HOH TO JUMF, DEUHE.

H insbruckion manwal on the JUMF ark,
rmade by Lhe bezk pilaks zLill alive.
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“They book what we love the maost.

That which gawe uz a reaszon for living.

Their rnizkake.

How we are not afraid to die ko bake it back.”
ADMIEAL HAMSH “CAMMIEAL" I:l.FIl:ll

RETIREC COMMAMDER ©F THE FIFTH 2FEK FLEET,
ANMD TRAIMER-COUNZELOR OF THE FECERATICON OF EASTARD?E.




!_i| All game controls are accessible wia mouse painter, but we've deweloped

!l'ﬂﬂ -Keyboard shorkeuks

:|J| Lhese handy keyboard shorbcubs boo:

m,ﬂ

Esc] Close menu | [1] WHE | [K] COM.
0] optionz | [H] Hait | [E] Eject.
A[Z][0] Accessom 1, 2 and 2.

Z|[1] Heapom 1 and 2 | [C] Bazic Heapon.
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-Briel skary of Ehe Federation

A long, long irme aga... bhe Four
planets where divided. Each had it's awn
population, elves, dwarves, humans and
orkz, fighting an endlezs war,

Buk one day, we discovered Lhe
Elizir. And Lhen Lhere waz peace.

Buk nok for long. Ouk of nowhere, the
“dragons” came... Bringing wards af
friendzhip and tales of zorrow. Buk sordid
intenkions.

The dwarves were the first ko
realize Lhe brukh, The dragons were addicks!
Har Enzwed, Blood was zpilled. The dragon:z
ran away wikh most of our sbocks of elixir,
He [ozt.

Hows, we are bhe few bhak remain.
The alliance. All we have iz a couple of
ships, zoraps and you,

Helcomme o the Bastards Federation.

[4]




‘Hizzion Owerwisw

Your rission, our miszion, is wery sinnple:
The dragon: are flesing wikh all our Elixic supply.
Sbop Lhern.

He hawe an adwankage: He are FASTER.

Our engines are capable of daing “luxtapasition
Uikra MHowerment Positioning”, or JUMPz, as we call it.

It will nok be easy, az the dragon Orones can
invade our Jumps, akkacking vz inside the JUMP
POINT. These drones are stupid and always ack by
fallowing pre—sek patberns, but boo rany drones
wikhin Ehe jump can be cerkain death.

To enable bhiz mizsion, our entire econamic
syskemn has been conwverted bo use "SCRARY as
currency. Desktroy bhe enemy drone: and colleck all
serap left by them. Hhen “landing” a jump in ane af
our skakionz, uze thiz scrap bo improwe your Ship
and buyfinstall new weapons and accessaries.

Buk keep your eyes apen: Each jurnp lazks only
3 burnz and when Lhese 3 burns end, another jump
iz started insbankly and all the scrap in bhat Jump
Faint is left behind.

[£]




-Ship Hadelz

There iz only one thing as
imparkant as our Elixzir recipes:
The planz for building our Space Fighters!
Unforkunakely, up bo Ehe writing of thiz
rnanual, we hawve only bwo of these
blueprinks:

The Ballista of the Elwes and the
Hammer of the Duarves,

The other one:z where lozk in bhe war,
It's exbremely important that the abher
Lo blueprinkz be found, you may
conzider thiz a zecond miszion!

All *hips are different, but hawe
simnilar azpeckz The rmain differences are
in khe "Fatal collizion area” and the baze
weapon each carries. All zhips skark wikh
different Atkribokes, but all can reach
Lhe zame lewel, in all of them.

[THE LOST “"DRGEER]
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COsT = [391
lprade E-'!_I *La Hh

- EATTERIES: These are the zhip's energy
rezeryes and define how many ackionz
can be Laken on a kurn. Hhen a charge iz
ower, bhe burn ends.

- EHGIHES: Hithin Lhe lurmp, engines
reprezent Lhe nurber of Liles per energy
Lhak the zhip can mowve. IF Ehe chip has a
lenvel ¢ engine, it can move ¢ Tiles per
energy poinkt. They also define, bogether
wikth batkteries, the number of pozsible
jumps: Engine walue + Batbery walue =
Hurnber of jumps.

- HULL: Represents Lhe rezsisbance of the
ship. Zero means deakh.

- 5TAHOARD HEAFOH: The standard weapan
can alzo be improwved. Buk pay akbenkion
Lo Lhe new energy costs and bypes aof
darnage that Lhe improwvement will
provwide.




-Ship Hadelz > Eallizka and Hammer

> BALLISTA
[HULL: 2/2 | BATTERIES: 2 | EHGIHES: 2]

Inspired by the Famous weapons of itz
anceskorz, the Ballizta iz a ship created by Lhe Elves
Lo be lekhal in long distances. Iks main weapan
shookz sbraight Forward, causing a kick that propels
Lhe ship back, alzo hitking rear enemies.

Itz sk fragile collizion area iz ak bhe fronk
and iz congidered small, making Lhis an excellent
craft bo rowe bebween shobs,

* HAMHMEFR
[HULL: 2/2 | BATTERIES: 2 | EHGIHES: 1]

Heawy az ikz inzpiration, the Hammer waz
creabed by the Dwarves bo likerally go Ehroogh Lhe
enerny shipz. ks main weapon is an energekic blow
Lhat propels it forward, ripping fragile enemies ak
itz fronk and sides.

It has a large collizion area, locaked across jks
fronkt and ikz the mosk rezistant of all zhips. Ik iz
also a ship with a great abiliby o colleck zorap and
EMErgLY.

[2]




-ship Hadelz > Dagger and SLaff

= DAGGER [blueprint lost]
[HULL: 111 | EATTERIES: 2 | EMGIMES: 1]

Fragile and lethal as itz creators, the Dagger
iz a craft creaked by humans ko be extremely
deadly up cloze. ks main weapon is a concenkraked
shork power strike, which wnlike obher zhips,
doesn’t cause recoil,

The rosk fragile poink is in the rmiddle,
bebween bhe wings, hawing the smallesk collizion
area of all ships. Itz alzo the most fragile of Ehem.
= STAFF [blueprint lost]

[HULL: 2/2 | BATTERIES: 3 | EHGIHES: 1]

Peculiar as their inspiration, the Staff waz
creabed by bhe Orks o simulake the energetic
abilities of the sharmanz. ks main weapon shooks 3
ball of energy that, bezides propelling the ship back,
divides itzelf inka okher ballz after a cerkain
dizkance.

It haz a redivm zsized collizsion area,
positioned ab the rear of the ship.

[9]




Thiz iz your main ship panel. bz where you will zpend half of your Lime.
Uzing thiz panel, you can manage your zhip, decide where and
b rmany jurnps ko make.

CRCI L RNC RN T TR A
214E. 333 | CHLELY. §.-




em, L e i
DISTRAHCE:| REPLTRTION: 7 AL Lhe tl:lp of khe panel:
Ipe 1

-OISTAHCE: Representz Lhe current distance of
Lhe chazed motherzhip, measured in parsecs
[a jumnp poink iz one parsec, oF jusk awver 3
light yearz].

-REFUTATION: Y'our repukation score.
Performance in and auk of jumps is measured
by these poinks and the bekter and more
efficient you are, the more gou will hawe.
The Oragon: are ALS0 wakching and we hawe
nes of Farmous piloks being akbacked by
rmiore drones Ehan normal.

[1]




-Ship Fanal

FCIFA: Y - EH LI HIY
CA4HC 1313 [CHLEGY: W4

At the bokkbon of the panel:

-MIMES AHO MISSILEY: Humber of rines and
rnizziles currently on bhe zhip.

-5CRAF: Arnount of scrap conkained in bhe zhip.

-5CRAF BAHE: Armount of scrap conkained in
Lhe pilat’s bank account.

JUMP [1]: Opens the jump radar. Chooge
where Lo jump here.

‘L0M [K]: Opens the communications channel
with the Space Stations [stores), IF one is
awailable in the current location.

-HULL: Represents the ship life.

-EHERGY: Current capacity of the zhip's
Batkeries.

‘POMER BUTTOH [Esc, 0] Turns the ship on and
off, it's alzo the aptions menu.

[12]




-Ship Fanel > WMF Fanel
UM RALRF

LAHD POIHT [3]

WM POIHT [2]——m’ ¥

JUME POINT [1]—m %
b

Y Il

g

dpu] E4RTY EIRCE W

Thiz iz the Jump Radar. In ik gou can
chioose Lhe JUMP POINT where you want ko
LAHO. Pazs the poinker awver bhese jump
painks Eo find ouk what they are or what
Lhey can offer. Some offer upgrade Skores,
obhers a 505 call and some are jusk an
unknow event,

The choice of Lhe jump point also
influences the PATH and how HAHY jumps will
be rnade. Each of these poinks iz a jump in
itzelf that decreases bhe distance of Lhe
Dragons by [-1 pe]. In the image the pilok will
rmake 3 jumps.

Ta JUMP, choose bhe jurnp poink and click

on bhe confirrn bukkon, To cancel, click again
on bhe same poink.

[]




-ship Fanel > COH Fanel

Siuer EE A P IIPE ™, ;
_ ‘-"g LEADES EFA Hhen you land in a place where there's

e " a Skore station, you can make improwvemenks
'ERTTEFRIE EHGIKE and repairs bo bhe zhip, a5 well a5 boy aew
| s LY e i acceszories and weapons when awailable.

£ L8 ‘ Click on the [OM butbon bo open the upgrades

A - . i rnenuy. Place the painter ower the ibems ko

. read the debails abouk Ehern.

' Ta upgrade, click the dezired atkribuke,
If you donk hawe enough zcrap, a sound
denying the purchaze will ring.

To purchaze a Weapon or accessary, g
Lo the right Lab, click on Ehe dezired
equiprment and inzkall it in Lhe bright zpok of
the dock [on the right side]. Ta cancel the
inskallakion and purchaze, pres:z E5C or righk-
click.

‘fou can also Repair the zhip HULL and
by Hines and Mizziles.

[OUHED]
lpgrase HILL enfurance to [2].

[14]




-ship Fanel > COH Fanel

ERHHE

SCRAP IH SHIF:
0

SCRAF IM EAMH
13

FOFR SAFETY
TRAMSFER SCFRAP

TO YOUF RACCOUMT:

SCRAP RECYCLINE:

In Lheze skations you can alzo unload
all [or partially] your scrap inka a bank skazh.
It is recommended ko do so For ke reasons: ln
caze you need o ejeck from your ship, Ehe
scrap contained in khe Bank will be zafe. And in
caze you die in combak bhe zcrap conkained in
Lhe Bank is bransferred to Lhe Bastards Help
Fund [the zcrap is used in the recruibment af
new Baskards).

You can alzo sell equipment [far half the
price] inskalled by clicking an "SELL" and then
clicking on the equipment you wizh ko zell
[located on bhe dock]. IF you install any abher
equiprnent in an already filled place, bhe
prewious equipment will aukamatically be sald.

[1£]
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-5hip Fanel > OpLionz Fanel

BUIT™

In Lhiz panel you can conkrol Ehe
wiolumes, effecks and obther options of the
garme. In addikion, here are the oplionz Lo
cloze the game ko bhe skark screen or bhe
deskbop.

On the left zide bab you can check
rmore inforrmation about the Pilok and Ship.

The garne automatically saves at

Lhe end of ewery jurmp, after deciding an
Ewent and when the COM menu iz closed.

[1E]




Thiz iz a jumnp. To be more precise a
JUHP POINT with a combat occurring wikhin a
"Hyper-bubble”.

Inzide thiz jurnp poinkt Lhe pilok geks 2
burns. AL Ehe end of the 3 burnz, the jump
end: and anokther beginsg. This repeats itzelf
unkil the ship arrives ak Lhe landing poink
chiozen on khe radar.

‘our rmain goal here iz bo survive and
calleck SCRAP! You do nok hawe bo deskroy
all enemies!

A kurn only passes when the ship's
energy runz ouk or when the pilok decidesz
Lo HAIT [clicking on the clack butban]. Every
action done [shaok, mowve..] consumes
different armounkz of energy. Read Lhe
nokes that appear when you mowve the
painter ower Lhe bukkons bo know Lhe
amount of energy ["e” symbal] that each
ackion consures,

[7]




-MIMFP and Combat > Howvernenk and Combak

::ﬁ1r: 31 AdL A1 L

-

Uze bhe poinker and click on
Lhe Liles Lo rowe Ehe zhip. IF yow
hawe a Scanner acceszory inskalled
[don't warry, itz a sbandard
equipment], you can alsa check haw
rnuch holl and energy an enemy has.

On the right zide is bhe Dock,
where the ship's commands skay.
They are, from bop bo bokbom:
Accessory systems [shorkouts: A, 5,
0], weapons conkrals [shorkeuks: ,
#, [] and zhip systems eject [E],
wait [H], options [0,

At the bobkom you can check
your current REFUTATION [and
combiaz], IWHF and TURH countdawn,
Bezides Lhe bazic information of Lhe
ship's current state [hull, energy).

[12]




Fulesz of Combak
r ol

Combat iz simple: Mowe your zhip
strategically ko bhe best place of akback.
. The decizion of who o where bo atback
E"F ] will wary with the amouont of energy and
[HOVE-11 Lhe weapon: currently present.

e Each weapon has a range [in tiles], cast
[in energyl, damage and “recail”.
Depending on bhe weapon wzed, bhe zhip
suffers a “recail” and maves in bhe
oppasite direckion. Try bo uze Lhis in gour
skrabegy.

Hhen destroging an enemy, ik
leawes Scrap and coagulaked Energy
behind. The energy released can be used
ko make “combos” of unlimited mowves
I e T ; and atbacks, Since bhe turn only ends
. - when your energy ends... iF yaur energy

1 doez nok end the burn will nok pazs!
Ta gek Scrap or Energy, simply pazs

e # . 1 over Lhem. ou can bake more than ane
HeRed § per rmoverment.

[13]




‘JUMF and Combak > Combat Tips

- All Ehe combat dynamic of the combak
revalves around the 3-turn limik per JUHP.
Mowe, pozition and atback ko be able ko
destroy bhe maximum number of enemmiss
wikh fewo mosves. Allays wakching gour
EMEFQY MEfErves,

- Obserwe Lhe animations and akkack paktkerns
of Lhe enermies: Lhey indicake Lheir next
ackion. Ending a kurn positioned in fronk of an
enerny Who is about ko akback can be Fakal.

- T or more zhips may oocupy bhe same
Tile. Enernies or nok.

- Our zhips are IMMUHE bo darmage in bhe firsk
kurn # ackion, on each JUHP.

- The turn end:z when Lhe batkery reaches
"0, ewen if the zhip collecks some energy
during khe last mowe. Take thiz inko
conzideration before mowving.

- Shields count az "+1" ba the enemies Hull.

[20]




: Ewery scrap, howewer small, acks az a barrier Lo
bullets [bokh enemy and allied]. But like any barrier,
if it bakes koo much darmage ik can shatker inko
pieces.

- Rernember Lhak mosk weapons alzo make the zhip
roze by firing Ehen.

- Like your zhip, there are enemies who hawve more
energy and ack ak bhe zame Lime az you,

- Hewer Forgek bhat gou can eject if in a dangerous
situatkion.

- hornetirmes waiking is betber: Do nok forgek Ehat
you can pazs the burn by clicking HAIT.

- Hakch ouk for Ehe explozion blazt of mines and
rnizziles from bokh your enemies and yours.

- Uze Lhe brajectory line bhat draws from gour hip
Lo Lhe pointer o get a sense of where Lhe zhip will
pasz while rmowing.

- The thickness of the brajectory line also represents
itz collizion area [ewery ship has a different onel.

.r
I
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-JIMF and IZ_I-;-mI:--aL > Enemies

During your WHPY you will nok Face bhe
Dragons themzelves bk the Drones sent by Ehem.
Theze drones are aukorated: each bype follows a
pre-set of routines, alternating wikh each burn or
ackion, depending on the amount of energy they
currently hawe,

Oue ko Lhis predickable nature, Ehey are nok az
dangerous individually buk rakher in large numbers!

He do not know rvch about each bype bezidez
Lhe following Facks:

- Iks zize defines its resistance ko our shoks,

- A drone indicakes itz next ackion, wisually. Obzerve
which patkern iz a MHowernent or Akback.

- Each type haz warianks with different bypes of
Darnage, obzerwe ikz color ko know which bype.

- They alzo hawe the zame EHERGY LIMIT az our zhips.
Mozt hawe only one energy, buk zome hawve more

b and can do more Ehan one ackion per burn as well.
Usze your Scanner ko find ouk how moch energy an
enemy currently has, pukking the mowze poinker an ik,

v [2]
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[HONE=1]

There are four bypes of damage, all of
which are prezent in bokh Federation
weapons and enemy shoks, Hok only do
gunzhobs hawe these bypes of darmage, buk
also explozsions from Mines and Hizziles.

- Horrmal: Bazic damage bo the zhip's hull. The
color of Lthe enermy’s shat iz green.

- Pierce: Ib's zsimilar bo normal damage, but ik
hias mekal shards in the shot bhat shakker
Lhe hull on impact, releasing small scrap
fragments inko space. Thiz bype of shok coskz
lesz energy, but also wzes Scrap ko shook,

- Toic: Cauzes corrozive darmage, which
deals darmage per burn, Just like the color of
Lhe shok, every zhip sbruck by bhiz shok
becomes colored in purple.

- Electric or "EMP™: Unlike ather shats, it
cauzes damage ko bhe batberies, dizabling
fukure pilak or enemy ackions. The shoks of
Lhiz damage bype are blue,

[23]
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-JIHF and Cambak > Ejacting

The ejection system is simple: Click ance ba activate [the
bukbon will kurn green], click again ba confirm [Ehe buktban will
kurn red] and a meszage with a brief evaluation of gaur HULL
and Bank account will appear.

Decide whether Lo Eject or nok.

IF you confirm, a counkdown birmer will appear buk youw can still
cancel the eject by pressing [ESC]. IF the counter reaches ZERD,
Ehe zhip will zelf-explode [destroging enemies in the blast
radiuz and all 5CRAF on the ship] and the Filab will exit the jump.

After leaving the jurnp, you will be notified by anobher
rezsage, now asking ko choose a HEH zhip. But only if you hawve
a positive balance in the Bank or is a high ranking pilat [5].

Hait for the new ship bo arrive and exit the ejection pod Lo it

He lack Lhe rezources bo zend new zhips bo ALL piloks:
He hawe bo charge the construckion cosk of new zhips sended,
wzing khe Scrap from the pilob's Bank account. IF the pilat does
niok hawe SCRAP enough, it acquires a debt with the Federation
Lhat can be paid ak the Store Stations.




‘Aocezzaries and Heapans

Acceszories are equipment Lhak change
Lhe dynamics of rmowvernent and cormbat:
zome make pozsible microqumps inzide Lhe
Hyper-bubble [transporting the ship instantly
ko anather Lile], while athers can create
shigldz around the zhip. There are b bypes
of accessories: Passive and Ackivakable.
- Pazzive do nok conzurme energy and
produce bheir effect all bhe irme.

- Ackivakable consumes energy and only
produce a effect when uzed. To learn more
abouk 3 acceszory, look at ks information in
Lhe sbore by placing bhe poinker ower ik,

In addition ko standard weapons, all
ships can alzo equip bwa obher secondary

weapons. These weapons wary in bype, shape,

darnage and cozk in energy. To learn more
abouk 3 weapon, look ak ks inforrmation in
Lhe sbore by placing the poinker ower ik,

“UFAPONS A& RAIT FGFHEIFE“\




-Ambient Types

.]H HFI iJiF 5:|£ I During hiz pursuik of dragonz, a pilak
: pasze: Lhrough different locakionz in space. He

cakegorize the main bypes of environments
and their effecks on space jumps.
> Ernply Space

Itz no wonder that “emply spaces” are
the norm in space. Buk it's imporkant bo ko
Lhak youw can only find Shops and Skations for
upgrades in ermply spaces, we would nok build
Space Skations in nebulas or locakions wikh
rmekears,
> Mekeors

Mekteors are a double—edged sword:
Except in some cazes ewvery shok, coming from
enemy or allied weapons, striking a mekeor iz
barred. This makes environments wikh local
metears wikh “natural barriers” where Lhe
pilok can hide from enemy shoks, Buk do nok be
deceived: A mebeor will explode inko pieces if
it iz badly hit.

[2€]




-Ambient Types

-I > Hebula's

Hebulaz are dangerous places, but alzo bernpling. Their wizion in bhese
environments is limited and due bo the way our engines work a space
jump in Lhiz environment lazks b turns. Mowve carefully inzide a nebula.
> Space Hind

Solar winds hawe a peculiar effect inside the jumps: they likerally
MOVE the shipz bowards the wind. AL Lhe end of each turn, after all the
ships hawe moved, the wind puzhes each of therm [enemy and allies] in a
cerkain direckion. The direckion is indicated wisually in the scenario. Conzider
Lhiz a "free movement” and plan your sbrabegqy accardingly.
= Skorm

Sbormz are dangerous, for all who are in them, You newer know
when a lightning will strike your or the enerny ship. A Lhe stark of each
Lurn ewery ship inside a jumnp has a 803 chance of Laking -1 eleckrical
darnage.
= Hreckage

Farrmerly the raresk of all enwironments, buk due bo war haz become
rmare cornmon, Space batkles leawve wrecks on all fronks, and when a big
enough batkle has baken place within a jump, their Sraps remain there far
a long Eirme. Colleck as many scrap az you can, these places are like gald
rines bheze days.

[27]




‘Federation Rank

Your Filok AR haz gome A g

Rank [3]. "Grown Do mper”; Rver e

RIS AH HEN [Cloge o

Az a Federation pilok progrezses,
increazing his repukation, he is decoraked wikh
bekber Ranks. The whole system of milikary
progreszion has been replaced by somekhing
simpler, but effective: Deztroy more enemies,
help obher piloks and improwve gour zhip Lo
increase your rank. Each new rank lowers the
prices of equipment and repairs made by Ehe
Federation, plus some obther adwankages like
Scrap Bonuz and unlinnited number of new
ships in case of ejeckion for high ranks.

“ou can only receive a decorakion by
sbopping at any Federation space station. |t's
always a good idea ko land a jumnp on a skation
Anyulays,

[2]




0% and Unknown Evenks

Az the Federation grows and sends piloks Ehrough
Lhe galaxy, we begin Lo detect different calls for help
and skrange meszages, Some are 305 requests made by
piloks in need [whenever possible bry ko help] and
obhers are unofficial meszages and ewents, oukzide the
official Federation channels.

To respond ko an 505 or check an Unknown Bwvent
simply be aware of the jump poinks on your Radar, Hhen
one of Ehe b iz identified, it will appear bhere. Just
land a jurnp on the desired poink and, at the end of the
jumnp, your compuber will aukomatically display a
Meszage.

The Federation recornmends caukion when
checking meszages and wnidentified events, we have
nes of dragons uging bhem az a brap, in addition ko a

whole black markek netwaork zelling unofficial equiprment.

Buk we underskand the nakure of Lhis miszion and if it
Look anything... exkra official ko complebe ik, our
cormmand will turn a blind eye. You can be zure abouk
Lhak.

WCOMIML HESSHLE
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