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.
