
Spacer: Legacies Manual 
Thank you for purchasing Spacer: Legacies! This manual will discuss a number of details about 
how to play the game and how to navigate its user interface, as well as helpful hints in case you 
get stuck or need a helping hand. 

Note: much of the information in this manual is included in the Help system available within the 
game itself. If you’d rather dive right in, just read the Quick Start section below. 
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Quick Start 
Once you’ve launched the game and clicked through the title screen, you’ll see the Main Menu. 
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The Main Menu 

 
The Main Menu contains the following items: 
 

● New Game 
● Continue 
● Load 
● Settings 
● Quit 

New Game 

Select this if you’re a first-time player or if you just want to start the campaign from the 
beginning. 

You’ll first be asked to choose a Save Slot. There are ten save slots, allowing you to have as 
many as ten saved campaigns in flight. If you choose a Save Slot that is already in use, all 
existing saves in that slot will be wiped out, and you’ll receive a warning to that effect. 
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Spacer: Legacies automatically saves your game when significant events occur, such as 
beginning or ending a mission, and also whenever you quit the game or return to the Main 
Menu. Each save slot will remember up to a hundred recent saves, allowing you to backtrack 
significantly should you desire. 

Once you’ve chosen a Save Slot, click the right-arrow button to continue. 
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Here you’re given the option to change the name and gender of your character. The arrows 
adjacent to the portrait are for selecting the gender. You can explicitly enter a First and Last 
name for your avatar, which will be used throughout the campaign. By default, the protagonist’s 
name will be ‘Karl Jaeger’ (‘Kara’ if you’ve chosen a female character.) If you’re satisfied with 
that you can simply skip this. This panel also allows you to enable or disable the in-game 
Tutorial. If you’re a first-time player, we urge you to enable the tutorial as it will take you 
step-by-step through the basics of playing Spacer: Legacies. 

After you’ve selected a name, click the right-arrow button to continue. 
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Here you’ll be allowed to change a few specific things about your flotilla, including its name and 
its Livery colors. By default, the flotilla is named the ‘Razorbacks’, but of course, this can be 
whatever you want. The Livery editor allows you to set specific colors which will be applied to all 
of the ships in your flotilla. Colors can be adjusted separately for six specific areas of each ship: 

● Base: the underlying base color. 
● Hull: the color of the hull component. 
● Stripes: The color of the stripes painted over the hull. 
● Windows: the color of the glowing windows overlaying the base layer. 
● Engines: the color of the engine glow 
● Exhaust (inner and outer): the color of the glowing exhaust flames. 

The ‘Smooth’, ‘Metal’ and ‘Emission’ sliders affect the overall material look of the ship and can 
be used to make the surfaces more shiny, metallic and ‘glowy’ respectively. The Presets menu 
at the bottom may be useful if you’re looking for a different starting point than the default colors. 

Changes you make to the color settings are reflected immediately in the rotating ship model to 
the left of the dialog, which is provided to give you some sense of how your ships will look in 
game with the colors you select. 

When you’re happy with the flotilla name and colors, you can simply click the ‘checkmark’ button 
to begin the campaign. 

Note that the Livery editor is also available from the Flotilla Management interface, so you can 
adjust the colors later if you desire. 
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Continue 

Select this from the Main Menu if you wish to continue from the most recent save. 

Load 

Select this from the Main Menu if you wish to load from a specific previous save. 

Settings 

Select this from the Main Menu to adjust system settings such as audio levels and specific 
graphics features that may impact the quality of your game experience. 

Your First Encounter 

 

When you begin the campaign you will immediately be sent to your first Encounter. In order to 
complete the mission, you’ll need to be able to understand at least the rudiments of moving your 
ship and engaging with weapons. In this first battle, you control only one ship, though very soon 
after you’ll be commanding multiple ships. But don’t worry, the basic concepts will be the same 
regardless of how many ships you have in your flotilla. 
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The Encounter Map 
Each battle takes place on a map that is divided into a grid of discrete locations in a hexagonal 
topology. A hex map, basically. When you move ships, they will take a path through all of the 
intervening hexes to get to the destination you select. 

Each ship on the map occupies a specific hex. A ship ‘controls’ the hex it occupies, in the sense 
that no other ships may occupy or pass through it at the same time. A hex that contains a 
friendly ship will be outlined in green, while a hex that contains a hostile ship will be outlined in 
red. 

Typically the entirety of the map won’t fit comfortably on the screen, so you’ll need to learn how 
to move the camera around on the map in order to see all of the important details. 

There are three ways to move the camera: 

1. Move the mouse cursor to the edge of the screen. This will push the camera in that 
direction so you can see more features on that edge of the map. 

2. Right-click anywhere on the map and move your mouse to drag the map in that direction. 
3. Press the ‘WASD’ keys on the keyboard to scroll the map in the corresponding direction. 

You can also zoom the camera out in order to display a larger area on screen. To do this, 
simply use the scroll wheel on your mouse to pull the camera out or push it back in. 

Depending on the mission there may be other items on the map besides ships, including: 

● Asteroids 
● Gas Clouds 
● Stations 
● Jump Gates 
● Warp Points 

These will all be discussed in more detail later in the manual. For now, let’s focus on moving 
your ships and firing weapons at enemy ships. 

Moving Your Ships 
Spacer: Legacies uses a turn-based system of movement and combat in which you move and 
fight your units one at a time, then the enemy gets to do the same when you are done. 

To begin movement, left-click your ship on the map. If the ship can be moved, this will highlight 
all of the hexes that ship can reach in the current turn. 
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Your ship can move only a certain distance as determined by its stats. It will also be limited in its 
ability to turn. The hexes with light blue outlines show your ship's range of motion when it is 
selected. 

You may have noticed that your ship has more movement options in its forward direction. This is 
a consequence of 'inertia', the tendency of a body in motion to continue in the same direction. 
Because of inertia, it takes time to turn a ship and reduces the distance it may travel in the same 
turn. All other things being equal, smaller ships will be easier to turn and will travel farther than 
large ships like the cruiser in the first mission. 

To move a ship, you must choose a destination by left-clicking the desired target hex from within 
its range of motion. When you do so, the path your ship will take will be highlighted with a series 
of blue arrows. 
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To engage movement, you must click a second time on the destination hex to validate the path 
of motion. Your ship will begin moving after this. 
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Basic Combat 

As with movement, the first step for engaging in combat is to select the ship with which you 
want to make an attack using a left mouse click. 

 

When you have a ship selected, you’ll notice a series of red-filled hexes around it. These show 
you the reach of your installed weapons. Lighter shaded hexes indicate a greater probability of 
achieving a hit with one or more weapons. 

 

The Systems Panel, located in the lower-right corner of the screen, shows you all of your 
weapons and installed augments. The hexagonal icon next to each weapon shows its firing arc. 
A weapon can only engage targets within its firing arc and range. 
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Observe the light red chevrons in each red-filled hex. The chevrons in each hex correspond to 
specific weapons (fore, aft, port and starboard) indicating that this weapon may bear on a target 
in that hex. Obviously, the more chevrons in a hex, the more weapons will bear on that target 
and the more damage you are likely to do to that target.  
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To fire your weapons at a target, you first need to select the desired enemy unit by left-clicking 
it. Hexes with red outlines contain enemy units within reach of your weapons. When you have a 
valid target, the camera view changes and the Targeting Panel appears in the upper-right 
corner of the screen. 

 

The Targeting Panel shows you relevant information about the selected target, including its 
range, its defenses and your ability to track it with your sensors. 

If you have a valid target and weapons which can hit it, then you need only click the 'Fire' button 
(the crosshairs shown above) in the Targeting Panel to engage the enemy. When you do so, the 
firing sequence will play out and you’ll see the results of your attack graphically. 

If you find you don’t actually wish to engage the target, simply click the ‘X’ button in the 
upper-right corner of the Targeting Panel to leave Attack Mode. 
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You may find that you can engage other targets from the same position using other weapons 
and you are free to do so by repeating the previous steps. Note however that normally a 
weapon cannot be fired again within the same turn, and that some weapons may take more 
than one turn to reload. 

If you would like to see more information about each individual weapon or system, installed on 
your ship, you can hover your mouse cursor over its entry in the Systems Panel and an 
informational panel will appear. 

Ending Your Turn 

 
 
If you have moved all of the ships you intend to move and engaged all of the targets you want to 
hit, then you are ready to end your turn. To do so, simply left-click the round button with the 
arrow near the Systems Panel. 

Ending the Encounter 
Normally an Encounter will end automatically when you have completed the Mission Objectives. 
However, if you need to abort an Encounter or quit the game, you may do so using the Mission 
Panel. The round button located next to the End Turn button will bring up the Mission Panel 
interface. 

 

There are several sub-panels on the Mission Panel and these are all accessed via the iconic 
tabs in the upper left corner of the screen. You can also close the Mission Panel by clicking the 
‘Back’ button in the upper-right corner of the screen. 
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While there are a lot of useful features on these sub-panels, the ones we’re most concerned 
with here are accessed from the ‘System’ tab, which is the one on the far right as indicated by 
the ‘disk’ icon. 

 

This sub-panel provides the following options via the buttons in the lower-right corner of the 
screen. In order: 

● Load selected save. You must first have a save selected from the list on the left. 
● End Mission. This button is only active if you have completed all of the mission’s primary 

objectives, and will allow you to end the Encounter and continue the campaign. 
● Restart Mission. Use this button if you want to start the mission over from the beginning. 
● Return to Main Menu. This button will end the mission and return you to the Main Menu. 

The game will be saved at the point at which you began the mission. 
● Quit. This button will exit Spacer: Legacies. The game will be saved at the point at which 

you began the mission. 

Summary 
In this Quick Start guide we covered the most basic things you need to know to play Spacer: 
Legacies. There’s a lot more to learn, and the rest of this manual will cover the game and its 
systems in more detail. 
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Getting Around the Tantalus Cluster 
When your flotilla is not engaged in a mission, you are free to travel and explore the star 
systems of the Tantalus Cluster. The System Map provides an overview of the current star 
system where your flotilla is located. 

The System Map 
Almost every activity in Spacer: Legacies requires you to travel around the universe. After all, 
that's what spaceships are for! 
 

 

The ship you are looking at when you view the System Map is actually a representation of your 
entire flotilla. When you navigate star systems you will always be moving your flotilla, not just 
your flagship. 

As with the combat map, you can slide your view of the map around by moving your mouse 
cursor to any edge of the screen, and you can zoom in or out using the mouse wheel. You can 
also right-click and drag or use the WASD keys to scroll the map. 

Hovering your mouse cursor over objects on the map will display a panel which will reveal useful 
information about that object. 
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Moving your flotilla around on the system map works much the same way as moving units on 
the combat map. Left-click on a hex to set a destination, then click the same hex to engage 
movement. If you don't like the path your flotilla will follow, simply choose a different destination. 

 

If you select a planet or star as a destination, don't worry, your flotilla will stop before it crashes 
into any celestial body! 

If you select a Station as a destination, your flotilla will travel to the Station and you'll be given 
the option to dock at that Station. 

If you select a Jump Gate as a destination, your flotilla will approach the Jump Gate and you'll 
be given the option to use that gate to travel to the connected Star System. 

Your ships include a 'Warp Drive' module as standard equipment, which allows them to traverse 
the vast distances of a Star System very quickly. However, it should be noted that such travel is 
not instantaneous, but requires a certain amount of time, typically one hour of game time per 
system hex travelled. Of course, for you, the player, it goes much more quickly. 

Hint: Some map features may be hidden until your ship passes close to their locations, so it 
may be useful to do a little scouting around, particularly in unexplored Star Systems! 
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The Guidance System 
When you are running a mission you'll often be required to travel to different locations in the 
Tantalus Cluster. Guidance will be provided to show you where your next assignment leads. 
Sometimes the Guidance system will lead you to a Jump Gate, in which case the mission will 
need you to travel to the system beyond that gate.  

Sometimes you may need to traverse multiple gates to get to a required destination. In this 
case, the Guidance System will attempt to find the shortest path to that destination. Note that 
this may not necessarily be the safest path! 

 

Often the mission objective will not be in view when looking at the map. In that case a glowing 
arrow will be displayed along one edge of the screen which points in the direction of the current 
objective.You can slide the screen towards the arrow by moving the mouse cursor to the edge 
of the screen, or you can simply click on the arrow to bring the objective into view. 

Sometimes you will have multiple missions in progress at the same time, but only one of them 
can be 'active'. The menu in the lower right corner of the System Map shows the mission that is 
currently active, and it allows you to select which mission you want to be active. You can 
complete missions in any order you wish and you can have as many missions as you want in 
progress. 
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Flotilla Management 

 
Left-clicking the round button in the upper right corner of the System Map will bring up the 
Flotilla Management interface. This provides numerous functions that allow you to deal with the 
intricacies of managing a flotilla in Spacer: Legacies. 

The interface is navigated using a row of iconic tabs located in the upper-left corner of the 
screen. These tabs provide access to the specific functions of Flotilla Management interface 
and are discussed in the sections below. 

Ships 
This tab allows you to examine the capabilities of each ship in your fleet as well as the systems 
installed on them. You can also change the ordnance that will be loaded on ships equipped with 
missile launchers. 
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The iconic button in the lower-left corner of the screen will display a menu of all of the ships in 
your fleet. To change the ship that you are looking at, simply left-click this button, then left-click 
the icon for one of the available ships. 

 

The controls arrayed around the ship display information about the weapons installed in each 
weapon mount of this ship when you left-click them. Note that each mount shows the number of 
weapon instances that it provides (e.g. 'x2') giving you some indication of the relative 
capabilities of each weapon mount (see the section on Weapons later in this manual for more 
details about weapon mounts.) 

 

The controls clustered to the lower left of the ship provide information about the augments 
installed in each slot when you left-click them. Ships may have up to three slots which can be 
equipped with augments. Augments provide enhanced capabilities such as electronic warfare, 
improved defenses, greater weapon range and more. You will want to acquire augments for all 
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of your ships to get the best performance out of them (see the section on Augments later in this 
manual for more details about augment slots.) 

 

The gold-colored slot below the augments shows you the refit status of your ship. All ships can 
be refitted at a shipyard to a higher level of performance. The Mk.II refit represents a substantial 
increase to a ship’s base stats including power output, engine thrust, hull strength, armor and 
shield depth, but comes with a significant price tag. 

 

The button with the ‘missile’ icon in the lower left corner of the screen next to the ship selection 
button provides access to the Ordnance selection panel. This allows you to change the normal 
missile loadout for the current ship. This is also available during deployment of missile-equipped 
ships. Note that you must have missiles in your inventory in order to select them for loading. 
Missiles can be purchased from the market at many stations. 

The button next to this provides access to the Flotilla Livery color editor panel, which was 
discussed in some detail in the Quick Start section. 
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Commanders 
This tab provides access to information about the commanders currently assigned to your 
flotilla. 

The list near the top of the screen contains all of the commanders in your flotilla. Left-clicking a 
commander from the list will display additional information about that commander, including 
their bio and their abilities. 

When the ‘Choose Ability’ button is enabled the selected Commander has a new ability 
available. Left-clicking this button will reveal the Abilities panel, which allows you to choose from 
one of several possible Abilities. Abilities provide bonuses that make your Commanders more 
effective in specific ways. (see the section on Abilities later in this manual for more details about 
Commander Abilities.) 

  

22 



Inventory 

 

This tab shows all of the items in your Fleet Inventory. When you purchase items from the 
market or acquire loot or mission reward items, they will appear in your inventory. These items 
can be sold at any station market that will purchase them, though you may want to keep and 
equip ship systems and missiles on the ships in your flotilla. 
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Missions 
This tab shows you all of the Missions that are currently active, as well as those that you have 
completed. 

The list at the top left displays all Missions that are currently in progress. You can accept as 
many missions as you like and they will appear here as long as they have uncompleted tasks. 
When you select a Mission from the list you will see a brief description of the Mission, as well as 
the Agent who assigned it, their location and any known rewards. 

The button just below this list allows you to make the selected mission ‘Active’. When a Mission 
is Active the Guidance System will direct you where you need to to complete the next Mission 
task. 

The list at the bottom left displays all of the Missions that you have completed. When you select 
a Mission from this list it shows a summary of what happened in the Mission. 
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The Star Map 
The Tantalus cluster consists of several star systems interconnected by Jump Gates. This map 
shows a schematic view of those systems and the Gate connections between them. You can 
left-click a system to access additional information. Don't worry if you don't see many stars at 
first - additional systems will appear as you explore the Jump Gate Network. 

 

The button labeled ‘Set Course’ allows you to request guidance to the Star System that is 
currently selected on the map. When you click this button, the Guidance System will engage, 
providing you with navigational direction to the star system you have chosen. 
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Help 

This tab provides access to a number of help topics. Much of the text of this manual is included 
among these help topics, allowing you in-game access to important information. 
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Settings 

This tab provides access to important game Settings which you can use to customize your 
game experience. The Settings are broken out into three different logical groupings and are 
described as follows. 

Game 
The Settings under this group pertain mainly to game play. 

● Language: use this to change the current language (currently only English is supported.) 
● Quick Move: when enabled, Quick Move provides a more streamlined navigation 

experience in both System Map and Encounter modes. 
● Move Speed: in addition to Quick Move, you can also adjust the speed at which ships 

move on the game board if you want things to go even faster. 
● Edge Scrolling: If you don’t like it when the map scrolls when the mouse is near the edge 

of the screen, you can disable that here. 
● Tool Tips: this Setting allows you to disable tool-tips, which you may want to do after 

you’ve gotten comfortable with the game’s user interface. 
● Combat Chatter: If the chatter from individual pilots during a combat mission is not to 

your liking, you can disable that here. 
● Interface Scale: If the user-interface elements seem uncomfortably small for you, you 

can adjust their size here. You might find this particularly useful if you have 4k or 
higher-resolution monitor. 
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Audio 

 
 
The Sliders under this group allow you to adjust the game’s audio mix to your liking. 

● Volume: this slider adjusts the overall audio volume of the game. 
● Sound Effects: adjusts the volume of weapons, explosions and the like. 
● Music: adjusts the volume of the game’s music soundtrack. 
● User Interface: adjusts the volume of button clicks and the like. 
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Video 

 
 
The Settings under this group are used to change video settings that allow you to adjust the 
game’s rendering quality to match the performance capabilities of your system. 

● Quality: this control allows you to simply tweak the overall quality of the rendering. By 
choosing lower quality levels, you may be able to gain some rendering performance on 
your system. This setting is also available on the Launch dialog when you start Spacer: 
Legacies. 

● Antialiasing: allows you to adjust the antialiasing method used, which can have a big 
impact on rendering performance. 

● Anisotropy: allows you to adjust texture anisotropy, which affects the quality of textures 
seen ‘edge on’. 

● Vertical Sync: enabling vertical sync will fix the game’s frame rate to sync with monitor 
refresh rates, which may be desirable if you experience ‘tearing’ or other visual artifacts. 

● Shadows: this allows you to adjust the quality of or disable the rendering of shadows. 
● Shadow Distance: this allows you to adjust the distance within which shadows are 

rendered. Lower distances will yield better performance, at some cost to the quality of 
shadow rendering. 
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System 

This tab provides the following options via the buttons in the lower-right corner of the screen. In 
order: 

● Load selected save. You must first have a save selected from the list on the left. 
● Return to Main Menu. This button will exit the game and return you to the Main Menu. 

The game will be saved at the point at which you began the mission. 
● Quit. This button will exit Spacer: Legacies. The game will be saved at the point at which 

you began the mission. 
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Stations 
Stations provide a variety of Services which you will find essential to managing your flotilla. 
When you dock at a station, these Services become available through a tabbed interface very 
similar to the Flotilla Management interface. 

Note that not all stations provide every service. For example, only Shipyard stations provide the 
Shipyard service, which allows the sale and purchase of ships. 

When you've finished your business at a station, you can click the ‘Undock’ button in the 
upper-right corner of the screen to undock your flotilla. 

Repair 

 
 
The Repair Service is one of the most important that you will encounter. Combat Encounters 
can be hard on ships, leaving them with damaged armor or disabled systems. A Station Repair 
yard is the only way to get these vital components of your ships repaired. 
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The Repair sub-panel displays the damage state of the currently selected ship in some detail. If 
a ship is undamaged, there will be nothing much to see here. But if there are damaged systems 
or armor facings, you'll see repair icons associated with each damaged item. 

You can repair any damaged item that appears here simply by left-clicking its icon. Note that 
repairs cost money and the cost of repair is shown adjacent to the item that needs repairing. If 
funds are an issue you may need to prioritize repairs. 

 

Left-clicking the button at the lower left corner of the screen displays a menu of all of the ships 
in your flotilla. Ships that show a red icon have some damage that needs repairing. To change 
ships, simply left-click the item in the menu for the ship you want to see. 
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Outfitting 

 
 
This Tab provides access to the Station’s Outfitting interface. This Service allows you to change 
the equipment loadout for each of your ships. When you acquire a new Weapon or Augment 
system and you want to install it on one of your ships, this is where you would go to do so. 

Note that the items you want to fit must be in your inventory or available for purchase at the 
current station. All items that are removed will return to your inventory. You can go to the Market 
tab to see what items are available for purchase at this station (see below for details about the 
Market Service) or you can purchase items directly from the Outfitting interface. 

 

The controls arrayed around your ship display information about the weapons installed in each 
weapon mount of this ship when you left-click them. Note that each mount shows the number of 
weapon instances that it provides (e.g. 'x3') giving you some indication of the relative 
capabilities of each weapon mount (see the section on Weapons later in this manual for more 
details about Weapon mounts.) 
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The cluster of controls located to the lower left of your ship provide information about the 
augments installed in each slot when you left-click them. Ships may have up to three slots which 
can be equipped with augments. Augments provide enhanced capabilities such as electronic 
warfare, improved defenses, greater weapon range and more. You will want to acquire 
augments for all of your ships to get the best performance out of them (see the section on 
Augments later in this manual for more details about Augment slots.) 

 

The list at the lower-right corner of the screen shows either the ship systems contained in your 
inventory or the ship systems available for purchase at the current station. The tab buttons to 
the left of the list control which inventory you’re looking at. The upper button selects your 
inventory, the lower button (shopping cart icon) selects the station’s. 
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In either case the list shows you all of the available ship systems which may be fit to this vessel. 
Note that the list is context-sensitive and will only show items that can be fit in the selected 
Weapon or Augment slot in the current ship. Some slots have size restrictions which may 
prevent certain items from being equipped. 

 

The Fit button above the inventory list will equip the currently selected item to the slot that you 
have selected on your ship. Any item that is currently equipped will be returned to your 
inventory. If you are purchasing an item from the station, the cost of that item is shown on the fit 
button. 

Note that equipping Weapons costs money even when you already own the weapon. The cost 
is proportional to the number of slots provided by the selected Weapon mount. Thus it costs 
more to fit a Weapon to a battleship with an x7 mount than it does to fit the same weapon to a 
corvette with an x2 mount. 

 

The ‘X’ button on each slot allows you to remove the Weapon or Augment from that slot and 
return it to your inventory. The slot will be left empty. Note that if unequipping a weapon slot, 
you will need to pay the cost of fitting another weapon to that slot, so be very sure you want to 
do this! 
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The Stats display at the upper-right corner of the screen gives you general information about the 
ship's performance given the current loadout. Note that power and internal space are precious 
resources and that limitations may prevent you from equipping some items, so pay attention to 
these numbers! 

Left-clicking the button at the lower left corner of the screen displays a menu of all of the ships 
in your flotilla. Ships that show a red icon have some damage that needs repairing. To change 
ships, simply left-click the item in the menu for the ship you want to see. 
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Shipyard 
This tab provides access to the Shipyard interface, where you can buy ships from the Station’s 
inventory or sell ships that you no longer want. Note that only Shipyard Stations will have this 
service. 

 

The list at the lower right corner of the screen contains a list of all of the ships available for 
purchase at the current Shipyard. Select a ship for purchase by left-clicking its item in the 
inventory list. When you do so the display will update with a description of the ship, its stats and 
any equipment included in the default loadout.  
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Left-clicking the ‘Purchase’ button located above the Shipyard Inventory list will purchase the 
ship currently selected therein. The button will show the cost of your purchase. If you do not 
have sufficient funds to purchase the ship, the button will not be enabled. When you purchase 
the ship it will appear in your ship inventory and will be available for further outfitting and to 
deploy in Mission Encounters. 

 

Left-clicking the button at the lower left corner of the screen displays a menu of all of the ships 
in your flotilla. Ships that show a red icon have some damage that needs repairing. To change 
ships, simply left-click the item in the menu for the ship you want to see. 
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The ‘Sell’ button located below the description in the upper-left corner of the screen allows you 
to sell the ship currently selected in your ship inventory. The button shows the sale price for the 
ship, which is adjusted to account for the ship’s current loadout. If you want to keep the 
equipment fitted to the ship, you’ll be given the option to strip the equipment before the ship is 
sold, in which case all of those modules will be returned to your inventory. 

Note that you will not be able to sell the last ship in your flotilla, as you need to have at least one 
ship to travel around in. 

 

The ‘Upgrade’ slot located just below the Augment slots allows you to purchase an Upgrade kit 
for the currently selected ship. Upgrades are very expensive, but they broadly affect the base 
stats of the ship, including armor, shield strength, hull strength, engine thrust and power output, 
making it significantly more powerful. Clicking the Upgrade slot will display a purchase dialog 
showing you the cost of the upgrade along with specific information about how the ship will be 
affected by the refit. 

  

39 



Market 
This tab allows you to buy and sell equipment at the Station’s Market. 

 

The list to the left shows all of the items currently contained in your Inventory. You can sell any 
items from your Inventory that the Station will purchase. Any items that you purchase from the 
Station will appear here as well. 

The list to the right shows all of the items available for purchase at the current Station’s Market. 

 

The Filter tabs, located just above the Inventory lists, give you the ability to filter the items 
shown in the Inventory and Market lists so that you can focus on just the items in which you are 
currently interested. 
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The ‘Sell’ button, located at the bottom of the screen just left of center, allows you to sell the 
item(s) currently selected in your inventory. If you have more than one of the selected item, 
you'll be allowed to select a quantity of this item to sell. The sale price per item is shown in the 
button. Items sold are removed from your inventory. 

 

The ‘Purchase’ button, located to the right of the ‘Sell’ button, allows you to buy the item 
currently selected in the Station Market list. If more than one of this item is available, you'll be 
allowed to select a quantity before the actual purchase is made. Items purchased from the 
Station will appear in your inventory. 
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Agents 
This tab provides access to the Agents resident on this station. Station Agents typically 
represent the Association that owns the station and may be a helpful source of information--if 
they are willing to talk to you. Agents may also offer missions that can provide revenue and an 
opportunity to improve your relationship with their Association. 

 

The list at the top of the panel shows all of the Agents currently resident on this station. 
Left-click an Agent's icon in this list to interact with that Agent. 

If the selected agent wishes to speak with you, the ‘Talk’ button will be enabled. Conversations 
with Agents may yield information of interest to your quest.  

Additional buttons may appear below this if the Agent has one or more missions to offer (e.g. 
‘Transport Recovery’ above.) Agent missions can be a useful source of revenue and may 
improve your relationship with the Agent's Association. 
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Tactical Elements 
This section serves as an in-depth guide to the various elements that will allow you to be a 
successful flotilla commander. Much of this information is also contained in the game’s online 
help system. 

Deployment 
Most Mission Encounters require you to deploy your flotilla before the first turn of play. When 
you first enter an Encounter, the Deployment phase will typically follow a short briefing. 

 

While Spacer: Legacies allows you to acquire as many ships as you want you can only deploy 
as many ships into a battle space as you have Commanders. During deployment, a list of the 
ships and the Commanders assigned to them will appear in the upper-right corner of the screen. 
You can change the Commander assigned to a ship by clicking on the Commander’s portrait 
and selecting a different one from the list.Generally you'll want to assign commanders to ships 
that align with their skills. For instance, if a commander has missile skills, you'll want to put them 
in a ship that is equipped with missile or torpedo launchers. 
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This is also an opportunity for you to change the ordnance loadout for ships that are equipped 
with missile launchers. The ordnance button, located above the portrait of the ship commander, 
allows you to change the missiles loaded by that ship. You must do this before you deploy the 
ship. If you wish to change it after deploying the ship, you will have to undeploy the ship before 
doing so. 

 

When you have a ship selected with a commander assigned, you can deploy it onto the map 
simply by clicking one of the green-outlined hexes on the map. The green outlines define the 
valid deployment area for all of your ships.  

If you don’t like where a ship is deployed, you can simply left-click it on the map and the Ship 
will be returned to the deployment list. 

Initial deployments can be very important to how a Mission Encounter plays out. For example, 
you may want to position the ships you intend to use as scouts in advance of the other ships in 
your flotilla, or you may want to position your long-range combatants behind those ships that are 
equipped with short-range weapons. 
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Most Mission Encounters feature some limitations on the size and tonnage of ships which may 
be deployed. The Deployment Panel at the left side of the screen will show you where you stand 
with respect to those limitations. If there are limits to the types of ships which may be deployed 
(there often are) then you will be able to select only ships that match those criteria. 

The Deployment Panel also features a couple of buttons that are important to the Deployment 
Process: 

 

Clear: If you're completely dissatisfied with your current deployment, you can start over by 
simply left-clicking this button, located in the lower left corner of the panel. 
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Done: When you’re ready to begin the Mission, left-click this button to end the Deployment 
Phase. Once you’ve deployed, though, there’s no going back, so make sure you’re happy with 
your deployments before clicking this button. 

Commanders 
Commanders pilot your ships and may bring special Abilities to those ships that make them 
more effective in combat. 

In an Encounter you may only deploy as many ships as you have Commanders to pilot them. 
Initially you will have only your Flotilla Commander available to deploy. As time goes on and you 
progress through the story you will recruit additional Commanders to your Flotilla and your 
combat capabilities will grow with each new recruit. 

Each Commander gains experience by participating in Encounters. As a Commander gains 
experience, he or she will achieve higher rank and, at certain ranks, you will be able to select 
new Abilities for them. 

Abilities come in two flavors: 

Passive Abilities provide bonuses to specific Ship functions such as defense, maneuverability 
and the like. These Abilities are always active throughout an Encounter. 

Active Abilities are Activated on a somewhat random basis and have limited duration (typically 
through the end of the current Turn.) These very often confer powerful bonuses or uniquely 
effective capabilities on the Commanders that use them. Active Abilities always require a 'Cool 
Down' period before they will be used again (typically two turns.) 

Note that all Commanders specialize to a certain degree and the selection of Abilities available 
to each will reflect those specializations. Pay attention also to the Commander's Bio and the 
personality traits they exhibit when interacting with you to get a feel for their particular 
specialties. The degree and type of specialization should also inform your choices about Ship 
class and Loadout for each Commander, as they will tend to be more effective in ships that align 
with their Abilities. 

Your Flotilla Commander (essentially your avatar in the game) will come with an additional 
Passive Ability for you to choose that affects the Flotilla as a whole. 

You manage your Commanders and their Abilities using the Commanders Tab in the Flotilla 
Management Interface, which is available from the System Map display. See the Flotilla 
Management section in this manual for more details. 
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Combat Maneuvers 
Engaging enemy ships successfully in a combat Encounter often requires careful maneuvering 
to bring your most effective units and weapons to bear on enemy weak points while avoiding 
concentrated damage to your own ships. Understanding the capabilities and limitations of your 
ships' maneuvering systems is therefore one of the keys to a successful engagement. 

Every ship has a limited range of motion that is inherent in its design. This can be affected 
adversely by added mass (for example, heavy armor Augments) or positively by mobility 
Augments and Commander skills. In general the larger the ship the less mobility. Some factions 
design ships for high mobility, while others may sacrifice mobility for added defenses. You can 
view the base mobility (among other stats) for any ship before you buy it from a shipyard. 

Mobility only defines how far a ship can move in a single turn. Of perhaps even greater 
importance is the turn rate of the ship. The turn rate is the number of facings a ship may turn 
before it must move forward. This mechanism accounts for the inertia of a ship moving through 
space and has the direct impact of limiting how quickly a ship may turn and the size of the arc it 
will describe in making that turn.  

Turning also costs some of the ship's mobility. The implication of this is that a ship may move 
much farther if it does not have to change facing in the same turn. Again, this simulates the 
inertia of a body moving through space. 
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When it's your turn and you select a ship to move, you'll see all of the hexes to which the ship 
can move outlined in blue. The effects of the inertia simulation can be clearly seen here: there 
will typically be many more options for movement ahead of the ship than to the sides or rear of 
the ship. 

The exact path you will want to choose for your ship when making an engagement will also be 
influenced by the weapons layout of the ship. For example, ships with firepower concentrated 
directly ahead (e.g. Destroyers and Cruisers) will benefit most from a direct approach to the 
target, while ships that concentrate firepower in the broadside arcs (e.g. Corvettes and 
Battleships) will benefit more from a 'flyby' approach that exposes one or the other broadside 
arc. 

Mobility may also be a factor in the weapons you choose for a particular ship. For example, a 
ship with limited mobility may benefit from being equipped with longer range weapons, while a 
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high-mobility ship might be better off maximizing its damage potential with short-range, high 
rate-of-fire weapons. 

Turning 
Your ship's range of motion is dictated by the amount of engine thrust available, the mass of the 
ship and the rules of inertia described above. Very often this restricts the direction your ship can 
be facing, which may in turn make it difficult to bring certain weapon arcs to bear. 
 
For this reason, all ships have the ability to turn in place, which you can use to effect an 
immediate change in facing. However, this comes with a few limitations: 

1. The ship cannot have moved in the same turn prior to initiating this maneuver. 
2. Turning in place will exhaust all available mobility if the turn exceeds the ship’s normal 

abilities. In other words, the ship usually cannot be moved in the current turn after 
executing this maneuver. 

 

To turn in place, all you need to do is select your ship, then click on the ship again, but do not 
release the mouse button. This will reveal a series of arrows. By dragging towards one of the 
arrows, you can select a facing. Release the left mouse button when you have the facing you 
want. 

You can extend this general technique to normal moves as well. When you select a destination 
for your ship, you can hold the left mouse button down while over the destination hex, without 
releasing it, and this will display the facing options in exactly the same way. If you see facing 
arrows when you do this, then you can simply drag towards the facing you want and then 

49 



release the left mouse button. This will adjust the path so that your ship will end up with the 
desired facing. 

Note that there will not always be facing options for a given move. In that case, no arrows will 
appear.  Usually the further you move, the fewer facing options will be available. Also, larger 
ships will tend to have fewer facing options in general. 

Ships 
Your Ships are the heart of your Flotilla. Each ship has different capabilities, strengths and 
weaknesses. A skilled Commander understands the abilities of his ships and how best to use 
them in any given situation. 

While a ship comes out of the Shipyard with some basic equipment, you can enhance each 
ship's abilities by choosing appropriate equipment for its intended role. While all ships can equip 
weapons, not all ships are necessarily effective combatants. Fortunately, firing weapons isn't the 
only thing ships are good for. 

Each ship type has at least one mount for Weapons and one for Augments, and most ships 
have more than one of each type. Weapons define the ship's offensive capabilities, while 
Augments provide a variety of enhancements and additional capabilities. 

 

Each weapon Mount has a limited Firing Arc that defines the direction in which it can engage 
targets. Weapons installed in that Mount are subject to that directional limitation. Each weapon 
Mount also has some number of Slots which defines the number of Instances of that weapon 
which can be installed in the Mount. Small ships like Corvettes typically have only one or two 
Slots in each Mount, while the very large Battleship classes can have seven or eight Slots in 
each Mount, giving them a lot more firepower from the same weapon. 

Augment Mounts have a different set of limitations. Some Augments (though not all) come in 
sizes Small, Medium, Large or Extra-Large (S,M,L and XL) and every ship has an upper limit to 
the size of Augment that can be fit. Most ships have only two Augment slots, so you may need 
to be somewhat selective and choose only the Augments that best suit the ship's intended role. 

There are a variety of ship types and each has specific capabilities that suit it to certain roles. 

Corvette 

This is the lightest ship designed for combat and can be equipped to serve as a light escort or 
patrol ship. However, since Corvettes are typically restricted to two fairly limited weapon 
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Mounts, they are best used where speed is more important than raw firepower. A unique feature 
of Corvettes is a third Augment Mount, which allows the ship to fit an Electronic Warfare system 
without sacrificing other Augment options. In addition, Corvettes have enhanced sensors that 
give them better Detection range and target Tracking than other ship types which, combined 
with high speed and a naturally low sensor profile makes them excellent scout ships. 

Bomber 

This is a light combat ship, typically built on the same Chassis as a Corvette, which can equip a 
single forward-firing Missile launcher. Like Corvettes, Bombers have good speed and a naturally 
low sensor profile, allowing them to be used effectively in hit-and-run operations. 

Frigate 

Frigates are medium combat ships specialized for Missile warfare. While better-defended than 
Corvettes, Frigates are still somewhat fragile relative to larger combatants. However, Frigates 
are the only ships capable of fitting Torpedo launchers, making them especially dangerous even 
to Battleships when so equipped. 

Destroyer 

A Destroyer is a medium combat ship, typically built on the same Chassis as a Frigate. Although 
somewhat better-defended than Frigates and Corvettes, Destroyers are designed for speed and 
firepower more than defensive depth, making them ideal for escort and light patrol duties. 
Destroyers tend to concentrate their firepower in the forward direction, so it is most 
advantageous to engage targets directly ahead of the ship. 

Cruiser 

Cruisers are large combat ships designed to deliver heavy firepower while being reasonably 
well-defended. Cruisers are unique in being the only type of ship capable of fitting a single 
Heavy weapon in their forward Weapon mount, allowing them to deliver devastating damage 
even to Battleships. As with Destroyers, firepower is usually concentrated in the forward 
direction, so engaging targets directly to the front of the ship is advisable. 

Battleship 

The largest, most expensive warships available, Battleships are designed to stand and fight, 
being equipped with the heaviest Shields and Armor available. Battleships also typically carry a 
lot of firepower in the form of heavy broadside weapon Mounts. The biggest limitation that most 
Battleships suffer is a lack of mobility due to the mass of the armor plating and extensive 
structural support for weapon Mounts. Because firepower is typically concentrated in the 
broadside arcs, the best direction from which to engage a target is directly to the left or right of 
the Battleship. 

51 



Cargo Ships 

Cargo ships come in three basic types, in increasing order by size: 

● Courier 
● Transport 
● Freighter 

Larger ships naturally have more cargo space, but generally less mobility. While all Cargo Ships 
can carry weapons, they are typically poorly armed and lightly defended and should be escorted 
through hostile space. 

Weapons 
Weapons define your ships' offensive capabilities.  

Weapon Types 

There are three basic types of weapon, and several subtypes within those basic types. 

Standard Weapons 

Mounted in turrets, these Direct-Fire weapons project damage at their intended targets using a 
variety of technologies. Standard Weapons are distinguished principally by Range, Firing Rate 
and Damage, and these characteristics depend on the technology employed. When fitting ships 
with Standard Weapons you'll want to pay close attention to these characteristics to make sure 
they suit the intended role of the ship and your own tactical style. 

Missiles 

Missiles fall into two categories and each requires a separate launcher system. Light Missiles 
are fired from Missile Launchers and are most effective against light and medium sized 
combatants. Torpedoes are fired from Torpedo launchers and are designed to deliver heavier 
damage from longer range against larger targets, though their ability to track smaller targets is 
somewhat impaired. While Missile launchers can be fit to both Bomber and Frigate type ships, 
Torpedo launchers may only be fit to Frigates. Unlike other weapon types, Missile and Torpedo 
launchers require ammunition which must be purchased or acquired by other means. Further, 
launchers can equip only a limited number of reloads--typically four per Missile launcher and 
three per Torpedo launcher--and can only be reloaded between missions. 

Heavy Weapons 

These are uniquely powerful Weapons available only to Cruiser type ships, which are the only 
vessels equipped with the heavy axial mountings required. Heavy Weapons are seldom found 
on the open market, as most are relics of the Empire kept in good repair because of their unique 
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value. Heavy Weapons are always limited to firing only within a 60-degree arc to the front of the 
ship. 

Weapon Range and Accuracy 

All Weapon types have range limitations, and accuracy of Weapon fire typically falls off at the 
longest ranges. Thus it is often better to be well within the range of the weapon when engaging 
targets. Weapons designed specifically for long-range use often lose accuracy at close range as 
well. Pay close attention to the 'Optimal' range listed for each weapon and try to be as close to 
that range as possible for best results. 

Another factor to consider is that long-range weapons usually have longer reload times (typically 
two turns) as compared to short-range weapons. So, while the long-range weapons put out 
more damage in a single volley, short-range weapons may do more damage over the entire 
course of an engagement (all other things being equal, of course.) 

Damage Types 

All weapons do one of four types of Damage depending on the technology employed. Each type 
of damage has strengths, weaknesses and unique secondary effects. 

Energy 

Energy Weapons are very effective against Shields, but less so against Armor. However, 
Energy Weapons have a small probability of blinding the target's sensors temporarily (for one 
turn, to be exact.) A target whose sensors are blinded will suffer greatly reduced weapon 
accuracy. 

Kinetic 

Kinetic Weapons do the best damage to armor of any type. A Kinetic hit against an unshielded 
target facing has some probability of penetrating the Armor and applying damage to the hull, 
and possibly Critical Damage to internal systems. However, Kinetic Weapons do the least 
damage to a target's Shields of any type. 

Plasma 

Plasma weapons are more effective against armor than shields and tend to have the highest 
raw damage output over all. Additionally, Plasma Weapon hits have some chance to burn 
through Shields and apply some damage to the underlying Armor. 

Electromagnetic Pulse 

Electromagnetic Pulse, or EMP weapons are the most effective type of all against Shields, but 
are the least effective against Armor. What makes EMP Weapons special is their ability to 
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occasionally stun ship systems temporarily (for one turn, to be exact.) Depending on the system 
taken out, this can be a minor nuisance or a major problem for the ship so targeted. 

Defenses 

 

Every Ship has three lines of Defense between itself and oblivion. The status of a ship’s 
defenses is visible on the map as a series of hexagonal ‘rings’ around the ship. The three lines 
of defense, from outermost to innermost are: 

● Shields (the blue defensive ring) 
● Armor (the yellow defensive ring) 
● Hull (the green defensive ring) 

These are discussed in some detail in the following sections. 

Shields 

The outermost Defensive layer is provided by the ship's Shield generator. Shields dissipate 
incoming damage, preventing it in most cases from reaching the lower layers. However, Shields 
have only a limited defensive depth and repeated damage on a particular facing will eliminate 
the Shield protection on that facing, rendering the lower layers vulnerable to damage. However, 
Shields do Recharge on a turn-by-turn basis and this is the only Defensive layer that does so. 
Shields are very effective against Kinetic and Plasma damage but are particularly vulnerable to 
Energy and EMP damage. In addition, Plasma weapons can sometimes 'burn through' shields 
and apply some damage to the underlying layers. 
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Armor 

The middle Defensive layer consists of Armor plating and is designed to deflect damage from 
the vital innermost layer of the ship. Like Shields, Armor has only a limited defensive depth and 
can be depleted by repeated damage applied to the same face. Unlike Shields, however, Armor 
does not regenerate and must be repaired at a Station Repair facility. Armor is very effective at 
deflecting Energy and EMP damage, but is particularly vulnerable to Kinetic and Plasma 
damage. 

Hull 

The innermost Defensive layer is the Ship's own Hull. Damage applied to the Hull is never good, 
as it can lead to Critical damage to the ship's internal systems, reducing the ship's combat 
effectiveness, and possibly leading to the destruction of the ship, either through depletion of the 
Hull integrity or through a Critical hit on the ship's reactor. Like Armor damage, Hull damage 
must be repaired at a Station Repair facility. Also, any systems that are Critically damaged will 
need to be repaired at a Station. 

Choosing Defenses 

Note that some ships are designed to make better use of Shield defenses while other ships are 
designed to have more efficient Armor defenses. You can usually make this determination by 
comparing the relative depth of Armor and Shield defenses in the base Hull stats for the ship 
you are interested in. Generally you will want to consider this when choosing Defensive 
Augments for the ship in question. 

While it may seem that Armor is at a disadvantage due to its inability to recharge and the cost of 
repair, ships that are well-armored often have more defensive depth, particularly after an 
appropriate defensive Augment has been selected. And that specific class of ship may also 
have other advantages. Choose wisely. 
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Reinforcement 

 

During Encounters you can Reinforce up to three Defensive facings on each ship using the Hex 
Control in the Ship Info panel, located in the lower left corner of the screen. Reinforcement 
basically increases the resistance of those facings to incoming damage. However, there is a 
trade-off: the more facings you Reinforce, the less effective is the increased resistance. 
Generally you'll want to reinforce only the facings most likely to take incoming damage. 

In the above illustration, only the forward facing of the selected ship is reinforced. Note that this 
panel also shows in some detail the actual numeric state of the shields, armor and hull, which 
you may find more helpful sometimes than the rough guide provided by the hex rings on the 
map. 

Augments 
Augments enhance your ship's basic capabilities and, in some cases, add new capabilities to 
your ship. With some restrictions, any ship can fit any type of Augment. While most ships have 
more than one Augment slot, it isn't possible to fit more than one Augment of any single type to 
the same ship.  

In addition, most Augments come in sizes designed for specific ship types: Small (corvettes, 
bombers), Medium (frigates, destroyers), Large (cruisers) and Extra-Large (battleships.) No ship 
can fit an Augment that does not conform to its size rating. 

The following types of Augments are generally available: 

Armor Augments 

These Defensive Augments are available in S, M, L and XL sizes and enhance the ship's Armor 
defenses, increasing Armor depth and/or Damage Resistance. 
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Shield Augments 

Like Armor Augments, these Defensive Augments come in S, M, L and XL sizes and are 
designed to enhance the ship's Shield defenses, increasing Shield Depth and or Recharge rate. 

Combat Augments 

These are offensive Augments designed to enhance the range, damage and accuracy of 
specific weapon types (e.g. Standard, Heavy and Missile type weapons.) 

Mobility Augments 

These types of Augments provide additional engine thrust and/or maneuverability, allowing the 
ship to potentially move further and turn more tightly when maneuvering. 

Power Augments 

These Augments increase the amount of available power and may be required when fitting 
particularly power-hungry systems such as Heavy Weapons or Combat Augments. 

Sensor Augments 

These Augments enhance a ship's Sensor Detection and Tracking capabilities and, in some 
cases, reduce the ship's Sensor profile, making it less detectable to hostile forces. See the 
Sensor Model section for more details. 

Electronic Warfare 

These Augments reduce the Sensor Detection and Tracking capabilities of hostile units, 
rendering them less effective at Tracking your ships and reducing the accuracy of their weapon 
fire. See the Sensor Model section below for more details. 

Sensor Model 
Ships have only a limited ability to 'see' what is around them. While large bodies like stars, 
planets and asteroids are detectable at great distances, ships are naturally designed to mask 
their emission signatures as much as possible to remain undetected by potentially hostile 
forces. Thus many combat engagements require a certain amount of scouting in order to 
determine enemy dispositions. 

Larger ships are more difficult to mask and are thus easier to detect at longer ranges, while 
small ships like corvettes are conversely more difficult to detect and may not be seen until the 
range is closed. As corvettes are also equipped with better sensor suites and higher mobility, 
they are naturally suited to the scouting role. 
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Given the current state of technology in the Tantalus cluster, the rule of thumb is that each type 
of ship has a Detectable Range that is more or less known, all other things being equal: 

Battleships, Freighters: Range 7 
Cruisers, Transports: Range 6 
Frigates, Destroyers, Couriers: Range 5 
Corvettes, Bombers: Range 4 

Because corvettes have better sensors, they can detect each type of ship at +1 range. 

There is also the further problem that even after a ship has been detected its position must be 
known precisely for weapon fire to be effective against it. There are two factors which together 
determine how accurate a ship's weapon fire will be: 

Tracking: This describes a ship's ability to track a given target. Each unit of tracking reduces 
the effective engagement range by one. Because the probability of hitting a target falls off with 
range, increasing tracking effectively increases the probability of making a hit. 

Signal: This describes a ship's emission profile, which determines to some extent how well 
other ships can track it. Each unit of signal also reduces the effective engagement range by 
one. Thus, ships with higher Signal are more likely to be hit by incoming weapon fire.  

 

Corvettes are again special in that they have reduced Signal (-1) and improved Tracking (+1), 
while battleships distinguish themselves by having (+1) Signal due to the high power 
requirements needed to maneuver their sizable mass. For example, in the above illustration of 
the Ship Info Panel for a typical corvette you can see these bonuses reflected in the ‘Tracking’ 
and ‘Signal’ graphs. 

In addition to the Detectable Range, Detection, Tracking and Signal properties inherent to each 
type of ship, there are augments which, when equipped, can be used to modify these stats and 
thus give a ship certain advantages in terms of stealth, scouting or combat. 
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ECM 

An electronic countermeasures system is a targeted device which reduces the Tracking of the 
ship it is directed at. This has a direct impact on the target ship's ability to hit other targets with 
weapons fire. 

Target Painter 

A target painter is a targeted system which increases the Signal of the ship it is directed at, thus 
making it more likely that weapons fire directed at it will hit successfully. While this works for any 
type of weapon engagement, it is particularly valuable when used with missiles and torpedoes, 
especially against smaller targets. 

Chaff 

A chaff system is a device which fires automatically when a missile launch is detected against 
the ship on which it is equipped. Chaff effectively reduces the ship's Signal, making it harder for 
missiles to hit. 

Sensor 

A sensor augment increases both the Detection and Tracking of the ship on which it is 
equipped, thus improving both the ship's detection range and its ability to engage targeted 
ships. 

Stealth 

A stealth system reduces both the Detectable Range and the Signal of the ship on which it is 
equipped, thus making the ship both harder to detect and harder to track. All known stealth 
systems are normally ineffective on ships larger than a corvette or bomber. Also, stealth 
systems come with the significant downside of preventing the use of weapons or targeted E-war 
systems while active. 

Blocking and Cover 
While space, as a rule, is largely empty, combat encounters often take place where asteroid 
fields or other phenomena clutter the area with navigational hazards and clouds of gas and dust 
which can hinder maneuvering, block weapon fire and obscure sensors. While such 'terrain' 
features may seem like obstacles, they also present opportunities for clever commanders to 
gain an advantage over their enemies. 
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Asteroids 

Asteroids block movement and sight-lines. A ship can neither 'see' what's on the other side of 
an asteroid nor shoot through it. However, missiles can be fired 'over' an asteroid, provided at 
least one other ship in the flotilla has line of sight to the target. 
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Nebulae 

Nebulae are clouds of gas, dust and charged particles which partially block sensors but allow 
ships to pass through them. While a ship cannot see or shoot through a nebula, it can see (and 
shoot) into or out of a nebula hex provided it has clear line of sight to the target. These 
properties of nebulae make them very useful for staging an ambush or making a stealthy 
approach. 
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Debris 

Debris fields are loose assemblies of junk and dust that block ship movement, but do not block 
sensors or weapon fire. 

Missions 
Missions are at the core of the Spacer: Legacies experience. The overall story is told as a series 
of missions and you will almost always have a current mission to accomplish. 

Missions may be acquired in any number of ways. Missions will be assigned as part of the story, 
but you can also acquire missions by connecting with Agents located in Space Stations, or 
simply by entering random Encounters that appear on the map from time to time. There is no 
limit to the number of missions you can accept. 

While you may have accepted several missions, only one mission can be 'Active' at any one 
time. When a mission is 'Active' the Guidance system will direct you to the next destination 
required by that mission. You can change the Active mission in one of two ways: 

1. The mission popup menu at the lower-right corner of the System Map display gives you 
quick access to the missions list, from which you can select the mission you want to be 
Active. 
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2. In the Fleet panel (available by left-clicking the button in the upper-right corner of the 
System Map display) there is a panel which allows you to view the list of missions along 
with information about each mission. A button on this panel allows you to make the 
selected mission Active. 

Missions are also the primary means by which enterprising mercenary commanders can 
accumulate wealth. Mission rewards can vary with difficulty and may take the form of 'Credits' 
(the basic monetary unit of the Spacer universe) or useful equipment such as Missiles, 
Weapons and Ship Augments. 

Encounters 
Encounters take you to those dangerous corners of the Tantalus Cluster where a true 
mercenary commander earns his or her pay. Most Encounters involve some amount of combat, 
though not all Encounter Objectives are necessarily combat-related. You'll need to pay close 
attention to those objectives in order to succeed. 

Encounters take place on smaller scale maps and typically involve maneuvering the ships of 
your Flotilla to scout out the area and possibly engage hostile forces in ship-to-ship combat. 

Before you can enter an Encounter, you need to navigate your Flotilla to its location. Typically 
Encounters appear at known locations on the System Map and if an Encounter is part of a 
Mission, you'll be directed by the Guidance system to that location. 

Encounters may also appear randomly in some Star Systems, and entering one of these is an 
opportunity to earn extra credits or explore a hidden area for unique rewards. These Random 
Encounters appear as gold-colored 'pings' on the System Map. Be warned: these Encounters 
may be more difficult than average Mission Encounters. 

It is also possible to be ambushed by pirates or other factions when navigating across a Star 
System, which is especially likely to happen in unexplored Star Systems or when you are 
escorting transports with valuable cargo, and this will lead to an Encounter. 

When you first enter an Encounter you'll be presented with a short briefing which mainly 
describes the Objectives. Completing these Objectives will lead to a successful end to the 
Encounter.  

Some Encounters include Secondary Objectives. While these Objectives are optional, 
completing them will often lead to additional rewards. 

Some typical Objectives include: 

● Destroy some number of enemy units 
● Protect some number of friendly units 
● Scout an area for interesting contacts 
● Escape the Encounter area 
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