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Introduction

Congratulations for purchasing this
Faulcon de Lacy Cobra Mk Il fasl
space trading and combat craft. This
i -_i|;1 manual s I_J:',pllr'[l'-.."'.-I[1'Thr cramis
designed to familiarise you with all
1he -.!';[H- ts of space fthght combat
and trading provided by the advanced
svstems aboard your new ship and

L

-.'-""I "‘|“ |"."-I‘r'|"l' 1

Your Cobra Mk Il comes with a single pulse laser, three homing missiles and fore and aft shields fitted
as standard equipment. Many exiras are available for the Cobra, which you can pay for from the
srofits you make while trading Alternatively, Cobras are ideal for bounty hunting (collecting bounty
by hunting down pirates), and sadly are occasionally used by some unscrupulous pilots for piracy

rhe craft 1s approved by the Elite federation of pilots. They are a group known throughout the eight
qalaxies for their expertise in space combat. Your ship-board computer will tell you your official
L.'r"ltJL“ _rllt”.u I.|,\.'|;_|l.*_-;\.‘l||'..\._| “.|r||'E‘i'.1-|'rl_'|',‘|!||jTll_:|r" Ti'l"1 S1arts ds H.H""I'IlEEE Hnd pfﬂgrE‘SEPS BH thewa?
o “Elite”” Becoming “Elite”” shows acceptance in to the Elne federation itself, the dream of pilots
,.-._...-r'.l.'\,-".,'l".n-*rr'
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Control System -

The Cobra Mk lll is of course equipped for the highest G forces exper enced during combal, $o il
in control systems which can operate the ship entirely from the main Slouc
controller does different things if button B s pressed

comes with the lates
N-0-manc acceleranon couch The

When Button B s not pressed When Button B 15 pressed
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mes an (con will appear blank. 1his

happens when a functomis not avalable For
slance the "Missile” icon does not shaw
nNen vou ave no miissiles (en




&ietting Started B 'i'rial Run in your Cobra Mk Ili

nce you have turned on the power 1o your Cobra Mk lIl, your main display should first show the logo of the Elite Pilots New pilots are expected lo go on a relatvely sate run to test out ther Cobra
Federalion (shown on the nght), to show they have appri ved the guality of construction of your craft Press START the controls. The recommended run from the Faulcon de Lacy shwpyards orbiting Lave 15 the 5.6 hght years to the
The screen will then show a succession of different space craft, for recognition practice. This i1s Corporate State of Zaonce, where there s little or no piracy

Mk and to familiarise themselves witl

WHen you are ready
whatl your ship s computer dispiays wien il 5 idie Lave i5 an agncultural world, so food and textiles are quite cheap 115 recommended 1o lake Some Cargo on 1his rut
Your Cobra Mk |l has a facility to simulate practice combat sessions This 15 engaged by pressing START on the otherwise you are not fully testing the Cobra Take all the food available, and fill up to maximum (20 tonnes) witt
ntroller After a short message, combat begins with your Cobra Mk Il fitted with a beam laser and three homing lextiles

nssiles pilted agamnst three poorly equ ['J[_II-_": cratl, each wilh a pulseE |aser Euving Sﬂﬂ'IE cargu
nbat straight away, press START. Your ship-board computer will ime these

f you waould to try 1S practice Ci
destrov all three anemy raft You can use mssiles f yvou hike (see

Todo this, use the selector square to select the Stock Marketl icon and activate it This shows a list of all of the trade
tems available on Lave The current amount of each item in your cargo bay is shown in the nght hand

ESSIONS. and e o Now long You T K 1 I

svanced Combat’'). but there s a sixty second penally on the iime for each missile Lsed " .
Advant L i W " Now buy 16 units of food by holding down the RIGHT button The display now shows 16 tonnes of food at the tap of the
lots may pass through this by pressing SELECT on thewr controlier right-most column, and a dash in the column to its left to show there 15 no more left. Move down one row and buy 4

tonnés ol (extiles You can see whats (0 [he cargo bay by activaling -

the “Inventory’ con ! L?L" F! m
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Launching from the Space Station

"'l i W cilpet thie i. AUNCEH

on, and activate i1 You will brigfly see the force shield at the entrance 1o the space stahon
as you are launched out into space  Then you will see the planet Lave rotating below The Cobra Mk Il 15 not equipped
gnter a planet s almosphere, because the weaight of shielding required would make it too slow for combat. Thus 1s
why all trading i1s done at the space station Press UP or DOWN until the planet i1s no longer on the view screen. Ths s

nake sure yvou do nod nit i while vou are preparning 1or a Ryperspace jump

Using the Local Map

Now select the “"Map ' icon. and activate |1

L Shows [he posihions of the nearby star syvstems, with Lave 0 1he
! unt of fuel you currently have aboard
over the Zaonce system, then activate the “"Date on Svstem’ iconin should

s display shows information on Zaonce from the archives of your Cobra Mk Il Activate the

antre [he rir J'-.! OWwWS TNE QISTANCE your LDt 3 ME LIl can avel using & amn
s Thé confraoller o move the small cros
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Making a Hyperspace jump

Now select and activale the Front View icon. then select and activate the "Hyperspace icon This shows
count -down while your hyperdrive engines charge up for the jumg
Jaonce system

Now the riskest part - piloting your Cobra to a space station Zaonce 15 one of
D allaceed

Finding the Planet
Use the compass (588 picture) 1o pomt vour Cobra tow irds the planet Tadothis turn unt the solhid green dot Shows

though hyperspace After the jump, you are in th

o

ihe salest sysiems. S0 you are unhksiy i

the CoOmpass H YOu Can see a haliow aot theéen furn arouna DWW furn e ship until 1he dat 15 0 The Centre of The

compass, when the planet should be visible an the main screen Point vou
spead (see Control System’ on page 3 /f you have lorgotten how 1o da tf

ir cratt directly at
Now select an activate the “"Fast Forward  wcon This skips through until somett
the icon chsappears This means a further skip would have 1aken you 100 near the planel, or you are being attacked
attacked, then do your best 1o destroy [

ITE AITACKEETS

5 Will De quite hard, as you have no extra weapons

The view after Hyperspace
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Finding a Space Station and Docking Stﬂl"lﬂg your Position

It is sansible to store this position, 50 you can come back to it later Todo this, select and activate the * Stored Positions
icon (You may only store positions while docked) The commmander starts with the name Jameson bul this can be
changed

To change the name select and activatethe Change Name icon Use UP or DOWN on the controller 10 select the first

Y ou should now be guite near 1o one of the space stations orbiting the planet Zaonce When your scanner delects one,
the "Docking Computer  wconshould appear. Using the Docking Computer will cost you five credits. It i1s safest for you

to use it on your first trip, since manual docking 15 very hard, so select and activale this icon

I \ |||I':I M 'g"na-".i"'l"l""l: [ rr-_-_._.'_r_:_..-. I"'E\.; “_l'_-"-:l_ l-lil.\" I'I:'l't-"lj” COn ¥'|." ::I"‘.".‘Iifll_“lh,ld'p',:';,_l._.; 'l."|11'I”.|ID thEEpﬂCE"ﬂ:ﬂTlﬂﬂ iE‘HEfﬂfThB namp 'n":lll wan! T"‘IFH anﬁEﬂlEHT,-!rl,-:dl:uThP nEITlFr'[-EI' |’|||-i_"|._,|'7'ldh.|:"-a m ﬁ‘ﬂhﬂl}'l“f\-h ..EFTdrlU rr‘!ﬂualr
Ifvou would like to try manual docking, then you must line the Cobra up with the slot on the front of the space station Press button A once you have done the last letter
and misteh vilir i | to it while you fly through the slot If you are going slowly --Hl-..-ﬂh then your shields will Niw slore your commander s hile by moving { into one of the ""':-.I"'.' !1rl-'.ll_]r slolsonthe r .:]h': af the screan using the
resict 1.-_. O E |'|'£ =T i r.“"\.-'l yo W ':|_ B '-,,-_'-I'.lr 1 YOLU are unsure weal I il Illl.h. '] |--'|F11|JI.J:|ET hEIDrE ""!"'ng Il E(‘Intl'ﬂnﬂr
yourself To select a different commander move up and down the list of stored positions until the one you want is ughlighted
You are now sately gockad al E_.“._r' 2 coselectthe "'Stock Market” icon and sell all vour ~argo TTTF!FI-FI'EE'S.DHT“E'SH:FEH and mowve it to the Lurreni Di_',lhl[.{.r'l I vou g0 not wish o save your posihion, 1hen press L[‘F‘ fram the current
Market fluctuate between visits, but you should now have over 150 Credits cash Uuite a profit for your hirst mission! position
. hen turming off the power 1o the Control Deck. you must hold down the RESET button Failure todo so may resultin
D';_H_"“‘I.j _-|:||‘F|_'|'|_|'T!;."' “ i ast '_||'|ﬁ.:h';: LM w L 1” 1 g = ! 8 - P i ) —_— i i i - % oy
: loss of your stored commanders The battery is used to retain commanders for five years, but conditions under whic
[ [l
the Game Pak is kept (such as exposure 1o igh temperatures) may shoren the battery s lie
Docking Laonce Market Prices
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Buying Extra Ship Equipment

aelect and activate the "Equip ship™ lcon. This mode connects directly with the space station s computer network
which will immediately arrange fitment of any nem. Fuel is also bought here Items fitted here may not be sold again
since they become a part of your ship, so choose carefully!

Lhoose the item you would like to buy, and préss button Ato buy it You will only be allowed to buy an item if you have
enough cash, and if you have room for 1 When buying fuel, hold down button A until you have all the fuel that you
want

When buying lasers. a list of different directions will appear, as in the picture on the nght. These correspond to the
differant combat wews | you choose a direction in which you already have a laser, than that laser is replaced by the
new one and i1s cost refunded 1o you

Higher Tech Level worlds have more equipment available on them than lower levels The Tech Level of a world 1s
listed on the "Data on System page

Ship Equipment available
at Laonce

Equip Ship lcon

selecting a view for a laser

— '.-h-.T-..-.;lrl...n——.l- — M':"'«"E LEf one mem

Em

Mowve down one dem Buy tem
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Advanced Combat

In addition to lasers, the Cobra comes with three missiles, and may carry up to four. To fire a missile, it must first be
gven a target. To do this select and activate the “Arm Missile icon. This will cause one of the missile indicators to
flash, and a yellow targeting square to flash n the middle of the gun sight

MNow turn your Cobra until the object you wish to fire the missile at is centred in your sights. When this happens the
targeting square will stop flashing and the “"Fire Missile " icon will appear If you targeted the missile at the wrong
obyect by mistake then activating ~“Aim Missile ™ again wall disarm il

Tofire the missile select and activate the "Fire Missile” icon You do not need to be pointing at the obyect for thus. The
mussile will then try to destroy 11s target, but may be shol down, or destroyed with ECM, or may run oult of fuel if the
target was too far away Remember 1o use missiles wisely as they will cost 30 Credits 1o replace

§ -
E Arm Missile |con f ' Fire Mssile lcon




Using the Scanners

Your scanners show where other objects are relative 1o you, and help to find objects which are off the screen Your ship
is always al the centre of the scanner area, and other objects are colour coded according to their type.

Yellow - ships Object in front, above and to the left
Blue - junk [barrels, debns

and asteroids)
White - missiles, thargoid robot ships
Green - large objects
|space stations, thargouds)

ECM

ECM (Electronic Counter Measures) is used 1o destroy all missiles in the wicinity and is activated
using the "ECM" icon. Any shup can have ECM but most cannot afford it. The ECM field causes a
21g-zag etfect on the display. This happens even if 1 was the ECM of another ship

Fuel Scoops

ECM lcon

Fuel Scoops enable the Cobra to skim hydrogen fuel off the surface of the sun. They activate automatically, and a
message is displayed to show they are working They can also be used 10 scoop up cargo canisters and other debris

This 1s done by flying at one so that it passes just between the view screen. The item a canister is briefly printed up. but
beware since it 15 possible to pick up illegal goods like this

Extra Energy Unit
This allows the Cobra’s energy banks and shields to recharge more rapidly

12

Pulse Lasers

One sat 15 fitted to the from view of the Cobra Mk Il as standard They automatically cut off when they have
overheated, and will soon cool down

Beam lasers

These are powerful lasers which fire continuously They use more power than a pulse laser and overheat more quickly
Military Lasers

A more powerful version of the beam laser, oniginally designed for military use

Mining Lasers

A special high power pulse laser Not much good for combat since they take a long ime tocharge up, but they reduce
asteroids 1o usable fragments of minerals which can be scooped up with Fuel Scoops. Good for use 1 Leht or Right
VIEWS

Escape Capsule
A life support pod, often seen ejecting from stricken cralt during a battle. This carnes a pilet in H

suspended amimation 1o the neares! space station It also includes an insurance policy which will
replace the pilot's ship with a new one_ All cargo is lost, and the escape capsule 1s not replaced. This Escape
s activated using the “Escape Capsule icon Capsule icon

Energy Bomb ¢
Use with care, since if destroys all smaller ships (not Thargoids or space stations) in the vicinity
except the ship using it. This only works once. then a new one can be bought It 1s activated using the

Energy Bomb'' icon Energy Bomb
icon

13



Interstellar Trading

Choice of trade tems is important if a profit 15 to be made. Food will be cheaper on a Poor Agricultural world than a Rich
Industrial because there s plenty where it 15 grown Computers will be cheaper on an Industrial world because they

Advanced Interstellar Navigation
Galactic Map

You have already seen how to make hyperspace jumps To
plan over a larger distance use the Galactic Map Get the

are made there See page 5 for operating your Cobra’s trading facility

Local Map on the screen |as on page 6), then select and
Trade iten P i .
activate the “Map” icon again. This will give a display like : sl Ave. Price Trade item Place 1o buy Ave Price
that one the [._gh: Now switch between "‘Data on S'H'E-I.Em Fiood Agricultural 4 4/ 1tonne Machinery Iindustrial 56 4./ tonne
and this map to plan your route ;e:ules Agricultural & 4/ 1onna Alloys Agricultural 32 8/ 1onne
adiwpactives Agricultural 21 2 1onne Firearms"® industrial 70 4./ 1onne
SHI'E‘_“‘ 1 CDFD{JFHIE ETEIH:‘ Ht‘m! ',i|ﬂ'|.|'E"i.' A,.g'|[u|1_|_|rﬂ| H. ﬂ Bach rl.“‘!-i. Aun‘:u“ufdl 56 |::| lonneE
Democracy Beverages Agricultural 25 2 /tonne Minerals Agricultural 8 0/lonne
Galactic Hyperspace Confederacy Luxuries Indusirial 91 2/t0nne Gold Anywhere 37 2/kg
. Commumist Rare Species* Agricultural 114 B/ 1tonne Piatinum Anywhers 65 2/ kg
This is a one-use hyperspace drive which jumps the Cobra Dictatorship Computers Industrial B84 0/1onne Gem Stones Anywhere 164/g
1o a different galaxy If has abuili-in power pack so does not Multi-Government —
use hyperspace fuel Mast Feudal .
Docking Computers Piracy Anarchy These items are illegal. but are included on the trading network by unscupulous dealers Trading in these effects
your legal rating if you are seen when launching or docking, and may cause the GalCop police force to chase you Some

expenienced pilots with tough ships have found this a good way to earn money as the price of liegal items varies a

This allows automated docking without paying the 5 Credits
great deal. Alien items may sometimes be scooped up after doing battle with Thargoids

charged for use of the space station s Docking Computer

Large Cargo Bay

Data on System This 1s medification 1o the Cobra to increase its cargo hold size to 35 tonnes

The enconomy type controls the prices of trade tems. The
government type gives an idea of the amount of piracy (see
right] - stricter government mean less piracy

14 15



Other Controls

When you press START to pause, a different row of icons appear, like those below These allow you to restart and to
change some of the controls To continue, press START agawn, and the display will return 1o the way it was before it

was paused
Activating the “Restart” lcon abandons the current posiion, and returns 1o the space craft
recognition display

Two pilots may control the Cobra together The “One Pilot” icon shows that the controls are
currently set for one pilot. Activate this icon lo change totwo pilots, One controller is used 1o fly
the ship while the other works the weaponry This mode may also be entered by pressing a
button on the second controlier when the space craft recognition 15 displayed

145 12

One Pilot  Two Pilot

Icon Icon
Music may be turned on and off by activating the “Music” icon. Sound effects may also be - B
turned off, by activaung the “Sound’ icon

Music lcon Sound Icon

Activating the “Direction’ icon changes the way the controller is used to fly the Cobra, so that
UP is chimb and DOWN s dive.

Activating the “Damping’ icon stops the Cobra returning to straight and level flight when no
button on the controller 1s pressed

16

Observer’s Guide to Ships in Service

It is vitally important that a pilot can instantly recognise the different ship types likely to be encountered This s partly
because when in space it 1s difficult 1o tell whether a ship 15 very big but a long way away or small and close All good
pilots know it is foolish to take on a ship against which they have little or no chance of surviving. Unfortunately
lawlessness is rife in many systems so all precautions should be taken

Pirates will destroy a ship in the hope a few sturdy cargo canisters will survive the explosion They will then use ther
Fuel Scoops to pick them up, and sell them at other worlds Occasionally a prrate will be caught by the galactic police
farce GalCop selling scooped up illegal goods, but are rarely caught in the act o piracy. This i1s why GalCop offer
rewards for pilots who destroy pirate ships. There are many of these “"Bounty Hunters ™ around, and they will only
attack ships whose legal ratingsare not “Clean”” There are other ships not onthis list, since the Elite Pilots Federation
does not have complete information on them

A small reward is paid for clearing the space lanes of asteroids, since
ships are occasionally damaged by collisions with them. Care should
be taken since asteroids are a favounite hide-oul for "Rock Harmits |
solitary souls (often human) whao live in hollowed out asteroids. and
will not 1ake kindly to being shot at

See enclosed Wall Chart

17
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