R .
_Ell'ﬁ SPACE INDUSTRIES PUBLICATION

MP PINT

ISSUE DZ.03

IN THIS ISSUE

Work in Progress: Idris Revision
by Foundry 42

Portfolio: Original Systems . . . . ..
by Ben Lesnick

Behind the Scenes:

Animation Summit.........

an interview with Bryan Brewer

Mocap Shoot..............

an interview with Harry Jarvis

Galactic Guide: Pyro.........

by Ben Lesnick

Hunter & Swan (Part3)..........

fiction by Robert E Waters



GREETINGS, CITIZENS!

Our baby's grow-
ing up, and I'm
just so proud. To
be specific, our
corvette baby

is growing up
into a frigate,
and | really

can't take any

of the credit (or
blame, if any of
you want to dish
blame) for what's
happened.

| do know | really wish | had
bought an Idris back when it was
a corvette (not that my speed dial is any better than yours).

And | can give you this update: Idris stats are still AWOL,

until CGBot gets it into the engine and we know for sure
what it'll have. And it hasn't grown any longer since the last
time we chatted.

Moving on, we're starting to get the DFM dementia. It's in
that stage where we know it’ll happen soon, but not soon
enough. In some ways, it's worse for me than for you. | can
walk by and watch people play (or try to play — no game
at this stage of development, no matter how wonderful, is
anywhere near stable), and realize even more sharply how
close we're getting. Now, I've been around games that
were this close and all of a sudden they were a year (or
more!) postponed, and I've learned from experience that
holding my breath till I'm blue in the face, waiting for a
game, just makes me blue in the face. But this one is start-
ing to feel really close. It hasn't helped that the DFM has its
fingerprints all over this issue of JP —just take a look at our
featured corporation (who just happen to make the DFM
game) or the Galactic Guide (which just happens to be set
in one of the principal systems featured in the DFM game),
or even the Work In Progress article on the Idris ... and how
does that relate to the DFM, you ask? Because nearly every
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MS: Here's what |I'm proposing for the Idris
lengthening. What do you guys think about
the Idris model in general (exterior)?

CR: Mark’s suggestions seem to be in the
right direction (although we need to make
sure she is balanced on her landing skids).

| would scale up some of the turrets to try
to match the concept closer, too.

Heres what
it looks like
from the
top. This
WILL add
quite a bit of
hangar
space and
will probably
accomodate
at least one
more
Homet,
which Ive
made Rob
aware of.

MS: To my understanding, here’'s what happened ...
when Ryan Church was concepting out the Corvette,
he used an older Hornet model that was too small (I
believe it was the original Hornet from the kickstarter
cinematic). When CGBot built the Corvette to spec,
we realized that our current Hornets didn't fit and had
to widen the ship to accommodate them. In doing
that, when we made the bridge proportionate to the
concept, the inside of the bridge was HUGE. It felt
like a hotel atrium, so we made it smaller, which in
turn made it much less prominent. It also made the
whole ship shorter, since we were trying to maintain
the ship-to-ship comparative measurements. Overall,
our proportion problems have cascaded down from
the concept, but with a few more size adjustments
(see the accompanying images), | think we will be
back on track.




MN: The Idris Corvette was
announced back in June
2013 and proved to be
extremely popular with the
fans. We wanted to keep

the aesthetics as close to

the vision created by Chris
Roberts and Ryan Church as
we could, so we only made
minor adjustments to the
exterior, focusing our atten-
tion mainly on the interior

of the ship. Our goal was to
offer more functionality in
terms of general layout and
to create a viable hub for the
player in Squadron 42 where
they could receive missions,
gear up and relax after a
hard-fought battle.

The first step when design-
ing the interior of a large
ship is to white-box the

deck layout in CryEngine’s
Sandbox editor. This practice
allows us to quickly block
out shapes without having

to worry too much about the
detail, which is important
when changes are requested
during the design phase. |
began by improving overall
mobility on the ship by intro-
ducing side corridors, which
run the length of the ship,
plus bulkhead corridors,
which connect them. Essen-
tially, this is the “skeleton” of
the ship.
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MN: Stuart Jennett modified the rear of the bridge to match the hull exte-
rior and to add heat exchange vents that will have an impact on some of the
gameplay planned in the persistent universe.

TJ: Please explain a little more about the purpose of these vents, and how
and if they need to be connected to interiors/systems in a certain way.

MN: Sure. These are heat exchangers or radiators. Their sole purpose is to
chill the coolant that the ship systems use to remain operational whilst vent-
ing heat into space.

SJ: | completed detail modifications and streamlining of CGBot's bridge,
and also venting concepts for ship cooling management systems.

CR: Looks good.

PJ: We'll get CGBot to update the model with a first pass on the rear bridge
housing.

The nose was altered to meet the rough pass we made while you visited,
along with some slimming alterations so that it fit more with the original
concept. We'll get you an updated grab of the model.

Also more heat exchange vents were added to the rear and side of the Idris.
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BOARDING STAIRS, ACCESS RAMP

o i
MN: The boarding stairs have been removed, as it was unsure g
how characters would use the nearby turret. This leaves room to - . (
include crawlspace that gives access to the turret. 3
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The access ramp now consists of the following: An access hatch K‘/\\j‘ i""mt =

door that slides open horizontally. A ramp down to the access sec- - 4
tion. At the bottom of the ramp there should be access to a small -
crawlspace. The crawlspace leads to the turret access point. CRAWLSPACE <

Ramp to lower section

Turret access

~ /

Turret access ( standard crawlspace)




CORRIDORS & BULKHEADS (Cont.) Crawlspaces. Based on feed-
back from the fans, we added a network of crawlspaces below the
main deck. Primarily, these allow the ships engineer to access the
numerous systems aboard the ship. However if a ship is boarded, they
become a great way for either side to move about the ship stealthily.

Interior Locations. | then defined the locations we would need in
Squadron 42. Once decided, the talented concept artists from offices
all over the globe began to create art, which helped to outline the
look, feel, mood and lighting for each of the locations. I'll let the im-
ages speak for themselves.

THRUSTERS the thrusters, please let us know; we assume it's safe to pro-
MN: The Idris is now a fair bit larger than the original spec ceed b.“t it would be good 69 chec.k as early as possible if
(240m long rather than 140m long). Given that there’s a you think thf—.\re are any considerations we need to make. If
lot of focus regarding correct placement of manoeuvring so, please UL Mike asap and he can taI‘k you through our
thrusters for the physics model, is there someone over there Plans and figure out a best course of action.

who might be able to look at the thruster placement to MN: For the time being | think CGBot can get on with these.
make sure that they are in the correct place and that there  Any jssues with the thrusters will make themselves appar-
are enough of them? ent once the ship is in-game and any art adjustments can be

TJ: If anyone foresees any problems with the placement of made then.




Airlock Room Concept Ny ;
Airlock Entrance i
; ' | |

EVA Suit Charging Rack

ed and

common
or design to other
1at can

ow the fo
p thr

__ WHRK IN FRUGRES




MISSION OPS

MN narrative: Mission Ops
is where the PC receives all
the details of the next mis-
sion. The location is central
to the ship, to reduce the
time it takes to get there
from any other area. The
concepts here are based

on a larger vessel and (as
you can see) started out
larger itself. The art direction
for the Idris Ops room is identi-
cal to that for larger ships, yet
now only holds seats for nine.
The key feature to the room is
the large, curved screen at the
front. This is capable of show-
ing 2D text and data displayed
by a holo-projector that emits a
hologram from the ceiling. This
allows us to do some interest-
ing things in Squadron 42 and
still leave a point of reference
in the PU.

Each seat has a small interface
where the user can view im-
ages or text more closely.

I've also attached an image of
the pilot seats. They have the
small displays on them that I'd
like to see on the chairs.

PJ: Idris Briefing room, with
5x3 seating configuration.

PJ: Ok, here's the feedback
from the design department.

® Mood lighting
e Chairs with mobiglas display

MISSION OPS

on the arm of the chairs
* No Tron lighting!

e Large curved screen with
secondary holo function

* No purple lighting!

* Room to be well used and
functional, not a posh cinema.

CR: Seats are cool.

Love this for the Panther, but
the Idris? Is there an extra
squadron hidden in a Tardis-
like flight deck? | get it for an
escort carrier, but the Idris only
has a 2-fighter complement!

MN: Here's a shot of the Idris
briefing room in a basic white-
box. Although there are only
two pilots, we imagined that
key bridge crew members
might attend mission briefings
too, thus we're allowing for
nine seats. This concept for this
room shows it far larger than it
actually, is due to the field of
view being too high. Is this size
OK?

CR: This works for me!

CONCEPT




CAPTAIN’S QUARTERS

MN: As you might expect, the
Captain’s quarters allow for a
little more luxury than the stan-
dard crew quarters. This concept
is by Dennis Chan. The Captain’s
quarters contain the following
key features:

* A private shower and toilet
cubicle.

e A cubicle containing a bed and
extra storage.

* A main area with a personal

nutrition vendor, a shelving
system with room for personal
items and trophies and even a
fish tank.

PJ: XO quarters will be similar.

The bed should be the standard
capsule bed seen elsewhere in
the Idris.

BS: Needs shelves, desk, toilet,
sink and bed, same as crew quar-
ters. Additional storage, etc., and
bits such as a lamp.

CR: Looks good to me!

CAPTAIN’S QUARTERS

Mdris Carvetie - Capiain quarte
Danais Chan o1 0138
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ARMOURY

MN: We added a small armoury for firearms, grenades and gadgets.
There's also storage for the different types of armour the PC will wear.

TJ: This needs to be compatible with IlIFonic’s work. We need to sync up
our design on this.

SJ: It's important to note the new window frame, as we now have split
windows internally and externally in order to incorporate the new wall.

Room beams also now integrate into the surrounding window frame.

SUPPLIES

SUPPLIES & STOREROOM

MN: We added a good-sized storeroom at
the back of the ship with lifts in the adjoining
corridor, which allow the PC to bring supplies
up from the hangar.




INFIRMARY

MN: No military vessel would be
complete without somewhere to heal
up after a nasty firefight. We wanted
the infirmary on board the Idris to feel
slightly more low-tech than the facili-
ties found in some of the newer ships
of the line. This is Dennis’s design, also.

CR: Looks great. | think people who
backed for a Corvette are going to be
very happy as they now have twice the
ship!! Everyone is going to want their
own personal space “castle” once we
share the interior details of the Idris!

Imagine all the additional stuff in the
bigger ships ... although we should
re-purpose a bunch of stuff as | assume
that a lot of this will be fairly standard-
ized (like it is in modern naval ships).

PJ: Fab work as usual! It needs a few
alterations:

* Add more light to the room; it feels
too moody (did | say that!). It just

—
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needs a little more in places,
as it feels like it's in shut-down
mode.

® The screens on the right need
to be windows; see images of
other windows and wall treat-
ments.

e Med beds need another revi-

sion to incorporate some way T

of isolating the patient; we

want something slightly older

tech (not the high-tech curved glass
option).

From Design:

* The room feels too spacious — can
you add a figure for scale?

The design department suggests that

the top piece at the ceiling might de-

scend and enclose the patient. Perhaps

there is a holographic display on the

flat upper surface of the “lid.” This

bed could perform diagnostics such

as CAT scans, manage intensive care,
— i
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INFIRMARY

keep infection from getting in/out, and
could even keep corpses from rotting
until they are ready to be shipped off/
thrown into space/eaten. This change
would need the following to show on
the concept:

o A track at the back of the bed for the
top to move up and down

e Would be nice to show one closed
with a rough Ul on top

® The surgery arm may have to change
location so it can inject from within
the case



. |REACTOR/POWER CELL ROOM

PJ: The reactors feed power to all the
systems on the ship. The Idris has two of
them, which should look identical.

CR: It's very cool, but what was wrong with
the previous reactor room? It looked very
cool to me.

MN: The old reactor room became the cur-
rent engine room, pretty much the same as
in Ryan Church’s design. However it is now
the hub where the engineering console

: _H@fw e N
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Update to the Update [as we are getting
ready to publish]

MN: The Idris now has a single power
plant that provides most of the power to
the ship’s many systems. It also has the
power cells mentioned here, which serve
to supplement the power plant, offering
limited power in times of need.

LY

- w " - is and where the engineer assigns power
e —— T A . 2 o gl 7 to the ship’s systems. These reactors were
g 5 Y H 4 added as part of the power management
7.7 . B | . system and simply provide raw power.
; : - - : : Currently, they are situated in the crawl-
o T spaces of the Idris, thus the low ceiling.

PJ: It should be called ‘power cell room’
rather than ‘reactor room.’



SCAPE PODS
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MISSILE LOADING BAY

MN narrative: Andy Ley updated the
functionality design of the missile loading
system, based on a brief from the design
team. The reload mechanism has an ele-
ment of skill involved, where failure results
in a physical penalty —the mechanism will
jam and require the PC to clear it.

AL: The request was for a system that
could load larger missiles, that would be a
self-contained block, and that could easily
be installed on any cap ship. The reload
system includes an un-jam mechanism in
i the centre. In the event of a jam, a PC can
3 Watoes e o g sowe. manually push the missiles into the load-
ing lift. Holo tables in the loading room
display info such as missile type, quantity,
turret status, etc.
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STS TURRET

MN: In order to redesign the front turret
so that it was manned, we ran a function-
ality test on the STS turret at the front

of the Idris. Andy Ley developed the
mechanism to allow the user to swap the
armour plating and gun barrels.

AL: I've started reworking this front turret
into a manned turret. It needs interior de-
- sign and animation concepts for the seat
lift, collar hatch and firing controls. De-
y f sign (Phil) also requested that the front
i g armor panels can be shot off, so | need
to rebuild the shell and concept what will
be shown when they are destroyed.

Rear Asnor Secticon
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HULL SENSORS / RADAR

MN: We redesigned the sensor array so that the outer
“radar” sections rotate. The antennae shown below
may have to be moved out a little to ensure that they
do not intersect with the spinning radar.

PJ: Yes, the mechanism will need to be remodelled.



UTILITY SHIP HANGAR

This is a small hangar at the
base of the Idris that allows a
small lifeboat to dock / launch.
It consists of:

e Hangar doors ( smaller ver-
sion of the cargo bar doors
which are currently installed )

¢ A docking ring with access to
the hangar

* A small utility vessel (the Util-
ity Ship )

Bulkhead fore

FP5 37.3. [37..48], frane avn

UTILITY SHIP
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HANGAR DOORS

DOCKING RINGS

MN: The Idris has four docking
rings.

The bridge docking ring re-
mains the same. The bottom
hangar docking ring will re-
quire a ladder to the hangar
and a hatch on the hull and
hangar floor. There are two
docking rings on the top of the
hull that lead into the ship’s
bulkheads.

Update: Phil Meller would like
there only to be one docking
ring on the top of the Idris. I've
updated the image to reflect
this.




UTILITY SHIP

MN: In the belly of the
Idris we added a small
hangar that can house

a Utility Ship — a small,
multi-role craft with

a modular unit in its

belly section that can be
swapped out. For ex-
ample, an image on the
next page shows the ship
with a lifeboat modular
unit that is used to rescue
pilots who have ejected
in space. This unit could
easily be exchanged for a
cargo unit instead.

STUART JENNETT on the Utility Ship

The initial brief for this ship was for it to be used as a sole rescue vehicle
for downed/ejected pilots, something along the lines of a mini sub. Work-
ing from the rough dimensions provided by one of our designers, my
initial concepts approached it as a more chunky single-body vehicle along
the lines of a 'Huey’ helicopter with a slide door for access and large twin
side engines for forward thrust. | even played with giving it large landing
skid runners to help reinforce its helicopter origins.

After this initial round of rough sketches, it got a multi-role function, so we
decided to break the rescue pod off into a separate module that can eas-
ily be swapped out for modules with other small cargo and repair units.
My approach from here was to scoop out the belly section and give the
vehicle a more swept, predatory stance, taking in elements of the Sikor-
sky ‘sky crane.’ | also added bull bar elements to promote a more rugged
multi-role appearance.

| was aware that this vehicle also had to fit within the tight confines be-
neath the Idris main hangar section, so once | moved into a 3d block I also
introduced the rotating engine feature to give the vehicle a sleek, fold-
away profile. We'll also be able to upgrade the ship with repair ‘arms’
utilising cutting equipment and gripping features.



MN: The Utility Ship multi-
role VTOL recovery craft is
found throughout the UEE
fleet and serves aboard

its capital ships, from the
smallest Corvette class to
the largest super-carrier.
Despite its size, the Util-
ity Ship performs several
roles, including:

Dok in hargar
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* Retrieval of EVA pilots and

crew in combat areas (can ac-
commodate three). When it lo-
cates an ejected pilot, the side
door to the rear cabin opens
up, the ejected pilot clambers
in, the door closes and the
cabin is repressurized.

* Assists in outer-hull repair

work. This will be done via
two shoulder arms ... one be-
ing a pincer, the other being
a welding torch. The jury’s still
out on this one, to be honest.
Let's see what the concept
guys come back with.

Personnel transport, both ship-
to-ship and planetary landing.
It would be sweet if when

it goes planetside we could
have some sort of fold-out
wing mechanism in place.

In extreme cases, the Utility
Ship can assist in boarding ac-
tions and planetside drops or
retrievals.




2. Docking ring - based on Idrs external size,
roughly 1.9m diameter

3. Open cockpit design. Should
approximate a singke manned
submersible whist remaining harsh
and militaristic in style,

1.5hip requires main thrusters adding.

I
Flease try not to increase the pmﬂ:--'\-.,

or the length by too much, perhaps
Bm length max?®

! y 1 B ' 2.15m

1. Door used to bring in EVA p1lot$ whllst in vacuum,
as well as to allow passengers to more easily alight
onto a hangar deck.

HRUGRESS

2. Rear of craft houses power

generation and engine gubbins r.- .

3. Filot controlled arms, used to assist in repairs
and pry open ship hulls during rescue operations.
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5. Similar to the
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CR: Looks really cool! We should
make sure it can also carry the
basic cargo container that was
specified for the PU.

Repair arms would be cool.

What about tractoring in the
pilot? Where would the tractor
beam go?

PM: The plan was that the Pilot
EVA'd into the rescue pod. But

if you want a tractor beam built
in, | can’t see it being a problem.
| guess if the rescue ship pilot
wanted to goof around — start
tractoring in the ejected pilot
then hit full thrust, or start ag-
gressively rotating — we could
just break off the tractor link.

MN: Chris, we are more and more convinced this
ship is a frigate, not a corvette. It's 100 meters
longer than it began, and a lot wider. What do you
think?

CR: Well, as/a corvette it was a solid fit ... until we
realized the interior wasn't sized to fit the Hornets

it was supposed to carry (in both Squadron 42 and
the persistent universe). Now that we've made the
adjustments for the flight deck to work, it's hard to
deny it — the Idfris is a frigate. We need to start work-
ing on an actual corvette.




Prior to 2943, Original Systems was best known as the cre-
ator of the ULTIMATE series of action roleplaying games. In
just eight years, Original has gone from teenagers develop-
ing MobiGlas games in their parents’ hangar to a worldwide
multimedia concern, with all indications being that even
bigger and better titles are in the works. Most recently, the
company saw a massive sea change (and a stratospheric rise
in units sold) this year with the release of the massively suc-
cessful Arena Commander space combat game.

Corporate History

Original Systems’ history dates back to the late 2920s,
when eventual founder Henry Garrity began dabbling with
MobiGlas game design in his father’s Self-Land hangar. The
end result was Ackbar, a roleplaying game unlike anything
released before for the system. The game sold well, be-
coming a hit in the burgeoning mobigaming marketplace.
Garrity treated the game as the prototype for ULTIMATE,
the roleplaying scenario that would spawn a dozen sequels
and heavily impact the face of gaming. The success quickly
landed Garrity a professional publishing deal with industry

powerhouse Oakhurst Online, who would go on to publish
the first three ULTIMATE titles until a dispute over the qual-
ity of included holographic maps split the parties.

In 2936, Garrity joined with his brother, a financial expert,
and fellow game developer Charlie Bass to form Original
Systems. That same year they launched both Bass’ Caves
of Terra, a platforming action game, and Garrity's ULTI-
MATE 1V, still considered by many to be his masterpiece.
By 2940, Original Systems had a dozen titles under their
belt and employed 300 developers at multiple studios. The
company had carved out a strong niche in the market, with
the consensus being that they were the roleplaying game
designers to beat.

Little did anyone know, there were yet mountains for Origi-
nal to climb! In 2940, Garrity struck up a friendship with
up-and-coming Terran developer Tristan Blair. Blair had
published a variety of successful games for interactive home
display walls and was eager to break into the higher pow-
ered world that was possible by going beyond MobiGlas de-
velopment with dedicated gaming hardware. Garrity quickly
offered to publish his latest title, an Ultimate-esque RPG




called Times of Myth, and then hire him to design further
titles at Original. The end result was nothing short of game-
changing: the release of Arena Commander.

ULTIMATE Series

Borrowing heavily from Garrity’s varied and esoteric
tastes, the ULTIMATE series allows users to enter a world
populated with a mix of everything from medieval fantasy
tropes to present-day space adventure themes. A typi-
cal ULTIMATE scenario might include everything from
horseback swordplay to ranged laser warfare, all wrapped
around compelling stories that force the players to make
value judgments rather than simply gunning each other
down. To date, six main series ULTIMATE titles have been
released, each continuing the main player’s adventures
through a bizarre fictional realm.

Most unexpectedly, ULTIMATE has proven unusually
popular among the Xi'An. The Xi’An C-sphere Organic
Entertainment corporation reached out to Original Sys-
tems to request that they port ULTIMATE Ill, the first piece
of Human entertainment software adapted for alien usage
in this fashion. The resulting advertising blitz made Gar-
rity a minor celebrity among the Xi’An, and brought in an
entirely new audience for the game.

Arena Commander

Lauded by gamers around the galaxy and by every review-
er from Optimum Glas (the only six-star review ever issued)
to the New Terran Journal, Arena Commander has com-
pletely changed Original Systems’ reputation and altered
how games are developed. Unlike ULTIMATE, Arena Com-
mander focuses on visceral immersion: playing the game

is as close to flying a present-day Aurora or Hornet space
fighter as it is possible to simulate with modern technology.

Also unlike ULTIMATE, Arena Commander is not a Mobi-
Glas title. Instead, it makes use of the highest powered
computers possible. It can be played on everything from
dedicated gaming desktops to (most ideally) the internal
computers found aboard starships. While many game de-
velopers would shy away from creating a game that sug-
gests end users equip a starship to play, Blair was unfazed
... and thus far, sales have borne out his claim that users
will upgrade for the best possible experience!

At its heart, Arena Commander pitches pilots against each
other in one-on-one dogfighting and a variety of different
environments. Seemingly everything is simulated, from vi-
sual damage states down to the sensation of the players'
hand moving on the flight stick. What's more, the game’s
functionality expands with a series of optional expansion
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packs, each adding more ships and scenarios for an ad-
ditional fee. Actual military pilots were used to help test
the game during its development and they unanimously
claim that there has never been such an accurate space
combat simulation available for home users.

Arena Commander has created a dedicated fan base across
the UEE, with fans hanging on Blair's every word, attending
Arena Commander conventions and eagerly awaiting each

next expansion. The game has already begun talk of an
expansive franchise, with plans for an Arena Commander ho-
lovid series or even a feature film being in the early stages.
Talk of Arena Commander 2, even mere months after the
release of the first game, has already reached a fever pitch.

oDEIEINHL

The Fufure

Analysts suggest that Original Systems’ incredible success in
the last 18 months may also be their ultimate downfall. Until
recently, the company had a publishing agreement with
Brainscape, Inc. that helped defray the costs of publishing
new games. The public demand for Arena Commander has
been so great, however, that all parties involved have spent
heavily just in order to deliver on outstanding orders. The
creation cost of that infrastructure means that Original’s next
title, be it ULTIMATE VIl or Arena Commander 2 (or Blair's
pet project, a historical air combat sim) will need to sell simi-
larly big numbers in order for the company to survive. Most
worrisome, some fear that the company is in jeopardy of a
possible hostile takeover from a larger publisher. If this hap-
pens, the impact on Original’s unique culture and genuine
creativity in game development may be catastrophic.
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ANIMATION
SUMMIT .
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You're looking at an animated group of animators. There, it
had to be said sometime, and we might as well get it over
with and move on. Animators from four different studios
got together in late February to discuss what they do and
how they do it for Star Citizen. CIG’s Bryan Brewer lead the
effort, and sat down with us afterwards to talk about what
they accomplished.

L W W o %

JP: What's an Animation Summit? Why did you need to get
together?

BB: The goal was to get all the animators from all the stu-
dios we're working with together in one spot and discuss
tools and pipeline for our game. It was also a chance to
teach our main tool, “Motionbuilder,” and how to properly
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edit motion capture to a team that has little to no experi-
ence with mocap.

JP: Why was this better than Skype?

BB: Having a person in the same room allows for a better
1-on-1 experience. As good as video conferencing is, and
even though you can share screens, it isn’t the same as sit-
ting next to someone and discussing it. Also it helps pro-
mote team building and camaraderie, something you don’t
get nearly as well over video.

JP: What did the summit accomplish?

BB: All the animators now have a better understanding of
our tools and pipeline. They also have a better understand-
ing of how to edit motion capture footage. Also, something
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| didn't anticipate as a result of the summit was a trust that

these guys know what they are doing and you can count
on them to get the job done.

JP: What are the different ways that animation will be used
in Star Citizen?

BB: Everywhere you go and everything you do in the game

WbhAT 1S YOUR NAE?
Bryan Brewer

In the past I have worked on television, commercials and movies.
I have also had a chance to work on high profile games. Now I’'m
back in my element, developing for the first-person-shooter aspect
of our game. In the future I hope to deliver a visually stunning
game. My whole goal is to entertain people, and I hope the games
I work on do just that.

WDAT 1S YOUR £AVOURITE COLOUR?
I wish I had a hobby, but really I am doing my hobby for a living.

I would like to give a shout-out to my wife Ruby. It is hard to be
the wife of a game developer and even harder to be the wife of an
artist, because we are just as married to the job and our work as
we are to them.
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will have animation associated with it somehow — from

characters and ships to doors, elevators and other environ- *

ment elements.

JP: What's the most unexpected way that it will be ap-
pear?

BB: | don't think there is anything unexpected. For me it
is all straight forward.

JP: Now that you've had the conference, what are you go-
ing to do differently than you had originally planned?

BB: Now that a trust has been built | can see handing off
more work to the other studios. And for someone like me,
that's a hard decision to make. I'm used to doing every-
thing myself.

DANIEL CRAIG,
CIG AUSTIN
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UISDEAN ROSS, VINEET GHANDER,
FQUNDRY 42 FOUNDRY 42

JP: What is each studio doing for our games?

BB: Vineet Chander and Uisdean Ross, at Foundry 42, are working on Squadron 42. Dojun Lee, Greg Yoder, Bryan Mc-
Connell and Chris Palen, are working on the first-person-shooter animations. Steve Allard, at Behavior, is doing a lot of
little things that make the world feel real, like fish in the fish tank and props that animate. And here in Austin, Jay Brush-
wood, Daniel Craig and | are working on the persistent universe.
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Mocap has been a hope for Star Citizen from the beginning
of its development. With the enthusiastic support of our back-
ers, we have begun to make it a reality. | sat down with Harry
Jarvis, Art Producer and shoot producer, to see how it went.

JP: What is “mocap”?

HJ: Motion capture is the process of recording (or “captur-
ing”) in some way a computerized data representation of
a performer’s movements, and then converting that cap-
tured data into 3D animation data that can be applied to a
computer-generated character so that the CG character’s
movement replicates what the performer did.

JP: Why are we doing motion capture, rather than simply
filming actors? It looks like it's a lot the same.

HJ: Using motion capture data on character models in

our game, as opposed to filming actors in live action, is a
stylistic choice as well as an immersion choice. Live filming
is 2D (even 3D film is really just 2D that is faked to seem

3D in a single plane) and locks the player into the view

that is filmed. It's also slightly jarring to see real actors in
our gameplay because, as realistic as we are making our
universe, it is still slightly stylized to create the universe we
want our game to exist in. Live actors can’t really match that
stylization. Using mocap data on our characters allows us to
keep players immersed in the 3D universe — they can move
around and examine things from whatever angle they like.

JP: Are you also recording the actors’ voices, or will that be

dubbed in later?
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HJ: We're doing full-performance capture, meaning we're
recording each actor’s voice while we capture their body
motion and facial animation, all at the same time. This pro-
vides the greatest fidelity of performance. It also eliminates
many of the frustrating issues of motion capture that were
common in the past, when voice performers and body/fa-
cial performers were separate.

JP: Does this mean that you try to use the same actors for
the same roles throughout, or does it matter, since they're
all going to be converted to CG data?

HJ: We absolutely want the same actors whenever we will
be using them for dialog, as the goal of performance cap-
ture is to get as much of the actor’s performance nuances
as possible. The difference would be very obvious if you
switched from one actor to another.

JP: What was your job on the shoot?

HJ: | was the Producer and also acted as Assistant Direc-
tor. | helped with planning, casting, scheduling, crew hiring,
equipment rental, speccing the gear, budgeting, etc.

JP: What do you look for in a Mocap actor? Is it any differ-
ent from casting a “regular” actor?
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HJ: Mostly it's the same. We want to grasp what that actor
brings to the performance of the character, in voice, face
and body. An actor that has a very flexible and expressive
face is a plus, as facial animation capture loses a little range
in translation, but it's not essential.

JP: What does it take to make a MoCap shoot — what
equipment? How many cameras? How many people, doing
what different jobs?

HJ: Things get more complicated when you do full-perfor-
mance capture. For body mocap, we are using about 40
cameras right now, to make sure we have really good cover-
age of markers on actors, but a larger space, a larger stage,
might necessitate even more cameras.

JP: What are markers? i

HJ: Mocap actors have small reflective markers, like balls or
knobs, carefully placed all over their bodies. The motion of @
those markers is what the cameras are recording.

F oa

For facial animation, each actor has one camera mounted 5
on a yoke on a helmet on his or her head. The body mocap
requires a minimum of two PCs total, while recording the
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facial animation requires another PC per headcam. Plus, our
video capture device is essentially another PC, and we use
another for setting up sets and props and lining up shots.
We also use video cameras for reference video, so later we
can look at a scene and see what is supposed to be hap-
pening in a scene and to select which takes to use.

. JP: What else is there?

HJ: In addition to the cameras and stands and PCs needed
for body motion capture, you need:

® helmet cams for facial capture video
e additional PCs and monitors for that

® a production sound mixer and microphone operator to
record audio professionally

e reference video and video capture

* time code and blackburst sync to keep all the different
electronic devices in sync with matching time codes

® a projector for lining up sets and performer feedback

e additional animators and headcam supervisors and even
makeup artists to keep it all running.

It's a much bigger production than straight body mocap is.

THREE LIVE HEADCAMS, WITH
FACES MARKED AND READY TO GO

JP: Makeup? What's that for? If it's going to be computer gen-
erated, why does it matter whether an actor has makeup on?

HJ: We use makeup to put tracking dots on actors’ faces,
so that the facial animation software can translate the video
of their faces into motion.

JP: What scenes did you shoot this time?

HJ: We shot scenes for our next few ship commercials, as
well as some test footage for a post-mission debrief for $42
to see how it all works together.

JP: Now that you have these scenes, how soon can we ex-
pect to see them?

HJ: The first stuff people will see will be in the next com-
mercials that get released. The test footage may or may not
get shown, depending on how successful it is. It's a first test
of both performance capture and how we are doing scenes
in $42, and we may find that we have to modify how we
either script or produce the scenes to give a better result.

JP: If this is just a test for Squadron 42, when do you plan
to shoot the actual S42 scenes? How long will it take to
shoot that game?

.
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HJ: The full-fledged production of cinematics for S42 is
scheduled to start this summer. The exact start time is still
being worked out. And the exact amount of script to pro-
duce is still being worked on. That will determine how long
it will take to “shoot” the cinematics, but we anticipate sev-
eral months of performance capture will be needed.

JP: How about the PU? How much motion capture will there
be in that? And when will it be shot?

HJ: The bulk of what is used in the PU will be pulled from
our character locomotion sets for males, females and aliens.

JP: What's a character locomotion set?

HJ: A locomotion set is the full set of animations we use to
move a PC or NPC around in the world: various walks, runs,
turns, jJumps, squats, climbing, boarding ships, etc. These
sets will be filling out and expanding for a long time, and will
keep expanding as we add unique NPC animations (anima-
tions specific to bartenders, salespeople, mechanics and so
forth.). Again, while we will be doing a lot of these motion
capture sessions over the next few months, we anticipate
that this will continue on a regular basis for the foreseeable
future, though not as heavily as up front. It's all interesting,
but it's definitely work.
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WDAT 1S YOUR NAE?

Harry Jarvis

My holy grail is to have 1) cinematics in games be indistinguish-
able from the best of Hollywood CGI, and 2) game storylines
(and production) be as immersive and emotionally satisfying and
artistic as the best of Hollywood films. I think both goals are start-
ing to get there!

WDAT 1S YOUR £AVOURITE COLOUR?

I make and drink my own wine and beer. And I’m a foodie snob,
so it’s pretty good stuff, too.
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Any improperly shielded spacecraft

will sustain residual damage from Pyro's star while making
transit through the system.
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Hunter & Swan

P

Part 3

Bounty hunter Benito Redmaoon has been given a pending
bounty on Kimmy Swanson, wanted by tycoon Angus Barone
for the murder of his son. The kicker in the deal is that run-
away servant Swanson is now the Swan, idolized pop singer
ond daughter of the Hurston family consortium. Redmaoon
has escaped a traop and is now in search of answers . . .

Redmoon brought them out of jump into the Nexus System.
None of the damage that his ship had sustained in the fight
against Bosch’s men gave any trouble. He was glad of that,
but they had much further to go. Their next jump would be
into Taranis and then on to their destination of Nemo, where

W
i

local authorities would be waiting to take the Swan [Kimmy
Swanson) into custody for murder. Assuming, of course, that
the UEE didn’t find them first. That dust-up with Bosch’s
Auroras had probably triggered a spike on the Empire’s
monitors.

How did he feel about delivering her, now? He searched his
thoughts, but they yielded nothing concrete on which to
settle his anxious mind. After what Bosch had said about
Garryn Barone, things had become more comgplicated, un-
certain. But did that really matter? In the life and business
of bounty hunting, there was little room for soul search-
ing. Mirage had always made it clear that a bounty hunter




who searches too hard for the truth often finds more lies
than answers. “Your client will have a truth,” he would say,
‘and your bounty will have a truth. Which truth is the right
truth?’ But as he set the Ahagahe to a soft, comfortable
course toward their next jump point, Redmoon wondered
... If  ask her, would she tell me her truth? Maybe at
gunpoint, under duress. But that was not his style, not for
someone like the Swan. She deserved better.

He Iaid his head back to take a moment. Swan had not
spoken since they had thwarted the Auroras. She had

sat guietly in the co-pilot’s seat, although he could hear
her sniffle as if crying . . . Then she began humming softly.
It was a song that he had heard before; in fact, he had
played it through the ship’s sound system more than once.
It was not a Swan original, but a cover of an old tune from
Sal’s earlier days:

| promise, child, the sun will rise,
and Earth will shine again,

be patient, love, for doves will fly,
ond save us once again.

She was singing to herself, he knew, trying to calm her
nerves, and he didn’t want to interfere. Redmoon closed his
eyes and dozed. When he sawoke, he felt fingers at his ribs.

He pulled his pistol and set it against Swan’s forehead.
“Please,” she said, pulling away her hands and holding them
up in surrender. “| just wanted to see your wound. It’s
bleeding again.”

Redmoon unbuckled and stood up. “It’s nothing. Just needs
a new dressing.”

“I'll do it. Where is the med kit?”

He paused, sighed, then told her. He sat back down and
waited until she returned. He tried grabbing the bandage
but she pulled it away. “No. | said I'll do it.”

Redmoon growled then pulled up his coat and undershirt.
The cut was still painful. He gnashed his teeth but refused
to let her see his pain. He looked away as she applied a
new bandage and taped it up. The silence lasted awhile,
then she said, “A Freelancer is a big ship for just one man.
I'm surprised you pilot one.”

Redmoon shook his head. “You don’t know my business. |
need room for cargo. You think that cell back there can fit
comfortably in a smaller ship? Besides, it’'s not mine really.

[T}

It was my partner’s.

Swan closed the med kit and set it aside. “Where is he?”

Redmoon cleared his throat. “He’s dead. A few years now.” |

“I'm sorry.”

“That’s the way of it. The universe exacts its revenge on
us all in time.”

Swan moaned and shook her head. “You are one gloomy
creep, you know that?”

“Look,” he said, taking her arm and quiding her back into
the co-pilot seat. “We don’t have time to talk.” He knelt
down beside the chair to stare her in the eye. “Why don’t
you come clean and tell me the truth of it. What happened
between you and Garryn Barone five years ago?”

She tried pulling away. “What the hell do you care? Toss
me back in the cell if you want. | don’t care.”

He was about to say something else, but sensors began
to wail from the cockpit. He jumped up and returned to his
seat.

Two blips were approaching fast from the Magnus jump
point. Bosch’s ships? No. Impossible. Bosch’s were local
craft, a hodge-podge of Aurora parts, incapable of jump.
These were something else, these were . . .

“M50s!”




Swan blurted it out just as he reached the next conclusion.
“Advocacy ships,” he whispered. His heart began to race.
While not unexpected, he had hoped that he could avoid
their pursuit until he delivered her to Barone. He closed his
eyes and recited the chant. “Let them nat see me, for | am
of thesun...”

“What?”
“Nothing. Strap in!”

“You can’t outrun these, Benito, and they have more than
enough firepower to bring us down. Give up, and | promise
I'll plead mercy on your behalf.”

Redmoon huffed and punched in new jump coordinates.
“Not on your life, bird. I've never been caught, and | won’t
start now.”

“You can’t jump to Taranis clean. They'll get us before we
make that jump.”

“We’re not going to Taranis. We’re heading to Cathcart.”
“Cathcart . . . why?”
Redmoon smiled. “To see the pirate king.”

He grabbed the sticks, banked to the left and gunned it
hard.

The M50 pilots were tossing warnings at him as he fled,
telling him to surrender peacefully, but he ignored them. He
pushed his engine as hard as it would go, its own warn-

ing lights flashing madly as they neared the Cathcart jump
point.

Missiles and laser fire from the M50s struck the Ahagahe
in several places. Warning lights flashed in his cockpit, in-
dicating a drop of fifty percent efficiency in his jump drive.
It was clear that they weren’t trying to destroy his ship;
they knew perfectly well who was on board.

“They’re trying to knock out the J0,” he said. “We’ll have to

hit the jump point in raoll to keep them from succeeding. Can
you handle it?”

Swan said nothing at first, then whispered, “Go.”

The Ahagahe spun like a top, faster than he had ever made
it spin before. Then again, he had never been in this kind

of danger before. It was all so new. Perhaps too deadly?
Perhaps . . . but two million credits. Even now, the number
staggered him. Even after all that had happened, all that he |
had learned, he could not deny the long-term value of such
a prize. All he had to do was deliver the Swan to Nemo,
and he’d be rich beyond anything he could have imagined.
Then again . . .

Laser fire scraped at their hull as they rolled into position
for jump. Redmoon counted it down through his dizzy mind.
Five, four, three . . .

The jump drive sensor dropped to 25%.

Two, one . . .

Redmoon tapped the drive panel, and they were gone.

* * *

They emerged from darkness. Internal lights were out, and
the Ahagahe was spiraling through space, but not at top
rotation, which meant that the IFCS was trying to level it
out. He had a headache, but considered that lucky. It could
have been a lot, lot worse.

“Where are we?” Swan asked in a groggy voice. He looked
over at her; thankfully, she hadn’t puked again.

“In Cathcart . . . | think.” He shook the cobwebs from his
mind and flicked on auxiliary lights which bathed the display
in soft white. He did a quick check on systems. Most were
operable but would require reboot. At least the jump drive
coordinates were still functional, and they showed the
correct numbers. They were in Cathcart. Redmoon sighed
relief, then sent out a coded distress signal on all channels.




“What if they come after us?” Swan asked.

Redmoon shrugged. “I hope not. It’s a possibility, but with
only two of them, they’ll probably wait for backup. This is
Cathcart after all. Pirate country. It’s a dangerous place.”

Cathcart was nothing more than a junkyard of old starship
hulls bolted and fused together to create habitats for the
most ruthless and nefarious pirates, killers, mercenaries
and bounty hunters in the UEE. This cobbling together of old
ships was called Spider. That’s where they needed to go.

“Are you okay?”

He checked himself. A few bumps and bruises, but no
worse for wear. “I'll live,” he said. “You?”

She coughed. “I'm fine. 'm tired, though. Can | go back and
sleep?”

“Not yet,” he said, assessing the damage on the forward
hull. “Soon.”

Fifteen minutes Iater, a gruff voice came through radio.
“Who’s out there?”

Redmoon chimed in. “This is Benito Redmoon of the Ahaga-
he. Requesting escort to Spider.”

“State your business!”
“I'm here to see Beddick O’Van.”

Cheeky laughter.“Nobody sees O’Van without a prior —”
The man yelped out the last word as if he had been
punched in the gut. A scramble for the mike ensued, then,
“Son of a bitch! Benito, is that you?”

He recognized the voice immediately. “It is. How are you,
Beddick?”

“Surviving. What brings you into the Spider’s web?”

“Business,” Redmoon said. “Serious business. Tow me in,
and I'll explain.”

There was a pause, then, “Very well. Sit tight, and we’ll get
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you.

While they waited, he allowed her to eat and shower. He
took a few nibbles himself on tough jerky and desiccated
orange slices, and even splashed a little water on his face.
Life support had been damaged as well by the M50s. Down
to forty percent and dropping slowly, but steadily. He
sighed and leaned against the small sink in the mess.

“It’ll be all right,” she said after she had finished and
dressed.

“What are you talking about?”

“Your ship. She’s hurt, but she’ll get better, and so will

”

you.

“How . . .” He stopped himself. Not another one. Mirage
had a similar talent, capable of reading people no matter
how much they tried to mask it. It could be a very frus-
trating skill to be around. She had to be that way, given
her line of work and given how she had so captivated the
audience at the concert. The Hurstons may have given
her the tools and the access to become a star, but she
had made herself one. Being able to connect with people —
empathy — was not something that can be taught, Mirage
always said. A person was born that way.

The pirates came loaded for bear and tugged the Ahagahe
into safe harbor on Spider. When they saw it, even the
Swan marveled at its gangly beauty. As its name implied, it
was an arachnid monstrosity of old ships bolted together
to create a swarm of iron and steel. It was impossible to
tell where the landing bays were. There were hundreds
spread all around the structure, but mostly hidden from
plain view. This was by design, for if the UEE ever got up
the nerve to come into Cathecart and try to assault it,
they’d be hard pressed to figure out where to land the
Marines. To an outsider, it was intimidating. To Redmaoon, it
was like home. He had lived here once for ten years.




They were taken into a bay complex near the central

hull. The Ahagahe was brought in delicately, tethered and
sealed to equalize the pressure in the ship to the bay.
Pirates had trouble with the damaged hatch, but with
Redmoon’s help from inside, they manage to pop it open.
Redmoon led the Swan down the stairwell. They were
greeted by three pirates Redmoon did not know. But one
pirate didn’t look much different from another: like Spider,
they were a hodge-podge of clothing, cobbled together
personal sidearms, and body augmentations. These three
looked relatively new, as they lacked the gruff facial hair
and scars some pirates wore as badges of honor. They ap-
peared to have most of their teeth. They were young.

“Follow us,” one said.

They were led into a small room with a few chairs and a
table off the bay. Beddick 0’Van waited for them.

He was all arms and trunk, a big man that swooped Red-
moon’s much thinner frame into a bear hug that rattled
the bounty hunter’s spine. Redmoon allowed the older man
his friendly greeting. “Damn your mother, it’s good to see
you, old friend!” O’Van’s voice was deep but smooth, much
like his large bald head. “What brings you back to Spider?”

Redmoon motioned to his cargo. “This is Cassidy Hurston,
better known as the Swan.”

He didn’t need to say more. Everyone in the room knew
who she was. 0’Van’s expression turned sour, his eyes
glaring into Redmoon’s. “Do you realize that the whole
damned UEE is out looking for her?”

“Yes,” Redmoon replied. “Have you seen my ship?”

“And you dare to bring her to me? I've got enough prob-
lems to deal with, Benito. Admiral Darring is breathing
down my neck. There’s talk of a fleet action against Spider,
and he’ll do it too. He’s a crazy son of a bitch. | don’t have
time to deal with celebrity kidnappings.”

“It’s not a kidnapping. It’s a bounty. | don’t intend to stay
long,” Redmoon interrupted, “but | need your help. Let’s
talk in private. Please.”

O’Van scratched his head, rubbed his face, sighed deeply,
and finally said, “Fine. You two come with us. You . . . guard
the girl. And if she so much as steps one toe out of this
room, I'll blow your head off. Do you understand me?”

The young pirate nodded and took a position at the door.
“Okay, Benito. This way.”

Redmoon followed O’'Van through the door and back into
the bay. He turned to Swan and said, “Sit tight, and be-
have.” He shook his head at her. “Don’t make a mistake.”

Swan nodded meekly and took a seat at the table.

* % *

She sat at the table and boiled. Don’t make a mistake! The
nerve of the bastard to say such a thing. He had made a
serious mistake grabbing her at the concert, and despite
everything she had done for him since then, he was still
intent on taking her to Nemao. Bastard! Well, it was clear to
her now that she had to take matters into her own hands.
I've done it befare, I'll do it again. She had trained on Gar-
ryn; this kid should be easy.

“Hi,” she said with a smile, standing up and moving toward
the boy. “What’s your name?”

* * *

The pirate king was annoyed. “Look, we can repair the
damage on your ship. Some of the parts won’t be new.
We’ll replace your jump drive with something inferior, but
it’ll get you to Nemo. We can recharge your lasers, fill
your missile tubes. But | can’t give you escort through
Taranis.”

“Bullshit,” Redmoon said. “You always have the manpower.”




“Not anymore. I'm telling you, this Admiral Darring is be-
coming more than a nuisance. He’s got the packs pinned
down in Olympus Pool. | can’t even communicate with

my own son. | don’t know where the hell he is. And with
threats against Cathcart . . . | can’t engage in another dis-
pute with the UEE right now. | can’t provide cover so that
you can carry a silly bitch to Nemo.”

“She’s not —” He suppressed his unexpectedly emotional
retort, and then more calmly answered. “She’s a very
capable woman.”

O’Van grew still and smiled. “Then why are you taking her
back to Nemo?”

“I'm a bounty hunter, Beddick. That’s what | do. She’s a
murderer. She should answer for her crime.”

0’Van laughed. “There are murderers, Benito, and then
there are murderers. You know the difference as well as
anyone. At least you did when you were my second in com-
mand. The best | ever had, in fact. You should have stayed
with me. You would have been a king yourself by now.
Instead, you chose to run off with that crackpot.”

Redmoon checked his words, gnashed his teeth. “Mirage
was no crackpot.”

O’Van’s expression turned serious. He placed his hand on
Redmoon’s shoulder. “I'm sorry, my friend. | know you’re
in @ spot. We can make your repairs, but | just can’t jeop-
ardize an escort large enough to help if the UEE finds you
before you reach Barone —”

He was interrupted by the comm link buzzing on his belt.
“What is it?” he asked.

The voice was young, and in pain. “Sir, 'm sorry . . . but . . .
the girl. The Swan . . . has escaped.”

* * *

She grabbed the boy’s rifle and security card, cleared

the door and ran for her life. She didn’t know where she
was going; like five years ago, she just ran. And ran and
ran. Through poorly lit corridors, popping and sparking
with substandard electrical ballasts. It was cold, and the
air was thick and smelled like copper. She wished she had
a Breather. Her lungs were working double, but she kept
going, pausing at each intersection, looking both ways, then
blowing through the opening, or turning left, then right
until she came upon rooms. She knocked on the doors. Silly
of her. She had a weapon and a card. She tried the card

a few times, but none of the rooms opened. She knocked
with the butt of the rifle, yelled out, trying to find someone,
anyone who might take her in, give her shelter, and then
... who knows? Perhaps the person would keep her hidden
until Redmoon gave up the search. Then she could make
her way out of here, contact her father, and get free from
all this.

She found no one. She began to cry, her voice sore and
scratchy from all the yelling. She made a wrong turn, and
the corridor ended at a thick bay door. She tried the card
again. Nothing. She pounded the door with her fists, the
butt of the rifle, her foot. Nothing. She turned the rifle
toward the door and put her finger on the trigger.

“Look what we got here, boys,” a voice said from behind.
“The bird is out of its cage.”

Swan turned and sent an accidental shot into the floor-.
A man was on her instantly, knocking the rifle from her
hands and grabbing her arms. His face was a patchwork of |
scars and whiskers. His eyes were wild. “Can the songbird
sing for her life?”

Three other pirates came up behind him, giggling like chil-
dren, all equally thin with vicious faces. “Look,” Swan said,
trying to reason with them. “I'm Cassidy Hurston. Help me.
I've been kidnapped. Get me out of here, and I'll pay you.
Get me home, and you can have anything you want.”




The man was not budging. He grabbed her by the collar. “I
know what’ll make you sing!”

She cringed, as though resigned to what was about to
happen, but when the man relaxed just a little, she brought
her head forward quickly, striking against his nose. It broke
in @ shower of blood, and he fell back. The strike, however,
left a cut above her eye, and she fell to her knees.

Another man was on her, screaming, tearing at her
clothes. All around her laughing and cursing echoed
through the corridor like some mad circus show. She
screamed and pleaded for him to stop. But when that
didn’t work, she closed her eyes, trying to numb herself
from what was about to happen. God, not again, she said.
Naot again.

Then the distinct, hot whoosh of a laser beam cut through
the clamor and struck the man on top of her in the shoul-
der. He howled and fell away. She opened her eyes. Anoth-
er assailant tried to run, but Beddick O’Van’s fist caught
his chest and he went down in a wet crunch of ribs. Red-
moon was beside her immediately.

He picked her up and carried her down the corridor, his
words soothing. “It’s okay. You’re okay. You're safe.”

“Thank you,” she cried into his shoulder. “Thank you.”

Redmoon nodded. “Then do something for me. It’s time to
come clean. Tell me what happened five years ago.”

* * %

They sat in the galley of the Ahagahe while repairs were
being made on the hull. Swan sat at the table, looking
withered, defeated, her arms clutched across her chest.
She didn’t want to speak, but she did. Redmoon sat beside
her and cleaned the cut above her eye. O’Van stoaod in the
walkway.

“My parents were graduates from Rhetor,” Swan said.

“They moved to Croshaw right before | was born. Starving
artist types, you know? My mother, unfortunately, was too
much a free spirit, liked to spend lazy afternoons getting
high. She fell in with bad people and just up and left us. My
dad struggled for years as an assistant professor of art
history in one of the universities there, but he liked to drink
and gamble too. He was slways trying to strike it rich with
that one big score. He particularly liked pit fighting, and
there was an arena in the warehouse district where we
lived. That’s where he met Garryn Barone.

“Garryn had come to Croshaw for an event. My father, so
sure that his fighter could best Barone even on a bad day,
bet everything we had against Garryn himself. He lost, of
course, and Garryn came by the house to settle up. My

dad didn’t have the money, so he tried bribery, offering him
the chance to participate in some wild scheme to bilk the
university out of millions. Garryn looked like he was going to
accept the deal, and then | caught his eye.

“l was fifteen at the time, and | had just started noticing
boys. Garryn was young, confident and built like an ox. He
had the most charming smile, a pleasant way of speak-
ing. | was swept off my feet. And he must have noticed,
for his demeanor changed immediately. He rejected my
father’s proposal and pressed him physically to pay up.
My father pleaded to give him time to earn the money.
Garryn refused and made a counter offer. | would go and
work for the Barone family on Nemo, a two-year con-
tract, after which all of my father’s debt would be paid in
full.”

“Your father let you go?” O’Van asked.

Swan nodded. “Of course. He really had no choice. Either
that or get his head bashed in. Besides, he wasn’t pre-
pared to raise a daughter on his own. Hell, he could barely
take care of himself.”

“You must have been scared.” Redmoon said.




“l was, at first. When | got there, | had assumed that | was
going to work in the main complex, where Angus, his wife
and their younger children lived. That was the agreement
my father had signed. But instead | was taken directly to
Garryn’s personal home, which was in a different part of
the city.”

“He was lying from the beginning,” Redmaoon said.

“Yes,” Swan said, “but it wasn’t bad initially. There were

a few other girls my age there, and we did what we were
brought there to do. We cooked his meals, kept his house,
and catered his parties, which he threw quite often. Times
were pretty good.”

“How long did that last?” O’Van said.

“About a year. He’d come down to the kitchen after the
parties and flirt with us. He was usually drunk, and so it
was pretty easy to brush him aside. He’d Iaugh, tell jokes,
try to paw us, but we’d fight him off. Then it got worse. He

stopped letting us push him off, and when we tried, he’d
get angry, and sometimes he’d drag one of us out.”

“What would he do?” Redmoon said.

Swan shook her head and was silent for a few moments.
“He was a strong man, and he wasn’t above hurting us.”

“He did this to you too?”

“A few times. Although | was lucky. | was able to keep him
at bay for most of it. He’d wind up thinking he’d done some-
thing when, in fact, he’d passed out and couldn’t remember
it the next dau. Then one night, things changed. He came
down real furious. | think he had lost a lot that evening

in the pits. He looked beat up too, bruises, a cut on his
cheek. He grabbed one of the other girls, but she had had
enough. She struck him with a pot, knocked him for a loop.
She tried to get away, but he grabbed her and threw her
very hard against the cabinets. She hit the floor and didn’t
move. The rest of us ran out and hid till morning. The next

day, the girl was gone. He claimed that she had been taken
to the hospital and then discharged from his service. We
never saw her again.”

“He killed her.” O’Van said.

Swan nodded. “That’s what we suspected, but we didn’t
know for sure.”

“How did you kill Garryn?” Redmoon asked.

She breathed deeply, wiped a tear from her eye. “About a
month later, he came down when | was alone.”

“Angus said there were witnesses.”

“That’s a lie. | was alone, although people did see me run
from the house Iater. Anyway, he came down and started
getting rough with me. He pushed me against the stove. He
was disqusting. His breath stank, he smelled of stale smoke
and vadka. When he put his hands on me, | pulled out one of
my hair pins, and jammed it into his throat. | didn’t mean to
kill him, you understand. | just wanted him to stop. But he
fell back, clutching his throat, blood pouring out through his
fingers.”

“From a hairpin?” O’Van asked.

She nodded. “This was no ordinary hair pin. It was silver,
about four inches long. Garryn had given them as gifts to
all the girls. Anyway, he fell to the floor, and that’s when

| sereamed and ran. | ran right out of the house, past the
guards at the gate, and kept running until | collapsed near
the loading dock of one of Barone’s factories. | hid there
until | saw a chance to sneak into a ship and hide in its
cargo bay. | wasn’t discovered until after departure.”

“And it was a Hurston ship,” Redmoon said.

“That’s right. | didn’t know that at first, of course, but |
was discovered and handed over to Phillip Hurston. The
rest is history really. He took me in as his daughter, had
me work as his assistant in a number of his proving sites.




That’s where | learned about weapons, and that’s where
they discovered | could sing. I've been singing ever since.

“And | have no regrets,” Swan said, standing firmly now
with her arms crossed. “l know | killed him, and I've always
known that, someday, | would have to face that crime. But
I'm glad he’s dead, and | would stab him a thousand times
again if | could.”

“See, | told you, Redmoon,” O’Van said, 8 smug smile on his
face. “There are murderers, and then there are murder-

ers.” He said that last word making quote marks with his

fingers. “So what are you going to do now?”

Redmoon sat there, speechless. He didn’'t have a good
answer, as several options flew through his mind at once.
He rubbed sweat from his forehead, concentrated on the
banging and clinking of the hull as men swirled around the
ship.

He glared at the pirate king. “My decision would be a lot
easier, Beddick, if you would agree to my request.”

0’Van mumbled something indecipherable, threw up his
hands, paced up into the cockpit, then returned in a huff.
“Fine. You win. But a small one. Three ships only.”

Redmoon nodded as a plan developed in his mind. He smiled,
stood, and put his hand on Swan’s shoulder. “Go in the
back, Ms. Swan, and get some rest.”

“What are you going to do with me?” she asked.

“I'm going to do what I've contracted to do.” He smiled,
then winked. “I'm taking you back to Nemo.”

To be continued




