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Subsystems
There are four categories of Subsystems.

1. Innate Subsystems
|[cannot be built or destroyed; can only be damaged.]
ENGINES Disables a ship's ability to move until the engines
come back online,
W8 RESOURCING Degrades the speed with which Resource
= Collectors can dock and transfer payloads.

. WEAPONS Disables a ship's weapon system until it can be
repaired.

2. Build Subsystems
EE FIGHTER FACILITY Enables Fighter Class production. This is

¥ where you build your fast offensive ships and Scouts.

= CORVETTE FACILITY Enables Corvette Class production. Build
=2 the heavier-duty Corvette class fighters and minelavers.

W@ FRIGATE FALILITY Enables Frigale Class produciion lo deliver
8 heavy weapon payloads.

CAPITAL CLASS FACILITY Enables Capital Class production.
Conslruct Capilal Ships to use as platforins lor [leel expan-
sion. Capital Ships contain their own Build, Research, and
Launch Managers. Capital Class includes Carriers,
Deslrovers and Battlecruisers,

UTILITY Construct utility vehicles such as collectors, refiner-
ies, probes, and detectors (does not appear as an on-board
Subsystem, thus no icon exists).
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Subsystems (continued)

3. Module Subsystems

V=l PLATFORM CONTROL MODULE Coordinates Weapon Platform

" operalions. Required for building Weapon Platforms.
Platforms are static defenses. When built, they move to
their target destination and then deploy. Once deployed,
Platforms cannot be moved again.

. RESEARCH MODULE Science Division. Unlocks research and
® new ships.

i, ADVANCED RESEARCH MODULE Engineering Division. Unlocks
" advanced technologies and new ships.

. HYPERSPACE MODULE Hyperspace Drives and Wake
" Generators, Allows nearby ships to hyperspace.

. GRAVITY WELL GENERATOR Hyperspace Inhibitor. Prevenis
7 enemy ships from entering or exiting hyperspace within
a limited radius around the ship.

[LOAK GENERATOR Sensor Disruption. Cleaks nearby ships

from enemy sensors when activated.

& REPAIR Gives Resource Collectors the ability to repair
W Capital Ships.

4. Sensor Subsystems
HYPERSPALE SENSORS Detects all hyperspace signatures within
" a radius around the ship.

ADVANCED SENSORS ARRAY Irnproves basic sensors.

IR ANTI-CLOAKING SENSORS Improves sensors against cloaked
' ships.

;. FIRE CONTROLTOWER Coordinates all ship defenses. Improves
w8+ the combat effectiveness of nearby friendly ships.
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Build Manager

Llick these arrows to screll through
available Capital Ships in your fleet

EILJILE MERL ; fx]

Select a ship from this
drap-tdawn menu

Selected ship

Available Subsystem slots

anip facllirydeans; e es—— 00 hoard the selected ship.

fo change facilities

|
[lick To show the entire list

of availahle build options.

Facility name
Click this for
component details

Lomponent cos®

Facility comporent

Llick this to pause
ist; click fo build

s builds in the queue

Click to expand
gueue listing

Build queues; click an
item in the queue to =
move it to the top of
the gueue o

Click to move companent
to front cf queue

Llick to cancel huild

Number of components
gueued for construction
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Facility icons; click 7c
research cifferent Facilities

Llick this For cam-
ponent details

Component cost
Hesearch compo-

nent list; click to —
begin research

Llick to pause researcn
Research

Click to expand gueue listir
queue P | 4

Click to maove ~his item to the
(lick to cancel com-= top cf the gueue

panent research

BUILD/RESEARCH COMPONENT ICONS.

The component icons have four unique appearances to indicate
their status:

Ready [or construction. Normal color appearance.

Prerequisite required (cannot be built). Colors are
chosted to gray,

Over unil limil. Red shading and a red outline.

Already constructed. Component name is ghosted
with BUILL indicator.
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Sensors Manager

Sensor spheres

Compass headings

@ Sensory fields are visible only while in the Sensors Manager and
are indicated by blue spheres. The sensor sphere diameter varies
in size depending on the sensor technology available. Scout
sensor lechnology can be upgraded from the Research Manager.

m  Enemy ships are indicated in red; neutral and allied ships in
yellow; and your ships in green.
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