Starfire Assistant Tutorial (v6.3)

by Lynn Moore

with thanks to Phil Niven for the original..

SA Tutorial v6.3


Initial Set-up
This Tutorial assumes that you have downloaded, unzipped and installed Starfire Assistant (v6.3 at the time of writing) into its working folder, e.g. ‘C:\Program Files\Starfire Assistant’. Each database (think of this as your save game file) can hold several games at once. It is also possible to have games in separate databases in different directories so that a single file doesn’t become too large. It’s probably best to leave a blank copy of the database (called Starfire.mdb) in the same directory as the program, and copy this file into the subdirectory you want to use for your game. For the purposes of this tutorial, create a subdirectory in your Starfire Assistant working directory called “Tutorial” and copy the file “Starfire.mdb” into this sub-directory, i.e. ‘Program Files\Starfire Assistant\Tutorial’. 

Some Conventions
To make things a little easier, I’ll list the conventions and abbreviations I’ll use throughout this tutorial here for easy reference. I’ll mention Starfire abbreviations the first time they appear.

Starfire Assistant will be abbreviated to SA.

Single quote marks will enclose any text that I’ll talk about that should appear on your screen, such as ‘Game Details’, ‘Local System Generation Chance (%)’ etc.

Standard (or double) quote marks will enclose any text that you should type in. Be careful not to type the quote marks! E.g. “Temp”

Buttons that need to be clicked will be in capitals, e.g. NEW, CLOSE etc. Note also that SA mostly displays an information box about a button if you hold the mouse still over the button for a few seconds.

I’ll keep saying database, but remember this is really just the save game file. The difference compared to most commercial games is that it’s the location of the file that’s the important thing. ALL save game files for SA are called “Starfire.mdb”.

Keyboard equivalents will be in square brackets e.g. open the ‘Races’ [F2] window. ANY item with an underlined letter has that letter, combined with the ALT key, as a shortcut key.

Getting Started
Running SA, after the introductory screens, leaves the ‘Game Details’ window open ready for you to select a game. It defaults to the last database you used. However, when you first do this with your newly downloaded SA, the database selected is the one in the same location as SA. As it is not possible to change the directory location without first selecting a game, we’ll need to create a temporary game. To do this, press the NEW button.

Here we now see the first of SA’s features. The ‘Game Name’ dropdown says ‘Enter Game Name’. Any dropdown or field of information that must have a unique name entered for it always has this initially displayed. Just click in the ‘Game Name’ dropdown so that it’s highlighted and type “Temp”. This is, naturally, our temporary game so we can change directories shortly.

There is quite a bit of default start information displayed (which I’ll explain later), but all we need to do for the moment is click in ‘Local System Generation Chance (%)’ and enter “50”, click in ‘Local System Generation Spread’ and enter “50”, click in ‘SM Password’ and enter “sm” and then type exactly the same thing in ‘Confirm Password’. Note that the password is case sensitive. “sm” is an easily remembered password (meaning Space Master) for solo games. It’s also the password Steve has set for his sample Rigellian Campaign that you may have also downloaded from the SA website.

Now SAVE this temporary game, then SELECT it. SA detects that this is a new game with no data yet entered, so immediately goes to the ‘Races’ window. We don’t want any data in our temporary game, so CLOSE the window.

In the middle of your screen will be the main menu bar called ‘Temp’ for our temporary game. We can now use this to change the database location to that of our tutorial game. Select the ‘Game’ menu and then the second item down ‘Select Database’.  You will see a standard ‘Open File’ window. Open the ‘Tutorial’ folder and select the ‘Starfire.mdb’ that you copied there in the Initial Set-up above. You are now back to the ‘Game Details’ window described above, but now we’re ready to start our very own campaign! Are you up to the challenge of matching Steve’s Rigellian Campaign? Let the madness begin! (free HT level to the person that tells me where that’s from in the next campaign I run they are in...)


WARNING! Be very careful when changing the database location. While it can be handy to have different database locations and change back and forth between them, if you (accidentally or on purpose) delete the current location directory, it becomes impossible to open SA without it going into an infinite loop. If this happens, the only way to correct it is to uninstall and reinstall SA. Thanks to Sean Dzafovic for pointing this out. One wonders how he came by this knowledge...


Update: There IS a fix for this. Recreate the directory and put a new Starfire.mdb in there or if you have Access 97 or later, open up Report.mdb (which does not need a password) and change the content of the single field in the EnvVar table to 'starfire.mdb' (without the quotes). Thanks to Steve for this info.



Your First Campaign

As before, press NEW, but lets be a bit more imaginative than “Temp” for a campaign name this time! I’ll call mine “New Empires” as we’ll be setting up this campaign using the New Empires startup information from SM#2. I’m sure you can come up with a name that’s much more interesting!

Let’s run through a section by section explanation. First ‘Basic Information’. Most of this is self explanatory.

‘Maximum Number of  Systems’:
how many star systems you want in your campaign. We’ll use “500”.

‘Highest Player Tech Level’:
we’ll leave at “1”, but this allows a head start to a campaign if you set it higher.

‘Local System Generation Chance (%)’:
is the chance that the number of a new system generated is plus or minus the spread (given in the next item) away from the current system number. We’ll us e “50”

‘Local System Generation Spread’:
is the maximum distance apart for a local system. Again we’ll use “50”.

‘SM Password’:
we’ll enter “sm” because its easy to remember

‘Confirm Password’:
and type “sm” again. Remember its case sensitive.

Just a little on Local Systems. The numbers we entered mean that if our home system is number 134, then when we explore a Warp Point (WP), there is a 50% chance that the new system will have a number from 134 - 50, or 84 to 134 + 50, or 184. If this doesn’t happen, then the system number will be a random number from 1 to 500. These settings let us control how “clumped” our universe is. A high Local System Generation Chance, say 85%, would mean most WP would lead to nearby systems, forming a “clumped” set of systems with the occasional WP leading off to another similar set of “clumped” systems. The Local System Generation Spread will say how many systems will tend to form the “clump” - the higher, the more systems in a “clump”. A low Local System Generation Chance means our stars are more equally spaced apart. Ours, dare I say, is about a 50/50 mix.

Going back to ‘Maximum Number of Systems’ and Highest Player Tech Level’. Both of these can be changed without messing up the game. Increasing the number of systems will just give you more systems to play with. Max Tech Level should be changed when players gain HT levels, since SA uses this for the purposes of Table 14.02.01.1b, NPR HTL Determination Table, in SM#2, page 50. It doesn’t have to be at the highest level a player race has achieved, but if you don’t increase it, all you’ll get is IND-2 and HT-1 NPRs. No fun there!

Looking at ‘Population Growth’, the default percentages are the equivalent of the Starfire 10 turn growth rule in SM#2, but set to calculate growth each turn. We could set the values to 50% (high), 25% (medium) and 12.5% (low) and the ‘Growth Frequency’ to “10” if we wanted to go exactly by the book, or if we were to SM a game where not all the players had access to SA, but we may as well make use of the power of the computer, and let it do all the work for us each turn, so we’ll leave them as they are. Note that growth can be turned off with the ‘Population growth off’ tick box if desired. We’ll leave it unticked.

Finally ‘Options’, and as these are all tick boxes, a yes means tick and a no means don’t tick.

‘Set this as the Default Game’:
yes
so we have our game appear in the ‘Game Details’ every time we start SA.

‘Players can conduct surveys’:
yes
so that we don’t have to worry about SM mode all the time - we’d leave this unticked if we were the SM for a game and our players could access the database across a network (or if they were hotseating the game).

‘Calculate fractional PU off’:
no
Again you’d probably tick this if you were running a campaign and some players didn’t have access to SA.

‘Recall window positions’:
yes
this allows us to customize where the windows appear each time they’re opened.

‘Orbital Motion of Planets’:
yes
automatically calculates where all the system bodies should be when we look at the system display.

‘Use Starfire Assistant Themes’:
yes
because this is fun!

‘No Theme Names for Nexi’           yes
This is so you do not ‘waste’ the limited amount of system names on Starless Nexi.

‘Use EC28 crew grade rules’:
yes
because it means you don’t have to upgrade crew grades, SA will do it for you!

‘Excess Growth PTU accumulate   yes
This is so you have a chance to move excess PTUs after Growth.

‘No Racial Pictures or Flags’          no

We like using the pictures and flags, so we’ll leave them on. If you detest them for some silly reason, you can check this to turn them off.

‘Machine Shops can refit’               no
Some SMs like to give MS the ability to refit. However, 09.07 in the 3rdR book says no, so we’ll go by that.

‘Include UTM EW systems’ and  yes

‘Include pre-UTM EW systems’    no
This lets you decide if you want to use the old rules for ECM (flat -3 to-hit, etc.) or the new rules posted in the Unified Tech Manual (based on EM). We like the new rules, so we’ll go for that!

‘Modify Point Defense to-hit 

by -1’                                                 yes
Some people have stated that PD in 3rdR is too powerful a deterrent to missile fire, so Steve added an option that many SMs use, by reducing all PD to-hits by -1. We agree with this, and will say yes

.

Finally, press SAVE, then press SELECT and we’re away!

New Races

OK, lets create our race and get ready to go exploring. Note that every time we come across a new Non-Player Race (NPR) we’ll go through this procedure (with some slight modifications noted later) to generate their data, so you’ll get familiar with this procedure quite quickly!

Here’s another feature of SA. A window, as well as its name, will frequently have attached to the name a comment either describing what the window is about, some useful reminder or an idea of what is expected to start things going. So let’s follow the advice and press NEW.

Again, SA often needs us to make some choices, so the ‘Yes/No’ dialogue will appear from time to time. Here we are a Player Race, so press YES.

Random Design Philosophies are really for NPR’s but it can be challenging for a Player Race to use one. We won’t this time so press NO.

Press YES for ‘Generate a Home System for this Race?’ as we had better have a place to live! The ‘No’ option can be useful for SM’s wanting to place a race in a system that has already been generated.

And a final message to note the Homeworld’s HI and type (T or ST) as we’ll have to fill that in later in the ‘Race’ window. Press OK.

After a short pause, the ‘System Display and Generation’ window is ready for us to generate our Homeworld. Note: at this point I’m assuming an 1024x768 screen, which is the default.

Press NEW SYSTEM. We will now run through a series of Dialogue Boxes that guide us in the Generation of our Home System.

‘Select System Number’
All Random
everything from this point on to the end of the generation of the system is done automatically and totally randomly. We would have no further control.


Random
sets up the system number randomly (from 1 to 500 for us), but we keep control of the next step in the system generation.




   Select
     type in the number we want to use for this system. Useful for SM’s 




     so that Player Homeworlds aren’t right next to each other.

We will hit RANDOM, since the starting system number’s really not that important.

 ‘Do you want the
Yes
gives full information about the system to the race generating the

system fully Surveyed?’

system, particularly WP’s.


No
gives no information about the system.

Press YES, as we start knowing all about our WP’s.

‘Select System Type’
dropdown
with ‘Black Hole’, ‘Starless Nexus’, ‘Binary Star System’ and ‘Single Star System’.

As its difficult for us to live in either a Black hole or a Starless Nexus, we’d better select the “Single Star System” option, and press SELECT.

‘Select Single Star Type’
dropdown
with all the star types in the game.

We’ll live in a nice system with a yellow sun, so select ‘Yellow Star’ from the dropdown and press SELECT.

‘Select Distance of first planet’

from 1 to 10.

So we have the same system lets choose “4” and press SELECT, then “8” for the second planet distance and press SELECT. Note the addition of the STAR RANDOM button. This allows random generation of the rest of this star only, giving control back to us for either the second sun in a Binary System or the Warp Point Generation.

‘Should planet # be Asteroids?’

asking down from the outermost Gas Giant until all are accounted for.

Lets make the first possible Gas Giant make an Asteroid Belt, so select ‘Yes’ and press SELECT, and the rest can be ‘No’.

‘Select planet type for planet #’

letting us choose from the types of Rocky Planets available.

From first to third planet, lets have a “V” type, a “T” type and an “O2” type.

‘Select REI for planet #’

letting us choose from the Resources Exploitation Index’s (REI’s) available.

              It should be asking for the REI of the type T planet, so let’s save ourselves time and put in “13”.

‘Select HI for planet #’
                             letting us choose the Habitability Index for our planets.

             Again, it wants the HI of our homeworld, so, again, to save time later, put in “5”.

At this point we have all the star set up as we want except for the number of WP’s, so let’s save some time by pressing STAR RANDOM, otherwise we have to keep entering every value individually. If you want to see everything we skip, go ahead and continue setting up the system manually. See why we suggest hitting STAR RANDOM?

‘Select # of Warp Points’

we can enter however many we want here.

New Empires says Player Homeworlds have 3 WP’s so enter 3 and press SELECT.

‘Select Warp Point type

we can enter whatever type we want here, running through each

(1-15) for WP#’

WP in turn. We would also have to enter Distance and Radian.

There is no realistic reason to try and work all this out ourselves, so let’s press ALL RANDOM to finish our Homeworld generation off. 

We get a final look at what the system will look like, with the option to either SAVE or CANCEL. If you’re not happy with what you have you can CANCEL and start again. We should be happy with what we have so press SAVE. A final reminder about fixing HI in the ‘Race’ window and we’re done.

Note: it is possible to press the ALL RANDOM right at the start of the system generation to quickly generate a system, and then CANCEL and try again if it doesn’t suit your requirements.

We’re automatically back at the ‘Race’ window to complete the racial information. Running through the data in the top section of the window:

We need to replace ‘Enter Race Title’ with a name for our Race, so lets call ourselves “The Balachiz Empire”. Our ‘Short Race Name’ can be “Bala”, and our ‘Password’ can be “vincent”. We are a ‘Player Race’ and we can select a theme to suit our outlook, or just because we like the sound of it. Lets choose “Terran Federation” just for the fun of it.

Finally the three tick boxes. We don’t start ‘Actively at War’, so this stays unticked. See SM#2 for when a race is considered actively at war - you’ll need to tick this box when you eventually do go to war. ‘Show in System Summary’ and ‘Show on Chart/Compare’ ticked means that our race will appear in the ‘Spacemaster’ section of the Main Menu when we want an overview of how things stand in the universe. These can be unticked at a later stage if, as SM, you wish to compare only some of the races in our universe.

On the left side of the window is the ‘Race Statistics’ section. These numbers were randomly generated when you set up the race at the start. They can be edited to what ever values you like to reflect your favorite stats. ‘Successful Contacts’ is automatically filled in by the program as you encounter new races and communicate with them. ‘Base Crew Grade’ for Player Races is average, so this doesn’t need to be altered.

On the right hand side is ‘Environmental Tolerances’. Since we set our homeworlds to an HI of 5, they should not need to be changed at all..

‘NPR Strategies’ don’t apply to us - we’ll talk about them later when we meet our first NPR!

‘Race Color’ can be set to whatever looks good to you. This will be the background on the Galactic Map. The button NEW COLOR at the bottom of the window, rather unsurprisingly, randomly generates a new color. Ticking the ‘Race Color White’ box makes, unsurprisingly, your text on the Galactic Map white!

OK, we can’t do more until we save our race, so press SAVE. If we’ve missed something, SA will let us know!

Now, all the buttons in the bottom section of the ‘Race’ window are now active. SA officially recognizes our right to exist. In order for SA to know which race is currently active, i.e. us, we need to press the DEFAULT button. We are now the default race. Every race has a different view of our universe, so SA needs to know which race is peering through the looking-glass at any given time. You can also make a race the Default by pressing ctrl-r at any time and selecting the race you want.

A note about hotkeys, before we continue.  Its worth pointing out that almost all hot keys work on almost all windows and that they try to be reasonably intelligent. For instance if you press F5 on the ship window, the class window will be launched with the current ship's shipclass selected. If you press F4 on the ship window, the correct fleet will appear in the Fleet window. If you press F5 on the shipyard window, the class window will appear with the class in the shipyard class dropdown selected, etc. 

You may need to minimize the ‘Race’ window for a moment to see the Main Menu bar. It’s now titled ‘New Empires Turn 0 Impulse 0 Balachiz Empire’. This is interpreted as the New Empires Campaign, Turn 0 (i.e. the setup turn), Impulse 0 (i.e. no one has moved around yet), as viewed by the Balachiz Empire. It’s usually a good idea to move the Main Menu up to the top left of the screen. The Main Menu is the one window that doesn’t remember where it was last placed on the screen, so you will have to move it every time you launch SA.

Looking on the ‘Races’ [F2] screen, there’s now a bunch of active buttons along the bottom. They are:

FLEETS

Opens the ‘Fleets’ [F4] window.

CLASSES
Opens the ‘Ship Class Summary’ [F5] window.

SHIPS

Opens the ‘Individual Unit Details’ [F6] window.

ALL SYS DATA
Gives data on ALL warp points and systems to the current active empire. You are God 


now.

GIVE DATA
Gives all WP and system data you have to another race. Perfect for partnerships.

NEW

Lets you start a new race.

SAVE

Saves the race you’re working on, if you changed anything.

DELETE

The ultimate genocide. Deletes the active race. Leaves the systems for others to find later, 

deletes all populations, ships, and fleets.

SELECT IMAGE
Lets you pick a racial picture, which everyone else sees on the ‘Racial Relationships 



[ctrl-F7] window.

SELECT FLAG
Lets you choose a racial flag, so your systems are identified on other people’s maps.

SELECT TUNE
You can have background music for your race.

SELECT HULL
Lets you choose a hull icon to designate where your fleets are on the Galactic Map.

DEFAULT
Makes your race the ‘Default’ or active race.

CLOSE

Just so.

As we are setting up a solo campaign, its probably best to work in SM mode. This means we don’t have to keep typing in the password every time we change something! So go to ‘Spacemaster’ and then ‘Spacemaster On’ [ctrl-s], enter the password “sm” and we’re in. Note that ‘(SM)’ now appears next to ‘Balachiz Empire’ in the title bar to remind us we’re in SM mode.

Let’s finish the last of the race window setup by checking out our Homeworld. From the Main Menu, select ‘Empires’ - ‘Systems’ - ‘View or Generate’ [F9] to get our system view back.

First, let’s name our system Balachiza. Press RENAME, and the cursor jumps to the top area ‘General System Info’ in the ‘Name’ dropdown. Replace the generic ‘System #’ with “Balachiza”, and then note that RENAME button has changed to SAVE NAME, so press it. You will then be asked if you want to rename all the Planets and Moons after the new system name. For the moment press YES so you can see the effect.

Unless you were lucky, the Homeworld is probably not quite correctly setup. The Homeworld is easy to tell as its the one with bright blue writing and called ‘Balachiza II’. All planet types are color coded to help identify them at a glance. Click on Balachiza II. You will need to scroll this inner window right to see the rest of the data. Type, Distance, Radian, HI and Number of Moons are all over here. The ones we are interested in are ‘Environment’, ‘Mineral Content’ and ‘HI’.

Click ‘Edit Planet’ in the middle bottom section of the window. This brings up the ‘Modify Planet’ dialogue. ‘Planet Type’ should already be “T”. If not already, make sure ‘Mineral Content’ is set to “Rich” and HI is in the range 3 to 7 inclusive. Press SAVE. At this point be careful not to close the ‘System Display’ window.

Open (or re-select) the ‘Race Detail’ [F2] window and make sure the ‘T World Hab Indexes’ are correct. Our HI of 5 means that the boxes 3, 4, 5, 6 and 7 should be ticked. Note the default of  boxes 3 to 7 were ticked. Adjust these as needed and press SAVE.

If we now look back at the ‘System Display’ [F9] window (hope you didn’t close it), unless it was already a ‘Benign’ environment the Balachizan Homeworld could still be showing as ‘Harsh’. This illustrates a point about SA. Most windows, unless specified as ‘Dynamic’, won’t pick up changes made in other windows while they’re opened. If this happens, click the drop-down arrow on the field in the upper-left corner of whatever window you’re in (‘Race’, ‘System’ or whatever) and select the item you were looking at again. This forces SA to reread the database and pick up any changes made in another window since this window was first opened. If this doesn’t work, close the window and open it again. Balachiza II should be a ‘Benign, Rich’ world (value = 125%), with one Asteroid belt, two Gas Giants, two Ice planets, a Toxic and a Desolate world plus three (3) unexplored WP’s.

Let’s complete our tour of the ‘System View’ [F9] window, and populate our system while were about it.

The top section of the window  contains some basic information about our system. We’ve already seen how we can edit the ‘Name’ of the system. Our ‘Type’ is a “Single-Star System”, discovered on ‘Turn’ number “0” and its system number ‘ID’ is “?” (I don’t know what you have, because we selected the number randomly.). We can’t edit any of these as they are for our information only. We can edit who we think controls the system, so set the ‘Controlling Empire’ dropdown to “Balachiz Empire”. This will affect the Galactic Map when we look at it later.

The middle section is divided into four areas. The ‘Primary’ in the top left is our home star system (all those worlds mentioned above). The large blank area in the top right is where a ‘Secondary’ star system will be displayed for a Binary Star System. Bottom left is the ‘Planet’ display which details any moons orbiting the selected planet (or ‘No Planet Selected’ when first opened). Bottom right is the Warp Point Display which also gives and indication of the current survey status of the systems WP’s.

The bottom section (just above all the buttons) gives the ‘Planet Population Details’ for the selected planet, all of which can be edited and saved. On the far right next to this section are three dropdowns. ‘Fleets’ will display a list of all our fleets in the system (none at the moment as we have yet to create them), the ‘ICN’ status and finally the ability to assign the system to an administrative ‘Sector’ (for when we have a big Empire).

So lets set up our population, and we’ll spread them around to show how planets, moons and asteroid belts are populated. Firstly the home world has 2000 PU, so click on Balachiza II to place its data in the ‘Planet Population Details’ section. In the ‘Race 1’ dropdown select “Bala”, click in ‘Population 1’ and enter “2000” and then press SAVE PLANET. Our adoring populace now appear in the ‘Primary’ star display.

If Balachiza II has any moons, they will be in the moon detail section, named ‘Balachiza II-A’, ‘Balachiza II-B’, etc.  If your Balachiza II doesn’t have a moon, click on a Gas Giant instead. Click on the moon with the largest ‘Value’ (105% is best) and its details replace those of Balachiza II in the ‘Planet Population Details’ section. Use the same procedure above to place 20 more adoring subjects on this moon.

Now click on the Desolate, Rich Asteroid belt in the ‘Primary’ star section. ‘Asteroid Belt I’ shows all the asteroid hexes rather than moons in the ‘Planet’ display. Lets put the other 80 PU we get at the start to work mining this asteroid belt. We can use two methods here. Each asteroid can be treated as a moon, in which case follow the same procedure as described for the moon above (with a max. of 50 PU per asteroid hex - we have 18 to fill up!). Alternatively we can place colonies with the AST COLONY button. We’ll place some colonies (each hex can have 5 colonies with a max. of 16 PU). Click the AST COLONY button, and click ‘Yes’ as we are then going to place “5” colonies of “16” PU each in the next window. Press SAVE, then OK as SA confirms our request and the asteroid belt is updated. 

We’re done with the System Display (for now) so CLOSE it.

Next we’ll set up our ‘Ground Forces’ [ctrl-n] from the ‘Empires’ menu. In this window we first need to click on the planet we want to deal with and make sure its name appears in the ‘Planet/Moon’ box, so make sure this reads “Balachiza II”. We then set the ‘PCF Type’ to the desired level, in our case “PCF-1” and in ‘Number of PCF’ we’ll enter our starting “100”.

There are several buttons to chose from depending what we want to do. We’ll need to press…

SET PCF
This places the number of PCF on the planet. Used for setting up a race or when PCF are transported from one planet to another. The economic screens are not affected.

… and the display is updated to show our loyal bodyguard protecting us.

The other buttons are:

BUY PCF
pays for the PCF to be raised on the planet. This automatically adjust the economic screens.

UPGRADE PCF
for already existing PCF of a lower tech level, set the ‘Upgrade to’ dropdown to the new tech level first. This also automatically adjust the economic screens.

OCCUPIED
this is used to indicate that the PCF are garrisoning an occupied world.

CLOSE this window.

The next thing to do is place our IU onto Balachiza II, so open the ‘Economics - dynamic’ [ctrl-F2] window in the ‘Empires’ - ‘Economics’ menu. This window lists all our populations, even those in different systems. Most of the information is self explanatory and basically gives you a  state of the Empire report.

We’ll content ourselves for the moment with placing the IU and come back to the rest as we need it. Click on ‘Balachiza II’ (note the ‘Status of Balachiza II’ section in the bottom right with the OCCUPIED BY and AMALGAM BY - this name changes to reflect the planet/moon selected and is how you can keep track of which planet/moon you’re working on). Press the MODIFY button. A pop-up appears that allows us to modify Balachiza II. Set the ‘Industrial Units’ to “100” and press SAVE. The main screen is updated and our ‘Empire Production’ for next turn is also updated. Note that changes here show us what we can expect for the start of next turn. This turns values have already been calculated and cannot be changed. We’ll need to come back later when we know how much we have for the ‘Missile Fund’, but for now we’re done so CLOSE this window. To make your knowledge complete, yes, we could have just placed the IU when we placed the populations in the ‘System’ [F9] window, but I have noticed that when you do that instead of through the ‘Economics-dynamic’ [ctrl-F2] window, SA charges you for those IU, and you have to go to the ‘Turn-based Economics’ [ctrl-F1] window to give yourself 3000 more MC of income. Yes, it’s a bug, and, yes, Steve knows about it. According to Steve, it’s been fixed for version 6.4.

Most of what’s left to do now in creating our race concerns our fleets and the ships in them. We’ll setup an Admin. Command or two first to show how its done. These are not required, but make it easier to track things as our Empire gets larger.

Select ‘Admin. Commands’ [ctrl-F4] from the ‘Empires’ - ‘Military Organization’ menu. Again we can access all races from this screen by selecting from the ‘Race’ dropdown. ‘Administrative Command’ is where we’ll enter the appropriate name, and we again have to first set the location for this command in the ‘Headquarters Location’ dropdown. ‘Higher Level Command’ lets us create our bureaucracy (something to look forward to). ‘Commander’ tells us whose responsible for our bureaucratic nightmare (so we know who to blame), and we can nominate using the tick box if this is a ‘Sector Command’.

So set the HQ location to Balachiza and press NEW AC. Lets call this one “High Council” and press SAVE AC. Lets also create “Navy Department” and “Survey Department” and make these both have the High Council as their ‘Higher Level Command’. With our fledgling bureaucracy under way, lets CLOSE “Administration Command Details’ (wishing it was that easy!).

Let’s go back to the ‘Race’ [F2] window. Only a few to go so lets start by pressing FLEETS.

The top section of the ‘Fleets’ [F4] window lists a lot of useful information which is updated as ships are added to or removed from the fleet. The parts we can set are:

‘Race’
this drop down lets us view (in SM mode) the fleets of other races without having to reset the default race.

‘Fleet’
lets us view the ships in the fleets listed in the dropdown.

‘Location’
tells us the system the fleet is currently stationed in. We can change this manually in this screen. This is more a setup or adjustment feature as SA normally moves and tracks all fleets according to their orders.

‘Superior Fleet’
allows you to set up a command structure to suit your races military needs.

‘Sup. Admin. Command’
as for ‘Superior Fleet’, but subordinates to an Administrative Command instead of than another fleet.

‘Readiness State’
lets you set the fleets readiness state for maintenance purposes.

‘Onboard Maintenance’
lets you record any extra maintenance supplies assigned to the fleet for operations behind enemy lines. The fleet will draw on this fund if it is Out of Supply (as set in ‘Readiness State’ above).

‘Fleet Importance’
used in conjunction with the ‘Order of Battle’ screen. If the importance set here is less than that required in the OB screen it won’t show up on that screen.

The tick boxes are:

‘Show Subordinate Fleet’
ticked means all ships from fleets subordinate to this fleet will appear in the ship list below as well as ships in this fleet.

‘Visible to Allies on
ticked means the fleet name (and owning Empire) will be displayed in the

System Map’

‘Galactic Map’ [F11] when ‘Fleet Location’ is the selected display to empires that 
you share a Military treaty with. Also, it means on the new map, that an ally will 

be able to see the complete composition of the fleet in the same OOB view as his 

own fleets. 

‘Show Crew grade on

ship list’
When ticked, will show the grade of every ship.

‘Show Shipyard Status’
Includes the shipyard status of each ship (e.g.: [refit]). Makes it easier to see what ships are refitting or de-mothballing.

The middle section contains the ‘Fleet Orders’ section, a free text section where you can write notes to yourself as to the fleets current objectives, and the ‘Ships in Fleet’ section which lists all the ships currently assigned to the fleet. The ‘Orders’ dropdown just above this section toggles the ‘Fleet Orders’ with the ‘Move History’  and ‘Battlegroup Organization’ display. The Move History display is automatically updated by SA as each impulse is run, showing where the fleet was at any given time. Battlegroup Organization shows all datagroups/squadrons in a fleet and ships not in a group.

The bottom section contains the buttons:

RACIAL OOB
brings up a window that shows all the fleets, which commands (Admin. or Fleet) they are subordinate to, their composition and location. A very useful review screen. Clicking on a Fleet, Class or Ship will open the corresponding window.

FLEET MOVES
brings up a screen for issuing movement orders for each fleet. The selected fleet will be active in the ‘Fleet Moves’ [F12] window.

COMBINE
replaces the BATTLE button with a dropdown of all the fleets. Select a fleet and press SAVE to move all the ships from the current fleet into the selected fleet.

BATTLE
used with the EC28 Crew Grade rules to record the presence of each unit at a battle (you can name it in the popup that appears) and SA determines if the crew grade has improved due to the battle.

DATAGROUPS
Allows pre-arranged squadrons or datagroups to be formed within a fleet. These groupings are then used when printing off the Fleet.

CENTER MAP
Centers the Galactic Map on the selected Fleet.

NEW FLEET
creates a new fleet at the same location as the currently selected fleet.

SAVE FLEET
saves the current fleet.

DELETE FLEET
deletes the current fleet. Note any ships still left in the fleet will also be deleted. 

REORGANIZE
brings up a dropdown with all the fleets to choose from. Allows ships to be individually transferred between fleets. The destination (and source) fleet can also be changed without leaving this screen.

PRINT FLEET
prints a copy of every ship in standard Starfire format. Useful for battles.

PRINT DEPLOY

prints the location of every fleet. Also gives the commander and a list of class 



types with the number of each class in the fleet (for every fleet).

PRINT OOB
prints an order of battle for the fleet, showing datagroups, flagships, commanders, etc. This does NOT show individual control sheets nor units outside datagroups.

DESTROY SHIPS
permanently deletes selected ships from a fleet, and adjusts the missile/fighter funds.

DESTROY FLEET
permanently deletes the entire fleet selected, as if destroyed in battle, and adjusts the missile/fighter funds.

‘Show on Graphical 

Galactic Map’
This tick box is to select whether this fleet is visible on the new map.

Lets make some fleets for the ships we will shortly build. First we must set the ‘Location’ so SA knows where the fleet is (if you forget, SA reminds you). “Balachiza” is the only available option at the moment. Then press NEW FLEET.

SA fills in most places with default values, and the main one we must adjust is the usual ‘Enter Fleet Name’. Let’s make a “Home Fleet”, assign it to the ‘Navy Department’ in the ‘Sup Admin. Command’ dropdown and press SAVE FLEET. Do the same to create the fleets “Fortress Command” and “New Constructions”, both attached to the ‘Navy Department’. New Constructions is a useful fleet to assign as the fleet new ships will appear in once constructed. Also make a “Reserve Fleet”, but before saving, set its ‘Readiness State’ to “Mothballed” and give it ‘Home Fleet’ as its ‘Superior Fleet’. Another useful fleet to have at the start. Create a “Survey Fleet” but we’ll assign it to the ‘Survey Department’ before pressing SAVE FLEET. CLOSE the ‘Fleets’ window.

Back in the ‘Races’ window press the ‘F3’ button on your keyboard to bring up the ‘Commanders’ [F3] window. The first thing we have to do here is setup our rank structure. As we have chosen a theme, we can create our ranks based on that theme by pressing THEME. SA reminds us that we can still edit or add others if we wish as we press ‘Yes’. You should have a list of 8 ranks, starting with Sky Marshal and ending with Commander, numbered 1 to 8 in the ‘Ranks and Seniority’ window. You can ADD, DELETE, and RENAME ranks by selecting the appropriate buttons.

Having setup our ranks, lets create some Officers for our fleets. As we do this they are automatically assigned seniority based on the order in which we create them.

A quick tour of the ‘Commanders’ [F3] window shows again the ‘Race’ dropdown so that in SM mode the Commanders of all races can be accessed easily. Under ‘Ranks and Seniority’ in the ‘Seniority of officers within the selected rank’ window. This is where you can create individual officers. Select ‘Commander’ from the ‘Ranks and Seniority’ window.

Press ADD OFFICER. If you have the sound enabled (‘Game’ on the Main Menu with ‘Sound on’ ticked), your new commander reports in. It’s Scotty (the default)! The ever present ‘Add New Officer’ window comes up, asking for a name. I guess we’ll use  “Scotty” (original, eh?). Lets put him in charge of the Navy Department in the ‘Officer Command Assignments’ window, ‘Admin Commands’ dropdown. We’ll make him our first average commander in ‘Grade’ by replacing ‘Green’ with “Average”. Press SAVE CHANGES. The ‘Officer History’ box is automatically updated, tracking the career of every commander.

Press ADD OFFICER again. This time we’ll call him “Darth”. Make sure he’s ‘Grade’ is “Average”. As he sounds nothing like Scotty, click the dropdown arrow on ‘Sound File’. This popup contains a list of all the current sound files. Click on ‘Vader’. We’ll put him in charge of the ‘Home Fleet’ in the ‘Fleet Command’ dropdown, and then press SAVE CHANGES.

Our last sample commander now, so press ADD OFFICER again. Name him “Jim” and click the dropdown arrow on ‘Sound File’. Hopefully you realize you need to select ‘Kirk’ for the sound file. We’ll assign him to the ‘High Council’ in the ‘Admin. Command’ dropdown and then SAVE CHANGES. As he’s in a higher command position, we’ll promote him from ‘Commander’ to ‘Captain’ by pressing the PROMOTE button, then SAVE CHANGES.

Feel free to create any more commanders you’d like and assign them to Fleet or Admin. Commands. We’ll create a few more officers, all Commanders. I’ll add a ‘Picard’, assigning him to the Survey Department, a ‘Worf’, assigning him to the Survey Fleet, and a ‘Palpatine’, who commands our Fortress Command. Let’s also add 2 more officers for later. A ‘Riker’ and ‘Data’. When you’re done, press CLOSE.

Lets review our ‘Command Structure’ [shift-F1] in the ‘Empires’ - ‘Military Organization’ menu. This screen gives an overview of our command levels, allowing us to expand and/or collapse levels as well as show who’s in command. Close this window with the X button in the top right of the window.

Before we move on to create our ships, we need to let SA know what hardware items we are currently capable of using. Bring up the ‘Research’ [F7] window from the ‘Empires’ - ‘Technology and Design’ menu.

As before, this window will be revisited later for a fuller explanation. For now, all we have to do is make SA aware we know all the items up to HT1. Click the GIVE TECH button. Verify that there is a “1” in the box next to ADD TL and then press the ADD TL button. Confirm with the YES button, and CLOSE the window. 

Ship design is one of the more fascinating Starfire challenges. Bring up the ‘Ship Class Design’ [F8] window from the ‘Empires’ - ‘Technology and Design’ menu (it’s called ‘Unit Design’ in the menu).

Along the top we have

‘Design’
a dropdown that contains every ship we design. Has the usual ‘Enter Design Name’ when first opened and no designs exist.

‘Type’
a dropdown that contains every possible type of design grouped by differing design criteria.

‘Hull Types’
another  dropdown, but the contents of this dropdown changes with the ‘Type’ selected.

‘Max. Size’, ‘Max. Speed’, ‘Eng. per Move Pt’ and ‘Hull Cost’ are informational and display the data for the settings we select in the dropdowns above.

The middle section of the screen contains all the hardware we can place on a ship. The ‘Search’ sections on the left (in combination with the SEARCH button below) also allows the tech systems to be arranged in the window grid to suit our needs. The ‘Ship Modifications’ tick boxes are also applicable to our current design if it is to have the feature listed.

Along the bottom are three tick boxes:

 ‘Alkelda Dawn tech’
(not recommended as being ticked unless specifically playing Alkelda Dawn)

‘Default Race tech only’
ticked (recommended), its useful for making sure the current design is one our race could build with current technology. Unticked we could create a design looking ahead to tech we anticipate having shortly.

‘No Size Warnings’
unticked (recommended), SA will tell us if we add systems to our design that exceed the max. hull spaces for that design. Unticked, these warnings are not given.

To the right of this, the section below ‘Design Code’ is also informational and reflects each change to the current design as we make that change. The ‘Design Code’ is a free text area we fill in with the order of our systems (left to right) after we have all the hardware that will go onto the ship.

Finally at the bottom are the buttons:

ADD [alt-a]
adds item selected in the grid to our design. Items added appear in the hardware list next to the grid. We can also double-click the item in the grid to add it to the list.

REMOVE [alt-r]
removes item selected in the grid to our design. We can also double-click the item in the hardware list to remove it from the list.

Note the tick boxes ‘x10’ and ‘x100’ are useful for larger designs where large multiples of a single item need to be added/removed.

SEARCH
adjusts the display to match the search sections in the middle left of the screen.

PRINT
prints a copy of this design in standard Starfire ship format.

NEW
creates a blank ship design, ready to have items added.

RACE COPY
allows the current design to be copied to another race. Very useful for standardized designs (freighter, scouts, etc.).

COPY
like the NEW button, but instead of being blank, is an exact copy of the design we had selected. Useful for upgrading a design with only minor changes.

CREATE CLASS
this very important button creates a ‘Class’ for the current design. It creates a template for all ships in a particular ‘Class’

SAVE
saves the current design. Several buttons cannot be used until the design is saved.

DELETE
gets rid of unwanted designs. Be careful because it also gets rid of any ships of the design still active in the game.

CLOSE
as Steve’s little popup reminders often say, ‘Guess What!’.

‘Always Maximum XO’
If this is ticked, then the program will automatically add an XO Rack for every 5 HS you add to a design.

‘No Themed Class Name’
If this is ticked, then SA won’t give this class a Theme name, even if you have a theme selected.

‘Get Class name from list’
Allows you to select the Class name from a list, instead of SA going down the list automatically for you.

So let’s create a few designs to protect our adoring subjects from the deprivations of nasty aliens - namely that friend of yours you’re going to play in the next campaign. Note that these are not necessarily awesome designs, but, IMO, are adequate for my personal tactics and strategies.


Ensure that ‘Default Race Tech only’ is ticked, then press NEW. You’ll see that if you try and scroll the available hardware grid, it stops at the last HT1 item, ‘Shipyard Module’. The top section defaults to the last ‘Type’ used and smallest ‘Hull Types’ for that ‘Type’, or as in our case with no designs already done, ‘Warship’ and ‘Explorer’. We may as well design this one to start, so leave the ‘Type’ and ‘Hull Types’ as is. Let’s have 3 ‘Cargo Holds’ (H) - click on ‘Cargo Hold’ and then press ADD three times. Note how with each click of the mouse our current systems are updated in the list at the right of the hardware grid. Next add a ‘Crew Quarters (small)’ (Qs) by  double clicking it (as a alternate to the ADD button when only one is needed). Also note how all the data at the bottom of the screen has been updated with each system added. We better have an engine or we won’t get very far, so add a ‘Commercial Engine’ (Ic). Finally (and you’ll need to  scroll down for this one) add ‘Science Instruments’ (X) so our scout can collect data. Also, go ahead and uncheck the ‘Always Maximum XO’ box and remove the “1” from the XO box.

Now fill in the design code with “HHHQsX(Ic)”. Also tick the ‘Atmosphere Capable’ box and we’re done. SAVE the design. Doh! Forgot the ‘Design Name’. Let’s call it a “Scout”. Now try SAVE again. That’s better. Note how SA won’t let us forget anything we need to do.

Now we can create a class of scouts based on this design, so press CREATE CLASS. (Hint: I  find it useful to preface each class with its size code as it can get confusing remembering what’s what when you have a lot of designs and this helps). Add “EX-“ in front of the ‘Discovery’ that appears in the popup window and press SAVE. Our first design. Congratulations, its a healthy baby Scout!

We’ll do a few designs to illustrate some of the other button in use and give some useful tips.

Press NEW, and type “Corvette 1” (Hint: I also find it useful to include the HT of the design for quick and easy recognition). It’s a ‘Warship’ but its ‘Hull Type’ needs to be changed to ‘Corvette’. Again note the data at the top of the screen change to reflect the new setting. Lets add 4 ‘Military Engines’ (I), a ‘Crew Quarters (small)’ (Qs) and a ‘Cargo Hold’ (H). These are usually the first items added as every design must have them (in some form). We can also see how much space we have left for military systems (i.e. something to whack the aliens with). For our remaining 10 Hull Spaces lets add two ‘Laser’ (L), an ‘Armor’ (A) and a ‘Shield’. Let’s also make it ‘Atmosphere Capable’. If you design costs ‘166’ MC then you’ve almost got your design diploma. Don’t forget the ‘Design Code’ of  “SAH(I)(I)(I)LQs(I)L”, then press SAVE. CREATE CLASS and call it “CvT-Napoleon”. (I like to abbreviate Corvettes CvT, so as to not confuse them with cutters (ct).)

Our last two warships will be destroyers. Press NEW and call this design “Destroyer 1L” as we’ll have Lasers on this first design. Don’t forget to set its ‘Hull Type’ to ‘Destroyer’. This is our fledgling WP assault ship. The usual start of 7 engines (I), a hold (H) and crew quarters, but note we’ll need a ‘Crew Quarters’ (Q) and a ‘Life Support Hold’ (Lh) this time for the larger hull. Or, you could add 2 Qs, to make the ship more survivable after combat (My choice). Fit the rest of the ship out with 2 x shields (S), 2 x Lasers (L) and 10 (tick the ‘x10’ box before you press ADD) armor (A). Then untick the ‘x10’ box to avoid size warnings later. We’ll save our money on (AC) this time - not much atmosphere around a WP! The ‘Design Code’ is “SSAAAAAAAAAAHQs(I)(I)(I)(I)(I)(I)LQs(I)L”. SAVE, then CREATE CLASS. As there will be two types of Destroyer, call this class “DD(L)-Outreach” and press SAVE.

As our second Destroyer is very similar in many respects to the Charlie Class DD, we can press COPY this time. Note how everything stays as is except for the ‘Design Name’. Call this one “Destroyer 1R”, our Missile armed Destroyer. REMOVE the 2 x Lasers (don’t forget to click on ‘Laser’ in the hardware grid first) as well as 7 x armor - we don’t intend to get too close to the enemy with this design. ADD a ‘Magazine’ (Mg), 4 x ‘Missile Launchers’ (R) and 2 more shields (S). The ‘Design Code’ is “SSSSAAAH(I)(I)(I)(I)Qs(I)(I)RRRRMgQs(I)”. SAVE, then CREATE CLASS. Call this class “DD(R)-Nelson” and press SAVE.

Let’s do a useful Freighter for the CFN. Press NEW and call the design “Freighter 30” (for its size). Change ‘Type’ to ‘Freighter’ and its ‘Hull Type’ to ‘Class 4 Freighter’. Put in 8 x Holds (H), 10 x Crew Quarters (Q), 2 x Life Support Hold (Lh), a Small Boat Bay (BbS), a small Crew Quarters (Qs) and 4x Commercial Engines (Ic). Also make it Atmosphere Capable. Design Code is “H(BbS)(Ic)QQQQQLhHHH(Ic)QQQQQLhHHHH(Ic)Qs(Ic)”. SAVE then check the ‘No Themed Class Name’ box, then hit CREATE CLASS. It should already have the class name “Freighter 30” so hit SAVE. If you don’t use a Theme name, SA will use the design name you used up above.

Our last two samples are a Base and a Space Station. Press NEW and call this design “Base 50 1R”, set the ‘Type’ to ‘Base’ and the ‘Hull Type’ to ‘Class 2 Base’. Note how the ‘Ship Modifications’ section has gone blank as Bases can’t have ship mods on bases. We’ll need a hold (H), crew quarters (Q) and a life support hold (Lh) as well as a small boat bay (BbS). Let’s arm it with 2 x magazines (Mg) and 10 missile launchers (R), and defenses of 10 x shields (S) and 4 x armor (A). Its ‘Design Code’ is “SSSSSSSSSSAAAAH(BbS)RRRRRMgRRRRRMgQLh”. SAVE, then leave the ‘No Theme Name’ checked, hit CREATE CLASS and call it the “Base 50 1R”.

Press NEW and call the design “Space Station”. Set its ‘Type’ to ‘Space Station’. Note there is only one possible ‘Hull Type’. We’re going to have 400 HS of equipment in front of our 10 free ‘Shipyard Modules’ (SY1) and we’ll also put in our free ‘Cargo Handling System’ (CHS). We need to add these last as we’ll need to note the cost of everything else on the station and pay for it out of our starting funds. Start with 50 x shields (S) and 50 x armor (A), 13 x small boat bays (BbS), 24 x holds (H), 10 x crew quarters (Q) and 2 x life support holds (Lh), a ‘Combat Information Center’ (CIC), 12 x magazines (Mg), 60 x missile launchers (R) and 10 x lasers (L). Whew, 385 HS! That leaves 15 for the CHS and then the SY1’s after that. We note this monster will cost us 2576.5 MC, then add the CHS and 10 x SY1, for  a total of 1200 HS. The ‘Design Code’ is “Sx50Ax50H(BbS)Qx5Lh[Rx5Mg]x12Lx10H(BbS)H(CHS)H(BbS)(CIC)Qx5Lh[(BbS)HH(SY1)]x10”. SAVE, then CREATE CLASS and call it the “Space Station”.

CLOSE the ‘Ship Class Design’ window and open the ‘Ship Classes’ [F5] window from the ‘Empires’ - ‘Technology and Design’ menu. Here are all the classes we just created in the Design window.

Along the top are the usual ‘Race’ dropdown, the ‘Class’ dropdown to select one of our classes to work on and the ‘Name Type’ dropdown which lets us select from the thousands of names SA has for naming each ship individually. This allows a class to have all its ships named with a common theme. Most of the rest of this section is informational, but we can set the ‘Ammo Cost’ to a different % if all ships in the class standardly use the same different %.

The large middle section contains the ‘Control Sheet’ which SA dutifully fills in exactly as it would appear in “The Stars at War” publication. The ‘Additional Information’ and ‘Preferred Magazine Loadout’ are free text area where we can make notes about the class in general. ‘Ships in Class’ list all the ships of this class currently in service.

Along the bottom the buttons are:

NEW DESIGN
opens the Design window with a blank form.

EDIT DESIGN
opens the Design window with the current class selected.

SAVE CLASS
saves any changes to the class

DELETE CLASS
deletes the class, but leaves the underlying design untouched.

FLEET ASSIGNS
shows what fleets the ships of various classes have been assigned to. Useful for deciding where more ships of a particular class may be needed.

PRINT ALL
prints a summary of all the current ship classes.

SMALL CRAFT
Sets standard amounts of small craft, fighters, and gunboats for a class, which are automatically added when a ship is built.

ADD PREFAB
Creates a new class which is a pre-fabricated version of the previous class.

RE-NUMBER
Re-names all ships in the class with <classname> + <sequential number>.

‘Make class obsolete’
Ticking this will make the selected class not appear for construction.

Select the ‘DD(L)-Outreach’ class and give it the ‘Name Type’ of ‘Sea Creatures’ and SAVE CLASS. Select the ‘DD(R )-Nelson’ class and give it the ‘Name Type’ of ‘Fantasy Creatures’ and SAVE CLASS. Add a cutter to the Base 50, a shuttle to the freighter 30, and 13 shuttles to the Space Station. CLOSE the window.

Open the ‘Ships’ [F6] window form the ‘Empires’ - ‘Military Organization’ menu.

Again the window has a by now familiar layout. Along the top informational boxes and dropdowns for us to select from. The dropdowns are:

‘Race’
the familiar race selection dropdown.

‘Ship’
lists all the current ships by name.

‘Fleet’
lists all the current fleets the ship can be assigned to. When a ship is first selected it shows the current fleet.

‘Grade’
current crew grade.

‘Status’
for use with the EC28 crew grade rules (which we selected as active for this campaign at the start).

‘Class’
lists the current classes available. Set this before pressing NEW.

‘Carried in Cargo Holds’
in conjunction with the CARGO HOLDS button, allows us to specify any special cargo carried that needs to be tracked (admirals, extra maintenance, etc.).

‘Small Craft and Fighters’
in conjunction with the SMALL CRAFT button, allows us to specify small craft carried on the ship.

The rest is informational and cannot be edited by us.

The middle section is again mostly free text area where we can make notes about individual ships. ‘Standard Control Sheet’ and ‘Current Control Sheet’ will start the same. The standard area cannot be edited - it shows the state of an undamaged ship of this class. The current area can be edited to reflect any battle damage sustained for later repair. ‘Ship History’ is added to by SA for various events that happen from time to time, although we can also make contributions in this window too. ‘Additional Information’ is purely for our use.

The bottom section of buttons contains:

SMALL CRAFT
assigns small craft to the ship using a dropdown selection that appears over the top row of buttons. Availability is by tech level and research.

CARGO HOLDS
allows us to specify a cargo that can be added to ships (not just the current ship).

GOVT CFN
transfers the ship to the Government CFN so its H and Q capacity is available there.

EXTRA CFN
transfers the ship to the Extra CFN so its H and Q capacity is available there.

COPY MANY
copies more than one copy of the current ship. Names them by adding ‘02’, ‘03’, ‘04’ etc. to the end of the current ship name.

BATTLE
records the ship was involved in a battle (which we can name in the popup that appears) and gives the chance of a Grade increase based on EC28 Crew Grade rules.

DESTROY
deletes the ship but counts it as destroyed in battle. This also adjusts the missile/fighter fund and total empire magazines for the ship destroyed as SA assumes it was destroyed in battle. 

NEW SHIP
creates a new ship of the type specified in the ‘Class’ dropdown and assigns it to the fleet in the ‘Fleet’ dropdown. Set these before pressing NEW SHIP. SA will prompt you if you forget.

SAVE SHIP
saves the ship in its current state.

DELETE SHIP
deletes the ship without affecting magazines, missile funds etc. Assumes you have broken up the ship at the shipyard and recovered missile/ fighters first.

COPY ONE
makes an exact duplicate of the current ship except for the ships name.

CLEAR
blanks out all fields.

GET NAME
providing a ‘Name Type’ has been set for the class of this ship, gets the next available name in the theme and replaces the current ‘Ship’ name with this new one.

So lets create our starting forces as per the New Empires Campaign setup in SM#2.

From our ‘Survey Fleet Fund’ we’ll buy 60 scouts, the maximum allowed. Set the ‘Fleet’ to ‘Survey Fleet’ and the ‘Class’ to ‘EX-Discovery’, then press NEW SHIP. You’ll be asked if you want to add the default small craft and fighters to the ship. Always say yes. All we need do is give the ship a name. As there are lots of these scouts lets call this one “Explorer” and press SAVE SHIP. We’ll use the COPY MANY button to create the next 59 scouts. We are prompted for the number of ships we want to create, so type in “59” and click OK. This is a lot of ships to make of the one design so SA checks to make sure we didn’t make a mistake - press YES. We can also copy attached small craft/fighters, so press YES (although it doesn’t matter in this instance as there are none, but SA always asks). If you check out the ‘Ship’ dropdown you see ‘Explorer 02’, ‘Explorer 03’ etc. down to number 60. For consistency lets add “01” to the end of our first scout and rename it “Explorer 01” (just click at the end of the name ‘Explorer’ and add the “ 01” - no need to retype the whole lot) and press SAVE SHIP. Our Survey Fund has 218 MC spare.

From our ‘Battle Fleet Fund’ we’ll buy 11 Corvettes and 5 each of the two Destroyer classes. Set the ‘Fleet’ to ‘Home Fleet’ and the ‘Class’ to ‘CvT-Napoleon’ and press NEW SHIP. As this is the beginning of our swarm ships lets call this ship “Swarm” (so originality isn’t one of my strong points) and press SAVE SHIP. We’ll use the COPY MANY button again to create 10 more corvettes. Use the same procedure we used for the scouts and you should now have ‘Swarm 02’ to ‘Swarm 11’ in the ‘Ship’ dropdown. Similarly rename ‘Swarm’ to “Swarm 01” and SAVE SHIP.

Select ‘DD(L)-Outreach’ from the ‘Class’ dropdown (note we don’t need to change the ‘Fleet’ dropdown this time) and press NEW SHIP. The ‘Outreaches’ have a name type so click GET NAME, and ‘Enter Ship Name’ is replaced by “Barracuda” for us. Press SAVE SHIP. Repeat this sequence (NEW SHIP - GET NAME - SAVE SHIP) four more times to create the “Billfish”, “Blue Whale”, “Catfish” and the “Cod”.

Select ‘DD(R)-Nelson’ from the ‘Class’ dropdown and press NEW SHIP. The ‘Nelsons’ also have a name type so click GET NAME and press SAVE SHIP. Repeat this sequence as before to create the five ships “Balrog”, “Basilisk”, “Centaur”, “Cerberus” and “Chimera”. Our Battle Fleet Fund has 184 MC spare.

From the ‘Other Fund’ we’ll buy our Space Station, our Bases and some freighters. Set the ‘Fleet’ to ‘Fortress Command’ and the ‘Class’ to ‘Space Station’ and press NEW SHIP. Call it “Space Station” and press SAVE SHIP. Notice it added the default 13 shuttles to it.

Select ‘Base50-R’ from the ‘Class’ dropdown and press NEW SHIP. Call the base “BS50(R)” and press SAVE SHIP. Use the COPY MANY button to create 3 more bases, and note that this time, by setting the small craft first, we don’t have to adjust them later - they’ll be copied as we go. Rename ‘BS50(R)’ to “BS50(R) 01” and SAVE SHIP.

Select ‘Freighter 30’ from the ‘Class’ dropdown and press NEW SHIP. Call this freighter “FT30” and press SAVE SHIP. Use the COPY MANY button to create 2 more small freighters. Rename ‘Small Freighter’ to “FT30 01” and SAVE SHIP. Our Other Fund has 193.5 MC spare.

CLOSE the ‘Ship’ window.

Now, before we forget, let’s designate flagships for our intrepid leaders. Open the Commanders [F3] window.  Select ‘8. Commander’ from the ‘Ranks and Seniority’ window. Click on ‘2. Darth’ in the leader list. Assign the Balrog as his Flagship, and click SAVE CHANGES. Select Worf, and assign him to Explorer 01. Hit SAVE CHANGES. Assign Palpatine to the Space Station. SAVE again, and CLOSE the window.

We haven’t paid for all those shuttles yet, but as they can come from any fund, we’ll use up the Battle Fleet Fund last and put the remainder into the Missile Fund to complete our setup. Our spare 595.5 MC is reduced by 20 shuttles x 20 MC each to leave 195.5 spare for the Missile Fund. To do this open the ‘Economics - Dynamic’ [ctrl-F2] window from the ‘Empires’ - ‘Economics’ menu. As we have created all our ships, we can now see we have 25 magazines to fill with missiles. Notice we have to put in the basic loadout per magazine, not the amount total for the Missile Fund. Go ahead and divide 195.5 by 25, using the Win95 calculator Steve provides [shift-F2]. That gives us approximately 7.8 MC/magazine, so put 7.8 in the window ‘Desired Loadout’, and click ‘Save Changes to Fund Values’. While we’re here lets check and make sure we’ll have enough money to run our empire. Make sure the ‘Calculate Fleet Maintenance’ tick box is ticked. If it wasn’t, ‘Total Fleet Maintenance’ will still be zero. This is another instance where we’ll have to either close this window and re-open it to force SA to reread the data for this window or (and easier) re-select the current Race from the ‘Race’ dropdown menu. Click the dropdown arrow on the ‘Race’ section and click on ‘Balachiz Empire’ again.

At the bottom of the ‘Maintenance Cost’ section SA estimates for us how many MC we’ll have spare. Note that this calculation is an estimate as it uses current figures without taking growth, HT advances etc. into consideration. We’re spending about half our income on maintenance, which is a bit high, so lets mothball a few ships. CLOSE the ‘Dynamic Economics’ window and open the ‘Fleets’ [F4] window.

Select ‘Home Fleet’ in the ‘Fleet’ dropdown. Press the REORGANIZE button and set the ‘Secondary Fleet’ dropdown to ‘Reserve Fleet’. We can move ships between either fleet (it works both ways) by double-clicking on the ship if we’re only moving 1 ship, or, if you want to move multiple ships, either click and drag across the names you want to move, or hold the CTRL key and click on each ship. Move the Destroyers Cod, Chimera, Cerberus, Centaur, Catfish, Blue Whale and the Corvettes Swarm 04 to Swarm 11 to the Reserve Fleet. Press FINISHED when you’re done. Then, select ‘Fortress Command’ from the dropdown. double-click the freighter FT30 03. The ‘Individual Unit Details’ window will open. Go ahead and click the GOVT CFN button. SA will ask if you’re sure you want this ship to join the Government CFN Pool. Say yes, of course, then do the same to FT30 02 and FT30 01. CLOSE the window.

Note: be careful using this method of changing ships between fleets during the game as SA does NOT check to make sure they are in the same location!

Lets check the ‘Economics - Dynamic’ [ctrl-F2] window again. This time nearly 2000 MC out of our 3000 MC odd we are generating. A bit better. CLOSE the ‘Economics - Dynamic’ window.

Finally, with our Space Station in orbit, we have a Shipyard capable of construction in space. Let SA know it’s there by selecting the ‘Shipyard Complexes’ [ctrl-F3] from the ‘Empires’ - ‘Economics’ menu.

The top section contains the ‘Race’ dropdown as well as a ‘System’ dropdown. The current tech level for the race is also displayed ,and the tick box allows us to specify if we want SA to supply a ship name, and a dropdown menu that asks if we’d like our Shipyard Complexes sorted alphabetically rather than in the order we created them. Note that although only one complex is needed per system, you might want two complexes if they represent shipyards around different planets. In most cases, only one shipyard can work on a task so they don't need to be separate but in the case of building SS, multiple shipyards can work on the same task, although not if they are orbiting different planets.

The middle section contains a large task list window with the description of tasks currently under way. In the two sections on the left, firstly ‘Modules’ shows how many construction modules are present in the complex (SA will automatically change this section as you add and remove modules from the selected fleet) and secondly ‘Available Capacity’ shows the total space available for building minus that of tasks already under way (we can’t edit this section). It also summarizes this available space depending on the task to be undertaken (construction, repair etc.). We can also tick the ‘Use Planetary Industry’ tick box to construct item on the planet without using complex capacity.

The bottom section isn’t completely filled in unless we have a complex, so we need to create one to see the rest of the bottom section properly. Set ‘System’ to ‘Balachiza’ and ‘Fleet’ to ‘Fortress Command’ and press NEW SC. Call the complex “Balachiza Yards”, and tick the ‘Create default ship names’ tick box and press SAVE SC. The ‘Shipyards’ in the ‘Modules’ section should be automatically set to “10”.

The bottom section ‘Task Details’ has:

‘Task Type’
set this dropdown to the type of construction desired.

‘Ship Name’
automatically filled in as we ticked the ‘Create default ship name’ box. Can be edited to whatever we like.

‘Total Spaces’
displays the number of hull spaces required to be built to complete the task.

‘Build Rate’
shows how many hull spaces will be accumulated towards the required ‘Total Spaces’ each turn.

‘Unit Class’
sets the type of unit to be built, based on the ‘Task Type’ selected.

‘Assign to Fleet’
which fleet the unit will appear in when it is completed.

‘First in Class’
tick box that calculates the cost if this is the first unit built of a new design class.

‘Prototype Hull’
tick box that calculates the cost if this is the first unit of a size to be built. Automatically halves the usual construction rate as per SM#2.

‘Task Cost’
cost of the task modified due to either of the above tick boxes being ticked.

Finally the buttons at the bottom:

ADD TASK
adds the task set by the selections above to the task list.

DELETE TASK
select a task in the task list first. Clicking this button removes the task from the list. Note this cannot be reversed, so be careful!

TASK RATE +
adjusts the rate up by one each time it is pressed.

TASK RATE -
adjusts the rate down by one each time it is pressed.

NEW NAME
gets a new name for the class selected provided a ‘Name Type’ has been set in the ‘Class’ [F5] window

NEW SC
creates a new shipyard complex. Set the system first.

SAVE SC
saves the SC in its current state.

DELETE SC
removes the SC from the list of SC’s available to the empire. Note any tasks under way are lost as well.

SET DF
selecting a fleet in ‘Assign to Fleet’ and pressing this button makes that fleet the Default Fleet for all new construction undertaken by the complex.

HISTORY
brings up a window that details the start turn and cost for every construction task undertaken by your empire.

EDIT TASK
Allows you to edit the name, assigned fleet, hull spaces completed, or rate of construction for a single shipyard task.

PRINT ALL
Prints a list of ALL shipbuilding tasks in your entire Empire.

‘Schedule Small Craft’
Assigned Small Craft will be automatically built in the last turn of a ship’s construction and automatically assigned to that ship.

‘Appropriate 

Designs Only’
On the Ship Class Summary [F5] window, there is a tick box titled ‘Make Class Obsolete’. Any class of ship with that box checked will not be displayed as an option to be built or refitted to on the Shipyards screen.

Lets set our Default Fleet to ‘New Constructions’ (that’s why we made the fleet, after all)! Set ‘Assign to Fleet’ to ‘New Constructions’, press SET DF and then press SAVE SC. Having directly placed all our starting forces using the screens above, in future all construction tasks should go through a Shipyard Complex. Everything built in a SC automatically updates the economics for the turn. CLOSE the window for now.

We’re now ready to go, unless you have multiple players. If so, start back up at New Races, on page 3 and work your way back to here for each race. Once you’re ready, from the ‘Game’ menu, select ‘Next Turn’ [ctrl-shift-F1] to set everything ready for Turn 1. Ignore the message about Movement Impulses remaining. Turn 0 is the setup turn so these don’t matter. They will from now on, however!

Playing the Game

Starfire is played in four Phases (see ISF 12.01 p9). Essentially we’re going to do the same but showing how to do each step in each Phase the SA way. Firstly, a quick review of the Strategic Turn Sequence.

Phase 1: Economic Phase

A.
Calculate Revenues

How to use the ‘Economics - Turn Based’ [ctrl-F1] window in the ‘Empires’ - ‘Economics’ menu. 

B.
Ship Resources via CFN or Imperial Freighters

How to use the ‘CFN & Colonization’ [ctrl-F6] window in the ‘Empires’ - ‘Economics’ menu. 

C.
Spend Available Resources.

This is where most of the work in this phase is done. We’ll use a few different screens here. See description below.

D.
Record Changes in Economic Potential.

A very easy phase as SA does this all for us when we run the next turn. 

Phase 2: Information Phase

A.
Evaluate Overt Intelligence Data.

B.
Invest in Covert Activities.

C.
Resolve Covert Activities.

This whole phase is essentially the purview of the SM. SA has plenty of space for making notes. 

Phase 3: Military Phase

A.
Receive New Military Units.

Check the contents of the New Construction Fleet in the ‘Fleets’ [F4] window of the ‘Empire’ - ‘Military Organization’ menu. 

B.
Write Movement Orders.

How to use the Galactic Map [F11] of the ‘Empire’ - ‘Systems’ menu and the ‘Fleet Moves’ [F12] screen in the ‘Fleets’ window (plotting moves for every fleet). 

C.
Move Military Spacecraft and Convoys

How to use the ‘Next Move Impulse’ [CTRL-SHIFT-F2] in the ‘Game’. Doing this six times SA moves each fleet according to their orders one StMP at a time. 

D.
System and lower-level trigger


Survey

How to use the SURVEY INFO button in the ‘System View’ screen.

First Contact

How to PROBE a new system in the ‘System View’ screen.

Combats

How to use the ‘Fleet Interaction’ [ctrl-Q] window in the ‘Space Master’ menu.

E.
Receive Resources arriving via CFN or Imperial Freighter this Turn.

Another very easy phase as SA does this all for us when we run the next turn. 

Phase 4: Political Phase

A.
Political Control - Check for and Resolve Rebellions.

This must be checked manually.

B.
Extend First Contact to Sustained Contact (Communication Attempts).

How to use the ‘Political Offers’ [ctrl-F7] in the ‘Empires’ menu. 

C.
Negotiations with Other Races.

Also done using the ‘Political Offers’ [ctrl-F7] in the ‘Empires’ menu.

So now lets look at each of these steps in detail.

Phase 1: Economic Phase

A.
Calculate Revenues

How to use the ‘Economics - Turn Based’ [ctrl-F1] window in the ‘Empires’ - ‘Economics’ menu. 

Opening the window, we see that SA has done all our calculations for us already. The ‘Income’ section show our income from all possible sources that SA tracks. We can only edit the ‘Misc. Income’ box (should we need to make any adjustments). Similarly the ‘Expenditure’ section has a ‘Misc. Expenditure’ box for minor adjustments. If any of these boxes have values entered into them, the ‘Totals’ and the ‘Remaining Balance’ boxes are recalculated automatically to reflect the change. To make the change permanent (for this turn) we must SAVE the change. Anything else that is done economically is automatically updated in this window. Leave it open as we’ll refer back to it frequently during the turn.

The 2 other windows to check at the start of every turn is the ‘Empire Events’ [ctrl-F5] window in the ‘Empires’ menu and the ‘Racial Messages’ [ctrl-M] window. Both gives a summary of any important events that have happened this turn, as well as the ability to look back over previous turns events as required. The ‘Racial messages’ window also holds any messages from any race you are in contact with. 

B.
Ship Resources via CFN or Imperial Freighters

How to use the ‘Commercial Freight Network’ [ctrl-F6] window in the ‘Empires’ - ‘Economics’ menu. 

This window allows you to set all colonization tasks and CFN shipping tasks throughout the Empire. Starting at the top, we see the ubiquitous Race dropdown. On the far right, there is a tick box titled, ‘Systems with Populated Planets Only’. Leaving this unticked will allow you to draw colonists from systems without populated planets, say if every planet in a system was a Gas Giant and/or an Ice World, and the only habitable real estate was moons. We’ll leave it ticked for now, since we don’t own any systems without inhabited planets yet. Note that it is always ticked when you open this window as a default.

Below the Race dropdown is the ‘Colonization’ section. In this section are 2 subsections, ‘Start System’ and ‘Destination System’. Each subsection has 6 dropdowns and/or windows in it. ‘Start System has the following:

‘System’

What system you are drawing population from

‘Planet’

What planet in that system you are drawing from. Note that the top option is ‘Spare  


System PTU’. SA calculates ALL extra PTUs in the system, to make it easier and quicker to 

ship colonists. It will always be the first option.

‘Moon/Ast’

If you’re drawing PTUs from a moon or Asteroid colony. I seem to only use this one for 


evacuations. :-)

‘Population (PU)’
Tells me the current population of my source world.

‘Available PTU’
Gives me the amount of ‘extra’ PTU I have available to ship. If this is ‘0’, then the 


requested PTUs are converted from the planetary population.

‘PTU to move’
This is the only box you can type in in the ‘Colonization’ section. Basically, you enter the 


amount of PTUs you’re sending off into the galaxy.


The ‘Destination System’ subsection has the following dropdowns/windows:

‘System

What system the colonists are going to.

‘Planet’

The planet or asteroid belt the colonists are headed for.

‘Moon/Ast’
The moon or asteroid cluster you’re populating.

‘Environment’
A reminder of the type of planet or moon you’re populating.

‘Mineral Content’ Another reminder of the income potential of your new colony.

‘Population (PU)
Lets you know if there already is a colony of yours there.

(NOTE: I use the term ‘colony’ here as any non-indigenous populations; not to be confused with a population numbering between 17 and 50 PTU.)


Below this is the ‘Non-Colonization Tasks’ section. This is useful for shipping items like buoys, small craft, pre-fabricated components, etc. it only has a few dropdowns/windows in it. They are:

‘Start System’
Where the items are coming from.

‘Dest System’
Where the items are going.

Under the ‘System Items’ tab it has:

‘Num of Items

  Available’
A dropdown menu of every buoy and small craft assigned to that system in general.

‘’Number to Move’




Where you can type in the amount of each item to ship.

In the ‘Prefab Units’ tab, there is:

‘Prefab Unit’
A list of every pre-fabricated ship or base in that particular system.

‘Dest Fleet’
The Fleet the pre-fab is being sent/assigned to in the destination system before assembly.

Finally, in the ‘Cash Equivalent’ tab:

‘Total Cash

  Equivalent’
The amount of MC you want to ship. Useful for realistically shipping money to an ally or 



repair expenses to a fleet base.


Finally, on the left side, there is the ‘Task Requirements’ section. This section allows you to see what it will take, in terms of time, holds, quarters, and money, to ship what you want across your empire. The windows are:

‘Distance in 

  StMP’

The number of StMP between the start and destination systems. For a description of 



StMPs, see Sky Marshal #2, page 40, rule # 18.00b.

‘Holds required

  per turn’
Number of Cargo Holds used by your shipment.

‘Quarters required

  per turn’
Number of Crew Quarters used by said shipment.

‘Task Duration

  in Turns’
Number of Strategic Turns (months) required @ 4 STMP/month. As far as I know, there’s    


no way to change this ratio, even with Alkelda campaigns, in SA. Ask Steve. 

‘Task Cost’
Amount, in MC, it’ll cost to do your deed.

‘Colonization’
Put a dot here if you’re trying to ship colonists.

‘Other Tasks’
Put a dot here if you’re shipping items, pre-fabs, or wealth.


Now, we’ll move over to the right side of the screen. We already mentioned the tick box, so we’ll go below that. Now, we have the ‘Inter-System CFN Capacity’ sections. Nothing much to explain here, except for ‘Excess Capacity’. That shows the H’s and Q’s you’ve allocated to your Government CFN Pool that are over the amount in your Base CFN Pool.


Below the Capacities should be a section titled ‘Balachiza (or whatever you named your homeworld) In-System Capacity’. This section only appears when the ‘System’ dropdowns in the ‘Colonization’ section both have the same system in them. Since you’re allowed to ship 1 PTU for every 100 MC of income, and 2 PTU for every shuttle (st), in the system at no reduction to the CFN capacity, SA automatically computes and displays this info for you. Any in-system shipping is taken from this ‘free’ capacity first. Remember, you still pay emplacement costs.


Finally, we come to the task listings window. This will show ALL tasks the CFN is dealing with at the moment. I won’t explain the headings yet, since it’s empty. What say we get something in there?

For our first turn, lets move the free 12 PTU we get from the large population on Balachiza II and the growth from the Asteroid colonies to the same moon on which we setup our 20 colonists at the start. Select ‘Balachiza II’ in the ‘Planet’ dropdown under ‘Destination System’, then select ‘Balachiza II-A’ from the ‘Moon/Ast’ dropdown right below it. Type “12” in the box for ‘PTU to Move’. Note under the Task Requirements, no holds or quarters are used. Click ADD TASK. NOW there’s something in the listings. Note the start and destination systems are the same? CLOSE this window.

Back in the ‘Economics - Turn Based’ window we can see the ‘Colonization’ box has been updated to reflect our spending. The ‘CFN Costs’ box is usually updated as well but in system transfers as small as the one we have just done incur no CFN costs. Note we have 1743.57 MC still to spend.

C.
Spend Available Resources.

This is where most of the work in this phase is done. We’ll use a few different screens here. See description below.

OK, here is the description below. Looking at the ‘Expenditure’ section of the ‘Economics - Turn Based’ window we can see all the things we can spend our hard earned taxes on. Lets run through a sample of each in turn.

‘Construction’ is done in the ‘Shipyard Complexes’ [ctrl-F3] window of the ‘Empires’ - ‘Economics’ menu. Lets do two things here - build a new unit and reactivate a mothballed one.

The ‘Task Type’ dropdown defaults to ‘Construction - Ship/Base’ so lets build a new scout first. Set the ‘Unit Class’ to ‘EX-Discovery’ and note how SA has tracked the names we’ve used so far, so that the ‘Ship Name’ is suggesting ‘EX-Discovery 61’. It will go into the New Construction fleet and take one turn to complete (we can tell this by the ‘Total Spaces’ and ‘Build Rate’ both being ‘7’). Press ADD TASK, and all that information is now shown in the task list. Note also how the ‘Available Capacity’ section reflects the abilities of the complex, adjusted for tasks under way.

Change the ‘Task Type’ dropdown to ‘Reactivate’. Set the ‘Unit Class’ to ‘DD(R)-Nelson’ and ‘Ship Name’ to ‘Chimera’. Again note that reactivating is four times quicker than construction, so we can do this in one turn also. The ‘Chimera’ will be automatically transferred to the ‘New Construction’ fleet next turn. Press ADD TASK, and then CLOSE this window. Note the 211.70 MC we are now spending on ‘Construction’ in the ‘Economics - Turn Based’ window.

Lets recruit some new PCFs (we’ll have to wait a little before we can upgrade). Open the ‘Ground Forces’ [ctrl-n] window from the ‘Empires’ menu. Click on ‘Balachiza II’, set ‘PCF Type’ to ‘PCF-1’, ‘Number of PCF’ to “10” and press BUY PCF. Note the new number of PCF-1 on Balachiza II is now ‘110’. CLOSE the window and again note the adjustment made in the ‘Economics - Turn Based’ window. We should have 1491.87 MC still to spend. Note that you can also add IU by selecting the planet in the ‘System View’ [F9] window. The reason we did not do that in the pregame turn is because it will subtract the MC for the IU automatically, even during the pregame turn (Yes, that is a minor bug. Steve is aware of it too. It’s fixed in version 6.4, BTW.)

Research we will leave for the moment as we’ll have to save up to start researching HT2.

Industrial Expansion and M/F Fund are both on the ‘Economics - Dynamic’ [ctrl-F2] window in the ‘Empires’ - ‘Economics’ menu. Open this window, click on ‘Balachiza II’ and press MODIFY. Adjust the ‘Industrial Units’ to read “125” and press SAVE. A full load of missiles requires 10 MC per magazine, or 220 MC for our 22 magazines. Enter “10” in the ‘Desired Loadout’ box of the ‘Missile Fund’ section and press SAVE. Note the adjustments are made automatically to the ‘Loadout Costs’, ‘Fund Value’ and the ‘Maintenance Costs’ section. CLOSE the window and note the updated ‘Economics - Turn Based’ window. Lets save that last 716.87-odd MC.

D.
Record Changes in Economic Potential.

A very easy phase as SA does this all for us when we run the next turn. 

Not much more to say here, really.

Phase 2: Information Phase

A.
Evaluate Overt Intelligence Data.

B.
Invest in Covert Activities.

C.
Resolve Covert Activities.

This whole phase is essentially the purview of the SM. SA has plenty of space for making notes. 

Not much more to say here, really. Didn’t I just say that?

Phase 3: Military Phase

A.
Receive New Military Units.

Check the contents of the New Construction Fleet in the ‘Fleets’ [F4] window of the ‘Empire’ - ‘Military Organization’ menu. 

Or indeed, any other fleets that may have new units arriving. You can check with the HISTORY button in the ‘Shipyard Complex’ [ctrl-F3] window to review any expected arrivals.

B.
Write Movement Orders.

How to use the Galactic Map [F11] of the ‘Empire’ - ‘Systems’ menu and the ‘Fleet Moves’ [F12] screen in the ‘Fleets’ window (plotting moves for every fleet). 

Open the ‘Galactic Map’ [F11] from the ‘Empires’ - ‘Systems’ menu. It opens to the new Galactic Map! Steve designed a REALLY NEAT dynamic new map to replace the old boring box-system map. The New Map allows you to see so much more information at a glance. Dead center, you see our home system, Balachiza. It probably has an icon of the original Enterprise at the upper-right of the magenta circle surrounding the icon of Earth. On the left is a menu list. It has the following:

‘System Details-

  Balachiza’


This tells us the system we’ve selected. This is also denoted by a lime green  



band around the system icon.

‘Minimize Sidebar’ 
Minimizes the ‘System Details’ window. Hit ‘Maximize Sidebar’ to bring it back.

‘Find System’


Allows you to type in a system name to find it. Centers the Map on the requested 


system. It is NOT case-sensitive.

‘Sidebar View’

Lets you select from 10 options in the ‘System Details’ window. Also, there is a 



button to turn on or off the ‘Sidebar Views’ menu at the top of the screen. It’s the 


little ‘QV’ button to the right of the ‘Sidebar View’ dropdown menu. Instead of 



accessing the dropdown ‘Sidebar Views’, you can access the sidebar options by 


button. 

The options are:

‘Main Information Display’ Shows the system owner, previous owner, fleets in the system, any alien fleets 



present, sector assigned, presence of ICN and sensor nets, production total, hab 


world numbers, and belt numbers. Also you can designate if there’s a closed WP 


or if the system’s a black hole.

‘Map Display Options’
Lets you select different items to display on the Map. They’re all pretty self-



explanatory, so I won’t waste your time or mine explaining each item.

‘Warp Point Data’
Shows every warp point in the system, and their location relative to the primary.

‘Survey Points’

Shows you the status of survey operations. You can input accumulated points in 


this window, same as the SURVEY INFO button in the ‘System View’ [F9] 



window.

‘System Fleets Order

  of Battle’


Shows every fleet and it’s contents in the system. Right-clicking on a fleet name 



brings it up in the ‘Fleets’ [F4] window, right-clicking on a class name opens the 



‘Ship Class Summary [F5] window to that class, and right-clicking on an 



individual ship brings it up in the ‘Individual Unit Details’ [F6] window. Also, 



this window will show any buoys and small craft assigned directly to this system.




Finally, it also shows ANY Allied alien fleets in the system that have the option 



‘Viewed by allied races’ checked in the Fleets [F4] window.

‘Cycle Systems’

Lets you cycle through systems with the selected criteria. Useful when your 



empire’s bigger than the screen. :-)

‘System Positions’
You can shift your systems around by holding the SHIFT key and left-




clicking/holding and dragging the system icon around the map. Clicking the 



SAVE POSITIONS button will save the place you put your systems in for later.




RESTORE puts everything back to the last time you saved. ‘Grid Size’ is used 



when you want to make your map neat and orderly. Boring, I say...

‘Notes’


Free text area, lets you add any notes about that particular system.

‘Useful Information’
Information about using the Map. I could copy/paste it in here, but since you 



should be looking at it right NOW... I’ll just let you read it for yourself. Please go 


on when you’ve done this.

‘Map Parameters’

Lets you choose a default Hab World Display, whether you want  status data on 


all O2/O1 planets and moons, and to change the background color.


There are 2 other buttons in the ‘Sidebar View’ bar at the top. They are REFRESH and SCREEN. REFRESH lets you refresh the screen to display new data, and SCREEN lets you make a screenshot of the map.


Ok, we’re almost ready to send our forces out into the great beyond. One thing we need to do, however, is to split our survey assets into 3 Fleets. So, let’s enter the ‘Fleets’ [F4] window, and select ‘Survey Fleet’ from the list. we see that we have 60 ships in our Fleet, but that’s too many, and we want to survey multiple systems. So, let’s split this up into 3 20-ship fleets. Double-click on ‘Survey Fleet’ in the ‘Fleet Name’ box. This should put a cursor at the end. Hit your spacebar once, then a capital “I”, to make ‘Survey Fleet I’. Hit SAVE FLEET. Now, click NEW FLEET. Type in “Survey Fleet II” in the ‘Fleet Name’ box, and set the ‘Superior Admin Command’ to the Survey Department. Hit SAVE FLEET. Do the same for Survey Fleet III. 


Now, click REORGANIZE. Change the ‘Secondary Fleet’ to ‘Survey Fleet I’. Scroll down and (by clicking and dragging) highlight Explorers 41 to 60. Click the left-pointing arrow button. That should move 20 Explorers to Survey Fleet III. Now, select ‘Survey Fleet II’ from the ‘Fleet Name’ section. Highlight Explorers 21 to 40, and hit the left arrow. Click FINISHED. That should give you 3 fleets of 20 survey ships each. CLOSE the ‘Fleets’ [F4] window.


OK, now we need to assign commanders to these new fleets. Open the ‘Commanders’ [F3] window, and click on the rank of ‘8. Commander’. Remember we made 2 extra Commanders, Riker and Data? Assign Riker to Survey Fleet II, flagship Explorer 21, and Data to Survey Fleet III, flag Explorer 41. CLOSE the ‘Commanders’ window.

We’re ready to give orders so we select the ‘Fleet Orders’ [F12] from the ‘Empires’ menu. Arrange this window on top of the ‘Galactic Map’ clicking in the map window and then selecting ‘Fleet Moves’ (either from the Taskbar or pressing [F12] again). The window shows:

‘Race’
the familiar ‘Race’ dropdown.

‘Fleet’
dropdown to select the fleet to which we wish to issue orders.

‘Location’
the fleets current location as set in the ‘Fleets’ window. Updated by SA when we use the impulses to move the fleet around.

‘Auto-centre’
with this box checked, the Graphical Map [F11] will center on the selected fleet.

‘Fleet Speed’
the fleets strategic speed. Defaults to 3, but may need to be reset due to fast ships in fleet, battle damage, etc.

‘Set as Patrol Route’
if the last move plotted is the same as the current system, the fleet moves in an ever repeating patrol pattern if this box is ticked.

‘Move Subordinate Fleets’
if this box is checked, any fleets seta s subordinate to the selected fleet and in the same system will receive the same movement orders. Speed is not changed.

‘Notify Command on Arrival’
generates a message in the Mailbox [ctrl-m] telling you when the fleet arrives at it’s destination.

‘Auto Survey...’
this fleet will conduct a survey when it enters a system with the particular task selected.

ADD MOVE
click on a system in the ‘Available Moves’ section. Pressing this button puts it at the bottom of the ‘Plotted Move’ section, and updates the ‘Available Moves’ section to reflect the next available moves.

ADD PAUSE
has the fleet stand still in position, waiting.

SAVE
saves the plotted moves or speed change made.

GO TO FLEET
if the galactic map is open, it will center on the selected fleet.

REMOVE
removes the last plotted move from the list and adjusts the ‘Available Moves’ section accordingly.

Select ‘Survey Fleet I’ in the ‘Fleet’ dropdown. As its made up of all speed 4 explorers, make the speed box “4” and press SAVE. Do the same for the other two survey fleets. Finally, select Fortress Command, and set its speed to 0. Since this fleet consists of bases and space stations, it’d be pretty hard to move, right? At this point you are also probably wondering where we can go. We have to first generate the systems beyond our WP’s so we can plot moves to them. Press [F9] to bring up the ‘System View’ window.

We’ve met this window before, but haven’t listed the button functions, so:

RENAME
renames the system and the bodies in the system.

NEW SYSTEM
create a new system unconnected to the current system.

PROBE
this button only appears in a new system, and disappears after the system has been probed. Reveals the existence of any populations in the system.

SURVEY INFO
brings up a window with the current surveying status for the system. This can be edited (see later).

EXPLORE WP or
Allows an unexplored WP to be explored (automatically by SA and

ENTER WP
connected through the selected WP) or an already explored WP to be entered, thus effectively selecting that system as the current system. Can be used to “navigate” through our empire. ENTER WP only appears when a WP has been selected in the WP section of the window or all WP are explored.

NOTES
an area where we can make any notes particular to this system.

AST COLONY
sets up an asteroid colony (as we did when we set our home system up).

ITEMS
brings up a dropdown of all the tech items that we could have in the system (st, ct, DSB-L etc.). We can indicate the number present.

EDIT PLANET
as done when we set our home system up.

REVEAL WP
shows the existence and location of all WP leading into the system. SM password needed. 

DELETE SYSTEM
remove system from the game. Note this also removes anything in the system (ships, fleets etc.)

SYSTEM MAP
brings up a zoomable system map. Useful for in-system planning.

SAVE PLANET
saves changes to a planets population as done when we set our home system up.

DEPOPULATE
Depopulates the entire system. Only available in SM mode. It’s all Jack Brown’s fault if you hit this by accident...

RACE NAMES
displays a list of Empires that know of this system, and what name they know it by. Also only available in SM mode.

PRINT SYSTEM
sends a copy of the system to the printer.

DISTANCES
brings up a distance calculator for use when the exact timing that something reaches a system is important.

So lets see where our WP’s lead.

Click on WP 1 and press EXPLORE WP. We’ll assign ‘Survey Fleet I’ to explore this WP. No prizes for guessing where the other two Survey Fleets are assigned. There is a brief pause and graphic as SA lets us know it’s generating the system. As soon as it’s done, we’re back in the ‘System View’ window, with the new system as the current system. SA also automatically picks a name (“Sol”) for the system based on our theme. We can either SAVE or CANCEL. SAVE and then PROBE the system. This is the standard exploration procedure. It will reveal any other races present. We can also click on RENAME and then SAVE NAME straight away to fix up all the system bodies names.

As, at this point I can’t know what has happened for you so I’ll have to explain in general terms only. If you do encounter any worlds with populations, click on the planet, set the population to “0” and press SAVE PLANET. The New Empires Campaign has a ‘no NPRs within 2 moves’ rule. Note how the only WP we know of in this system leads back to Balachiza. Select the WP and press ENTER WP. We’re back in Balachiza. You can also just double-click on the name of the system you want to go to, and you’ll go there.

Follow the same procedure for the other two WPs to find “Proxima Centauri” and “Tau Ceti”, then CLOSE the ‘System View’ window.

Again back into the ‘Galactic Map’ press REFRESH to see the fruits of our exploration. Note the new system boxes are on top of each other so unstack them by putting Sol above Balachiza, Proxima Centauri to the right and Tau Ceti below Balachiza. IF you didn’t take the time to read the Useful Information (and bad you if you didn’t), you do this by holding down the SHIFT button and click/drag the system where you want it. Now press SYS POS then LINE UP to tidy up the display. Make any minor adjustments to suit. Click SAVE POSITIONS.

Shift back to the ‘Fleet Movement’ [F12] window and note that the Moves Available section has not been updated. We’ll need to double-click the ‘Races’ dropdown (or close and reopen the window) so it recognizes the changes that have been made. Having done this and selecting ‘Survey Fleet I’ in the ‘Fleet’ dropdown, we can now send them to Sol. However we have spent the first of our four movement impulses probing the system, so the fleet essentially pauses while this is done. So ADD PAUSE, then click on ‘Sol’ and press ADD MOVE (or double click), then press SAVE. Note how the ‘Available Moves’ section now only shows ‘Balachiza’.

Repeat this for the other two survey fleets, II to Proxima Centauri and III to Tau Ceti.

CLOSE the ‘Fleet Movement’ window.

Two points worth noting before we move on. Firstly, before adjudicating ship movement all races in the game need to have completed their turn up to this point. From here on SA moves all races ships simultaneously. Secondly, if using a screen size of 1024 x 768 surveying can be automated. This needs to be set up before the move impulses are done. See the section later on the 1024 System View window.

C.
Move Military Spacecraft and Convoys

How to use the ‘Next Move Impulse’ [ctrl-shift-F2] in the ‘Game’. Doing this six times SA moves each fleet according to their orders one StMP at a time. 

Back in the ‘Galactic Map’ make sure ‘Show Fleet Locations’ is checked under DISPLAY, then select the Main Menu bar as the current window (it usually appears over the buttons of the ‘Galactic Map’). From the ‘Game’ menu select ‘Next Move Impulse’ [ctrl-shift-F2]. SA confirms that we are sure we wish to end the impulse so press YES. The first time we do this the ‘Fleet Movement Interactions’ window automatically pops up. This shows all the systems that have ships from different races in them. As we only want to know about this when it happens, tick the ‘Only appear when interactions occur’, ‘Include interactions between fleets and sensor nets’, ‘Include interactions between fleets and populations’, and ‘Exclude interactions with occupied populations’ tickboxes and CLOSE the window. From now on, when it appears, we know that a lower level system trigger has occurred.

Note that the Main Menu Bar read ‘Turn 1 Impulse 2’. Remember the Main Menu Bar must be the active window, and press [ctrl-shift-F2] a second time. Confirm again and note how our fleets have dutifully set out exploring. Also, notice the Main Menu Bar says ‘You’ve Got Mail’. No, this isn’t AOL. Open the ‘Racial Messages’ [ctrl-m] window. Notice Worf, Riker, and Data sent you messages saying they arrived? Pretty neat, eh? Go ahead and read the messages, then DELETE ALL and CLOSE the ‘Racial Messages’ window. Run the rest of the impulses until the Main Menu Bar reads ‘Impulses Complete’.

D.
System and lower-level trigger


Survey

How to use the SURVEY INFO button in the ‘System View’ screen.

Open the ‘System View’ [F9] window, select the ‘Sol’ system and press SURVEY INFO. We can calculate that with the 4 StMP our Survey Fleet I had it PROBED on the first StMP so surveyed for the next three, producing 3 x 20 = 60 Survey points. We can now assign these to the rough WP survey by typing “60” in the box at the end of the ‘Rough Survey’ line. Alternatively move the slide bar with the mouse until the value in the box read “60”. However, if there is a habitable planet, we can assign 40 survey points to a Habitable World survey instead. Why 40 instead of 60? Because you ‘waste’ a StMP moving in-system when conducting a planetary survey. Therefore, you only got to spend 2 StMP surveying the planets. Press SAVE. Repeat the procedure for any other systems being survey this turn (in our case, Proxima Centauri and Tau Ceti).

First Contact

How to PROBE a new system in the ‘System View’ screen.

As described in the section ‘Write Movement Orders’ section above, PROBING is most easily done immediately after generating the system so that movement orders can be written for the fleet. This also allows the movement orders to be written to reflect the contact (implementing your races contingency plans on meeting a new race) at that time, rather than interrupting the movement execution and rewriting their orders then.

Combats

How to use the ‘Fleet Interaction’ [ctrl-Q] window in the ‘Space Master’ menu.

Also as indicated above, the ‘Fleet Interaction’ window has now been set to appear only when a system has fleets from different races present. Its appearance needs to be investigated for new meetings as, when contacts start occurring, continued contacts from previous impulses (or even previous turns) are also reported.

E.
Receive Resources arriving via CFN or Imperial Freighter this Turn.

Another very easy phase as SA does this all for us when we run the next turn. 

Phase 4: Political Phase

A.
Political Control - Check for and Resolve Rebellions.

This must be checked manually.

SA only tracks the presence of PCFs on occupied worlds. We must manually check garrisons and decide on revolts with our own die rolls.

B.
Extend First Contact to Sustained Contact (Communication Attempts).

How to use the ‘Political Offers’ [ctrl-F7] in the ‘Empires’ menu.

C.
Negotiations with Other Races.

Also done using the ‘Political Offers’ [ctrl-F7] in the ‘Empires’ menu.

SA tracks both the communication and political status between each player and NPR using the ‘Political Offers’ [ctrl-F7] window in the ‘Empires’ menu. Opening this window we find, at the top:

‘Race’
the usual race selection dropdown. More important here as each relationship shown is in reference to the selected race.

‘Successful Contacts’
SA automatically fills in the number of successful contacts the race has made. This acts as a modifier for later communication attempts.

‘Race Names in Color’
Lets us display each race in the color they select in the ‘Race’ [F2] window.

In the middle is a large section showing all the races in the game. Again the information therein is relative to the ‘Race’ that has been set in the top section. Select a race here before clicking a button at the bottom of the screen.

The bottom has the ‘Communication Modifiers SM#2 17.01.04b’ section. Tick the boxes as appropriate to the communication attempt you are about to make. The ‘Political Offer’ dropdown lets you select the political state you want to offer an NPR. The ‘Communication Status’ dropdown lets us bypass the usual procedure. This is mainly used when setting up NPRs that may have an existing relationship when discovered. Also in the bottom is the ‘Race Picture’ window, showing you what your contacts look like.

The bottom row of buttons are:

COMMUNICATE
resolves a communication attempt for the current turn for the race selected.

OFFER
replaces the COMMUNICATE button if an NPR/race has been selected that is already at full communication. If full communication is reached in a turn, this change is also made as an offer is allowed on the turn full communication is established.

COMM STATUS
sets the communication status selected in the ‘Communication Status’ dropdown bypassing the usual time constraints.

SET RELATIONSHIP
sets the political state selected in the ‘Political Offer’ dropdown bypassing the usual time constraints.

SET TEMP RC
usually set by SA, it can be modified by the SM is desired for special circumstances.

SET PERM RC
again, usually set by SA, it can be modified by the SM is desired for special circumstances.

Note: The buttons are ONLY available in SM mode.

This covers the basic parts of SA used each turn. Below is an explanation of any windows not covered in the sections above.

The Research [F7] window

A large part of advancing your race is Research and Development. Research, to raise the overall standard of living of your Empire (and, incidentally, raising your income), and development, to gain new technologies (and better weapons... w00t!). You run all this from the ‘Research’ [F7] window. It has the following options along the top:

‘Race’


Lets you know who you’re manipulating. Usually, it’s the default race.

‘Economic Level’

What your current level of technology is.

‘Total Research Cost’
How much you have spent this turn on R&D.


Next is the ‘Economic Level Research - HT#’ section. The number is the high-tech level you’re going for next. The following appear below:

‘Current Research Type’
Lets you know what kind of research is going on. For a good description of what 



each level is, see ISF, page 25, rule 15.07

‘Research Multiple’
depending on the level of research, you may get a bonus to all R&D rolls. Also 




modifies the cost of R&D by the same percentage.

‘Start-up Cost’

How much it costs to start HT R&D. The cost is either IAW the table in ISF, page 



25, or 30% of your GPV, whichever is more.

‘Start-up Costs paid’
How much of the above you’ve paid so far.

‘Outstanding Start-up 
How much of the above you still owe. perfect for multi-turn payments.


Costs’

‘Monthly Costs’

How much you pay per turn for the research. It is always 1/3 of the Start-up Cost.

‘Progress’

Lets you know how you’re doing. In non-SM mode, it’s a word, from ‘Abysmal’ 




to ‘Very Good’ or ‘Excellent’. SM mode lets you see the exact score/number. The 



same table in ISF that has the Start-up Costs also has the number needed to 




reach the next level. Kind of like XP in D&D...

NEW EL


Starts the whole shebang.

HEAD START

Allows the SM to boost HT R&D. Raises the score by a random bit.


Next is the ‘Tech System Research’ section. This is where you gain all that neat technology in the UTM. See ISF page 27, rule 15.08 for more info. We only has a few items in here, so let’s get them explained.

‘New Tech’

Shows the tech items available to research, via a drop-down menu.

‘Development Cost’
Once you select a tech item, the one-time cost to develop the item appears here.

‘System’

Lets you select the system this is being done in. If for some strange reason you 




don’t select your home system, and that system is captured (honestly, who does 



crucial R&D near a war front...?), you lose the accumulated research on that item.

RESEARCH

Starts the research on the selected item.

DELETE


deleted the research selected.

TYPE



Changes research type for the selected item, like in the Economic section.

‘Show Alkelda tech in New


Tech Dropdown’
Allows Alkelda Dawn technology to be used. We won’t.


GIVE TECH was explained earlier, when we gave our Empire all the HT1 and below technology. The ‘Display Actual Research Points (SM Only)’ tickbox lets you see, in SM mode only, the actual numbers for R&D, instead of the vague categories/levels.

The 1024 System View [F9] Window

If your (computer) system is capable of displaying 1024 x 768, then you can access ‘Use 1024 for System View’ from the ‘Game’ menu. This window is set out a little differently but still has all the features already described. However, it has some extra features in the buttons:

SYS LOCATION
brings up a small overview map to show where the system is within your empire.

PLAN SURVEY
clicking here brings up a replacement set of buttons that allow us to specify what sections of the system we want to survey. Used in conjunction with the ‘Automatic Surveying Enabled’ tick box in the ‘Fleets’ window we can have SA calculate the survey progress impulse by impulse. Very useful, just remember to run every impulse (you can’t skip any just because the fleets are standing still) or your fleets will not have their surveying efforts recognized.

The buttons this produces are listed below. Their effects are listed in the ‘Survey Orders’ list inside the ‘Additional System Information’ section.

END PLAN
finishes planning and exits back to the normal ‘System View’ window.

WARP POINTS
adds warp points to the list of items to be surveyed.

HAB PRIMARY
adds habitable planets orbiting the Primary Star to the list of items to be surveyed.

HAB COMP
adds habitable planets orbiting the Companion Star to the list of items to be surveyed.

NHW PRIMARY
adds non-habitable planets and moons orbiting the Primary Star to the list of items to be surveyed.

NHW COMP
adds non-habitable planets and moons orbiting the Companion Star to the list of items to be surveyed.

AST PRIMARY
adds asteroid belts orbiting the Primary Star to the list of items to be surveyed.

AST COMP
adds asteroid belts orbiting the Companion Star to the list of items to be surveyed.

REMOVE
removes the bottom item in the survey orders from the list.

Generating NPRs.

When an NPR is finally found, its startup economy and forces must be generated. This is generally best done just before Communications and Political Offers are resolved. We usually have to attempt communications with them, so we need to know their stats first, but stopping in the middle of exploration and order writing is very distracting, so leave it until now.

Generating the NPR is the same as generating a player race with the following exceptions.

First, note the number of the system which is their home system (where you found them). This system also shows their HT level rather than their race name (as we have yet to generate it). Open the ‘Races’ [F2] window and press NEW. SA will ask if you want the current races system as the home system for this race. Usually we’ll say NO to this one (if you find a system with two races we can use YES for the second race). ‘Will this be a Player Race’ is NO. ‘Do we wish to Generate a home system for this race?’ is also a NO, as we know which system this race is in.

We now fill in the race window exactly as we did for our player races except that:

‘Home System’ needs to be set to the system we noted when we discovered the race.

‘Govt Type’ has been randomly generated as per SM#2 by SA to conform with the stats given.

‘Theme’ has been randomly selected. Change this one as desired.

‘Exploration Policy’ in the ‘NPR Strategies’ section tells us how this NPR intends exploring the universe (or not).

SAVE the race and make it the DEFAULT race. Open the ‘System View’ [F9] window and we’re at their home world system. PROBE it to reveal their population. Change the ID of their population to their short race name in the ‘Population 1’ dropdown. System Exploitation (SM#2 14.03b p50) must be worked out manually. Place any further populations due to exploitation.

Check SM#2 16.10b HT NPR Government Types, p58. Open the ‘Economic - Dynamics’ [ctrl-F2] window. Using the SET IU button to give them their IU allowed (IND %) Calculate their PCF allowed (PCF %) based on total population. Open the ‘Ground Forces’ [F12] window and place these PCF on the home world. Note the Empire Production. We’ll have to manually calculate the rest (using the Win95 calculator [shift-F2] helps) such as total money available for setup etc. Check the NPR R&D Progression Table (SM#2 16.02.02b, p60) and set the HT level in the Race [F2] window and add the appropriate tech in the Research [F7] window. When designing ships [F8] note that the races’ ‘Design Philosophy’ [ctrl-D] will guide you here.

There is a way to make all this easier, though. Steve designed the ‘Race Creation Wizard’, which is located under the ‘Empires’ option on the Main Menu Bar. It walks you through all the steps of creating an NPR. I won’t walk you through it, since Steve-o made it easier that formatting a floppy disk. Just follow the instructions on the screen and hit NEXT or BACK as needed.

The Space Master Knows All

We have looked at how to set Space Master (SM) mode. So what are all the other neat things we can do as SM? Lets run through the ‘Spacemaster’ menu.

‘Add Ship Names’

not currently implemented.

‘Space Master on’
[ctrl-s]
enter the SM password (case sensitive) in the popup to allow unrestricted access to all races data.

‘Space Master off’
[ctrl-o]
turns SM mode off.

‘System Summary’
[ctrl-F9]
brings up a large window with all known systems listed. Each system is also cross-referenced with each race to show what each race calls each system. Pressing the MATCHES button selects systems that are known by more than one player (points of contact).

‘Fleet Interactions’
[ctrl-q]
as described above, shows all systems (this turn impulse by impulse) that have fleets from more than one player/NPR present.

‘Comparison’

brings up a window with all races listed showing Tech Level, Number of Systems, Number of Worlds, Production (Income), Income from Occupied Worlds, Income from Trade, Total Income, Total Pop, Number of Ships and Total Hull Spaces. Double-click on a heading to sort on that heading.

‘Charts’

gives a graphical display of various Incomes. Must have had two game turns played to generate the charts.

‘Modify Warp Links’
[ctrl-L]
one of the major SM abilities - lets you make the systems link up as you would like (if the SA random links are not to your liking). See below.

‘Game History Report’

Print out by single (or all) races a history report. Start and end turns for the report can be specified. Draws on the data entered in ‘Record History’ [shift-F5] and ‘Empire Events’ [ctrl-F5] of the ‘Empires’ menu.

The ‘Modify Warp Links’ [ctrl-L] window allows the SM to customize the universe. The top section contains:

‘Starting System’
dropdown with all systems listed by number.

‘Race’
the usual ‘Race’ dropdown. Any changes to knowledge of WP’s affects the selected race only.

‘Racial System Name’
the name by which the selected race knows the system.

The middle system lists all the WP’s present in the selected system.

The bottom sections shows:

‘Selected Warp Point’
the currently selected WP in the list that will be affected by pressing SAVE.

‘Type’
the type of the current WP. Can be edited.

‘Distance’
the distance of the current WP from the sun. Can be edited.

‘Radian’
the radian of the current WP. Can be edited.

‘Destination System’
dropdown with all the generated systems.

‘Unlinked WP’
for the selected ‘Destination System’, shows all WP’s that are currently unexplored. If blank, all WP’s in the ‘Destination System’ currently have a link to another system already established. 

Below these are the buttons:

SYS INFO
let the selected race know about the ‘Starting System’.

CHART
lets the selected race know of the existence of the selected WP. It is identified as unexplored.

SAVE
saves any changes made.

EXPLORE
lets the selected race know the destination of the selected WP. It is identified as explored.

LINK
sets the selected WP with a current destination of ‘unknown’ to that selected in the ‘Destination System’ and ‘Unlinked WP’ dropdowns.

BREAK LINK
breaks the link between the current WP and its destination. Both are set to ‘unknown’.

HIDE LINK
stops the warp lines being drawn on the Galactic Map between the two destination systems.

NEW WP
set the ‘Type’, ‘Distance’ and ‘Radian’ first, then press NEW WP to add a new WP with the characteristics set.

The intrepid SM can also set some ‘Game Parameters’ on the main menu. These are all set to the Starfire defaults as given in the rules. They include:

‘Edit Tech Systems’
[ctrl-e]
make up dastardly new tech items to confound the players in your campaign. Can also modify existing items.

‘Tech Modifiers’
[ctrl-u]
lets you set the cost/space requirements for AM, AM2, AC, XO, It and It2.

‘Chance of Population’
[ctrl-p]
set the chance of running across uninhabited planets and the tech levels of any possible inhabitants.

‘WP Chance Modifiers’
[ctrl-w]
adjust the modifiers for the number of WP present based on the Star and System types.

‘Government Types’
[ctrl-y]
set/modify the multipliers for various government types. Can create new ones for players if desired.

The SM/player also has access to some ‘calculators’ from the ‘Calculations’ menu such as:

‘Distance Calculator’
[ctrl-k]
specify a start and end distance (hexes) and radian, the speed and press CALCULATE. 

‘Colonization Calculator’
[ctrl-c]
a miniature window of the ‘CFN & Colonization’ [ctrl-F6] window that calculates colonization only. 

‘Garrison Calculator’

calculates the minimum requirements to garrison a planet. Fill in the top four values, tick the two boxes if applicable and press CALCULATE.

‘Quick Loadout Calculator’

Lets you quickly figure out the cost of a specific loadout in a magazine.

‘Strike Time Calculation’

Allows you to plan a fighter or gunboat strike down to the second.

‘Speed vs Distance’

Lets you figure how long a certain speed will take to go a certain distance. Useful for coordinating fleet attacks.

and from the ‘Miscellaneous’ menu:

‘Win95 Calculator’
[shift-F2]
brings up the Windows calculator normally found in Windows Accessories.

Extra Empire Windows

‘System Items’
[ctrl-f]
brings up a window with the ‘Race’ and ‘System’ dropdowns. Lets you specify the presence of things like shuttles, Laser Buoys, etc. and their quantity.

‘Order of Battle’
[ctrl-h]
brings up a window with every fleet listed. Expanding a fleet shows its composition by ship class. Expanding the class shows the individual ships in the fleet. Clicking on a fleet, class or ship opens the corresponding window. ‘Fleet Importance’ can be set to any value from 0-9 and corresponds to that set in the ‘Fleets’ [F4] window. Only Fleets with importance greater than or equal to that set will be displayed.

‘Trade Relationships’
[ctrl-t]
activates a popup that lets you make trade relationships (where both sides have paid the appropriate startup fees) active. Trade bonuses appear the turn after this is set (set the two races in the dropdowns and tick the box). You HAVE TO do this when 2 races achieve a Trade relationship, otherwise, they don’t get their money.

‘System Distance Tree’
[ctrl-F8]
useful when exact times of arrival in a system need to be calculated.  Select the starting system and expand down until the destination system is selected. The display on the right shows the time at varying speeds to cover the distance.

‘View Tech Systems’
[ctrl-v]
brings up a window that shows all the tech systems currently known (researched) by the selected race.

‘Available Colony Analysis’[ctrl-a]
Gives you a list f every uncolonized habitable planet in your empire, sorted by system, type (benign, harsh, or hostile) and mineral content.

‘Race History’
[shift-F5]
brings up a free text area that can be filled in as desired on a turn by turn basis. Very useful for Campaigns.

The Miscellaneous Stuff

As well as the Win95 Calculator we can:

Export Tech File

These two options together allow us to save the stats on tech items

Import Tech File

and transfer them to other players.

There are also battle aids to help roll all those dice.

‘Advanced Weapons Resolver’[shift-F3]
This window is used for determining the result of weapons fire 
in tactical battles. It takes details of the firing ships weapons, 

range, grade, etc. and the defenders ECM, point defense, etc. 

and calculates the result.

.

‘Mine Attack Resolution’
[ctrl-u]
Lets you quickly resolve minefield attacks.

‘Ramming Calculator’
[shift-F7]
Allows you to figure ramming attacks and damage quickly.

‘SBMHawk Wave Calculation’
Lets you figure how big of a SBMHawk wave you’ll need for a WP assault.

HOTKEYS

SA uses a lot of hot, or shortcut keys, to make it easier for you to get to things you want. This is a complete listing of all the hotkeys currently in use.

Select Default Race

ctrl-R

Advanced Weapon Resolver
shift-F3

Game Info



ctrl-I

Mine Attack Resolution

ctrl-U

Next Move Impulse

ctrl-shift-F2
Ramming Calculation

shift-F7

Next Turn



ctrl-shift-F1
Quick Dice Resolution 1

shift-F4

Select Database


F9



Exit



ctrl-X

Distance Calculation

ctrl-K







Colonization Calculation

ctrl-C

Spacemaster On


ctrl-S



Spacemaster Off


ctrl-O

Edit Tech Systems

ctrl-E

System Summary 


ctrl-F9

Fleet Interactions


ctrl-Q

Win95 Calculator


shift-F2

Modify warp Links

ctrl-L

Game History Report

ctrl-G

Provide Sensor Data

ctrl-P

View Race Details

F2

Fleet Moves


F12

Commanders View

F3

Political Offers


ctrl-F7

Fleets



F4

Empire Events


ctrl-F5

Individual Unit Details

F6

Messages


ctrl-M

System Items



ctrl-F

Ground Forces


ctrl-N

Order of Battle


ctrl-H

Record History


shift-F5

Class Deployments

ctrl-B

Admin Commands

ctrl-F4

Command Structure

shift-F1

Racial Fleet Analysis

shift-F6

Racial Item Analysis

shift-F8

Transfer Fleet



shift-F11

Damaged Ships


shift-F12

Economics-Turn Based

ctrl-F1

Economics-Dynamic

ctrl-F2

Shipyard Complexes

ctrl-F3

CFN Window



ctrl-F6

Racial System Analysis

ctrl-W

Trade Relationships

ctrl-T

Machine Race Growth

ctrl-Y

J’Rill Economics


ctrl-J

View or Generate System

F9

New Galactic Map

F11

Old Galactic Map


ctrl-F11

Available Colony Sites

ctrl-A

System Distance Tree

ctrl-F8

Research Screen


F7

View Tech Systems

ctrl-F12

Unit Design



F8

Ship Classes Display

F5

Design Philosophy

ctrl-D

Play by E-mail (PBEM)

Ok, it’ll happen. You finally want to test yourself against others, but the only gamers in your area all play Magic or Warhammer (NOT a bad thing, I should point out), and don’t want to expand into Starfire. Fear not, there is a light at the end of the tunnel. A PBEM campaign. Basically, you take 3+ players from all over the world, make sure they have the same version (not hard, everyone always updates as soon as Steve does one), and have someone be a SM. 

OK, the SM does everything up to page 3 at his or her computer. Then, they send the MDB file to each player, and each player runs their turn 0. Alternatively, the SM can do all that, with the player writing down their Fleet designs and setup for the SM to plug in. Now, you WILL need a piece of freeware to do PBEM Starfire. You’ll need a file compression utility. 2 of the best out there is Winzip and WinRAR (recommended). I recommend WinRAR because it compresses the files smaller than WinZip does. Basically, compress the ‘stafire.mdb’ file, and send it to the player, who decompresses it into a folder like the ‘tutorial’ folder, runs their turn, the player then re-compresses the MDB file and either sends it to the next player on the list or back to the SM. Personally, I prefer a ‘central location’ where players can say they have the file, they’ve returned the file, etc. Something like... (taa-dah!) Yahoo Groups! It’s free, you can load and pull the MDB file from their Files section, post that you have it, post any rules questions for the group... At least, that’s how I like to do it. It’s fluid, you don’t have to wait for ’your turn’, like when you email it in a chain. Saves stress on the SM... Remember, only 1 player at a time can use the game file when using the ‘central location’ method. Otherwise, the first person to return the file risks losing what they have done, as the later file will overwrite the existing file.
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