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Shipyard: Aliens

You can't fly any of these ships, since they are all living
creatures (to some degree), but I'm adding them

here for completeness sake.

[ Wraith Child| Wraith Youth| Wraith Adult| Hyperioid| Krypt
Pod]

Wraith Child back to top

A Wraith child is a playful being, full of life and spirit. As
with all

Wraithkind, they love to frolic in the blackness of space,
and

they have an instinctive understanding of hyperspace. Their

method of propulsion is a much more refined version of the

same etheric wave technology that drives most Polaris
vessels.

Children of the Wraith will not stray far from their parents,
and

those same parents will fiercely defend their young from

anyone cruel enough to attack such beautiful creatures.

Standard Stats:

Speed:450Accel:675

Turn:80

Shields:150/20

Armor:150/8

Guns:1 (max)

Turrets:none

Space:5 tonsCargo:0 tons

Fuel:6 jumps

Length:10m

Mass:25 tons

Crew:0

Cost:1

AI Type:1 (Wimpy trader)Strength:350

Deionize:30

Max Ion.:100

Buy Random:0%

Hire Random:0%

Other Info:

Armament:1 Wraith Gravitron Beam (C) (233)

Outfits:

Other AI Behaviors:Always Has Afterburner, Ship Swarms,
Inertialess

AvailBits:

AppearOn:

OnPurchase:

OnCapture:OnRetire:

Notes:

The weakest of the Wraith, they have no cloaking ability.
However, their parents seem to be rather

protective, so you would be ill-advised to attack one if it
seems like no other ships are in the system.

Wraith Youth back to top

When Wraith children are a little more grown, they are
capable

of running with the pack. Young Wraith will serve as outliers
for

a convoy, and take great delight in 'buzzing' incoming ships
with

their younger brothers and sisters. The adults can always
keep

them in line, though, and the youngsters quickly mature as
theyget better and better at gliding through the harshness of
space,

as opposed to their native Hot'A'Tanius.

Standard Stats:

Speed:375

Accel:575

Turn:60

Shields:300/20

Armor:300/8

Guns:1 (max)

Turrets:none

Space:8 tons

Cargo:0 tons

Fuel:8 jumps

Length:20m

Mass:50 tons

Crew:0

Cost:1

AI Type:2 (Brave trader)

Strength:425

Deionize:45

Max Ion.:200

Buy Random:0%

Hire Random:0%

Survival Guide: Shipyard: Aliens
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Other Info:

Armament:1 Wraith Gravitron Beam (Youth) (232)

Outfits:1 Wraith Cloaking Device (266)

Other AI Behaviors:Always Has Afterburner, Ship Swarms,
Inertialess, AI Ships Cloak During Burst

Reload, AI Ships Cloak When Running Away, AI Ships Cloak When
Hyperspacing, AI Ships Cloak When

Flying Around, AI Ships Stay Cloaked Until Near Target, AI Ships
Cloak When Attacked

AvailBits:

AppearOn:

OnPurchase:

OnCapture:

OnRetire:

Notes:

This Wraith can cloak, but it's attack and defenses aren't as
strong as the adults.

Wraith Adult back to top

In the final stage of Wraith growth, the shiny carapace goes

completely black, and the mature Wraith takes its place in
the

clan as a respected elder. The elder Wraith discuss many
topics

during their gathering trips into space and their time on
their

homeworld. They are truly a race of philosophers, though
some

of their conclusions are quite alien to humans. The adult
Wraith

will mate when they reach 200 years of age, and they live
for

up to 1000 years.

Standard Stats:

Speed:350

Accel:550

Turn:40

Shields:600/26

Armor:600/10

Guns:1 (max)

Turrets:none

Space:10 tons

Cargo:0 tons

Fuel:10 jumps

Length:30m

Mass:100 tons

Crew:0

Cost:1

AI Type:3 (Warship)

Strength:500

Deionize:60

Max Ion.:300

Buy Random:0%

Hire Random:0%

Other Info:

Armament:1 Wraith Gravitron Beam (Adult) (231)

Outfits:1 Wraith Cloaking Device (266), 1 Wraith Fast Jump
(267)

Other AI Behaviors:Always Has Afterburner, Ship Swarms, Can Jump
Without Slowing, Inertialess, AI

Ships Cloak During Burst Reload, AI Ships Cloak When Running
Away, AI Ships Cloak When

Hyperspacing, AI Ships Cloak When Flying Around, AI Ships Stay
Cloaked Until Near Target, AI Ships

Cloak When Attacked

AvailBits:

AppearOn:

OnPurchase:

OnCapture:

OnRetire:

Notes:

The older a Wraith gets, the deadlier it becomes. This one can
cloak before and after it attacks, but

it's weapon is much more powerful (and more fun to watch) than
it's younger siblings.

Hyperioid back to top

The Hyperioid is a space-dwelling animal that feeds on the

emissions from various types of stars. Most of their bodies
are

actually energy projections, and the actual matter component

of their bodies seems almost an evolutionary remnant. They
will

migrate between stars after the death of a food source. They

can coast between stars for ons in a low energy state, where

their bodies revert to their ten tons or so of actual mass.

Hyperioids breed by a method of group construction, where

many Hyperioids will add traits to a single new individual.

Standard Stats:

Speed:200

Accel:250

Space:15 tons

Cargo:0 tons

AI Type:2 (Brave trader)

Strength:100

Survival Guide: Shipyard: Aliens
http://www.evula.com/survival_guide/evn-ships/al
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Turn:30

Shields:630/84

Armor:15/2

Guns:2 (max)

Turrets:none

Fuel:0 jumps

Length:30m

Mass:10 tons

Crew:0

Cost:1

Deionize:10

Max Ion.:450

Buy Random:0%

Hire Random:0%

Other Info:

Armament:1 Solar Lance (230)

Outfits:

Other AI Behaviors:Always Has Afterburner, Inertialess, AI Ships
Replenish Ammo

AvailBits:

AppearOn:

OnPurchase:

OnCapture:

OnRetire:

Notes:

Note much to say about these strange creatures. They seem to be
in a constant of "being", never

doing much. They can't jump anywhere, and can only travel via
wormholes. If you feel like taking one

out, do it from behind, as it's Solar Lance will give you
toogood of a tan.

Krypt Pod back to top

Krypt has always been curious about the universe at large.
She

created these nanite globes to explore her surrounds soon
aftershe became conscious. Any globe is a part o f her body;
she

suffers its ill-treatment badly, and will respond to force
with

force. Not that she truly understands that these strange

asteroids that appear in her space actually contain living
beings;

she is unaware that other life exists.

Standard Stats:

Speed:600

Accel:1300

Turn:130

Shields:1200/100

Armor:1200/100

Guns:1 (max)

Turrets:none

Space:30 tons

Cargo:0 tons

Fuel:10 jumps

Length:30m

Mass:60 tons

Crew:0

Cost:1

AI Type:4 (Interceptor)

Strength:450

Deionize:500

Max Ion.:3000

Buy Random:0%

Hire Random:0%

Other Info:

Armament:1 Nanites (229)

Outfits:

Other AI Behaviors:Disabled at 10%, Always Has Afterburner,
Doesn't Show Armor or Shield State,

Ship Swarms, Ship Uses Standoff Tactics, Inertialess

AvailBits:

AppearOn:

OnPurchase:

OnCapture:

OnRetire:

Notes:

When you see them in game, they are nearly invincible, so don't
attack them. Their nanites will

obliterate your ship in no time, as it skips past your shields
and immediatly rips apart your armor.
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Shipyard: Auroran

Auroran technology isn't quite as advanced as the Federation's,
and doesn't come close to the Polaris'.

However, that does not stop them from having some dangerous
ships.

[ Firebird| Phoenix| Argosy| Abomination| Enterprise| Cruiser|
Carrier| Thunderforge]

Firebird back to top

Firebirds are the main Auroran fighter. Their engines are
simple,

to say the least. Their task is to protect the Phoenix from

attack by smaller fighters such as the Viper, while the
Phoenix

take on the heavier ships. The Firebird is slower than the
Viper,

but not by enough to give the Viper a decisive edge. Battles

between the two o ften come down to individual skill. Many a

Federation/Auroran border skirmish has come to a halt while

the two sides watch a Firebird/Viper dogfight between

renowned pilots.

Ship Stats:

Speed:500

Accel:800

Turn:80

Shields:25/6

Armor:75/0

Guns:3 (max)

Turrets:none

Space:13 tons

Cargo:5 tons

Fuel:2 jumps

Length:8m

Mass:12 tons

Crew:1

Cost:150000

AI Type:4 (Interceptor)

Strength:55

Deionize:3

Max Ion.:55

Buy Random:95%

Hire Random:20%

compare variant statistics

Notes:

Worse than the Viper, in my opinion. The only variant that poses
any kind of threat is the Va Themgiir

Class, and that's only because I really like the Fusion Pulse
Cannons. Chew threw them as quickly as

you can, as half a dozen Chainguns pointed at you can do some
serious damage after a while, no

matter what kind of ship you're flying.

Phoenix back to top

The Phoenix is yet another example of the Auroran will to

survive. The Phoenix is slow and turns badly. One would
think

that it would be target practice for enemy pilots. It is, but it
has

one redeeming feature: it has almost as good armor plating
as

a Thunderhead. They plough through fire corridors with

impunity, and attack in groups to maximize firepower. The

Phoenix can wear a missile from an Anaconda, but a Viper
will

stay on its tail and pound it mercilessly. Suffice to say
that

Phoenix pilots suffer the greatest rate of attrition of any
group

in the Auroran armed forces.

Ship Stats:

Speed:440

Accel:650

Turn:60

Shields:30/15

Armor:120/0

Guns:3 (max)

Turrets:none

Space:40 tons

Cargo:10 tons

Fuel:3 jumps

Length:9m

Mass:13 tons

Crew:1

Cost:150000

AI Type:4 (Interceptor)

Strength:80

Deionize:4

Max Ion.:75

Buy Random:95%

Hire Random:17%

compare variant statistics

Notes:

The Phoenix's (only) good quality is it's heavy payload for a
ship of it's size: at least 10 radar missiles

(30 on the Frunch'ek variant), when combined with it's tendancy
to swarm with other Phoenix and

Firebird fighters, can make this quite the capable fighter.

Survival Guide: Shipyard: Auroran
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Argosy back to top

The Heraan house have always held scientists and scholars in

much higher regard than the rest of the Empire. The fertile

environment in which Heraan technicians work has produced

this surprisingly trim vessel. Built more along the lines of
early

Federation efforts, the Argosy packs many improvements on

even the latest Federation efforts, and is a spritely performer.
It

sports twin hyperdrive 'nacelles' that allow for more
accurate

FTL travel, and those selfsame nacelles can fold outward
forexcellent maneuverability in atmospheric flight.

Ship Stats:

Speed:250

Accel:350

Turn:35

Shields:225/20

Armor:300/0

Guns:4 (max)

Turrets:2 (max)

Space:47 tons

Cargo:50 tons

Fuel:5 jumps

Length:30m

Mass:150 tons

Crew:10

Cost:200000

AI Type:2 (Brave trader)

Strength:200

Deionize:15

Max Ion.:200

Buy Random:80%

Hire Random:50%

compare variant statistics

Notes:

A very nice, heavily armed/defended freighter, the Argosy is the
perfect ship to use if you need to go

through a hostile area. They're fun to pirate, but be care for
the Heavily Modified variants.

Abomination back to top

Abomination by name, abomination by nature. The Auroran

technicians created this monstrous gunship in response to
the

threat of the Federation Patrol Boat. The Abomination mounts

twin FPCs as its armament, which are more than sufficient to

rip through the light hull of the Patrol Boat. A severe lack
of

maneuverability makes it vulnerable to attack from capital
ship

sized weapons, though, which make short work of its armor.

Auroran pilots find the idea of honorable victory against
huge

odds very enticing, so the Abomination is very popular.

Ship Stats:

Speed:320

Accel:430

Turn:40

Shields:185/6

Armor:400/0

Guns:4 (max)

Turrets:2 (max)

Space:96 tons

Cargo:20 tons

Fuel:5 jumps

Length:10m

Mass:50 tons

Crew:1

Cost:400000

AI Type:4 (Interceptor)

Strength:300

Deionize:10

Max Ion.:150

Buy Random:95%

Hire Random:15%

compare variant statistics

Notes:

The Abomination is a great heavy fighter for the Aurorans. It's
fusion pulse weapons are very

dangerous, while it's speed is high enough that it can dadge
missiles if it has to.

Enterprise back to top

The Enterprise is the backbone of all Auroran freight
movement.

Almost as wide as a Leviathan is long, the Enterprise carries
a

fraction of the cargo, and at much higher cost.
Nevertheless,

the Enterprise has several advantages over the Leviathan and

Pegasus, including integrated FPC weaponry (with room for

much more), a higher sublight speed, and the ability (in time
of

strife) to be converted to a passable military ship.

Requires you to register EV Nova

Survival Guide: Shipyard: Auroran
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Ship Stats:

Speed:200

Accel:200

Turn:25

Shields:300/20

Armor:600/0

Guns:4 (max)

Turrets:2 (max)

Space:74 tons

Cargo:250 tons

Fuel:5 jumps

Length:55m

Mass:255 tons

Crew:35

Cost:450000

AI Type:2 (Brave trader)

Strength:300

Deionize:20

Max Ion.:250

Buy Random:95%

Hire Random:80%

compare variant statistics

Notes:

While the Argosy is the perfectly armed and defended light
freighter, the Enterprise accepts the same

role, but with a much larger cargo hold. This ship is painfully
slow to me, though, so I never use it as

a primary ship, only as an escort. It's cargo bay is large
enough to hold tons of loot (whether

purchased or stolen), and it is strong enough to defend itself
against attacks.

Cruiser back to top

The Auroran people's first attempt to create a large war
vessel

is still their most successful. The Aurora Cruiser mounts

immense firepower in the form of 100mm and 200mm

Railguns, a broadside of FPC turrets, and anti-fighter
chainguns.

It does have somewhat weak artificial gravity, however,
which

is compensated for by a rotating living section. It also has
the

most basic o f thrust engines, which produce abysmal top
speed

and acceleration, even for a capital ship.

Requires you to register EV Nova

Ship Stats:

Speed:200

Accel:250

Turn:25

Shields:200/2

Armor:1650/0

Guns:6 (max)

Turrets:4 (max)

Space:343 tons

Cargo:75 tons

Fuel:3 jumps

Length:470m

Mass:1200 tons

Crew:150

Cost:2000000

AI Type:3 (Warship)

Strength:425

Deionize:25

Max Ion.:250

Buy Random:90%

Hire Random:12%

compare variant statistics

Notes:

The Auroran Cruiser is a nicely well-rounded ship -- it's speeds
is somewhat mediocre, but it's a

capital ships, so it's expected. It has Fusion Pulse Batteries
and Chainguns for close range, missiles

and Railguns for long range, and heavy armor for defense. Two or
three sitting in a system, operating

as weapon platforms, can be quite dangerous.

Carrier back to top

There is an Auroran legend about the creation of the first

Carrier. The Auroran lord who first conceived of such a
mighty

vessel gave these precepts to the shipwright for its
creation:

"Make me a hand with which I might strike mine enemies!" The

keel for the vessel is so large that it has to be laid in a

planet-based shipyard. The ship itself is 1.2 km long,
mounts

deck-guns, and has bays for Firebirds and Phoenix.

Requires you to register EV Nova

Ship Stats:

Speed:100

Accel:130

Turn:20

Shields:400/10

Armor:1800/0

Guns:4 (max)

Turrets:6 (max)

Space:518 tons

Cargo:50 tons

Fuel:4 jumps

Length:1200m

Mass:1750 tons

Crew:250

Cost:12000000

AI Type:3 (Warship)

Strength:475

Deionize:15

Max Ion.:300

Buy Random:80%

Hire Random:10%

Survival Guide: Shipyard: Auroran
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compare variant statistics

Notes:

A heavy ship, to say the least, this ship carries tons of
fighters, as well as being heavily armored and

having excellent armament (in terms of diserification). It's
speed makes it a target for heavy missiles,

but it's thick armor means that you'll have to do more than just
pound away at it from a distance --

besides, those railguns can take you out if you sit in one place
too long.

Thunderforge back to top

The Auroran Battlecruiser represents the very latest thinking
by

the best minds of the Empire. Prompted by Vell-os artisans,
the

shipwrights of the First Family have created a vehicle with
which

they hope the Auroran people will wreak their vengeance. The

Thunderforge class battlecruiser mounts four heavy FPC

batteries, two Storm Chainguns, two radar missile launchers

and four 150 mm railguns. Yet even this incredible arsenal
pales

into insignificance when compared to the Thunderforge's

primary weapon system, the TripHammer. The TripHammer is a

gattling pattern energy weapon of awesome power. Inspired by

the Vell-os, Auroran weaponsmiths attacked the creation of
the

guns with typical exuberance. With all the Vell-os help, the

Battlecruiser can hold its own against any ship in the known

universe.

Ship Stats:

Speed:340

Accel:395

Turn:20

Shields:700/50

Armor:1100/0

Guns:8 (max)

Turrets:6 (max)

Space:273 tons

Cargo:75 tons

Fuel:5 jumps

Length:500m

Mass:1400 tons

Crew:100

Cost:14000000

AI Type:3 (Warship)

Strength:900

Deionize:25

Max Ion.:250

Buy Random:60%

Hire Random:1%

Other Info:

Armament:2 Radar Missile Launchers (136) + 200 Radar Missiles
(137), 2 Storm Chainguns (215),

4 Fusion Pulse Turrets (150), 4 150mm Fixed Railguns (172), 4
TripHammers (440)

Outfits:1 Auroran IR Jammer (242)

Other AI Behaviors:Slow Jumping, Disabled at 10%, Has
Afterburner at High Combat Ratings, Shows

Percent Armor, Blind Rear Turrets, Ship Uses Standoff Tactics,
AI Ships Replenish Ammo

AvailBits:b168AppearOn:b169

OnPurchase:b8888

OnCapture:b8888

OnRetire:

Notes:

Don't pick a fight with it unless you know what you are
doing.
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Shipyard: Federation

The Federation has many types of ships in it's fleet, each with
it's own purpose. Here are the breakdowns f

each ship, vital stats and all.

[ Viper| Anaconda| Scout Ship| Patrol Boat| RAGE Gunboat|
Destroyer| Carrier]

Viper back to top

With the rapid development of space flight, it was inevitable
that

sports (particularly racing) would come to fruition sooner
rather

than later. Power Sled Racing stood up to the challenge. A
few

intrepid hot-rodders noticed that one particular sled, the
Viper,

took very well to a bit of extra weight in the form of armor
and

armament. With a little engine tweaking, these modified
Vipers,

designated F-23, were selected by the Federation as the

mainstay of their fighter wings.

Requires: Naval Approval

Ship Stats:

Speed:525

Accel:850

Turn:80

Shields:60/20

Armor:30/0

Guns:3 (max)

Turrets:none

Space:21 tons

Cargo:5 tons

Fuel:3 jumps

Length:7m

Mass:10 tons

Crew:1

Cost:100000

AI Type:3 (Warship)

Strength:60

Deionize:7

Max Ion.:40

Buy Random:95%

Hire Random:35%

compare variant statistics

Notes:

What is there to say? It's one of several Viper variants in the
game, but it's still a rather weak ship.

Avoid being surrounded, and you'll have no problem with
them.

Anaconda back to top

The main problem with the Viper as a fighter craft is a
complete

lack of any form of explosive projectile. A new variant that
has

the 'long distance kill' capacity, based on the Viper chassis,
has

been the Federation's choice of Space Superiority Fighter
ever

since. Although this ship, named the Anaconda, suffers from
a

slightly slower acceleration and top speed than the Viper,
its

ability to destroy enemy fighters before that fighter can
get

within gun range more than compensates.

Requires: Missile Weapons License, Naval Approval

Ship Stats:

Speed:450

Accel:650

Turn:70

Shields:90/25

Armor:45/0

Guns:3 (max)

Turrets:none

Space:33 tons

Cargo:10 tons

Fuel:3 jumps

Length:9m

Mass:15 tons

Crew:1

Cost:150000

AI Type:3 (Warship)

Strength:75

Deionize:8

Max Ion.:50

Buy Random:95%

Hire Random:30%

compare variant statistics

Notes:

A bigger badder Viper, the Anaconda is a great Federation
support ship. It is armed heavily enough

that two or three will eliminate any slightly larger ships (such
as a sloppy Starbridge pilot), but get

gradually ineffective when it comes to heavier ships, especially
Auroran ones with rail guns.

Survival Guide: Shipyard: Federation
http://www.evula.com/survival_guide/evn-ships/federa
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Scout Ship back to top

Every successful military force in history has relied on
accurate

intelligence for their success. So the Federation Navy has

created the Scout Ship, capable of operating for long
periods

behind enemy lines without resupply so that if war does
break

out, they will be able to send these vessels far behind
enemy

lines to help with information gathering. High-ranking
strategists

believe that this vessel may well prove invaluable in enabling
the

Federation Navy to defeat any all-out assault by the Auroran

Empire.Ship Stats:

Speed:475

Accel:600

Turn:60

Shields:250/25

Armor:200/0

Guns:5 (max)

Turrets:1 (max)

Space:46 tons

Cargo:25 tons

Fuel:10 jumps

Length:20m

Mass:75 tons

Crew:4

Cost:400000

AI Type:3 (Warship)

Strength:180

Deionize:8

Max Ion.:70

Buy Random:95%

Hire Random:50%

compare variant statistics

Notes:

This ship excells at what it was designed for, and can be a
threat in combat, if it is joined by other

Federation ships.

Patrol Boat back to top

The concept of a fast boat with more firepower than a
fighter

and more speed than a capital ship has been around for the
last

millennium. The latest incarnation of this ideal is the
Federation

Patrol Boat. Named for the patrol boats that guarded
Australia

and the Pacific islands during World War II and beyond, the

patrol boat is packed with anti-fighter weaponry. It's often
used

as a picket ship in fleet duty, or in its primary role as a
patrol

vessel in the outer territories.

Requires: Missile Weapons License, Naval Approval

Ship Stats:

Speed:400

Accel:600

Turn:55

Shields:350/40

Armor:300/0

Guns:5 (max)

Turrets:2 (max)

Space:127 tons

Cargo:25 tons

Fuel:6 jumps

Length:35m

Mass:95 tons

Crew:10

Cost:500000

AI Type:3 (Warship)

Strength:250

Deionize:8

Max Ion.:90

Buy Random:95%

Hire Random:25%

compare variant statistics

Notes:

The Patrol Boat is the heaviest of the Federation's fighters,
with the exception of the RAGE Gunboat.

It's a very powerful ship for it's size, and is quite powerful
for it's role. While as a single ship it can be

taken out easily, in packs of 3 (or supported by other fighter
craft) the Patrol Boat can make quick

work of enemies of the Federation.

RAGE Gunboat back to top

In an attempt to combat the Abomination and the Striker,

Federation Scientists have developed the Reactive Armor

General Equipment (RAGE) Gunboat. The hyperbolic 'General

Equipment' refers to the fact that the Gunboat mounts
Auroran

FPC technology, and stolen Polaris wraithii material. The

reactive armor plating is nearly impenetrable to lesser
weapons,

and the ship has outstanding speed and maneuverability for a

vessel its size. Only time will tell if it is enough to stand up
to

the might of the Aurora, or the technology of the Polaris.

Survival Guide: Shipyard: Federation
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Requires: Heavy Weapons License, Missile Weapons License,

Naval Approval

Ship Stats:

Speed:425

Accel:575

Turn:45

Shields:500/12

Armor:400/2

Guns:5 (max)

Turrets:2 (max)

Space:130 tons

Cargo:20 tons

Fuel:5 jumps

Length:23m

Mass:150 tons

Crew:4

Cost:2500000

AI Type:4 (Interceptor)

Strength:450

Deionize:35

Max Ion.:300

Buy Random:90%

Hire Random:25%

compare variant statistics

Notes:

With some rather intense firepower, this ship is a terror in
it's field. Capable of taking on much larger

ships (especially when in packs), you should hope that you don't
have to face one of these down.

Destroyer back to top

The Federation Destroyer was developed to cope with the

defense of an ever-changing frontier. Capable of quickly

responding to an incursion and equipped with versatile
weapons

to meet a wide range of foes, the E-41 was dubbed the

'guard-dog' of the Federation. Effective as a peace-keeperduring
the time of expansion, the E-41 is now nearly obsolete

as a primary weapons platform.

Requires: Heavy Weapons License, Missile Weapons License,

Protective Technologies License, Capital Ships License,
Naval

Approval, Requires you to register EV Nova

Ship Stats:

Speed:190

Accel:260

Turn:30

Shields:800/40

Armor:750/0

Guns:4 (max)

Turrets:4 (max)

Space:185 tons

Cargo:50 tons

Fuel:3 jumps

Length:150m

Mass:800 tons

Crew:50

Cost:2000000

AI Type:3 (Warship)

Strength:325

Deionize:10

Max Ion.:175

Buy Random:80%

Hire Random:20%

compare variant statistics

Notes:

A competent capital ship, the Destroyer is, much like every
other ship, deadlier when travelling in

packs. The Heavy Missile variants are the worst to fight, as
their Hellhound Missiles can be rather

devestating, especially when followed up with a few Patrol
Boats.

Carrier back to top

The biggest war machine in Federation space, the Federation

Carrier houses squadrons of fighters and can hold its own

without its formidable escort. Capable of long-range
tactical

power projection, the E-60 is effectively a mobile base, and
isoften used by Admirals and Commodores as a safe vantage

point to gauge the ebb and flow of space battles. It mounts

heavy laser batteries along its top flight deck.

Requires: Heavy Weapons License, Missile Weapons License,

Fighter Bay License, Protective Technologies License,
Capital

Ships License, Naval Approval, Requires you to register EV
Nova

Ship Stats:

Speed:130

Accel:150

Turn:20

Shields:1400/50

Armor:1000/0

Space:463 tons

Cargo:100 tons

Fuel:5 jumps

Length:500m

Mass:2000 tons

AI Type:3 (Warship)

Strength:500

Deionize:15

Max Ion.:300

Buy Random:60%

Survival Guide: Shipyard: Federation
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Guns:6 (max)

Turrets:4 (max)

Crew:200

Cost:12000000Hire Random:15%

compare variant statistics

Notes:

Don't pick a fight with it unless you know what you are
doing.
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Shipyard: Fighters & Warships

Civilians have access to some pretty cool fighters and warships.
Here are where they are listed; stats aren

listed for the used good and bad used ships yet, just compare
them in the shipyard (and keep in mind that

good used is better than bad used).

Ships here are listed by how the game classifies them; for
example, the IDA Frigate, while a more than

capable freighter, when used as an escort is actually a
warship.

[ Viper| Lightning| Thunderhead| IDA Frigate| Kestrel]

Viper back to top

With the rapid development of space flight, it was inevitable
that

sports (particularly racing) would come to fruition sooner
rather

than later. Power Sled racing stood up to the challenge. A
few

intrepid hot-rodders noticed that one particular sled, the
Viper,

took very well to a bit of extra weight in the form of armor
and

armament. With a little engine tweaking, these modified
Vipers,

designated F-23, were selected by the Federation as the

mainstay of their fighter wings. This model is a civilian shell
by

Comara Racing.

Ship Stats:

Speed:525

Accel:900

Turn:80

Shields:45/11

Armor:25/0

Guns:2 (max)

Turrets:none

Space:16 tons

Cargo:5 tons

Fuel:2 jumps

Length:7m

Mass:10 tons

Crew:1

Cost:80000

AI Type:4 (Interceptor)

Strength:30

Deionize:8

Max Ion.:35

Buy Random:100%

Hire Random:95%

compare variant statistics

Notes:

The Viper is a fairly common sight, in one version or another,
in Nova. This the original version. Thereason that there have been
so many modifications to the other ones is because the original
sucks.

Good for it's price, but you'd be better off saving your money
for something else.

Lightning back to top

The galaxy is a dangerous place, and one cannot alway rely
on

the authories to be in the right place at the right time. This
being

the case, many planetary governments have created small

planetary defense militias, and the Rautherion Lightning is
the

backbone of such o rganizations. It falls somewhere between
a

fighter and a gunboat, and is versatile enough to take on
the

many roles required of such a craft.

Requires: Missile Weapons License

Ship Stats:

Speed:500

Accel:675

Turn:55

Shields:90/10

Armor:50/0

Guns:6 (max)

Turrets:none

Space:31 tons

Cargo:20 tons

Fuel:4 jumps

Length:10m

Mass:20 tons

Crew:3

Cost:250000

AI Type:4 (Interceptor)

Strength:25

Deionize:10

Max Ion.:60

Buy Random:90%

Hire Random:60%

compare variant statistics

Survival Guide: Shipyard: Fighters & Warship
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Notes:

Better than a Viper, but a bit more expensive, too. The Wild
Geese variant is the best of the bunch,

but has an extra 100,000 credits on it's price tag. If you're
looking for a good fighter, you may want

to wait for the Thunderhead.

Thunderhead back to top

The Thunderhead is so named for its main weapon, the

Thunderhead Lance. The Lance is a solid beam of coherent
laser

light. In some ways, the Thunderhead has the worst reputationof
any fighting vessel in the Galaxy. Not because of turn ratings

or levels of firepower, but because this assault fighter is
the

weapon of choice of pirates, privateers and corsairs
throughout

known space. It has enough armor to allow it to go up
against

large ships, and enough speed to allow it to catch most
craft

that try to flee.

Requires: Heavy Weapons License, Missile Weapons License

Ship Stats:

Speed:390

Accel:475

Turn:50

Shields:110/10

Armor:185/0

Guns:5 (max)Turrets:none

Space:45 tons

Cargo:15 tons

Fuel:3 jumps

Length:12m

Mass:15 tons

Crew:1Cost:300000

AI Type:4 (Interceptor)

Strength:120

Deionize:10

Max Ion.:50

Buy Random:95%Hire Random:70%

compare variant statistics

Notes:

Want a heavy duty fighter that doesn't suck? Look no further.
For a fighter, the Thunderhead has

high shields and heavy armor, plus a very nice array of
weaponry. The Lances are great for close-

quarters damage, while the Radar missiles help get the fight
started (or ended) in your favor.

IDA Frigate back to top

The IDA Frigate was the mainstay of the Colonial Council
line

before the collapse of the Gate system, and instrumental in
thedefense of the core worlds against the Aurorans. These ships

were made to last; the spaceframe itself is compartmental
and

component-based, and, like the Leviathan, it is virtually

indestructible. Don't count on this protecting you on the
bridge,

though. Bad shields, good armor and brutal Impact Drive

Assemblies (hence IDA) are all trademarks of this keel.

Requires: Capital Ships License, Heavy Weapons License,
Missile

Weapons License, Requires you to register EV Nova

Ship Stats:

Speed:200

Accel:275

Turn:30

Shields:525/11

Armor:750/0

Guns:4 (max)

Turrets:4 (max)

Space:117 tons

Cargo:250 tons

Fuel:2 jumps

Length:180m

Mass:650 tons

Crew:100

Cost:750000

AI Type:2 (Brave trader)

Strength:300

Deionize:15

Max Ion.:150Buy Random:80%

Hire Random:50%

compare variant statistics

Notes:

The IDA Frigate is an excellent choice for traders that want to
have some ass-kicking power while

being able to run the profitable (but rather dangerous) Gefjon
run. Good shields and armor, plus

decent weaponry and speed, combined with the huge cargo hold
make this a good ship for the low

price.

Survival Guide: Shipyard: Fighters & Warship
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Kestrel back to top

Only two examples of this dark and menacing ship are known

to exist. This one was discovered floating near a wormhole
at

the farthest end of known space, and was subsequently

salvaged and reconditioned by a collector of exotic
starships

before being put up for sale. The only other known Kestrel
is

privately owned. Leading scientists theorize that these
mystery

ships somehow entered our galaxy from a parallel dimension.

Ship Stats:

Speed:350Accel:500

Turn:45

Shields:1500/100

Armor:1500/50

Guns:6 (max)

Turrets:4 (max)

Space:170 tonsCargo:50 tons

Fuel:8 jumps

Length:150m

Mass:700 tons

Crew:1

Cost:50000000

AI Type:3 (Warship)

Strength:400

Deionize:80

Max Ion.:500

Buy Random:100%

Hire Random:0%

Other Info:

Armament:4 Medium Blasters (129), 2 Hellhound Missile Launchers
(435) + 10 Hellhound Missiles

(436), 2 Fusion Pulse Turrets (150), 1 Pirate Viper Bay (218) +
2 Pirate Vipers (219), 1 Thunderhead

Lance (217)

Outfits:

Other AI Behaviors:Inherant Fuel Generation, Shows Percent
Armor, AI Ships Replenish Ammo

AvailBits:

AppearOn:

OnPurchase:b8888

OnCapture:b8888

OnRetire:

Notes:

It's the Kestrel. Depending on your flying style, this is one of
the best ships in the game. This is a ship

of style, there is no doubt (for those of you who don't know,
the Kestrel is a ship from the original

Escape Velocity; click herefor more information). My only advice
to you is to have fun flying it. ;)
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Shipyard: Freighters

There are lots of different freighters in Nova. They come in all
shapes, sizes, prices, and vary in how they

should be used. From the tiny Cargo Drone to the massive
Leviathan, here they are.

Ships here are listed by how the game classifies them; for
example, the Starbridge, while a capable warship

is a freighter when used as an escort.

[ Cargo Drone| Shuttle| Heavy Shuttle| Asteroid Miner| Star
Liner| Terrapin| Pegasus| Leviathan]

Cargo Drone back to top

The Cargo Drone is an inter-ship and in-system cargo

transportation droid. It has a very simple Lebowickz-Huffman

neural net, little turning ability and absolutely no shields.
In

war-torn systems these inoffensive craft are usually the first
to

be scrapped in a big firefight... not because they are
deliberately

targeted, but because one stray shot will total them.

Ship Stats:

Speed:400

Accel:200

Turn:20

Shields:20/2

Armor:20/0

Guns:none

Turrets:none

Space:0 tons

Cargo:10 tons

Fuel:2 jumps

Length:4m

Mass:10 tons

Crew:0

Cost:2000

AI Type:1 (Wimpy trader)

Strength:1

Deionize:1

Max Ion.:3

Buy Random:0%

Hire Random:95%

compare variant statistics

Notes:

You can't buy it, only hire it. It's cheap. It's cheap for a
reason.

Shuttle back to top

Sigma Shipyards first produced this simple in-system shuttle

over two hundred years ago, and the basic keel design hasn't

been changed since. The shuttle has only enough power for

three jumps, a single light blaster and a tiny shield
generator;

enough to protect against micrometeoroids but a few direct
hits

by even a light blaster will cause real problems for this
craft.

Ship Stats:

Speed:400

Accel:500

Turn:40

Shields:30/10

Armor:30/0

Guns:2 (max)Turrets:none

Space:11 tons

Cargo:10 tons

Fuel:3 jumps

Length:8m

Mass:15 tons

Crew:1Cost:10000

AI Type:1 (Wimpy trader)

Strength:2

Deionize:1

Max Ion.:5

Buy Random:35%

Hire Random:40%

compare variant statistics

Notes:

Not much to say; this is the first ship you're ever given. It's
pretty bad. Get out of it and into

something better (like a Heavy Shuttle) as soon as you can.

Survival Guide: Shipyard: Freighters
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Heavy Shuttle back to top

Based on the keel of the Sigma Shipyards Shuttle, the Heavy

Shuttle is half again the length of the original model and has
the

capability for an extra hyperspace jump over that of the
older

design. The simple jump engines limit the amount of extra

cargo it can carry over and above what the older shuttle
can,

but that one extra jump is main reason the Heavy Shuttle has

all but displaced the shuttle in most systems.

Ship Stats:

Speed:390Accel:485

Turn:39

Shields:45/10

Armor:45/0

Guns:2 (max)

Turrets:none

Space:15 tonsCargo:15 tons

Fuel:4 jumps

Length:12m

Mass:25 tons

Crew:2

Cost:17500

AI Type:1 (Wimpy trader)

Strength:3

Deionize:2

Max Ion.:7

Buy Random:35%

Hire Random:40%

compare variant statistics

Notes:

A whole lot better than the standard Shuttle, the Heavy Shuttle
boasts enhanced shielding and armor

and a slightly higher jump capacity, but more importantly, a
larger cargo capacity. These extra tons

can come in handy if you have to transport a few passenger
groups and their luggage, in addition to

your freight shipment.

Asteroid Miner back to top

Asteroid mining has been the staple method of gathering

materials since the time of the construction of the Kane
band.

Dr. Harbhajan Singh of the University of Mumbai first came
up

with a basic robotic craft designed to latch onto an asteroid
and

maneuver it close to a planet for processing. Today's
Asteroid

Miners are manned by a crew of six and are the backbone of

the resource gathering efforts of the Federation and the

Auroran Empire.

Ship Stats:

Speed:300

Accel:200

Turn:35

Shields:100/15

Armor:40/0

Guns:6 (max)

Turrets:none

Space:37 tons

Cargo:100 tons

Fuel:6 jumps

Length:30m

Mass:90 tons

Crew:6

Cost:150000

AI Type:1 (Wimpy trader)Strength:20

Deionize:6

Max Ion.:35

Buy Random:90%

Hire Random:0%

Other Info:

Armament:4 Asteroid Mining Lasers (270)

Outfits:1 Asteroid Scoop (271)

Other AI Behaviors:Has Afterburner at High Combat Ratings, Shows
Percent Armor, AI Ships

Replenish Ammo

AvailBits:!b424

AppearOn:

OnPurchase:OnCapture:

OnRetire:

Notes:

The Asteroid Miner is a good enough ship for mining asteroids,
with it's 100 tons of cargo space, but

mining just isn't profitable enough (in my opinion) to warrant
getting this ship. It's not a bad escort,

however.

Survival Guide: Shipyard: Freighters
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Star Liner back to top

Interstellar tourism took off when the Hypergate system was

instituted (particularly from Earth, which benefits from quick
and

easy transport from surface to orbit via the Kane Band). The

mainstay of the industry is a fleet of vessels bearing a

remarkable resemblance to the luxury liners of pre-Band
times.

A typical complement of crew and passengers is about three

hundred. The ships themselves are speedy through hyperspace,

and have mild shielding for protection against asteroids and
to

enable them to get close to some o f the more spectacular

phenomena.

Requires: Capital Ships License

Ship Stats:

Speed:200

Accel:350

Turn:35

Shields:650/75

Armor:150/0

Guns:2 (max)

Turrets:none

Space:46 tons

Cargo:120 tons

Fuel:12 jumps

Length:30m

Mass:150 tons

Crew:300

Cost:500000

AI Type:1 (Wimpy trader)

Strength:40

Deionize:10

Max Ion.:100

Buy Random:80%

Hire Random:0%

compare variant statistics

Notes:

A pretty cool ship, both in looks and in functionality, this
isn't a bad ship to get. When you get it, youcan begin running
charter missions to various places, which can be quite profitable.
Somewhat slow,

however, so make sure you purchase some upgrades so you're not
pirate food.

Terrapin back to top

The aptly named Terrapin is the mainstay of the Federation's

small traders. While ugly as sin, and about as fast as its

namesake, the Terrapin carries one whole standard cargo pod

segment. This huge cargo capacity for such a small vessel

makes it a ripe target for pirates and Auroran raiders. They

usually travel in "gaggles" with hired escorts, but sometimes
a

lone trader on his last monetary legs will try to journey
alone.

Ship Stats:

Speed:175

Accel:250

Turn:35

Shields:225/15

Armor:75/0

Guns:2 (max)

Turrets:1 (max)

Space:23 tons

Cargo:125 tons

Fuel:4 jumps

Length:25m

Mass:175 tons

Crew:4

Cost:150000

AI Type:1 (Wimpy trader)

Strength:20

Deionize:8

Max Ion.:50

Buy Random:90%

Hire Random:60%

compare variant statistics

Notes:

Another medium freighter, it's 125 tons of cargo space can come
in handy for escort work.

However, if you're looking at getting one for yourself, you'd be
better off getting a Star Liner instead.

Pegasus back to top

In the war against the Vell-os, many of the old cargo
carriers

were wrecked beyond repair, and the shipping houses whose

livelihood depended on them faced financial ruin. A solution
was

found by a young engineer named Eyeya Soyahc, who realized

that a Leviathan was too big to be destroyed utterly. Thus
he

organized teams to salvage the enormous cargo rings from the

floating hulks. These rings were repaired and retrofitted
with

engines. The design was such a commercial success that it
was

adopted in its own right, and is now manufactured by many

worlds.

Survival Guide: Shipyard: Freighters
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Requires: Capital Ships License

Ship Stats:

Speed:150

Accel:150

Turn:25

Shields:400/22

Armor:110/0

Guns:1 (max)

Turrets:1 (max)

Space:40 tons

Cargo:1000 tons

Fuel:7 jumps

Length:100m

Mass:2000 tons

Crew:10

Cost:2000000

AI Type:1 (Wimpy trader)

Strength:75

Deionize:20

Max Ion.:175

Buy Random:30%

Hire Random:20%

compare variant statistics

Notes:

This a great ship to have as an escort, as it's 1000 tons can
help turn a huge profit with commodity

trading. I wouldn't want it as my own ship, however, as it's
painfully slow, and is just begging to be

pirated.

Leviathan back to top

The Leviathan is probably the biggest ship you will ever
see.

There are only a few hundred of these giant freighters in

existence, for two reasons. Firstly, only the biggest

corporations could afford them, and secondly, the actual
ship

itself takes 20 years to build. Most Leviathans are actually
closeto 600 years old. Many were even active while the gate
system

was still operational, and have been handed down through the

generations, from hereditary ship's master to ship's master.

Most were retrofitted with jump engines when the technology

became available.

Requires: Capital Ships License, Requires you to register EV

Nova

Ship Stats:

Speed:100

Accel:50

Turn:10

Shields:450/7

Armor:150/0

Guns:8 (max)Turrets:8 (max)

Space:20 tons

Cargo:4000 tons

Fuel:8 jumps

Length:500m

Mass:10000 tons

Crew:20Cost:12000000

AI Type:1 (Wimpy trader)

Strength:100

Deionize:25

Max Ion.:250

Buy Random:45%Hire Random:35%

compare variant statistics

Notes:

A huge ship, with an equally large cargo capacity, these ships
are best to simply raid for cash and

cargo. As escorts, they are just too expensive: they hold 4x as
much cargo as a Pegasus, but cost

6x as much.

Valkyrie back to top

Those in the know (particularly "Hypergate Monthly") have

described the Valkyrie as 'the last of the great gas
guzzlers.'This trim ship employs ancient liquid-fuelled reaction
rockets

instead of Thorium-based nuclear engines. For all her
ancient

design, however, the Valkyrie still looks and moves like a

top-of-the-line in-system sports racer. Like the evergreen

Porsche Starscreamer before her, the Valkyrie never quite

seems to go out of style.

Requires: Heavy Weapons License, Missile Weapons License

Ship Stats:

Speed:450

Accel:500

Turn:40

Shields:400/20

Space:50 tons

Cargo:20 tons

Fuel:5 jumps

Length:25m

AI Type:2 (Brave trader)

Strength:200

Deionize:20

Max Ion.:100

Survival Guide: Shipyard: Freighters
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Armor:120/0

Guns:5 (max)

Turrets:1 (max)

Mass:150 tons

Crew:4

Cost:350000

Buy Random:80%

Hire Random:50%

compare variant statistics

Notes:

An overall great ship to have, the Valkyrie is perfect for
almost any role it needs to play. It's cargo

capacity is large enough to allow you to run a few cargo
missions at the same time, but it's defenses

(and offenses) are good enough to allow you to win in the
occasional fight (my girlfriend completed

the Auroran storyline in a Valk).

Starbridge back to top

The Starbridge is a relatively new concept in ship design, in
a

Federation where ancient traditions are the rule. This
vessel

channels power straight from a Thorium Nuclear Furnace into
its

large impulse drives, bypassing life-support and even jump

engines. Ancillary power is then provided by turbines
mounted

behind the engines. This design provides very accurate
control

of thrust, and great power in normal space. The single

drawback is that the turbines must be very strong, pushing
the

price up by a large margin.

Requires: Heavy Weapons License, Missile Weapons License,

Protective Technologies License, Requires you to register
EVNova

Ship Stats:

Speed:400

Accel:550

Turn:50

Shields:430/64

Armor:135/0

Guns:4 (max)

Turrets:2 (max)

Space:66 tons

Cargo:30 tons

Fuel:5 jumps

Length:20m

Mass:98 tons

Crew:2

Cost:600000

AI Type:2 (Brave trader)

Strength:250

Deionize:30

Max Ion.:200

Buy Random:50%

Hire Random:30%

compare variant statistics

Notes:

I prefer this ship over the Valkyrie, but only because of the
style points it has. This is just a cool ship.

It has great stats, and can be used as a warship to take out
much larger vessels (pirating pirates is

fun and profitable). I usually go straight from a Heavy Shuttle
to a Starbridge.

Mod Starbridge back to top

The Starbridge was the state o f the art when it was first

released nearly two decades ago, but the latest version
leaves

it for dead. Improved engines and turning capabilities, as well
as

vastly increased offensive and defensive systems, ensure
that

this ship is on the wish-list of nearly every freighter captain
in

the galaxy.

Requires you to register EV Nova

Ship Stats:

Speed:450

Accel:620

Turn:55

Shields:465/68

Armor:185/0

Guns:6 (max)

Turrets:2 (max)

Space:77 tons

Cargo:20 tons

Fuel:7 jumps

Length:20m

Mass:125 tons

Crew:2

Cost:750000

AI Type:2 (Brave trader)

Strength:280

Deionize:40

Max Ion.:230

Buy Random:50%

Hire Random:0%

compare variant statistics

Notes:

It's a Starbridge, but better. Not only does this ship just
plain look meaner, what with the big friggin'

guns on the side, but it is also enhanced in practically every
way. The Mod Starbridge Class E is the
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most powerful civillian ship you can get in the game.
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Shipyard: Pirate

All Pirate ships, with the notable exceptions of the Manticore
and Carrier, are specially modified versions of

other commercial ships. While more expensive, they are better
than their "clean" versions, and are that

much more dangerous, both as your ship/escort and as your
foe.

[ Viper| Argosy| Thunderhead| Enterprise| Valkyrie| Starbridge|
Manticore| Carrier| The Unrelenting

Viper back to top

As soon as Comara released the Viper frame on the general

market, a few shiploads of frames were bought up by
notorious

pirate shipwright Olaf Greyshoulders. He and his crew have

totally refitted the shell, and the familiar shape of its
advanced

armor plating hides a wealth of minor and major improvements

to the basic idea. But, as with all Greyshoulders upgrades,
there

is a hefty price to pay for the improved model. It's up to you
to

decide whether it's worth it.

Ship Stats:

Speed:500

Accel:800

Turn:70

Shields:60/12

Armor:40/0

Guns:3 (max)

Turrets:none

Space:14 tons

Cargo:15 tons

Fuel:3 jumps

Length:7m

Mass:10 tons

Crew:1

Cost:110000

AI Type:4 (Interceptor)

Strength:65

Deionize:8

Max Ion.:44

Buy Random:95%

Hire Random:65%

compare variant statistics

Notes:

Heavier than most fighters, it's still a Viper. A few quick
shots of your blasters should disable it, and

allow you to resell it for a pretty little penny.

Argosy back to top

How the advanced Heraan Argosy fell into the hands of pirate

shipwrights is a matter of hot debate in some circles. The
story

that the ship dealer spins for you maintains that the plans
were

snatched during a daring hit-and-run raid several years ago.
The

truth of the matter is that Aurorans can be bribed, as can
all

humans throughout the galaxy. Senginar Hmel, the noteworthy

shipwright, has been brutal with the original design spec,
and

sadly much of the original beauty of the lines of this ship
has

been destroyed, performance boosts aside.

Ship Stats:

Speed:260

Accel:375Turn:30

Shields:230/19

Armor:315/0

Guns:5 (max)

Turrets:2 (max)

Space:44 tons

Cargo:30 tonsFuel:5 jumps

Length:30m

Mass:150 tons

Crew:10

Cost:250000

AI Type:2 (Brave trader)

Strength:225

Deionize:20

Max Ion.:235

Buy Random:60%

Hire Random:35%

compare variant statistics

Notes:

This is a very fair light freighter with heavy defenses.
Although certainly not a killer, it can defend itself

against most light attacks quite admirably.
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Thunderhead back to top

Never underestimate the abilities of pirates to hot up ships
that

are already way too overpowered. The Pirate Thunderhead gets

around the problem of trying to soup up its engines by
simply

adding one more. Speed and acceleration both benefit from
this

procedure, and the Pirate Thunderhead is an awesome vessel.

Good value for money.

Ship Stats:

Speed:475

Accel:625Turn:50

Shields:125/10

Armor:210/0

Guns:5 (max)

Turrets:none

Space:46 tons

Cargo:10 tonsFuel:4 jumps

Length:12m

Mass:15 tons

Crew:1

Cost:425000

AI Type:4 (Interceptor)Strength:150

Deionize:12

Max Ion.:55

Buy Random:95%

Hire Random:70%

compare variant statistics

Notes:

The very definition of a heavy fighter, the Pirate Thunderhead
is a dangerous adversary in close

combat, and the various variants' missiles can do some serious
damage as well.

Enterprise back to top

The Enterprise has been a favorite of pirates for a hundred

years or more. With a modular framework based so closely

along the lines of the IDA Frigate (note the drive-train),
the

Enterprise is a joy to hotrod. This model sports several

improvements, including both Federation-style shielding and

Auroran railguns. Truly a must-have for the privateer on the

move.

Requires you to register EV Nova

Ship Stats:

Speed:210

Accel:210

Turn:25

Shields:400/19Armor:645/0

Guns:4 (max)

Turrets:3 (max)

Space:115 tons

Cargo:225 tons

Fuel:5 jumps

Length:55mMass:255 tons

Crew:35

Cost:700000

AI Type:2 (Brave trader)

Strength:325

Deionize:25Max Ion.:275

Buy Random:95%

Hire Random:65%

compare variant statistics

Notes:

Want a good heavy-duty freight vessel that can hold it's own in
a battle? You got it. Perfect for

exploiting trade routes through dangerous areas, the Pirate
Enterprise is also, of course, an excellent

pirate ship due to it's railguns.

Valkyrie back to top

Pirates and Valkyries have gone together almost since the

Valkyrie was first released. Somehow the hotrodded starship

seems to embody the very idea of a swash-buckling corsair;
so

much so, in fact, that people who fly normal, unmodified

Valkyries get a few sideglances from other spacelane users.

Pirates take great pride in maxing their 'Valks' out, and
most

Valkyries will sport afterburners and custom paintjobs, as
well

as radically altered shield grids. This darkly menacing
custom

convert by Olaf Greyshoulders is no different.

Ship Stats:

Speed:475

Accel:550

Turn:40

Space:57 tons

Cargo:20 tons

Fuel:5 jumps

AI Type:3 (Warship)

Strength:225

Deionize:25
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Shields:410/25

Armor:130/0

Guns:6 (max)

Turrets:2 (max)

Length:25m

Mass:150 tons

Crew:4

Cost:500000

Max Ion.:125

Buy Random:90%

Hire Random:60%

compare variant statistics

Notes:

My personal preference for an escort ship (upgraded to IV), as
their long range and devestating

attacks work very well. Beware these ships in combat if they are
in the upper levels; lower levels are

breezes to take out, but IIIs are much more difficult, and IV
are insanely fast and armed to the teeth.

Starbridge back to top

The Starbridge commonly in pirate service is relatively
unaltered

from its base design. There are a few reasons for this, but
the

primary one is that the Starbridge makes an excellent pirate

ship as it is! Also, a good many... 'privateers' were

consulted about the vessel's design during the planning
stage,

and they feel that their comments have in some way helped

shape this graceful keel. Most Starbridges used by pirates

haven't had their engines tweaked much, but they do have

more powerful guns than normal.

Requires you to register EV Nova

Ship Stats:

Speed:410

Accel:560

Turn:50

Shields:440/59

Armor:140/0

Guns:6 (max)

Turrets:1 (max)

Space:64 tons

Cargo:20 tons

Fuel:5 jumps

Length:20m

Mass:98 tons

Crew:2

Cost:725000

AI Type:3 (Warship)

Strength:275

Deionize:35

Max Ion.:220

Buy Random:80%

Hire Random:45%

compare variant statistics

Notes:

Fast and furious, the Pirate Starbridge is a formidable foe, and
a great ship to fly. Fast enough to be a

serious contender against fighters (in speed -- in firepower it
is just too good), that same speed

makes it a major thorn in the sides of capital ships.

Manticore back to top

The Manticore is the most terrifying vessel that pirates
have

ever used. Built from salvaged Leviathans (just don't ask
where

they got them from), the Manticore's primary offensive
weapon

is the 'Crown of Thorns', a ring of modified Rauther Ion

Cannons. This ring is fully independently targetable, and
can

easily disable large ships, while being accurate enough not
to

shred smaller vessels.

Requires you to register EV Nova

Ship Stats:Speed:200

Accel:300

Turn:30

Shields:500/40

Armor:850/0

Guns:8 (max)

Turrets:4 (max)

Space:307 tons

Cargo:500 tons

Fuel:7 jumps

Length:100m

Mass:1750 tons

Crew:120

Cost:12000000

AI Type:3 (Warship)

Strength:425

Deionize:30

Max Ion.:225

Buy Random:50%

Hire Random:30%

compare variant statistics

Notes:

Fear the Manticore... this is a hard core ship, no matter how
you look at it. All of the variants are

dangerous, and nice and powerful, boasting heavy missiles,
fighters, or railguns, not to mention the

Crown of Thorns. Take your pick, it'll be a hell of a fight no
matter what. :)
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Carrier back to top

Hrunyir Greyshoulders, father of Olaf, crafted the Pirate
Carrier

60 years ago as a tool to aid in the suppression of worlds
for

ransom. This terrifying weapon mounts tubes for EMP
torpedos,

the most devastating explosive known (and banned by all
space

treaties, even between the Aurorans and the Federation).
Olaf

started work on a second carrier 20 years ago, and it is now

reaching completion. He is still hunting for a buyer with
enough

cash and few enough scruples to buy it.

Requires you to register EV Nova

Ship Stats:

Speed:200

Accel:275

Turn:30

Shields:725/8

Armor:825/0

Guns:6 (max)

Turrets:4 (max)

Space:421 tons

Cargo:75 tons

Fuel:4 jumps

Length:490m

Mass:1850 tons

Crew:220

Cost:15000000

AI Type:3 (Warship)

Strength:475

Deionize:20

Max Ion.:240

Buy Random:40%

Hire Random:25%

compare variant statistics

Notes:

If you thought that the Manticore was something to be weary of,
you'll flip when you see an angryPirate Carrier come down heavy on
you. All of the variants are insanely dangerous. Thankfully,
these

ships aren't quite that fast, but with their fighters and wide
range of missile weapons and railguns,

keeping a safe distance is rather hard to do.

The Unrelenting back to top

This ship isn't available for purchase, you are given it during
the

Pirate mission string when you work for the Association.

Ship Stats:

Speed:235

Accel:275Turn:35

Shields:975/20

Armor:1125/0

Guns:8 (max)

Turrets:6 (max)

Space:903 tons

Cargo:100 tonsFuel:6 jumps

Length:490m

Mass:1850 tons

Crew:220

Cost:0

AI Type:3 (Warship)

Strength:575

Deionize:75

Max Ion.:400

Buy Random:0%

Hire Random:0%

Other Info:

Armament:2 Quad Light Blaster Turrets (133), 4 Pirate Viper Bays
(218) + 4 Pirate Vipers (219), 2

EMP Torpedo Tubes (175) + 8 EMP Torpedos (176), 4 200mm Fixed
Railguns (173), 3 Hellhound

Missile Launchers (435) + 21 Hellhound Missiles (436), 4 Heavy
Blaster Turrets (132), 2 Pirate

Thunderhead Bays (284) + 2 Pirate Thunderheads (285)

Outfits:1 Pirate Jammer (248), 1 Exotic Ships & Weapons
License (265), 2 Solar Panelss (228), 2

Marine Platoons (227)

Other AI Behaviors:Has Afterburner at High Combat Ratings, Shows
Percent Armor, Ship Uses

Standoff Tactics, AI Ships Replenish Ammo

AvailBits:

AppearOn:

OnPurchase:b8888

OnCapture:b8888

OnRetire:

Notes:

The Unrelenting is another one of those ships that can claim to
be the best in the game, but it all

depends on the pilot's flying and fighting style. It's got a
great base armament, but enough expansion

room that you can make it all the deadlier.
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More information on the Pirates:

Contact the Government Embassy

Visit the Shipyard

Access the Mission Computer

< EVula's Lair// Survival Guide// EVN Shipyard//
Pirate>

[ Games| Humor| -Forums-| Opinions| Misc.]
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Shipyard: Polaris

Polaris ships are superior to the ships of every other group.
Their weapons are powerful, their shields are

high, the speed is incredible... the mighty Polaris don't want
to be messed with, and the certainly have the

firepower to enforce that desire. :)

Notes:Many of the variants of Polaris ships include cloaking and
tunneling organs. "Cloak detected" ships a

pretty much just a standard one with a cloak, so they aren't
included.

[ Sprite| Cambrian| Manta| Striker| Zephyr| Dragon| Arachnid|
Scarab| Raven]

Sprite back to top

One of the Tre'pira's greatest achievements was the
exquisite

timing and scheduling control required for efficient use of
the

giant Cambrian. There are times, however, when it's simply
not

feasible to divert a Cambrian from its course to pick up a
rush

job, or a small load of goods. Thus the Sprite takes up the

shortfall; going in where the Cambrian can't fit, getting
the

smaller loads of cargo, ferrying cargo from the huge
freighters

to stations and planets, and all the other little tasks that
the

Cambrians simply aren't suited to.

Ship Stats:

Speed:300

Accel:300

Turn:20

Shields:300/25

Armor:40/0

Guns:1 (max)

Turrets:none

Space:0 tons

Cargo:500 tons

Fuel:8 jumps

Length:100m

Mass:1500 tons

Crew:5

Cost:500000

AI Type:1 (Wimpy trader)

Strength:100

Deionize:45

Max Ion.:150

Buy Random:100%

Hire Random:100%

compare variant statistics

Notes:

Not much to say. It's the Polaris light freighter.

Cambrian back to top

This immense vessel is the Polaris counterpart to the
Leviathan.

Plying its way through hyperspace via massive Etheric Wave

hyper-engines (mounted as part of its bio-organic skin in
its

nose and tail), the Cambrian transfers huge amounts of raw

materials for the construction of new worlds and the upkeep
of

old ones. These ships are usually assigned to a particular
caste

for a period of twenty years or so before rotation, but
these

timetables are quite flexible, and reflect the Polaran distaste
for

inefficient bureaucracy.

Ship Stats:

Speed:250

Accel:200

Turn:20

Shields:675/45

Armor:75/5

Guns:1 (max)

Turrets:none

Space:0 tons

Cargo:3500 tons

Fuel:12 jumps

Length:475m

Mass:6000 tons

Crew:15

Cost:2500000

AI Type:1 (Wimpy trader)

Strength:175

Deionize:60

Max Ion.:300

Buy Random:100%

Hire Random:90%

compare variant statistics

Notes:

The Polaris heavy freighter. Nice and big, these ships hold a
lot of cargo.
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Manta back to top

A pilot in the Nil'kemorya comes of age at 16. It is then that
he

meets the Manta that will be his fighter and personal
transport

for as long as he lives, no matter how far he advances in
rank.

Grown from a DNA sample taken from the pilot when he was

initiated into the Nil'kemorya, the Manta will bond with him in
a

very personal way. These fighters are not only swift and

powerful, they are also the most 'alive' of the Polaris
ships,

having approximately the same level of sentience as smart

dogs. It incorporates a potent bio-organic laser into its nose
as

its only weapon.

Ship Stats:

Speed:590

Accel:1075

Turn:100

Shields:100/45

Armor:50/20

Guns:1 (max)

Turrets:none

Space:30 tons

Cargo:15 tons

Fuel:4 jumps

Length:10m

Mass:8 tons

Crew:1

Cost:250000

AI Type:4 (Interceptor)

Strength:250

Deionize:45

Max Ion.:150

Buy Random:100%

Hire Random:10%

compare variant statistics

Notes:

A very nice fighter, you'll find this ship to be quite deadly
when you get swarmed (or get to be the

one that is ordering the swarming). VERY fast, too, which makes
them great for quickly striking your

enemies.

Striker back to top

When the Polaris first settled on Kel'ar Iy, they arrived in
ancient

Deimos-class spacehulks and a myriad of smaller ships. They

had no weapons, exhausted first-generation hyperdrives and

generally little to recommend themselves. As the Polaris'

well-founded civilization granted them new technologies,
they

began building cybernetic ships which were a combination of

mechanical and biological components. The first ship to be
built

like this was the Striker. It serves as a long range scout and
as

a first line of defense against intruders.

Ship Stats:

Speed:330

Accel:600

Turn:70

Shields:600/60

Armor:300/8

Guns:2 (max)

Turrets:1 (max)

Space:72 tons

Cargo:20 tons

Fuel:10 jumps

Length:50m

Mass:90 tons

Crew:2

Cost:1000000

AI Type:4 (Interceptor)

Strength:375

Deionize:60

Max Ion.:300

Buy Random:100%

Hire Random:9%

compare variant statistics

Notes:

This is like a bigger badder Manta. It is also one of my
favorite ships, due to the fact I came damn

close to taking out a Fed Carrier all on my own in one. If that
doesn't tell you how much this little

craft kicks, I don't know what would.

Zephyr back to top

The Zephyr was originally designed specifically for use with
the

cloaking organ. Naturally, such a design meshed well with
the

requirements of the Mu'hari to interact and fly amongst the

peoples of other nations, so they added design
specifications

until the final version of the Zephyr was born. It is a
versatile

little craft, falling somewhere between the categories of
fighter,

freighter and gunboat without falling short in any way.
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Ship Stats:

Speed:400

Accel:500

Turn:60

Shields:185/32

Armor:750/40

Guns:2 (max)

Turrets:1 (max)

Space:83 tons

Cargo:50 tons

Fuel:12 jumps

Length:50m

Mass:90 tons

Crew:2

Cost:9000000

AI Type:4 (Interceptor)

Strength:400

Deionize:45

Max Ion.:300

Buy Random:0%

Hire Random:0%

compare variant statistics

Notes:

The next step up from the Striker, the Zephyr is another capable
ship. Once armed with the Cloaking

Organ, the Zephyr will phase in and out of sight when it is
getting beat, thus prolonging it's life as an

escort or creating an even bigger thorn in your side.

Dragon back to top

The Dragon is a strange ship by Polaris standards, but a
much

more conventional weapon than their other creations. The

Dragon's main biological component is the self-repairing
skin

that also acts as an etheric wave hyperdrive. Apart from
that,

most of the ship is conventional, if somewhat high-tech. It

mounts twin wraithii cannon as its standard weapon, and has

excellent speed and agility. It is the only Polaris vessel sold
to

outsiders, and then only to trusted friends of the Polaris.

Ship Stats:

Speed:325

Accel:450

Turn:50

Shields:450/20

Armor:225/10

Guns:2 (max)

Turrets:1 (max)

Space:65 tons

Cargo:50 tons

Fuel:10 jumps

Length:50m

Mass:100 tons

Crew:10

Cost:1100000

AI Type:3 (Warship)

Strength:375

Deionize:60

Max Ion.:300

Buy Random:100%

Hire Random:20%

compare variant statistics

Notes:

This is a very nice medium-range warship. Not fancy in any one
area, it's just kinda nice all around. If

you are looking for a good Po laris ship to get for yourself,
though, pass this one on by.

Arachnid back to top

Like all Polaris vessels, the Arachnid starts out as a metal
frame

with internal components. It is then suspended in a vat of

amniotic fluid which begins to grow an organic shell around

those components. Eventually the two intermesh so well that
it

is difficult to pick the mechanical from the biological. In
battle,

the Arachnid's main weapon is an organic-based Capacitor
Pulse

Laser that is grown during this phase and which runs from a

fusion generator. The generator itself is installed after
other

construction is complete, and Arachnids do not leave the

shipyard without one.

Requires you to register EV Nova

Ship Stats:

Speed:300

Accel:450

Turn:60

Shields:825/68

Armor:480/20

Guns:2 (max)

Turrets:2 (max)

Space:117 tons

Cargo:25 tons

Fuel:12 jumps

Length:165m

Mass:650 tons

Crew:10

Cost:2000000

AI Type:3 (Warship)

Strength:600

Deionize:75

Max Ion.:450

Buy Random:95%

Hire Random:7%

compare variant statistics
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Notes:

A very nice ship indeed. Very fast, very powerful, the Arachnid
is more powerful than some of the

best ships for the other governments. And it looks cool, too.
:)

Scarab back to top

The mighty Scarab is the last line of defense for the
Polaris

people. Only a handful of the vessels have ever been

constructed, and they mount the most devastating ordinance

that the Polaris can produce. Two pulse lasers
provideshort-range firepower, while a polaron emitter in the
front

mandibles fires a packet of coherent energy dubbed the
Polaron

Torpedo. This ship is capable of taking on entire fleets by
itself,

and has done so on occasion. However, there are pitifully
few

of these proud ships, and the defense of Polaris Space is a

heavy burden on their shoulders.

Requires you to register EV Nova

Ship Stats:

Speed:250

Accel:410

Turn:50

Shields:940/39

Armor:565/20

Guns:4 (max)Turrets:3 (max)

Space:247 tons

Cargo:100 tons

Fuel:10 jumps

Length:200m

Mass:700 tons

Crew:20Cost:7000000

AI Type:3 (Warship)

Strength:900

Deionize:90

Max Ion.:600

Buy Random:95%Hire Random:6%

compare variant statistics

Notes:

Ah, the Scarab, another favorite of mine. Look at it, it's just
fun to look at. Once you throw a couple

of upgrades onto it, it'll be fast enough to take out fighters
with ease.

Raven back to top

This ship is a behemoth. Sliding through the ether with an
ease

that belies its enormous bulk, the Polaris Raven is a vision
of

glory and terror. It dwarfs the massive Scarab in both size
andfirepower; it is, simply put, the most powerful weapon

humanity has ever constructed. The Raven utilizes twin
Etheric

Induction engines for sublight travel. These devices simply
suck

the fabric of space-time in the front, and squirt it out the
back.

If one of these engines should ever stop suddenly, the
graviton

effects would cause the momentary formation of a black hole.

Requires you to register EV Nova

Ship Stats:

Speed:225

Accel:350

Turn:40

Shields:1800/40

Armor:900/20

Guns:7 (max)

Turrets:5 (max)

Space:358 tons

Cargo:200 tons

Fuel:15 jumps

Length:1200m

Mass:1200 tons

Crew:30

Cost:10000000

AI Type:3 (Warship)

Strength:1350

Deionize:105

Max Ion.:800

Buy Random:80%Hire Random:0%

compare variant statistics

Notes:

Boo-yah. The Raven is a mighty ship, equipped with all sorts of
cool toys for you to tear throw

enemy ships with. Another benefit of this ship is the fact that
it has tons of expansion room. This is

also an inertialess ship, which can take a little getting used
to.
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Contact the Government Embassy

Visit the Shipyard

Check out the Outfitter

Access the Mission Computer

< EVula's Lair// Survival Guide// EVN Shipyard//
Polaris>

[ Games| Humor| -Forums-| Opinions| Misc.]
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Shipyard: Rebellion

The Rebels of Nova, much like their counterparts in the first
EV, have to use heavily modified ships, such as

the Viper (which is also used by the Feds, Pirates, and
civillians). However, all of the ships have gotten

impressive upgrades in shields and weaponry, and are just as
dangerous as any other vessel out there.

[ Viper| Lightning| Thunderhead| Valkyrie| Starbridge| IDA
Frigate| Destroyer| Dragon]

Viper back to top

With the rapid development of space flight, it was inevitable
that

sports (particularly racing) would come to fruition sooner
rather

than later. Power Sled racing stood up to the challenge. A
few

intrepid hot-rodders noticed that one particular sled, the
Viper,

took very well to a bit of extra weight in the form of armor
and

armament. With a little engine tweaking, these modified
Vipers,

designated F-23, were selected by the Federation as the

mainstay of their fighter wings. This Viper was appropriated

from Federation stocks on an unnamed supply world.

Ship Stats:

Speed:500

Accel:900

Turn:80

Shields:70/24

Armor:40/0

Guns:3 (max)

Turrets:none

Space:19 tons

Cargo:10 tons

Fuel:4 jumps

Length:7m

Mass:10 tons

Crew:1

Cost:120000

AI Type:4 (Interceptor)

Strength:65

Deionize:11

Max Ion.:44

Buy Random:95%

Hire Random:80%

compare variant statistics

Notes:

While not as fast as it's Federation counterpart, the Rebel
Viper is stronger than the Fed or Pirate

versions. The Light Gunboat variant is the strongest Viper
available, being a quite capable dogfighter,

while other variants are, more or less, blaster fodder.

Lightning back to top

The unusual design of the Rautherion Lightning was destined
to

have its inner working probed by the famous ship designer

Donald Chick. Due to the relative youth of the design,
Donald

has left it mostly untouched until the vehicles have had time
to

"shake down," preferring to augment rather than tweak. Thus
it

is that this machine is mostly as you'll find it off the
production

line, bar a few standard upgrades added to "round her out,"
as

Donald puts it.

Ship Stats:

Speed:530Accel:750

Turn:60

Shields:200/30

Armor:60/0

Guns:7 (max)

Turrets:none

Space:37 tonsCargo:20 tons

Fuel:4 jumps

Length:10m

Mass:20 tons

Crew:3

Cost:300000

AI Type:4 (Interceptor)

Strength:80

Deionize:15

Max Ion.:75

Buy Random:90%

Hire Random:70%

Other Info:

Armament:4 Light Cannons (438), 2 Radar Missile Launchers (136)
+ 10 Radar Missiles (137)

Outfits:

Other AI Behaviors:Fast Jumping, Always Has Afterburner, Shows
Percent Armor, Ship Swarms, Can

Be Targeted By Point Defense Systems, AI Ships Replenish
Ammo

AvailBits:b130

Survival Guide: Shipyard: Rebellion
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AppearOn:!(b332 | b148)

OnPurchase:

OnCapture:

OnRetire:

Notes:

Better than a Viper, the Lightning fits the role of "medium
fighter", right between the Viper and the

Thunderhead, quite well. It is very fast, and has a heavy enough
armament to make it dangerous in

small packs, and down right deadly when in larger groups
consisting of multiple types of ships.

Thunderhead back to top

Once more Donald Chick has taken out his toolkit and

hydrospanners to churn out a masterpiece of adaptive

engineering. The Rebel Thunderhead, another triumph, isn't
far

removed from its antecedents, but fixes a few of the more

glaring defects. While the engines have remained relatively

unchanged, the Rebel Thunderhead features greater armor and

shield protection for many of the more vital systems, making
it

a more useful craft for decisive strikes.

Ship Stats:

Sp




                        

                                                    
LOAD MORE
                                            

                

            

        

                
            
                
                    
                        Related Documents
                        
                            
                        

                    

                    
                                                
                                                                                              
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            EVN EDUVISIÓN

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                                                                                                            
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            Indoor evn floor lights

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                                                                                                            
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            BN Shipyard provides maintenance, repair and overhaul for...

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                 
                                                                                               
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            Evn 2010 Korraldajatele

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                                                                                                            
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            ABG Shipyard Mitra- ABG.pdf · ABG Shipyard

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                                                                                                            
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            EVN Ноември 2017 ЖУРНАЛ

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                 
                                                     

                                                
                                                                                              
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            Operation manual EVN 3.0H and EVN 3.0H NC Dust vers 1.01 ...

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                                                                                                            
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            Evn Monopoly

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                                                                                                            
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            KM 367-20201229170523 - EVN

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                 
                                                                                               
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            EVN Smart Grid Plan

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                                                                                                            
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            EVN Vision - JIVE

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                                                                                                            
                                    
                                        
                                            
                                                
                                            
                                        

                                        
                                            1 Safe Shipyard Practices Program (S2P2) Repairing Ships...

                                            
                                                
                                                    Category: 
                                                    Documents
                                                

                                            

                                                                                    

                                    

                                

                                 
                                                     

                                            

                

            

        

            



    
        
            	Powered by Cupdf


            	Cookie Settings
	Privacy Policy
	Term Of Service
	About Us


        

    


    

    
    
    

    
    
    

    
    
    
    
    
    















