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Proposed Andromedan Tutorials for SFC
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Andromedan Invasion Force Command


Training Simulator INT AIF Mysterious Stranger





Greetings. In this theater of operation, we are referred to as “Andromedans.” In order to prevent any information about our true nature from falling into enemy hands, our local interface will operate using the terms and assumptions made about us by the dominant local empire, the United Federation of Planets.





You are under strict instructions not to reveal to the local races anything about us that does not fit those assumptions, and our communications with you and yours with both us and any local ships will be filtered through this interface in order to prevent any such information from being accidentally intercepted.





That said, Welcome “Cadet” to the “Andromedan” regional “Training” center.





The first tutorial will introduce you to our defensive systems: Power Absorbers and the Displacement device. We will also cover boarding party actions. First, hit the “R” button to go to Red Alert.





Power Absorbers use the Shield panel. Click on the Shield panel button that is blinking now.





You will note that unlike the galactic powers, there are only two defensive areas, Fore and Aft. In addition, Power absorbers cannot be reinforced with extra energy like shields. PA panels are either off, being run at low levels, or at full power. The defaults are low level at yellow alert, and full power at red alert.





Note the two sliders marked “Disperse” and “Store.”  When A PA panel absorbs energy from an incoming attack, it can release some of that energy per turn to space.  The Disperse slider allows you to set the rate at which that your PA panels will disperse absorbed energy, from 0 to the maximum allowed by the panels on your particular ship. An Intruder-class vessel like the Mysterious Stranger can disperse 8 points per turn from the forward bank and 6 from the rear. The default is maximum dispersion.





Power absorbers can also transfer absorbed energy to your ship’s batteries, up to the maximum battery capacity of your ship. The slider sets the storage rate, from 0 to 10 percent. The default is 10 percent.





Because of this ability, our batteries are the preferred source of power for ship operations. If there is any battery power available, it will be used instead of engine power for ship operations that don’t require engine power, like life support, scanning, Electronic Warfare and the charging of phasers and TR beams.





In a nebula, the full power level is not available, and each PA panel bank absorbs 2 points of energy per turn from the nebula, which can be dissipated or stored normally.





Unlike galactic ships, energy on our ships is never lost. If you are loading a heavy Tractor/Repulsor beam for a full power shot, and then decide to change your mind and fire it in “Low Power” mode, any extra energy is put in your batteries. If there isn’t enough room in your batteries, the energy will go to your PA panels. If they are full, any remaining energy will cause damage to your ship. This is bad…don’t do it.





I have crippled all of your weapons and damaged your engines. (Maximum speed with life support and PA activation is 7.5)





(Damaged Federation CA (Max speed 8) appears at range 10.)





This damaged Federation Cruiser has chosen you as its target. Use your PA panels to defend yourself and save enough battery power so that you can have enough engine power left over to outrun him.





(Upon taking first damage sufficient to reduce PA panel capacity): Notice that if you take large hits when normal PA panel level is full, part of your PA panel indicator turns red instead of filling up with stored power.  The panels’ capacity is reduced by absorbing damage above normal levels. Your engineer will automatically begin working on this, drawing extra power from your batteries to restabilize the system and restore its capacity. The red area will slowly shrink as your engineer completes his work and your panels return to full capacity.





(Upon reaching a distance of 32 from the CA): Good work. You’ve seen how the PA panels can increase your available power to boost your possible speed in combat.





 I have repaired your transporters and phasers. Knock down a shield on the federation ship and beam some marines on board to capture his ship. To do so, click on the Security officer icon that is now blinking, and when you knock a shield down, click on “Capture” and then click on your marines to send them to the Federation ship, or click on the “All Marines” button to send as many marines as you have transporters.





(Upon transporting marines) Your PA panels allow your own transporters to function normally, but transporters on other ships are blocked, even if your PA panels are full. No member of any of the other races has ever seen one of us and lived to tell the tale. Our marines are robotic, and thus give no clue as to our true nature. Some members of the local races have even speculated that we ARE robots.





(Upon capturing the CA): Now, let’s introduce you to the Displacement device. Click on the Displacement Device weapon hardpoint that is blinking now.


Examine the DisDev panel carefully.  The two main buttons to remember are “Self” and “Other.” First, let’s play with our captured Federation ship a bit. Click on the “Other” button that is blinking now. Now target the cruiser, and press the “Fire All” button, or hit the “Z” key.





Nothing happened, did it? Move your cursor around the cruiser, and notice that it turns into an arrow that always points away from the cruiser. When you displace a non-Andromedan ship, you have little control over where it will actually go, but you get to state a preference. If the displacement works, the ship might not go in the direction you want, but it definitely will NOT go in the opposite direction from the direction you want. Use the displacement device on the cruiser until you successfully displace it a few times to get the feel of what the displacement device does to non-Andromedan ships.





(After one successful displacement): The displacement device doesn’t always work on non-Andromedan ships, but it can be very useful, particularly if the enemy ship is in a tight spot like a minefield, close to a planet or between two asteroids.





(After a total of three displacements of the CA) Alright, now let’s show you the difference with Andromedan ships (CA Explodes. A Cobra appears nearby, and an asteroid is created as well within the front view.)





Use the displacement device on the Cobra.





Notice that your icon is now a targeting symbol, and the Cobra goes EXACTLY where you click, and it is far more likely to work at longer ranges. You can only move another Andromedan ship a maximum distance of ten with each use of the displacement device. Use the displacement device to move the Cobra from one side of the asteroid to the other.





(Author: Displacement effect is larger, because in a real time game, moving something 6 spaces is negligible, since the opponent can react to it immediately (and asteroids are a lot wider than 1 hex now.)





(Upon completion of the task.) Good. Now we’ll use the displacement device on YOUR ship. Your weapons are back on line now.





(Klingon D7C appears.) Here’s an angry Klingon. He’s coming after you. I suggest you run.





(When Klingon is within 32 hexes and closing.) Whups. Your engines are still slow, aren’t they? Sorry about that. Well, let’s use the Displacement Device to give our Klingon “Buddy” a nasty surprise, shall we? Click on the “Self Displacement” button in the displacement device panel, and notice that your mouse icon is now a targeting icon. You can displace your own ship twice as far as you can another one. 





Any ship that is displaced cannot fire its weapons for a short time afterwards…about the same time that it takes a shield on a galactic ship to come back up after lowering for a hit and run raid.





Everyone knows that Klingon rear shields are like Swiss cheese. When you feel the time is right, displace to a point right behind the Klingon ship, and let him have it with all your weapons. I suggest you also prepare some hit-and-run raids in your security panel on his heavy weapons. Disrupters are dangerous, as they can “Leak” some damage through your Power Absorber panels.





(Upon penetrating the Klingon’s aft shield) Not bad.  By the way, the Federation’s Surgeon General has declared that too many ships using the displacement device in close proximity can be hazardous to our health.





(Author: In SFC, the feds are WRONG about G18.8, since in Andromedan VS Andromedan battles, it would allow a Python to kill 2 Dominators without firing a shot.)





The displacement device will not fire as part of an alpha strike, and only one displacement device will ever activate at a time. It is highly recommended that you not add your disdevs to weapon groups with other weapons until you’re well experienced with them, since you still have to choose a direction for the disdev to activate, and this usually requires a lot more thought than most weapons. Setting your disdev for “Self Displacement” and adding them to your selected weapons is a good way to fire lots of weapons and then displace out of overloaded weapon range (provided you’re quicker than your opponent in defining your displacement point before he can fire his weapons.)





(When Klingon goes “Kaboom” or is captured): That concludes this tutorial on Andromedan Displacement and Power Absorber technology. You may now proceed to the tutorial on Tractor-Repulsor beams and Maulers.





SECOND TUTORIAL:





Proposed Andromedan Tutorial for SFC





MQP@#&!$ADLFA****&&----Interface Online.





Andromedan Invasion Force Command


Training Simulator TER AIF Ghostly Hammer





Our heaviest weapon is the Mauler. Go to Red Alert, and click on the Mauler icon that is blinking now.


The Mauler is so large that it basically IS the keel of the ship. It cannot be destroyed by damage or hit-and-run raids, even if an enemy catches you with your Power Absorbers off. It fires using energy from your batteries or a limited amount of energy from your PA panels. It can fire once every few seconds, so long as you still have power available.  Because it is so large, its field of fire is limited to firing at targets that are almost directly in front of you. The damage caused by a mauler can be massive, particularly at short range, but it is has a very limited range. If you have enough energy to completely destroy your current target, your weapons officer will automatically channel exactly enough power to destroy the target into the mauler when you fire it. This makes the mauler very useful for destroying drones, fighters and shuttles. The Mauler will function as a point defense weapon if you turn point defense on. Do so now in the Defense panel.





(When point defense is on, a Klingon Drone Frigate appears) Here is a Klingon with a drone fetish. Teach him the error of his ways. Once he’s out of drones, get a feel for the Mauler.





(After two drones die): A word of warning. Firing a mauler is very stressful on the ship. Click on the Helm panel that is blinking now.





(In the helm panel) Note below the HET chance, Mauler-armed ships have an “Avoid Shock Breakdown” rating. While it is above 100, firing the mauler is safe. For a Terminator class ship like Ghostly hammer, the initial rating is 150. Every time you fire the mauler, this rating goes down by up to 10 points, depending on the number of energy points discharged into the mauler. Firing at little things like drones, fighters and shuttles barely dents the rating, while emptying fully charged batteries in one shot is much more stressful on your ship.


 


Like the HET rating, the Shock breakdown rating will slowly recover as your damage control crews work to repair the microscopic stress fractures that the enormous strain of firing the mauler causes in your ship’s hull.  If you fail a shock breakdown roll, You suffer the same effects as if you had failed a HET, and the mauler cannot fire again until the “Avoid Shock Breakdown” rating is above 100.





(When Klingon out of drones): Good, now blow him away.





(When Klingon is dead, Player’s ship changes to a python) Training Simulator PYT AIF Lone Wolf





Now we’ll introduce you to our main heavy weapon, the Tractor-Repulsor. Click on the TR hardpoint that is blinking now.





The Tractor-Repulsor comes in two sizes. Lone Wolf’s TR beams are of the smaller type. Light Tractor-repulsors do about half as much damage as heavy ones. Heavy TR beams can be set to fire as light ones, but light ones cannot be fired as heavy ones. 





(Freighter appears nearby, and a battlestation is created at range 100. The freighter books for the station at max speed) Here is a freighter that is trying to run away. Click on the TR beam icon that is blinking now, and chase it.





(When within range 10 of the freighter) Click the “Tractor” button in the TR beam panel.





(When the player does so): The TR beam will now fire as a tractor beam instead of in its weapon mode. In this mode, the TR beam works exactly like an ordinary tractor beam at the same power level as the amount of energy that it is currently using. Light TR beams act as strength 3 tractor beams and Heavy TR beams fire as strength 5 tractor beams if fully charged and ready to fire. Both can operate as lesser power tractors if they are less than fully charged when activated. When activated as a tractor beam, the TR beam ignores its normal firing arc and can operate in any direction, with the normal range for a tractor beam.





Now catch the freighter with your TR beam and keep it out of the protective range of the station.





(Once player is successful) Once fired as a tractor beam, the TR beam transfers this function to the main Tractor beam system, if there is one, while it recharges to fire as a weapon again. If there isn’t a main tractor beam (or if the main tractor beam is damaged) the TR beam will not recharge as a weapon again until it is disengaged as a tractor beam. To do so, simply click on the Tractor icon in the TR beam panel again. Capture the Freighter with your marines.





(When freighter is captured) Excellent. You may now proceed to the tutorial on Satellite Ship operations.





THIRD TUTORIAL:





Proposed Andromedan Tutorial for SFC
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Andromedan Invasion Force Command


Training Simulator DOM AIF Ancient Warlord





Andromedan ships come in two primary types: Motherships and Satellite ships. Most satellite ships are not designed to operate by themselves. The sole exception is the Python class. The reason for this is that when our ships are moving long distances, the displacement device is used to put the ships into “High Gear” at which they travel at warp 15 or higher. Satellite ships are much slower than galactic ships, and thus cannot disengage, in most cases, without the aid of a mothership.





Press the “R” key to go to red alert.





Andromedans do not use shuttles, but Satellite ships are launched or recovered in the shuttle panel. Click on the shuttle button that is blinking now.





(In shuttle panel) Note, first, that there are some differences from the normal shuttle panel. There are no commands available here. Instead, there are two launching buttons and one “Recover” button. The “DisDev” launching button launches the selected Satellite ship by displacement device. Click on the Cobra that is blinking now and click the “DisDev” button.





Notice that the ship did NOT immediately launch. Move your cursor around your ship, and move it slowly away. Notice that inside a range of 10, it is a targeting icon, and outside a range of 10, it changes to “No Targeting”, just as if you were placing a T-bomb with transporters, but with a longer range. Now click somewhere within a range of 10 of your ship.





(When Cobra successfully launched): The displacement device can be used to launch your sat ships, which are then available in your “Fleet” panel. Click on the “Fleet” panel that is now blinking.





Whenever a Sat ship is launched, it is in a neutral mode, at the same weapon status as your mothership. It will react as if it had received a “Go to Location” order, and had just come to a stop. Now order the Cobra to fly to a point some distance away.





(When done) Good. Now go back to the shuttle panel and select the terminator that is now blinking. Notice that there is a text area where active shuttles would ordinarily be shown that names the currently selected Sat ship in your hangar bay.





Click the “Transport” button, and launch the sat ship by transporter. Notice that the transporter launch range is less than the DisDev launch range. The transporter uses lots of energy to launch or recover a sat ship.





(When done) To recover a sat ship, target it and click the “Recover” button. You can only recover a sat ship with a transporter, and only if it is in range. Recover the Terminator you just launched.





(When done) Good.





Sat ships come in three sizes…large, medium, and small. A large mothership like the Dominator you are now flying can hold up to 8 small sat ships, 6 medium ones, or 4 large ones. You can mix the sizes as well. When you are selecting your sat ships between scenarios, the computer will only allow you to make legal size combinations, so don’t worry about not knowing what combinations are possible. 





Except for Pythons and certain special scenarios, sat ships for your mothership are ONLY available in the spacedock area. Pythons can be purchased as ships in their own right from the shipyard, or as sat ships.





In your shuttle panel, you will notice that one sat ship appears as a simple circle with the letters “MEM” inside. This is a medium energy module. Click on it now.





Notice the text area says “Medium Energy Module, 0% full.” And a slider appears below it. The slider allows you to transfer energy from your PA panels to the module. If you  move the slider to the right, the module will fill to that level automatically as your PA panels absorb damage. Energy modules will also pick up any released energy before your batteries will.





Move the slider all the way to the right.





(When done, A Hydran cruiser appears, all weapons go down) I have crippled all of your weapons. This cruiser has chosen you as its target. Use your sat ships to defend yourself.





(When energy module is full.) Your energy module is full now. Energy in an energy module cannot be returned to your ship’s systems. Launch your energy module now.





(When launched) Notice that the module is basically a sat ship that is composed ONLY of PA panels. All it can do is sit in one place and empty its panels. Enemies might decide to shoot at them and destroy them, because they represent a potential dumping place for your energy later in the battle.





As the module empties its PA panels, its capacity is restored. When you recover a module, you can repair damage to it, or to any sat ship in the hangar. The repair panel shows miniature damage reports for the sat ships in your hangar. Repairs are accomplished in the same way as repairs to your mothership, except that our motherships are better at repair than standard galactic ships. Each of our ships can repair multiple systems for each spare part used. A Dominator class ship like the Ancient Warrior can repair 10 systems for each spare part expended on sat ship repairs, and 4 systems when repairing itself. Other motherships have different rates of improved repair capacity.





 (Author’s note: This is an abstraction of the capabilities and limits of repair systems under G17. Each “repair” box the ship normally has adds 1 to the number of systems each spare part fixes on sat ships, while each 3 repair boxes adds one to the number of systems each spare part fixes on the mothership (minimum of +1/2 with only 1 or 2 repair boxes. (every third system repair is free.))





(When Klingon is gone) That concludes our tutorials on Andromedan ships and technology.


