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TAPE LOADING
CPC6l28 CPC 664 CPC 464with disc
1. Hold down SH|FTand pressthe @ key.
2. EnterTAPEthen press RETURN.
3. Nowtollowthe CPC 464tape loading instructions.
cPc 464
1. Hold down CTRL and pressthe small ENTER key.
2. Press PLAY on your recorder

DISC LOADING
1. Enter RUN "DISC" then press RETURN.

GETTING STARTED
When loading is complete, you will see a rotating Cobra
Mklll space ship identical to the ship wilh which you are
equrpped.
lgnore the 'Load New Commander (Y/N)?' query for now
and press N to access the second title page. lf you are
using a joystick, press the tire button; otherwise press lhe
space Dar.

LOADING/SAVING COM MAN DERS
While docked at a space station press the @ key lo enler
the Tape/Disc access menu.
1. Load New Commander
2. Save Commander (name)
3. Changeto Disc (Tape)
4. Exil
This menu willalso be displayed ifyou press Y in response
tothe'Load New Commander (Y/N)?' query on the first title
page.
1- Load New Commander
\ôu willbe oromoted forafilename. Afler a successfulloâd
the second title page isdisplayed.
2- Save Commander
You will be prompted for a filename. After a successful
save the status page is displayed.
The Number displayed during saving is the security code
used in the Elite competilion.
3. Changeto Disc (Tap€)
This toggles the tiling system bet'/veen the DISC and
TAPE.



INlRODUCTORY DATA

Welcome aboard this Cobra Mk lll tradinq and combat
craft. The ship has been supplied to you by faulcon
delacy Spaceways, by arrangement wilh the Galactic
Co-operative ol Worlds whose Space and lnterstellar
Pilot's Exams you have just successfully completed. The
smalltlight manual supplied with the craft is designed to
familiarise you with all aspects of space flight, combat
and trading, and we hope that it will be of use to you.

You begin your career, your ship equipped with a single
forward-firing pulse laser, three homing missiles, T tight
years ot fuel, and the sum of 100 Credits (CR), ready to
embark from a space station in orbit around the planet
LAVe.

The Cobra Mk lll is the best of the medium range,
medium capacity fighter-traders, and is an ideal ship for
new traders intent on building their fortunes, or new
combateers who will constantly need to finance the cost
of both armaments and non-combative eouioment.

The ship is highly manoeuvrable, has a good C,holding
factor during hyperspace transit, can hold sufficient
Ouirium HJuel for a 7-light-year single jump and has full
AutoTrading Systems Link for use at space stations.
Further, it is protected by dual Zieman Energy Detlection
Shields, powered by four energy banks, and has a
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The Cobra Mk lll
incorporates Zieman
Def lection Shields. tore
and aft, 4 hull mountings
tor Ingram'rapid-fire'
pulse lasers, a Lance &
Ferman 'seek & kill'
missile system, a
Holodirect & ThruSoace
GravDistort
communications system,
and provision for a cargo
bay extension.



powerful, rapid-lire pulse laser mounted on tlte forward
hull segmenr. Flighr controls are elegant and simple, and
the bridge is equipped with both HoloDirect and
ThruSpace GravDistort communications systems. lts life
supporl functions are varied and flexible to ensure
maximum comfort during trading or hunting operations.

Pilot licences are issued only al the planet Lave, and it is
likely, therefore, that you are now docked at a Coriolis
station in orbit around that parlicular world_ Lave is a
rich, agricultural dictatorship, but is a reasonably safe
world at which to begin your endeavours. Galcop and
the Lave Authorities allow practice docking and depar,
ture runs to all their space stations here, and you would
be advised to take advantage of this faciliry.

IIUÏERIOR OFACOBRA MK III
The Cobra is essentially a single-pilot trade-ship, but has
been designed to support a second person, provided
that person is of o.dinary human or humanoid dimen,
sions and physiology. The ship irself consists of five
marn areas:

The cargo hold fills the bulk of the mid-space ârea, and
the cargo bay doors open downwards. The capacity in an
unmodified Cobra is 20'l-tonne canisters. Extra carqo
space may be acquired by extending the cargo bày,
which does not affect manoeuvrabilitv. Tonne canisters
(TC) attach magnetically to the cargo arms within the
bay, and lwo Autoshunles occupy the central space.

The bridge has seats for pilot and co-pilot. a Medstim
Centre, entrânce to the escape pod, descent well to living
quarters, communications console, special suit locker,
RemLock supply case, anachment facitilies for AutoDock
System and a hand,weapons locker, The main wall is
occupied by the scanner screen, astrogation console and
marn syslems monttors.



INlRODUCIORY DATA

The drive sector houses the directional thrusts, the
System Space Kruger'lightfast'motors, and the lrrikon
Thru-Space drives. Also here are the rear laser housinos.
the ECM capsule, the Zieman shietd generalors, a;d
energy banks, and the Witch-Space fuel condensors
(Ouirium). There are both internal and external access
panels. Radiation level is high.

The living and hygiene section is below the main bridqe.
and reached through a descendrng gravily well. T;o
bunks, food dispensing facilities, waste disposal (inclu
ding high-tox copper exudate for Aonians), Svnpleasure
relaxapads, and videos.

fhe equipment level runs throughout the ship, and
houses all energy banks lor lasers, plus the mrssile rests,
with dispatch shafts to the lower hull. The communi
cat,ons centre is here, and the escape pod (with a
separate entrance from the bridge) life support systems,
cryogen tanks (two) and forty cubic metres of FacsEnvi-
ronment tor emergency use.

THE STATUS PAGE

A new pilot's rating is
'harmless'; his legal
slatus,'clean'

The 'Present Syslem'reters to the planetary system
which your ship is currently in; while the'Hvperspace
System'refers to the system onto which the hyperspace
is locked.
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Commander Jameson's
rating is 'harmless' which
is surprisingwhen you
considerlhe equipmenl
and cash he has managed
to amass.lnlactas his
slatus suggesls,this has
been achieved wilh
exceptional business
acumen.

INTRODUCTORY DATA

'Legal Status' refers to your Galactic Police record. lf this
is CLEAN you have nothing to worry about. but as an
OFFENDER or, stillworse, a FUGITIVE you are likely to be
attacked by police ships.

The 'Rating' is a dispassaonate assessment of your
perlormance in combat so far.

Current cash and fuel are also displayed, along with a list
of ship fittings.

The status page is always retrievable by pressing 9

YOUR RAT]NG ASA COMBATEER
To become ôn elite combateer requires great skill and
great patience, because expen trading is essential before
the necessary more powerful armaments and equip
ment available to the Cobra ship can be bought: beam
lasers, more missiles, energy bombs, a docking com-
puter, galactic hyperdrive, etc.



INTRODUCTORYDATA

As you sailthrough space between the stars, and as you
trade. you will /iye with your combat rating. You will
begin as HARMLESS. lf you survive your tirst skirmish
you maV be reclassified as MOSTLY HARMLESS. But on
the slow climb to a status level that reflects a growing
talent for combat you will have to eÀgage many different
ships, in many different skirmishes, in the System Space
of many different worlds. You will be classified as POOR,
thCN AVERAGE, thCN ABOVE AVERAGE, rhEN COMPE.
TENT. Then you will become DANGEROUS, then
DEADLY. And at last, a few will become ELITE.

Your kills are photographed and transmitted by TS
ComDirect to the nearest Galcop Federal Law Centre.
Your rating as a combateer will increase in direct
ProPortIon.

Fly your Cobra craft wisely and carefully. Remember:
other pilots may be attempting to increase their own
combat rating by attacking either innocent traders, or
pclice Vipers (rhe ships of the Galcop Police Force). tf
you resort to such tactics (or if you adopt the fast-credit
routine and trade in illegal gods)then your combat rating
may .ise, but your legal status: CLEAN - OFFENDER -FUGITIVE, will make you Public Enemy Number One
with the Federation Crime Monitoring Authority and you
will not be left alone.

Key Function
Status
9 Status page originally

accessed by space bar,
always recalled by 9.
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Navigation and Flying

Navigation
The Galactic Co-operative is only one - allhough the
largest - of several planetary federations. and maintains
trade and diplomatic links with over 2000 planets spread
throughout 8 galaxies. The political profile of a planet rs

an important navigational consideration as many are in a
state oI anarchy and are unsale to visit in poorly
equipped ships. lmportant too is its economic profile, as
will be discussed in the section about trading.

Navigational strategy depends of course upon your aims
in life, lf vou think vou have what it takes to become élite,
you will need to chart your path through the galaxies
with care and great precision. You willwish to equip your
ship as fully and as early as possible. You will, therefore,
need to study the trading section of this manual so thal
you can work out a profitable trading route in o.der to be
able to afford the weaponry you will require. You will
have to make decisions about how dangerous a life you
wish to lead; in general, the more risks you take
(travelling to dangerous planets or trading in contraband
goods). the faster you may equip your ship but the
quickeryou will be killed. You willdiscover that life in the
8 galaxies is a question of fine balance. Although it may
seem, at first, that indiscriminate carnage is a soft option
(kills improve your rating, afier all), as your skills and
experience ot living in space mature, you will quickly
discover that piracy is a short-lived career.

Success in ihis context is a mosaic of talents: combative,
certainly, but thinking and decision-making talents too.

l1







NAVIGATIONAND FLYING

Here you are introduced to all the controls which will
eventually be useful to you in developing a route
through the I galaxies.

NAVIGATIONAL CONTROLS
It is important that you do not press the l key for the
momenl

Galactic chart. This chart shows all registered worlds
within the galaxy, and indicates your own coordinate
position. The star cursor maV be used to scan the shown
worlds tor ootentiallv favourable trade sites.

Use the joystick or the cursor control keys to move the
smallcross overto one ofthe dots, and hat 7

Worldata link. The Orbit Space Authorily takes no
responsibility lor the accuracy of the intormation
registered here, butthe trader may gain some idea ofthe
relatave wisdom of trading with the world whose data is
displayed. The information shown is distance, type of
main life form, degree ol agricultural or industrial
development, with industrial and technological level
displayed on a scale of 1-12. The government type,
ranging lrom Corporate State to Anarchy, will be a
strong indication of the danger of trading with the
system.

7 invokes a planetary
status card. Whether you
chooseto amass kills by
bounty hunting or take
the less dangerous course
ot the traditional trader
and def ensive combateer,
the eolitical and
economic intrastructule
ot planets should
influence the route you
takethrough a galaxy
(see Interplanetary Travel
and Tradel.
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NAVIGATIONANO FLYING

Uselagain to return to the chan and acquire
intormation about some more olanets.

The Iarge. oflhe crosses on the chart shows where vour
ship is and the circle shows how far it can iumo with its
curfent hyperspace fuel.

COPY or B B returns the smallcross to the larger one.

6 Local n8vigational chart. This is a high power chart ot all
planets in the immediate vicinity of your docking wofld.
Since the Cobra ship has a mâximum single H-jump
enge ol7 light yea.s, the target world must be chosen
careïully. The target cursor, used in conjunction with ihe
Worldara link. will indicôte dangerous or likely worlds lor
trade.

D It the cross moves oft the screen, use the I key to bring ir
back. Notice âlso that the O keywilltellyou howfâr away
the system nearest the small cross is.

Xey Functions
Nlvigation

5 Galactic chart

6 Localchart

D Oistance to system

COPY or B Retrieve cursor cross

Cross-sight cursor for local

and galactic systems

Data on system

?lË'o'
s

.J.t
I
x
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NAVIGATION AND FLYING

A CORIOLIS SPACE STATION
Every world registered with the Galactic
Co operative has several Coriolis space
stations in orbit at various altitudes.
Coriolis statrons aie'neulral' lerrilory,
controlled equally by Galcop and the
Planetary Government.

A new dodecahedral design (the so-called
'Dodo'stations ) is replacing the Coriolis
design in the more advanced systems.
Coriolis stations are hexagonal in ap
proximate shape. They spin along a
sangle axis running vertically lrom the
planet below. One side oI the station
always faces the planet, and it is on thts
facet that the access tunnel is located.

Coriolis stations were designed at the
GASEC (Galactic Astronautic and Space

Exploration Centre) Laboratories on the
planet Vetitice. The tirst statton was in
orbat around the wo(ld Lave in 2752.

Corolrs stations have powertul defensive
shields (against pirate attack and inept
docking) and a large fleet of Viper
fighters, and several larger types of ship.
The inside of the station is free-space, and
on each inner facet ofthe station there are
berthing and refuelling facilities, as wetl
as cities, hospitals, farmlands and leisure-
scapes.

Each Coriolis station has a diameter of 1

standard kilometre. They can berth 2000
ships, and suppo.t a fair-sized colonial life
development of humanoids.

Spacê stations are cargo
transition pointstol
interplanetary trading
vessels and shuttle craft.
They also provide
entertainment and
lodging facilities for pilots
nol wishing to go
'planet-side'.
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Leaving a Coriolis station
and approaching the
planet, Lave.

NAV GAT1ON AND FLYING

LEAVING THE SPACE STATION
On coding for Station Depart the pilot is advised to
accept a 10 second Memnsomn to dispense with
subiective experience of the passage from docking bay
to Coriolis station egress. The screen will then show a
break patlern, which is the passage through the protec-
tive lield over the Coriolis entrance tunnel.

Basic manoeuvres
The Cobra trade ship needs practice to fly well, though it
is highly manoeuvrable, very fast, and a good combat
vessel. lt accelerates and decelerates rapidly using
fingertip control:

< (o r joystick left) Ior a nticlockwise roll
S (or joystick right) for clocKwise roll

X (or joystick back) for climb
S (or joystick forward) for dive

SPACE to increase
? lo decrease your speeci

Pitch and yaw manoeuvre requires bi digital play on
keyboard model(<,>).

Notice the small dot moving around inside the large
circle on the dials {just above the large'S'). This is your
compass; the dot corresponds to the position ot the

17



NAVIGAlION AND FLYING

space slation. lf the dot is not solid then the station is behind
you. When the dot is solid ând in the cenire of the circle, you
should be able to see the space station directly in front of
)rou.

Practise rotating the space station off the screen and
using the compass to find it again.

You might see some Cobra Class ships. These are other
traders like yourself, and will not harm you unless you
shoot at them. lf you do this they will either attack or,
alternatively, run away. Shouldyou use them for combat
practice, do not expect the space station to turn a blind
eye to such unruly behaviour. Nothing will attack you
while you are within sight of the space station - unless
Vou make a nuisance ofyourself.

It is not possible to land on the planet, and flying into
planets or space stations is falal. The altimeter shows
your height above the planet's surface. and you should
not let itfalltoo low.

(lf you are a new pilot, now is your best chance to
practise docking manoeuvres with the space station at
Lave. The Lave Orbit Space Autho.ity permits an
unlimited number of practice runs by newly appointed
pilots, and does not charge. This facility is suspended
during attack, or when the Coriolis station has no free
docking space. See the illustrated section on docking
procedure.)

18

Looking back at the
Coriolis station where
youl Cobra was berthed,



CONSOLÊREADINGS

I
Câbin temperature will
incaoasê and the console
râgistel lhis when your
ship fli€6 too close to a
sun.

2
Ahimstcr. Yourahitude
above yourdestination
planetcan becrucisl,
Flying too near its surface
will b€ fstal.

3
Forwôrd velocity should
be maintained 8t
maximum on Planetary
approach. Keep it low
during spac€ station
approôch, and minimal tor
finaldocking.

4
Gyro orient bar indicators
show righUleft roll and
dive/climb status.

5
S refers to the space
station and indicates thai
you are on targetlor it and
within its protective
range.

6
Flighi grid scanner. This
sophisticated instrument
displaysa
three-dimensional view ot
spaceinthe immediate
vicinhy ofyour ship, seen
from a point behind and
above h. The precise
position of ônyshipwithin
its.angecan be
pinpointed.

NAVIGATION ANO FLYING

7
Compass. This
instrumentlirst picks up a
target planetwhile it
remains out ot range of
the main flight-path
scanner. when the
planel's spaceslaiion
nearesttoyou comes
yvilhin rangeof it, the
compass Picks uPthat
instead. When the dol is
not solid theobiect is
behind you; when solid
and in the cerilre otlhe
compass ci;cle, it should
be visible through your
lront viewfinder,

a
Fuellevel.

9
Status indicalor. ll this
indicator is green, allis
sate. Yellow indicates a
possibledanger. Rêd is
immediate danger.
Flashing red indicates
critical danger. Dangel
could be enemy craft,
getting tooclosetoa
sun etc.
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NAVIGAT1ON ANO FLYING

Once vou have left a
space station, the
controls 1,2.3and 4
change their tunction to
produce front, rear, lett
and right views
respectively.
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NAVIGATION ANO FLYING

MAKING FOR YOUR TARGETWORLD

Hyperepace and rolated controls
Having left the space station you will be in low orbit
above the planet Lave, moving at low velocity. Decrease
your velocity to absolute manimum betore coding the
astrogation console lor Hyperspace Jump.

1,2,3,4 During space flight only, 1, 2. 3 and 4 provide
access to views all around vour shio.

H Use 5 or 6 to display a chart (galactic or local,
respectivelV), and move the smaller cross to choose a
new planet, press 1. then hit H. Atrer a short delay,
the hyperlump motors will engage.

On arrival in a new planetary system, after transit from
hyperspace, you will find yourself at some distance from
your target world. This conforms with GC Flight Law.

J Even in the satest systems there can be unseen dangers,
and you will be well advised to approach orbit space, and
the safely of the space station, as quickly as possible.
Increase forward velocity to maximum. At this point you
can take lull advantage ol lhe Torus Jump Drive (J).
The lorus Jump Drive does noi lunclion (because ol
interference patterns) if there is another ship, a planet
or a sun in the immediate vicinatv. lf this is the case, a
sound signal will occur.

Soon your ship's comptter will pick up the beacon
signals of the nearest orbital space station and will
re-engage the compass to track that instead oI the target
planet. Once the Cobra is within scanning and protective
range of the Coriolis station, the Ilight-grid scanner will
begin to track it. lts own defenses are now available for
your protection. The scan console will register the letter
'S' as long as the space station is within range.

Hyperdrivaacross galarier
GthenH The intergalactic hyperdrive is expensive and can be

obtained only from planets at Tech level 10 or higher. lt
can Only be used once, and will take you to a system in a
whole new galaxy (i.e. a new 5 map). There are 8 such
galaxies and making 8 jumps will return you to your
starting galaxy. The Inter-Galactic Hyperdrive is engaged
by pressing c then H.
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NAVIGAIION AND FLYING

DOCKING PROCEDURE
Docking with a Coriolis space station is never easy,
unless the ship is equipped with an automatic docking
computer (in which case C will activate it). The Navy
Training Manual recommends the following approach
and dock seouence.

Locate the Coriolis station and approach it. The enlrance
tunnels to all these stations tace the mother planet. Fly
near to the station and then on towards the planet
(monitoring altitude carefully). By turning a half circle
you will now find your ship orientated towards the
entrance.

Approach rhe final moments of docking at DEAO SLOW
SPEED. Failure to dock cleanly can be fatal but may
simply resull in your scraping the sides of the aperture,
with consequent loss of defensive shield{s) and quite
possibly your cargo. l\4anually control the Cobra's roll
motion to match the rotation of the Coriolis station (see
illustration). The entry port must be as nearly horizontal
as Possible.

lf docking is successful; the protective field across the
station entrance is penetrated, and a break panern
appears on the screen. Berthing is handled automati-
cally.

Docking protocol, and Orbit Space Regulations, are
numerous, and are available in the 6C Orbit and System
Space Code, publishedby Federation Planet Bureau.

DOCKING PROCEDURE
Prastise docking bef ore
hyperspacing to your
target world by
re-entering a Lave station.

Acceleratè towards Lâve,
then slow down, stop ônd
loop over to face the
station.



Set the station in
your sights, aod mak€
your approach slow and
in thefinal moments dead
slow. When iust outside
the stâtion eg.ess,
'correct' the gyralion ot
your ship by manipulating
the leturight roll controls
(<,>) untiltheenlrance
tunnel appeaE
horizontal.

Provided velocity is low,
even it you scrape the
sides ot the tunnel, you
will suryive, though
possibly at the èxpense ol
some of your defensive
shields.

NAVIGAÏION ANO FLYING

Key Functions
Flying
1 Launch
SPACE Increasevelocity
J TorusJump Drive

Decrease velocity
Anticlockwise roll
Clockwise roll
Dive
Climb
Hyperspace

Gthen H Inter-galactic hyperdrive
C Docking compuler on

?

s
x
H
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Interplanetary Travel

In-FlightGombat
COMBATPROTOCOL
Not all ships in deep space, even small fighters, are
pirates. Most ships will respond to hostile action with
hostile action. lf you attack a police ship or trade in
contraband goods (see Trading ), your legal status will be
changed to OFFENDER, or even higher. lf you destroy
pirate ships, or Thargoid invaders, (or asteroids) you will
receave a bounty payment. if you shoot at the Coriolas
space station, its own defensive ships (Viper class
fighters) will ôttack you.



You must be prepared to
outwit your enemies
tactically. Speed of
reaction will not in itself
always be enough.

INlERPLANETARYTRAVEL

MANOEUVBING
The Cobra tradeship is fast, and has a very tighl turning
circle {though less tight at full speed); it is an ideal
combat ship against small packs of enemy vessels. lt will
outrun many anack craft by speed alone. but it will not
outrun a missile. Spinning, fast-slow, and duck-and
weave manoeuvres are very effective against the larger.
less manoeuvrable ships when they attack. A sudden
decrease in speed Iollowed by a tight 180'turn and an
increase in velocity will often give you a big advantage
over pursuing enemy craft.

SIGITIS OF DANGER
lf you cannot make an interspace quick jump J towards
the planet. there is a ship in the vicinity lt could be
dangerous.

ll the Status Indicator, during flight. shows YELLOW o(
RED, prepare to engage in combat.

Flashing streaks on any screen mean laser fire is coming
tn,

Laser fire striking the delensive shields makes a light
screeching sound. Listen for laser fire striking the hull
direct. Through damaged screens it makes a low,
screeching sound. DANGER.
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An incoming missile will be detected, tracked, and a
warning messageflashed on main screen.

Some star pilots are braver.than others and pirate ships
may break off and run in the face ofstiff resistance. Some
appear to know no lear - in panicular Thargoid vessels,
whose captains have had their fear glands surgically
removed

LIKELY ENEMIES
Lone-wolf traders - such as Cobra pilots- are constantly
at risk from other Spacefaring types. An understanding
of other loners, packhunters, and bounty killers is
essentat.

Bountyhuntots
Unless you have achieved FUGITIVE status, and es'
pecially if you are highly ranked as a combateer as well
as being a criminal, bounty hunters will not bother a ship
as insignificant as a Cobra lMk 3. In fact, many bounty
hunters favour Cobra trade-ships âs they make an
excellent disguise. But the real killers star-ride in the
sleek, and highly efficient, Fer-de-Lance Lightspeeder, in
which they live for months at a time. Bounty hunters can
always be found outside Orbit Space, especially around
worlds classified as'dangerous'. They are invariably of
combat rating: DEAOLY or ELITE. Bounty hunters rarely
identify themselves to passing ships, and if pestered too
closely will usually kill.

A Zorgan Petterson
Group (Zee Pee Gee)
designed vessel, tavoured
by well-heeled bounty
hunters and freewheeling
business corporations,
the Fer-de-lance isa
sophisticated craft
capable of trading,
combai, and leisure
function.



INTERPLANEIARYTRAVTL

Pirataversols
There are several ways of identifying a space-going ship
as'pirate occupied', and this is essential since pirates
and renegades will take any ship tor their purpose, from
an Asp to a massive Python. Pirates exist everywhere in
the gâlaxy, but clusler mainly around unstable Galcop
worlds, especiallv worlds run on a feudal or anarchic
system.

A 'shark-teeth' design
personalises this h^hon
Class Deep Space Cruiser,
which probably belongs
to a galactic freebooter or
pirate.

Small ships hovering very distant from a planet are
pirates. Large ships accompanied by a mixture of small
fighter types are pirates. Ships that refuse to
acknowledge identification signals are pirates. Around
worlds run by autocracies, or clans, pirates will very
often have been paid to leave trade ships alone. Piracy is
a huge, and complex, business, and any life-respecting
trader will learn the tell-tale signs of pirate presence.

Police
In a Co-operative of Worlds as complex as the 2040
planets of the Galcop, the police can be as menacing as
they can be helpful. The typical police vessel is a Viper
GH Class PulseShip, which is very fast, and very
manoeuvrable. They are on constant standby on every
Coriolis and Dodec space station, and will attack - a
pirate, or a fugitive trader - within seconds. They do not
make arrests, they destroy. There are different police
departments serving different purposes - narcotics,
space-drunkenness, psychotic shooting. niracy, slave
trading etc. - but all have small fleets of these very fast
Viper patrol craft.
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The Viper police ship is a
highly manoeuvrable
short-range 'hunter-
killel'.

A clear oicture of a Fer-de-
Lânce Fighter, the pirate's
answertolhe Viper police
ship. Fastand mano€uvr-
able, it is largeenough to
carry two tonnes ol cargo
and 4IFS Seek & Hunt
missiles.

Thargoid invasion ships and Thargons
The Thargoids are humankind's deadly enemy, and
throughout the 8 galaxies there are at least 50 war zones
between humanity and Thargoid. This highly technologi
cally advanced insectoid race is also at war with 17 other
spacegoing life-lorms.

All Thargoid combateers are ruthless in combat, and
some mav be comoarable with élite status human
combat pilots.
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The Galac'tic Banks will
pay a handsome bounty
tor the destruqtion ot a
Thargoid invasion ship.
Your mosi dangerous
enemy, a Thargoid may -
in addition to its own
fire-power- activate
remote-controlled killer-
c.aft ('thargons'). Destroy
the 8-sided mother ship,
however, and the
lhargons will cease to
pose a threat.

Though most of the Thargoid Space Fleet is currently
engaged by the Galactic Navy in Intercalactic Space, a
few of the smaller banle ships make occasional
destructor-raids into human space. These ships are
extremely fast for their size and invariably have
anti-missile (ECM) Systems.

Additicnally, most Thargoid banle ships carry several
small, remote-controlled'thargons', killercraft each
equipped with a single, but highly advanced, pulse laser.
The Galaclic Navy are developing their own deep'space
Remcraft, and pay a large bounty for any thargon craft
thatare broughttothem.

(N.8. Eounty on Thargoid invasion craft destroyed is
very high. Thargoid battle-cruisers believed to be able to
'hover' in Witch-Space (hyperspace) and destroy
through-coming craft).

OTHER SPACE TYPES
RoGk hermits
Pirates. ageing bounty hunters, or planetary outcasts,
who create living space out of asteroids. They usually
choose large asteroids, and set up signal beacons to
warn off miners. GalCop Law protects Rock Hermits, but
since most of the asteroid is hollowed out, there is little
ddvantage to be gained by 'mining'them anyway.
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Gonoration!hipg
Before the development of the WS Thru-Space drive, in
all its various forms. interstellar travel occurred in large.
self-sustaining environment ships - Generation Ships -
most of which have now been logged and their progress
monitored. There are more than sêventy thousand ot
these immense vessels ploughing their way through the
galaxy, some of them into their 3oth generation. The
penaltyfor interference with such a vesselis marooning.

Spacadrodgers
These immense tactory ships are to be found wherever
there has been a war, or a Thargoid invasion. or a natural
catastrophe. More than forty miles long, the dredgers
are a life-form 1o themselves. The Dredgers are huge
cities in space, feeding off debris and ruination. Heavily
armed, and with fleets of reconditioned fighter ships,
they are to be avoided at all cost.

COMBATCONSOLE

I
Dofànsivo shieldsiake
powù trom two energy
blnk sourcas, fore and aft.

2
Mlssile stâtus deplcis the
numb€r ol missiles on
board and whelher they
ars 'iargettFd' (green) or
'untargatt€d' (Hack) or
'locked and rêâdy io f ire'
(rèd).

3
Energy banks will rapidly
drain il detensive shields
aretaking excassive tire.
Using las€rs oran ECM
System willako drain
their resources. Whên the
fourth bank istôpped, an
ENERGY LOW message
will flash onto the scraen.
Evêntually, in normâl
circumstances, the banks
willb€ automatically
replenishsd bysurface
radiation absorplion.

4
Lssertemperature will
ris€ during conlinuous
tiring ofthe ship's lâsêr(s).
Asthe centralhousing
overheats, a laserwill
temporarily cut out rather
than destroy the system.
5
The 3-dimensional
scanner operates in such
a way that you can
pinpoint a ship above and
balow yours, as well as to
the front, bahind orto the
sides. The vsrticsl bars
show this cleâily.
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AGGRESSIVE WEAPONRY

4 offers weapons and
other - non-combative-
hardware for sale.

ITEM

Fuel
lM issile
Large Cargo Bay
ECM System
Pulse Laser
Beam Laser
FuelScoops
Escape Capsule
Energy Bomb
Extra Energy Unit
Docking Computers
Galactic Hyperdrive
lVining Lasers
l\,1ilitary Lasers

l-asar!
Pulse lasers are initially housed only in the front of the
ship, and so no sights appear across rear or side views
until such time as you have sufficient credits (from
combat and trading) to afford lasers for these mount-
ings. As we shall see, with sufficient cash yôu will also be
able to upgrade pulse to more powerful beam lasers.

The Cobra astrogation console accommodates a single
laser-fire key (A). Pllots with joysticks use the fire button,
of course. Even lully equipped only one laser may be
fired at a time, lf a laser overheats it will not fire (observe
the lasertemperature bar).

Lasers are the principal armamenl ofallspace fighters.

Pulse lasers will be offered for sale at planets of Tech
level 3 or above (see Trading). Beam Lasers will be
offered atTech level 4 or above. It a beam laser replaces a
pulse laser the price of the pulse laser is refunded after
the beam one has been fitted.

Pulse laser sp€citication: Ingram Model 191944 Pulse
Laser is recommended for all positional laser mount-
ings, but is especially effective for rear-shooting. Fire6
intermittent laser'rods'61omm in length, wilh a cycle
rate of 1500 RoPM. The barrel is ot high grade Allutium
fibre. lined with lempered OuOorian Silica. Power
provided directly from inverse energy banks contained
in main ship's drive. Each rod is capable ot piercing
267mm of Flux-Locked metal.

TECH LEVEL

Always

PFICE/CR

Varies
30

400
600
400

1000

1000
900

1500
1500
5000

800
6000

4
5
6
7
8

10
10
10
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Beam laser specitication: Ingram N4odel M1928A2 is
highly recommendedfor front shooting. Beam lasers tire
continuous laser strands, up to 150 in parallel. Barrel is
Allutium + lined with tensioned plastiglass, and as with
the'191944 Pulse laser, power is provided by main drive
link. Beam lasers are capable of slicing through 410mm
FL meral.

Military lasers are the very hêight ot sophistication.
Costing fifteen times the price oI a pulse laser and
available only on planets at Tech level 10, it is an
extremely eftective piece of hardware.

(See also Mining lasers under Non-combative Equip-
ment)

Military laser specification: Ra nge and penetration twice
as effective as the Ingram model M1928A2 beam laser.
This is Lance & Ferman's entré into the laser market.
Hitherto known for their highly effective and relatively
cheap missile systems, in the military laser they have in
effect created a whole new laser market. The LFgo is the
current computer-aided model and comes with
x4SUSATsights.

Misrile3
Missiles are always available, whatever the nature of
your destination world, though no more than Iour may
be carried at any one time. They are extremely effective
weapons and are carried by the larger star ships. Your
ship's computer will warn you when one is fired at you
with a message on-screen. Unless your ship is fitted with
ECM (see belowl you will have to outmanoeuvre the
missile, which will home In on you relentlessly. lI a
missile hils you, it can almost completely exhaust a lully
charged shield and. if your shields and energy are low,
maywell be fatal.

Before a missile can be tired it must be locked onto a
target. When fired, it will home in on that target and
destroy it, unless your enemy successfully takes one ot
the precautions described above. The missile launch
mechanism is very reliable and hardly ever iams.
Missiles can be locked onto largets jn any view (1, 2,
3or4).

The targeting sequence is engaged by hitting the T key.
One of the square missile status indicators on the
astrogation console will then turn green. When anv
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possible target enters the cross-hair region the missile
will lock onto it, the missile status block turning red. A.
beep will sound to inform you ofthis.

M and U The M key will then fire the missile. The U key (Unarm)
will abort the sequence at any time beto.e firing.

Missile specilication: Lance & Ferman Homing Missiles
(4x4) are now recommended for all small class trade-
combat ships, but can be fitted as part of a mixed design
weapon rack. LF missiles have 2lL-135 guidance sys-
tems. and optional manual directiona I control overrides.
Warhead packed with Terminal 9 explosive, and the 4x4
is invulnerable to all known counteraction, except ECM
systems. Capable of Megazon Destruct Force 7. Proto-
type first used in 2987. during Ineran Wars.

Readily available and
relatively cheâp at 30
Credits, missiles are
extremely effective
weapons, T targets a
missile when an enemy is
in your sights (a bleep
confirms thisl.Mwill fire
it; U will unarm it. ln the
picture, this ship's energy
banks are sbout to be
substantially reduced.

TAB
En€rgybombs
An energy bomb will be offered tor sale at a planet of
Tech level 7 or higher, and can be used only once. lt is
acrivated by the TAB key and will destroy all other shaps,
asteroids, and missiles in thevicinity.

Energy bomb specitication: Medusa Pandora Self
Homing Energy Eomb (available at Tech Level 7 worlds
or higher) is a tactical weapon capable of Megazon
Destruct Force 13. Has heat radius of 9000 km.
Developed by Klaus-Kline laboratories for multi-role
combat using 'lau nch.and-leave' tech niques.
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DEFENSIVE MEASURES
llatety zone
The Orbit Space around any Coriolis Space Station is
safe. The Stations own defences will come to your
immediate assistance. Entry to safety zone is signalled
belowthe comDass.

Shreld3 and enorgy bank3
Your ship comes equipped with fore and aft shields and
energy banks. the shields protect your ship trom
aggressive lire, and will be recharged from the energy
banks. Constânt fire will harm the shields. Once a shield
is depleted, enemy lasers and missiles striking that
shield will take energy directly from the energy banks
and may even destroy items of cargo or ship tinings.
When all your energy banks are empty your ship will be
destroyed. Using lasers or an ECM system will also
deplete your energy banks.

the ship's computer will keep you informed of any
damage to your ship and willalso warn you when energy
levels are dangerously low.

An Extra Energy Unit may be fitted at planets of Tech
level 8 or higher, and doubles the energy bank
replenishment rate. This is the energy unit with the
copper coloured top. No other unit looks like it, or lasts
like it.

Once a defensive shield is
depleted, enemy missiles
and lasers willtake
energy directly trom your
ship's energy banks (1,2,
3,4 on your console).

ENERGY LOW appears
on-screen when further
atlacks will very soon
spell disaster for your
shio.

Spinning away from a
pirate ship is an escape
capsule which will
take the space brigand to
a station nearby.
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Detensive shield specitication: The shields consist ot
hi-tense flux webs ot Zieman-charged sub-particles.
They are weakest where the laser and missile tubes pass
through the ship's hull, and along the central ship band
where the two shields overlap, and cause a stress zone.

ECM
An ECM Svstem {literallv Electronic Counter Measures
System) is offered for sale at Tech level 2, and may be
used any number of times given sufficient energy
replacement. When activated by the E key, ECM destroys
all missiles in your vicinity - including any that you have
fired. Some enemy ships. especially traders, will have
this and may use it against your missiles. Your ship's
computer displays an E on the console when it detects
ECM broadcasts.

Anti-missile (ECM) system specification: Radiant-
Magnetic 'wipe-out' using ion-saturation theory develo-
ped by Bell and Braben on Riedqual 359. Electronac
Counter Measures Systems use minute charged par-
licles of InterSpac Heavy Element dusl, releasing their
radiant energy and setting up expanding nuclear flux
chatns.

Escapecapsulg
An escape capsule can be fitted in place of your cabin
at any world of Tech level 6 or higher. It ESC is then
hit during combat the capsule will be iettisoned from
the ship,be aulomatically tracked.by the nearest world
and wrll travel safely to a Coriolis space station. Your
cash will be preserved but all your cargo will be lost.

However, this item comes with a widely recognised
insurance cover which will guarantee you a new Cobra
Class ship. equipped in like manner. The contents ot the
cargo hold is exempt trom this protection.

Since the unique lR signature of a ship's hull is used to
file police records, abandoning your ship in this way will
have the eftect (unfortunately exploited as much by
galactic brigands as trader victims) of clearing your
oolice record.

You may see an escape capsule leaving an enemy ship.
This will not harm you unless you crash into it.

Escape capsule specitication: Recommended model is
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the Xeeslan FastJet LSC 7, which can support t\ivo
human life-forms for seven weeks, in moderate Suspen-
ded An.state.

NON.COMBATIVE EOUIPMENT
Fuel
Fuel is always available. You can refill your tanks to full (7
lig ht-year) capacity - no less is permitted.

Fuol Scoopi
Fuel Scoops may be fined to the hull at a planet of Tech
level 5 or higher. These enable a ship to obtain free
hyperspace fuel by 'skimming the sun'- flying close to it
at high velocity.

Since fuel scoops utilise powerful electro-magnetic
fields 10 guide rhe solar wind into their converters, they
may also be used to pick up miscellaneous space debris.
Almost all pirate vessels are fitted with rhese so that they
can blast their prey apart and sift among the wreckage,
rathe.than attempt to dock with a hoslile craft.

Once fuel scoops are installed, you can scoop up an
object (such as a cargo canister) by keeping it in the
lower half of the screen view area while flying righr up to
rt.

Fuelscoop specilication: Fuel scoops are considered an
essential for Deep Space, and dangerous zone trading.
They have a standard design, and a standard fitment.
They use powerful electromagnetic fields to guide solar
wind or small space debris into their Reoax convertors.

Cargo bry ertonsion
One cargo bay e)dension can be boughr. increasing the
hold soace from 20 to 35 tonnes.

Cârgo bay extension specification: Standard model is
the Mariner Freight Chamber.

Dockingcomputel
This is available from all Tech level 9 planets; they are
fitted to the ship's Jlight control system and enable it to
dock the ship automatically. The auto-docking sequence
isinitiated rythe C key.

Docking computer specification: The SinCorn RemLock
D&A System is a sophisticatdd and expensive piece of
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gadgetry. lt comes with Memnsomn pilot interaction to
induce hi-cram sleep during the manoeuvre.

Intergalactic hyperdrive
GthenH The intergalactic hyperdrive is obtainable only from

planets at Tech level l0 or higher, and can only be used
once. The lnter-Galactic Hyperdrive is engaged by
Pressing Gthen H.

IGH specmcafion Although a number of manufacturers
have supported a whole range of IGH motors, it is
recommended you remain loyal to Xexor/Hikan who
provide the standard hyperspace transit drives.

Asteroid mining lareru
Asteroid mining involves the titting of fuel scoops and
special mining lasers to your ship. Ships which always
carry them are known as 'Belters'. They search for
asteroids and, on finding one. use the laser to fragment it
into pieces sufficiently small to be taken into the cargo
Day.

Mining lasers speciticâtion: Kruger Model ARM64 Sp.
Mining laser is highly recommended as both a trade and
combat addition. Uses variable frequency laser rods of
200mm length. fired in wide beam. 100 channels/beam.
Automatic debris-pattern lock ensures no fragments of
large size ol target asteroid impinge on ship space. Can
destrov asteroids of up 1o 2KÎHH durable Mass. Must be
fitted with a fuel and matter scooo.

Key Functions
Combat
A
T
M
U
E

TAA
ESC

4

Fire laser
Target missile
Fire missile
Unarm missile
Operate ECM
Launch energy bomb
Launch escape capsule
Buying equipment mode
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The Cobra Mk lll, designed primarily as a trading ship,
combines combat efticiency and manoeuvrability with
substantial cargo space (20 Tonne Canisters) and with
scoop attachments for space debris, jettisoned cargo
and space rock.

Most space stations have made the process of trading
very simple, in order to facilitate a fast lurnover in goods
and ships. lmport and export tariffs - which are high on
some worlds - are automatically added or deducted and
this is reflected in the orices shown. The auto-trader
system, employed by the Cobra, does not allow for more
specif ic trading deals to be performed.

A selection of the more valuable alien items that are
tradeable is given in this manual, but the trader must
dealwith them in oerson.

Once docked you are linked directly with the Corcom
Trade System. At your request you can obtain a Iist of
basic trade items available for purchase.

Slaves are measured by the tonne in galaclic trading.
This may seem a linle strange, but it includes the
cryogenic suspension system necessary to keep them
alive during space travel. The slave trade, once almost
eliminated by the Galactic Government is now returning,
desDite the efforts of the Galactic Police Force to
suppress it.
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ITEM

Food (Simple organic products, see below)
Textiles (Unprocessedlabrics)
Radioaclives (Ores and by'products)

lSlaves (Usuallyhumanoid)
Liquor^y'y'ines(Exotic spirits f rom unearthly f lora)
Luxu ries (Perfu mes, Spices. Coffee)

tNarcotics (ïobacco,ArcturanMegaweed)
Computers (lntelligentmachinery)
Machinery (Factory and farm equipment)
Alloys (lndustrialMetals)

lFirearms (Small-scaleartillery,sidearmsetc.)
Furs (lncludes leathers, Millennium Wompom Pelts)
Minerals (Unrefined rock containing trace elements)
Gold
Platinum
Gem-stones (lncludes jewellery)
Alien ltems (Anefacts, Weapons etc.)

tThese ltems are defined as illegal by the Galactic
Government, so trading in them is risky.

AVERAGE
PRICE/CR

4.4 tonne
6.4

21.2
8.0

25.2
91.2

114.4
84.0
56.4
32.8
10.4
56.0

8.0
31.2 tg
65.2 ,,

16.4 g
27.0tonne

Shown on this list are the ouantities of each item
available, and the current market price per unit. Most
Corcom Trade Systems deal exclusively under blanket
categories. including FOOD, MACHINERY. MINERALS
and GEMSTONES.
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The prices shown at the time of trading represent an
offer to you and will be guaranteed while you are in
Trading Mode.

The purchasing of ilems is almost instantaneous. You
will be oflered each in turn. lf you do not wish to buy,
merely indicate your decision by pressing RETURN.

8 activates a list of basic
trade items at current
market prices.

0 ofters an inventory of
cargo. fuel and cash.

2 puts you in purchâse
mode. Press RÊTURN if
you do nol wish to
purchasê a particular
item.
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lf you wish to buy. numerically indicate the amount you
wish to purchase; autoSCAl\4 modules will immediately
load your purchase into the cargo bay. Your screen will
indicate your remaining credit facilily.

When all items for sale have been offered to you your
cargo hold statusw ill appear to confirm your purchase.

The Cobra trade ship must dock with a Coriolis space
station before buying or selling cargo. lt has no Free
Space trade facility, apart from routine jettisoning of
cannisters.

Once docked, the selling process is automated, although
there is no requirement to sell.

3 puts you in selling
mode.

HowtoTrade
EUYIIIIG MODE FOR GOODS
I list of goods available on target

olanet
0
I
2

inventory ofyour cargo
tc' see again what is available
you are now being asked {atthe
bottom ot the screen) how much
tood you want to buy. Choose a
number equalto the tonnage oJ food
you wish to purchase, and press
RETURN. You will then be asked, in
turn, how much you want to buy ot
eachitem on the list ofgoods
available. Press RETURN when you
donotwish to purchase. You can buy

only 20 tonnes in total, and no more
of a commodily than there is
available. Once you have gone
through allthe items. the trading
computer will print up your
Inventory.

SELLING MODE
3 entersselling mode. This comprises

a series of queslions, the
answers 1o which will concern the
possible sale oI all cargo including
thatjust bought.

*(Advanced selling systems permit the
sale oI precise amounts. )
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AdvicetoTraders
The Cobra trade ship can be fitted with four lasers, four
missiles and one energy bomb. This should be sufficient
to make trade possible within the System Space of even
heavily piratised worlds. 8ut it is strongly .ecom mended An artist's impression ol a
that pilots achieve a combat ot at least 'Deadly' before section of the cargo bay
any worlds designated 'Anarchy' or 'Feudal' are approa- ola Pytho{r Class Inter-
ched, especially if the cargo is high tech machinery or stellar Freighter.lt is the
luxury goods. largest knorvn freighter

with a l(xltonne capacity
To make money as a t.ader is no easy task. U nless you cargo bay and is used
have backing capital you would be well advised to start mainly on the safertrade
with foodstuffs, textiles, m inerals and luxu ries. routes.

'/;l z"lt a
a.

/.

42



INTEFGATTCTICTRADING

Demand for goods varies widely and prices within
planets fluduate, but Galcop regulations prohibit
planets from advertising their requirements or announ-
cing their market prices beyond their own System Space.
Any trader. therefore. approaches all transactions with a

certain financial risk.

Trade depends upon demand, and selling prices depend
uoon the level of demand on the planet, and its available
money, None of these facto.s can be assessed belore
docking.

Agricultural planets invariably have excess produce at
reasonable purchase prices, and such food sells well at
industrialised, middle- to high-technology worlds. Raw
materials, and ores, will sellwelllo middle-tech worlds,
which are usually able to refine them, and the refined
product can fetch excellent prices al worlds of very high
tech status.

The rules âre complex, and anarchy and piracy has its
effect on causing the rulesto change

In trading with a planet, consider its economic profile:

Agridrhural worlds need specialist food and raw
materials, but mostly basic machinery and spare pans. It
they are rich, they need luxuries and high tech industrial
machines. They produce food in quantity, raw materials
and specialised 'organic' items, like some textiles.

Industrial wodds need agricultural produce; raw mate-
rials {for refining); resource exploitation machinery; (if
rich) high lech goods. They produce basic items of need
for civilised worlds: beds, seals and gaskets, power
storage units, basic weapons, mass produced fertiliser.
mass Droduced medicines etc.

Thinkabout a olanet's needs.

Think what might make the societytunction.

Don'ttrade expensivetrivia to a hungry world.

IF THE PROFIT ISN'T WORTH IT, TRADE IT SOME-
WHERE ELSE.
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Alternatives to Trading
Since the Cobra craft is equipped as a fighter as well
as a trader, with in-built capacity for strengthening its
armaments. there are alternative life-stvles to tradino
which may prove profitable, but which are excessiveli
oangerous.

BOUNTYHUNTING
Galactic banks. which insure the larger trading convoys,
will pay a large bounty for each pirate ship destroyed. A
ship's computer will transmit photographic evidence of
any kill to rhe Galcop Bank Federation Monatoring
Authority. The lR signature of the destroved shao is then
tallied with all known pirate vessels, and the bounty
hunter pilot credited accordingly.

Eounty hunters commonly have Cobra Class ships in
order to masquerade as traders. They simply hyper,
space into a system (anarchic and teudal worlds
especially) and wait to be attacked. ensuring that they
have sufficient hyperspace fuel (Ouirium) for a quick
escape.

PIRACY
Piracy is widespread throughout the 8 galaxies, and
many pirates are not hardened criminals at all, but failed
traders who have turned to this way ot life in
desperation. To survive as a pirate, looting freighter
convoys and small ships, requires a high degree of
comtat experience, since not just Police Vipers will
pursue them, but other pirate ships and Bounty Hunters,
too, will prey upon them.

But the rewards are high. Provided the pirate ship is
equipped wrth a fuel scoop, the jettisoned tonne.
cannisters of attacked cargo ships can be scooped up
and traded.

ASTEROID MINING
There is money in rock, but to make the most of it a Cobra
ship must be fitted with a fuel scoop and a MinReduc i 5
Mining Laser {or some equivalent type). The_ mining
lâser will blast very large asteroids into very small
fragments and the scoop can rapidly swallow this
tradeable ore.
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Asteroids are large
chunks ot rock which âre
mined (for the valuable
trace elements that they
containlwith the aid ol a
mining laser designed to
fragment the .ock into
splanters small enough lo
be taken into a cargo bay
by a fuelscoop. As they
are a navigational hazard,
a small bounty is paid for
destroying an asteroid,
and a killawarded (which
will help to improve your
ratang).

Chromalloy canisters are
used to store cargo
during space llights. They
are extremely resilient
and may Survive the
demise of their holding
vessel. Such canislers can
be picked up in space
with a fuelscooplitted to
the bottom of a ship, but
pilols beware picking up
contraband by mislake
since it may harm status
and invile atlack.

FREE SPACE CARGO
Trade shrps are oflen destroyed (by naturâlcatastrophe
or enemy action ) a nd theû cargo left ungathered. Usinlt a
fuel scoop such'free bounly'can be collected. The
conlents of lhe cannisters will be unknown until they are
taken aboard and examined, and may be wortllless or
wonh a fonune. lf their contents are illegal goods, they
cannot be traded or sold withoLlt legal rrsk.

(NB: Pressurised cargo canisters are the Universal
rnuôns ol stofing carqo for Interplanetarry Space Voya
grnll M.de of HiFltrx Chrornon alloy, they hold onÉr Girl
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Tonne of goods, under variable pressure and tempera-
ture conditions. Tales have been told of such barrels
being discovered afteroverfive hundred yearson barren
moons, and such 'Moon salvage'is a remarkable source
of historical artefact material,)

ILLEGALTRADIIUG
It is surprising how many planetary syslems will allow
the purchasing of illegal trade items, notably firearms.
nârcotics (especially Arcturan Megaweed) and slaves.
Slaves are supplied in cryosuspension in transporter
coffins, and often turn out to be old and sick specimens
of vaguely humanoid lile forms. Nonetheless, few
systems will allow the selling ol these items without
taking recriminatory action.

Key Functions
Trsde
8 Market pricss
0 Inventory
2 Buying mode/trade goods
3 Selling mode/trade goods
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Political Profile Of
The Universe

GonsequencesforTrade
To trade successfully, and profitably, will almost
certainly require you ro fly the Cobra trade ship inlo
politically unstable planetary systems. Pirate and free-
booter activity is high in many solar systems, and
adequate ship detences are essential if the rewards of
higher selling prices are to be reaped

For the benetit of new traders, a brief political summary
is given below, but reference should be made to Kroweki
& Caï's PsychoHistory and Economic Theory in the
GalFederation,2S45

Planetary governments, or fede.ations, determine the
relative safety of their Solar Space. Ranked in decreasing
order of safety, the 2040 officially registered worlds of
the Galactic Federation can be classified as

CORPORATE STATES
DEMOCRACIES
CONFEDERACIES
COMMUNIST STATES
DICTATORSHIPS
MULTI-GOVERNMENTS
FEUDALWORLDS
ANARCHIES

CORPORATE STATES
Like ENGEMA and ZAATXE, these are well ordered
worlds,which have usually developed from senlerswho
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practised a tree trade form oI competition. Taxation is
hagh on such worlds, but the living standards are high
also. Corporate planets wish to protect their trade, so
goods are expensive. but luxuries are welcomed. lmport
licences are often necessary.

Engema is an agricultural world, run as a single farmlng
co-operative. Farmers receive a tixed payment for their
crops, whelher or not the harvest is good, and selling
pfices do not vary greatly. lt is a dependable rnarket, and
cuslomer relations are good. Luxuries, machinery and
raw materials sellwell here.

Zaatxe is an example of a rich, industrial slate (Tech level
12). lt produces luxury goods, elaborate and innovative
machine systems. and specialises in Prototype design.
Prices fluctuate depending upon the level of inter state
competition, but it is always a safe bet to buy
recently-developed machine items which have not yet
spread very far across the galaxy.

DICTATORSHIPS
Dictatorships such as the worlds LAVE and ENZAER, are
only moderately safe to trade with, but are wellworth the
risk (provided the trader is well defended and combat
trained). Verv often pirate anack will not occur because
of an agreement between pirate fleets and the world
itself. A proportion of all incoming trade is 'allowed'to be
stolen by pirates, who will then leave the world alone,
and protect its ships trom aliens or rogue traders. lt is an
uneasv liajson, which often breaks down.
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Lave is an agricuhural world, and Enzaer an industrial
planet. but a similar principle operates on both surfaces.
There are two tradang standards, that of the People and
that of the Aristocracy. Standards oI living are artificially
generated, a veneer of progress, and luxury goods,
machinery and lextiles sell well - usually. The great
demand, however, is lor basic commodities, especially
foodstuffs, clothing and raw materials. These will sell
well when the voice of the People has been raised in
protest.

ANABCHY PLANETS
A trader can make his biggest profits here and reach his
grave the quickest. Worlds like Onisou and Xeesenri
have vast wreck-yards in far orbit, the dead places of
ships that came to lrade honestly, and fell prey to
IflCKery.

These are lawless places, and have usually become so
because the original settlers compeled too hard when
there was too little resource material. Those worlds
which survived holocaust did so because of uneasy and
bloody alliances between clan families. Pirates and
mercenaries were hired for protection and assassination
purposes. Anarchic worlds will trade readily in narcotics,
slaves, firearms and exotica, and the price will be
good . . . if you get a price at all. These worlds are almost
always supplying invisible Masters, usually elite trader/
combateers who have turned to crime as the most
profitable way of life. Such form loose federations, and
trade on the black market extensively throughout the
galaxres.

ïhese worlds pay highly for goods they cannot produce
themselves, because they know that trader s avoid them.
Their own products need specialised, illegal outlets:
weaponry. narcotics, eavesdropping devices ... it it's
covert, then anarchic worlds are producing it. Trade in
these items and you will get rich quick. or dead quick, or
at least become a'Fugitive'.

Alien Races
Of the 2040 officially registered planets in the calCop, all
but 45 support human colonies only, that is to say,
human presence elsewhere is restricted to settlements
an under'populated pans of the land surface.

49



POLIIICAL PROFlT€ Of IHE UNIVERSE

Trading at such worlds depends, for ats success, very
much upon the extant state oI co,operation between
human and alien. Humans control the Coriolis stations in
orbit, but the availability of items for trade, and their
relatave expense, can be affected by the controlling life
rorms.

Most alien life forms are either too primitive, or too glad
of off-World trade, to interfere. Some, such as the
Repriloid life form of Esanbe or the AmDhibioids ol
Anbeen, can make a trader's life very difficult, bV
haggling at the point of a laser.

The available planetarV information on all worlds will
indicatethe natureof the inhabiting liteform.

Bird-torms. Dealing in alien artefacts on such worlds
often involves Iorming a close liaison with Flight Elders,
or Nest Elders, and this is very much a job for the
specialist, Eird-forms are, on the whole, a delight to trade
wirh, and the highest form of honour (fairly universally)
that an off-worlder can receive is an invitatjon to'keep
the eggs warm tor a moment'.

Amphibioids are usually a lot sharper than their wet,
sluggish appearance would suggest. They are usually
keen to trade in narcotics, or exotic foodstuffs. Skin
creams are always well received. Technologically they
tend to be backward, but will pay high prices for such
middle-range items as automated ponds, croak metres,
spawn treezers and swamp purifiers.

Felines are dangerous in the extreme. No matter what
sort of politacal structures the world may have, feline
aliens are pack orientated, and feudal, and very
unpredictable. All traders are advised to wear body suits,
to prevent secretions of srveat from triggering a feeding
.esponse among these hostile and enigmatic life forms.

To win the confidence of a feline alien is almost
invariably to be invited to mate, so a certain alootness is
recommenoed.

Insectoids. The most dangerous insectoidal life form is
the Thargoid, which is menlioned in the Combat section.
Insectoidals are usually highly intelligent. often existing
as a group mind. There is rarely any individuality among
insectoids, and the trader must beware making deals in
such a way. One life form builds earth cities up to four
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miles high, and over four million drones live in the
middle levels, According to legend, any trader who
voluntarily âscends the eanh passageway from ground
to upper surface ofthese immense mounds is honoured
with the rare title Ascender of the Scent City. And then
consumed alive. But trading wilh insectoids can be
immensely profitâble, as there are so many of them (to
trade in wrist watches, for example, means two to tour
wâtches per individuâl in a clone-group of perhaps ten
thousand).

In dealing with any alien life-form, for the purposes of
lrade, there are three cardinal rules:

Learn the body language ofthe alien race
Cover up your body scent
Bewâre o{ Carapace concealed weapons.

51



Observer5 Guide To
Ships In Service

In most trading and combat operations, certain ships are
repeatedly encountered. All ships. whether unarmed
cargo shuttles or Navy transporters. are potentially
dangerous âs pirate and bounty hunting activity
spreads. Some ships are potentially more dangerous
than others.

The brief guide given here is just an indication of the
range of ship-types plying the trade and space lanes.
The illustrations show top, side and front views of each
craft. Dimension data provide the scale. For a fuller
account see Jane's Galactic Ships and Bemote Coloniat
Construction,slh Edirion, 3205 pub. Trantor House.

52



OESEBVER'S GUIDE TO SHIPS IN SERVICE

ADDER
Manufâctured by Outworld Workshops, â rogue breâkâway compâny
from SDaldef and Prime Inc whrch ooeraies wirhout a licen€e from an
unknown location. lhe Adder'class craft has dual âtmospheric spatial
câpâbiliiy and rs ohen used by smugglers Pregg's winglolding' system
permits landing on planetary suriaces. Caiiies one missile.

DIMENSIONS
45/8/3oft

CARGOCAPAC]rY
2 rC {Tonne Canisters}

ARMAMENTS
Ingr.m1928AZ

G.rer SÈrs€eker missil€

MAXIMUM VETOCTTY
0.24lM lLightMach)

INSERVICE DAÎE
2914 AD
lOulworldWorkshopl

DRIVE MOTORS
MANOEUVRABILITY AMlSbiThrusr
cF4

ASPMK II

CREWNUMAER

CREWNUMAER

HULLSTRESS
FACTOR
TXo 28

HYPERSPACE
CAPABILITY

Galaclic Navy vessel designed and manulactufed in government
woûshops, incorporating secr€r selfdeslrud devices whi.h are primed
to activate when the astrogâlion conlrols are used bv unlamiliar hands.
Inlegument has chameleon propenies enabling rhe ship !o assume
effective camouflâge in a ny type ol environmenl Intended lor reconnâis-
sance and the ùansport of high-ranking mililary personnel lrom combat
il s very tast and manoeuvrable. Despite ls hâzâ.dous natùre I makes
an ideal pirate vessel, primarily because of th€ sp€€d, camoullage and
high inlensity Hassoni Kruger Burst lasers. The Asp ll hâs .oom fo.
powerfulshield generalors, bul only one missile pod.

DIMENSIONS
7ofmt65tt

CARGO CAPACITY

ARMAMENTS
Hassoni-Kruger
Eurst Lâser
G6r€t Stôr3!€l€r Mi$ilê

MAXIMUMVEL(rcTY
0.40 LM

INSERVICEDAÎE
2a7A AD
GalcopWorlshops

DRIVE MOTORS
MANOEUVRAA|Ifi VohâirêWhiDlashHZ
CF4 Pulsedrive

HULLSIRESSFACTOR
TT16

HYPERSPACE
CAPABILITY
Yes
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OBSERVEF'S GUIOE TO SHiPS IN SERVICE

COBRA MK III
Lârger, more popular version of lhe Cobrâ Mk lthe Mk 2 only reached
prororypestageandwâsabândonedduerc a designfauI nrhe hL l). This
shrp is equipped wilh severâ] speciâ fealures, includrng Ziemân Ënergy
Defleclion Shields, Iore ând âtt, and mounliogs fôr loor Ingram Pulse
lasers. The Cobrâ is much lavoured by lone wolf traders who wish to
combine potenliâl superiorcombat qualitieswllh adequate cargo spâce

DIMENSIONS
65/30i 130fr

CARGOCAPACITY
20 TC

ARMÂMENTS
Ingram lâsersystëm
Lânce& FermanSeet&
Killmissil€ system

MAXIMUMVEI-OCITY
0.30

INSERVICEDATE
3100 aD
lcôwell & MgRath
Shipyards,Lavsl

MANOEUVRABILITY
cF8

FER-DE-LANCE

DIMENSIONS
lst20115ft

CARGO CAPACITY

ARMAMENIS
€rgân Lôser System
IFS Sêek & Hunr missiles

MAXIMUMVELOCIÎY
0.30

INSERVICE DAIE
3100 aD
Zorgon Pette.son

MANOEUVRABILITY
cF5
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--..-IrF

CREWNUMBER
lorz

DRIVEMOTORS
Kruger 'Lightfast'

hrikanThruSpac€

}iULLSTRESS FACTOR
TJiTS
C-Holdin9M18

}IYPERSPACE
CAPABIL|rY

A Zorgon Penerson Group lZee Pee Gee) desisned vessel favoured bv
well-heeled bounly hunters ând freewheehng business corporations. A
sophrstrcated crafi, capable of both limited trading, combâ1, and te sure
tunction. The spâcious hull is mainly given over to sophislrcaled
weaponry, defences ând nâvigalion equipment âr the expense of câ.oo
capac'lv Càorr dcconrodâlror r\ ldrge drd iu^urous w.th ertenr;e
Owndirl nc. recy. in9 fâc lities, encouraging extended tive.in periods
luselul whilsl pursuing a quarry). Fuel scoop is a siândard lining, ensuring
comoletesell sufliciencv.

CREWNUMBER HULLSTRESSFACTOB
12 TJi10

DRIVEMOTORS HYPERSPACE
Tikonirlntersun CAPAAIITY
lonic for LT Yes
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KRAIT
Small. rcliablc onc man lighter, common unli lhe standardised ve.sroo
ol lhe Mamba becâme âvâilâble on lhe open marker. Severai oJ these
eâdy Faulcon deLacy designed craft may still be found in seryice ô
remole âreas, but spâre pâns are no longer avaiable and the need to
cann ba se hâsreduced numberssl lllurtherin recentvears.

.5L=.-!F

DIMENSIONS
ao/2080 ft

CARGO CAPACIW
t0Tc

ARMAMENTS
E.gon laser system

MAXIMUMVELOCITY
û.30 LighrMach

INSERVICÊDATÊ
3021 AD
(deLacyShipwo.ks.
tN|NES)

MANOEUVRABILITY
cF8

PYTHON

DRIVEMOÏORS HYPERSPACE
deLacyspinlonic CAPAA[rrY
ZX14 No

CREW NUMAER
I

DRIVE MOTORS
4 C4lX V Ames Drive
ExlonT6NN Mod.l

HULI-STRESS FACTOR
C-HoldingA2G84

{>
l\\Z

One ol th€ lârger lrading vessels mânufâctured ln Inera Orbrt Soace bv
Whan and Prltney Shtpconstruct Cabin âccommodalion is cramped and
spaltan in conÙâstrofâciliriestorcargoand'alien environmenl lranspon
Though slow and ponderous, the crâft has powerful CC.Voltâire shields
and Volt-Varscan Pulse lasers. earnlng rt the nickname of the 'spâce
por€upine'. Nol com monly altacked by p irate ships, bul a popu lar crafi for
freeboolers, usu a I y used as â way-sralion a nd storàg€ hulk.

OIMENSIONS
130/40/g)ti

CARGO CAPACITY
ro0rc

ARMAMENTS

MAXIMUM VELOC]TY
o.20

INSERVICEDATE CREWNUMBER
270040 2G30

HULLSTRESS FACTOR
T(ensmân)YO20
C-Holdinsl(2l-31

HYPERSPACE
CAPAAITTY

Shipconstruct

MANOÊUVRABILITY
cF3
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SIDEWINDER SCOUT SHIP
Designed by Faulcon de Lacy and buill in lhe Onrirâ Orbilâl Shipvards bv
Spalder and Slarblaze Inc lo Galactic Navv specifications for a
multi-purpose supporr crafi. Mainly used for âhosphere and planetary
sudace scoùting, but extensively loo fo r city,sùâfin g, reconnaisance and
infanlryair support (and by pirates whofavourspeed and elusiveness, its
primary advantage). Has some imersparia capability. nor inciuding
hyperspace, and musl be carried through hypeEpace by jump.câpâble
vessels. Sull is too smâllforihe installation oftuelscooos. or more ihan

DIMENSIONS
35/15/65 ft

CAAGO CAPACITY

ARMAMENTS
Duâl 22- 18 lasêrs
Se€ker missiles

MAXIMUMVELOCITY
0.37

INSERVICE DATE
an
{Onrirâ(hital/
spald€i & Srsôhzel DRIVE MOTORS

de LacvSoin lonic MV
MANOEUVRABILITY
cF9

THARGOID INVASION SHIPS

CREWNUMBER
I

}iULT STRÊSS FACTOB

HULL STRESS FACTOR
Nolavailable
C.HoldingC50

HYPERSPACE
caPAa|Ltw

Though most of the Thargoid Space Fleer is cufrently engaged by the
Galâctic Navy in Inlergalact|c Spâce, a lew ofrh€smaller battleshipsmake
occâsional sorties into Human Spâce. These ships are extremely fâst for
their size and invariably have ECM Syslems (this was originally a
Thargoid invention tocounter Navy missiles, su bsequenlly copied by lhe
Nâwtrom câptured Thârgoid ships).

Addirionally, most Thargoid banle ships carry â few small remole-
controlled shaps, each equipped wilh a single pulse laser. ll is rumoured
lhal the Calaclic Nawar€ designing theirown remote-controlled lighler,
ândwill paywetl forTharqoid onesto sludy.

DIMENSK)NS
18û4|y180ft

ARMAMENTS
Widelyvârying.
Mountings 5v6ilôbl€for

MAXIMUMVELOCITY
0.20 LM

INSERVICÊ OAIC

MANOEUVRAAIUTY DRIVEMOTORS
CFG Th€rgoid invêntion

HYPERSPACE
CAPABILITY

CREWNUMBER
r50
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vtPER (POL|CE SHtPI
Smâll, highly manoeuvrable short rânge 'hunter killer'. the Viper was
specitically designed for Galcop Spâce Policing purposes by Fautcon
Mânspace and are built under licence on âll lMedium Tech wortds. The
Viper isâ single pilolcraft, butcan carrv uptoten humanoid passengers tr
has no cargo soace, but has a 'lug' capabilily, and cân row a ship of upto
140,000 MTS mass (includrng lhe Cobra Mk 3). This popular ship is âlso
caried by large freighter convoys, for defensive purposes.

DIMENSIONS
55iA)60ft

CARGO CAPACITY
Zerc

ARMAMENTS
Ing.âm MegaElâstPulse

MAXIMUMVELOCTTY
0.32 tM

INSERVICEDATE CÂ€WNUMAER
27624D{Frulcon I {up to l0l

DRIVE MOTORS
MANOEUVRABILIÎY det cysuperlhrust
HighlCFT.4) VClo

HULL STRESS FACTOR

HYPERSPACE
CAPAAILTTY
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Pilot'sLog

Gdcop rscommends thd pilots record all aspscls ot each
iourn€y mads on the otficial Pilot's l-og pro\rided with this
training manual.

lf torj do nol want lo d€facs this manual pl€as€ phobcopy
the Pilot's Log.
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Pilot'sLog
fuc
l{ame

Planæ travcced

Fllcnamc

Stltw CombrUl.gll

Cu]lant aqulFrqrt:
purcùara .nd prlcce paid

litn/Pl.nrt Av.Ëico Priccprkt Ourntityo?d.r.d

Truding profit3

K[b

cl.dit3

SPECTAL NOIES
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PILOTS Lqi

PilofsLog
D.b

ibm.

Pbnatrt; v.|t d

Fbnarnc

St!ùrt CombtÀcgal

Cur.nt .qubmdt:
pumh.r.. lnd p.i(r3 p.i.t

liarn/Pln t Ay. pric. Prico prid Ou.nûtyord.ôd

Trdlng profft3

xnb

&!dft3

SPECIAL ]iIOIE9
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Pilot'sLog
Data

l{rmc

PlanrtstrrYor.d

Fllanrms

Strtur Gombrt/Lcgel

qrar,ar aquipmcnt:
pi|nùææand pt*,!3p.ld

Itam/Ptlnaf Av.prict Pri:aplH (}rentity onfrrad

Trrdng prdt3

1ffi3

Cr.dltr

SPECI,AL M'TES
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Pilot'sLog
Drta

Nama

Pl.nrt3tr|Y.ft.d

Fllcnrmc

gtrtû CombrùL.g.l

Cun!îtlqdpm.||t:
p| ftù$aaand pdcr prH

It.m/Phût Av. Ê|c. Pric. grH Oumdry od.r.d

Tr.rtng p.offt

Xlt

&!dltt

S?EICIAL NOTES
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RLOÎS LOG

Pilot'sLog
Dlto

N!m.

Pltnôtr traYolsed

Filename

Strtus Comb.ULagrl

Currnt o$rlpm.nt:
purchæÉ rnd prico3 p.id

It m/Fhnrt Av. price Prlc. prid (lul]|tityotd.rtd

Tredlng profts

Klllt

Crcdltt

SPECIAL NOIES
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Pilot'sLog
Dltâ

tthmc

Pbnrt3 tr.Y.€.d

Filenama

Strtu3 Combrt/L.gEl

Cur.|rt .quipmæt:
pu?cftr.aa rnd pdoË p.id

Itdn/Pbtttt Av. prlce Èico p.id Ouânûty od.r.d

Tradng p?ofit6

t([b

Cndftr

SPECIAL M)ÏES
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