Overview






Game Objectives



As the commander of a ship, you
 
have two main objectives. The first is
 
to stay alive, defend yourself and your
 
bases and teammates. The second is to
 
f
i
nd 
and establish the largest bases in the game.






What you see



The way the 
interface 
works
 is that by selecting things you see you will be given a list of things 
that you can do.



For example; if you see a star in your scanner panel (the center display) then if you 
left-
click on 
that star,
 a list of commands on buttons which are appropriate will appear on the left
 hand panel of the main display.
  Clicking on stars, planets and ships will bring up appropriate command lists.  If you click on something that may indicate several things which are close together, a second pop-up window will let you
 select among the possible choices.


Certain things, 
like
 
the compass, when left-clicked will also bring up a list o
f commands which are appropriate.

Lastly, 
most
 commands can be selected by pressing the function keys F2-F9 or by selecting the same from the menu labeled 
“Commands
”.
  Only commands which are possible for your given situation are shown.  For example, the 
“Leave Orbit
” command only appears if you are in orbit of a planet.


Right-clicking on things you see will bring up descriptions of what they are.

So, left
-
click for commands, right-click for help.






The Scanner



T
he Scanner window of the screen 
shows t
he region around your ship.
  When you enter flight for the first time, the Galaxy map will be overlayed on top of the scanner.  Close the galaxy map and you will see the central scanner panel which shows where your ship is and what surrounds it.

Use the arrow buttons to zoom in and out as well as move around the display. See below for details of the buttons.






Hyperspace and Starspace


	
There are two modes of flight and the display differs for each.

S
tarspace is 
when you are in a solar system.  You will see the central star and the planets which orbit it.  Distance is measured in Astronomical Units.  (1 AU is the distance from Earth to Sol, or approximately 93 million miles).  Ships travel on Impulse power which peaks at the speed of light.


Hyperspace is the space between the stars.   Using warp engines allows your ship to travel into hyperspace at much faster than the speed of light.  You must travel through hyperspace to get from star system to star system.


The rate of acceleration as well as turning rate are dependent upon how massive your ship is and how fast you are moving.  Slow down for tighter turns.






Ships and 
Movement



 
	
There are 5 ship types
 and you choose them in drydock.
  You can only choose a ship if you are in orbit of a friendly base with a drydock.  From the menus, outside of flight, the 
“Build or Repair Ship
” option only lets you choose which base to start from.  You will always be given a scout.

	
Scouts
 are gratis from the Empire.  They are quick but lightly armed.  They carry the most probes and are used for scouting star systems.

	
Destroyers
 and all other ships must be built on  your colonies.
 Until colonies grow to sufficient size you will not see the larger ships.
  Destroyers are somewhat like submarines.  They cannot be seen outside of torpedo range (60 light-years) in hyperspace
.
  Deadly in a wolf-pack.


	
Cruisers
 are heavily armed for fighting in starspace.

	
BattleCruisers
 are heavily armed for fighting in hyperspace.

	
BattleShips
 have medium armament, but are mainly used to attack planets.

	Transports have no offensive weapons, but are the only ship which can carry guns for planet defense.


	Most movement, except in battle, involves automatic navigation to stars or planets.  You can do this by clicking on the destination and selecting the 
“Travel To
” command button which will result.






Weapons



T
here 
are three major weapons systems on your ship.



X-Ray
 Lasers are used at short range 
in starspace.
  There are two laser turrets
 on every ship
, each covering a 270 degree arc.  If a target is to the side of your ship, you can lock both lasers, thus doubling the damage.  Lasers take time to recharge.  Although they may be fired immediately, rapid firing is generally ineffective as the individual shots will be very weak.



Tac
hyon Torpedoes are used only in 
hype
rspace.
  
Tachyon 
Torpedoes 
are more like bursts of energy than actual torpedoes.  However, they do hit the first thing they encounter along their trajectory, so be careful where you are aiming.  Do not follow a missile launch with torpedoes to the same target as you will end up hitting your own missiles instead of the target.


Torpedoes can fire within a 90 degree arc.  So, it takes four tubes to cover the full circle around your ship. Because these weapons are mounted on the outside of the hull they are often the first thing to be damaged.  Most combat in hyperspace involves maneuvering to bring active tubes to bear on the target.



Mi
ssiles are used 
in starspace and hyperspace
. 
In starspace they are relatively ineffective as they are easily hit.  However they will follow a target in and out of hyperspace.  They cannot be sha
ken except by destroying them.

Shields are energy absorbing fields which can protect your physical ship.  There are two field generators, fore and aft, which each cover 180 degrees.  Shields are active in starspace and hyperspace.






Scouting and 
Fi
nding Planets


	In order to build the best colonies, you must find the best planets to build them on.

	You start the game at an Imperial Guardian world.  However, the rest of the galaxy is unknown to you, so you must explore.

	
U
se 
the province map (ALT+p) to see stars in your local vicinity.

	You must either enter a star system with your ship or with a probe in order to have geology data in your ship
’s computer.  So, scouting involves travelling from system to system.



	The best bases are founded on planets which are high in habitability and metal. 
Examine these on the Geology report.  You can either left-click on a star or left-click on a planet to get to the Geology report.  High habitability and high metal rating
 are the two main things to look for.  Metal rating determines how profitable mining operations will be, hence you can make more money with less workers.  Habitability determines how expensive it is to build housing.  A bad climate means more climate control and hence more expensive housing.  Cheap housing a
nd plentiful minerals are key to a successful colony.


	When you are in a star system, the survey command from the planet commands will tell you if a base has been established there or not.  You cannot survey a planet from hyperspace unless you own the base there.






Scoring



Ther
e are three types of score kept 
in t
he game. First you can score in 
ship-t
o-ship combat.  Second, you can 
score b
y attacking planets and killing 
surface
 guns or troops. And third, and 
most i
mportant, by establishing large 
colonies 
with a high Standard of Living.



Tea
m score consists only of planet 
attac
k and combat scores. Team score 
accumulat
es from when you join the team.  
If you 
leave a team, your contribution 
is elim
inated and you start fresh with 
the next team you join.


T
h
e 
Emperor is the leader of the winning team.

The President of the Imperial Senate is the top individual scorer.

The Ravage
r of the Empire excelled in planet attacks.

The Warlord of the Empire has the best ship-to-ship combat record.



Screen Layout

�

1	Scanner Panel

	In this area you will see a tactical display of your starship and its surroundings. When in starspace, that is, inside a solar system, you will see the star and planets of that system.  The planet orbits are shown in gray.

	In hyperspace, travelling between the stars, you will see the stars in your vicinity depending upon how you have the range set.

	If you are orbiting a star, the star and its distance will be shown in the lower left of display panel 5.

Your ship starts in the center of the display.

See buttons 7,8 for controlling this view



2	Compass

	The compass is more than a direction indicator.  Blue line does show your heading.  If you left-click in the blue ring your ship will come to that course.

	The center circle shows the status of your x-ray laser weapons.  Green is good, yellow is damaged, red means destroyed. This rotates with the compass, so the semi-circle facing forward is the laser on the front of your ship, the other semi-circle is your aft laser.

	The middle circle shows that status of your shields. Again, the semi-circles indicating fore and aft rotate with the compass. Green is good, yellow is damaged, red means destroyed.

	Right clicking on the compass will show you a quick summary of ship data.

	Left clicking inside the blue ring is the same as pressing F3, bringing up the ship command button set.



3	Torpedoes

	This indicator turns along with the compass so that you can see which way your torpedo tubes are facing.  Each “tube” or launcher is indicated by a 90 degree arc section.  Different ships have differing tube layouts; but all have at least one facing in each of the four directions.  

	Green means the tube is loaded, black means it is not loaded and red means it has been destroyed.

	Torpedoes may only be used in hyperspace combat, not within solar systems.

	Left-clicking on this indicator orders that the next empty tube be loaded.  You do not have to specify which tube.  



4	Instruments

	There are three instruments to the left of the compass.

	Temperature

	This important gauge shows the hull temperature of your ship. It is possible for your ship to overheat and then explode.

	Combat is the primary cause of heat buildup as your shields and then hull itself absorb the tremendous energies of starship combat.

	Left-clicking on this gauge will dump 100 units of hydrogen over the engine pods.  This is a crude but effective way of cooling the engines.  Do this only in emergencies.

	Fuel

	This gauge shows the amount of hydrogen fuel you have aboard your ship.  

	You can refuel by either drydocking in orbit at a friendly planet, or scooping hydrogen from a gas giant that you are orbiting.  Both these commands will appear in your SHIP (F3) command buttons when appropriate.

	Velocity

	This gauge shows the speed at which you are travelling.  By left-clicking on this gauge you can control your ship’s speed as well.

	In starspace, within solar systems, this gauge shows impulse engine power as a percentage of light-speed.  1.0 is the speed of light.

	In hyperspace, between the stars, this gauge shows the current warp speed.  A red-line will show the top speed of your current ship.



5	Data and Command Panel

	Some data is displayed in this area.  The chronometer output is shown there. It will be indicated whether you are in starspace or hyperspace.  If you are in starspace, the star number and your distance in astronomical units will be displayed.  If you have targetted a ship in combat or used the navigation computer, your default target ship and target star are shown here.

	In the center of the panel is a telemetry display which shows the status of your communication network.  The details aren’t important here, but if the data flow stops that would be bad.

	Whenever you click on objects in the display or use the Command menu or press the command function keys, the command buttons which are appropriate for that action will appear on top of this panel.

	These buttons can be activated by clicking on them; or you can press ALT + <number> where <number> appears on the right side of the button.

	You can also close the command button panel by pressing the ` key.  (backwards apostrophe,the one with the tilde on it)



6	Object Scanner and Information Panel

	Ships within scanning range may be displayed in this right panel.  To get a detailed explanation of what is displayed, right-click on one of the ships displayed.  If there are no ships nearby, this display will be black.

	In addition, various information display panels will slide in from the right side of the screen and cover this panel.  These will be ship status reports, planet geology reports, surveys, etc.  To close the information panel and see the Object Scanner underneath,  either click on the information panel or press ESC.

	If you are in combat, you will want to close any report displays almost as soon as they appear.

	



7	Scanner Range

	Use the up arrow to increase the area of the scanner displayed, the down arrow to decrease the range.  The range selected will be shown in panel 5.

	ALT and the + or - numeric keypad keys will also increase and decrease the range.



8	Scanner Movement

	The anchor button toggles view anchoring on or off. When view anchoring is off, the view moves along with your ship.  When it is on, the view is anchored,you must manually move the view.

This can also be done with ALT + a.

             The arrow buttons slew the scanner panel view in 4 directions.

This can also be done with ALT + the keyboard arrow keys.

The square button in the center of the arrows centers the view on your ship.



9	Commo Panel

	This panel shows the output of all your communications channels.

	You can use UPARROW, DNARROW, PAGEUP and PAGEDN keys to scroll forward and backward through the buffer.

	The ALT+c key maximizes or minimizes this window.



10	Crew Report Panel

	This panel summarizes crew reports; such as hits taken in battle, command confirmation or other informative reports regarding your commands and actions.  If a command cannot be executed you will be told here.



11	Command Queue Length

	Each command you issue requires at least one second to carry out and only one command may be relayed to your crew at a time.  If you have been furiously issuing orders, the number in this rectangle will show how many commands are waiting to be performed.  If you exceed 10 commands, they will be ignored.



12	Radio Controls

	These buttons are used to control what radio channels you are broadcasting on.  The “TUNE” button will let you tune the channel indicated on the button to the right.  There are three transceivers and the channel numbers range from 1 to 999.  If a channel is tuned to 0, it is off.  Channel 999 is reserved for the Galactic New Network.



13	Input Line

	Whenever you type radio messages, they appear here.



14	Radio Send and Clear

	The Send and Clear buttons do that to the input line.





Keyboard Commands

Scanner Panel Controls

ALT + arrow keys	slews the scanner panel view range in 4 directions

			this can also be done with the arrow keys to the right

ATL + <NUM_PAD_+>   enlarges scanner panel view range

ALT + <NUM_PAD_->    shrinks scanner panel view  range

ATL + a		toggles view anchoring on or off

			when view anchoring is off, the view moves along with your ship

			when it is on, the view is anchored,you must manually move the view

			this can also be done with the anchor button right of the scanner panel

ALT + x		center scanner panel view on your ship

			this can also be done by the center button among the arrows

			to the lower right of the scanner panel



ALT + 1 through ALT + 0 select a numbered button

			this activates button list that appear which are also numbered



Window Controls

ESC			closes, topmost first, galaxy map, province map, info panel, button panel

`			[back-apostrophe] closes the button panel

ALT + c 		makes the communication window small or large

PAGEUP		scrolls the commo panel back one screen

UPARROW		scrolls the commo panel back one line

PAGEDN		scrolls the commo panel down one screen

DNARROW		scrolls the commo panel down one line



Button Shortcuts

ALT + s		MY SHIP (F3 or click on ship icon in scanner or click on center of compass) 

ALT + n		NAVIGATE (F2 or click on ship icon in scanner or object panels)

ALT + p		Province Map (Map menu - Province Map)

ALT + g		Galaxy Map (Map menu - Galaxy Map)



The Menus

File

	Record

Records a flight session.  Will not properly record menus, so turn off before exiting flight.

	Playback

	Replays a flight recording.  Pressing a key or entering a command during replay causes the replay to pause or continue.  The menu bar at the top of the screen will show what film is playing and whether it is paused or not.

	Exit

		From flight: Exits flight back to menus.

		From menus: Exits game; logs off

		From offline: Exits the game software.

		

Commands

	ALT c	Resize Commo

	This will toggle the size of the communications window from small to large and vice-versa.  Remember that when it is enlarged, the flight window will be hidden behind it.



The following menu choices bring up the command button panels listed in the F-Key section:

	F2	Navigate

	F3	My Ship

	F4	Probe

	F5	Star

	F6	Select Planet

	F7	Planet

	F8	Target Ship

	F9	Attack Planet



Maps

	Province Map

	Displays a map of your current province.  Provinces may be selected by clicking on them from the Galaxy map.  There are 100 provinces.  Only your ship is shown on this map.  Its primary purpose is to keep track of scouting.  Star systems numbered in white are unexplored; numbered in green means that geology reports are on file for all planets in that system.  Stars included in your group lists (see below) will be circled in their attached color.  The map can be closed by the ESC key.  A shortcut to get this map is ALT+p

	Galaxy Map

	Displays a map of the entire galaxy. The Imperial Guardian bases will be shown.  Your colonies will be show by small white squares.  Any stars in your group lists will be circled in their appropriate color.  Clicking on a province will display it’s province map.  The map can be closed by the ESC key.  A shortcut to get this map is ALT+g.

	Green Group

	Red Group

	Yellow Group

	Blue Group

	These entries allow you to highlight selected groups of stars and ships.  A Group file is simply a text file which is a list of numbers of stars and ships.  For example, you might want to have all bases and ships of a given team highlighted.  In that case make a list, one line per entry, of numbers of ships and stars for that team.  Use any text editor, like Notepad and save the file as type text.

 When you select one of these menu items you will be asked for the file name of the group you wish to assign to that color.  Once loaded, the stars and ships in that group will be circled in that color on the galaxy map, province map and scanner panel.  Only ships in range will be shown on the scanner panel. 

	Once you have assigned a group to a color, the name of the file you assigned will appear in the menu bar.

Selecting the group a second time will cause it to be unloaded.

		You can change groups at any time.

	Locate

	Will ask for a star number and then highlight it on the galaxy map.  Remember to bring the galaxy map to the top if it is hidden (ALT+g).



Options

	Edit Macro Keys

	Allows creating macro keys for common strings.  These strings are placed into the commo line when the associated key is pressed.

	Less Help

		When selected, the help popups triggered by right-clicking, will be shorter.

	Trace Ships

		When checked, your ship will show a trail of dots showing its last 10 scans.

	Label Stars

		When checked, star numbers are shown in the scanner panel.

	Label Ships

		When checked, ship numbers are shown in the scanner panel.

	Nebula

		When checked, the nebula graphic will be displayed in the scanner panel.

	Sound

		Beeps

			When checked, the various panel beeps will play.

		Engine

			When checked, engine sounds will be heard.

		Music

			When checked, the theme, victory and loss music will be heard.

		SFX

			When checked, the sounds of battle will be heard.

	Popup Window Delay

	This setting determines how long pop-up windows will be displayed before automatically closing.

		1 second

		2 seconds

		3 seconds

		4 seconds

		5 seconds

Help

	Index

		Displays the Help file contents.

	About

		Re-displays the title credits.

	Statistics

		Shows software version numbers.



F-Key and Command Button Panels


The command button panels generally only show lists of commands which are appropriate for your situation.  
However, keep in mind that they do not change once they are displayed.  You should request the command list a second time to get it updated.


	For example, if you are in orbit of a planet, you will be given 
the
 
choice 





NAVIGATE (F2, ALT+n or click on ship icon in scanner or object panels)

45 Port

	Turns the ship, at current speed, 45 degrees left

	Will stop automatic navigation to star or planet

	Works in hyperspace or starspace

90 Port

	Turns the ship, at current speed, 90 degrees left

	Will stop automatic navigation to star or planet

	Works in hyperspace or starspace

45 Starboard

	Turns the ship, at current speed, 45 degrees right

	Will stop automatic navigation to star or planet

	Works in hyperspace or starspace

90 Starboard

	Turns the ship, at current speed, 90 degrees right

	Will stop automatic navigation to star or planet

	Works in hyperspace or starspace

Reverse

	Turns the ship, at current speed, 180 degrees

	Will stop automatic navigation to star or planet

	Works in hyperspace or starspace

All Stop

	Bring the ship to a stop at the current heading.

	Will stop automatic navigation to star or planet

	Works in hyperspace or starspace

Halve Speed

	Halve the ship’s speed on the current heading

	If automatic navigation is being used, maintains target destination

	Works in hyperspace or starspace

Full Speed Ahead

	Brings ship to full speed

	If automatic navigation is being used, maintains target destination

	Works in hyperspace or starspace

Leave Orbit

	If you are in orbit of a planet, will leave orbit at full speed on current heading

Star Travel

	Allows you to select a star for automatic navigation.

	You cannot enter hyperspace too close to a star or it will cause damage.

Sundive

	Allows you to dive into a star.

	This is a dangerous maneuver only used to scout for wormholes.

	If a star has a wormhole in it, you will exit into another star system.

	There are very few wormhole pairs; all are brown dwarf binary systems.

Enter Hyperspace

	Enters hyperspace at 0 velocity and current heading





MY SHIP (F3, ALT+s or click on ship icon in scanner or click on center of compass)

Ship Status

	Brings up status display in the right-hand information panel.

	Shows ship type and capacities.

	Close panel by clicking on it.

Navigation

	Brings up the Navigation command buttons (F2)

Drop Shields

	Lower fore and aft shields, this happens immediately on command.

	Shield energy is added to your fuel tanks.

Raise Shields

	Raise fore and aft shields, this takes some time.

	Energy is taken from your fuel tanks.

Drydock

	Brings up the DRYDOCK command window.

	Drydock is only available at your, team and Imperial bases.

Scoop H2 Fuel

	If you are in orbit of a gas giant with a hydrogen atmosphere, you can refuel.

Exit Ship

	If you are in orbit of any planet, you may exit your ship.

Money

	Brings up the MONEY command window

Ships in Flight

	List all ships currently flying.

Load Torpedo

	If your tubes are not all loaded, this command will load the next empty tube.



PROBE (F4)

Launch Probe

	Select a star system to send a probe to.

	Only one probe may be flying at a time.

	Probes have limited fuel.

Change Target

	Use this to select a new destination for your probe.

Status

	Displays a probe status report in the right-side information panel.

Stop

	Halt the probe where it is.

Search

	Have the probe ping for ships.  These will display in your object scanner panel.

Recall

	Order the probe to return to your ship.

Destruct

	Order the probe to self-destruct

Planet Geologies

	Displays the planet geologies commands for the probed system



STAR SYSTEM (F5 or click on a star icon in scanner or map panels)

Change Star

	These commands default to use the star system you are in.

	If you wish to change the target star system, use this command.

System Data for <star>

	This will summarize the planets of a given solar system.

Travel to <star>

	If you are not in the system selected, you can automatically navigate to it using this.

Locate

	Will cause the star to be highlighted on the galaxy map. (ALT+G)

Orbit Planets

	Will display a list of the system’s planets which you can travel to.

Planet Geologies

	Will display a list of the system’s planets for geology reports.

Planet Surveys

	Will display a list of the system’s planets for surveys.

Sundive

	Allows you to dive into a star.

	This is a dangerous maneuver only used to scout for wormholes.

	If a star has a wormhole in it, you will exit into another star system.

	There are very few wormhole pairs; all are brown dwarf binary systems.

Star <star> Distance

	Will display that star’s distance from your ship

Send probe to <star>

	Will launch a probe to the selected system (F4 for probe commands)



SELECT PLANET (F6)

Select a planet

	Pressing F6 will allow you to enter a planet for the target of the following menu:



PLANET DATA (F7 or click a planet icon in the scanner panel)

Geology of <star>.<planet>

	Displays the Geology report in the right-hand information panel.

	The key items to look for are high Habitability (green bar) and high Metal (gray bar).

	High metal means mining produces more cash, a measure of mineral wealth.

	High habitability means that housing costs less, a measure of favorable climate.

	Click to close the report.

Survey of <star>.<planet>

	Displays the Survey report in the right-hand information panel.

	The survey will display increasing amounts of information depending upon whether it is an 

Imperial, team or one of your own colonies.

Fleet at <star>.<planet>

	If it is a base you own, you can display the fleet docked at this planet.

Leave Orbit

	Will leave orbit at top impulse power.

Attack

	Will bring up the PLANET ATTACK command panel (F9).

Colonize

	Will establish a colony for you on a planet which is unowned.

Collect Tax

	Will allow bring tax collected aboard your ship.

	It can be banked at an Imperial base for safe-keeping.

Abandon

	If you own a colony, you can abandon it using this command.

	If you want it back, you will have to fight for it.

Enter Orbit

	If you are not in orbit, this command will perform automatic navigation at top speed.

Drydock

	Brings up the DRYDOCK command panel.

Select Planet

	Allows you to select a different planet by typing rather than pointing. Same as F6.



TARGET SHIP (F8 or click on ship icon in scanner or object panel)

Identify ship <target ship>

	Displays a foreign ship’s identification data, team affiliation and size.

Load Torpedo

	If your tubes aren’t all loaded, will load next waiting tube.

Torpedo <target ship>

	Fires a torpedo at your target.  Remember that, although faster than light,

		tachyon torpedoes will hit the first thing in their path.

	So do not fire missiles and then torpedo the same target, as you will end up shooting

		your own missiles.

Lock Lasers on <target ship>

	Lock lasers on a ship.

	Lasers have a 270 degree firing arc, so they overlap and do extra damage from your

		port and starboard quarters.

	When you lock lasers, the computer will attempt to bring both to bear.

Fire Lasers at <target ship>

	Fires lasers at the locked target.

	Lasers have a recharge cycle, so rapid fire is not always efficient.

	Lasers decrease in power over range.

Fire missile at <target ship>

	Fires a missile at the target.

	Missiles are self-powered and self-guiding.

Salvo at <target ship>

	This will fire 2 missiles at once.  They appear to be a single missile on screen.

	But, they will require 2 torpedo hits to destroy.  Also does double the damage, of course.

Face toward <target ship>

Port toward <target ship>

Aft toward <target ship>

Starboard to <target ship>

	These commands are used to bring your guns to bear on your selected target.

	You may use them to quickly bring a loaded tube around in hyperspace.

	In starspace you may want to use the Port and Starboard commands to get double lock.



PLANET ATTACK (F9)

Attack

Will allow you to launch a fighter attack against a planet.  Each fighter is manned by 2 troops.  All enemy guns on planet must be destroyed in order to achieve “Air Superiority”.  This may require many attacks.  Once air is achieved, you can land troops.

Land Troops

Each fighter can land 10 troopers.  If your forces overwhelm the enemy, the base will be captured

Transfer Command

When cooperating with teammates for a planet attack, the transfer command can multiply your strength.  When in orbit of the target planet, use this command to transfer control of your fighters and troops to your leader.  Breaking orbit breaks the transfer.  If you are given command of someone else’s attack (you receive a command transfer) when you Attack or Land Troops, it will launch all available at once.  This coordinated attack is superior to solo attacks.

Ships in Flight

	Displays all captains currently in the game.

Ship Status

	Displays your ship’s status report in the right-hand report panel.



DRYDOCK (F3 - then DRYDOCK)

Repair Ship

When at a friendly planet, you can repair your ship using this command.  Repairs take time and you will not be able to execute other commands while repairing.  The Command Queue Indicator will turn blue during the drydock period.  Depending on severity of damage, repairs could take up to 10 seconds.  If it is not a base you own, you will be charged cash for this transaction

Load Probes

Load Missiles

Load Torpedoes

Load Troops

Load Fighters

Load Guns

The above allow you to load or unload components.  Positive numbers load, negative numbers unload.

Change Ships

This will allow you to change to another ship type if you are in orbit of a planet which has an inventory of ships to select from.



MONEY (F3 - then MONEY)

Bank Balance

	Displays the amount of cash on board your ship and in the Imperial bank.

Bank Deposit/Withdraw

	Allows you to add or subtract from your bank balance.

Tax Colony

	Allows you to take taxes from a colony.

Repay Loan

	Allows you to repay your planet’s start-up loan with cash.

Send Money to Ship

	Allows you to wire-transfer cash to another ship.





