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GREETINGS, CITIZENS!

For the second

month in a row,

we're releasing a

Work In Prog-

ress report on

the same day

that the ship

is released.

Last month it

was the Banu

Defender; this

month it's the

Aegis Eclipse. This is

actually more of a chal-

lenge than you might imag-

ine. Putting the article together,

while not easy (we might go into why a WIP article is
generally a significant undertaking in some future issue),
is something I've learned how to tackle, after 50+ issues.
But we don't release a WIP article before the ship itself is
released, and there are lots of reasons why a ship release
might be delayed at the last minute. And while | can put
together a WIP article, it becomes a much tougher task if |
have to start Thursday at noon to pull together a replace-
ment article in time to make a Friday evening deadline.

Therefore, when we met to plan the last couple of month’s
contents, | can't say | was relaxed about pushing our luck,
even when Ben assured me that the Defender and Eclipse
would release as scheduled. What persuaded me to give
it a shot was that we found a replacement topic that we
could actually implement at the last minute. At this point
(around midnight Thursday), | think we're good to go with
the Eclipse. All systems are go for the ship release tomor-
row, which means | expect all our faithful readers to be
happily enjoying the Spectral Eclipse tomorrow evening.

Our Portfolio this month examines Ascension Astro, one
of the chief contributors to the success of the Eclipse,
while we travel to the Banu system of Gliese for another
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APPROXIMATE STATISTICS

Length ~22 Meters

The ship has been discussed to be approximately the size of

a Gladiator. For maximum compatibility it should be able to
fit inside an Idris, so should be 25m wide max.

Mass 17,000 Kg

Being an advanced stealth ship, the size and shape of the
ship is kept to a smooth, minimalist nature, which will also
help keep its weight down a little.

Crew 1
This is a single seater bomber.

Engines 2

Twin engines, as they would produce less heat together
than one larger engine. A central torpedo bay also would
restrict the ability for it to have one engine.

Thrusters 8 x Joint
4 x top, 4 x bottom with two top and bottom on the front,
and two top and bottom at the rear.

Power Plant 1 Small
The ship was suggested to run with small components,
which should help to keep its signature down.

Weapon Hardpoints 2 x Size 2 Weapons

Ballistic Gatling weapons to be used for short, brutal en-
gagements. However, the Eclipse is not a dogfighter and
isn't armed for protracted engagements. Weapons should
fit inside the wings and have flaps open during flight/use.

Missile Hardpoints 3 x Size 9 Torpedoes
Three size 9 torpedoes are stored inside the ship. A central
hatch similar to the Retaliator's opens for them to be fired.

Shields 2 x Small (front/back)

The ship is lightly armoured, relying on its stealth capabili-
ties for quick, precise strikes

Armour Small

As above. However its armour should have enhanced scan-
ning/detection reducing properties similar to the Hornet
Ghost.

METRICS & TEMPLATES

Animation Templates

Seat template

o AEGIS Avenger-style dual flight stick setup
Enter/exit animation for the ship

e Ladder (side cockpit), Same as the Avenger Warlock
Enter/exit animation for the seat + ship

e Avenger Warlock entry/exit

Ship Components

Components that need to be accessible behind walls or
floor panels, or have the interior built around them:

1 Small (0.5m x 0.75m x 0.5m)

2 Small (0.25m x 0.75m x 0.25m)
1 Small (0.75m x 0.5m x 0.375m)
2 Small (0.5m x 0.75m x 0.5m)
None

1 Small (0.5m x 0.75m x 0.5m)

1 Small (0.5m x 0.5m x 0.5m)

1 Small (0.5m x 0.5m x 0.25m)

Components that don’t need to be accessed but are some-
where on/inside the ship:

o Fuel Tank

o Power Plant

Shield Generators

e Avionics

Coolers

Gravity Generator

e Jump Drive

Life Support
e Radar

1 Medium (1m x 2m x 1m)

Internal fixed weapons:
S2 x2-3x0.625 x 0.625

e Torpedo Bay S9x1(10m x4m x 2.5m)
Contains 3 torpedoes stored horizontally side-by-side
Individual torpedo size 9m x 0.9m x 0.9m
Same torpedo size as the Retaliator

e Ballistic Weapons



Requirements - Cockpit

Accessed via ladder on the nose of the ship like the Aveng-
er Warlock.

Requirements - Wing Weapon Mounts
Weapons stored on interior of the wings; do not gimbal.

Flaps on wings should open during flight so weapon can be
fired.

When closed they should blend in with the rest of the ship's
wing profile.

Requirements - Torpedo Bay

Torpedo by doods ¢
[egachy sl sttt of By

Internal torpedo bay with room to store three Retalia-
tor-type torpedoes

e Torpedo size individually 9.0m x 0.9m x 0.9m

Torpedo bay will be housed in the mid/rear of the ship, the
underside will open, allowing them to be fired out.

Torpedoes will be housed side by side, allowing the ship to
maintain a fairly sleek profile.

Bespoke mount for the hull of the Eclipse
Requirements - Ship Size

Most Stealth ships are considerably wider than they are
long. The Eclipse will be able to have a wingspan only
slightly longer than its length if it is to fit inside an Idris. 22m
x 25m leaves it as long as a Gladiator, and slightly wider.
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Paul J: | spoke to Design and we can
do this: can you give me a version with
4 engines? | think it could cut a really
powerful look.

Paul J: And here's a 3rd one! It's rough. One
thing that has been bothering me slightly is
that the ship shape currently is quite tradi-
tional. What if we worked up an idea some-

thing like this? It could give something quite

unique, with negative space between the
body and the wing (a gap).

Let me know if it makes sense or not. lol

Paul J: Also, can you create a version that's
a bit more moth-like (see top view)?
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Gavin R: I've dropped three
new versions of the Eclipse
in today’s folder. [this page
and next page]

Paul J: Following up our

Skype conversation, action

points:

¢ Take option 8 and inte-
grate some more of the
Sabre influence (vents,
tail).

Provide landed image of
option 7.

Look at height of craft, as it
seems too tall.

PJ to post current options
for CR review
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Paul J (internal review): Aegis Eclipse stealth bomber. Options 1-3 are 1st-pass rough shapes,
using the Avenger cockpit animation template.

Option 4 with folding wings, like this one. Has softer cockpit lines from Avenger mixed with
flatter shapes from Sabre.

Option 5 with flatter shapes and Sabre style cockpit (but adhering to Avenger entry/exit; height
needs to be addressed). Wings also curve down. Also has 4 intakes for 2 engines.

Option 6 with rear spoiler/body work. 4 intakes, 2 engines.
Option 7. 4 intakes, 4 engines version (JC approved). Has a more interesting tail.

Option 8. Has an interesting body overhang; awaiting a version with some more Aegis Sabre
style shapes integrated. 4 intakes, 2 engines.

Option 9 with Sabre parts. My least favorite.
Chris Roberts: | think | like Option 7 the most of all the options.
I think it needs to have the wings fold when it switches from atmosphere to space.

We could also see what it would be like with the Avenger-style cockpit, but I kind of like this
one a bit better.
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Gavin R: I've uploaded a bunch of
renders. |'ve iterated on the previous
version numbers for clarity, so the two
versions we're looking at here are as
follows:

v7.1. Version with four engines on the top
wing. These images are the landed config-
uration, with the cockpit height adjusted to
work correctly. [this page]

v9.1.This is a continuation of the work on
the version with the raised and separated
central fuselage. I've done a bunch of ren-
ders to show the model in a base “stealth”
rough texture [next page], and also a few
renders in a rough colour scheme. [third

pagel

Paul J: Looking cool.
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Gavin R: There are three configurations
covered off here (flight, landed and adjust-
ed wing configuration). [this page and next
two pages]

Paul J: looks pretty darn cool that, Gav. I'll
post for CR review. :)

Paul J (internal review): | think we are

a good place now. The 4 engines plus
variable geometry plus the vertical wing
position for landing and some inspiration
from the Sabre.

Chris R: Looks bad-ass!

| like the 9.2 development — looking very
cool & sleek ...

And Aegis was meant to be an almost-out-
of-business ship manufacturer whose best
days were behind them ... until they hired
Nathan Dearsley and Paul Jones as Chief
Product Officers. :-)

Paul J: Go team! I'll pass on the info to
Gav and keep him rolling.

Geoffrey Coffin, Technical Designer,
F42: | think | preferred the look of the ship
without those holes in the wings. It's nice
to see the inner workings of the wings as
the wings fold up, though.

That aside, it's looking good. :)



ASCIS ESCLIPSE

AEGIS

Nathan Dearsley, Vehicle Art Director: I'm slightly con-
cerned as looking at the shots | can already extract what
pretty much every mesh is from our other ships. Maybe
that's what we are going for, but we run the risk of all
these parts then simply crashing into each other and mak-
ing zero coherent sense. | personally feel it looks more
RSI than Aegis right now. It's extremely lumpy / noisy to
me, with lots of unrefined geometry simply skewed and
crashing into one another, which adds significant time to
our schedule if we are to have scrappy meshes thrown our
way. Will this be getting resolved?

I'm concerned, as from the distance the shots are taken
it just about holds up. Any closer, you'll see construction
problems and from a distance it's already quite noisy,
especially the side profile.

Silhouettes are nice, though.

Are we using a Gladius entry/exit now, or something else?

Landing gear placement on thin profiles also needs con-
sidering (just a heads up). | can see what we're trying to
achieve with the wings resting on the floor, but to achieve
this you will need to start thinking about dampening and
how to get it (moving geometry on parts that touch the
ground of articulating the wing where it is attached to the
main body, similar to how the Reclaimers’ ‘arms’ are).

Paul J (to Nate): Valid points but no need to worry, Nate,
this is just blocking out the forms and we'll solve the
crashing geo. Now that we have a direction that CR is hap-
py with we'll smooth it all out, etc.

It's still the Avenger entry/exit, but the geo is a Sabre hack
job atm.

Landing gear - roger that.

This week, we'll look at the underside, bomb bay and
landing gear, and the lumpy shapes.
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Gavin R: |'ve dropped some updated renders of the
Eclipse into today’s folder. It's still WIP of course, but
I've had a tightening pass on the wings and mecha-
nisms, expanded the landing gear and generally taken
a pass over the whole ship exterior, tightening angles
and aligning surfaces so it has an overall cleaner read. |
think this is really starting to pay off, especially with the
rear/side engines.

Still working up the engine intakes, underside and nose/
top spine section. I've left a gap open at the back show-
ing slightly exposed torpedoes — | think it kind of has a
cool look to it, but | can completely enclose them if you
prefer. The underside is much cleaner now — I'm thinking
it would be easier to work detail in than work it out.

Pushing on with the rest of it now — let me know if I'm
off base with anything!

Paul J: Ok cool stuff, but I'd say that the missiles
should be enclosed (would be a weak point if not). The
underside bomb bay still bothers me, it's just not as
elegant as the top side but not sure yet what we need
to do to alteriit ...
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Gavin R: Eclipse update in today’s folder for you. Still

WIP of course and no thrusters in there yet. Also, more

detailing to go underneath, but there’s core shapes in
there for us to chat about. ;)
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Gavin R: I've uploaded some new images for you to
check out. Quite a bit of blocking and shape tweaks
going on with the cockpit and upper fuselage. | just
wanted to check in and see if you're into the core lines
before | push into complicated cockpit stuff.

< Paul J: Hey Gay, looking cool, but prefer the
simpler shape you had before for the back part; this
gives the eye some rest.

This part of the underside bothers me. >
If we add a shape that mirrors the top side, it might
help ... this is rough but you get the idea.

Gavin R: Cheers Paul, I'll roll it back a bit. ;)

Paul J: Not convinced my underside solution is the
best, but see what you can do.
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Gavin R: I've just dropped some updated ima

today'’s folder. There are a couple of smoothing groups
that are showing up funky in Keyshot, but generally
they're feeling pretty close. Still some bits and pieces
to tidy up with bevels, such as the air intakes, that I'll be
finishing up next. The panel lines have been worked in
and the cockpit’s had another pass with an opening an-
imation with some Gladius DNA in there. No animated
ladder yet, but you can see where it's going.

Paul J: Looking good. Two points:

1. The Avenger cockpit enter/exit anim we supplied
— does that work here and can you show a quick
preview anim?

Can you provide a render of the cockpit interior?
)4
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Gavin R: There's quite a bit of stuff today:

1. Cockpitisin (a mix of Avenger and Saber, with
some new bits — not 100% finished and work still
needed on the dash and center console).

2. Front nose section of ship has been rebuilt and the
angles tweaked. I'm not completely into the profile
of the nose atm — | think | need to give it a bit of
attention to get the shapes cooler.

3. Tweaked ladder/climb areas with character in for
reference and sense-checking.

A this page next page v

4. Alternate wings folded in — two versions. The
second version is rough, but | can make it work
and put some tech in the gap so it's solid from an
engineering perspective. | think | prefer the second
(folded in) configuration — it just feels more tidy
and “real world.” Would it be a push to suggest
two landing variants: the original we had (with tall
wings) for places with a clear overhead, and this
folded one for interiors? That would be pretty cool
and perhaps not a massive animation job?

5. Components are in there now — hopefully the PSDs
showing their location make sense. They are all
accessed from the top side of the ship, except for
the radar unit in the nose.

There's some other bits that have been tweaked and
moved around, but those are the headlines.
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Gavin R: | just wanted to run a rough wing shape
past you before you head off for the weekend. I've
got things in bits over here, but | thought it was worth
blocking out an alternate pass at wing shape to see if
you're into it.

This configuration gives us 8.75m of vertical height
from the floor to the tip of the wing. | thought it might
be a good way to go shape-wise, as it brings the shape
language a little more in line with the Sabre. Is this a
direction you're happy with? Also, would you like me
to take material cues from the Sabre for the next pass?

Paul J: Looks good. Colours, go stealth black with bits
of red.

Gavin R: Will do. Are you thinking mostly matte fin-
ishes like the traditional stealth materials, with fancier
looking accents?

Paul J: Yep, kinda like the Retaliator, Sabre.
Big red intakes. :D
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ASC

ENS

“Only available on Earth and Terra. That's the type of
exclusivity we want,” claimed Candace Cowley in a con-
troversial 2903 interview with the Terra Gazette. Cowley,
who goes by CC, was the public face of Ascension As-
tro, a boutique component manufacturer that found its
start catering to the ultra-wealthy. During the interview,
CC proclaimed that the company preferred to sell their
stealth components solely to an elite clientele, who could
then safely travel throughout the Empire without fear of
being targeted by outlaws or other ‘ruffians.’ She also
bragged about how their two storefront locations, one
in New York and the other in Prime, were invitation-only
establishments with a waiting list months long. To some,
CC embodied the glamorous and outrageous lifestyle
they wanted to live; to others she epitomized everything
wrong with the UEE. Few knew that CC — herself synon-
ymous with Ascension Astro — was but one of the three
founders who catapulted the company from obscurity to
one of the UEE’s most exclusive in just a few years.

NASTRHC

Ascension Astro was founded in 2901 by CC, Kaitlyn
Barwick and Tim Kraft. CC and Barwick had grown up
together. Barwick's father owned a small repair shop in
Shanghai and found four-year-old CC abandoned at a
local transit stop. Similar in age but drastically different in
personalities, the two still became fast friends. As adults,
Barwick married Kraft and took over her father’s repair
shop, while CC got a job as a customer service rep at an
Origin Jumpworks dealership. Thanks to her persistence,
charm and fervent philosophy of only targeting rich
customers, she quickly amassed a lengthy roster of high-
class clientele.

Then the Origin dealership fired CC for referring clients
to Barwick and Kraft's struggling repair shop. CC argued
that her intentions were nothing but honorable and
within the best interests of Origin’s clients, as the services
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she was recommending were not available at the dealer-
ship. Notorious tinkerers, Barwick and Kraft had devised
a way to dramatically reduce the IR and EM signature

of the engines that came standard in Origin ships. With
these high-end ships often being targeted by outlaws and
(even worse) paparazzi, reducing their signature was an
invaluable aid in being able to cruise about unmolested.
Barwick and Kraft's intricate process was effective, yet the
price point for the time-consuming procedure put what
was essentially a custom-built engine out of range for all
but the wealthiest customers.

Following CC's dismissal, Origin attempted to retroen-
gineer the work done by Barwick and Kraft, but couldn’t
quite crack their complicated process. When CC heard
what her former employers were up to, she took a drastic
step and filed a lawsuit against them. Although the courts
eventually tossed out the case, the episode became a
publicity nightmare for the company, so they attempted
to backpedal and offered to hire the duo as consultants.
Barwick asked if CC could get her old job back, but Origin
refused. Loyal to their longtime friend, Barwick and Kraft
turned down the offer. In the midst of all of this, CC had a
realization. If Origin was interested in Barwick and Kraft's
work, then it must be valuable.

Backdoor Pitch

Even though CC built relationships with many wealthy
people while at Origin, she knew approaching them out
of the blue with a business proposal would probably fail.
Instead, she contacted her former clients to notify them of
what she described as her already immensely successful
venture. The “ultra exclusive” mobile modification and
repair service would send Barwick and Kraft directly to a
client’s hangar to perform the complicated work on their
ship’s engine. Since the process only worked on certain
engines, CC had to deftly confirm the person still flew a

ship with the appropriate engine in it.

CC initially offered drastic discounts to entice these
wealthy clients into hiring them; even the rich — especial-
ly the rich — love a bargain. Of course this scheme lost
money, as the parts and labor involved far exceeded the
price tag, but once in the door, CC worked her magic. She
painted the picture of a business so busy she was forced
to turn down new clients every day, then adroitly transi-
tioned the discussion to how what they were doing was
small potatoes compared to what it could be if only they
had the capital to make their own stealth engines.

CC's masterful backdoor pitch worked. Several clients
became intrigued and invested in the operation. Ascension
Astro incorporated in 2901 and a small number of their
stealth engines, designed by Barwick and Kraft, rolled off

a Moscow production line later that year. Some investors
were irate over how few engines were produced, and to
make matters worse, CC gave away a few of those scarce
engines to a select group of new contacts while spending
significant company credits to build a fancy showroom hid-
den down a dingy alley in New York City. The location had
no official Ascension Astro sign, only a comm channel to
be used to set up appointments. For the first three months,
anyone who contacted them was instructed to check back
later since they had no available appointments.

But the stealth marketing campaign was a success. The
few who were gifted engines happened to be the most
braggadocious people CC knew. Other elites, not used
to being denied what they wanted when they wanted i,
flooded the comm channel with appointment requests.
When Ascension Astro actually sold a few engines, they
did so at exorbitantly high prices, and sold out immediate-
ly. As the next run was manufactured, the company again
claimed that they had no available appointments and re-
fused to take preorders. When the second run was ready,
the engines were sold at an even higher price.




Going Nova

Of course, CC's shrewd marketing ploy could only work
more than once if the product was good. Fortunately,
Barwick and Kraft were as skilled in their way as CC was

in hers; the engines were as outstanding as CC claimed
them to be. The couple avoided any high-level discussions
about the company, preferring to spend time perfecting
their engine design and tinkering with ways to repeat their
successful signature reduction technique on other compo-
nents, and leaving targeted sales techniques and network-
ing opportunities in CC’s hands.

Meanwhile, CC continued to hone Ascension Astro’s public
image. She refused to do any traditional advertising, argu-
ing that it would tarnish their reputation by making them like
any other brand. Instead, she enticed (and perhaps bribed)
gossip columnists to report on her partying at trendy estab-
lishments with their elite clientele. CC did what she needed
to ensure "Ascension Astro” made the column’s copy.

Privately, Barwick and Kraft worried about CC's increasing
obsession with her new lifestyle, but couldn’t argue with
the results. Their stealth engines were named by multi-
ple publications as “The Must-Have Ship Component of
2903." That same year Ascension Astro opened a second
storefront in Terra, just as low-profile as their New York
showroom, and CC gave that now infamous interview to
the Terra Gazette. CC had suddenly become a celebrity
CEO; beloved by some and loathed by others ... until the
following year, when she vanished from the public eye.

Expansion & Maturation

At first some assumed CC's disappearing act was another
clever marketing ploy. Then a few publications began to
ask what had happened to her when her absence became
months long. Meanwhile, industry insiders realized that

Ascension Astro had begun to adopt more traditional
practices. They opened more locations and eliminated the
need to schedule an appointment to visit the store. They
also significantly expanded their production capacity, and
ran actual advertisements for their engines. Their initial
marketing campaign was shockingly bland, though it
winked at the reputation CC had established. It featured a
generically wealthy family comfortably enjoying a journey
aboard their 890 Jump under the company’s still-used tag
line “Enjoy the Journey.”

Whenever questioned about CC, Ascension Astro repre-
sentatives simply asserted that she was still involved with
the company. Most industry experts assumed that she had
been ousted from power. That misconception was cleared
up in 2908 when CC returned to the public eye to promote
her memoir, Something from Nothing. Although the book
chronicled her search to find the parents that abandoned
her at that Shanghai hub, she also went into great detail
about her part in the rise of Ascension Astro, and how a
growing dependence on drugs and alcohol, combined
with crippling bouts of depression, ultimately forced her to
reduce her role in the company. She praised Barwick and
Kraft for their stewardship of Ascension Astro, and after
revealing that she had failed to locate her birth parents,
declared that they were the only family she needed.

Today, CC maintains a position on the company masthead,
but spends much of her time overseeing charities she's es-
tablished to help orphans across the UEE. In the absence of
her unconventional marketing and sales methods, Barwick
and Kraft transitioned to a more traditional business model
and expanded the company'’s suite of stealth components.
They now encourage the purchase of a complete comple-
ment of upgrades to ensure better security while flying,
driving home the point to their wealthy target audience that
a stealth engine can only do so much to conceal a ship's
signature if other systems are running hot. Ascension Astro
continues to thrive under their steady hands.
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This month we sat down with our partners at Turbulent in Christian Savard: Fullstack dev.
Montreal to discuss Spectrum — what it is so far, and what is

still to come. It’s definitely an upgrade, but it's also definitely Edern Talhouet: Art Director. I'm working on the web design "

a work in progress. As you can read below, they have lots of / Ul design of several projects here at Turbulent, including
plans for the future of communications (of all sorts) in and Spectrum (and the Starmap last year). )_})
around the ‘'verse.

Phil Rajchgot: I'm a front-end developer, but also doing a bit |
JdP: To help with introductions, what is your job title and (if it a of back-end here and there lately. 1":‘

5 : .
st glegrfrom the title) whato )euldef by Turbulent: Benoit Beausejour: CTO. Oversee the design, engineering

Roger Cyr: Fullstack developer (I do both back-end and and deployment of Spectrum.

front end\Rrogramming) Kaitlyn Lovatt: Producer/Project Management , working on

"“ Victor Bonnet-Millé: 'm a QA Intern at Turbulent, working multiple CIG projects.
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JP: And what is Spectrum?
(Assume | an totally igno-
rant, which is not always
far from the truth.)

Edern T: Spectrum is

a communication tool

for Star Citizen players,
including chat lobbies and
forums.

Benoit B: Spectrum is
meant to be the commu-
nication platform for Star
Citizen, allowing for all
sorts of communication
methods (rich chat, fo-
rums, voice) within the uni-
verse, but also outside the
game world via mobile
and web. It effectively is a
bridge between the game
world with the real world.

JP: What is rich chat?

Benoit B: It's a chat that includes embedded media links
(automatically fetching remote images, for example) as
well as reactions, emojis, autocompletion of people’s
names and mention notification.

Victor B-M: Spectrum is a way for the players to closely
follow the development of Star Citizen, interact with the
CIG dev team, and manage their organisation’s forums
and chat lobbies.

JdP: Does it include the in-game and out-of-game sales pag-

es? Am | using Spectrum when | pledge for a new ship?
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Victor B-M: No, as Edern said, it's mostly a communication
tool, so no sales pages — but sales announcements, Q&A
threads, and Ask a Dev forums are included.

Phil R: Its purpose is distinct from a lot of the functionality
of the main site, like the store, but any discussions relat-
ed to anything happening on the site will certainly be in
Spectrum.

Kaitlyn L: If you were about to pledge for a new ship, you
might use Spectrum to ask questions to the Devs about
the ship, or discuss it in general with other community
members.
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JP: How about the in-game articles and other lore? Is that
now part of Spectrum? Sounds like that isn't part of it, ei-
ther. (But those articles do have commenting enabled.)

Benoit B: No, lore and posts and sale page are not related
to Spectrum.

Kaitlyn L: The articles are not a part of Spectrum, but they
could easily spark a forum thread in Spectrum.

Victor B-M: Or be discussed with the Loremakers on the
Ask a Dev section of Spectrum.

Benoit B: Spectrum is more about player-to-player
communications, not only CIG-to-players. :) It's all about
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enabling ways for players to interact with each other and
with other orgs.

JP: At this point, | think | could make decent guesses for the
answers to my next question, but let's go ahead and make
it definite. How have each of you been involved in devel-
oping Spectrum?

Victor B-M: | just arrived in early March, but so far I've
helped the dev team with bug hunting, | gather the feed-
back about Spectrum every day, and | repeat it during our
meetings

Roger C: | currently do front-end development on it,
focusing on improving the
overall user experience.

Edern T: | worked on the

design part, defining the

overall design style of the
app and the layout of the
interface (with our UX de-
signers). Basically, my job
is to make sure Spectrum
feel great. :)

Christian S: I've mostly
focused on the editor and
rendering of messages,
in both the forum and the
lobby.

JP: What do you mean by
“rendering of messages”?

Christian S: Dealing with
how to handle mentions,
emojis, and inline styling.

3;
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Phil R: | started around
September working on
the dark and light themes,
and integrated a good
chunk of the designs into
the actual site. | got in-
volved more deeply in the
development of various
features as time went on.
I've had my hand in a bit
of everything.

JP: What are dark and light
themes?

Phil R: Dark and light
themes are what you see
when you flick that little
switch in the settings
dropdown. They're color
schemes.

Benoit B: |'ve been in-
volved in the Ul/concept/
design, but also the
software engineering design. | was directly involved in the
Search systems, real-time connected back-ends and the
overall application code infrastructure.

Kaitlyn L: Benoit has done an excellent job of leading the
team, and my typical project manager role is not neces-
sary as the team is really self-sufficient. Most of my in-
volvement with Spectrum is bridging communication with
CIG as the project develops. The team develops features
quickly and in an organic way.

JP: Obviously, there was a forum system already for Star
Citizen. Why did we want a new one? How does this im-
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prove what we already had?

Benoit B: The previous forum system could not be easily
extended to provide forums for orgs. One of the main de-
sign challenges (and system challenge) we have to tackle
with Spectrum is that each feature we build for the Star
Citizen public community we also make available for play-
er organizations. This means that Spectrum is also power-
ing real-time chat and forums for every organization.

In order to also have a solid integration with the game,

we needed to build systems with which the game could
interact. This was not simple or desirable with the previous
forum engine.

1EHIND |

IIHHH!I'H-]#




PR

-

L — . >

Edern T: We designed Spectrum with the full picture in
mind. From the design point of view, Spectrum is more
future-proof than the old forums and chats, with a more
modern and responsive interface for mobiles and tablets.

JP: Benoit, what do you mean by a system with which the
game could interact? Do you mean the game itself might
post a forum note, or send a chat message to a player who
isn't currently logged on?

Benoit B: Yes. Spectrum will power all in-game chat lob-
bies, both those that are within the universe but also those
that are outside the universe. This allows you to commu-
nicate with friends who are not playing currently on their
mobile. Having this as a design goal meant that we need-
ed to be able to control multiple aspects of the UX but
also aspects of the data that the messages are built with,
so we can display them in-game.

Phil R: The feature set still has a little way to go, but over-
all the new system we've built allows for a more dynamic
experience, like real-time updates and chat. Also avoca-
dos and eggplants.

JdP: I'll bite — avocados? Eggplants?
Kaitlyn L: It's an emoji used by the community.

Phil R: When Spectrum launched there was a never-end-
ing deluge of eggplant emojis in general chat. It was
pretty nuts.

Kaitlyn L: Avocados relate to the “evocati,” our pool of
community members who test the game (and Spectrum),

and the eggplants ... kinda became the Spectrum emoji.

JdP: Does Cloud Imperium have access to all the chat lob-
bies and chat threads, even the organization ones and the
ones outside the universe? Do | need to be careful about
what | say?
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Kaitlyn L: CIG has access to all the general chat lobbies
and chat threads. Just like in the previous forums their are
moderators who check for misuse (vulgar language, hate
talk). CIG really uses Spectrum as a means to connect with
the community and listen. Since the community is partic-
ipating in the development of the game, it's important

their voice is heard.

Phil R: Staff/mods don't have access to join and read
private organizations’ chat lobbies or forums. There is a
content flagging system currently in place for forums (that
we might add to chat as well), but it's really intended for
severely abusive content. As long as nothing is flagged,
mods won't see anything.

Victor B-M: Org forums and chats are moderated by the
org leaders, not by the CIG mod team.

JP: So the private threads stay private unless someone flags
a blatant misuse, and even then, it's generally the org that
deals with problems, not CIG?

Phil R: As of right now any flagged content will be visible
to CIG staff, but we're still considering different aspects
of how that process works. It might be that once we add a
moderation queue to empower private org mods/staff to
handle it themselves, that we no longer need to have as
much oversight. Ideally we'll eventually have a separate
report type to escalate it so that CIG is aware, and the re-

maining report types will just go into the org’s mod queue.

JP: It seems like the in-game/out-of-game functionality won't
be fully realized until we have a persistent universe that is
persistently running — correct? Or is it in use already?

Victor B-M: Correct. Spectrum is not yet implemented in-
game. (The current plan is to have it in one of the next few
updates.)

:
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JP: What else can | do that | couldn’t do before with Spec-
trum? Or what can | do better, now that it's up and running?

Phil R: The integration with the game will definitely evolve
as the game itself evolves. Right now it's mostly limited

to in-game presence visibility, but once we have a game
overlay with voice comms built in and we see a few more
game development iterations, things should start to get
really interesting.

Benoit B: Part of the strategy we took with Spectrum was
to get it into the hands of players very early in the process
so we could iterate with player feedback along the way.
Since February, players have had access and now use
Spectrum day-to-day for normal communications even
though these do not yet bridge to the game.

Victor B-M: Now you can chat with your orgmates in your

own chat lobbies and have access to your own org forums.

The old forums were public forums; now we have public
and private forums (so now every org can have its forum
without learning PHP or setting up a forum online).

Spectrum is easy to configure and will be integrated
in-game, with voice comms. So it’s a big plus for all the
organisations that had to configure a PHP forum, have a
Discord or Teamspeak, and have a Website. Spectrum is
all these things at once.

Edern T: Spectrum is an all-in-one tool, where players had
to use multiples services before.

JP: | have the impression from what we've said so far that
the two primary aspects/goals have been crossing the
in-game/out-of-game communication barrier and duplicat-
ing all the functionality for organizations. Is that somewhat
accurate, or are there other primary goals that I'm over-
looking?
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Roger C: Spectrum is truly integrated to the web platform, ¢
unlike the old forums which were basically duct-taped on =«
top of it.

Victor B-M: Yes, it's accurate! In-game/out-of-game com-
munication and all in one app is what we aim for.

Phil R: Enhancing immersion, too, once the in-game over-
lay is ready.

Kaitlyn L: What we have discussed is the layers of voice
communication — being able to access different voice
channels, based on where you are in the game, or how
you coordinate with other players. For example in big
multi-crew ships, there could be a general voice channel
giving the crew instructions, but also a separate per-
son-to-person channel with just two senior members of
the crew.

JP: Ah, so there might be a general command voice chan-
nel, but also a channel just for key officers?

Kaitlyn L: So in some places the captain might talk di-
rectly to the crew manning a turret, and in some cases he
would make ship-wide announcements.

JP: Being able to use Spectrum to construct my org’s web-
site is great. If | have a website guru in my org, how much
will she be able to customize our Spectrum-based site?

Edern T: Organisations can have their private space on
Spectrum, with chats lobbies and forums. They can cus-
tomize a set of rules on how players can interact with each I
other in the forum, for example, and they can customize
the avatar/logo image and the main banner of their org’s
Spectrum page.

™

Phil R: Org landing pages are something we've discussed,
but we're still thinking about the actual implementation.
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Kaitlyn L: One hot topic at the moment is nested vs.
chronological threads. Let's start by discussing the differ-
ent thread types.

We were tasked with creating essentially two types of
forums, chronological (also known as classic) and nested.
Both types of forums have their benefits, and they really
have two different functions.

Chronological is for longer, thoughtful discussions that
have a long life and get contributions over a longer peri-
od of time.

Nested threads are for shorter, quick types of discussion
that die out faster.

One of the biggest challenges for Edern and the rest of
the team has been a design that works with both nested
chronological threads. In particular, how to identify what
you've already read when you return to a forum.

JP: How did you resolve that challenge?

Phil R: It's always a matter of signaling a piece of informa-

tion so that it's easily noticed and intuitive, without over-
whelming the design and making it too busy, with lots of
elements competing for attention.

Edern T: Btw we still iterate on that subject.
Phil R: Yeah, it's a work in progress.

Kaitlyn L: There has been a bit of clash in terms of prefer-
ence: nested vs chronological. Our original intention was
that the right forum discussion (nested or chronological)
would be chosen by the OP when a thread was created.
However, we quickly discovered that users nearly always

started a thread with the default setting (which right now is
nested) and didn't think in depth about the type of discus-

sion they wanted.
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JP: Can a thread be converted from one type to the other,
or is the type locked in once it's begun?

Victor B-M: It's locked.

Phil R: Initially we had designed the thread types as
distinct kinds of discussions that you would choose from
the outset, to shape how a discussion would play out. But
we're currently playing with giving users the power to
choose how they want to view a particular thread accord-
ing to their preference.

JdP: In theory, it seems like switching from one to the other
would be straightforward, but it sounds like it's not at all a
trivial process.

Kaitlyn L: It's not an easy task to give users control over
how a thread is displayed once it's been created.

Phil R: We still have some experimentation and observa-
tion to do to see if it harms the progression of threads and
makes it difficult to follow the conversation, but for most
cases it seems like it'll work pretty well. And it's always nice
to have options.

Victor B-M: We initially saw the Nested vs. Chronological
as a discussion type, but we finally saw that users want it as
an user preference, so we are thinking about implement-
ing that.

Edern T: Since Spectrum is a new tool, based on modern
technologies, and a design style (flat design) that is simple
enough ... it allows us to quickly design new features and
improve the user experience on existing ones.

For example, for the different kind of threads (nested/clas-
sic), we are able to quickly test internally if it's a good idea
to give that power to the user, or if it will break the layout
of the discussion.
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Edern T: It's still an open discussion, and we will be able
to test it live.

Phil R: It required some work because they were really
intended as separate entities, but we've made the code
more generic so that the two view modes are fairly inter-
changeable now. At this point it's mostly a question of
usability and how it affects the flow of threads, which is
something that we're still exploring.

JdP: Is this something other forums have, or are we breaking
new ground?

Victor B-M: We will first push this to PTU for our Evocati

VIEW MODE TOGGLE
'WORK IN PROGRESS

How likely are you going to hire random
crew members?

Siwr Cmyen Wideo \
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and Spectrocati Testers, and if we are pleased with the
results, we will push it live.

Edern T: Old forums are usually chronological. A few are
nested.

Kaitlyn L: It's breaking new ground, in my understanding,
but maybe you guys have come across it in other plat-
forms?

Victor B-M: Nope, new grounds for me, hence the prob-
lems we encounter with people understanding how to
handle it.

Phil R: It's something | haven't seen anywhere up until
now, but the internet is a big place.

JdP: It sounds neat, and | can see myself toggling
between the two modes, just to decide which mode
makes a particular thread easier to follow.

Kaitlyn L: What is cool about the nested/chrono
debate is that this is a perfect example of how the
community is involved in the development. We
didn't simply produce the product and that was the
end; we gathered feedback from the community. We
noted not everyone was happy with it, and it seems
like a view mode could be the answer.

JP: Yall mentioned that before — what’s “view mode”?

Kaitlyn L: In this case, view mode gives you that
toggle ability, to switch between the two.

Edern T: It's the ability to change on the fly a nested/
chronological layout.

JdP: If you can make this work (and it seems like you're
getting there), | predict that it will be the wave of the
future.
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Kaitlyn L: The team still needs to test the end result
on how the conversation flows (or doesn't flow) when
switched, but it's a potential solution.

Phil R: Well, we'll see. It's never wise to put the cart before
the horse. :P

Kaitlyn L: It really complements Spectrum. The team built
a lot of customization features into Spectrum, and view
mode is certainly a similar goal.

JP: What other neat, new features does Spectrum have?
What are some of the other customization features that we
haven't discussed yet?

Kaitlyn L: Giving players the ability to control how they
view and interact in Spectrum. The light/dark theme op-
tions is a perfect example.

Also, the ability to arrange communities and bookmarks.

Phil R: We're almost ready to push some updates about
how tags work out the door. Up until now, they've most-

ly functioned as a filtering utility, but when this goes live
you'll be able to bookmark a particular tag in your sidebar,
which'll allow you to see when new threads appearin a
category, with a bit more granularity than was previously
possible.

Kaitlyn L: It seems every time a new feature is added, it
gets an additional week of work tacked on to ensure that it
is customizable to the user.

Phil R: There's also a setting for mods to make tags man-
datory when posting a new thread in a particular forum
category, so that there won't be any "generic” discussions
going on in that category.

JP: Give me an example of how tags will work.

Phil R: Tags will work almost exactly as they do now, but
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will be given more of a first-class status in the forums.

So previously if you were in the Announcements cate-
gory, you could filter threads to see only “Patch” related
posts, but you couldn’t be notified specifically when a
new “Patch” thread was posted. Subscriptions and book-
marks were only at the category level. Now, you'll be able
to bookmark the “PTU" tag in General and you'll see the
bookmark light up in the sidebar when a thread is posted
with that tag. You'll also be able to subscribe to receive

notifications when new threads are posted using a tag.

JdP: So a tag will be something like “Banu” or “Glaive” or
“trade orgs”? And you tag a new thread that you start, so
that other players will have an idea about your post?

Edern T: It will now be possible to bookmark a tag. For
example in the Shipyard, a user will be able to bookmark
a specific ship, so he will have an unread notification for
every new discussion about it!

Phil R: The Shipyard is one place where this'll be a big
help, since players can choose which ships they want
updates about. We're going to be spinning Shipyard into
its own forum group, with a category for each manufac-
turer, and a tag for each ship within that manufacturer’s
category.

JP: Only the first post in a thread will have a tag, | assume?
Multiple tags in a thread: that way lies madness.

Phil R: The tag is per-thread, and you can think of it as
applying to every post in the discussion. It's just a top-level

grouping.
Victor B-M: We are also giving organisations the possi-
bility of adding more roles. Today we can only assign five

different roles because of the current organisation system,
so it'll really help big orgs.
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JP: When you say only five
roles currently, you mean
(for example) Chief, Lieu-
tenant, Captain, Sergeant,
Worker (and no more than
that)?

Victor B-M: Exactly, today
you can only get five roles:
Chief, Lieutenant, Captain,
Sergeant, Worker.

Tomorrow, you will be
able to have as many roles
as you want: CEO, Chief,
Lieutenant, Captain, Cap-
tain’s Second, Sergeant,
Worker, 1st Class, Pilot,
Admiral, etc. ...

| don't know if we will put
a limit on the number of
roles, but | don't think so.

JP: Kaitlyn, earlier you
mentioned the ability to
arrange communities and bookmarks. What is this?

Kaitlyn L: The tags were introduced as a way to create
subforums without burying threads — all subforums are
accessed from the same point. It also gives a user a quick
scan of which subforums in the general forum have the
most or most recent activity.

On the left sidebar you have access to the Star Citizen

general forum and chat, as well as your org’s chat & forum.

Just beneath that will appear any threads or chat you have
bookmarked. You can drag and drop to re-order these as
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you please. It seems perhaps trivial, but is a small detail in
the overall Spectrum experience.

Phil R: Another simple but nice feature coming soon is the
ability to rename your bookmarks. That should help with
keeping your sidebar organized.

Victor B-M: Another new feature: the friend system and
group chat will be implemented soon, so you will be able
to add contacts via Spectrum (or in-game when Spectrum
will be there) and chat with them.

Phil R: We have some performance optimizations coming
soon as well. We're adding an infinite scroll in the chat
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lobby user lists so that it'll stay light on resources even in
huge chatrooms (#general). And we've been working on
improvements to the first load of the page that seems to
cut down initial load times by about 30%. That should be
nice once it's merged in.

EdernT: It's probably a detail but we will also improve the
layout of the thread list pretty soon, to be easier to read
so the user can quickly see in which post there are unread
comments.

Victor B-M: It's a very cool visual update in my opinion!
Edern T: It will probably be live with the new tag system.

Phil R: Right, almost forgot to mention that one. You'll also
be able to see an inline indicator if any CIG staff members
have posted in a thread.

Edern T: Right. It's one of the new features of the new de-
sign thread list.

Victor B-M: And
thread count has
been requested by
the backers for a
long time now, and
will come back in a
few releases.

JP: “Thread count”?

Victor B-M: A
counter of the num-
ber of threads or
comment you have
made on Spectrum,
and probably on
the other forums
too.

Edern T: We will soon improve the mini-profile — when a
user clicks on an avatar or user name — to include thread
counts. That design is not done yet; we're currently testing
different iterations.

Phil R: That'll come along with a nice facelift in the design.

JP: Sounds like there’s still plenty to look forward to! And
I've kept you from it too long already. Thank you all very

much for your time today, and for all the work you've put
into Spectrum. Any last words before we go?

Victor B-M: You're welcome! Big shout out to the Evocati
testers and the Spectrocati, you guys really help me find-
ing bugs on the PTU and the Live Spectrum!

Phil R: Thanks to everyone using Spectrum, and to those
who give a never-ending stream of helpful and construc-
tive criticism. It's been a great collaborative experience
with the community
so far, and makes
working on Spec-
trum much more
rewarding. And
look forward to
more cool things
soon!

Edern T: Nothing
to add other than
it's a pleasure to
work with everyone
at Turbulent and
CIG on this project,
and with the com-
munity.







offer visitors a drink from their slomaddon, a large ornate
brewing vessel, as part of the traditional deal-making
process. It is recommended that pilots who have sampled
slomaddon wait a few hours before flying, as some of the
ingredients can have a delayed intoxicating effect on Hu-
mans that may not be apparent at first.

TR T TTWET

B i e BVl i b o L =g

i

"




HEARD IN THE WIND

“The only silver lining to Samuel Messer’s terribly brutal time in %
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office was the opening of trade with Gliese and that he ruled fora §
relatively brief eighteen years.” '

- Sydney Kamarck, A Cruel Farewell: |8
B

A Survey of Imperators Before the Fall, 2877 |
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GLIESE CLUSTER
GAMMA

This distant and sparse cluster of asteroids has a danger-
ous reputation and is a viable site only for more experi-
enced miners, thanks to its remote nature and treacherous IR I GEACNE G UEEE RN P Bl ch gt CRE e oE1l
gas pockets. Championship wind up, then you, my friend, have never been to
Lyris. It's like Banu there all live in some amazing alternate uni-
verse where the Jumpers won in '39.”

HEARD IN THE WIND

GLIESE VI

The final stop before leaving the system, this distant and
barren protoplanet is littered with luck offerings left by
new trade soulis before starting their first journey.

- Tobias Dapur, Dapur Tells Da Truth Comedy Special, 2942  "



Episode 1

A high-pitched screech carried across the Falling Sky as the
front door slid open. None of the regulars at this run-down
watering hole noticed the noise or cared. Only Sidney looked
up from her post behind the bar. Still as observant and ener-
getic as most people half her age, Sid needed but a moment
to scan the young man who entered before going back to
work. She’d seen enough.

The kid sidled up to the bar and eyed Vinny, sitting a few
stools down. Vinny took a deep drink and kept his eyes glued
to the vidscreen. When the Crashers were playing, nothing
was more important to him. Definitely not some nervous kid
with 3 wild lock in his eyes.

The kid leaned toward 5id, only to pause and glance Vinny's

way again. Once absolutely certain he wasn't listening, he
muttered, “Tomyris sent me.”

Tomyris was the leader of a burgeoning and ruthless outlaw
pack calling themselves the Cadejo Crew. Sid knew Tomyris
through reputation only, but if this kid thought otherwise,
who was she to wreck his reality? So she smiled to put him
at ease then replied, “How "bout | buy you a drink?”

“Radegast, neat . . . wait, you got Ghosts?”

“Course.” Sid grabbed the bottle of Tevarin rye white whis-
key and poured his drink. The kid took the moment to eye
Vinny again. His nervousness was palpable.

“This is your first run, isn’t it?”

That returned the kid’s attention to her. She set the glass
before him. “Don’t worry, you're doing great.”




The kid gulped down the white whiskey and almost spit it
back out as the burn hit his throat. To his credit, he man-
aged to swallow.

“It’s just,” the kid said as he wiped his lips on the sleeve of
his worn flight suit, “well, you know. It’'s been a crazy day
for me.”

Sid topped him off with a bottle of bootleg moonshine, cer-
tain after the initial burn he wouldn’t notice the difference.

“Tell me about it.”

“Well, it’s done.”

“It?”

“You know,” the kid leaned in even farther and lowered
his voice ’till she could barely hear what he said next, “the
convoy to Behistun.”

Sid’s stomach sank. Immanuelle. All she could manage in
response was, “You're sure it’'s...”

“Yeah . .. | was there.” The kid killed his drink and glanced
to the sataball game. 5id refilled his glass and resisted the
urge to smash him over the head with the bottle.

“So, we good? They said you'll handle phase two, right?”
The kid asked.

Sid forced a smile and nodded. The kid threw back the last
shot and set down the glass.

“Never did catch your name.”
“Devin.”

Sid mentally logged the name. Then said it aloud to imprint
it in her mind one more time.

“You stay safe, Devin.”

The kid smiled and stumbled to the door, suddenly feeling
the effect of the hooch. Sid dissppeared into the office in
the back of the bar. She found Talsa and said she was feel-

ing sick. Talsa sighed sharply, then waved her off without
further inquiry.

Seconds later, 5id slipped out the bar’s back door. She de-
bated following Devin and learning what else he knew, but

in the end decided against it. Right now she needed Cyrus.
Quickening her pace, Sid headed home.

* * *

The constant hum of landing and Iaunching ships filled
the sky as 5id hurried through the streets of Reis. The
city was abuzz with late afternoon activity, as residents

rushed to complete errands before Nexus’ bluish-white sun |

sank over the city’s heavily fortified walls. Most avoided
the streets after dark due to the surging crime rate, but
Sid preferred it then. There were fewer people around to
slow her down.

Sid rounded the corner occupied by Q&0 Aeroservice,
then merged with a scrum pushing their way through

a particularly narrow part of the street. Causing the
bottleneck were a cluster of shacks constructed from
scrapped shipping containers. Inside lived refugees from
outposts overrun by the Vucari. These survivors were
the lucky ones.

The Vucari, one of Lago’s oldest outlaw packs, had grown
back into power and prominence over the previous months.
Led by the newly promoted Master Kraujas, they had
become the biggest threat in the area once again, even
overshadowing the recent nastiness that was the Cade-
jos. Methodically, the Vucari expanded their territory by
overtaking civilian outposts. Anyone who resisted suffered
from their cruelty. Anyone who relinquished all weapons
and possessions was allowed to flee. Most ended up in Reis
with nothing but the clothes on their backs. The crude
shelters, like the ones 5id squeezed by now, were at least
a step up from the broken pavement claimed by most poor
souls who had to sleep on the streets.

I




She continued for a few blocks before ducking down an
alley. The stench of Human waste slapped Sid in the face.
The smell was new, a sign of worsening waste manage-
ment within the citu.

Sid held her breath, and carefully avoided the piles of trash
and strange stains. An outbreak due to poor public sanita-
tion was the last thing Lago needed. People were already
on edge due to the housing shortage and shrinking food
supplies. Sid knew that if Reis slipped any further, all civility
would be shredded. She’d seen it before and she knew
what would happen next.

The Vucari would take advantage of the discord and strike.
Reclaiming Reis was the dream of every outlaw command-
er ever since the UEE forcibly reclaimed the planet in 2931.
Master Kraujas knew such a conquest would establish his
name in history. He also understood that civil instability
was his greatest ally and that crumbling civility would only
make taking the city easier.

Sid slowed at a tall fence made from corrugated metal, her
eyes scanning to insure its integrity. She carefully followed
the fence around the corner until it connected to the back
of a two-story building. She proceeded to the front of the
building and entered a rundown repair shop occupying the
first floor.

A bell chimed as Sid opened the door. Behind the service
counter, shelves of scrap collected dust. Sid ducked under
the counter and crossed the threshold into the workroom
of the shop.

Cyrus dozed in a battered chair behind a desk cluttered
with mechanical parts and electronic components. Sid
nudged her husband’s feet off the desk, startling him
awake. A small drone fell from his lap to the floor.

Cyrus sat forward and took a second, his post-nap haze
still not completely clear. Though Cyrus was still sharp and
nimble, he was sometimes slow to action.

“What you doing back so early?” he asked while scooping
up the dropped drone.

“What good is that bell if you don’t hear it?”

Cyrus waved off the reply as he scanned the drone for
damage. He snagged a small screwdriver and made a few
minor adjustments.

Sid took a deep breath, knowing this next moment might
make everything she feared real. Cyrus sensed the preg-
nant pause and met her eyes.

“What’s wrong?”
“We need to check Immanuelle’s tracker.”

Cyrus took @ moment to process the request before spin-
ning in his chair and tossing the drone on his desk, all in one
swift movement. He briskly typed at his terminal as spare
parts rattled on his desk. He glanced up to see Sid pacing.
Her shoulders hunched forward with anxiety, making her
look every bit her age.

Seconds later, Cyrus began to launch a program he hadn’t
opened in almost a year. It was a backdoor into the geo-
location and biofeedback sensors in Immanuelle’s armor, a
feature of which their daughter was not aware.

Cyrus added it after a Vucari raid had hit her convoy haul-
ing food and first aid to settlements across Lago. She had
spent a week in the hospital afterwards, one of the longest
weeks of his life. Outlaws were growing more emboldened
by the day, but Cyrus knew that wouldn’t stop Immanuelle.
At her age, it wouldn’t have stopped him, either.

Conflicted over what he had done, Cyrus told Sid. In the
ensuing argument, she both chastised and thanked him
for doing it. The two agreed to access the armor’s infor-
mation only if absolutely necessary. Immanuelle had been
on numerous delivery runs on Lago’s contested planetside
since, without incident. This was the first time they had
felt compelled to check it.




Cyrus knew something was terribly wrong without even
having to ask, but he couldn’t sit in silence not knowing for
much longer. “What’d you hear at the bar?”

“Some kid came talking about an attack on a convoy to Be-
histun. He thought | was someone else, so | don’t know how
much | can trust him . ..”

“He had that look in his eye.” She didn’t need to say more.
Cyrus understood.

“Think it’s Vucari again?” he asked.

“Cadejo.”

Cyrus visibly paled. The program finally initialized. He typed
a few quick commands and waited. The terminal pinged and
returned results.

“Well?” wondered 5id, unable to bring herself to face the
screen. Following a few seconds of excruciating silence,

she turned to find Cyrus scanning data. “Is she ok?”

“Uncertain,” he replied carefully.
“What does that mean? Is that thing even working?”

“It was. Until eight hours ago. There’s been nothing since.
There’s a chance —”

“Where?”
“ .. what?”

Sid crossed to the terminal, “Where’d that Iast signal come
from??”

“North, 34 degrees . . . 26 minutes —”

“Not the coordinates.” Sid leaned across the desk and ex-
panded the map’s visible range. The signal came from the
middle of the Platean Plain, about half-way to Behistun.

“That’s Vucari territory, isn’t it? What are the Cadejo doing
there?”

Sid gave it a passing thought; hitting a shipment in enemy
territory violated the honor code many of these outlaw
packs lived by. Then she grabbed her rifle and slammed a
fresh battery in it. “l don’t know and | don’t care.”

* * *

Neither Sid nor Cyrus had the courage to vocalize their
fear about what might have happened to their daughter.
Instead, they simply agreed to find out for themselves.

The two spent the night gathering and prepping their old
gear. They moved furniture and raised floor panels to
access hidden weapon lockers built by Cyrus. The cach-
es were strategically placed throughout their two-story
building so weaspons would never be too far away if out-
laws or ghosts from their past arrived on their doorstep.

In their own words, Sid and Cyrus ran a small security firm
before maoving to Reis. The reality was that they were
in-demand mercs with an impressive portfalio of missions
and a notable number of enemies. It was the life they
wanted until the unexpected occurred.

Immanuelle had never been part of their plan. Sid was

as shocked as Cyrus to discover she was pregnant. The
news floored the couple and forced them to reassess their
life. To both their surprise, they realized that they liked

the idea of expanding their family. Problem was, they had
dodged death far too often and knew it was only a matter
of time before it caught up with them. Immanuelle’s arrival
was a chance to reset and escape the dangers that had
become part of their everyday existence.

When Immanuelle was five they bought this modest
two-story building on Reis. The previous year, the UEE had
wrestled control of Nexus away from outlaw pacts that
had dominated the system for centuries, so the govern-
ment offered sweetheart land deals to entice new resi-
dents. Since 5id and Cyrus had never worked within the
system, they figured it was an ideal place to start fresh
with a8 minimal chance of encountering their past.




Curus converted the building’s ground floor into a repair
shop. His knack for fixing things proved invaluable, as out-
law attacks on supply shipments were common. 5id helped
run the repair shop and raise Immanuelle, but felt restless
until she wandered into the Falling Sky bar. There, a bit

of the buzz came back. She found a piece of her old life
among the mercs who frequented it. So, she taught herself
to make a killer Terra Tornado, convinced Talsa to hire her,
and lived vicariously through the regulars’ stories of Lago’s
untamed planetside.

All the while, Immanuelle remained none the wiser to her
parent’s previous life. It’s not that 5id and Cyrus hid their
past from her. They merely were selective with what they
said, both hoping that the gene of self-endangerment had
skipped a generation.

Still, it didn’t take long for their daughter’s sense of ad-
venture to surface. Before turning ten, Immanuelle had
explored every last nook, cranny and alley in their neigh-
borhood. As a teenager, she often got in trouble for sneak-
ing into the Falling Sky when Sid was off duty to hear the
outrageous and often grisly tales its patrons told. It was
obvious to Sid and Cyrus that their daughter was cut from
the same cloth as her parents.

Cyrus checked ammo clips one by one before sliding them
into his pack, in an effort to get his emaotions in check and
focus on the job at hand. In recent months, he had only
heard passing mentions of Tomyris and the Cadejo Creuw,
but each one had sent a shiver down his spine. Unlike the
Vucari, no one attacked by the Cadejo made it back to Reis.
Rumors swirled that the Cadejos preferred to take peo-
ple alive for use in some sinister ritual. Cyrus didn’t quite
believe the tales, but had seen enough strange stuff in
his day to not completely discount them. At least if true,
he reasoned with himself, Immanuelle might have a better
chance of still being alive now.

Cuyrus slung a duffel bag filled with gear and guns over his
shoulder and carefully carried it downstairs. He dropped
the bag behind the counter with a thud. He drew a deep
breath, surprised by how winded he was, then stepped into
the repair shop.

“First light in forty-five,” he called to Sid. “I'll bring the buggy
‘round back.”

“I'll come help in a few.”

Sid stood at a workbench making adjustments to her
energy rifle while wearing heavy armor sans helmet, her
lucky bandanna holding back her hair. The sight gave Cyrus
pause. She’d always worn light armor in their merc days,
preferring to be fleet of foot over aggressively armored.

A few years ago, she returned from a shift at the Falling
Sky wearing the heavy armor. She scared Immanuelle half
to death by confidently striding behind the repair shop
counter before identifying herself. Sid claimed someone
gave her a good deal on it, and asked Cyrus to work his
magic. She said it might come in handy some day. He never
expected this to be it.

“Going with the heavy, huh? You have a chance to field
test it?”

“Seems as good a time as any,” she replied.

“The effect on your speed and stamina might surp—"

“Hey . . . | thought you were going to get the quad.”

Sid took her eyes off her gun to shoot Cyrus a look. Her
face almost appeared to float amidst the massive armor
around her.

“Fine, but | need to tell you two quick things. One, and I'm
just being honest here, you lock a little ridiculous,” he said
as he headed towards the garage. 5id’s eyes flared with
intensity. “And two, when you put on your helmet, ap-

ply the setting Iabeled with your name. I've already pro-
grammed in your preferences.”




A small smile crept across Sid’s face, the first one Cyrus
had seen since she arrived home. Before she could re-
spond, Cyrus was out the door. The smile was all the reas-
surance he needed to know his world wouldn’t completely
crumble if this mission ended in the way neither of them
dared say.

* * *

Reis sat on Sid & Cyrus’ six half an hour later. The two
shared a look exiting the city’s eastern security check-
point. This was the first time the two had been out on an
assignment since Immanuelle was born.

As they crossed the Mycale Valley, towering gray moun-
tains loomed on the horizon. Being backlit by the slowly
rising sun only made them more ominous and imposing. As
Sid drove, Cyrus calculated several potential routes to
their daughter’s last known location. Transposing it to the
map, he saw that to reach the Platean Plain they would
have to navigate one of the many passes that cut through
the Harran Mountains. He scanned the list, unsure which
one would be the safest.

“The most direct route is through the Datis Pass,” he not-
ed.

“Feels like someone at the bar is always talking about how
that pass is infested with outlaws. Any other options?”

Immanuel had once admitted that crossing this range was
often the most harrowing part of her journey.

“How about the Sargon Pass? That an option? Vinny
swears it’s the safest one heading east.”

“You trust the quy who also swears that asteroid in Nemo
actually looks like a space whale?”

“He can’t be wrong all the time. Just check, ok?”

Cyrus smiled. The lightness of their exchange evaporated
as the intention of their mission again came front and cen-

ter. He scanned the list of potential routes until finding one
through the Sargon Pass.

“It’ll add at least an hour to the trip.” He selected the
route to examine it in detail. “Wait . . . Remember that trip
Immanuelle and | took together say about five, six years
ago?”

“You two still lIaugh about it,” Sid sighed softly.

“Really wish you hadn’t gotten sick the night befare we
left.”

“Me too.”
Silence sat between them.

“Anyways, | just realized we took the Sargon Pass on that
trip.”

“So at least one of us is familiar with it.”

Cyrus nodded. Sid stepped on the accelerator and steered
the quad more southward towards the pass. The buggy’s
suspension bucked under the rough terrain.

Ahead the sun’s rays licked the mountain peaks, finally
providing the range some depth and definition. Cyrus took
a second to admire the view, then returned to worrying
about getting through the pass safely.

* * *

“Why’d you volunteer us for this shite gig again?” Dmitri
drew his thin coat closer to insulate against the cold seep-
ing from the rocks that composed his sniper perch.

“Stay off comms,” Charlie barked back.

A chilly wind whistled through the Sargon Pass. A shiver
worked its way down Omitri’s spine. When it finally fled,
he looked through his sniper rifle scope and scanned the
mouth of the pass, which was still shrouded in dark, early
morning shadows.




He defiantly spoke into his comm again, “This pass is too
narrow for any big fish to take. You're not gonna impress
your new friends by catching any of the minnows that
come through here.”

“The hell | just say?”

For an outlaw, Charlie certainly was a stickler for the
rules, a trait that had only intensified after the two decid-
ed to crew with the Vucari. Dmitri figured it’d be fun to run
with the pack that had come to dominate so much territo-
ry. Meanwhile, Charlie quickly became enamored with the
Vucari’'s master plan to wrest control of Reis away from
the UEE. Omitri merely looked forward to the looting.

Despite their motivational differences, Dmitri and Charlie
were now hunkered down on opposite sides of the Sargon
Pass, hoping to ambush anyone coming from Reis. Dmitri
checked the time, and wondered how much longer it would
take the sun to illuminate the mouth of the pass and more
importantly, provide him a bit of warmth.

Eventually, the sweet lure of a stim felt like his only sal-
vation. Omitri left the sniper rifle in position and slid down
from his perch so Charlie wouldn’t see the vapor. He
removed his helmet and plucked a pack of Kings out of his
pocket. He savored the flavor as the first pull rushed to his
head. It almost made everything all right.

Suddenly, a faint hum filled the air. The sound was subtle
but growing closer. Dmitri scanned the sky to discover a
small drone hovering no more than ten meters away. Some
bugger was spying on him.

Dmitri drew his pistol. His free hand frantically felt for his
helmet but couldn’t find it. He turned to look for it, then
everything suddenly went black.

Distracted by the drone, he never saw Sid slip in close.

She lowered her rifle then hit a few buttons on her mobi.
The drone zipped to her location and landed safely. After
Sid checked the kid’s pulse, she bound his hands and then

searched him out of habit, finding only a half pack of Kings.
He wore a patchwork of clothes and cheap armor plas-
tered with the Vucari insignia.

Climbing up, Sid snagged the sniper rifle from its perch and
hunkered behind a rock formation while inspecting it. The se-
rial number had been filed off and the Vucari emblem crude-
ly etched into its stock. So, the Vucari distributed meager
armor but decent weapons. She made a mental note.

Confident the Vucari hadn’t assigned a single guy to quard
the pass, Sid quickly scanned the other side through the
sniper rifle scope. If anyone else was around, she couldn’t
see them. There had to be at least one, maybe two associ-
ates staked out elsewhere. Until cleared, driving any closer
could be dangerous.

“We’ve got company. Subdued one of them. Going to flush
out anyone left with the drone.”

“I'll come help.”
“Hold position. Don’t know what we’re up against yet.”

Sid launched the drone to survey the pass from above. It
looked clear at first glance. Then she spotted a strange
shape between two big boulders. She slowly lowered the
drone over the location and saw a parked Dragonfly. That
thing only seated two, so that must mean there was one
outlaw left.

Suddenly, the drone’s video feed died. A gunshot echoed
through the pass as the drone fell from the sky. Sid
scrambled to spot the shot’s origin but it was too Iate. Im-
pressive — the shooter needed only a single round to hit it.

A strange crackling sound startled Sid. She spun, weapon
raised, to find no one there. She exhaled, relieved, then
tracked the sound to the outlaw’s helmet Iying on the
ground below. It wouldn’t be long before his compatriot
realized this position has been compromised. She had to
move saoon.




Sid slowly lifted her head with the sniper rifle at the
ready. Gunfire erupted, spraying bullets all around her.
She quickly ducked back to cover, but at least had a bead
on the assailant’s location.

“That you firing?” Cyrus’ voice crackled in Sid’s ear.

“It will be . . . in a few seconds,” she responded while ad-
justing her spot behind the rock.

“I'm on my way.”

“l can handle it.” Sid raised up with the sniper rifle trained
on the spot where she had seen the muzzle flash. No one
was there. More gunshots peppered her location from a
slightly different angle. She hit the deck before gauging
exactly where they came from.

“You get him?”

“Still wasn't me.”

“That’s it.”

“l just need—"

“Something to draw that fire elsewhere.”

Cyrus was right. Plus, it had only been small arms fire.
That wouldn’t do too much damage to their ride.

“Fine. Show yourself but don’t venture too far up. For all
we know, the entrance could be lined with explosives.”

Hidden not far from the pass, Cyrus stepped on the ac-
celerator. The buggy lurched forward. It felt a bit jumpy
to him, and he made a mental note to look at it once
home.

Meanwhile, Sid circled to a new firing position further up,
hoping her new vantage point combined with Cyrus’ arrival
would end this encounter.

“Just cresting the pass,” Cyrus announced.

Sid readied her weapon and peered over a rocky em-
bankment toward the other side, waiting for this slippery
bastard to show himself again. The vehicle’s rumble echoed
through the canyon, announcing its arrival. Sid kept scan-
ning with her finger on the trigger.

A sudden movement drew her attention. She focused on
the location then paused. Something didn’t look quite right.
It took her a moment to realize what she was seeing. The
outlaw had a massive weapon hoisted on his shoulder and
aimed at the buggu.

“Rocket launcher!” Sid cried over comms.

She squeezed off a series of shots at the outlaw and

saw him stagger. His movement was exaggerated by the
massive weapon somehow still on his shoulder. She drew
a deep breath and fired off more shots while exhaling. The
outlaw finally dropped out of sight.

A moment later, an explosion erupted from the place he
had fallen. Sid felt the mountainside shake and heard the
distinct rumble of rocks and boulders rolling downhill. The
rock formation facing where he had fallen was blasted to
bits.

Moments earlier, when Cyrus heard Sid’s warning, he
instinctively slammed on the accelerator, concerned that
the rocket Isuncher might be pointed in her direction. The
next thing he knew, a boom echoed through the canyon.
By the time he realized what was happening, it was un-
avoidable.

Cyrus saw what locked like a tidal wave of rubble roaring
toward him. He yanked the steering wheel hard left and
the vehicle spun about ninety degrees, exposing the pas-
senger’s side, just as an avalanche slammed into it. The
impact knocked the vehicle’s wheels off the ground and
blew it downhill. Once at the bottom of the pass, it contin-
ved rolling until it lost all momentum.




Sid heard the impact and repeated crunch of rock on met-
al. When the sound mercifully came to a stop, she trained
the sniper rifle on the dissipating dust cloud at the bottom
of the pass. The vehicle had ended up on its roof, battered
and bruised but in one piece. From this angle, though, she
couldn’t see inside the cab.

“Cyrus! Can you hear me?” she cried over comms.

Before receiving an answer, she began to run downhill. Sid
felt like life was moving in slow mation. Soon she struggled
for breath, the heavy armor and heart-stopping anxi-

ety hitting her hard. She stopped to gather herself, then
glanced up and across the pass. She sighed with relief at
the sight of the Dragonfly still safely tucked between two
boulders, its position just above the blast.

Sid commandeered the Dragonfly and sped to the crash
site. Cyrus was motionless inside the upside-down vehicle.
Still secured to the seat by the safety restraints, his arms
limply dangled past his head. Sid grabbed his closest arm,
pulled out a MedPen, and stabbed it where his undersuit
was exposed.

Cyrus came back from the brink. His body filled with adren-
aline and confusion as to why everything was inverted. He
turned to see Sid. Slowly, the preceding series of events
came back.

“You get him?”

Sid nodded her head. “You ready?”

He nodded in return. She carefully cut sway the safety
restraints and helped him out of the cab. Finally freed,
Cuyrus slowly sat up, mind and body still not in sync. Sid felt
bad for thinking it, but he looked just like he did when she
caught him napping in the shop.

“Hey . . . 'm gonna see if | can find where the med kit
wound up.”

“I'll help.”
“You sure?”
Cyrus sat forward and stood up. “Rally back here in five?”

She gave him a thumbs up. Cyrus wanted to smile but
wasn’t sure if he could. He still felt like not all his wires
were connected.

Sid climbed on the Dragonfly and carefully followed the
trail of destruction, searching for anything worth keeping.
Cyrus slowly circled the buggy but found nothing. It at least
afforded him the chance to get his legs under him. Sid re-
turned faster than expected.

“No luck. You probably flung it halfway home.” 5id scanned
the horizon. “If we want to expand the search radius, let’s
do it fast. No guarantee the previous owner of this bike
didn’t inform the entire Vucari clan that we’re trying to get
through that pass.”

“I'm fine. Let’s go.”
Sid eyed him, uncertain.

“The most important thing is to clear the pass before
reinforcements arrive.” Cyrus pulled his custom sniper rifle
from its attachment point. His heart dropped. The barrel
was battered and slightly bent.

“Here...”

Cyrus looked up as Sid tossed him the Vucari sniper rifle.
He gave it a once over. It wasn’t bad, but it wasn’t his.

He jumped on the Dragonfly. Cyrus’ back came to rest
against 5id’s. He exhaled, laid the sniper rifle across his
lap and then strapped in. Sure he was safely aboard, Sid
opened up the throttles to max and concentrated on put-
ting distance between themselves and the ambush site.

* * *




Sid and Cyrus faced no more resistance leaving the Sargon
Pass. They raced onto the Platean Plain and were blinded
by the morning sun. At various points across the horizon,
the Iand just vanished. These gaps indicated geographical
scars that were once strip mines, but were now more and
more often hiding outlaw encampments. 5id made sure to
give the gaps a wide berth.

“Anyone following us?”

“Not that | can see.” Cyrus scanned for dust clouds or
other obvious signs.

“Good. We’re almost there.”

An unnatural jumble of shapes was silhouetted against the
horizon. That must be it. Sid quickly glanced around. She
could see for kilometers in all directions. Interesting spot to
ambush a convouy.

Sid stopped at some distance from the wreckage. Cyrus
eyed it with the sniper rifle and saw no one. The scanner
on the Dragonfly said the same.

They approached, then circled the ambush site. Several
trucks sat in various states of ruin. One was burnt to a
crisp, barely more than a frame. Others were thoroughly
riddled with bullet holes and laser blasts. One lay on its side.

Sid stopped the Dragonfly at the center of the convoy’s
line. The two dismounted and glanced in each direction. Not
a single body was anywhere to be seen.

“Left or right?”

“I'll take left,” replied Cyrus. He headed off in his assigned
direction. The closest vehicle had been incinerated by
something. There was little left besides its frame and ash.
Cyrus still gave it a good once over.

The utter destruction had to be the work of the Cadejo
Crew. The Vucari would’ve been more careful so they could
use this equipment for their own purposes. The Cadejo
were clearly challenging Vucari for control of the area.
Such a gang war would only further destabilize this region
and make getting supplies to Behistun that much more
dangerous.

Cyrus was halfway to the next vehicle when Sid commed
him.

“Cyrus, on me.”

He turned and hurried in her direction. Sid stood at the
back of a mostly intact truck, its rear doors open wide.
Where supplies had once been stored now sat a pile of
battered armor. In the middle was the chest piece from
Immanuelle’s armor. With the number of times he had
repaired it over the years, Cyrus would recognize it any-
where.

After scanning for explosives, they pulled Immanuelle’s ar-
mor out of the pile and inspected it. He asked, “You believe
the rumors about the Cadejos taking people alive?”

5id slowly walked away from the vehicle, suddenly drawn
elsewhere.

“| don’t believe most of what | hear, but I'm not going to let
that stop me.”

Curus looked up to see Sid staring off into the distance. He
joined her and then saw it. Tire tracks leading north.

5id and Cyrus locked eyes. Nothing else needed to be said
besides, “I'll go get the bike.”

To be continued




