QUEST  OPTIONS
LOCATIONS
  0 = None (approach to within 10k)

  1 = Meet at location and require close (25) proximity (must specify SX, SY, SZ, X, Y, and Z coordinates)

  2 = Meet at location and require station docking (must specify SX, SY, SZ, X, Y, and Z coordinates)

  3 = Meet at location and require city docking (must specify SX, SY, SZ, X, Y, and Z coordinates)

  4 = Meet at location and require carrier docking (must specify SX, SY, SZ, X, Y, and Z coordinates)

  5 = Meet at sector location only (specify only SX, SY, SZ)

  8 = Expand combat area from 10k (default) to 50k

  The 'Objct' value is for specifying an object ID or filename

  The 'Datan' values can be used to specify a file, object ID, AI threat level, text, or location

  The 'Space' value tells the game whether the object is in space or on the in-sector planet (0=space; 1=planet). 'Data1' then becomes the X angle placement and 'Data2' becomes the Y angle placement relative to the planet.

EVENTS
  0 = Nothing, advance to the next stage automatically if player arrives at location (good for text messages).

  1 = Play audio sound. Data1 is used for the sound file you want to load (from the main game folder) and play (wav, PCM, 16-Bit, 44KHz stereo or 22KHz mono)

  2 = Display indicated text (good for message beacons, requires close proximity before advancing). Color will be purple by default, or specify a color for each line by adding \RGB at the end where 0 = no color, 1 = dim, 2 = bright color.

  3 = Place ship at location in sector. QuestObjct is for the object ID of the ship, starting at 1221 for cap ships, 1230 for fighters and 1261 for ships in sectors w/o stations.

      Data1, Data2 and Data3 are for the X, Y, Z.

      Data4 is for threat value (1-3 friendly to hostile).

      Data5 is for specifying the faction affiliation of the ship:

 (0 = None, 1 = ALC, 2 = FDN).

      Leave Data 6-9 blank for ships not designated for morting.

      Data6 specifies if ship needs to be destroyed or not:

 (0 = no, 1 = yes).

      Data7 specifies number of the ship within the group (1-9 for up to 9 ships at a time).

      Data8 specifies total number of ships in the group to destroy (include with each ship).

      Data9 sets ship type (1-10 ALC, 11-13 VON, 21-32 NAVY, and 41-50 FDN); leave blank for default.

  4 = Just place object at location in sector only; QuestObjct is for the object ID or filename.

      Data1, Data2, and Data3 are for the X, Y, Z

      Data4 specifies the base texture (default 2480)

      Data5 specifies the normal map texture (default 2481)

      Data6 specifies the specular texture (default 2482)

      Data7 specifies the emissive texture (210 = none, 15 = glow, 2544 = secondary option for glow)

      Data8 specifies the scale (default 2)

      Data9 specifies rotation along the X axis (default 270)

  5 = Player must reach waypoint/complete objective specified in next stage by time limit.

      Data 1 is for the time limit in seconds.

      Data 2 is for displaying the timer value on screen or not:

 (0 = display, 1 = do not display).

  7 = Player must destroy the ship(s) specified in event 3 before advancing to the next stage.

  8 = Warp specified ship out. QuestObjct is for the ship ID.

  9 = Warp specified ship in.

      QuestObjct is for the object ID of the ship.

      Data1, Data2, and Data3 are for the arrival location.
10 = Transport the player to the specified location.

       Data1, Data2, and Data3 are for the SX, SY, SZ.

       Data4, Data5, and Data6 are for the X, Y, Z.
11 = Disable player's jump drive (hit by disruptor mine).

12 = Disable player's Nav system.
13 = Disable player's weapon system.
14 = Disable player's engine system.
15 = Wait until player has specified equipment item installed.

       Data1 is for equipment item.
16 = Wait until player has specified particle cannon installed.

       Data1 is for particle cannon (1-15).
17 = Wait until player has specified beam cannon installed.

       Data1 is for beam cannon (1-5).
18 = Wait until player has specified missiles installed.

       Data1 is for missile type (71-84, 86-88).

       Data2 is for number of missiles (1-8).
20 = Retrieve the specified number of units of material.

       Data1 is for the material type.

       Data 2 is for the number of units.
21 = Build module at specified location (+/- 100).

       Data1 is used for module type.

       Data2, Data3, and Data4 are for the SX, SY, SZ.

       Data5, Data6, and Data7 are for the X, Y, Z. The in-sector coordinates are locked. Jumping to them will place the player in the proper location for building a scripted module.
22 = Deploy module at a designated location (+/- 100).

      Data1 specifies the module type (0-5).

      Data2, Data3 and Data4 are for the SX, SY, SZ.

      Data5, Data6 and Data7 are for the X, Y, Z.
88 = Quest completed.
CODE  NUMBERS (for Events 15-21)

Material
+Item1: Food units 

+Item2: Medical supplies 

+Item3: Hydrogen fuel cells

+Item4: Electronics

+Item5: Solar cells

+Item6: Metal ore 

+Item7: Diamonds 

+Item8: Anti-matter cells 

+Item9: Fusion cells

+Item10: Machinery parts

+Item11: Textiles

+Item12: Platinum

+Item13: Biological Units

+Item14: Oxygen

+Item15: Gold

+Item16: Silver

+Item17: Water

+Item18: Armor

Equipment 1
+Item19: Fuel converter

+Item20: Mantis drive

+Item21: Class 1 Fulcrum jump drive

+Item22: Class 2 Fulcrum jump drive

+Item23: Class 3 Fulcrum jump drive

+Item24: Class 4 Fulcrum jump drive

+Item25: Class 5 Fulcrum jump drive

+Item26: Class 1 cargo scanner

+Item27: Class 2 cargo scanner

+Item28: Class 3 cargo scanner

+Item29: Class 4 cargo scanner

+Item30: Class 5 cargo scanner

+Item31: Cannon relay system

+Item32: Mining and tractor

+Item33: Shield batteries x1

+Item34: Shield batteries x2

+Item35: Shield batteries x3

+Item36: Shield batteries x4

+Item37: Shield batteries x5

+Item38: Repair devices class 1

+Item39: Repair devices class 2

+Item40: Repair devices class 3

Particle Cannons (quest numbers in parentheses)
+Item41 (15): FlareBeam particle cannon

+Item42 (14): IceSpear particle cannon 

+Item43 (13): FireFury particle cannon

+Item44 (12): StarGuard particle cannon

+Item45 (11): Stalker particle cannon

+Item46 (10): Eclipse particle cannon

+Item47 (9): StarForge particle cannon

+Item48 (8): Maxim-R particle cannon

+Item49 (7): SunRail particle cannon

+Item50 (6): Razor particle cannon

+Item51 (5): Predator particle cannon

+Item52 (4): Trebuchet particle cannon

+Item53 (3): Atlas particle cannon

+Item54 (2): Phantom particle cannon

+Item55 (1): Banshee particle cannon

Beam Cannons (quest numbers in parentheses)
+Item56 (1): Refractor Laser

+Item57 (2): Metal-Vapor Laser

+Item58 (3): Coil Laser

+Item59 (4): Neodymium Laser

+Item60 (5): Fusion Laser

Missiles
+Item71: Echelon missile

+Item72: Viper missile

+Item73: Rockeye missile

+Item74: Starfire missile

+Item75: Exodus missile

+Item76: Leech EMP missile

+Item77: Excalibur regenerative missile

+Item78: Stealth devices

+Item79: Disruptors

+Item80: Lynx missile

+Item81: Rage missile

+Item82: Cyclone missile

Equipment 2
+Item83: Disruptor mines

+Item84: Probes

+Item86: Fuel packs

+Item87: Charge packs

+Item88: Shield packs

+Item100: Stealth generator

+Item104: Repair beam

+Item105: Anti-missile system

+Item106: Shield array recharger

+Item107: Automatic CM launcher

+Item108: Cannon heatsink

+Item109: Deploy constructor

+Item110: Build constructor

+Item111: Afterburner drive

+Item112: Terrain walker

+Item114: Target scanner

+Item115: Escape pod

+Item117: Satellite

Engineering Items
Item 120: Shield Modifier P (particle cannon shield enhancer)

Item 121: Shield Modifier B (beam cannon shield enhancer)

Item 122: Shield Modifier M (missile shield enhancer)

Item 123: Thruster Overdrive

Item 124: Solar Recharger

+Item800: Memory banks

+Item801: Batteries

+Item802: Energy emitters

+Item803: Reflective mirrors

+Item804: Focal mirrors

+Item805: Radio receivers

+Item806: Radio transmitters

+Item807: Particle accelerators

+Item808: Lenses

Build Modules
0: Power Supply

1: Living/Crew

2: Production

3: Storage

4: Command

5: Shield

6: Weapon Turret

7: Horizontal connector

8: Vertical connector

Deploy Modules
Hangar station

Repair station

Sensor station

Fuel processor

Shield array

Mining probe

Note: Deploy modules are not part of the build module system currently in the quest options.
SHIP CODES
	Alliance
  1: Talon

  2: Osprey

  3: Saber

  4: Falcon

  5: Raptor

  6: Phoenix

  7: Eagle

  8: Renegade

  9: Centurion

10: Leviathan
	Federation
41: Arrow

42: Scorpion

43: Hunter

44: Typhoon

45: Venture

46: Sentinel

47: Guardian

48: Paladin

49: Titan

50: Starmaster

	Vonari
11: fighter

12: fighter

13:
	Navy
21: Pulsar

22: Razor

23: Shadow

24: Wraith

25: Evoch

26: Nighthawk

27: Lamprey

28: Firestar

29: Avenger

30: Shrike

31: Predator


SCENERY OBJECTS
Scenery2.x: phantom station

Scenery4.x: default message buoy

Scenery20-25: shipwrecks

Scenery27-28: debris fields
EXAMPLES (see The Quest below)

QuestIDNum=2: Each quest should have a unique Number. In the following examples, the quest (2) will be listed as number 3 in the quest menu.

QuestTitle=Quest Options Test: Also, each quest should have a unique title.
Most of the time, the text located directly underneath the Stage number will direct the player to the Location and Event immediately following the text.

Stage 1: Receiving a message as soon as the player enters the sector designated in the next Stage.

   ▪ Location n is set to 5.

   ▪ Set sector coordinates (SX, SY and SZ) but leave in-sector coordinates (XC, YC and ZC) empty. In the example, the player will receive the message in Stage 2 as soon as he enters Olympus Prime.

   ▪ Nothing else is expected to happen at this Stage, so the Event is set to zero (0).

   ▪ Since this is not a Win-Lose scenario, the “win” option is set to the next Stage and the “lose” option is set to 0.

Stage 2: Directing the player to dock at a space station.

   ▪ Location n is set to 2.

   ▪ Sector and in-sector coordinates (SX, SY, SZ, XC, YC and ZC) are set to the station's location. 

   ▪ Since all the player does is dock, the Event is 0.

Stage 3: Directing the player to a location where he must approach to within a 240 range (as seen on the Nav marker).
   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to the destination.

   ▪ The Event is set to 0.

Stage 4: Directing the player to a location where he must approach within a 240 range of an object placed at the designated location.

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to the destination.

   ▪ The Event is set to 0.

   ▪ The Object is set either to an object hard-coded to the game or a modded object placed in the main game folder.

   ▪ If the Object is located in space (as in the example), then Space is set to 0; if it's located on a planet, then it's set to one (1).

   ▪ Data 1-3 are set to the Object's in-sector coordinates.
Stage 5: Another method of directing the player to a specific location.

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to the destination.

   ▪ The Event is set to 2.
Stage 6: Placing a custom object (scenery).

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to the Object's location.

   ▪ The Event is set to 0.

   ▪ Data 1-3 are set to the Object's in-sector coordinates.

   ▪ Data 4 is set to 2480 (base texture).

   ▪ Data 5 is set to 2481 (normal map texture).

   ▪ Data 6 is set to 2482 (specular texture).

   ▪ Data 7 is set to 210 (emissive=0) or either 15/2544 (glow effect).

   ▪ Data 8 is set to 2 (default size).

   ▪ Data 9 is set to 270 (Object is rotated upright along the X axis).
Stage 7: Receiving an audio message.

   ▪ Text is left blank (audio only).

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to destination.

   ▪ The Event is set to 1.

   ▪ Data 1 is set to the audio file (stored in the main game folder). Audio files must be saved as a wave, 16-Bit, PCM, and either 44 KHz for stereo or 22 KHz for mono.
   Note 1: Neither video or graphic messages can be scripted.

   Note 2: To add an object to the audio Event, create a Stage similar to Stage 4 in the example and place it just prior to the audio Stage (see Stage 6 in the example).
Stage 9: Creating a timed Event for combat.

   ▪ Location n is set to where the timer should begin counting down. In the example, the location is set to 2 (a station).

   ▪ Sector and in-sector coordinates are set to Merak Station. When the player docks,  the timer begins to count down.

   ▪ The Event is set to 5.

   ▪ Data 1 is set to the time limit in seconds. In the example, the timer is set for 300 seconds (5 minutes).

   ▪ Data 2 can probably be left blank (the timer is displayed on screen). If the timer doesn't work, set this line to 0 to display the time.

   ▪ Loss (QuestNextL) is set, both here and at Stages 11 and 12. If the time expires before combat is completed, the quest will branch to the losing Stage. Also, if the player drifts out of the combat area (10k) then the game registers a loss. Else, if the player kills the target within the time limit and without drifting out of the combat area, the quest will continue along the winning Stage.
Stage 11: Running the timed Event for combat.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the combat area. Unless otherwise specified, the area has a radius of 10k.

   ▪ The Event is set to 3. An Event 3 must be created for each ship to be spawned for combat. In the example, only one ship is targeted as an enemy and no ships are spawned to support the player. (See Stage 16 for an example of a multi-target Event.)

   ▪ The Object is set to the numerical value of the target ship (see Events section, above). In the example, ship 1230 is used (a fighter).

   ▪ Space is set to 0 (target is in space).

   ▪ Data 1-3 are set to the in-sector coordinates for the combat area.

   ▪ Data 4 is set to 3 (ship is hostile).

   ▪ Data 5 is set to 1 (ship is Alliance).

   ▪ Data 6 is set to 1 (ship must be destroyed).

   ▪ Data 7 is set to 1 (ship number 1).

   ▪ Data 8 is set to 1 (only 1 ship need be destroyed).

   ▪ Data 9 is left blank (the game engine will generate a random ship).
Stage 12: Finalizing a timed Event for combat.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the combat area.

   ▪ The Event is set to 7. Only one Event 7 is required for combat.
Stage 13: Directing the player to dock at a city.

   ▪ Location n is set to 3.

   ▪ Sector and in-sector coordinates are set to any location on the planet.

   ▪ The Event is set to 0.

Stage 16: Creating a multi-target combat Event.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are offset from the center of the combat area by about 100. In the example, the center of the combat area is 0, 0, 0 (in-sector coordinates) while the first ship's in-sector coordinates are offset to 100, 50, 100.

   ▪ The Event is set to 3.

   ▪ The Object is set to the numerical value of a fighter-escort (1230).

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the in-sector coordinates for ship 1.

   ▪ Data 4 is set to 3 (target is hostile).

   ▪ Data 5 is set to 1 (the ship is Alliance).

   ▪ Data 6 is set to 1 (the ship must be destroyed).

   ▪ Data 7 is set to 1 (this is ship 1 of two ships set for destruction).

   ▪ Data 8 is set to 2 (a total of two ships must be destroyed).

   ▪ Data 9 is set to 4. This is a specific type ship (see Ship Codes above for a list the numerical values of all ships). In the example, number 4 equates to a Falcon.

   ▪ Win is set to the next Stage (the second ship).

   ▪ Lose is set to the losing branch. Since this series of events has no timer, the player can only lose if he flies out of the combat area (10k) prior to killing both enemy ships.
Stage 17: Adding a second target to the scenario.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are the same as for the first ship. In-sector coordinates should be offset from the center of the combat area but not at the same location as for the first ship. In the example, in-sector coordinates for the second ship are offset to -100, -50, -100.

   ▪ The Event is set to 3.

   ▪ The Object is set to the next fighter-escort (1231). Do not use the same number for more than one ship.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the in-sector coordinates for ship 2.

   ▪ Data 4 is set to 3 (ship is hostile).

   ▪ Data 5 is set to 1 (the ship is Alliance).

   ▪ Data 6 is set to 1 (the ship must be destroyed).

   ▪ Data 7 is set to 2 (this is ship 2 of two ships set for destruction).

   ▪ Data 8 is set to 2 (a total of two ships must be destroyed).

   ▪ Data 9 is set to 4. This is the same type ship as ship 1.

   ▪ Win is set to the next Stage.

   ▪ Lose is set to the losing branch.
Stage 18: Finalizing the combat Event.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the center of the combat area. In the example, the in-sector coordinates are 0, 0, 0.

   ▪ The Event is set to 7 (the designated ships must be destroyed).

   ▪ Object, Space and Data lines are left blank.

   ▪ Win is set to the next Stage.

   ▪ Lose is set to the losing branch, same as stages 16 and 17.

Stage 19: Another method of creating a timed Event for combat.

   ▪ Location n is set to 5 (timer will begin when player enters sector).

   ▪ Sector coordinates are set to the area where the timer begins. The in-sector coordinates are left blank. In the example, the sector coordinates are set to the location of New Hope (-3, 0, 2).

   ▪ Event is set to 5.

   ▪ Data 1 is set to 240 (4 minutes).

   ▪ Win is set to the next Stage (20). When the player enters anywhere inside the sector, the message in Stage 20 will be displayed in chat.

   ▪ Lose is set to the losing branch. If the player fails to complete the task set in scenario from Stage 20 before the time expires, the quest will branch to the losing Stage.

Stages 20-21: A combat scenario similar to that already discussed in Stages 11 and 12.

Stage 25: Creating a combat scenario between friendly and hostile ships.

   Note: Ships should be placed in the following order: friendly capital ships, friendly escorts, hostile capital ships (not targeted), hostile escorts (not targeted), targeted ships.

   ▪ Location n is set to 0

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area (as defined in Event 7, below.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 1 (a friendly ship).

   ▪ Data 5 is set to 2 (a Federation ship).

   ▪ Data 6-8 are left blank.

   ▪ Data 9 must be left blank whenever Data 6-8 are blank.

   ▪ Win is set to the next Stage. All ships in the scenario should be set the same.

   ▪ Lose is set to the lose branch. All ships in the scenario should be set the same.

Stage 26: Adding a second friendly fighter-escort to the scenario.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area and the offsets should be at least 100 distant from the center and 100 from all other ships.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 1 (a friendly ship).

   ▪ Data 5 is set to 2 (a Federation ship).

   ▪ Data 6-9 are left blank.

Stage 27: Adding a third friendly fighter-escort to the scenario.

   ▪ All lines are set the same as for Stages 25-26 except: in-sector coordinates should be offset from those already specified and the Object number should be different from those already in use for this scenario.

Stage 28: Adding a hostile capital ship to the scenario.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are set to the combat area. In-sector coordinates are offset in the same manner as discussed above.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique number for capital ships. In this example, the number is 1221.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates for this ship.

   ▪ Data 4 is set to 3 (hostile ship).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6-9 are left blank. (This ship is not targeted.)

Stage 29: Adding a hostile fighter-escort to the scenario.

   ▪ Location n is set to 0

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area and the offsets should be at least 100 distant from the center and 100 from all other ships.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 3 (a hostile ship).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6-9 are left blank. (This ship is not targeted.)

Stage 30: Adding a targeted hostile fighter-escort to the scenario.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area and the offsets should be at least 100 distant from the center and 100 from all other ships.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 3 (a hostile ship).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6 is set to 1 (ship is targeted for destruction).

   ▪ Data 7 is set to 1 (ship is 1 of two to be destroyed).

   ▪ Data 8 is set to 2 (2 ships must be destroyed).

   ▪ Data 9 is left blank (the game engine will pick the type ship).

Stage 31: Adding a second targeted hostile fighter-escort.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area and the offsets should be at least 100 distant from the center and 100 from all other ships.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 3 (a hostile ship).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6 is set to 1 (ship is targeted for destruction).

   ▪ Data 7 is set to 1 (ship is 2 of two to be destroyed).

   ▪ Data 8 is set to 2 (2 ships must be destroyed).

   ▪ Data 9 is left blank (the game engine will pick the type ship).

Stage 32: Finalizing the combat Event.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the center of the combat area.

   ▪ The Event is set to 7.

   ▪ The winning scenario requires the player or a friendly AI to kill the two designated hostile ships.

   ▪ If the player leaves the combat area before both ships are destroyed then the quest branches to the losing Stage.

Stage 33: Transporting a ship into a designated area of space. In the example, the transported ship enters the combat area as soon as the two targeted ships have been destroyed.

   ▪ Location n is set to 5.

   ▪ Sector coordinates are set in the location where the ship is designated to appear. In the example, a Federation capital ship is set to appear at the combat area created in Stages 25-32.

   ▪ In-sector coordinates can be set either to the center of the designated area (for a single-ship scenario) or offset (for a situation similar to the combat area defined in Stages 25-32).

   ▪ The Event is set to 9.

   ▪ Object is set to a unique ship number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location coordinates.

Stage 50: Directing the player to dock at a carrier.

   ▪ Location n is set to 4.

   ▪ Sector and in-sector coordinates are set to the docking part of the carrier.

   ▪ The Event is set to 0.

Stage 51: Expanding the combat area from 10k to 50k.

   ▪ Location n is set to 8.

   ▪ All other lines are set according to previously discussed combat scenarios.
Stage 53: Changing text color.

   ▪ Text Lines are set to 4 (in the example).

   ▪ First and fourth lines are appended with \001. Second and third line are appended with \002. The result will be a chat message where the center text is light blue and bordered in dark blue.

   ▪ Although the color option is listed under Event 2, any chat text can be changed using \RGB codes appended to each line of text. 0=no color, 1=dark color and 2=bright color. Text default color is purple.
Stage 56: Using the timer to force the player to make a decision.

   ▪ Location n set to 0.

   ▪ Sector and in-sector coordinates set the the player's location.

   ▪ The Event set to 5.

   ▪ Data 1 set to length of time allowed player to make his decision.

   ▪ Win set to the results of deciding one way.

   ▪ Lose set to the consequences of deciding another way.

Stage 58: Transporting the player from one location to another.

   ▪ Location n is set to 1.

   ▪ Sector coordinates are set to the player's current sector.

   ▪ In-sector coordinates are set to the point in the current sector where the player will begin transportation.

   ▪ The Event is set to 10.

   ▪ Data 1-3 are set to the destination sector coordinates.

   ▪ Data 4-6 are set to the destination in-sector coordinates.

Stage 59: Disable the player's engines. This Event affects the engines for about 80 seconds, after which the IDS multiplyer becomes fully functional.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location of whatever instrument (if one is needed) used to disable the engines. In the example, the engine is disabled during the transportation process.

   ▪ The Event is set to 14.

Stage 60: Disable the player's jump drive. This Event is accompanied with an explosion, simulating a disruptor mine, and results in the jump drive being taken off line for about 200 seconds.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location of whatever instrument (if one is needed) used to disable the jump drive. In the example, the jump drive is disabled during the transportation process.

   ▪ The Event is set to 11.

Stage 61: Disable the player's navigation system. This Event affects the HUD for about 80 seconds.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location of whatever instrument (if one is needed) used to disable the navigation system. In the example, the system is disabled during the transportation process.

   ▪ The Event is set to 12.

Stage 62: Disable the player's weapons system. This Event affects the weapons for about 80 seconds, after which the weapons become fully functional.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location of whatever instrument (if one is needed) used to disable the weapons system. In the example, weapons are disabled during the transportation process.

   ▪ The Event is set to 13.

Stage 64: Directing the player to install a specified equipment item. In the example, the designated item is a build constructor (listed under Equipment 2, above). The player is already docked at a station where he can purchase all the required items.

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 15.

   ▪ Data 1 is set to the specified equipment item. In the example, that would be number 110 (build constructor).

Stage 65: Directing the player to install a specified particle cannon.

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 16.

   ▪ Data 1 is set to the specified particle cannon. In the example, that would be number 13 (a FireFury).

Stage 66: Directing the player to install a specified laser cannon.

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 17.

   ▪ Data 1 is set to the specified laser cannon. In the example, that would be number 1 (a Refractor laser).

Stage 67: Directing the player to load up on missiles. In the example, one Echelon missile must be loaded to advance the quest.

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 18.

   ▪ Data 1 is set to the specified missile. In the example, that would be number 71 (the Echelon missile).

   ▪ Data 2 is set to the number of missiles required.

Stage 68: Directing the player to load up on specified material. 

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 20.

   ▪ Data 1 is set to the specified material. In the example, that would be number 6 (metal ore).

   ▪ Data 2 is set to the number of units required.

Stage 69: Directing the player to build a specified module. In the example, the specified module is a weapons turret.

   ▪ Location n is set to 0

   ▪ Sector and in-sector coordinates are set to where the module is to be located. When the player jumps to these coordinates, he will be within “locking” range of where the module should be built. The program will then automatically adjust for any offsets between the scripted coordinates and the actual location of the build, moving the build location to the scripted location.

   ▪ The Event is set to 21.

   ▪ Data 1 is set to the specified module. In the example, that would be module 6 (weapon turret).

   ▪ Data 2-4 is set to the sector coordinates for where the module is to be located.

   ▪ Data 5-7 is set to the in-sector coordinates for where the module is to be located. The player need only jump to these coordinates in order to build the module since the proper coordinates are “locked” into the quest system.

Stage 100: Directing the player to dock at a city.

   ▪ Location n is set to 3.

   ▪ Sector and in-sector coordinates are set to the planet's surface. Since the planet rotates and, with it, the cities, any location on the surface will work.

   ▪ The Event is set to 0.

Stage 101: Ending the quest.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location where the quest will end. In the example, docking at the city in Olympus Sigma will end the quest.

   ▪ The Event is set to 88.

Stage 110: Setting the timer for a ship to transport out of a designated area.

   ▪ Location n is set to 2.

   ▪ The sector and in-sector coordinates are set to the player's current location. In the example, the player is docked.

   ▪ The Event is set to 5.

   ▪ Data 1 is set to the time limit. In the example, the timer is set for 300 (5 minutes).

   ▪ Data 2 is set to 1 (the timer will not be displayed on screen).
Stage 115: Designating the ship to be transported out of the designated area.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the ship's current location. In the example, the Alliance capital ship is in a combat area, offset from the center.

   ▪ The Event is set to 3 ( a combat scenario).

   ▪ Object is set to the ship's unique number. In the example, the number is 1221 (a capital ship).

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the ship's in-sector location.

   ▪ Data 4 is set to 3 (hostile).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6-8 are left blank. This ship is not targeted to be destroyed.

Stage 121: Transporting the ship out of the designated area.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set the the ship's current location. In the example, the ship is located inside a combat area.

   ▪ The Event is set to 8.

   ▪ Object is set to the same ship number as specified previously. In the example, the ship number is 1221 (from Stage 115).

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the ship's in-sector destination coordinates. These coordinates must be within the same sector as designated in the Location section.

THE QUEST
QuestStage=1
QuestTextL=12

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  The purpose of this quest is to test all

possible quest options.

  To complete the quest you need to be a pilot

of the Federation. Eventually, you will need to

acquire a Build Constructor ... so keep an eye

open for one whenever you dock. Note: You can

also pick one up from some AI pilots by asking

for information. 

  Start by entering the Olympus star system, in

the sector occupied by Olympus Prime.
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Welcome to Olympus. This sector of space

belongs to the Federation ... but you'll soon

discover that Alliance pilots tend to dispute

our claim.

  At this time, we want you to dock at the

orbiting space station. Be advised, though, that

it's very likely you'll be met by a very 

disagreeable group of hostile pilots. So, keep a

sharp eye and adjust your shields as required

before jumping. Quick-docking is suggested.
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Now go find the wormhole located ENE of

Olympus on a heading of 064, pitch 0, for about

44 sectors (depending on your start location).

  Approach the wormhole but do not enter until

given instructions to do so.
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Good. Now, after you enter the wormhole, it

will take you into the Wolf system. You will 

exit hyperspace near the center of the sector.

Jump to sub-sector 10000,13000,-47000 and you

should find a nearby message buoy (Wolf is too

far away for direct communication). Approach the

buoy to receive your next set of instructions.
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Now comes the 'experimental' part. Last time

I tried this, the HUD went all wonky.

  There is another wormhole ... in this sector.

When you enter this wormhole, it will take you

into the nebula located a few sectors south of

here. Once in the nebula, head toward a hidden

cargo pod located near sub-sector -15K,-1K,1K.

  Besides holding minerals, the pod also funct-

ions like a beacon ... it will transmit our

next set of instructions.

  Good luck with this one.
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Good, you found the cargo pod. If you have

room aboard your ship, and a tractor beam

installed, you can probe the pod and recover

its contents.

  Either way, it's now time to explore the local

asteroid cave. Deep inside the cave you should

find another message buoy. Upon close approach,

it will broadcast an audio instruction.

  So, listen up. It won't be repeated!
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Welcome to Fauston Tau. We're glad you found

your way here. We are having a bit of problem in

the Merak sector and would like for you to lend

a hand. So, at this time, make your way to the

space station orbiting the planet Merak.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Long range sensors have detected an Alliance

ship entering the jumpgate. Intelligence reports

that the ship is a scout, coming into Merak to

determine the effectiveness of our defenses.

  Experience tells us that we have about five 

minutes to engage and destroy the scout ship

before it reports back to its fleet.

  You now have to make a decision. You can

decide either to engage in combat or ignore the

order. If you decide not to fight, then simply

let the timer run out and, afterward, follow the

instructions given you.

  If you do decide to fight, the interception

point is: -61k,0,-54k ... engage and destroy

the scout with all due haste.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Bandit! Bandit! Bandit! You're committed ...

cleared to engage ... weapons hot.

  C'mon ... you can't let this guy get away!
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  The Alliance scout managed to transmit his

report. Consequently, we expect the invasion

fleet to arrive presently.

  Dock at Aries Station and make any necessary

repairs while our defense forces position them-

selves to counter the attack.

  Orders will be given to you after docking.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  A patrol of two Alliance ships is currently

near the center of the sector, coordinating an

attack on our forward operating base. Intercept

and engage that patrol.

  With luck, the commotion you create will force

at least part of the invasion fleet to abandon

its position in Merak and return to Sapphire.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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` ================= 2nd ship ===================
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  This time, there is no opportunity to abort

the mission. You must either destroy the two

Alliance patrol ships ... or accept failure!
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Evidently, your victory in Sapphire has forced

Alliance Command to reevaluate its priorities.

They have sent a single scout ship back into

your area to investigate.

  Make your way to New Hope. After you enter the

sector, we will provide vectors to the scout's 

current location.

  Before you engage the ship, determine whether

or not his report will benefit our situation. If

Sapphire is under siege, let him live so that

his report will force the Alliance to withdraw

from Merak. If all is quiet in New Hope, destroy

the scout before he has time to make his report.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  The Alliance scout ship has entered the system

and is now near the jumpgate at 10k,1k,30k ... 

intercept and, if the situation warrants, engage

and destroy ASAP.
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  This time, you do have an opportunity to abort

the mission.

  If you allow the ship to survive long enough

to ascertain the situation and report back to

the fleet, Alliance Command will base its

actions on the information they receive. If the

ship is destroyed before it can make its report,

then they will most likely withdraw from Merak.

  It's your call.
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` ============== 1st Federation escort =========
QuestStage=25
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  The Alliance fleet has taken up station in the

nebula near Fauston Prime to regroup. We have a

contingent of ships in pursuit and they will be

engaging the enemy shortly.

  Support our Federation ships as they attack

the retreating Alliance fleet.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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` ============== 2nd Federation escort =========
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` ============== 3rd Federation escort =========
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` ============ Alliance capital ship ===========
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` ============== 1st Alliance escort ===========
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` ============== 2nd Alliance escort ===========
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` ============= 3rd Alliance escort ============
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  We need you to take out at least two of the

escort ships. Our fleet will handle the rest.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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` ============= Fed Cap Ship Warps In =========
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Then, after all the other ships spawn when you

enter the combat area, you warp the Federation

capital ship into place.

  The Alliance capital ship will warp away at

the same time, if not before. 'Cause you already

killed your quota of enemy fighters.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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` ========= Enter the Vonari ===================
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  We now head into the Agate system to dock at

the carrier Verity. You access Agate via north

Sierra and, from there, through the Agate Hub.

  Docking at a carrier is a manual affair ...

you can set a jump point to the landing deck

but, from there, you must manually fly into the

docking bay and press (default) F3 to dock.
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Agate Intelligence has passed along a report

which we believe to be a hoax ... and we'd like

you to check it out.

  Make tracks for the nearby cave and approach

the entrance. Intel believes that one or two

craft of Vonari design have been sighted roaming

in the area. Identify any ships and, if they are

Vonari, engage and destroy.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

` ================= 1st Vonari ship ============
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>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>\001

  We are the Vonari ... on a scouting mission in\002

this star system. Go away and leave us alone.\002

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<\001
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QuestLocSX=-2202

QuestLocSY=0

QuestLocSZ=3620

QuestLocXC=-400

QuestLocYC=5

QuestLocZC=5645

QuestEvent=7

QuestObjct=

QuestSpace=

QuestData1=

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=54

QuestNextL=100

QuestStage=56
QuestTextL=5

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  This looks suspicious. Approach at your own

peril. We cannot be responsible for whatever

happens. This could be a Vonari trap!

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=0

QuestLocSX=3502

QuestLocSY=0

QuestLocSZ=-1798

QuestLocXC=-10086

QuestLocYC=-133

QuestLocZC=9854

QuestEvent=5

QuestObjct=

QuestSpace=



QuestData1=180

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=57

QuestNextL=100

QuestStage=58
QuestTextL=0

QuestLoctn=1

QuestLocSX=3502

QuestLocSY=0

QuestLocSZ=-1798

QuestLocXC=-10086

QuestLocYC=-133

QuestLocZC=9854

QuestEvent=10

QuestObjct=

QuestSpace=

QuestData1=1015

QuestData2=0

QuestData3=4998

QuestData4=50012

QuestData5=75455

QuestData6=29131

QuestData7=

QuestData8=

QuestData9=

QuestNextW=59

QuestNextL=100

QuestStage=59
QuestTextL=0

QuestLoctn=0

QuestLocSX=1015

QuestLocSY=0

QuestLocSZ=4998

QuestLocXC=50012

QuestLocYC=75455

QuestLocZC=29131

QuestEvent=14

QuestObjct=

QuestSpace=

QuestData1=

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=60

QuestNextL=0

QuestStage=60
QuestTextL=0

QuestLoctn=0

QuestLocSX=1015

QuestLocSY=0

QuestLocSZ=4998

QuestLocXC=50012

QuestLocYC=75455

QuestLocZC=29131

QuestEvent=11

QuestObjct=

QuestSpace=

QuestData1=

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=61
QuestNextL=0

QuestStage=61

QuestTextL=0

QuestLoctn=0

QuestLocSX=1015

QuestLocSY=0

QuestLocSZ=4998

QuestLocXC=50012

QuestLocYC=75455

QuestLocZC=29131

QuestEvent=12

QuestObjct=

QuestSpace=

QuestData1=

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=62
QuestNextL=0

QuestStage=62

QuestTextL=0

QuestLoctn=0

QuestLocSX=1015

QuestLocSY=0

QuestLocSZ=4998

QuestLocXC=50012

QuestLocYC=75455

QuestLocZC=29131

QuestEvent=13

QuestObjct=

QuestSpace=

QuestData1=

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=63

QuestNextL=0

QuestStage=64
QuestTextL=5

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  We need to prepare you for combat against the

Vonari. First, you need to equip yourself with a

build constructor.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=2

QuestLocSX=1000

QuestLocSY=0

QuestLocSZ=4999

QuestLocXC=-50000

QuestLocYC=0

QuestLocZC=25000

QuestEvent=15

QuestObjct=

QuestSpace=

QuestData1=110

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=65

QuestNextL=0

QuestStage=65
QuestTextL=4

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  You will need to defend yourself. Find and

install a FireFury cannon.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=2

QuestLocSX=1000

QuestLocSY=0

QuestLocSZ=4999

QuestLocXC=-50000

QuestLocYC=0

QuestLocZC=25000

QuestEvent=16

QuestObjct=

QuestSpace=

QuestData1=13

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=66

QuestNextL=0

QuestStage=66
QuestTextL=4

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  To compliment your FireFury, find and install a

Refractor laser.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=2

QuestLocSX=1000

QuestLocSY=0

QuestLocSZ=4999

QuestLocXC=-50000

QuestLocYC=0

QuestLocZC=25000

QuestEvent=17

QuestObjct=

QuestSpace=

QuestData1=1

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=67

QuestNextL=0

QuestStage=67
QuestTextL=5

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  You will also need a total of ten cargo bays

... but you should also carry at least one good

missile. I think we have the Echelon in stock.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=2

QuestLocSX=1000

QuestLocSY=0

QuestLocSZ=4999

QuestLocXC=-50000

QuestLocYC=0

QuestLocZC=25000

QuestEvent=18

QuestObjct=

QuestSpace=

QuestData1=71

QuestData2=1

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=68

QuestNextL=0

QuestStage=68
QuestTextL=4

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Now is the time to fill those ten empty cargo

bays. You'll need 200 units of metal.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=2

QuestLocSX=1000

QuestLocSY=0

QuestLocSZ=4999

QuestLocXC=-50000

QuestLocYC=0

QuestLocZC=25000

QuestEvent=20

QuestObjct=

QuestSpace=

QuestData1=6

QuestData2=200

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=69

QuestNextL=0

QuestStage=69
QuestTextL=18

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  We are about to turn the tables on the Vonari.

Our technicians have reprogrammed the exit point

for the transporter device in Serene. It is now

due east of the planet Vonarion B, near one of

our other outposts.

  Federation and Alliance personnel have been

warned to avoid the transporter's location. The

only ships entering Vonari space from Serene

will be Vonari fighters.

  You're directed to take your metal and set up

a defensive ring around the exit point at:

      1013,0,5000: -46K,-20K,45K

  Build a weapons turret at that location. When

the turret is in place, you can then replenish

your supply of metal and, at your discretion,

build whatever else you deem necessary.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=0

QuestLocSX=1013

QuestLocSY=0

QuestLocSZ=5000

QuestLocXC=-46000

QuestLocYC=-20000

QuestLocZC=45000

QuestEvent=21

QuestObjct=

QuestSpace=

QuestData1=6

QuestData2=1013

QuestData3=0

QuestData4=5000

QuestData5=-46000

QuestData6=-20000

QuestData7=45000

QuestData8=

QuestData9=

QuestNextW=100

QuestNextL=0

` ========= Win or Lose (it depends) ===========

QuestStage=100
QuestTextL=5

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Brilliant! You've shown skill, cunning and

extremely good sense. Well done. Now dock at the

city in Olympus Sigma to receive your reward.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=3

QuestLocSX=1255

QuestLocSY=0

QuestLocSZ=501

QuestLocXC=-52500

QuestLocYC=-14000

QuestLocZC=76500

QuestEvent=0

QuestObjct=

QuestSpace=

QuestData1=

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=101

QuestNextL=0

QuestStage=101
QuestTextL=6

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  Well, that about does it. You've saved the

day and most (if not all) quest options have

been tested and subsequently tweaked.

  Thanks for taking the time and effort.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn=0

QuestLocSX=1255

QuestLocSY=0

QuestLocSZ=501

QuestLocXC=-52500

QuestLocYC=-14000

QuestLocZC=76500

QuestEvent=88

QuestObjct=

QuestSpace=

QuestData1=

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=0

QuestNextL=0

` ============== Battle for Merak ==============

QuestStage=110
QuestTextL=10

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

  The scout has had time to make his report.

Evidently, Alliance Command didn't think the

situation in Sapphire merited a recall of their

invasion fleet.

  Return to Merak and, if possible, dock at the

space station. You'll be assigned to a support

squadron and apprised of the current situation

upon your return.

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<
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` ================= 1st Alliance ship ==========
QuestStage=115
QuestTextL=0

QuestLoctn=0

QuestLocSX=-1997
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QuestLocSZ=2497
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QuestData4=3

QuestData5=1

QuestData6=

QuestData7=

QuestData8=

QuestData9=

QuestNextW=116

QuestNextL=100

` ============ Alliance ship Warps Out==========
QuestStage=121
QuestTextL=0

QuestLoctn=0

QuestLocSX=-1997

QuestLocSY=0

QuestLocSZ=2497
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QuestLocYC=-3483
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QuestEvent=8
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QuestNextW=50

QuestNextL=100

APPENDIX
Stage 1: Receiving a message as soon as the player enters the sector designated in the next Stage.
Stage 2: Directing the player to dock at a space station.

Stage 3: Directing the player to a location where he must approach to within a 240 range (as seen on the Nav marker).

Stage 4: Directing the player to a location where he must approach within a 240 range of an object placed at the designated location.

Stage 5: Another method of directing the player to a location same as the example in Stage 3.
Stage 6: Placing a custom object (scenery).
Stage 7: Receiving an audio message.

Stages 9, 11 and 12: Creating a timed Event for combat.

Stage 13: Directing the player to dock at a city.

Stages 16-18: Creating a multi-target combat Event.

Stage 19: Another method of creating a timed Event for combat.

Stages 25-32: Creating a combat scenario between friendly and hostile ships.

Stage 33: Transporting a ship into a designated area of space.

Stage 50: Directing the player to dock at a carrier.

Stage 51: Expanding the combat area from 10k to 50k.
Stage 53: Changing text color.
Stage 56: Using the timer to force the player to make a decision.
Stage 58: Transporting the player from one location to another.
Stage 59: Disable the player's engines.

Stage 60: Disable the player's jump drive. This Event is accompanied with an explosion, simulating a disruptor mine.

Stage 61: Disable the player's navigation system.

Stage 62: Disable the player's weapons system.

Stage 64: Directing the player to install a specified equipment item.

Stage 65: Directing the player to install a specified particle cannon.

Stage 66: Directing the player to install a specified laser cannon.

Stage 67: Directing the player to load up on missiles.

Stage 68: Directing the player to load up on specified material. 

Stage 69: Directing the player to build a specified module.

Stage 100: Directing the player to dock at a city.

Stage 101: Ending the quest.

Stage 110, 115 and 121: Using the timer to transport a specified ship out of a designated area.

