Mission Type: Escort

General Ruleset Logic: Escort an ally’s ship along a set path to goal.

Mission Name: Artifacts of Power
Recommended Pilots: 1
Required equipment: None
For: TCS Persephone (Capt. Talvert)
Briefing:

It’s been twenty years since the Confederation beat back the enigmatic Nephilim forces at Kilrah, but the scars left by their reckless wormhole games can yet be seen across even the Antares quadrant. Recently, a routine patrol stumbled across an unmapped jump point not far from Veratek. Early cataloguing procedures on the sector have revealed the remains of an abandoned craft near traces of a fading wormhole. Take a look at these scans– that’s a Nephilim vessel if I’ve ever seen one. We’ve got to get a salvage unit to this thing before these reports make it into dataspace and every freelancer in the Epsilon sector’s dredging for alien technology.
Though the area looks clean, I want you to escort one of our ships to the site just in case we’re not alone in our little discovery. Protect our crew while they investigate the vessel and bring us back whatever’s to be found – Nephilim technology’s powerful stuff, and our scientists could use a little something to keep them busy. Careful: remnants of a collapsed Nephilim wormhole nearby might prove a bit much for your ship’s computers, so step lightly.

Report back to me when you’ve finished the mission. Succeed, and I just might have a few more jobs for you.
Mission Goals:

· Follow the Confederation salvage ship as it paths to the wrecked Nephilim craft.
· Protect the Confederation crew while they investigate the site.
· Return successfully to the TCS Persephone and report to Capt. Talvert.
Key Features: 

· Follow ship.
· Keep watch for competitors.
· Avoid the edges of the map.
Enemies: 

· None.

Rewards:

· 2000 credits.
· Clear a shortcut path to the shield through a nearby asteroid field – thereby speeding the mission – and earn an additional 1000 credits.

Additional Notes:

· What does the Nephilim craft look like?

Mission Type: Search and Capture

General Ruleset Logic: Tow specific enemy ship into a capture zone.

Mission Name: Return to the Nephilim Craft
Recommended Pilots: 1
Required equipment: None
For: TCS Persephone (Capt. Talvert)
Briefing:

The Confederation team you escorted to the site of the wrecked Nephilim craft brought back some interesting information. From what we’ve decrypted from the ship’s box, it was carrying some sort of military payload for a strike on Kilrah during the old conflict. The navigational equipment looks pretty beaten up – seems it never made it to where it was trying to go. We think the ship must have miscalculated its jump coordinates and ripped open a wormhole it wasn’t quite fit to traverse.
I’d like to bring this thing back to Veratek for further examination. If you’re up to the challenge, I’d like you to head the recovery team. You’ll travel with a small pack of Confederation fighters – 2 Arrows and a Rapier II – back to the site of the wrecked craft and tow it to a jump point in the southeast corner of the zone – that’ll take you back to within tractor range of the Persephone. For this mission, I’m outfitting your ship with some stabilizing circuitry that should allow you to make the jump without damaing the Nephilim vessel.
Keep your eyes open and your guns ready – I’m sure that the Remin-Krug would love to get their hands on this stuff, and I don’t know that we can keep this thing a secret for too much longer.
Mission Goals:

· Travel to the wrecked Nephilim craft – you’ll have a few fighters with you in case of any surprises.
· Latch and tow the Nephilim craft to a jump point in the southeast of the zone.
· Dispatch any resistance you encounter; report this to Capt. Talvert (OPTIONAL).
Key Features: 

· Travel to the Nephilim craft.
· Tow the ship to the target jump point.
· Defend yourself against any competitors.

Enemies: 

· 3x Darket.

· 1x Remin-Krug branded salvage ship. (CUSTOM MODEL)
Rewards:

· 3000 credits.
· Destroy the Remin-Krug reconnaissance escort ships for an additional 1500 credits.

· Destroy the Remin-Krug salvage ship for an additional 1500 credits.

· Destroy all enemies in under 5:00 for a 1:5 chance at an upgraded gun cooling system.

Mission Type: Defender
General Ruleset Logic: Keep an ally ship alive for set period of time.

Mission Name: Escort to Veratek
Recommended Pilots: 2
Required equipment: None
For: TCS Persephone (Capt. Talvert)
Briefing:

Well done – the Nephilim craft’s safe in the Persephone tractor bay, bound shortly for our research facilities on Veratek. It’s a relatively short jump, but I’d rather not risk sending this thing through spacetime again in its current state. We’re going to have to fly it in.
I’ve intercepted communications from a low-class Remin-Krug vessel hovering somewhere on the periphery of the Persephone’s sensor range – seems they’re unhappy that our crews managed to beat them to the prize. I’m confident that they’ll try something on the journey back to Veratek, but I can’t spare too many of our own ships to see the mission through. If you’re up for it, I’d like to borrow your skills for another escort mission.

Rumor has it that the Remin-Krug has brought a couple of hired guns into their ranks – I’ve even heard it whispered that a disillusioned and mercenary “Deathstroke” is on the move. Kilrathi Aces are no joke, and if one of them’s involved you’re going to have a hell of a time keeping him away from our Carrier. You may want to armor up before taking on this mission. If Deathstroke’s involved, we expect he’ll be piloting his custom Dralthi class Medium Fighter.
Call in all your favors and protect the Carrier until it’s safely within reach of the Veratek tractors.
Mission Goals:

· Escort the Carrier towards Veratek.
· Ensure that it survives, even at the risk of your own safety.
· Thwart or mislead any who would try to stop it from reaching our facilities on Veratek.
Key Features: 

· Fly alongside the Carrier towards the goal zone.
· Hold the attention of Dakhath "Deathstroke" nar Caxki so that the Carrier survives.
Enemies: 

· 4x Darket.

· 1x Gothri.

· 1x Dralthi (piloted by Deathstroke – appears mid-mission).
Rewards:

· 10000 credits.
· Cause the attacking Kilrathi Ace to flee by seriously damaging his shields for an additional 5000 credits.
· Bonus 1000 credits awarded for each Persephone escort vessel (out of 4) alive at the end of the mission.

Mission Type: Evironment Manipulation
General Ruleset Logic: Use your ship’s capabilities to modify the game environment.

Mission Name: Just The Thing
Recommended Pilots: 1
Required equipment: None
For: TCS Persephone (Capt. Talvert)
Briefing:

Ever since our failure to prevent the invasion of Firekka and the chaos of the Kilrathi Sivar-Eshard ceremony so many years ago, the Confederation has sought to re-enter the good graces of the Firekkan. The Firekkan Planetary Alliance has held strong for decades, now, and I believe it is in our best interests to solidify a pact with them once again. Unfortunately, the Firekkan have long memories, and aren’t quite ready to entrust the Confederation with a mission of too much importance – we’ve got to earn our respect by running odd jobs and making deliveries these days.

That said, I’ve got an errand for you. As a people, the Firekkans are quite fond of their own famous alcoholic beverage, “Firekka’s Finest,” and the best of it can come only from Firekka itself. Brewed anywhere else, it’s just not the same. They’re up in arms about the collapse of a recent trade passageway across an asteroid belt that divides Firekka and the T’kirsa system, and we stand to curry quite a bit of favor by clearing it for them.

Travel to the asteroid belt between Firekka and the T’kirsa system and re-open their trade route. I’m providing you with a strengthened tow system that will allow you to drag some of the larger meteors around using your ship’s thrusters, so try to keep things clean – we don’t need to clog it all up with interstellar dust.

Report back to me once you’ve finished the job.
Mission Goals:

· Use your tow system to clear a path through the asteroid belt.

· Return successfully to the TCS Persephone and report to Capt. Talvert.
Key Features: 

· Skill-based meteor towing mechanic and time-based rewards.

Enemies: 

· None.
Rewards:

· 2000 credits.

· Grappling Hook.

· Mines.
· Clear the mission in under 5:00 to receive a bonus 1500 credits.

· Clear the mission in under 3:30 for a 1:5 chance at Improved Maneuvering Jets.

Mission Type: Plant and Escape

General Ruleset Logic: Plant an explosive device at objective point and then escape before time runs out.

Mission Name: Hide and Seek
Recommended Pilots: 1
Required equipment: Mines
For: TCS Persephone (Capt. Talvert)
Briefing:

A low-frequency sweep of the Firekkan outskirts has revealed a piece of distressing news – it seems that an AWOL cell of Kilrathi and ex-Confed pirates has begun construction on a surveillance outpost just outside of the Firekkan border. Though this is the first time the station has turned up on our scans, the outpost looks to be nearly finished. A couple of powerful generators surrounding the station would indicate that they’ve been building gradually and at low power while keeping the entire operation cloaked. What they want with the Firekkans is anyone’s guess, but it’s certainly our concern. Firekkan cloak detection technology is still in its infancy – bits and pieces borrowed from our brief alliance many decades ago – and so it’s likely that their military authorities remain blissfully unaware of this growing danger. If anyone’s going to take this outpost down, it’s got to be us.
Re-opening the T’kirsan trade route was a step in the right direction, but only the first on the road to revival of the broken pact between ourselves and the Firekkan. Destroying this station before it becomes fully operational should earn us a little face time with the Firekkan leaders and ease the mistakes of the past. I’d like you to play the diplomat.

Travel to just outside the Firekkan system to this Kilrathi and ex-Confed outpost. Dispatch the patrols surrounding the four generators, then mine them at their central cores. When all’s clear, send me the signal, get the hell out of range, and rip that cloaking system wide open. With the outpost’s cloaking system laid bare, the Firekkans should immediately pick up on its presence – only moments before a pre-planned Confederate strike force lays waste to it in full view. A few heroics go a long way in times like these.
Good luck.
Mission Goals:

· Dispatch the patrols surrounding the four power generators.

· Mine the central core of each generator.

· Remove yourself from range and contact Capt. Talvert.

Key Features: 

· Stepped series of objectives – first take out the fighters, then plant the bombs.
Enemies: 

· 6x Darket.
· 2x Centurion (Patrols between generator waypoints)
Rewards:

· 4000 credits.

· Extra Radar – can ping the map for stealthed units.

· Clear the mission in under 5:00 to receive a bonus 1500 credits.

Mission Type: Friendly Force
General Ruleset Logic: Destroy a collection of pathing enemy fighters.

Mission Name: T’kirsa Tycoon
Recommended Pilots: 2
Required equipment: Extra Radar
For: Local Firekkans (Rikik)
Briefing:

It’s been a long time since our people have opened ourselves to the option of an alliance – we live in chaotic times, and the Firekkans are yet slow to trust those who claim to understand our cause. Only through the strength of our Firekkan Planetary Forces can we truly stand alone in a galaxy full of self-interest and deceit. Nevertheless, your work in re-opening one of our damaged trade routes and thwarting the Kilrathi pirates at the outpost outside Firekka has impressed a few of our more influential leaders. If you are truly serious about re-casting the broken bonds between our people and these neighboring quadrants, we are willing to assign to you a task of no small significance.
It should come as no great surprise that our beloved Firekka’s Finest is in demand for as far as it is known. We’d like to extend our shipping capabilities to the border world of Veronica, but are stymied by residual cultist Kilrathi forces which patrol the routes in between. We’ve attempted to reason with them, but the last vessel we sent was burned down by cloaked Shok’lar fighters before it could even open communication. Something must be done.
This Kilrathi resistance is disorganized and slack from years of separation from the bloodthirsty military codes that once goverened it – the scattered collection of fighters between here and the Veronica system should be merely an exercise for an experienced fighter. Unfortunately, all of our resources have been diverted to strengthening the trade route you recently re-opened; you’ll have to take them out alone. You will want to equip your ship with Extra Radar technology in order to locate the cowardly Shok’lar – they are the area’s biggest danger and should be dispatched as quickly as possible.
If you can manage to scatter their numbers, I may have some more work for you.
Mission Goals:

· Destroy all patrolling Kiltrathi forces.

· Return successfully to the T’kirsa system and report to Rikik.

· (OPTIONAL) (HIDDEN) Locate the wrecked Firekkan diplomatic vessel and you will be contacted by Rikik – tow it to safety after you’ve eliminated the resistance in the area for an additional reward.
Key Features: 

· Introductory-level dogfighting and mobile combat.

Enemies: 

· 4x Darket.

· 2x Dralthi.

· 2x Shok’lar.
Rewards:

· 5000 credits.

· Nav Computer.
· Locate the wrecked Firekkan diplomatic vessel for an additional 1500 credits.
· Located the wrecked Firekkan diplomatic vessel and complete the mission in under 6:00 for a 1:4 chance at an extra power core.

Mission Type: Recon
General Ruleset Logic: Use specialized sensor pods to scan or image hostile resources, from ships to installations to planets. (In this case, hidden jump points.)
Mission Name: Brave New World
Recommended Pilots: 1
Required equipment: Nav Computer, Extra Radar
For: Local Firekkans (Rikik)
Briefing:

The Kilrathi resistance standing between our beloved Firekka and the border system, Veronica, have been sent packing – tails between their legs! Although they will undoubtedly strike in retaliation, our plans for the new trade route must begin immediately. To try to wait out the Kilrathi is futile; if they are laying somehow in ambush, we will not catch them acting before the time is right.
Firekka and its neighboring systems are dotted through with thousands of tiny jump points, most of them yet uncharted. If our new trade route is to be successful, it must be catalogued. I imagine that you’re looking for more work – whether it is to further yourself or the transparent cause of Capt. Talvert, I will give you another opportunity to earn some of our favor.
Return to the former site of the Kilrathi patrols and utilize your Nav Computer to locate the jump points present within the zone. We are looking for a means of passage via the northeast edge. Clean out any remaining resistance you might encounter and discover this path for us. Contact me when you’ve finished.
Mission Goals:

· Use your Nav Computer to locate the hidden jump points hidden in the zone.

· Discover a means of passage through the northeast edge of the system.
Key Features: 

· Familiarizes the player with the Nav Computer.

Enemies: 

· 2x Shok’lar.
Rewards:

· 4000 credits.

· Defeat the returning Shok’lar patrol for an additional 1000 credits each.

· Complete the mission in under 4:30 for a bonus 2500 credits.

· Complete the mission in under 3:00 for a 1:3 chance at an EMP generator.

Note: You can use your Grappling Hook to tow certain meteors out of the way, allowing access to jump points that are otherwise unreachable.
Mission Type: Counter-space
General Ruleset Logic: Seek out and destroy fighters in hostile space (behind enemy lines). A mixture of dog-fighting and beyond visual space engagement.

Mission Name: K’ta Mek Concerns
Recommended Pilots: 1
Required equipment: Extra Radar

For: TCS Persephone (Capt. Talvert)
Briefing:

Discovering that pirate outpost on the outskirts of Firekkan was a real wake-up call – it’s become clear that this Kilrathi/ex-Confed cell is playing for keeps, and backing their moves with some serious technology. I had left the K’ta Mek system well enough alone for a while – these pirate operations usually consume themselves via in-fighting before they organize to the point where they become much of a threat – but it’s time to act.

We cannot allow them to gain any more ground around the K’ta Mek system, lest their numbers begin to crop up a little closer to home. I have it on good authority that the pirate cell we’re dealing with keeps a good portion of their equipment on a broken-down Long Bow salvaged from some old conflict. They prefer to avoid the inconvenience of a planet landing while reloading their crafts – to be honest with you, I’m not sure that they’re even wanted on K’ta Mek. The Long Bow in question has had the majority of its defensive and maneuvering systems gutted for additional equipment storage; it floats around a corner of the K’ta Mek outskirts like a bloated star, threatening to collapse under its own gravitational pull at the slightest tremor.

I’d like you to assault this Long Bow and choke the recent pirate activity around K’ta Mek while we continue to investigate the matter of where they’re getting their technology. Step lightly, and bring your sharpest equipment – if they’re using that Long Bow, they’ve likely got a whole arsenal of equipment from the Kilrah conflict era; I’m sure that none of it’s effective and all of it’s likely to detonate before fired. Smart money’s on the liberal use of Kilrathi timer mines. If you’re really daring, you might tow one along to lend a little extra punch to your assault.
Mission Goals:

· Eliminate the Kilrathi/ex-Confed resistance surrounding K’ta Mek.
· Watch for Kilrathi timer mines.
· Destroy the pirates’ equipment cache aboard the defunct Long Bow.
Key Features: 

· Stay alert to avoid damaging your craft in the unpredictable mine explosions.

Enemies: 

· 3x Arrow.

· 3x Rapier.

· 3x Darket.

· 3x Dralthi.

· 1x Long Bow (INACTIVE)

Rewards:

· 6000 credits.
· Tow and utilize a Kilrathi timer mine against the opposition to earn an additional 2000 credits.

Mission Type: Strike/Neutralize the Zones
General Ruleset Logic:

Strike: Target fixed installations – satellites, asteroid bases, shipyards, planetary targets.


Neutralize the Zones: Wheel shaped map with zones on outer hub and neutral middle ground. Take down sectors one at a time or concurrently via co-op.

Mission Name: Under Cover of Spacetime
Recommended Pilots: 4
Required equipment: Mines, Extra Radar
For: Local Firekkans (Rikik)
Briefing:

Good work – your thoroughness in exploring the Firekka-Veronica system’s jump points will allow us to make more efficient passage through the zone and open our trade routes shortly. In the meanwhile, we have discovered a potential problem. Following the Confederate neutralization of the cloaked Kilrathi and ex-Confed outpost outside Firekka, our scientists have been hard at work at bringing our own cloak detection systems up to date. Our updated systems have made their first deep scan of the Firekka-Veronica system earlier today. What we initially believed to be a splinter cell of uncoordinated Kilrathi resistence is something much more terrible.

The Sivarist are a bloodthirsty cult of Kilrathi zealots bent on resurrecting the iron-fisted domination of Kilrathi empires past. Until these scans came back, it was thought that their operations were confined to the Their forced retreat from Thought confined to the Bistango system, it appears that they are making a play for something a bit closer to our Firekka – they’ve begun constructing a biological weapons facility with assumed intent to strike at Firekka and its nearby allies. Our planet has always held a special significance to them; naturally, we have no plans of surrendering it.
Go again to the Firekka-Veronica system – with the limited aid of the Confederation, our fighters plan to sweep the zone with a long-frequency EMP blast that should knock their base’s cloaking systems offline long enough to reveal to you the structure of the facility. You will need to neutralize the eight generators surrounding the plant via standard weaponry before you can attack the processing facility head on. I cannot give you any further instructions.
Move quickly – if we do not take the initiative, it will soon be theirs.
Mission Goals:

· Eliminate all Sivarist resistance.

· Destroy the eight generators providing power to the central processing facility.

· Destroy the biological weapons plant.
· (OPTIONAL) Encounter the Ralatha Class Destroyer pathing away from the facility’s hangar to the south to reveal the Remin-Krug Weapons Consortium’s potential link to the Sivarist. You will have only a short window to witness this.
Key Features: 

· Intense, multi-tiered mission requiring multiple well-equipped players.

Enemies: 

· 8x Darket.

· 4x Dralthi.

· 4x Shok’lar.

· 2x Pakthan.

· 1x Ralatha Class Destroyer (CUSTOM MODEL)
Rewards:

· 8500 credits.

· Reveal the Remin-Krug’s link to the Sivarist Kilrathi for a bonus 3500 credits (and to unlock an extra mission – see below).

· System Improvements.

· Complete the mission in under 7:30 for a 1:3 chance at upgraded Maneuvering Jets.

Mission Type: Anti-Ship
General Ruleset Logic: Target large mobile targets, from heavy combatants to Carriers to freighters.
Mission Name: Ralatha Assault
Recommended Pilots: 3
Required equipment: None

For: Local Firekkans (Rikik)
Briefing:

The Ralatha Class Destroyer you witnessed at the Sivarist Biological Weapons Base has had its registration traced to a Remin-Krug outpost on N’Tanya. A few of our fighters involved in leading the initial EMP assault of the Sivarist site were able to double back shortly after you made contact with the vessel – they’re currently trailing it past the outer edges of Veronica, towards Bistango. We cannot afford to let it return to port without a couple of answers.

There is a jump point close to our system that will take you and a small team of fighters to the outskirts of Veratek, where you should have enough time to intercept the Destroyer. Capt. Talvert has been kind enough to provide us with a readout of the ship’s energy systems – it looks as though the Destroyer’s jump drive was crippled in the EMP fire on the Sivarist outpost, and that the Destroyer is limping home. At the moment, the ship is currently re-routing most of its resources to the repair of this drive, which means that its normally formidable defenses are down. Quickly – take the jump point to just outside of Veratek and engage the ship from behind. Disable whatever defenses it has left, and finish its jump drive before it can escape us. By Capt. Talvert’s estimates, you should have about five minutes from engagement to the point of the ship’s recovery. If you manage to disable it in time, we will pick up the ship’s crew for interrogation regarding their presence in our system.

Our Firekkan fighters are incapable of delivering a payload great enough to disrupt a craft of that size, and so this task I reluctantly assign to you. I should think that you’ll want to arm yourself as heavily as possible before you go.
Mission Goals:

· Dispense with the Ralatha Class Destroyer’s defenses, which are operating below capacity.

· Disable the Ralatha Class Destroyer’s jump drive within five minutes.

· Survive against any Sivarist or Remin-Krug support that may arrive.
Key Features: 

· Fast-paced, firepower-dependent mission. Frontload as much weaponry as possible and bring down the ship’s jump drive within a strict time limit.

Enemies: 

· 6x Darket. (Support – Enter gradually as the mission persists.)
· 6x Dralthi. (Support – Enter gradually as the mission persists.)
Rewards:

· 4500 credits.

· Burn the ship’s jump drive down in under 3:00 to receive an Escape Device.
Mission Type: Friendly Force
General Ruleset Logic: Point defense missions.  Emphasis on dog fighting and and bomber-killing.  Responsible for taking out hostile aircraft in the immediate vicinity of, and often in the process of attacking a Carrier/transport/station.
Mission Name: Future Development
Recommended Pilots: 1
Required equipment: None

For: TCS Persephone (Capt. Talvert)
Briefing:

While our team on Veratek proceeds with its analysis of the Nephilim craft you recovered, the Remin-Krug are continuing to access the site of the initial discovery. Our previous scans revealed no additional Nephilim technology or wreckage in the area, and so I can’t be too sure of what they’re up to, but trace analyzer reports from one of our Broadsword patrols shows definite signs of Remin-Krug traffic. They’re mobilizing a little too close to Confederate terriority for my liking. If they want to play scientist, they’d best take their operation elsewhere. We need to determine their business in the area before taking the necessary steps.
The nearby jump point that brought you to the location of the collapsed Nephilim wormhole is still active; when we initially sent you through it, it was still something of a gamble. It’s now been catalogued, its frequencies and pull referenced in all Confederation-issued jump drive data banks. Physically returning to the site should be a relatively safe endeavor. However, we can’t be sure of the size of the Remin-Krug force you’ll encounter after you get through – be ready for anything.
Return to the original site of the wrecked Nephilim craft and determine the threat level of the nearby Remin-Krug. You are fully authorized to use force against them if attacked, but begin with a little reconnaissance – I don’t want a suicide mission, so keep a low profile if you can. Contact me once you’ve got some more information. We’ll go from there.
Mission Goals:

· Patrol the site of the wrecke Nephilim craft, engaging the Remin-Krug only if fired upon.

· Remember to avoid the edges of the map – the residual tear of the collapsed Nephilim wormhole is far and above what your ship can handle.

· Report any suspicious findings to Capt. Talvert.
Key Features: 

· Stealthy, information gathering mission – can be played multiple ways.

· A large, artificial wormhole is under development and must be located by the player. After it is discovered, the player will be contacted by Capt. Talvert and told to return to the TCS Persephone.

Enemies: 

· 2x Darket.

· 2x Dralthi.

· 1x Paktahan (Slow Patrol).

· 1x Remin-Krug Research Vessel (CANNOT BE DESTROYED)

Rewards:

· Locate and report on the artificial wormhole to earn 5500 credits.

· Locate and report on the artificial wormhole without engaging any Remin-Krug craft to earn a bonus 2500 credits.

· Locate and report on the artificial wormhole without engaging any Remin-Krug craft for a 1:2 chance at a cloaking device.

Mission Type: Barrier Combat
General Ruleset Logic: Emphasis is on Range. Utilize long range missiles and other weaponry in an attempt to interdict hostile attack craft on their way to attack a target.

Mission Name: The Customer Is Always Right
Recommended Pilots: 2
Required equipment: None

For: Epsilon Labs (Vance Richards)
Briefing:

Life around here used to be so much simpler. Your Confederates were the good guys, fighting the violent and terrible Kilrathi at all corners of the galaxy in the name of everything sacred. Lines were neatly drawn; everything was black and white. You picked a side, you worked for it, and, in turn, you were rewarded. In the decades since the Confed-Kilrathi alliance and the conflict with the Nephilim, that sort of structure has vanished – these days, the only side that counts is the one you’re on. Every fanatic for himself. An age of mercenary alliances; an era of divided, unrestricted thought. It’s a wonderful time for someone in the business of information.
Epsilon Labs was formed out of a splintered Confederate research team responsible for work on the D 3S 5 – the galaxy’s most powerful surveillance system. The Nephilim conflict took its toll on a lot of the upper management within the Confederation - as the organization began to falter, we saw it best to take our technology out from underneath the bureaucracy and into our own hands. When you’re able to track virtually every spectrum of data broadcasted within a range of 600 light years, your market pretty much creates itself. Our information isn’t cheap, but it is reliable – and we don’t ask questions.
Recently, Remin-Krug has been buying up Epsilon sector surveillance records like they were using a stolen credit card. Thing is, their money’s good – very good – and we’d like to keep it coming in. The Confederation is assembling an ambush on a Remin-Krug salvage team just outside the Veratek atmosphere; while we normally support a self-regulating market, we can’t afford to lose one of our biggest customers.

I’d like you to dissuade the Confederation from interfering with the Remin-Krug in the future. Go to Veratek and stop the ambush – if you’re worried about exposing yourself to the Confederation, activate this Fake Beacon Transmiter. It’s been programmed to mask your ship as a standard-issue Remin-Krug fighter, and shouldn’t send up any red flags.
Mission Goals:

· Destroy the Confederate forces and prevent an ambush on the Remin-Krug.

· Avoid revealing your identity to the Confederation via a Fake Bacon Transmitter.
Key Features: 

· A player’s first encounter with the Confederation as a foe.

Enemies: 

· 6x Arrow.

· 4x Rapier.

· 2x Centurion.

Rewards:

· Destroy all Confederate ships and prevent the attack for 6000 credits.

· Complete the mission in under 4:00 for an additional Fake Beacon Transmitter.
Mission Type: Recon
General Ruleset Logic: Use specialized sensor pods to scan or image hostile resources, from ships to installations to planets.

Mission Name: Communication Breakdown
Recommended Pilots: 1
Required equipment: Extra Radar
Recommended equipment: Improved Maneuvering Jets

For: Epsilon Labs (Vance Richards)
Briefing:

As much as it pains me to turn our attentions towards the Confederation, it remains the only course of action for as long as they continue to shut their eyes to the changing patterns of our era. Communication, warfare, evolution: it’s all in flux. Dig your feet into the sand, and you’ll drown with the coming tide - but let go of the familiar and you can ride the currents to wherever you choose. There’s so much the Confederation will never be ready to see.
Which brings me to my point: a newly constructed Confed communications node just outside the T’kirsa system stands to sweep dangerously close to our little operation. While all accounts from the D 3S 5 would indicate that they remain unaware of Epsilon Labs, I don’t like them getting close. I’ve set up array of communication jammers within the meteor system which runs between T’kirsa and Firekka in ancipation of such a move – once they’re up and running, they’ll cripple the communication capabilities of all nearby systems. Not so much as to black out a planet, but enough to give us some breathing room within the shadows. Of course, I need someone to activate them.
Head to the meteor system I spoke of and use your Extra Radar to locate the power supply for each of the four generators that sustain the communication jammer – they’ve been hidden so as to avoid detection by the Firekkan traders that pass through the zone. You may run into a bit of Confederate resistance, but try to be subtle; cloak yourself or use a Fake Beacon Transmitter so as not to stick out. You may want to tune up your maneuvering systems before you go. Navigating those meteors can be unforgiving on a ship’s hull.
Once the jamming system has been activated, your ship’s communications will go down. Fly your way out blind and return to Yarin for a little more work.
Mission Goals:

· Avoid confrontation with any pathing Confederate or Firekkan forces.

· Locate the four generators using your Extra Radar.

· Activate them in sequence.

· Escape the zone without the aid of computerized navigation.
Key Features: 

· Tests the player’s ability to maneuver in tight quarters without a computer.

Enemies: 

· 4x Arrow.

· 1x Rapier.
· 2x Firekkan Trade Ship.

Rewards:

· 5000 credits.

· Complete the mission in under 3:00 for a 1:2 shot at an upgraded navigation computer.

Mission Type: Escort

General Ruleset Logic: Escort an ally’s ship along a set path to goal.

Mission Name: Leading the Blind
Recommended Pilots: 1
Required equipment: None
Recommended equipment: Improved Maneuvering Jets, Dumbfire Missiles
For: Epsilon Labs (Vance Richards)
Briefing:

Our diversion at the meteor system between T’kirsa and Firekka went off without a hitch – nicely done. As the communication jammers hum happily along, I expect that plenty of Confed reconnaissance missions are returning empty-handed. I’d listen to the chaos myself, but the D 3S 5 readouts on the zone are returning nothing but corrupted noise.
The emerging Confed-Firekkan alliance will be busy – this would be an ideal time to make a delivery to our friends within the Remin-Krug. I’ve received word from their outpost outside the N’tanya system - they’re interested in purchasing a very large collection of data that was transmitted to Senator Taggart around the time of the conflict with the Nephilim. The vessel from N’Tanya is capable of a rendezvous around the southern edge of the meteor system you just visited, but can go no further. As I am absolutely unconfident in the security of any sort of frequency transmission, I’d like us to hand over the data in person.

Unfortunately, the system is likely teeming with Confed and Firekka investigate and patrol craft – there’s no way they plan to let our jamming system continue to run untouched. You will have to escort our Data Carrier through the stretch between T’kirsa and Firekka without the support of your navigational computers. As contact with the Remin-Krug will be impossible as you close in on the jammers, I’ve gone ahead and arranged a designated meeting point within the zone. Memorize it before accepting this mission and taking the jump point to outer T’kirsa.
And make sure to loadout a couple of dumbfires.

Mission Goals:

· Memorize the arranged meeting point between the Epsilon Data Carrier (CUSTOM MODEL) and the Remin-Krug vessel – you must navigate to it without the aid of your computers once the mission begins.

· Protect the Data Carrier at all costs.

· Destroy any enemies you engaged – their scrambled communication system will mean that they cannot call for support or reveal your identity, provided you finish them off.
· Once the data has been delivered, return to the initial jump point.

Key Features: 

· Challenging mission, requiring the player to defend himself and navigate without the aid of his computers.

Enemies: 

· 6x Arrow.

· 6x Rapier.

Rewards:

· 7500 credits.

· Tractor Beam

Mission Type: Plant and Escape

General Ruleset Logic: Plant an explosive device at objective point and then escape before time runs out.

Mission Name: Leading the Blind
Recommended Pilots: 4
Required equipment: Fake Beacon Transmitter, Tractor Beam
Recommended equipment: Improved Maneuvering Jets, Dumbfire Missiles

For: Epsilon Labs (Vance Richards)
Briefing:

According to a series of transmissions recently picked up by the D 3S 5, the good scientists on Veratek have recently finished their examinations of an abandoned Nephilim craft rescued from a hidden wormhole system nearby. They’re not so slow as to transmit the details of their findings on any frequency, but the encryption used to conceal the rest of their communication is a cipher they should know better than to bother with. We know this: they plan to return the vessel to the TCS Persephone via the same Carrier which brought it to Veratek, and that it will be heavily guarded.
Our preferred customers at the Remin-Krug have called in a bit of outside help in intercepting this Carrier, enlisting the aid of a pair of Kilrathi aces in disabling the Carrier. One of them, “Deathstroke” – with whom I know you’re acquainted – is to handle the Confed squadron of escort vessels while the other, a torpedo ace by the name of Bhuk "Bloodmist" nar Hhallas is on Carrier detail. I’m looking forward to a hell of a show.

There’s a role for you in all of this, however – as our Kilrathi friends are not the diplomatic sort, the Remin-Krug are slow to entrust them with the delicate matter of retrieving the craft and its assigned examination crew after their inevitable ejection from the crippled vessel. In addition to assisting Deathstroke with the escort squadron, you are to tractor in the Nephilim ship and its crew of scientists as they attempt to escape. Deathstoke alone may not be enough of a distraction to cover your exit – unfortunately, the Confederates do not summer from the same sort of blood frenzy as your soon-to-be Kilrathi wingmates. If you’re able to bring an extra pilot or two along, I would strongly advise that you do. And do be sure to keep your Fake Beacon Transmitter active – the last thing I need is the name of Epsilon Labs getting caught up in all of this.

I will contact you with instructions regarding an optimal jump point for escape after you’ve got the craft securely in hand. Good luck.
Mission Goals:

· Assist Deathstroke in occupying and destroying the Confederate escort squadron.

· Protect Bloodmist as he attempts to destroy the Carrier.

· Tractor the ejecting Nephilim craft and its crew of scientists after the Carrier is disabled.
· Await instructions from Epsilon Labs regarding an optimal jump point for escape.

Key Features: 

· The player is paired with two ruthless Kilrathi aces for a large-scale assault and recovery mission.

· Additionally, multiple players may take on the mission to ease the difficulty of its final objective – keeping the Confed escort busy while one player makes an escape.

Enemies: 

· 12x Arrow.

· 16x Rapier.

· 8x Centurion.

· 1x Veratek Confederation Carrier.

Rewards:

· 12000 credits.

· Complete the mission with over 75% ship durability intact for a 1:5 chance at a rare shield slot upgrade.

· Complete the mission with over 90% ship durability intact for a 1:2 chance at a rare shield slot upgrade.







