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Arvonian Fignhter

WOPTN &  ENGINR §&@ SCENCE & LIRS & IS

--- BRAIN_CHASE_PLAYEROO

Nmt:‘ma\d chasing Artemis Arvonian Fighter

Pathfi l\gwm

e § AL o0 (YOE8) DIR 311 RANGE 82K .
Now targeting and chasing RO49 (v \
Pathfinding turned on. .

—-- BRAIN_CHASE_STATIONO FShields™ ™15 —/
Now tarssting and chasing NO23 RShields 15

Pathfinding turned on.

--- BRAIN_CHASE _Al_SHIP 20000 S000 Displacement: 0.015 kt. Armament:

--- BRAIN_CHASE_PLAYER 20000 5000 2 light beams. g
--- BRAIN_FIGHTER_BINGO @ 2 o\

LR Q v

BRG 309

mcmw‘\ -

o MISS_try.xml — MISS_try

- - . f . \ = . . h 4
! . Enemy Arvonli: F1ignt

LAt S8~ & Sl & iy

Q00 /( el 5ro/9 1 CBEES 46 : \)
<create type="enemy" x="75000" y="55" z="5000" angle="272" name="Y068" L
raceKeys="Arvonian enemy" hullKeys="Fighter fighter" sideValue="1" fleetnumber="3" />




LAt S8~ & Sl & iy

Arvonian Light Carrier

WOPTN &  ENGINR §&@ SCENCE & LIRS & IS

NOS3 brainstack process
--- BRAIN_TRY_TO_BECOME_LEADER
"“‘;Mmm “—_C'"sen-dm‘g"-“_'m:&ﬁs Arvonian Light Carrier
Pathfinding turned on. (NO53) DIR 317 RANGE 108K
--- BRAIN_CHASE_STATIONO
T PR B FShields 120
Pathfinding turned on. .
--- BRAIN_CHASE_Al_SHIP 3000 500 RShields 120
--- BRAIN_CHASE _ PLAYER 3000 500
--- BRAIN_CHASE _ANGER Displacement: 25 kt. Armament: 4
--- BRAIN_LEADER_LEADS medium beams. Compliment: 4
I'm the commander of this fleet. /"* N\ - fighters.
Giving my fleet my own target and destination. \) i\
Fleet center isx: 77665, y: 0, z 16254 U
Fleet width isO —
--- BRAIN_FOLLOW_LEADER
Assuming my fleet leader’s target and destination. C BRG36
--- BRAIN_LAUNCH_FAGHTERS 11000 iy -
Fighter timers: -172-172-172-172

)

< MISS_try.xml — MISS_try
*447| 3 ., Enemy: Arvonian Light Cat 3F679_1_0586(C_49

<create type="enemy" x="80000" y="-101" z="5000" angle="278" name="N0@53"
raceKeys="Arvonian enemy" hullKeys="Light Carrier carrier" sideValue="1" fleetnumber="4" />




P

Arvonian Carrier

RO30 brainstack process

--- BRAIN_TRY_TO_BECOME _LEADER

--- BRAIN_CHASE_PLAYEROO

Pathfinding turned on.

--- BRAIN_CHASE_STATIONO

Now targeting and chasing ROG0

Pathfinding turned on.

--- BRAIN_CHASE _Al_SHIP 3000 500

--- BRAIN_CHASE _PLAYER 3000 500

--- BRAIN_CHASE _ANGER

--- BRAIN_LEADER_LEADS

I'm the commander of this fleet.

Giving my fleet my own target and destination.
Fleet center isx: 80598, v: 0, z 15760

Fleet width isO

--- BRAIN_FOLLOW_LEADER
Assuming my fleet leader’s target and destination.
--- BRAIN _LAUNCH_FRGHTERS 11000

Fighter timers: -174 =174 -174 -174 - 174 -174

~opTn . & ENGINR _ SCIENCE

@

:::::

Arvonian Carrier - 3F679_1_1FEOB_50 —

| o -~
cnemy.

& IrRs & s
Arvonian Camier
(RO30) DIR 316 RANGE 110K

FShields 140
RShields 140

Displacement: 45 kt. Armament: 6
long-range beams. Compliment: 6
fighters.

<create type="enemy" x="85000" y="1" z="5000" angle="277" name="R030"
raceKeys="Arvonian enemy" hullKeys="Carrier carrier" sideValue="1" fleetnumber="2" />



Lo¥Y WS

Torgoth Goliath

WOPTN &  ENGINR §&@ SCENCE & LIRS & IS

ROS59 brainstack process

--- BRAIN_TRY_TO_BECOME_LEADER
;\;MBRAN_.CI?;_RA.YEROO ) Torgoth Goliath

Patt ﬁti gl.ng tnllg ldm'as' s (RO59) DIR 314 RANGE 113K
--- BRAIN_CHASE_STATIONO

Wwa‘d‘z’%m FShields 454

~-- BRAIN_CHASE_Al_SHIP 3000 500 RShields 454

--- BRAIN_CHASE _ PLAYER 3000 500

--- BRAIN_CHASE _ANGER Displacement: 80 kt. Armament: 6
--- BRAIN_LEADER_LEADS medium beams, 1 drone launcher.
I'm the commander of this fleet.

Giving my fleet my own target and destination. e, =]

mm::asus,vw.mmn . (\-) (\) Ve

--- BRAIN_FOLLOW_LEADER N
Assuming my fleet leader’s target and destination. BRG 313

Q mG111c17F N

) —

. MISS_try.xml — MISS_try

- ~ECT0 ‘T[l”{ ;‘ ]_ l

3l .«:x. ENEmMy: Torgoth Goliath 3F679 1 3, -
<create type="enemy" x="90000" y="157" z="5000" angle="325" name="R059"
raceKeys="Torgoth enemy" hullKeys="Goliath small" sideValue="1" fleetnumber="12" />




Lo¥Y WS

lorgoth Leviathan

WOPTN &  ENGINR §&@ SCENCE & LIRS & IS

YO88 brainstack process
--- BRAIN_TRY_TO_BECOME_LEADER
H;MBW.P?;_WOO ) Torgoth Leviathan

'a'w.mg e d‘:"g“m"s (YO88) DIR 311 RANGE 114K
--- BRAIN_CHASE_STATIONO
Wwa‘d‘z’%m FShields 400
~-- BRAIN_CHASE_Al_SHIP 3000 500 RShields 400
--- BRAIN_CHASE _PLAYER 3000 500
--- BRAIN_CHASE _ANGER Displacement: 90 kt. Armament: 4
--- BRAIN_LEADER_LEADS medium beams, 1 heavy beam, 1
I'm the commander of this fleet. drone launcher.
Giving my fleet my own target and destination. — .
Fleet center isx: 89681, yv: 0, z 19157 ( ( y
Fleet width isO i \_) (
--- BRAIN_FOLLOW_LEADER \
Assuming my fleet leader’s target and destination. ("-‘ ~

BRG 310 -
RNG 111647
. MISS_try.xml — MISS_try
1] < ..... Enemy: Torgoth Leviathan - 3F679 1 AQ8F3 52 ——>

<create type="enemy" x="95417" y="-164" z="8542" angle="289" name="Y088"
raceKeys="Torgoth enemy" hullKeys="Leviathan medium" sideValue="1" fleetnumber="13" />




LT MR L el S

Torgoth Behemoth

WOPTN &  ENGINR §&@ SCENCE & LIRS & IS

JO44 brainstack process
--- BRAIN_TRY_TO_BECOME_LEADER
H;NBW.P?;-WOO ) Torgoth Behemoth

tandmi\g e dmnasngktmls (JO44) DIR 316 RANGE 110K
--- BRAIN_CHASE_STATIONO
Wwa’“ ﬂ:’%m FShields 600
~-- BRAIN_CHASE_Al_SHIP 3000 500 RShields 600
--- BRAIN_CHASE _ PLAYER 3000 500
--- BRAIN_CHASE _ANGER Displacement: 150 kt. Armement: 10
--- BRAIN_LEADER_LEADS standard beams, 1 drone launcher
I'm the commander of this fleet.
Giving my fleet my own target and destination. *
Fleet center isx: 80257, v: 0, z 15638 ( (1 \
Fleet width isO \) \-/
--- BRAIN_FOLLOW_LEADER

Assuming my fleet leader’s target and destination.

(.. ,
,\J BRG318
R’(iﬁé(?
. MISS_try.xml — MISS_try

"= EE o

| : ..... ENnemy: Torgoth Behemoth 3F679_1 D45EC_53
<create type="enemy" x="83125" y="-125" z="10000" angle="39" name="]044"
raceKeys="Torgoth enemy" hullKeys="Behemoth large" sideValue="1" fleetnumber="11" />




Skaraan Defiler

WOPTN &  ENGINR §&@ SCENCE & LIRS & IS

WO57 brainstack process

--- BRAIN_TRY_TO_BECOME_LEADER
;\;MBRAN_.D?;_RA?EROO ) Skaraan Defiler

Pat ﬁtagrmgt-lg Id‘:"g‘ b (WO057) DIR 333 RANGE 63K
--- BRAIN_CHASE_STATIONO

xﬁmﬂf‘m FShields 325

-~ BRAIN_CHASE _Al_SHIP 3000 500 RShields 130

--- BRAIN_CHASE _PLAYER 3000 500

--- BRAIN_CHASE_ANGER Displacement: 40 kt. Armament: 2
--- BRAIN_LEADER_LEADS medium beams. The Skaraan's

I'm the commander of this fleet. & lightest warship.

Giving my fleet my own target and destination.
Fleet center isx: 32501, v: 0, z 38650

Fleet width isO '/'::\
--- BRAIN_FOLLOW_LEADER

Assuming my fleet leader’s target and destination. —
--- BRAIN_ELUITE_Al
Active ability O, Timer 14 AG 5341%

> -

:::::

| <! ...x. ENnemy: Skaraan Defilel 3F679_1 AF50A_54 >
<create type="enemy" x='"32292" y="167" z="10833" angle="35" name="W@Q57"
raceKeys="Skaraan enemy" hullKeys="Defiler small" sideValue="1" fleetnumber="8" />

Lo¥Y WS




Skaraan Enforcer

WOPTN &  ENGINR §@ SCENCE & LIRS & IS

JO36 brainstack process
--- BRAIN_TRY_TO_BECOME_LEADER
;\;;Mmm “—_C"‘sen-dm““_' ER:&“_S Skaraan Enforcer
Pathfinding tumed on. (JO36) DIR 318 RANGE 73K
--- BRAIN_CHASE_STATIONO /'_ ‘\
e mﬂ"'hgwm"m“"‘m F Shields™*300 '/
--- BRAIN_CHASE_FLEET 200000 RShields 150
Now chasing fleet 5, commanded by J0O33
Pathfinding turned OFF. Displacement: 50 kt. Armament: 4
--- BRAIN_CHASE _STATION 60000 standard beams. Usually travels
Now targeting and chasing POS3 ® aone . Vo)
Pathfinding turned on. COLKLES / )
--- BRAIN_CHASE _Al_SHIP 3000 500 \J \,é,e
--- BRAIN_CHASE _PLAYER 3000 500 G 69759‘\
--- BRAIN_CHASE_ANGER
--- BRAIN_LEADER_LEADS
I'm the commander of this fleet.
Giving my fleet my own target and destination.
Fleet center isx: 52498, yv: 0, z 40121

'F Fleet width isO
--- BRAIN_FOLLOW_LEADER

© Assuming my fleet leader’s target and destination. 7 MISS_try.xml — MISS_try
‘S. “‘.m_EUTE_N 5 ..... ENemy: Skaraan Enforcet 3F679 1 B3FE5 55 >
A Active ability O, Timer 55 <create type="enemy" x="31667" y="-125" z="17083" angle="317" name="J036"

raceKeys="Skaraan enemy" hullKeys="Enforcer medium" sideValue="1" fleetnumber="9" />

.- 0y



Skaraan Executor

WOPTN &  ENGINR §@) SCENCE & LIRS & VIS

FO56 brainstack process

--- BRAIN_TRY_TO_BECOME_LEADER

;;Mmm "-_C'm“-dm““_' m:&n_s Skaraan Executor
Pathfinding tumed on. (FO56) DIR 324 RANGE 96K
--- BRAIN_CHASE_STATIONO

et B e FShields 350

--- BRAIN_CHASE _FLEET 200000 RShields 300

Now chasing fleet 6, commanded by Q031

Pathfinding turned OFF. Displacement: 70 kt. Armament: 2 e

--- BRAIN_CHASE _STATION 60000 super-heavy beams, 1 medium .\

--- BRAIN_CHASE _Al_SHIP 3000 500 beam. Very dangerous. ,jﬁfar/

--- BRAIN_CHASE _PLAYER 3000 500 gy
--- BRAIN_CHASE_ANGER \ 4
--- BRAIN_LEADER_LEADS

I'm the commander of this fleet.

Giving my fleet my own target and destination. ¢

Fleet center isx: 59265, yv: 0, z 16976

Fleet width isO

--- BRAIN_FOLLOW_LEADER -

A
Assuming my fleet leader’s target and destination.
—BRON EINE N

Active ability O, Timer 51 B | <!l— ,.... Enemy: Skaraan Executor - 3F679_1 2E9AA_56 ——>
" | <create type="enemy" x="33333" y="16" z="5417" angle="334" name="F056" raceKeys="Skaraan
enemy elite" hullKeys="Executor large" sideValue="1" fleetnumber="10" />
<set_object_property name="F056" property="eliteAbilityBits" value="9"/>
<set_object_property name="F056" property="eliteAIType" value="0"/>

E Y T et




Kralien Cruiser

LOPTN . & ENGINR §@  SCIENCE & LIRS & VIS

Q031 brainstack process

--- BRAIN_TRY_TO_BECOME_LEADER

;“‘;Nm-_n"‘fd-moo ) Kralien Cruiser
mtag;gmwlgdmaslgt S (Q031) DIR 325 RANGE 98K
--- BRAIN_CHASE_STATIONO

'}‘,:‘u”‘ﬁm“'""m e FShields 40

--- BRAIN_CHASE_Al_SHIP 3000 500 RShields 40

--- BRAIN_CHASE _PLAYER 3000 S00

--- BRAIN_CHASE_ANGER Displacement: 9 kt. Armamant: 2 x
--- BRAIN_LEADER_LEADS standard beams. The most common
I'm the commander of this fleet. vessel in the known universe.
Giving my fleet my own target and destination. *

Fleet center isx: 59425, yv: 0, z 13630

Fleet width is O =

--- BRAIN_FOLLOW_LEADER

Assuming my fleet leader’s target and destination. =2 —

:::::

[ TDSL

15 ——

<!— ..... Enemy: Kralien Cruiser - 3F679
<create type="enemy" x="57500" y="92" z="7500" angle="235" name="Q@031" raceKeys="Kralien
enemy" hullKeys="Cruiser small" sideValue="1" fleetnumber="6" />

P



Kralien Battleship

. OPTN ‘" ENGINR SCIENCE LRS VIS
J033 brainstack process S «‘ : «. & __.« _

--- BRAIN_TRY_TO_BECOME_LEADER \Z/

— SR RSl S Kralien Battleship

Pat ﬁtalgeli‘ghlllg ldm'a"g‘ shoc 7 o\ (JO33) DIR 322 RANGE 79K
--- BRAIN_CHASE_STATION O U/

Nowt:?tmga\dd'nasgm FShields 104

Pathfinding turned on. .

~-- BRAIN_CHASE_Al_SHIP 3000 500 RShields 104

--- BRAIN_CHASE _ PLAYER 3000 500

--- BRAIN_CHASE _ANGER Displacement: 17 kt. Armament: 2 x
--- BRAIN_LEADER_LEADS rapid-fire beams. Heart of the

I'm the commander of this fleet. & = Kralien fleet,

Giving my fleet my own target and destination.

Fleet center isx: 52525, y: 0, z 32447 U

Fleet width isO

--- BRAIN_FOLLOW_LEADER BRG 321

Assuming my fleet leader’s target and destination. mmﬂ\ ,?

(& U
|

. | ...« ENEemy: Kralien Battleship 3F679_1 10BD4_46
<create type="enemy" x="55625" y="89" z="18750" angle="51" name="J033" raceKeys="Kralien
enemy" hullKeys="Battleship medium" sideValue="1" fleetnumber="5" />

Lo¥Y WS



Kralien Dreadnought

. OPTN ENGINR SCIENCE LRS VIS
- Lo Lk (T € sk
--- BRAIN_TRY_TO_BECOME_LEADER
;\;;MBRAN__CI?;_RA.YEROO ) Kralien Dreadnought
Pathﬁndg'mg g Yy g : (B022) DIR 324 RANGE 94K
--- BRAIN_CHASE_STATIONO
WI e FShields 120
~-- BRAIN_CHASE _Al_SHIP 3000 500 7\ RShields 120
--- BRAIN_CHASE _PLAYER 3000 S00
--- BRAIN_CHASE_ANGER \b/ Displacement: 25 kt. Armament: 2
--- BRAIN_LEADER_LEADS rapid fire beams, 1 heavy beam. The
I'm the commander of this fleet. x:@q most gdangerous Kralien ship.
Giving my fleet my own target and destination. * \\
Fleet center isx 59581, v: 0, z 18735
Fleet width isO
--- BRAIN_FOLLOW_LEADER

Assuming my fleet leader’s target and destination.

. MISS_try.xml — MISS_try

D

1 Soooo  BENNE alien Dreadnought 3F679_1_FD5EC_4,
<create type="enemy" x="58125" y="-175" 2z="12292" angle="125" name="B022"
raceKeys="Kralien enemy" hullKeys="Dreadnought large" sideValue="1" fleetnumber="7" />

LT MR L el S




Biomech Stage |

LOPTN & ENGINR @ SCEncE & LRS & VIS
oo e : ‘ —28
--- BRAIN_TRY_TO_BECOME _LEADER \,
;\;Mm“ﬁl - i.'ﬂ mmo. o BioMech Stage 1
rethiate ko B (GO20) DIR 314 RANGE 61K
--- BRAIN_CHASE_STATION O
i ﬁ':f:“l gy FShields 50 )
~-- BRAIN_CHASE _Al_SHIP 3000 500 RShields 50 L
--- BRAIN_CHASE _PLAYER 3000 500
--- BRAIN_CHASE _ANGER Infant stage of BioMech
--- BRAIN_LEADER_LEADS development. Typically dodile, Sl
I'm the commander of this fleet. occasionally aggressive. i )
Giving my fleet my own target and destination. ® —
Fleet center isx: 62448, v: 0, z 64033 p
Fleet width is 71891 e
--- BRAIN_FOLLOW_LEADER Q

Assuming my fleet leader’s target and destination.

ERG 310
R‘G%?I‘

< MISS_try.xml — MISS_try
L] | - | 2 CNEMY Biomech Sta ] 3F679 1 038D0 57

<create type="enemy" x="16042" y="30" z="20000" angle="306" name="G020"
raceKeys="BioMech biomech" hullKeys="Stage 1 small asteroideater" sideValue="1" />

LT MR L el S




LAt S8~ & Sl & iy

Biomech Stage 2

NO41 brainstack process
--- BRAIN_TRY_TO_BECOME _LEADER

WOPTN &  ENGINR §&@ SCENCE & LIRS & IS

-~

—

;\;;NBRM_.CI?;I_RA.YEROO ) BioMech Stage 2
ta'mg_m:'g dmnasngktmls (NO41) DIR 319 RANGE 61K

--- BRAIN_CHASE_STATIONO

Nﬂ"wa’“ﬂ-‘:’%m FShields 150

~-- BRAIN_CHASE_Al_SHIP 3000 500 RShields 50

--- BRAIN_CHASE _PLAYER 3000 S00

--- BRAIN_CHASE _ANGER A BioMech in the childhood stage. A\

--- BRAIN_LEADER_LEADS Will eventually mature into an aduilt. ( >

--- BRAIN _FOLLOW_LEADER —

Assuming my fleet leader’s target and destination. ® : (
- BRG 318

oka

< MISS_try.xml — MISS_try

- . Enemy: Biomech Sta 2 3F679_1 (C9343_58

<create type="enemy" x="11667" y="132" z="16875" angle="201" name="N041"
raceKeys="BioMech biomech" hullKeys="Stage 2 medium asteroideater" sideValue="1" />



LT MR L el S

Biomech Stage 3

Q048 brainstack process

--- BRAIN_TRY_TO_BECOME _LEADER
--- BRAIN_CHASE_PLAYEROO
Pathfinding turned on.

--- BRAIN_CHASE_STATIONO

Now targeting and chasing RO57
Pathfinding turned on.

--- BRAIN_CHASE _Al_SHIP 3000 500
--- BRAIN_CHASE _PLAYER 3000 500
--- BRAIN_CHASE _ANGER

--- BRAIN _LEADER_LEADS

--- BRAIN_FOLLOW_LEADER

Assuming my fleet leader’s target and destination.

< MISS_try.xml — MISS_try

- |

,  Ccnemy

WOPTN &  ENGINR &)

BioMech Stage 3
(QO48) DIR 326 RANGE 62K

FShields 350
RShields 350

Young adult BioMech. Thisis the
most aggressive stage of
development. Proceed with caution.

omech Stage 3 3F679_1_74E10_59

SCIENCE &

BERG 325

R\GE‘I‘W‘\

LRs & _

<create type="enemy" x="6875" y="-97" z="12917" angle="11" name="Q048" raceKeys="BioMech
biomech" hullKeys="Stage 3 large asteroideater" sideValue="1" />

VIS




LT MR L el S

Biomech Stage 4

YO77 brainstack process

--- BRAIN_TRY_TO_BECOME _LEADER
--- BRAIN_CHASE_PLAYEROO
Pathfinding turned on.

--- BRAIN_CHASE_STATIONO

Now targeting and chasing RO57
Pathfinding turned on.

--- BRAIN_CHASE _Al_SHIP 3000 500
--- BRAIN_CHASE _PLAYER 3000 500
--- BRAIN_CHASE _ANGER

--- BRAIN _LEADER_LEADS

--- BRAIN_FOLLOW_LEADER

Assuming my fleet leader’s target and destination.

~optv &

o
S35 8

ENGINR §@ SCENCE & LIRS & IS

BioMech Type 4
(YO77) DIR 328 RANGE 69K

FShields 550
RShields 550

Full grown aduit BioMech. Capable of
reproduction and communication.

< MISS_try.xml — MISS_try

- |

. Enemy: Biomech Sta

3F679 1 11468 060 >

<create type="enemy" x="10000" y="146" z="6042" angle="78" name="YO77" raceKeys="BioMech
biomech" hullKeys="Type 4 large sentient asteroideater" sideValue="1" />



TSN Bulk Cargo

~optn & ENGINR &@  SCENCE & LIRS & VIS
TOS3 brainstack process . . ‘) »
-- BRAIN_PROCEED_TO_EXIT nal L
TNI(‘nan'l'lgtut\BdS)c 154590, yv: 0, z -64477 TSN Bulk Cargo &/‘)
rottleis 1
Pathfinding oy (TO53) DIR 288 RANGE 36K
-- BRAIN_FOLLOW_COMMS _ORDERS
-- BRAIN_DEFEND 1000 3000 FShields 30 I I I
RShields 30
ABCD
@ Anunarmed bulk frieghter, slowly ?Q‘Q
moving cheap cargo between the
stars. \!!L/)
Intel: The captain is uncultured.

RO60 NO23 S (wﬁ ROS7
O @) O 288 53%59
R *

<l— ..... TSN Ship: Bulk Cargo - 3F679_1_FC992_42 ——>
<create type=' neutral x=" 31458 y— '=27" z="93125" angle="322" name="T053" raceKeys="TSN
friendly" hullKeys="Bulk Cargo cargo" sideValue="2" />

P



P

TSN

Destroyer

OPTN ENGINR «. SCIENCE LRS /&)

Q037 brainstack process S 2 « < : « < « k
--- BRAIN_PROCEED_TO_EXIT

Now moving towards x: -95979, y: 0, z 23011 TSN Destroyer

Throttleis 1

Pathfinding ey (Q037) DIR 283 RANGE 66K

--- BRAIN_FOLLOW_COMMS _ORDERS

--- BRAIN_DEFEND 1000 3000

FShields 120 I I I I ?i“j

RShields 100

A BCDE
@ Medium warship with forward beam
weapons. Used for wartime patrols. @
B
Intel: The captain is uncultured.
283 66766
RO60 Zﬁfg';s} NO23

<l— ,.... TSN Ship: Destroyer - 3F679_1_0D856_40 ——>
<create type="neutral" x="93125" y="81" z="88125" angle="71" name="Q037" raceKeys="TSN
friendly" hullKeys="Destroyer medium warship" sideValue="2" />



TSN Escort

LOPTN . & ENGINR &@  SCENCE & LIRS f VIS
RO4S brainstack process - y - .
--- BRAIN_PROCEED_TO_EXIT B L
Now moving towards x: 128274, y: 0, z -88345 TSN Escort L)
Throttleis 1
Pathfinding oy (RO49) DIR 296 RANGE 56K
--- BRAIN_FOLLOW_COMMS _ORDERS
--- BRAIN_DEFEND 1000 3000 FShields 40 I I I I I
RShields 40
A BCDE
@ Light warship with forward beam ,
weapons. Used to escort Earth's ;
important cargos. \‘j
Intel: The captain is uncultured. 296 56179
ERG 292
m:.scmc‘
RO60 NO23 P053 :\\)
O
L’ | DT TSN Ship: Escort - 3F679_1_DDD79_39 -—>
E <create type="neutral" x="43750" y="-182" 2z="92917" angle="335" name='"R049"

. raceKeys="TSN friendly" hullKeys="Escort small warship" sideValue="2" />




TSN Luxury Liner

OPTN ENGINR SCIENCE LRS VIS
JO31 brainstack process S 0 ég “b"} €? F— 1? - (\‘_
--- BRAIN_PROCEED_TO_EXIT
TN:Mnn.fn“gtuanstZSSG?,y:O,z:m TSN Luxury Liner
rottleis
Pathfinding ey (JO31) DIR 274 RANGE 78K

--- BRAIN_FOLLOW_COMMS _ORDERS

--- BRAIN_DEFEND 1000 3000 FShields 30 I I I I ?S‘j

RShields 30
A BCDE
@ Anunarmed travelling playground of
the rich and powerful.
I
Intel: The captain is uncultured.
ROG0 NO23
)3 03 O
¥~
274 78579
ERG 269
momw‘\
o MISS_try.xml — MISS_try
. <— ..... TSN Ship: Luxury Liner - 3F679_1 2BFEA_43 ——>

<create type="neutral" x="74375" y="-111" 2z="93333" angle="295" name="J031"
raceKeys="TSN friendly" hullKeys="Luxury Liner luxury" sideValue="2" />

P




TSN Science Vessel

R, il 5 P TP TR B PN SV o = & &
« OPTN SCIENCE LRS vis
GOS0 brainstack process ' %. A A "
--- BRAIN_PROCEED_TO_EXIT
Now moving towards x: 128966, y: 0, z: 280049 TSN Science V
Throttleis 1
Pathfinding turned on. (GoSO) DIR 22
--- BRAIN_FOLLOW_COMMS _ORDERS PO53
~-- BRAIN_DEFEND 1000 3000 ”‘83 O FShields 3c

R Shields 3C
[

*An unarmed, long
ship. The hullisa’

o | ,
\‘;‘ZE\ Intel: The captain

270 53998
BRG 286

RMIG 525837

| N

o ( MISS_try.xml — MISS_try

<create type="neutral" x="57292" y="85" 2z="93333" angle="201" name="G050" raceKeys="TSN
friendly" hullKeys="Science Vessel science" sideValue="2" />



L ‘(.,a' :k;“ -

TSN Transport
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Intel: The captain is humble.
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| 3l -.:x. ISN Ship: Transport 3F679 1 8F6C3 44 :
<create type="neutral" x="93542" y="134" 2z="94167" angle="57" name="Q027" raceKeys="TSN

friendly" hullKeys="Transport transport" sideValue="2" />
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Notes

® [leet numbers were generated, 1 per ship. Multiple
ships in 1 fleet will have the same fleetnumber value.

® [here may be some randomness Iin the results -
multiple iterations were not used/compared.



