served in various armed forces
since the late 1900s. The engines of fighters and capital ships generate significant heat, a fact that the
HS uses fo its advantage. The operation is simple — the missile tracks down the thermal signature of
the farget's engines. This requires the lock to be acquired from the rear. Heat-seekers, along with dumb-
fire missiles, are the most common missiles carried on fighters.

T v 1 400  Maneuverability...........oooooooooroeeereee 15 dps
Speed 2500 k/s  Duration 10 sec
Acceleration 1600 k/s*  Lock time 2 sec
Leech Light/Heavy Hardpoint

TCN weapon engineers developed the Leech missile in order fo allow smaller fighters to attack capital
ships if necessary. The Leech is not an explosive; rather, it is a sophisticated electronic weapon system
capable of disrupting a farget's power. It temporarily drains power from ships.

Penetration None  Maneuverability ..........ccoooeesssricesevccc 11 dps
Speed 1000 k/s  Duration 10 sec
Acceleration 1000 k/s*  Lock fime b sec

Pilum Friend-or-Foe [FF] Light/Heavy Hardpoint

The Pilum friend-or-foe (FF) missile wos developed once ship systems were able to distinguish between
friendly and enemy ships. Capable of identifying the distinctive Confederation ship signal, it makes a
beeline for the nearest ship that isn't broadcasting that signal. (However, you cannot fire one unless an
enemy ship is targeted.) This has resulied in the destruction of several Terran ships whose communica-

fions systems were damaged. In spite of this inherent danger, both sides continue fo use the FF as stan-
dard armament for medium and heavy fighters. This missile doesn’t require a lock, and it will acquire
a new target if the current one is destroyed before detonation.

Penetration 250 Maneuverability.........ccmemmeismmnnnnnes 15 dps
Speed 1500 k75! DOralion; 55 s ausesmsssiaiieriigeis 20 sec
Acceleration 1600 k/s* Lock fime 0 sec

Spiculum Image-Recognition [IR] Light/Heavy Hardpoint

The Spiculum image-recognition (IR) missile uses computer imaging fo identify and “memorize” o tar-
geted ship. Once the IR is launched, electronic and visual signatures specific fo that target are copied fo
the missile’s Al program. The IR is extremely difficult fo evade and poses no danger fo friendly ships.

Penetration 350 Maneuverability..............ccrermseenrices 15dps 58
Speed 2000 k/s  Duration

Acceleration 1200 k/st Lotk 1ime ... coccioissismsemtisesssmsessmnint asess I sec
Mine Light/Heavy Hardpoint

A mine is a stationary or slow-moving variant of a missile. Although non-descript, it’s useful for booby-
trapping areas that the enemy may pass through — jump points, gaps in asteroid fields and pulsar shad-
ows. Some mines also have simplified quidance systems that can seek out disabled ships. Since mines
maove so slowly, ship detection systems are unable fo track them with sensors or radar. Because of the dan-
ger of friendly casualiies, most mines are now set to self-destruct after a 30-minute active period.

Penetration 100 Maneuverability ...,
Speed 20 k/s  Duration
Acceleration 200 k/s" Lotk FIMB..cvvooeeereeccceereeeeeeee e




Torpedo

The torpedo is a large, maneuverable warhead used against capiial ships and bases. It has a built-in
image-recognifion system that locks onto the targef, and even laser furrets can't shoot it down. lts lock
fime is longer than that of any other missile, but the forpedo is the only fighter weapon that can easi-
ly destroy carriers.

Penetration 8000  Maneuverability ........ccccooooovcvvvevvnenennnnns 10 dps
Speed 1000 k/s  Duration 14 sec
Acceleration 400 k/s* Lok fime 12 sec

CAPITAL SHIP WERPONS

Capital ships, including the Victory and its counterparts, rely on energy guns just as much os fighters
do. They support fleet actions with stepped-up versions of those found on many popular fighters, includ-
ing the fachyon gun, particle cannon and loser cannon.

Anti-matter Gun (AMG)

The anti-matter gun comprises the secondary armament of most friendly and enemy capital ships. This
weapon can punch through the heaviest shields, and it delivers four times as much damage os the most
powerful gun on any fighter. Capital ships rely on the anfi-matter gun to defend against corvettes,
heavy fighters and bombers that are attacking.

Penetration 300 Range 8000k
Energy 130n)  Refire deloy 1.5 sec

Laser Turret

Capital ships are especially vulnerable to concentrated fighter attacks. For this reason, luser turret guns
were mounted fo provide point-defense for particular ship surfaces. This weapon can engage light fight-
ers and destroy incoming missiles. The capital-ship version of the laser can hit a fighter with twice the
normal damage (two regular lasers are mounted on each furret).

s 3000k

srp ALY

Penefration 60  Ronge:dcimiinnfiansn
Energy 15n)  Refire delay...........cccccooiiiiinn

CapShip [C5] Missile
This huge, lockable missile carries a powerful anti-matter warhead capable of taking out other capi
tal ships and tactical planetary targets. The CapShip missile is found mostly on the launch racks of

older ships.

DT e el o 60,000  Maneuverability .............ooooeceiioi 20 dps
Speed 1000k/s  DUFGHON ‘uammsssesmmisressmissteaseeRRIRR RN
Acceleration 400 k/s'  LOCk fME «..ovoveneressessssssssssssmmsssssssssssssss 0 $0C
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