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Sec 1 Ch | - Orders & Notices

SECTIAN ONE
CHAPTER 1
ORDERS FOR THE CONDUCT OF OPERATIONS — INTERDICTOR PILOTS

Your prime task is to engage and destroy manned craft and drones of the
Jahdra-Gallan Alliance. The following orders are laid down to assist you
in the discharge of your duty.

1. USE OF TRANSFPONDER

N

Filots may employ their transponder in the manner they see fit in the
circumstances prevailing. Upon identification of a JFriendly craft,
however, pilots are to set the unit to "INT® and ‘ON° if it is
serviceable.

2. RULES OF ENGAGEMENT

i Filots are to use all means at their disposal to identify a contact
and are not to engage until or unless they are sure that it is not a
Federal craft.

ii) All hostiles are to be engaged unless the pilot considers that the
damage or ammunition states of his craft place him at too great a
disadvantage for a reasonable chance of success.

iii) Deflector shields are not to be used as an offensive weapon; pilots

are not to delibegrately ram any craft under engagement,

Z._ CONDUCT IN STARBASE AIRSFACE

i) Weapons systems are to remain 'OFF’ during launch frdm and recovery
to & starbase.

1i} FPilots must observe maximum and minimum speed limitations in
starbase airspace.

iii) Transponders must be set to "REC’ during starbase recovery.
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ORDERS FOR THE CONDUCT DOF OPERATIONS - FREIGHTER CAPTAINS

1. _CONTACT AVOIDANCE

Upon meeting & contact, you are to apply full thrust to attain maximum
available vrlocity and steer directly away from the contact craft in
order to escape beyond detection range.

Z. USE OF TRANSFONDER

Your transponder facility, which consists of a transmit—-only serial
identifier, 1is to be left continuously TONC quess the unit is
unserviceable.

J. RBULES OF ENGAGEMENT

You ara to engage a contact with all gerviceable turrets that you can
bring to bear if you experience hostile weapons fire or if the contact

approaches withirr a range of 1@KR. If you have initiated engagement on
grounds of encroachment and the contact subsequently retires beyond a
range of 1@KA witbout returning your fire, vyou are to break off
engagement. '

4. CONDUCT IN STARBASE AIRSPACE

i) fill laser~cannan ball-turrets are to be retrarted during launch from
and recovery to a starbase.

ii) Laptaing must observe maximum and minimum speed limitations in
starbase airspace.

iii) Transponders must be set to "REC F’' during starbase recovery.

NOTICE TO PILOTS
Issuing Authority: Operations Command and Control Centre
Date: ©5.12.7%7 Ref: OCC/BLl1/K

Subject: "Buzzing! of Friendly Craft

Many pileots have been reporting that after positive visual or transponder
identification by a fellow Interdictor Mk 3, they have been repeatedly
"buzzed" by tbe other craft. Filots are reminded that the approved
procedure, having identified another craft as friendiy, is to switch the
transponder to INTERDICTOR and ON and to fly away from the other craft.

Filots are reminded also that "burzing" a Federation freighter invites a
hostile reaction from the freighter 's balli-turret operators.

_5_
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NOTICE TO PILDTS
Issuing Authority: Inspectorate of Flight Safety
Date: 23.10.37 Refs IFS5/29@/F

Subject: Unauthorised Modification of Craft — INTERDICTOR MK 3

The practice of modifying craft by the fitting of a joystick to console
control port 2 is becoming more widespread. It has been decided that the
practice should not be declared an offence. However, the findings of the
Joint Engineering and Frocurement Executive’'s Boards of Enquiry into the
matter are reproduced here and pilots are advised to take careful note of
the points raised.

Extract from the summary to B.Eng/100-23/10 dated 11.7.36

«ux-and that the units (control consoles) supplied have not been
built to design specification. The number of primary input—
output ports fitted for control/processor intercommunication has
been reduced to 2, with the result that when the joystick unit is
fitted and operated in conjunction with other controls, spurious
control inputs are generated. It is believed that prototype CA-
P2 was lost through thig cause during launch from a starbase.

Due to the time scale involved it is not considered wviable to
have the units rebuilt, so it is recommended that Engineering Mod
ST 172 B (details enclosed) be embodied. 7This calls for the
fitting nof a damping circuit to one of the ports.

Extract from the summary to B.Eng/100-23/17D dated 15,10.36

..... The embodiment of 57 172 B, while suppressing spurious
control inputs, has the effect of further suppressing valid Ekey
inputs while joystick inputs are active...... It is therefore

recommended that the joystick be remcved from the standard fit.

KOTICE TQ PILOTS
Issuing Authority: Inspectorate of Flight Safety
Date: Z@.11.3%7 Ref: IFS/295/F

Subject: Collision Avoidance

It has come to the attention of IFS, through the Director of
Rectification and Repairs, that many [nterdictor Mk 3 craft are returning
from sorties with very considerable collision damage — far tco much to be
attributable to Meson Torpedoes alone. It 15 therefore suspected that
some « pilots  are using thaeir deflector shields as a weapons system and
ramming enemy cratt. Filots are warned that this practice is not only
officially disapproved of but is also extremely hazardous.

Sec 1 ch 2 Director ‘s Address

CHAPTER 2

DIRECTOR'S ADDRESS TD NEW PILOTS

Welcome to the Federal Inter-Starbase Fatrol Force. Read this manual
well - it and the simulator built into your craft are your soie tutors
since we do not have sufficient pilots to be able to afford the luxury of
providing instructors.

Remember, the simulator never killed anyone - though it does provide an
accurate imitation. There are too many dead sub-lieutenants on record -
killed on their first sortie, usually on recovery to starbase. There is
no good reason for this. It happens only to impatient young pilots who
do not complete a sufficiently long period of simulator training before
launching into the real thing. -

If{ you abseorb nothing else from this address then absorb this:

become proficient in the simulator before you risk both
your life and your craft on a combat sortie.

On 3rd April 2131 eleven battlestations of the Jahdra-Gallan Alliance
appeared in Federation airspace, thus violating the terms and conditions
of the Limhot Concord. Early diplomatic efforts on the part of the
Federation to avoid open confrontation were frustrated when the nine
members of our Representative Commission failed to return from  their
fifth negotiational visilt to the Alliance Mothership "KONTARKOHSZI®.

Fifty Interdictor Mk 1 craft were despatched from the nearest Federation
starbase on a punitive mission ageainst “KDNTARKOHSZI" but none returned.
Communications received from the last few surviving Interdictors as they
tried to make good their escape indicated that the defences w©f the
formidahle Jahdra—-Gallan battlestations were impregnable to our craft.
They remain so tpo this day. The Federation therefore adopted a policy of
attacking Alliance freighters, patrol cratt and drones in outer space — a
task to which the Interdictor Mk 1 was ideally suited. However, our
losses in the early stages of the conflict remained high, in part because
the excellent enemy patrol craft, the Jahdran Aggressor, was a more
cophisticated copy of our own Interdictor Mk 1 and also because our craft
would stray inte Alliance battlestation airspace. Such unfortunates were
destroyed without exception.

Our performance in the conflict was dramatically improved with the
introduction in mid ‘73 of the Mk 2 variant of the Interdictor. In
addition {0 being faster and more powerful, it featured many new systems

including automatic avoidance of battlestation airspace at  light-speed

cruise. The latest Mk I wariant, introduced into service at the
beginning of ‘37 featured an improved cockpit layout and better .weapons
systems. Our fleet now corsists entirely of these craft. Consider

yourself lucky that you will never encounter an Alliance battlestaticon!

You willy however, @ncounter the Jahdran Aggressor, Ballanic Cruiser,
freighters and HMeson Torpedo drones of the Jahdra-Gallan Alliance, as
well as Fellow Interdictor Mk 3 craft, freighters and Meson Torpedo
drones of the Federation.
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It %5 hoped that if we can sufficiently depiete their vast fleet of craft
their battlestations will be forced to concede an untenable position and
withdraw.

Be very sure that you positively identify a craft before engaging it and
be particularly aware that an lpterdictor is visually indistinguishable
from a Jahdran Aggressor until at very close rrange. Too many otherwise
capable pilots have been deported for acts against Federal shipping
having failed to positively identify before engaging.

As an Interdictor pilot, your life will be made up of & series of sorties
punctuated by ‘shore leave’ should you wish to take it. A sortie
consists of four phases - launch from starbase, transit with encounters,
recovery to destination starbase and administrative procedures there.

The most difficult phase of flight for a newly—-commissioned pilot seems
to be the recovery to starbase. It is not easy to get in without being
shot down by the starbase automatic defence systems as a possible hostile
craft. Learn and practice starbase recovery procedures in the simulator
- like riding a hover-skate, when you have done it once it is easy to
repeat.

There 1is some material in this mancal that you do not strictly need to
know but you are advised, for your own welfare, to digest it all before
you leave the simulator behind you. Your knowledge will not be formally
tested - other than by the craft and drones of the Jahdra-Gallan Alliance

and the auwtomatic defence systems of your own starbases!

If vYou are impatient to try your hand at the simulator then by all means
proceed directly to Section Three, Chapter I - simulator operatian. This
will get you started, but for full training you will find the entire
manual set out in a logical sequence.

GOOD LUCK !

Director
Federal Inter-Starbase Fatrol! Force

17 Nov 2137
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SECTIODON TWO

CHAPTER ONE

THEORY AND PRACTICE

As a newly commissioned Interdictor Filot it is important for you to have

at least a basic working knowledge of what makes your craft "tick”. This
short section 1is intended to give you a grounding in how things work.
For +furtber information consult ‘"Field Theory and Electromagnetic

Dynamics' by Klee Ebon D.G.S., and "Advances in Crystal Technology ™ by Dr
Robert Abercrombie F.D.C.R.

DEFLECTORS —
In the latter part of the last century a research team at the Phethean
Institute of &Science and Technology discovered that when projected to
form a uniform, coherent field, three beams of particle energy (K-meson,
unstable plutonium nuclides and nutrino! formed an interference boundary
impenetrable to both solid projectiles and to electromagnetic forces.
This inter+erence boundary, krown as the KFN phenomenon, makes possible
your propulsion and defence systems.

When the vanes of your defiector wave form guides detect an incoming
laser weapons threat, deflector power is instantly diverted from the
propulsion unit to form a protective shield around your ship. Due to the
detection time lag and the finite time that the deflector shield takes to
reach full protective power, an incoming laser threat from an Alliance
ship will partially penetrate the shield if fired from a range closer
than 14@&0. At closer ranges still, progressively more of the ipcoming
laser enecgy will get through the incomplete deflector shield until at
point blank range the deflectors are too slow to do any good at all.

Deflectors are also erected against incoming photon beolt threats, but
each time a photon bolt impinges on your deflector mhield a portion of
your deflector power is lost. Without deflectors a single direct hit
photon bolt to your ship would be fatal.

The deflector shield is also erected against collision. When this occurs
a proportion of vyour deflector capacity is lost, the amount being
dependent wupon the deflector strength of the other ship at the time of
collision. Further, tbe deflector/deflector interaction causes a schism
in the continuation of space/ time., The two contact ships both maintain
their alignment in space — assuming that neither was destroyed in the
collision - but they inherit an instantaneous spacial separation ot
random nature.

In addition, some portions of your shig are deemed so impurtant as to
wartrant continuous, dedicated deflector protection. 8Such portions of
your ship are invulnerable to battle damage as protection is supplied by
an auxiliary deflector generator. Detlector power 1is dropped for
starbase approach.
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Fueiled by an atomic core of 9@kg capacity propulsion is by means of
pulsed thermonuclear explosions within the drive unit. Deflector power
shields your ship from the drive unit whilst also providing the means for
both forward and retro-thrust, governed by the placement of the end
deflector harrier as illustrated below:

FORE AFT

The meotor unit responds to the pilot ¢ accelerator/decelerator selections
with forward/retro-thrust to a maximum velocity of 1AL/ sec in an

undamaged ship and a minimum of =ero. 1¥ your ship has sustained any
damage then the maximum attainable speed will be somewhat less than
1000 /sec. If having reached the maximum or minimum speed you continue to
apply motor power then atomic fuel is still jettisomed though it is not
detpnated. When vou have attained your desired velocity and cut the
motor vyou will continue to cruise at that velocity in  accordance with
Newton's  Laws. [f detlector power were completely exhausted throuwgh

battle damage the motor unit would run critical and vyour ship would
explode!

DIRECTIONAL CONTROL SYSTEM

Directional control ig by means of a large, rentrally mountsd inertial

gyroscope. Yourr horizontal /vertical steer selections are applied to the
gyroscope as torgques displaced through ninety degrees from the reguired
craft attitude change. Secondary precession causes the craft to alter

1ts direction in aAaccordance with your steering inputs.

- 1@ -
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STARIL ISERS

An unfortunate side effect of deflectors is the creation of artificial
turbulence - even in the vacuum of space! Your ship is therefore fitted
with a gyro-stabilised platform which detects non-stable moments of
inertia and applies corrections via a servo loop through the directional
control system., Deflector turbulence does not affect vour ship when it
is at rest.

If your stabilisers have failed, vou will get a very uncomfortable ride
if in free space with any forward velocity. When flying an approach to
starbase, however, no turbulence will be euperienced since your deflector
power is actomatically dropped during this phase of flight.

SATURN, ARKAY -

The Saturn Array is a pod containing various sensors and transmitters.
It contains the following:-—

Auto-tracking pulsed laser transmitter

Target acguisition tracking radar transmitter
Target acguisition tracking radar receiver
Folarised deflector field sengor head

Ful sed doppler radar transceiver

Standby transponder transmitter

All of the above devices (with the exception of the standby transponder
transmitter) have wvery short activation cycles - typically less than
2.91s - and trigger no more than 20 times per second. This, in real
terms, means that during a one hour flight the devices within the pod
would be actually transmitting or receiving for no more than 1.8 % 1@0—*

seconds, less than 2.2 milliseconds! It is therefore possible to provide
virtually uninterrupted dedicated deflector power protection to this very
important pod. Instrumentation ang devices that these mensors feed are
therefore not individually susceptible to damage.

The standby transponder transmitter, Wwhose transmissions are of a
continuous nature, cannot transmit from the pod in normal flight. fts’
sole function, however, is to identi+y your craft on recovery to
starbase — a phase pf flight during which deflector power is gSropped — so
it was included in the pod for Lthe essential invulnerability that it
offered.

The Lewis Array is a pod containing varjous sensors and trangmitters. It
contains the following:-

Auto-tracking pulsed laser receiver
Transponder main transmitter
Transpondar receiver

Angular velocity tracking head

Due to the contipuous nature of operation of these devices it is not
possible to provide them with continuous, dedicated deflector protection
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- they would simply cease to function. You will therefore find that
instrumentation relying on information from these devices is wvulnerable
to battle damage. The pod is retracted during light speed drive to
prevent damage due to particle impact.

LIGHT SPEED DRIVE

From Einstein to Zebenezer Roth it was beleived that travel at speeds
approaching or 1in excess of the speed of light was not possible. The
proof was derived from Einstein’'s eguation:

E- = mc=
or the energy contained in a body is efqual to its mass multiplied by the
square of the speed of light. Since it was possible to prove that at

speeds tending towards that of light energy would approach infinity, it
followed that mass too must approach infinity, since the speed of light -

though wvery considerable - is nonetheless finite. Since mass can be
defined as &8 body’'s resistance to further acceleration, it pnaturally
follows that as a body approaches the speed of light its resistance 1o
further acceleration becomes infinite - it can be accelerated nro
further....until the advent of deflector technology.

Since no energy can cross the boundary of a deflector shield, if the
shield envelops vyour ship at the moment of appiication of a massive
impulse, the total energy o0f you ship does not increase as it
accelerates. If the total energy remains constant so too must the mass —

light speed is no longer a barrier.

Let us now consider the mechanics. Your ship carries a magazine of Phohn
bembs - a powerful weapon of the last century about +the size of a
clenched +Fist functioning on the principle of matter/anti-matter
interaction. Upon selection of STEER mode your ship will adjust its
spred to S@0/sec and align itself with your destination starbase. It
will eject a Fhobn bomb rearwards erecting the deflector shield around
your ship prior +to the detonation. The forward speed of SOQ/sec is
important to ensure that the Phohn Bomb detonates hard against the
deflector shield for maximum impulse. At any lower speed the impulse
will occur inside the deflector shield causing a catastrophic deflector
K-meson depletion - when you drop back to convential cruise you will find
your deflectors at about 2% capacity with random damage inflicted wupon
your suscepltible components.

IT IS THEREFORE ESSENTIAL THAT YOU ALWAYS HAYE BUFFICIENT ATOMIC CORE TOD
ATTAIN A CONVENTIONAL VYELOCITY OF SBQ/SEC BEFORE ENTRY TO LIGHT SFEED
DRIVE AND THAT YOU DO MNOT DFERATE THE DECELERATOR FRIOR TO DRIVE.

The process is reversed to drop you from light speed to a conventional
speed of SOR/sec. This occuwrs when manually selected, upon meeting a
contact, or pn arrival at destination starbase.
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WEAFONS SYS3TEMS

It is assumed that the newly commissioned Interdictor Filot will already
possess a working knowledge of laser weaponry. All that we wish to point
out with regard to your laser weapons system 1s that the Federation have
opted for a rapid-fire system. This reduces the range of vyour lasers
agalnst those pf the Alliance due to the inherently slower beam rise-time
of a more rapidly firing device - your target has more time hetween
threat detection and beam arrival in which to erect his deflectors (see
DEFLECTORS above).

Your Fhoton Bolts system fires & salvo of two bolts of photon energy and

has a fire rate of approximately thirty salvoes per minute. A photon is
a ‘bundle’ of electromagnetic ENergy whose energy is  inversely
proportimnal to its wavelength. Typically, X-rays for- example, have a
wavelength of 18-°cm, but we have recently produced a photon generator

capatble of producing wavelengths in the order of 10*%gm. At  these

freguencies the generator is able to 'package’ a bolt of photon  e&nergy
within the photon bolt nozzle before ejecting it. The bolt accelerates
as it moves tlmar of the nozzle and continues to do so until it burns
itself out. The bolt will pot inherit angular velocities from your cratt

at the time of firing, it will instead travel along its initial line of
sighting.
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SECTION THREE

CHAPTER 1

COCKFIT DISPLAY AND INSTRUMENTATION

A | [ R
! B I Q ]
cC P
S
D o
e LK ]I M |
Lo ] N
FU TIT Do
A Target Detflector Strength J Collision Warning Light
lndicator K. Auto Laser Fire Selection Indicator
E HRange lndicator L Target Acguisition Fine Mpde
C Damage Status lndicator lndicator
0D Target Axial Advice M Laser Energy System Weapons
Indicators Indicators
E Z-Way Velocity lndicator N Fhoton Bolt System Weapons
F Photon Bolt Warning Light Indicators
G Target Acquisition System 0 Simulator System Status lndicator
Display F Transponder
H Doppler VYelocity Display & Atomic Core Fuel lndication System
1 Recovery Computer Hazard K Threat Evaluatipn System Display
Warning System Lighta 8 Sight
The instrument display has bheer ergonomically designed - with a 1little
practice you will find yowself abscrbing all of the information you
reguire  Ffrom it with minimal effort or distraction. Indeed, due to the

grtensive use of flashing light and horizontal bar-graph instrumentation,
you should +ind that with practice you are able to read everything
without being digstracted from the all-important events occurring outside
the craft.

Instrumentation

Input Sources: polarised deflector field sensor head, laser ranging
system.

Working Principles: the polarizsed deflector field sensor head is
constantly monitoring the incoming strength of any external deflector
field within detection range. This reading is then factorised to take
target range into account via a Kalin amplifier linked into the laser
ranger circuitry and the resultant absolute deflector strength is
displayed. -~

Damage Susceptibility:s due to the damage susceptibility of the laser
ranger system if the ranger is lost through battle damage then the target
deflector strength indicator will be lost also.

Interpretation: the display type is horizontal bar—graph. The greater
the deflection to the right the greater is the deflector strength of the
target ship, with full-scale deflecticn representing & deflector strength
egqgual to that of an undamaged Interdictor Mk 3. 1f the box at the
extreme right is flashing an inverse red 'F’ then the system bas failed
due to loss of the ranging system.

The example above indicates a target with a deflector strength of

approximately 60% of that of an undamaged Interdictor Mk ZE.

B: RANGE INDICATOR

YELLOW REO GREEN

Input Sources: auvto—tracking pulsed-laser receiver, on—board computer.

Warking Principles: the auto-tracking pulsed laser transmitter +ires a
1.2ns duratipn laser beam at any contact in range at a rate of 16 times
per second. The receiver, which is constantly monitoring for return
signals, passes received signal strength to the on-board computer which
then extracts target range +or display.

Damage Susceptibility: due to the mounting of the receiver 1n the Lewis
Array, the laser ranger system is damage susceptible,

Interpretation: the display type is 3-segment, multicolour horizontal
bar--qraph. The greater the deflection to the right, the greater is the
range ot the target shig, with full-scale deflection representing a range
of 220k0. Within the green sector of the display (14@--220K0) baoth
vourself and the target ship are outside laser weapons range of each
other. Within the red sector (lUEB-139KA) the target ship is cutside your
laser weapons range, though you will he within his laser weapons range it
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he iz an Alliance ship or a freighter. Within the yellow sector (@—99KE)

any target ship is within range of your laser weapons. Visual
acquisition range is 13@KKRE. 1+ the box at the extreme right is flashing
an inverse red 'F’ then the system has failed due to battle damage. The

ranger also gives indications of distance to go at light speed cruise to
destination starbase on a scale of @-55M@, and of distance to go  on
launch/recovery on a scale of @-220K{Q.

The example above indicates a target at range Z20KQO.

C: DAMABE STATUS INDICATOR

DAMAGE

Input Sources: argon/tungsten Schultz

monitor probes located within the

Lewis Array, deflector regul ator DEF 1 7
computer, stabiliser-mounted torgque

5ensor.

Working Prineciples: direct output from

the above devices to the display. AXL 38

Damage Susceptibility: nil.

Interpretation: in the case of the RAN 5 2

deflectors (DEF) indication, the
display shows the percentage of
deflector power lost through battle
damage. All other indicators show TSP 2 7
estimated Failure projection, on a
nominal per-centage basis. These
indicators become progressively more
accurate  as a system approaches STB
tailure point. Upon failure, a Ffail

bar will cover the pumeric window for
the system concerned.

The readings in the example above inticatesy

DEF 17 - deflectors 174 lost (B34 remaining)

AXt FB8 — axial advice indicator 3I8% towards failure
RAN 32 ~ laser ranger S24 towards failure

TGF 27 -~ transponder Z7% towards failure

STB -~ - stabilisers failed

D: TARGET AXIAL ADVICE INDICATORS

EX 2 I
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Input Sources: auto-tracking angular velocity head, pulsed doppler radar
transceiver, target acguisition tracking radar, on-board computer. '

Working Principles: using data from the abhove inputs, it is possible to
compute the target ' s motional vector relative to your own geometric ames.
Given his motional vector relative to you, it is5 a simple proceze to
transpose the information to yield your own position relative to his
geometric axes. This the on-board computer does and feeds the
information to the display.

Damage Susceptibility: due to the mounting of the auto-tracking angular
velocity head in the Lewis Array, this system is damage susceptible.

Interpretation: the instrument will tell youw at a glance how a target
‘sees’ you — whether you are behind or in front of him, whether you are
displaced wvertically or horizontally from his sighting line or not. It
will help you to manoeuvire for attack, indicate when he is doing so, give
a fair indication of when you are in his sights and let you know if he is
running  away. The leftmost of the two indicators is the head-on/tail-on
1ndicator, It you are si1tuated somewhere within his frontal hemi sphere
({head-on) the display will show a dot. 1¥f you are somewhere within his
dorsal hemisphere (tail-on) the display will show a cross. I+ the
display i alternating dot/cross then you are somewhere in his abeam
position. The rightmost of the two indicators shows your horizontal and
vertical displacements from his sighting line. The symbology wsed is as
illustrated below:

A you are close Lo his sighting line
E youw are somewhat displaced horizontally
from his sighting line

[ you are considerahly displaced
horizontally from his sighting line

D vou are displaced vertically from his ‘\ E3 (: EJ
sighting line

Notice how the symbology follows the convention ot a three-dimensional
letter "HM" peing rotated in accordancie with the target craft’s relative
anis.

Note that the example above illustrates a target to whom you are somewhat

displaced horizontally from his aft gmighting axis.

E: 3-WAY VELOCITY INDICATOR

Input Sources: deflector regulator computer, drive motor monitoring
probes, pulsed doppler radar tramsceiver, axial advice indicator, on-
hoard computer.
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Working Principles: direct output from the drive motor monitoring probes
feeds the V1 indication (velocity of your ship). Output from the
deflector regulator computer via the on-board computer feeds the WM
indication (maximum velocity of which your ship is capable). Using the
other input sources, it is possible to compute the target’'s absolute
velocity from his relative velocity and direction of motional vector.,
This is fed to the VY2 indicator.

Damage Susceptibility: due tp the reliance on information from the axial
advice indicator (a damage susceptible device) the VZ indication will he
lost if the axial advice inmndicator fails. The other two wvelocity
indicators are not damage susceptible.

Interpretation: the display type is 3-way horizontal bar—graph. The
greater the deflection to the right the greater is the wvelocity
indicated, on a scale of @ - 100.

The example above indicates:

V1 - vyour velocity 4SQ/sec
VM - vyour maximum attainable velocity &50/sec
V2 - target ship's velocity 14G/sec

If the axial advice indicator has failed, then the V2 window will remain
empty, irrespective of target velocity.

F: PHOTON BOLT WARNING LIGHT

Input Sources: polarised deflector field sensor head.

Working Principles: when a photon bolt is inbound towards your ship it
places an absorption ‘notch’ 1n the detected spectrum of the target
ship's deflector field. When this anomaly is detected & signal 15 fed to
your console to flash the warning light.

Damage Susceptibility: nil.

Interpretation: self evident - display type flashing light.

G: TARBET ACRUISITION SYSTEM DISPLAY

Input Sources: target Acguisition
tracking radar receiver, on—-toard
computer.

Working Principles: output from the
target acguisition tracking radar
receiver is processed by the on-board
computer and fed to the display.

Damage Susceptibility: nil.
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Interpretations display type is VDU, If a target is present, one of the
gight white display segments will be flashing on and off. The Fflashing
segment indicates the steer reguired to centre the target. I+ the target
iz centred the four elbow segments will be flashing. The three lights
across the base of the VDU are part of the recovery computer hazard
warning system and are covered in that section.

The example above indicates that a right steer is required to centre the
target.

H: DOPPLER YELOCITY DISPLAY

Input Sources: pulsed doppler radar transceiver.

Working Principlest the pulsed doppler radar transceiver fires a ©.5ns
duration burst of fiied—-frequency radar energy at the target at a rate of
20 times per second. The returned =ignal is analysed for Doppler shift —
a shit+t in the radar frequency caused by relative motion between the two
cratt. The result is factorised to represent relative velocity between
the two graft and fed to the display.

Damage Susceptibility: nil

Interpretation: the display type is numeric crystal. Doppier velocity -
ptherwise knowr as relative velocity — is a measure of the rate at which
the distance between yourself and the target is decreasing (positive

relative velocity?) or increasing {riegative relative velocityr.

The example above indicates a positive relative velocity of 240/sec.

I: RECOVERY COMPUTER HAZARD WARNING SYSTEM LIGHTS

= J 5

A BCD

Input Sources: recovery computer.

Working Principles: during lauwnch from and recovery tp & starbase, the
recovery computer is continuously monitoring your velocity, position,
— 1".? —
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transponder and weappns system. If any of the monitored parameters are
incorrect or dangerous, & warning light is illuminated. The system has
no function outside of starbase airspace.

Damage Susceptibility: nil

Interpretation: the bottom row of four lights each refer to a specific
recovery parameter. They are:- '

A - speed

B - launch/recovery path displacement

C - transponder

D - weapons
If light A" is illuminated your speed is within S@rssec of the maximum or
minimum permitted speed. It is a warning npt to accelerate or decelerate
further. When "B’ 15 11t your displacement from the launch/recovery path
is tooc great. It is a warning that you should steer back towards the
path, I+ light " is on, your transponder has not been met to “REC’
during recovery: 0o so immediately. Fipally, if ‘D' is illuminated onne

of your weapons systems is on and should be swiitched off immediately.

The top row of three lights act as a monitor to slarbase auto-defensive
systems - they will destroy vyou if vyou Ffail to follow approved
launch/recovery proceduwes. If, due to your being outside approved
parameters, starbase avto-defensive systems ‘lock on’ Lo your cratt with
their tracking radars, warning light 'F° will light up. You only have a
set distance—time guotient of “"lock on' aveilable to you before you are
shot down. Lights ‘E’ and’'G’ act as accumutators monitoring and
accumitlating the distance-time guotient while light ‘F’ is illuminated.
Indications are:

E only i more than 25% distance—-time guotient used
G only : over S@% distanpce-time quotient used

E 4G greater than 7974 disltance-time guotient used
The ®xample indirates that your weapons are switched on causing a ‘lock
on '’ by starbase auto—-defensive systems. You have used more than 504  of
your permitted "lock on’ distance-time quotient. (If you were to select

weapons off, lights 'D° and 'F  would be extinguished but light 'G° would
remain on.ij

J: COLLISION WARNING LIGHT

lnput Sources: on-board computer.

Working Principles: The on-board computer is constantly monitoring
target range against Doppler velocity. Whenever the range decreases +to
less than Len times the Doppler velocity (positive), the warning light is
activated.

Damage Susceptibility: nil

Interpretation: solf-evident, display type flashing light.
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K: AUTO LASER FIRE SELECTION INDICATOR
Input Sources: target acquisition computer auto gate.
Working Frinciples: direct output from the above source to the displavy.

Damage Susceptibility: nil.

Interpretation: self-evident, display type flashing light.

L: TARGET ACRUISITION FINE MODE INDICATOR

Input Sources: target acguisition computer resolution gate.

Working Frinciples: direct output from the above source to the display.
Damage Susceptibility: nil.

Interpretation: self-evident, display typg/flashing light.

M: LASER ENERGY S5YS5TEM WEAFONS INDICATORS

Input Sources: laser weapons bay monitoring probes.

Working Principles: direct output from the above source to the display.

Damage Susceptibility: nil.

Interpretation: the instrument consists of two Indicator systems —  one
double flashing light and one numeric display. The light at the left
indicates that the laser weapons system has been selected on. The light

at the right indicates that the system has attained on-line status. The
numeric display indicates the remaining system fire capacity, at a rate
of ten laser shots per umit capacity remaining.

The example above indicates that the laser energy system weapons have

been selected on, but are not yet on-lipe and ready to Jire, with a
system capacity of 98 remaininmg.

N: PHOTON BOLT SYSTEM WEAPONS INDICATORS

Input Sources: photon bolt weapons bay monitoring probes.

Working Frinciples: direct outputs from the abowve souwce to the display.

-] o~
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Damage Susceptibility: nil.

Interpretation: the instrument consists of two indicatr systems ~ one
double flashing light and one numeric display. The light at the left
indicates that the photon bolt weapons system has been selected on, the

one on the right shows that the system bas attained on-line status. The
numeric display gives remaining system fire capacity, at a rate of one
salvo Pper unit capacity remaining. The example above indicates that the
photon bolt system weappns have been selected on and that they are on-
line and ready to fire, with a system capacity of 5 salvoes remaining.

O0: SIMULATOR SYSTEM STATUS INDICATOR

Input Sources: simulator computer
trip relays.

Working Principles: direct output
from the above sources to displavy.

élm

Interpretation: if either of the two alphabetic lights at the right is
flashing then the simulator is selected on. If the flashing light is the
'H"  then the simulator is running in real-time i.e. high speed. I+ the
flashing 1light is the 'L’ then the simulator is running in slow motion
i.e. low speed. The example above indicates that the simulator is
switched of+f.

Damage Susceptibility: nil.

FP: TRANSPONDER

IFF/SSR

Input Sources: transponder receiver,
transponder input selector chip,

Working Principles: the transponder,
otherwise known as ‘Identification of
Friend or Feoe/Secondary Surveillance Radar ’
(IFF/88R}, has been around since the mid
20th century. When switched on or to
stangby it transmits a coded radar beam
which, if it encounters anpother ship with a

transponder which 1Is switched on, causes
that ship's transponder to trigger and
transmit a coded reply to Your
‘interrogation’. Similarly your own
transponder will reply to interrogation by
a third party if it is switched on. The
coded replies transmitted can consist

simply of an identification of ship type or
the ship's actual serial pumber or both of
these. 1+ ypur transponder is switched to
standby you will interrogate other ships
and their responses, 1if any, will ©be
displayed to YOou . However , YOour
transponder  will not respond to any
interrogation it receives.

_e
o -
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When switched on the transponder fitted to the Interdictor Mk 3 will
automatically respond to interrogation with the craft serial number along
with the ship type identifier code if "INT' has been selected. Note
howewver that Meson Torpedoes, Gallanic Cruisers and Jahdran Aggressors
are fitted with transponders that can transmit or suppress the ship type

identifier code and the ship serial number individually, while the
Freighters are fitted with a serial number only typetransponder. If you
have elected to set youw transponder to anything other than "INT®  for

ship type then yvou will transmit only the ship type identifier associated
with that ship.

Remember - if your transponder is set to standby you bhave tha advantage
of being able to decode incoming beams while pot betraying any details
concerning youwr own ship.

Damage Susceptibility: due to the mounting of the transponder main
transmitter and receiver in the Lewis Array the system is damage
susceptible. However, should the transponder fail due to battle damage
there 1is a back-up system in the standby transponder transmitter. This

is +for the scole purpose of enabling you to transmit the RECovery signal
while Flyimng an approach to starbase sihce failure to do so has fatal
results. This system is not available outside starbase airspace.

Interpretation: the display type is flashing light with alphanumeric
window. The column of three character identifiers to the left of the
instrument decode as followss-—

OFF — off

5BY -~ standby

INT =~ Interdictor

G/C - Gallanic Cruiser
M/T - Meson Torpedo

Js/a —  Jahdran Aggressor
REC -~ recpvery mode

Where the flashing light panel is divided into two columns the lights to
the left indicate the ship type to which you have set your transponder

while those to the right indicate any incoming ship-type signal. The
alphanumeric window at the bottom displays the decode nf any incoming
ship's serial number trangmission. Federation craft serial numbers all

have the 1leading character 'C' while Alliance craft serial numbers all
bave the leading character "X~

The example above indicates that you have set vyour transponder to
Gallanic Cruyiser but vyou are not transmitting Lhis because the
transponder is set to standby mode. There is an incoming signal of
Jahdran Aggressor and the target is also transmitting his craft serial
number XA-03.

Q: ATOMIC CORE FUEL INDICATION SYSTEM

s T

. Input Sources: atomic core monitoring probes.

- 23 -
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Working Principles: direct output 4rom above source to the display.
Damage Susceptibilitysz nil.

Interpretation: display type is horizontal bar grapb with flashing light
scale indicators. The greater the deflection to the right the greater is
the atomic core fuel remaining. If the 'H' 1light 1is flashing the
instrument is on the High scale and indicates atomic coré fuel remaining
in the range %kg to 9Bkg. When the 'LL° light flashes the instrument is
on the Low scale and indicates atomic core fuel remaining in the rangs
Bkg to %kg.

The example above indicates 4Ikg of atomic core fuel remaining.

R: THREAT EVALUATION SYSTEM DISFLAY

CTES MR |
A

B C D E F G

Input Sources: target acguisition tracking radar receiver, axial advice
indicator, transponder, laser ranger, V2 indicator, deflector regulator
computer.

Working Principles: direct output from the above sources to the display.
Damage Susceptihbility: 1lights C, D, E and F are susceptible to damage

Interpretation: display type is horizentally banked +lashing lights.
Each of the segments bhas its own specific meaning relating to a specific
threat factor. Most newly commissioned Interdictor pilots, not caring to
learn the meaping nf each indicator light, merely take the attitude that
the more lights that are flashing the greater the threat. This is
loosely trug but for the more professional pilot here is what they each
mean:

A - no threat

B -~ there is a target within detection range

C - the target has a velocity in excess of 430/sec

D - the target is facing vyou

E - a potentially hostile transponder fransmission
has been received

F - the target is within Alliance laser weapons range

G - the target has fired at you

H — the target has fired at you recently

Note +that the lights are arranged in order of increasing threat factor.
The ewample above illustrates that there is a target present, he has a
velncity in excess of &3Q/sec, he is within Alliance laser weapons range
and he has fired at you recently.

iy
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8: SIGHT

Input Sources: target acguisition computer, on-board computer.

Working Principles: output from the above sources to the head-up display
generator.

Damage Susceptibility: nil.

Interpretation: there are three different sight graticules that can be
projectied onto your view screen. They are as illustrated below:

E::i:::ﬂ 0 M ]
u]

1o g Cn . .

Targetting on,
target in front
(or no target
present)

Targetting off
steer mode selected

Targetting on,
target bebhind vyou

1
F
on

1
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Controls & Operation

CHAFTER 2

CONTROLS AND DPERATION

When vyou first step into your Interdictor Mk 3 it will be at rest in a
starbase launch bay, aligned with the approved departure path for that
bay.

POWER ON
Control: &

Operation: on selection of FOWER ON the craft's systems are brought - on-
line. Only cockpit lighting will function prior to main power
application.

COCKPIT LIGHTING
Controls: INST/DEL CLR/HOME

Operation: to turn cockpit lighting on use the INST/DEL key. To turn
off use the CLR/HOME key.

LAUNCH MASTER SWITCH/ CONVENTIONAL SPEED CONTROLS
Controlss RIGBHT SHIFT KEY LEFT SHIFT KEY

Operation: on depressing the launch master switch while inside the
launch bay with main power applied, the launch bay doors are opened and
the launch platform impulse accelerates your craft to a speed of 1BR/sec
- the mipnimum permissible departure speed. Since it i3 also the
convential speed accelerator if you keep the key depressed vyou will
continue to accelerate. ACCELERATE NO FURTHER THAN 73R/SEC - this is the
maximum permissible departure speed. You will see a tunnel on the screen
down which vyou are flying. This tunnel is merely a computer—generated
three-dimensional representation of the approved departure path based
upon information from three beacons inside the launch bay. No steering
adjustments are necessary on launch, though if you do wish to make
steering adjustments do not stray too far outside the tunnel! Keep your
weapons systems OFF!

Use the LEFT SHIFT key to decelerate.

MANOEUVRE CONTROLS

Controls: CRSR KEYS RUN/STOF CBM  (or joystick if fitted)

Cperation: joystick operation is self-explanatory. Be aware Lhat it
does not offer as fine a degree of control as do the manoeuvre keys and

you will find that very +ine control is of the utmost importance in a
successful starbase recovery. The keys function as follows:-—

- 2y -
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CRSR UF/DOWN - steer left
CRSR LEFT/RIGHT - steer right
CEM - steer down
RUN/STOF - steer up

You will find with practice that by keeping four fingers over these keys
and a thumb over the firing bar that you are able to control the craft
effortlessly.

Manoeuvre controls are not available in ‘STEER’ mode. Note also that
when a Jjoystick is fitted, all keyboard inputs are disabled whilst the
joystick is active. .

STEER MOLDE
Controls: S z

Operation:s STEER mode can only be selected in free space with NO TARGET
FRESENT. Fressing S causes your ship to adjust its conventional speed to
SB/sec, realign itself with your destination starbase and, after a short
delay during which vyour navigation platforms and 1light speed driwve
computer fine-adjust themselves, you will punch into light speed. There
you will remaimn until you encounter a target, reach destipation starbase
or cancel steer mode by pressing Z.

~
WEAPONS SYSTEMS

Controls: CTRL RETURN L P A < FIRING BAR

Operation: the CTRL key 1is the weapons system master switch. It
switches the weapons system ON delivering the Fhoton Bolt weapons system
as the default entry point. To bring the Laser Energy weapons system on-
line select L after CTRL. To return to Fhoton Bolt system select F. The
weapons system is switched OFF with the RETURN key. There is a delay of
approximately 18 seconds between selecting a system ON and it reaching
on—line, ready-to—-fire status.

The Laser Energy system features an aunto--fire facility selected by the A
lzey when the Laser System is selected. This facility will automatically
fire your lasers whenever any paortion of an in—range target is centred in
your sights provided that the system is ready to fire {(in auto mode the
fire rate 1is very much slower than in manual). The target acqguisition
system must be switched ON before auto can be selected. To cancel auto
mode use the < key which also switches the target acquisition system OFF,

To fire either weapons system manually use the firing .bar. Hold this
down for continuous fire. Mote that your weapons system is digenpgaged by
any of the +ollowing:

target destruction
collision
selection of STEER mode
Weapons range: the Fhoton Bolt weapons system is ocperable up ta  the

limit of wvisual acguisition range (132KE) but the Laser Energy wedpons
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system is effective only at ranges of up to 99KQ (the vellow sector of
your laser ranger display). HNote that Alliance laser weaponry has a
greater range than your own - up to 14@K8 (the limit of the red sector of
your laser ranger display). This is due to their taster laser beam rise—
time, though this gives them the disadvantage of a slower fire rate (see
Section Two "Theory and FPractice - deflectors and weapons systems").
EBoth Laser and Fhoton Bolt weapons have greater effect with decreasing
range.

Note: the target acquisition system resets when Fhoton Bolts are fired.

TARGET ACRUISITION SYSTEM
Controls: > < F

Operation: the system is selected ON by the > key and OFF by the < key.
Select FINE mode of operation with the F key — in this mode the target
must be precisely centred in your sights in order to give target centred
indications, whereas in normal mode of operation you wiil be given target
centred indications if the target is anywhere within the geometric
boundaries of the targetting sight. Selecting the system OFF resets the
FINE mode and the Laser Energy system auto-fire function. The target
acquisition system is taken off-line by any of the following:—

firing Fhoton EBolts
collision
selection of STEER mode
TRANSPONDER
Cantrols: f1 3 3 7 R

Operation: the above controls have the following functions:

+1 ~ select transponder ON
3 - select transponder to STANDEY
2 ~ select transponder- OFF

7 - change transponder output selection

Alone amongst all craft only the Interdictor can alter the output of its
transponder to imitate other craft types. The £7 key will only function
if the transponder is switched ON or to STANDEY. You are advised to
ensure that the transponder iz in STANDBY mode before using it since i
you change your selection while the transponder is ON this will be
detected by a target with a serviceable transponder. Select ON only when
vou have selected the desired output.

The last trapsponder control, the R key, is used to select the standby
transponder transmitter to OM and can only be used when flying an
approarh to starbase (when deflector power is down). 1t sets vyour

tramnsponder to the REC mode essential to starbase recovery.

Mote that the transponder controls are not available during light speed
cruise due tp retraction of the Lewis array.
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SIMULATOR

Controls: s Z I 0o £ = t - 1 2 3 4 5 &

Operation: selection of § while at rest in a starbase launch bay with
main power 0ON puts vyour on-board computer into simulator mode of
operation. In this mode you never actually leave starbase but scenarios

are simulated for you to your own selection. Z switches the simulator
DFF if you change your mind after selection and again this i=s only
available while at rest in a launch Say. Note that the simulator is
automatically switched OFF after a successfully simulated approach +to
starbase ot your simulated death. In either event you will be returned
to the at—-rest in a launch kay situation and if you wish to continue
simulator operation you must reselect it ON.

You are given a slow motion option which beginners are advised to make
full use of. Select 1 for slow motion IM and O for slow motion OUT.
Events run at approximately half normal speed with slow motion engaged.
Slow motion cannot be selected before launch.

The § key pauses the action and the = key stops Lhe action. To restart
after use of the = key use the t key. HMake full use of the pause and
stop keys as a beginner, to study what is happening both inside and
outside your craft - mspecially on recovery to starbase.

keys 1 to 6 select encounters in the following manner:-

1 - Interdictor Mk 3

2 - DBGallanic Cruiser

% — Meson Torpedo

4 - Jahdran Aggressor

S ~ Freighter

& - Starbase
All encounters may be selected from light speed cruise. Meson Torpedoes
and Freighters may be either Federation or Alliance. Since they are

light speed capable the Interdictor, Gallanic Cruiser and Jahdran
Aggressor may be splected while you are not at light speed cruise, but
vou may have to hold down the associated key for a few seconds before the
simulator will produce one. At conventional cruise you are unable to
select a Meson Torpedo or Freighter contact =inmce the chances of  two
ships at conventimnal speed encountering each other i1in space are billions
to one against!

If you hold down the +« key while you make any of the selections 1 to O
the target ship will appear stationary in space. It will not move, fire
or respeond to you in any way: use this facility to practice your wvisual
identification and rudimentary manpeuvre and tiring technigues.
Selection of &6 will give ypu a simulated starbase approach, though i f the
simulator reaches destination starbase before & is selected it will give
you an undemanded recovery simulation.

- DG
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SUMMARY OF COMTROLS

FOWER ON *
COCHPIT LIGHTING INET ON
CLR OFF
LAUNCH MASTER SWITCH RIGHT SHIFT
MANDEUVRE CONTROLS CRSR DOWN LEFT
CRSK RIGHT RIGHT
CEM DOWN
RUN/STOF ur
STEER MODE 5 SELECT
Z CANCEL
SFEED CONTROLS LEFT SHIFT DECELERATE

RISHT SHIFT ACCELERATE
SHIFT LOCK DECELERATE LOCK

WEAFUNSE SYSTEMS CTRL ON
RET OFF
L LASER ENERGY SYSTEM
P FHOTON BOLTES SYSTEM
A LASER AUTO-FIRE 0N

3 LASER AUTO-FIRE OFF
FIRING EAR

TARGET ACRUISITION > ON

< OFF

F FINE MODE ON
TRANSFONDER 1 ON

I STANDEY

3 OFF

£7 CHANGE 0UTPUT
®RECOVERY MODE
ON
OFF
SLOW MOTION IN
SLOW MOTION OUT
FAUSE
STOR
RESTART
FARALYSE TARGET
SELECT INTERDICTOR MKI
SELECT GALLANIC CRUISER
SELECT MESCON TORPEDOD
SELECT JAHDRAN AGGRESSOR
SELECT FREIGHTER
SELECT STARBASE

SIMULATOR

CO R Ty mo~oNG T
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CHAPTER 3

SIMULATOR OPERATION FOR THE BEGINMER

Before launching in  the simulator you should ideally read the two

preceding chapters of thig section. However, by sensible use of the
simulator pause ang stop controls it ig possible tos learn about the
instrumentation and controls while actually flying the simulator. If

this is your approach then the following paragraph will at least get you
launched on your +4irst simulator trip-

Enter your initials and surname at the Starbase Central Records Office
Registration Department and press the return key. Aboard the transporter
on your way to your craft you will be offered various sortie options,
varying in transit distance and intensity nf traffic activity according
to latest intelligence reports. You should opt for a sortie of short
transit distance and light activity, if available, since the sortie vyou
chonse now wWill be the one on which you have to launch when vyou have
finished with the simulator. Once aboarg your craft select cockpit
lighting ON if reguired (INST key) and switch power ONM {% key). Select 5
to switch the simulator ON then press and hold the RIBHT SHIFT key for a
few seconds. You are nowW oOn your wWay out of starbase. The four digit
display below the central VDU indicates your relative velocity and vyou
van accelerate using the RIGHT SHIFT key to a speed of 6@00/sec quite
safely to reduce launch time. BEe aware that if you accelerate beyond
730/s2c  you will be shot down by starbase auto-defence systems. Note
that the ranger instrument pnear top left is decrementing as youw proceed
down the tunnel ~ it is indicating range to go before being clear of
starbase. At this stage touch no other keys during launch. Now refer to
this G&Gection, Chapter Z and operate the transponder,; weapons, manoeuvre
and convential speed controls and targetting. Familiarise yourself with
them and get to know your way around the instrument display by reference
to this Section, Chapter 1

You are advised to conduct your fipst simulator sortie in slow motion.
To achieve this, press I. Mow try selecting STEER MODE with the § key.
Jnce at 1light speed select a contact, ! - 5, in conjunction with the -
key on early sorties. This paralyses the contact. Refer to this
Section, Chapter 2 for a full description of how the contact selectors
function and the ship types they give. Fractise visuwal identification of
the paralysed targets. Fly up to and manoeuvre waround them then use your
weapons svystems against them. FRemember to make full use of the ‘Fause’
and ‘Stop’ keys (£ and =) whenever you wish to steop to consult the manual
or pause to study the cockpit display. While manoeuvring against
paralysed targets practice coordinating the information given yvou by the
ranger, doppler velocity indicator and target acguisition system — see if
you can get it all "tied in%.

As  you progress and become more proficient try mnon-paralysed targets to
see how they bhehave, how Lhey respond to your transponder, L3 being fired

on etc., Note that while at light speed the ranger indicates distance to
starbasge. If you let this decrement to zero the simulator will throw an
approach tir starbaze simulation at you. Do not worry if you are shot
down at  first attempt - most pilots are! Remembear that it is Just a
simulation at this stage. Refer to Secticn 4, Chapter 1 for  recovery

_Smﬁ
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parameters. While practising recoveries, again make full use of the
‘Fause ", "Stop”’ and ‘Slow Motion’ controls on early practice runs.
Approach to starbase can also be simulated by selecting & from light
speed cruise. If you €1y an approach to starbase in the simulator
without having selected an encounter with another craft and having
maintained the centreline during launch, then at initial approach ynﬁ
will be placed inside the tunnel and will have no steering adiustments to

make. This will enable you to concentrate on the other recovery criteria
- speed, transponder and weapons.

As  you become more proficient so you should read and absorbt more of the
manual . Try tackling 1t from front to back since everything is presented
in logical seguence.

The simulator is really very realistic. Do not leave it until you are at
least reasonably profigient in combat and &almost infallible during
approach to starbase! Do not become just one more dead sub-lieutenant
lost on his first sortie.

Sec 4 Ch 1 Sortie format

SECTION FauR

CHAPTER 1

SORTIE FORMAT & BASIC TUITION

Each sortie is divided into fouwr distinct phases. They are;-

lLaunch from starbase

Transit with encounters

Recovery to destination starbase

Administrative procedures at destination starbase

B R

The simulator will faithfully imitate phases 1 to 3, but it will not
simulate the administrative procedures of phase 4. Each phase is
discussed in detail below.

PHASE 1: LAUNCH FROM STARBASE

On launch from starbase you should fly along or close to the approved
departure path (tunnel} at a speed between 10 and 7Z6G/sec with your
weapons systems switched "OFF" until you emerbe inte free space.

If your speed 1is below lak/sec or greater than 690/sec the first red
warning 1light on your recovery computer hazard warning system will
iliuminate (see Ch 1, Sec 3, Bub I).

This warning is advisory and you incur no penalty while this light is on.
If vyour speed falls below 18G/sec (initial launch speed) or goes beyond
7E0/sec then you will be shot down immediately by starbase auwto-—-defensive
systems.,

If you depart From the tunnel centreline and your displacement becomas
greater than three tumnel widths then the second warning light on  vyour
recovery computer hazard warning system will be illuminated {(see Ch 1,
Sec 3, Sub 1.

This warning is also advisory and again you incur ne penalty while this
light 1is on. However it your displacemenl becomes greater than six
tunnel widths you will be shot down immediately by starbase auto-
defensive systems.

If you switch on your weapons system the fouwth red warning light on your
recovery computer hazard warning system will illuminate, and the starbase
auto~defansive systems tracking radars will lock-eon +to your craft
causing illumination of the lock-op warning light above the doppler
display (gee Ch 1, Sec 3, Subk 1).

I+ the weapons system remains on, the accumulator lights at pither side
ot the lock-on warning light will indicate the amouwnt of lock-on
distancestime quotient used, When vyou reach the maximum permitted
quotient, starbase auto-defensive systems will shoot you down.
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The recommended technigue for the starbase launch is to accelerate to a
speed in the mid sixties, make no steering adjustments at all and keep
your weapons systems OFF.

PHASE 2: TRANSIT WITH ENCOUNTERS

During this phase of the sortie you have to transit to your destination
starbase in a series of light speed jumps punctuated by encounters with
other craft. Light speed alignment and navigation are performed
automatically after you have selected STEER mode. MNote that you cannct
enter STEER mode if another craft is within your instrument detection
range.

You are eupected to investigate all contacts - unless your craft is so
heavily damaged as to make combat inadvisable ~ and to deal with them if
they are hostile. Remember to switch your targetting system on in order
to receive steering advice for target acguisition {refer to Section 9).

You will only ever meet single contacts from light speed because if your
craft encounters more thanm one contact craft at any location it ignores
them and remains at light speed. Similarly if ypu are in contact with
another craft no further craft will appear from light speed. In order to
minimise the number of contacts that you meet during a sortie you are
advised to spend as little time as possible alone at sub-light speeds.
Enter STEER mode as soon as you have destroyed or lost contact with
another craft.

This phase of the sortie terminates when you reach destination starbase
at light speed and are dropped into sub-light speed for recovery.

PHASE 3: RECOVERY TO DESTINATION STARBASE

This is the most daunting phase of flight for most new pilotls. The

procedures and limitations outlined below seem complicated, but you will
find in practice that if you simply maintain speed, set the transponder

to REC{overy) mogde, leave your weapens OFF, assess your horizontal ang
vertical displacements from the tunnel and take these out ONE_AT A _TIME,
with SHALL steering adjustments you will survive wevery approach!

Invariably the cause of death during approach is attributable to trying
Lo take out both horizontal and vertical displacements simultaneously and

over—-steering, leading to over-—-correction, a worsening situation, more
over—-correction, panic and, inevitably, destruction. More details are
given later under "Recovery Technigue". It is enly by meeting the

crriteri1a below Lhat starbase ecan be certain that you are not hostile.
Recovery criteria are divided into three parts. They are:
Criteria to be met from the start of the recovery to a ranpe of
14@k6. (Lagser ranger green sector, outside Alliance laser

weEapons range of starbase.)

Criteria to be met from 13%9R0 to 18BKY range. {Laser ranger red
sector, inside Alliance laser weapons range of starbase.?
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Criteria to be met from ?9K0O range to docking bay. (Laser ranger
yellow sector, inside Federation laser weappns  range of

starbase.?
The criteria are as follaows:—
Part 1 Start of Recovery to 14@KQ

You must remain within three tunnel widths of the centreline with speed
between 230/sec and 750/sec with weapons 'OFF ‘.

If vyour speed falls below Z10/sec or excpeds &70/sec then the first red
warning light on your recovery computer hazard warning system will
1lluminate. This warning is advisory and you incur no penalty while this
light 1is on. If your speed falls below 2350/sec or goes beyond 73R/sec
then you will be shot down immediately.

If your displacement from the centreline exceeds three tunnel widths the
second red warning light on your recovery computer hazard warning system
will idilluminate and the tracking radars will lock-on to vyour craft,
causing illumination of the lock—on warning light and loss of available
remaining logk+-on distancestime guotient.

If vyour displacement exceeds six tunnel widths youw will be shot down
immediately.

If vOL Switch your weapons ON then until you switch them OFF the fourth

red warning light will illuminate, and the “&ght above the doppler
display will indicate a tracking radar lock—on. ' 1f you have not set your
transponder to REC{(overy) mode the third red warning light will
illuminate, though no tracking radar lock-on will occur during this
section of the recovery.

Part 2: From 139KQ to 100KQ

You must be and remain within the tunnel with speed between 25Q0/sec and
750 /sec with weapons 'OFF' and transponder set to REC(overy) mode.

The Fart T criteria for both speed and weappons are identical to those of
Fart 1.

If your craft is outside the tunnel then the displacement warning light
will be iiluminated and you will pet a tracking radar lock-on. I your
displacement From the centreline exceeds three tunnel widths you will be
shot down immediately.

If, by the commencement of Section 2Z; you have not yet set vyour
transponder to REC({overy) mode the transponder warning light will be
illuminated and you will get a tracking radar lock-on.

Part 3: From 99KQ@ to Docking Bay

You must remain within the tunnel, with speed between 250/ser  and
75R0/sec, with weapons UOFF and transponder set to REC(pvery) mode.

The Fart I criteria for both speed and Lranspeonder are 1dentical to those
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of Fart 2.
If your graft is outside the tunnel you will be shot down immediately.
It your weapons are switched ON you will be shot down immediately.

The above criteria are all presented in Appendix II in tabular form for
guick reference.

Recovery technique

When you First arrive at destination starbase you will ALWAYS be on a
flight path which is parallel to the tunnel, though you may be displaced
from it by up to twe tunnel widths. Because you are flvying parallel to
the tunnel your displacement will not increase, so take your time, assess
the situation. THERE IS FLENTY OF TIME IF YOU ACT CALMLY AND CORRECTLY.

Let us consider the weorst possible case.s Suppose you are displaced from
the recovery tunnel by two tunnel widths in both the horizental and
vertical axes. For the sake of the example we will assume that you are
high and to the left, 1.e. the tunnel originates apparently in the centre
of your targetting sight and passes low and to the right of your craft as
you Fly along parallel to it. As long as the origin of the tunnel
appears in the centre of your sight then you must be flying parallel to
the tunnel and therefore your displacement remains constant.

Remcve the displacement gne_axis at a time — if you try to deal with both
of them simultaneously you will probably land yourself in deep water.
Let us assume that you have chosen to take out the vertical error first -
since vyou are high you must dip the nose of your craft. DO NOT
OYERSTEER. You cannot make a displacement disappear instantaneously;
steer down only one or two notches to place the origin of the tunnel
slightly high in your sipht, and waif. Slowly the tunnel 's visual aspect
will change as vyou descend relative to it. It will move slowly from
passing 1low and to the right of vyour craft to passing level and to  the
right of vyour craft. When this state has been achieved you obvicusly
need to regain a parallel flight path, otherwise you will pass through
the tunnel ‘s horizontal centreline and end up low relative to 1t, so at
this point steer up by the exact amount thet you 1nitially steered down.
Watch the display for a few seconds to ensure  that you have re-
established a parallel flight path - if you have nol then the tunnel will
wander -~ before dealing with the horizontal displacement. - If you are
sati1gfied with your vertical positioning then make no more vertical
adjustments during the recovery.

To take out the horizontal displacement employ the same technigue. Steer
right by only one or two notches and walt. Slowly the tunnel ‘s visual
aspect will change as you approach it. It will appear to be swinging
from the right towards you. When you fave passed through the outer lett
wall of the tunnel steer back left by the same amouwnt as your initial
right adjustment -~ again, if you do not do this you will pass out through
the far side of the tunnel.

Rememnber, yeu do not need to be right in the centre of the recovery
tunnel. Az long as the central pip of your sight is ingide the tunnel
and  vyou are flying parallel to it - the origin of the tunpel is centred
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under the pip - then you are ingside and safe.
This now leaves only the transponder to deal with. Set it to REC(overy)
mode. You can, of course, get this out of the way before you start to

eliminate displacements, if you so wish.

You are strongly advised to leave speed alone during the approach. You
will be doing S@@/sec which is just about ideal. MNow all that you have
to do is leave your weapons off, preferably sit on youwr hands, and enjoy
the ride down the tunnel to the docking bay!

Do not worry if your early attempts in the simulator fail. This happens
to most pilots. Once you grasp the basic idea, however, you should find
it relatively easy to get in from any approach. It is only because
flying an Interdictor successfully into a starbase is so different From
any flying you may have done before that it seems so daunting.

PHASE 4: ADMINISTRATIVE PROCEDURES AT DESTINATION STARBASE

After your craft is secured in the docking bay you will be taken by
transporter to the Statistics Department of the Starbase Central Records

Dffice. Here vyour sortie will be assessed, your kills listed and vyour
promotion, demcticn or deportation will be conferred according to  your
per formance. The Statistics Department is able to credit you with vyeur

kills from records kept by your own on-board computer cross-referenced
with information gathered by the Starbase Terminal Menitoring Service
which picks up termination signals transmitted by craft as they are
destroyed. Each craft will be credited by type and serial number, with a
star indicating that you did receive the craft’'s serial number on your
transponder.-

You will be heavily penalised Ffor any Interdictors or Federation
Freighters that you destroy, though you will only be penalised for
destroying & Federation HMeson Torpede if you were in receipt of its
serial number during engagement. Your rank and grade display will be
continuously updated as kills are credited.

at  the end cof the assessment you will be offered the opportunity to take
your own copy 0f Starbase performance files. You are advised to dn so.

When you have finished 1in the Statistics Department you take a
transporter to the Registration Department. Here you can re-register by
ipitials and surname to continue your career immediately or else take a
period of '"shore leave" aboard the startase, the choice is yours.

Fhase 4 of & sortie is the only phase which is not simulated by vyour
built—in simulator. When Fhase 7 of the simulated sortie is complete the
simulator is disengaged and you are once again in youwr launch bay ready
to fly another simulaticn or launch on the "real thing" as reguired.
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CHAFTER 2
STARBASE AND ITS FUNCTIONS

The C Mk 4 starbase is a truly magnificent creation. Virtually a man-
made planet, being 2%KE 1n diameter, wach starbase has fifty docking
bays, ten launch bays, power ful automatic defence systems, full
servicing, replenishment and administrative facilities and its own
sizeable population. Departments and facilities of direct interest to
the Interdictor Filot are dealt with below.

Starbase Central Records Dffice Registration Department

Filots register themselves at this department by initials and surname
before each sortie. The department rups an identity check against the
latest pilots’ perswvnal records files to determine whether you are a
novice reporting for your first duty or a veteran. These record files
are able to hold personal details on meore than two hundred pilots and
after checking the files this department will advise you of your current
rank and grade and will assign you to your craft and launch bay. O+
course, it 1is possible that a mew pilot will attempt to register under
the name of a pilot who is listed as tetired, deceased or deported. Such
registrations will be gueried and, i¥ confirmed, previous records under
that name will be destroyed.

Entries on the Registration console must be of at ieast four characters
and 1f yow make an error in entry use the LEFT ARRDW key for deletions.
Use the return key on completion of your entry. I+ the department
gueries your entry, use the Y key to confirm that starbass records are
correct as they stand or the N key to deny them.

Mission Assignment Office

In the transporter en~repute from the Registration Department to vour
launch bay vyou will be offered various sortie options. You will be
offered from two to five options varying in the length of the transit to
yvour destination starbase (from 15 to S3ME) and the reported traffic
intensity based on latest intelligence reports. Generally the higher
your rank and level of experience the more demanding will be the options
vffered Lo you.

The traffic intensity reports are a general guide and, though unlikely,
it is possible Lo meel more contacts on a route reported as light
activity than a similar route reported as average. The traffic intensity
grades are as follows:

very light heawvy

light very heawvy
moderate intense
average very intense

Make vyour selection by depressing the number key corresponding to your
preferred option.
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Starbase Central Records Office Statistics Department

After successful sortie completion and docking, pilots report to the
Statistics Department where their performance is ewvaluated. This
department interrogates your craft’'s on-board computer and, cross-
referencing information with the records of the Gtarbase Tetrminal
Monitoring Gervice, credits you with your kills. Each kill is displayed
to wyou by craflt type and merial number, an asterisk appearing with the
serial number if your transponder actually displayed this during combat.

You wWill be credited with Alliance kills, while kills registered against
Federatipn craft will count heavily against you! The exception to this
is that you will be forgiven a kill against a Federation Meson Torpedo i+
yvouw did not receive its serial number during combat.

The display of your rank and grade will be continuously upgraded as your
kills are <considered, with grades ranging from Z (low) to & {(high» and
the rank structure being as listed below:

Sub lieutenant

1st lieutenant
Lieutenant Commander
Commander

Captain

Commodare

I1f vyou should fall below the rank of Sub lieutemnant grade I through acts
against Federal shipping, you will be deported to one of the eight prison
planets. pttainpment of the rank of Commodore brings with it honourable
retirement.

When evaluation 1is complete vyou have the option to take a copy of
starbase performance files. You are advised to do so. The procedure is
as follows:

Tape-based records system

(i) Insert and position a blank tape
(iiy Fress D

(iii}) Press play % record

(iv) When complete, press stop key

Disk—-based data records system

(i) Insert a previously formatted disk
(ii) Fress D

You are advised to make several copies of the records. If you are
keeping disk based records you will need a different disk for each copy
taken as any previous performance file will be overwritten. Ensure that
each disk you use has a unigque ID.

From here vyou catch a transporter back to the Registration Department.
There vyou may register for another sortie immediately o~ else go on
"shore leave". You will find that starbase is able to provide you with
all the comforts of your own home!
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Starbase Terminal Monitoring Service

All craft types, Federation and Alliance, are fitted with a transmitter
which sends out an omni-directional coded data stream if the craft is

terminated. The Starbase Terminal Monitoring Service receives and logs
these signals, adding pilot data to craft data if the craft is Federal,
and allocates a cause code to Federal terminations. These decode as

follows:

— terminated by weapons fire

— collision with another ship

Meson Torpedo impact

- terminated by starbase automatic defence systems

DR =
1
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SECTION FIVE
CHAFTER 1
COMBAT ADVICE

There 1is no substitute for experience - preferably gained in the
simulator - though you can save training time and profit considerably
from the experience and advice of those who have gone before you.

General

If you do not know what it is, DO NOT OFEN FIRE. You will incur severe
penalties for destroying friendly craft. Remember alsoc that & fellow
Interdictory in .particular, is capable of inflicting considerably more
damapge on you than Alliance craft with its rapid firing laser weapons.

Do not approach too close to a freighter if you have not received a
hostile craft serial pumber on your transponder. All freighters,
Federation or Alliance, are reguired by convention to transmit their
serial number and only fail to do so if their transponder is inoperative.
All freighters are also under instruction to open fire on any craft which
approaches too close. Without a serial number you cannot possibly
identify a freighter as friend or foe so STAY CLEAR OF IT.

With the exception of freighters it is reasonably safe to assume that a
craft which opens fire on you is hostile.

Craft Identification
Hints on early identification of contact craft:-—

(i) Lo not rely on an incoming craft type transponder
transmission for craft identification - remember that an
Interdictor can tranamit whatever it wishes. If, however, the
transmission is accompanied by a craft serial number transmission
then no doubt remains — X series numbevs are Alliance while C
series numbers are Federation.

(ii) I+ the contact alters speed note the acceleration—
deceieration rate. A Meson Torpedo accelerates at approximately
hal¥ the rate of any other craft. This will enable you to
identify or rule out this craft type.

(iii} Take an early look at how strong his deflectors are. A
very strong set of deflectors will belong to a AFreighter,
Interdicter or Jahdran Aggressor. Gallanic cruisers tend to hawve

medium  to weak strength deflectors. Be aware , bhowever, that a
weall Set of deflectors could equally belong to a battle-damaged
Interdictor or other craft., A Meson TJorpedo will always have a

deflector strength of 5@ GeVY since, if at all damaged, it will
always destroy itself against the deflector shields of its
attacker. Learn to recognise this S@06GeY deflection on  your
deflector strength indicator, but again be aware that this can
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also indicate another craft type with battle damage.

(iv) If a contact with a deflector capacity of S®BeY has a speed
in excess of &50/sec it must be a Meson Torpedo since they are
not speed limited by deflector capacity as are all other ships.
(v) If a contact alters its craft type transponder transmission
it must be an Interdictor.

(vi) I+ a craft attempts to run away shortly after initial
contact it is probably a freighter.

(vii) A contact that appears while you are alone at sub-light
speed cannot be a Meson Torpedo or a freighter since these are
not light speed capable.

Hints on close range identification of contact craft:-—

Use

As

This
receive their transmissions, if any, while not providing any information

(i Visual identification becomes posgible only at close
ranges. '
{1i7 The Gallanic Cruiser has a unique X-wing configuration.

(iii) The Meson Torpedo is the smallest of all craft types and
will remain as an apparent dot until very close range - beware!
(iv) The Interdictor and Jahdran Aggressor are wvisually
indistinguishable until wvery close range. They both have an H-—
wing configuration and can be distinguished only by the cross—
bars on the Interdictor strake fins. The Jdahdran Aggressor does
not have these cross-bars.

(v) If you are behind it and it opens fire at close range it is
a freighter as only freighters are fitted with a tail turret.
(vi) Fractice visuwal identification in the simulator.

of Transponder

a general rule you should keep your transponder in “STANDBY ™ modg.

gives vyou the advantage of being able to interrogate targets

yoursel f.

If you are receiving & hostile transmission it

an

actually look very murh like a Jahdran Aggressor use of this setting will

Alliance ship type vyourself. However, be awdre that since

delay an enemy's visual identification of your craft.

If

if

you are in bad shape and wish to discourage a contact from
investigating you, transmitting MESON TORFEDD may suffice. Be aware that
your ploy does not work you will be identifiable from fairly long
range due to the complete dissimilarity between yourself and what vyour

transmission declares you to be.

¥You

your

can sometimes save fuel and learn a lot about a contact by switching
transponder ‘ON’" and observing what effect, if any, this has on his

behaviour. If you do this it is always prudent to be truthful
transmit "INTERDICTOR® since a Federation Meson Torpedo will lock on

and

BVEn

Always set vyour transponder to ‘STANDBY' mode while changing your
trapsmission. This prevents transmission of intermediate settings

attack any craft from which it has received a hostile transmission -

if you subsequently revert to "INTERDICTOR'.

through which you pass.

is & good idea to transmit
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Be aware that your transponder settings cannot be altered while at light
speed cruise so ensure that it is configured as required before light
speed jump OCCurs. It is recommended that you set it to standby.

Your transponder settings will obviously have no effect upon a craft
whose own transponder is inoperative through battle damage, nor upon a
freighter, since they are fitted with a transmit-only device.

Use of Weapons Systems
Fhoton Bolts System

(i) Your Fhoton Bolts BSystem is your only weapons system
capable of hitting a target beyond a range of 1@BKR and
effectiveness increases with reduced range.

(ii) Photon Polts travel at finite speeds and will usually cause
a target to evade when fired. This system is therefore best used

against slow moving targets. 1f you use them against a fast
mover, try to anticipate evasion and get a ‘guns lead’ on the
target, since Fhoton bolts will always proceed in a direct line

towards the point of aim at the time of release — they do not
inherit angular wvelocities from any manoeuvring you may be
executing at firing time.

(iii) Firing & Fhoton bolt salvo will reset the targetting
computer.

(iv) Photon bolts are useless against Meson Torpedoes.

Laser Energy System
(i) Your Laser Energy System is limited in range to 100G and

effectiveness increases with reduced range.
{ii) ¥You have a very much faster rate of fire with your lasers in

manual mode than you do in “AUTO', though "AUTO" has the
advantage of making every shot count and reduces your workload.
'AUTO® is best used against high—-manoeuvring targets or against

running Gallanic Cruisers and Jahdran Aggressors to conserve
ammunition.

Weapons Gelection

(il Alwayé select a weapons system "ON° when yow encounter a
contact. You might pot need it but better be safe than sorry -~
remember. it takes about 18 Zkconds from selection ta on-line
readiness.

(ii) NEVER switch weapons on in starbase airspace.

Speed Control and Manoceuvre

I you are on the tail of an evading target use a slower speed than he
ig. This may seem a strange act but the glower cratt is always more
manoedvreable and the evasion attempts of the contact craft will usually
prevent him from getting too far away from you.

Conversely, if an attacker is on your tail and you cannot shake him off,
cut  your speed and  turn hard. A fast moving opponent will usually
_43_
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overshoot and enable you to turn the tables on him.

Beware of collision! The greater burden of avoidance usually rests with
the faster mowving craft.

Use your speed to minimise the period of time during which you are within
range of Alliance Laser weaponry while the contact is outside your own
laser weapons range -~ if you have your laser energy system selected.

1f a contact is firing Photon bolts at you keep your speed high and evade

if vyour photon bolts warning light illuminates. At lower speed you will
never evade them.

Coping With System Failures

If vyour laser ranger has failed - causing also a failure of your target
deflector strength indicator - you will have to rely on visual impression
for range information. The only information you might be able to glean

about deflector strength will be from high speed contagts. If the speed
is wvery high then the deflector strength must also be high unless the
contact is a Meson Torpedo.

If your axial advice indicator has failed — causing also A failure of
your V2 indication - you can, with practice, guage whether the contact is
closing or retreating by reference to the Doppler Velocity indicator and
relating this to your own speed and the contact placement relative to
your own axes. You can also learn to guage his absolute velocity from
these sources.

If your stabilisers have failed and you are in close combat with another
craft cut your speed to zero to provide you with a stable firing base.
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APPENDIX I

CRAFT DESCRIPTIONS

Iinterdictor M3

Fasf, agile combat patrol craft, light speed capable.

Operating authority Federal Inter—-Btarbase Patrol Force

Deflector shield capacity 158 GeV
Maximum speed{sub-light) 100 B/sec
Acceleration rate 18 Q/sec=

Fuel capacity
Operational Features

?@ kg atomic core

auto light speed navigation

rapid-fire long range lasar weaponry

extra long range, high powered photon
bolt weaponry

full feature transponder

full feature target acquisition system

full feature threat evaluation system

simulator operation mode

Gallanic Qruiser

Medium speed combat patrol craft, light speed capable.

Operating auvthority Gallanic Patrol Command

Deflector Shield Capacity 84 GeV
Maximum speed (sub-light) 70 B/sec
Acceleration rate 15 Q/sec=

Fuel capacity
Operational features

47 kg atomic core

medium—Ffire extra long range laser
weaponry

2 man crew

basic transponder

basic target acquisition system

cargo carrying capability

Meson_Torpedo

Fast unmanned craft (drone), non-light capable

Dperating Authority Federal Inter-S5tarbase Patrol Force/
Gallanic Patrol Command

Deflector shield capacity S@ GeV

Maximum speed 1@ OQ/sec

Acceleration rate 18 R/sec=

Fuel capacity 15 kg atomic core

Operational features augb lock-on to hostile transponder

medium range tele-visual identification
of hostile craft
photon bolt immunity
basic transponder
high velocity autoc-home to target for
impact attack
maximum speed not damage related
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APPENDIX II
Jahdran Aggressor

Fast, agile combat patrol craft, light speed capable.

Operating Authority Jahdian Council for Hostilities RECOVERY CRITERIA

Deflector shield capacity 156 GeV
Maximum speed 100 R/sec
Acceleration rate. 18 Q/sec>

Fuel capacity

B2 kg atomic core

i : . . LASER CRITERIA WHICH CRITERIA CAUSING
Operational features auto light speed navigation RANGER CAUSE WARNING LIGHTS TRACK ING RADAR
medium-fire extra long range laser SECTOR WITHOUT REPERCUSSTONS LOCE~ON
weEaponry
extra long range, high powered photon
) bolt weapanry GREEN Transponder not set Displacement more
pa51c transponder to RELC mode than ¥ widths
tull feature target acquisition system Speed 25-30 or 70-75 Weapons ON
basic threat evaluation system
i RED Speed 25-30 or 70-75 Craft outside tunnel
Freighter Weapons ON
Transponder not set
Fast cargo carrier, non-light capable. to REC mode
Dperating Authority Federal Transportation Command/ YELLOW Speed 25-3@ or 70-75 Transponder not set

Deflector shieid capacity

Maximum speesd
Acceleraticn rate
Fuel capacity
Operational +features

dahdra-Gallanic Supply Corps

158 GeV

18 Q/sec

17 QA/sec=

2503 kg atomic core

? man crew

2 twin extra long range laser-cannon
ball-turrets

very basic transpongder

large cargp hold capacity

to REC mode

Recovery Criteria

CRITERIA LAUSING
INSTANT
TERMINATION

Displ acement more
than & widths
Speed 75 or <23

Displacement more
than 3 widths
Speed »*75 pr <25

Outside tunnel
Weapons ON
Speed »75 or 425






