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Intelligence reports from Deep Scan fleets suggest that Slaver ships have increased operations
beyond random hits on colony worlds. Activity at various unexplored worlds indicates an attempt
to set up fueling depots at key points throughout the galaxy. In addition to the familiar cruiser and
planetary attack shuttle, a new refueling-class vessel has also been spotted;

Fig. 1 - Slaver Tanker — Side View

SolForce personnel are to be on the look-out for
these ships — they are to be regarded as
dangerous.

SolForce Command has issued a fire-on-sight
order for all Slaver ships, in order to protect all
Earth and Allied Colonists from harm. Any
intelligence gathering is to be through observation
or post-combat.

STRATEGIC TURN WALKTHRAUGH

"System update". Welcome to your section of the galaxy. As you'll quickly see, SOTS is a
highly graphic game; you'll be able to get loads of information simply by looking at the space
around you. Right now, there isn't much to see. A five-pointed star highlights your homeworld,
and any additional colonies will be highlighted with your player color as well. If you're human,
you'll notice blue node lines extending from your colonies; these are your only routes of
transportation for now.

The camera is fairly simple. Holding down the right mouse button will allow you to rotate
the camera around the object of focus, while using the mouse wheel or holding down both left
and right buttons and dragging will zoom in and out.

The first thing you'll want to do is build Extended Range ships. These ships are incredibly
useful for their price, being able to fight almost as well as any armor destroyers. Also, if you're
playing human, the extra range will let you explore node lines that would otherwise be too long for
your other ships. While you're in the design menu, if the game starts with extra techs, you'll want
to upgrade the basic ship designs you already have.

Queue up some ships on your homeworld/colonies. Remember, queuing a ship costs
money, so early on, you should only queue up what can be completed by next turn or two. This
will keep you in the green, and hurt a lot less if you lose a colony.
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SLIBERS, BUTTANS AND WINDAWS

There are several sliders you'll utilize during strategic turns. The largest is the
savings/research slider. This determines where your profit goes. As you might expect, putting
money into research speeds it up, dramatically. Note, however, that the total cash flow in the
savings/research slider is dependent upon any construction projects you have going on
elsewhere. For example, building lots of ships and colonizing high-hazard planets will take up a
large portion of your income, and you'll notice diminishing returns on research speed and profits.

You can redirect these construction funds back into your savings on planetary sliders.
There are five of these: overharvest, construction/trade, terraforming, infrastructure, and ship
construction. You'll notice that each planet has a resource value, which will stay constant
throughout the game barring meteor collisions or overharvesting. In the latter case, you will notice
your planet's resources slowly draining. For this reason, using over harvest is not recommended
until you have a good deal of experience with the game.

The remaining four bars are all connected to each other. The construction and trade
slider will determine where your colony is putting its construction points, while the others will
determine where that construction money is going. Construction points put towards trade
generate cash, while construction points put towards construction are used for building. If you
have all your construction points in construction, and there are points left over, the excess points
generate savings. If you move any of the other three sliders to their maximum, you'll notice that
the construction and trade slider moves towards construction. Infrastructure and terraforming will
only appear on planets that have recently been colonized, or been damaged in fighting. Once the
hazard rating reaches zero, terraforming will disappear, and with infrastructure at 100%, that
slider will go as well.

Finally, the ship construction slider allocates cash to your shipyards. The higher it is, the
more money goes into building, and the faster ships will be completed. However, that means less
cash in pocket next turn.

NATE: shoulda player encounter an automatic defense system
at a planet — otherwise known as Asteroid Monitors — provided the
system facility isn’'t destroyed in the encounter, research scientists
can attempt to hack the system computer, and bring the monitor
under the player’s control. This research can be found under
Special Projects on the Research Screen — Monitor hacking is done
concurrently with any other research underway, so expect some
slow-down in any active research projects until the scientists are
through being, to quote, “in their base, hacking their ‘puters.”

If a player has a Repair and Salvage Cruiser in-system during a
fight, there is a small chance the crew will be able to find something
useful, which will open up new Special Research opportunities
beyond the current Tech Tree status.
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TALTICAL TURN WALKTHRAUGH

Eventually, you'll end a turn and a window will popup with details for a tactical encounter.
The window will show a list of your and your enemy's fleet, and give you the option of fighting the
battle or letting the Al play through or auto-resolve. This can be toggled by clicking on the icon
that looks like a pair of crossed guns. While auto-resolve can be handy, it is often better to fight
manually, as it gives you greater control over the outcome of the battle, and allows you to move
your fleet with human creativity.

Once you confirm combat, the tactical session will load. After a brief animation of the
combatants entering the combat area, you will be given command of one of your ships. As is
conventional in RTS games, you can select multiple ships by band-boxing them while holding
down the left mouse button. You can assign combat groups by selecting ships and using CTRL +
a number. These combat groups will not be carried over into the next combat. Finally, you can
switch between all ships under your command by using tab. *Note that until integrated sensors
are researched, you MUST have a ship selected to see anything in sensor view.

The camera controls are identical to the strategic turn controls. Note that you can use the
middle mouse button to focus on any object in the combat area.

If you are entering combat with an opponent for the first time, your weapons will be set to
hold-fire, as noted by the little red circle on the upper left hand side. Click it to allow your ships to
fire automatically whenever they are in range and a turret has a firing solution.

To give your ships a move order, simply right-click anywhere on the plane of combat.
Remember though, that SOTS uses Newtonian physics, so ships have realistic momentum. If you
fire your engines on full towards a target, they'll have to turn around and face thrusters in reverse
to stop.

Ships will automatically fire on any target within range, however, you can specify targets
by left clicking on them. A red circle will appear around the enemy ship. Your ships will fire as
close to where you click on the target (polygon specific) as possible. Because of this, it is
recommended you focus on the ship you want disabled to be able to target the systems you want
to destroy first. You can even shoot off individual turrets, though you might not notice this until
you research weapons with greater accuracy.

Targeting the right places on ships becomes very important, especially since different
sections are more or less difficult to destroy. The tactical importance of this is obvious: destroy an
enemy's engines to leave it stranded, destroy a tanker section and the enemy fleet won't have
access to that fuel, take out an armor section and those weapons will be destroyed with it.

You also have access to several fleet-wide command behavior buttons. In some cases it
can be more effective to order all movements manually rather than rely on the Al protocols, as it
keeps your fleet together and under your control. However, in larger combats, Al captain behavior
can also be important.

Almost all the information in battle is graphical. You will not find any health bars on your ships or
the enemies. Ship sections will show signs of damage, allowing you to see which of your ships is
about to blow, or which enemy targets are the easiest pickings.
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ATHER CONTRALS

There are several other interfaces in combat. One of the most useful allows you to switch
between battle and sensor view. Sensor view gives you a clean overview of the battle, and is very
useful for sorting out where everything is during a battle. In the full game, you will be able to
research better command abilities which will allow you to control fleets from the sensor pane as
you would from the battle plane itself.

Once you research Battle Computers, you can build ships with the Squadron CnC mission
section. This will allow you to field more ships if a CnC ship is in the battle, as well as give you a
reinforcement list. Fleets will reinforce themselves on their own before CnC, but with the CnC you
can select the order they come out in.

IMPARTANT RESEARCH

There are several techs, which are very important to remaining a competing power in SOTS.
Remember, for many researched upgrades, you will need to redesign your ships to apply the
results.

Waldo Units - These lower the cost of all ships you build, and also give you access to
the Hammerhead command section, which gives you extra forward mounted turrets.

Pulsed Fission (also, Recombinant Fissionable, Fusion) - Very important for humans;
this increases the range of all ships, and the speed they move at.

Battle Computers - Gives you the Squadron CnC mission section, which lets you field
more ships, manage fleet formations before combat, and manage reinforcements in tactical.

Translation - When you start playing a match, you won't be able to understand or initiate
diplomatic sessions with any of the other races in the game. After contacting them, you will be
able to research their language.

Point Defense Tracking - Gives you the ability to create Point Defense turrets, which
shoot down missiles and torpedoes, as well as asteroids and certain other targets.

Armor - There are two types of armor in the demo; reflective coating, and polysilicate
alloys, which improve your defense against laser and ballistic fire, respectively.

While there are many core technologies that every race will get every game, there are several
random technologies, as well as race specific technologies.

Finally, I'll break down the different weapons types in the demo. Remember, turret slots limit
weapons. There are small, medium, and special weapons slots. Medium slots can also hold
missiles, a cluster of small turrets, or a single medium turret.

Lasers - Lasers come in three varieties in the demo; red, green, and UV. As you climb
the research tree from red to UV, lasers become more powerful and accurate. Occasionally, you
will be able to research directly from red to UV, skipping green laser development entirely. You'll
have to judge for yourself whether this is the best course of action.

Emitters - Emitters come in two flavors in the demo; their mid-size version, and the
smaller Light Emitter. They are random techs, and very powerful anti-ship weapons. Emitter
blasts are able to jump from ship to ship, making them very effective against clusters of smaller
ships, however they are woefully ineffective against planets.

Missiles - Missile warheads will automatically upgrade throughout the game for all ships.
In the demo, the most powerful warhead is the Fusion warhead. They are very long range, but
can be shot down by enemy guns
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Ballistics - There are two ballistic weapons in the demo; Gauss cannons and Mass
Drivers. While much less accurate than other weapons, ballistics pack a punch, and can also
physically knock ships around. VRF technology will increase their rate of fire. They are also
devastating against planets.

Torpedoes - There are several types of torpedoes in the demo. Plasma torpedoes can
track enemy ships and can be shot down, while disruptors and emp torpedoes are line-of-sight
fire. Photonic torpedoes are very long range rapid fire, but highly inaccurate.

Energy Cannons - There is only one cannon in the demo, that being the plasma cannon.
Its tracking abilities make it highly accurate.

Beams - Beams are long range heavy hitters, and can only be used in the demo via the
spinal mount section. They are highly inaccurate against destroyers.

Mines - Little packages of explosive joy. To lay mines simple click the mine icon and tell
the ship to go somewhere.

Planetary Assault Bio-missiles - These deliver bio weaponry to the surface. You must
research Plague to use them in the demo. Once fired, you must repair the bio-missile ships to
replace the missile.

Assault Shuttles - These launch assault shuttles at the planet. If a assault shuttle
mission section is destroyed, the Assault shuttle will try to dock with another ship, or else will be
lost at the end of the turn. Likewise, if an assault shuttle is destroyed, the ship with its section
must be repaired to gain a new shuttle.

*Note: When using bio-missile ships or assault craft ships, you must click on the weapons slot
holding the missile or assault ship in order to launch it. Simply targeting the planet will not launch
these special weapons.
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NEW PEATURES AND CANTRALS

Here are a list of recent feature additions and how you can take advantage of them;

The right mouse button can now be used like the left mouse button in the design screen,
allowing you to rotate your ship for viewing at different angles.

Middle mouse button will focus on stars and planets in the strategy starmap.

Planetary build queues are now visible on the Colony summary page and double clicking
the Build Queue title will take you to the build screen.

You can now quit the game from combat.

CTRL-Page Up/Down to increase or decrease time compression in solo combat.

Enemy colony list now shows ownership.

Added new badges, including winners from the badge contest!

Added new player colour options.

Build queue can now be reordered with drag and drop.

Clicking any player's name in the Strategy Screen player list, will grey-out their map
markings. Clicking again will turn the player’s marking colours back on.

Double-right-click to place a waypoint now tells ships to break formation in Normal
stance and move at best possible speed.

Info button added to research screen to toggle permanent tech names.

Reserves can now be sorted in the fleet management screen.

Lobby now shows estimated turn time remaining for players joining a game in progress.
Player ranks are now displayed on player slots.

News events are now generated for new incoming enemy fleets spotted on sensors.
Display options can now be altered during game play.

Added sensor shadows to large objects in combat.

Wider habitation viability on initial colonies and technologies.

Added Tournament scenario, with an especially equitable star map.

Games can now be set up for either team (preset alliances) play.

New information added to multiplayer game browser.

Players may now opt to be peaceful for an encounter. This is the same as auto-
resolving a battle, except in the case of a mutual desire for peace; a temporary non-
aggression pact is put in place for that single encounter.

Peace Al Combat Manual  Spy On Combat
Combat
Players can now flag fleets as "Guard" fleets at planets.
New out-of-character channel added to in-game chat to facilitate communication.
The squad assignment buttons in the fleet manager screen can now be selected with the
1-5 keys.
It is now possible to select which command fleet to use before entering combat.
New fleet summary screen that includes filtering and sorting options.
Host can now adjust time limits for a game in progress.
Added particle system view distance slider to graphics options.
Camera zoom can now be cycled through preset distances with the V key.
Weapon panel feedback improvements in combat.
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HAT KEYS!

After the release of the demo and the early release of the game via direct download
methods, players

TACTICAL

0-9 Recall selection group (pressing twice focuses on lead ship in the
group)
CTRL+0 -9 Assign selection group
C Toggle cloaking or intangibility for selected ships
CTRL+C Toggle follow / free camera control
DELETE Clear targets for selected ships
CTRL+DELETE Toggles fleet hold fire
E/SHIFT+E Cycle forward / backward through enemy ships
ESCAPE Clear ship selection
F Focus on object under mouse (same as middle click)
F1-F5 Sets stance for selected ships
CTRL+F1-F5 Sets stance for fleet
H Toggle HUD visibility
HOME Focuses on and selects new reinforcements in combat

Toggles a tactical overlay that reveals the positions of your distant
(0] ships. Default can be set in your profile.ini;
DefaultShowTacticalOverlay=True/False

W Toggle weapon panel and selection list
PAUSE Pause / Un—pause game in singleplayer

R Toggle reserves list

S Issue all stop order to selected ships
SPACE Open and close Sensors screen

SHIFT+SPACE Step ahead one frame when paused
TAB/SHIFT+TAB Cycle forward / backward through your individual ships
CTRL+PAGEUP Increase time compression
CTRL+PAGEDOWN |Decrease time compression

STRATEGIC

CTRL+A Toggle Auto-Refuel
B Open Build screen
CTRL+C Open Colonize window
D Open Design screen
CTRL+D Open Dump Ore window
DELETE Removes selected ship design (in ship design screen)
E Open Empire overview
ESCAPE Back out of screen/mode
F Open Fleet Manager screen
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F6

Open Save Game window

CTRL+G Open Deploy Gate window
HOME Focus on your Home system
K Toggles Rankings window
M Toggle Fleet Move
CTRL+M Open Mining window
N Brings up notepad if a system is selected
0] Toggles Objectives
P Toggle Player list
CTRL+P Set Al Policy
CTRL+Q Quit
R Open Research screen
T Toggles Trade window
CTRL+T Ends turn
SHIFT Override Human waypoint pathing and direct a straight path
CTRL+S Open Cancel Operations window
Y Toggles Alliance window

Toggle Star Visibility

Toggle Fleet Line Visibility

CTRL+SHIFT+A

Toggle Auto-Repair

CTRL+R

Open Refueling window

CTRL+SHIFT+R

Open Repair window

CTRL+SHIFT+S

Open Ship Scuttle window

TAB / SHIFT+TAB

Cycle forward/backward through your colonies

SHIFT + LEFT MOUSE

Add ship designs to queue, 5 at a time

U Open / Close turn news event windows
I/ SHIFT + 1 Cycle forward / backward through your idle fleets
KEY FUNCTION
Opens chat window and immediately allows players to type their
ENTER ) .
message. Does not close Chat Window again
F8 Toggle chat window open and closed
CTRL+O Open the Options Menu

~

Summon tool-tip

SHIFT+PRINT SCREEN

Take a screenshot, with HUD, when in Tactical combat

PRINT SCREEN

Take a screenshot, in both the Strategy screens and combat, which will
be saved to the Screenshot directory in the game folder

\Y

Cycle through pre-set camera distances.

CTRL+C

Unlocks camera for free movement (using mouse and arrow keys to
maneuver - CTRL+ C will snap back to focus object again.)
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