F-THR	Forward  Thrust. Max values are about 60.1g = 32427 = 7E AB. Type into code AB 7E.





�
R-THR	Reverse Thrust.  Max values are 60.1g = 65536 - 32427 = 33109 = 81 55. Type into code 55 81. Generally, you will get about 1 g for every 545 decimal value added.


�



�
GM	Gun Mounts. Up to 4 can be added. Best on ships with low profiles, so the hull doesn't block the view. Not all turret mounted guns will work on all ships (blows up), but it's great to have them for the view.


�



SM	Scoop Mount. Works on all ships. Value is not saved in the gamefile. Scoop and accessories work as long as you do not sell them.





�
FLM	Fully Laden Mass. Value is not saved in the gamefile, so reloading reverts back to the original.  Keeping a low FLM in the .EXE file is usually ok, as the IC will still be the same.  The mass will also be used to determine your hyperspace jump range per the formula:


�



	Jump Range = (Class)(Class)(300) / Mass             exception:	drive class 8 use 9,  class 4 military use 20





�
IC	Internal Capacity.  The maximum is a total of 65535 for the ship, of which the IC is only part of that. 16,000 is a good number, gives you 10,000 for cargo after all equipment is installed.


�



�
COST			Multiply by 1000 to get the total. Numbers past 8000 have problems. Good way to make cash fast. Make the value of your saved ship 8,000,000, and the value of the ship you will buy 1,000. Once you buy it, you're rich! Repeat the process for mega-millions. Note that there is a reset of the credits just past 214 million. At this point a negative sign will be placed in front of the credits, and you lose all your funds.


�



ZOOM	View size of the ship in the status windows and outside views..





SH ID	Ship ID Number. Used in gamesaves and the two default startup ships. Changing it will give you different ships.





NA ID	Name ID number. Changing it will give you different ship names.





CW	Crew. One is all we ever want.





MP	Missile Pylons. Up to 10 (0A) can be used. Value is not saved in the gamefile.





�
DV	Drive. Hyperspace Drives 1 - 8, Military Drives 1 - 4, Thargoid Drive 8. Square the drive number to get the amount of fuel required for a maximum jump.  Exception. for Class 8 use the number 9, and for Class 4 Military use the number 20.


�



Notes





Hacked ships in the .EXE file can kill you. Pirates will buy them and mount the biggest gun they have room for. The best way is to hack your ship, buy and save it, then change the numbers in the .EXE file back to the original. Minor changes like number the number of missiles (10) can be left in with no problem.


A small Fully Laden Mass and a large Hyperdrive will allow you to fly throughout the galaxy.


At 60.1g, you will be almost as fast as a missile (60.5g). You can easily outfly all other ships. Many more time completion missions can be performed.


Particle Accelerators do not use a Laser Cooling Booster.


Shields DO use an Energy Booster Unit. 300 shields is usually more than sufficient. Over 1023, and the number of shields starts back at zero.





George Hooper   hooperh@ix.netcom.com


