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PROLOG BY MOPEDSLUG

Noctis IV CE r.11.x must stand out to be one ofrtiast complete experiences | have yet had.

It is hard to explain how surreal it is to have lzole galaxy to explore, note upon, name solar syste
within - share experiences from. My deep fascimatibthis simulator has inspired me to take on the
task of writing this unofficial manual. It is alsdout time, as since the last manual was writtereth
has been many new features added to enhance ¢laelyimagnificent gameplay and plot. Thanks to a
number of genious, productive and not at leastwtieer programmers, this game can live on and keep
getting better for every release. Unnoticed musioahe creator of this accomplishment though,
officially known as “Alex” or “Fottifoh” - | thinkl speak on behalf of every Stardrifter yet to bd get

to come when | say: thank you for sharing this paragwith us all (although he apparently hates to be
idolized the slightest). Also a thanks to Megadsiargazer and Ireclan for letting me use their iote
Noctis.

The chapters about the different modules useddr@ES.net, as well as history of the felysians and
notes on measurement have not been updated - sotsehpve been revised though.

So here it is, with every new feature implementgte Unofficial Noctis IV CE r.11.x Users Manual.
Enjoy!

-MopedSlug, 2008

PROLOG BY RYAN J. BURY

Noctis: the latin word for "night", and the titlé this simulator. Night, after all, is just the vadowe use
to describe the absence of light while the Eartarised away from the sun, and in space, there is n
light but the distant pinpricks of ancient stansa&e is a lonely place, but it harbours some truly
spectacular secrets; eerily glowing pulsars, enasmed giants, glittering, beautiful nebulae, and
deadly, all-consuming singularities to name buwa. fFor most people, the thought of going into spac
and exploring such sights is an impossible dreamnB longer; Noctis allows you to do just that. In
technical terms, it is a fully 3D galaxy, whichadls you to explore thousands of stars, their ptaaptl
moons. From the moment you first play Noctis, yd€l hooked.

-Ryan J. Bury, 2001



THE STARDRIFTER

EPOC BO11 - 152.414.180
o

LOCATION PARSIS: d457045.61566.;173814
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Mark IV Stardrifter
Revision 1 (extra software and equipment)
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Up drawing of Stardrifter (thanks Megagun)



The Stardrifter is both the pilot and the vessetinich this pilot explores space. The vessel itiself
commonly referred to as the “Mark IV Stardriftewhile the pilot is a “Felysian” - a sentient, fedin
creature. The square (or nearly square) box wiithe Stardrifter is, by uncanonised measures based
on the size of the Felysian in-game and agreed tipongh discussions on the anywherebb.com forum,
approximately 5x5x1m. The Mark IV is fuelled by Liens, or Lithium, scoped from S06 class stars
(more on that later), and travels through spacedayof a “Vimana-drive”. In the middle of the deift

is a “Fuel Orb” - its big and flashing when thefini is fully loaded (120 g. lithium). As fuel ised, it
gets smaller. The “net” in the middle is the Suef@apsule, the small vessel needed to land ontplane
It stretches from top/bottom to contain the pilot dlies out of the Mark IV towards the designated
planet surface.

The many on-board computers and sensors providieeatiecessary functions for in-depth exploration
of the billions of planets in the galaxy. The fuaos will be explained in detail in this manual.

Moving

In Noctis, you only ever directly move “yourselfIl control of the Mark IV is through the on-board
computers. To walk in the MKIV use the mouse. Taklap/down and strafe left/right hold the right
mouse button. To use computer functions in the MKiI¥ keyboard and left mouse button is used (to
click). When looking at the main screen the legtitiarrow keys will pitch the drifter. To use the
GOES.net console on the left wall, simply stanttamt of it, and it will activate (a little lamp Wilight

up in the upper, left corner of the console)

On planets/moons, you walk by holding the right sebutton and moving the mouse, or walk
forwards by holding the left mouse button. You fleek with the mouse when not pressing any
buttons. To strafe left/right use the accordingarkeys. The up arrow will change movement settings
(inverted Y-axis, mouse look, mouse look disabl&@)ysians, being feline creatures, normally walk o
all four. You can however press “S” on planets tdkwon your hind legs. It is known as “formal
approach”. To make a simple jump on a planet, pi¥ss

SPACESUIT

If it were not for your spacesuit, space explomatimuld be impossible. Not only does the integrated
biosuit protect your body from the extreme conditi@f space traveling (high or low temperatures,
radiation, extreme pressure i.e.) - it also comstaiiselection of fine computers and sensors tmaid
exploration and documentation of discoveries. Tliehas a camera positioned on your forehead. Your
eyes are covered with a couple of lenses thatagieess to a selection of visual options (thank®to
inter-lensual binocuscope). The main suit-compistein your back. It also provides a Jetpack fumctio
for long jumps or high soaring.

The head-up-display (HUD)

Your spacesuit has an integrated HUD, which shawsbasic information about your surroundings.
In the Stardrifter, it shows: Target name - remotal, star type, distance to target and Stardrifte
status. The bottommost line shows status on ydarnal (bodily) and external environment (not bqdy)
the topmost line shows current time and, in th&éeirsecondary hot keys, on planets a compass and
sector indicator:

EF.I]I: BO11 - T6E.396.793 - BRSET REMOTE TI#START UINA BRSET LOCAL SeDEPLOY 5I.IH'

CRAUITY 1,000 FG - TENRERATURE +15.4°C - PRESSURE 1.000 ATA - PULSE 119 FRS Head_up_display (HUD)
In each corner of your HUD is a little LED. Thesmde lighted or darkened by using “Ctrl +” or
“Ctrl -". | hope you can figure which does what ;p

Visual options (on planet only)
The most basic is the “Radiation Visor”. Raiseyitgressing “page up” and lower it again on “page
down”. Having it up will give a more grained, bu¢arer view of things.



The keyboard command “O” enables your “Supervisioit'will blue scale everything for a clearer
look. To cycle through different views use “P” friared, Plant vision, Ocean vision and Ultracolor.
They can all be used in cooperation with Supermisiexperiment and find the best for your
surroundings.

The “D” key will hide/show debris on the planetfae. Use it to get a clear view of your planets
surface. “G” will hide/show grass, and servesstime purpose as “D”.

Using “F” your suit will allow you to see betterrttugh thick atmosphere (antifog or de-atmospherise)
using special acids found on the planet of Suriard® quickly find living things press “H” - it ithe
animal highlighter.

Visual options (in space only)

You can use “light scaling” or “advanced light sogf for different light effects while in space by
pressing “/” and “shift /” respectively. The AdvattLight Scaling will blue-scale light sources in
space.

Jetpack

The jetpack is activated by pressing and holdimgte”, or tab it several times to gain speed/alétu
Combining the jetpack function and 0-9 speed ggitinill make you able to do long, controlled jumps
over planet surfaces. It is very effective whercglyi scanning sectors for interesting sights. Yan c
also use the jetpack to soar high and take shaaarimous buildings or mountains - like the
suricrasian cubes. Many Stardrifters learned tdrobtheir jetpacks on planet “Felysia”, sector
283.078.

Advanced Data Screen (on planet only)

“F2” brings up the Advanced Data Screen, enablimg tp see all important data on your position in
relation to the planet you are on - speed, pos#ioove sea level, position above ground and so on.
This function is useful when controlling the jetkar measuring height of mountains, buildings or
trees.

Portable GOES console (on planet only)

The portable version of the console that controtes on stars, direct star targeting and moreiliell

be explained later). It just cannot use any mod{demimands telling it what to do) besides CAST (the
one with the notes - more on that... later). The PG@Bes however allow you to chat through
HaclRC while on planets - and use “Xnice Say” aAdtion” commands (not Noctis related).

Sector Map (on planet only)

When on planets you can use the Sector Map. Whamagphing the surface your Surface Capsule
takes detailed measures on the sector beneathisTibaded into your biosuit-computer ready for.use
Access it by pressing “F10". Very useful for deterimg direction of different geographical
occurrences (water, mountains etc.). The map fias &unctions which are explained by a text box
right of the main map - view mode, light intensatyd others.

THE ON-SCREEN MENUS
The menus from which you steer and control thedsiféer look like this:

+ 166.354.752 - BRSET REAOTE TkSTRART UIAA BRSET LOCAL SkDEFLOY 5LIF'.l

"NIRENT PARCTIC TRARRFT -.

INRNARN NEVICES
PREFERENCES
:_i‘ul_b-lb'_ - I!-I-‘ H‘J

EYTENDED
= ‘.'.

" Epe MENL
GRAUITY 1,000 FG - TENPERATURE +15.9°C - PRESSURE 1.000 ATA - FULSE 118 FPS © The Main Menu’ or “On Board Menu”

“FLIGHT CONTROL DRIVE" is a little faded as it iddshing in game in this picture, meaning it has
been chosen. The right lower corner also stateS"MENU”, referring to the flight control menu too -
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S0 you can remember it without looking at the colrtcreen. The other menus have abbreviations in
this corner too, accordingly. The “PREFERENCES” menhighlighted; a left-mouse click would
choose it. Choosing a menu brings up a horizotjieadtended list of options just right to the main
menu:

+ 166.392.B82 - BRSET REAOTE TkSTRRT UIRA BRSET LOCAL SkDEFLOY EUF:‘

RIRELT PARE

OF1 752

EH.Hl.llT'F 1.000 FG - TEAPERATURE +15.8-C - PRESSURE 1.000 ATA - FULSE 118 PPS - The eXtended menu

Stardrifter Onboard Menu interface

Menu commands

7/
FLIGHT CONTROL DRIYE|) [ITErM 1 ITEM & ITEM = ITEF 4 |
OMEQOSRD DEVICES TERT AFREA
FREFEREHCE= TEXT AREA
DIZAELE DISZFLAY TEXT AREA
EXTEHDED "

h
Menu options

An up drawing of the main interface - (thanks togiligun)

Extra information based on current menu option

Now let us take a look at the different menus dmair tfunctions:

FLIGHT CONTROL DRIVE
The flight control drive menu sets targets and rsoxaur Stardrifter through the (near) infinite. t-ef
click on the drive to gain access to these follgamenus on the left:

1. SET REMOTE TARGET

2. START VIMANA FLIGHT

3. SET LOCAL TARGET

4. DEPLOY SURFACE CAPSULE

Underneath the extended menus list is an overviemment targets, galaxy, sun class, fuel and more

1. SET REMOTE TARGET

This option lets you find a target sun for a sagstem exploration. An “x” will appear as cursodan
your Stardrifter becomes semi-transparent. Theocussbound to possible targets. Double right
clicking sets the target. Left clicking before B&gton a target will move your cursor to the rigletarest
target. In the lower left corner you will see atdicce measured in light years - that is the digtanc
between you and your target. The lower right conmer states, “TGT FIXED".

To check the data available for your target pr€s “

2. START VIMANA FLIGHT

After targeting a sun which solar system you wdikle to explore, this is the option to go for.

Simply left-click on this button and hold on tigdd you jump through space with incredible speed.
Left clicking again will stop your drifter in midpsice.

While Vimana'ing you can check the speed of yourvement (or “space expanding”) by pressing “Z".

3. SET LOCAL TARGET

When you reach your designated sun, you might teaekplore planets or moons in its vicinity. This
option lets you lock-on to a “local target” in theme way as you just locked on to a “remote target”
Left click this button again to start fine approach
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Press “W” to check data on your local target.

4. DEPLOY SURFACE CAPSULE
You use this function to deploy your surface capsuéft click to ready the capsule for landing,rthe
go to the three screens on your right:

Go near the left screen, its showing a part optheet surface (you can recognize the cross marker
the planet through your main screen too).

Use the arrow keys to find a spot (called a “séftgou want to explore. Press, “enter”.

You will automatically enter the Surface Capsuld be sent down to the planet. The sector number is
showed to your left. In this shot the sector “0@®0is chosen.

Dark spots tend to be watery, lighter ones morky.s6bu can visit any part of the planet/moon, the
dark side is the night-side so it will be quite . ellidark.

When using this computer you can use the Clou@rHilinction by pressing “C” - removing clouds
from the planet surface for a clearer look. Ony$@&n” planets (planets orbiting an S00, or in rare
cases an S02 star), press “X” to use the Envirohfidiar. It will give you a clear look of which
sectors are desert, water, bush and so on.

ONBOARD DEVICES

The onboard devices are essential for any explet@re you find the functions that allow you to
navigate through space, gain information on targetsmost importantly - label stars, planets and
moons. You also find the very important emergenmgcfions.

1. NAVIGATION INSTRUMENTS
1.1. Starfield Amplificator
1.2. Local Planets finder
1.3. Orbit settings
1.4. Force radiations limit
2. MISCELLANEOUS
2.1. Internal light
2.2. Remote target data
2.3. Local target data
2.4. Environment data
3. GALACTIC CARTOGRAPHY
3.1. Remove Sun Label/Label Sun As
3.2. Remove Planet Label/Label Planet As
3.3. Show targets in range
3.4. Set target to parsis
4. EMERGENCY FUNCTIONS
4.1. Reset onboard system
4.2. Send help request
4.3. Scope for Lithium
4.4. Clear status

1. NAVIGATION INSTRUMENTS



Look just beneath the extended menu to see therdwstatus of active functions in this menu

1.1. Star field Amplificator
Use this function to heighten the amount of rentatgets in range. The computer superimposes the
light emitted from distant stars, making them Jisib

1.2.Local planets finder
Use this function to see how many planets and mtwere are in the visited system, as well as how
many of them are labeled.

1.3.0rbit settings

This menu will be shown as either, Near chaseckase, High-speed chase, Drive tracking mode,
Fixed-point chase and Synchrone orbit. Left cligkitnanges the way your drifter will orbit the targe
body.

1.4.Force radiations limit

Use this function when approaching a high-radiasipstem. If turned on your drifter will stay atsaf
distance to the dangerous frequencies, if off yaufty up close anyway. Just be careful! It is adby.
(Well, actually it is... You now what | mean). Too aturadiation may damage your computers, forcing
a reboot (see “Emergency Functions”).

2. MISCELLANEOUS
If you want data on the environment and targets,isithe menu for you

2.1.Internal light
The drifter is lit by a t-shaped light bulb in tfrent right corner. This function turns off the hig(and
the Fuel Orb).

2.2.Remote target data
See the collected data from your remote target

2.3.Local target data
See the data collected from your local target

2.4.Environment data
See the data collected from the surrounding space

3. GALACTIC CARTOGRAPHY

The functions in this group are also very importastit is they that allow you to label stars, ptarand
moons!

3.1.Remove Sun Label/Label Sun As

Select this option to label a sun - left-click, i@rhame on keyboard, confirm with “enter”.

The name of the sun will also be the name of tiséesy.

You can also remove a set label - but please doemaime systems named by other drifters!

3.2.Remove Planet Label/Label Planet As
This is just the same as the previous functiojusit applies to planets and moons

3.3.Show targets in range
Brings up a menu on your HUD, which allows youdmet a specific, named planet. Just scroll with
the up/down arrow keys and choose with “enter’rtStanana, and “hi ho Silver...” and all that.

3.4.Set target to parsis

Travel to a specific place in the galaxy. Partidylaseful for finding one of your favorite plandts a
nice, nostalgic revisit - or visiting a famous @adust type the parsis coordinates (from a pictapre
on that later, or from your memory if you're codlyided by enter. Example: 1233532 “enter”
1493857 “enter” 2139845 “enter”.

Then just start the vimana drive and be carriedyaWwaon arrival, you will have to select the cotrec
target sun/planet manually to visit.
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4. EMERGENCY FUNCTIONS
Out of lithium? System freeze? Need additional?ugb for the Emergency Functions menu

4.1.Reset onboard system
If you think the computers are a little slow to graybe because of radiation damage, you might want
to try to reset the system. Use this function d@ttis the case.

4.2.Send help request

If you do not keep an eye on your fuel the driftél run out - this happens both if you jump around
space a lot without scoping Lithium, or if you haargund too long in mid space without scoping (also
if you have not been playing for a long time, aspnogram automatically measures time in-game
whether you play or not). This function sends gebuest to other explorers in space. After a reimb
of minutes, one will appear and give you a minopant of Li+ ions. An amazing opportunity to catch
a photo of another Stardrifter - but you must havigtle patience. Your drifter will be fuelled moatter

if you close the program or keep it running.

4.3.Scope for Lithium

If you were low on fuel, you would want to find a&y Giant star, star class S06. Once you have
arrived, use this function to scope for that prasibithium and watch your batteries fill up untt@
grams, which is max. You can also scope by pressihdf you get the message “unsuitable” you will
have to find another Grey Giant - please call $kés something that makes it clear to other dsfteat

its unsuitable. Common names are “no food” anduatifeach with a number efter the name (Nofuel-3
etc.)

4.5.Clear status
Disengages active functions, like Starfield Amktfior.

PREFERENCES
There are some options regarding the setup of y@im screen, these are in the menu called
Preferences. They are as follows:

1. AUTO SCREEN SLEEP

2. REVERSE PITCH CONTROLS
3. MENUS ONSCREEN

4. POLARIZATION

1. AUTO SCREEN SLEEP
The Onboard Menu will deactivate when you look away

2. REVERSE PITCH CONTROLS
Reverses the pitch controls on your Stardrifter

3. MENUS ALWAYS ONSCREEN
If activated you can see all the menus at all titfedeactivated you can only see the functions g
directly looking at. Best used if you are totalgndident with the different menus.

POLARISE/DEPOLARISE

This is quite technical, therefore | allow myselfttorrow from the original manual by Ryan Bury:
“Two of the most common elements in known spaceoaygen and silicon, which are, amongst many
other things, the two components of SiO2, more comiynknown as quartz. Oxygen is a very reactive
substance, a property readily apparent in the fapidation of metal oxides (iron oxide is more
commonly known as rust). Since silicon exists mgéaquantities on many planetoids (our own moon is
an example of this), it is relatively common forga amounts of quartz to form, sometimes covetieg t
surfaces of entire planets. This abundance wa®btie reasons that Felysian space-craft were often
constructed from the substance, and Stardrifters we exception. However, quartz in its naturaffor
is translucent, which makes it unsuitable for mgkiralls of any kind. To remedy this, the quartaiiro
which your Stardrifter is made is polarized by mgvan electric current run through it. This givethe
property of blocking light, thereby making it op&qun order to depolar ize the Stardrifter, you mus
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shut down the electric current. This can be donsdbgcting the "Depolarize" option from the
Preferences menu. The effect is to make all thésweélyour Stardrifter translucent, so you cantbee
stars through them.”

DISABLE DISPLAY
Disables your extended menu for a nice clear vitthecelestial body of your focus

EXTENDED
Options regarding the setup of Noctis

1. OPTIONS

1.1. Speedup

1.2. Temperature

1.3. Temperature unit

1.4. Surface capsule setting (flying/original)
2. MORE OPTIONS

2.1. Moving sun

2.2. Mouse look

2.3. Control set

2.4. Install/remove Omega Drive
3. NAVIGATIONAL HELP

3.1. Center/outer ring pointer

3.2. X-axis pointer

3.3. Y axis pointer

3.4. Z axis pointer
4. VISUAL OPTIONS

4.1. Antialising in SD

4.2. Invisible SD

4.3. 3D Brackets on/off

1. OPTIONS

1.1.Speedup
Speeds up your movement by thinning the air infadoygour drifter.

1.2. Temperature
If you want to see how temperatures acted in earéiesions of Noctis, select it here.

1.3. Temperature unit
Sets the measure-unit for temperatures in-gameirkétahrenheit or Celsius.

1.4.Surface unit
Select between “flying” and “original” setting.

2. MORE OPTIONS

2.1MovingSun
You will be able to see the sun move when on ptawéth this on. Turn it off, and the sun will be
stationary.

2.2.Mouse look
Settings for your mouse control

2.3.Control set

Select between NIV and NICE control sets. This naaimibased on the NICE control set. Key
commands differ a little from NIV to NICE (Set Retad arget hotkey in NICE is “R”, while in NIV it
is “T" etc.)

2.4.Install/remove Omega Drive
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The Omega Drive is an installation that makes #gilale to jump around space without using Lithium.
If the drive has been installed, then removingydia will leave you with only 3 grams of lithiumfie
Can also be used as sort of an “emergency powactifun in order to get just enough fuel to find an
S06 star without having to wait for another driftercome by.

4. VISUAL OPTIONS
Options regarding the graphics

4.1. Antialising
Removes the use of antialising in the Stardriftesulting in a little more “barren” graphics.

4.2.Invisible Stardrifter
Makesthe Stardrifter invisible all together. Useful fpetting clear shots at stars.

4.3.3D brackets on/off
Show or do not show 3D brackets on creatures opltdrets (sort of a “box” containing the creatures)

DOCUMENTING WHAT YOU FIND
Documenting is one of the coolest things in Nodtisny opinion at least. You take all those pictiyre
make movie clips and write notes on the many mangethings to encounter.

Pictures

To take a picture with your in-helmet camera, simpkess “B” when in your drifter, or “M” when on a
planets surface. If you want to make a panoranutupe on a planet, press “N”.

The pictures you take will be saved in the NoctiBégy directory. Every picture will have the
necessary information for you to find the locatagrain. If you name the system and planet it wilthee
easiest, as the G.0.E.S.net console can then baaig@ectly target the star (more on how to s t
later).

Just left of the compass on your HUD there aregw®io of numbers. The first one is the sector number
the second one is the location on that sector.tWheoairs could be “18.60:-1.-2", meaning that you
landed on sector 018:060, and walked to positio2-1

Moviemaking

You can also record movies of your discoveriesefyvewarding experience is to see magnificent
places on planets again real-time, memorizinghh#é of discovering such an amazing place. Press
“F3” to access the moviemaker. You can adjust frameeand “black-clipping” as explained in the
moviemaker. Black-clipping is that short blacknedgéch comes after a picture is taken. It durates an
extremely breif amount of time, but a movie is esisdly just hundreds of pictures taken in
successeion, so it would be very disturbing in @imolip. Therefore black-clipping if off by defaul
The framrate determines how many pictures are tpkeiframe - one being the highest and giving a
smoother film. Before filming in game you must makdirectory in the Noctis/movies directory called
“001". That is where your hundreds of pictures Wil stored. You can make any number of archives,
but its only necessary with one if you compile ypiatures into movies directly.

If you record on “001” for 30 seconds, then recond‘001” for 10 seconds, the last 10 seconds will
overwrite the first 10 of the first recording thdugemember that.

To compile them into a real movie use a prograrhdha turn series of pictures into actual movip<li
(like Image to Avi - free and easy to use).

THE G:O:E:S.net CONSOLE

At last! We made it to the description of the GOeS.Console. This computer is what makes your life
as a stardrifter so much easier. Basically, the SQ¥et Console works like DOS - you run a program
and out comes the program of your choice. The G £ onsole is made up of the two screens left to
the Landing Pointer screen used for finding a semtowhich to land (remember?). The far left one is
the commando prompt, the middle one is the onestiiatvs your programs. The programs you use in
this console are called “modules” - they are tHiofang:

ST, SL, DL, WHERE, CAT, CATOLD, CAST, CASTOLD, PAREP, REPAIR, PRI, DELE,

CLEAN, INBOX, OUTBOX. This sounds like a lot, butwn you get used to the system its very easy.
Lets take them one at a time, starting with thesahat let you access the Starmap - the placeewher
solar systems are sorted in when you name therar &kfé Starmap modules, the GUIDE modules will
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be explained. The GUIDE is where notes on systeonss, planets and moons are stored. Once in a
while a Stardrifter would want to go back to Fetniaipload his copy of the Starmap and GUIDE to the
ancient computer bank residing there - and downéoadw one. This bank stores the master copies of
the Starmap and GUIDE - copies that keep gettirtatgul as you might have guessed.

Accessing the Starmap

SL [Range]
SL, if called with no parameter, will provide alflisting of all the stars referred to by the Sta/
Adding the optional "Range" parameter will onlyt Bsars within the distance you specify. Example:

"SL 150"

DL [ObjectName][:Range]

The parameter "ObjectName" can be either a stampdanet. If a star, DL will return a list of ali¢
planets and moons of the star you refer to. Ifaa@, it will only list the moons of that planeed in
mind that parameters are always separated by a!dblkealled with no parameters, DL gives a
dependencies listing of the current system. Example

"DL Fenia”

or

"DL Fenia:150”

PAR ObjectName [:Range]

This is a very important function, as it returns frarsis coordinates of the object you refer titnén
command line. Obviously, this information can bedito perform a direct parsis jump. Example:

"PAR Fenia”
or

"PAR Fenia;150”

ST ObjectName [:Range]

The ST module will simply set your remote or lozabet to the star or planet you specify in the
"ObjectName" parameter, and turn on either yowsyistem or vimana drive, whichever is appropriate.
Very useful for returning to priory discovered yss, or systems referred to by othes. Example:

"ST Fenia”

or

"ST Fenia 150"
WHERE PlanetName

This module returns the name of the star whiclmtdmaed planet orbits. It is useful if you know the
name of the planet you wish to visit, but have édtgn what system it is in.

CLEAN

This module is a disk-cleanup application, whosefion onboard a Stardrifter can be thought of as
similar to the functions of both the recycle birdandisk-defragger on a PC. It simply cleans up you
copy of the StarMap, by fully erasing any data ¢efér after deleting a named object, thereby
recovering space in the file.

INBOX
This module is fully explained in the section aftmanual dealing with data submission.

OuTBOX
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This module is fully explained in the section aftmanual dealing with data submission.

REPAIR

This module has been included only for people wiRtsemap has been corrupted by a glitch that was
in an earlier version of the INBOX and OUTBOX moekil which caused duplicate object-names to be
recorded in the Starmap. It has no purpose forrmmycho downloaded the Noctis package after the
12th of October 2001. If, however, you are onehefiinfortunate few who did fall foul of the problem
and find duplicate object-names listed when youRhlor SL, just run this module (with no
parameters) to fix your map.

Accessing the GUIDE

The GUIDE has been updated, therefore you willagte CAT and CATOLD, and CAST and
CASTOLD to read or write in the GUIDE. The CATOLDACASTOLD modules simply lets you
read old notes, or lets you write new notes instrae "thread” as the old ones.

CAST ObjectName:Notes

CAST is the module which allows you to write daialie GUIDE. To use CAST, the parameter
"ObjectName" should be the name of the star orgtlgou want to write about, and the parameter
"Notes" should be the notes you want to write dfiylo not have enough space to fit in all your siote
enter what you have already written, then write engsing the same syntax (The words "CAST
{ObjectName}" will be left on the input monitor reg for you to do this when you enter a note).
Example:

"CAST Fenia:This is the system in which the Stdters were created. ”

CASTOLD ObjectName:Notes
Use this module to write notes on the old starnyaspesn.

CAT ObjectName[: Recor d1..Recor d2]

CAT allows you to read the notes on a given obj&ahjectName" should be the planet or star you
wish to read about. "Record1" and "Record2" shdslshumbers. If the parameters "Record1" and
"Record2" are omitted, all notes on that objectratarned. If, however, you use these parameteig, o
notes from Recordl to Record2 will be shown. Fetance, "CAT Fenia:2..5" would display notes 2,
3, 4 and 5 about the star Fenia.

CATOLD ObjectName[: Recor d1..Recor d2]
COTOLD works just the same way as CASTOLD. Onlgt$ you read instead of write. Many of the
more famous planets have old notes on them only.

DELE ObjectName[:Record1][..Record?2]

DELE allows you to delete notes from the GUIDE,udb it will only allow you to delete notes that
have not yet been added to the mastercopy. Catlimigh only the parameter "ObjectName" will delete
all notes from that object. If only "ObjectName'ddiiRecord1" are used, all notes starting with the
number defined in "Record1" will be deleted. If tRed2" is also used, all notes from the number
"Recordl1" to the number "Record2" will be deletEsdample:

"DELE Maksanthris”

or

"DELE Maksanthris:3..5”

REP ObjectName:Recor dNumber :Notes
REP allows you to replace a record in the guidé aitother. Example:

"REP Maksanthris:5:This planet is also rich in Wifkl”

PRI ObjectName][: Recordl..Record2]
PRI works in essentially the same way as CAT, bstieiad of printing its output to the output scrieen
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the Stardrifter, it sends its data to your pringgving you a physical printout of all the GUIDEtddor
the object you specify. All PRI's parameters warkhie exact same way as CAT's.

WHAT TO WRITE IN THE GUIDE
Here are the old guidelines for writing in the GUED

Now, you knowhowto write in the GUIDE and StarMap, buhatshould you write? Well, here are the
rules, first:

- No real object names should be used.

- The Noctis galaxy isotthe Milky Way. You shouldn't name any stars afeal stars, or planets
and moons after real planets and moons.

- All writing should be in English.

Obviously, we all need to be speaking the sameukage in the GUIDE, and the selected language
is English. That doesn't stop you from naming starghatever language you want, of course, so
long as you stick to rule one.

- Profanities should be entered in neither the @hor the StarMap.

Apart from anything else, the profanities used bsnans are generally based very specifically on
aspects of human culture, or are derived fromialggbeliefs, legal elements or historical events,
and therefore no analogue for such vocabulary woetgbssarily exist in the felisian language.
Certainly, there are no expletives in the feligiamgue which are derived from sexual acts, as the
felisian attitude to such matters is so much menpléstic than our own. Secondly, as the
Stardrifters are scientists, and the GUIDE and\&arare official documents, it would be strange
indeed to find emotive language of any descriptiothem, let alone profanity. In reality, this rule
certainly isn't a matter of censorship, but of miitusince there's no specific reason to use
expletives in the GUIDE, either in its purposemthe character of the felisian whose role you play
in Noctis the only reason people would swear in the archiveuld be because they are immature
and think it's funny, and even if your jolefunny, the GUIDE isn't a joke book by any means...
How many scientific documents have you read thataneu laugh? Exactly.

Now you know the rules, here are some instructanw/hat you should write in the GUIDE.

The GUIDE is a repository of information for Staftérs, collated by Stardrifters, about the
planets they have visited, so there are two thihgsit should be used for when you decide to write
about a planet. Firstly, when you name a new gtar,should make a NOTE of its discoverer
(yourself), and its discovery date. For instantgour name was James Johnson and you had
discovered a star you'd called "Maskathrius", yoaghtnCAST the note:

"Star discovered by James Johnson, Epoc 6011:556.92

The date, of course, is given in Felisian form. Fare information on that, please see the section
entitled "Notes On Measurement".

The second thing you should use the GUIDE for ikinganotes on a star you have visited or a planet
you have explored. As an example, you might write:

"Initial planetary survey has revealed many intéingsrock formations, possibly caused by volcanic
activity in the planet's past.”

Feel free to write as much as you want. When yme fimished making notes on an object, add your
name and the Felisian date in parantheses to thefgrour entries. For instance:

"(Notes by Ryan Bury, Epoc 6011:556.930)"

Also, feel free to add notes to stars and planistouered by other people. Perhaps you have explore
a previously unexplored planet in a system sometseediscovered, or perhaps you have found
something new out about a planet already mentiométe GUIDE. Either way, just add your entries,
and end with your name and the date.
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When you've put enough information into your copyhe GUIDE and the StarMap, you will probably
want to add your notes to the mastercopies in F€oiainstructions on how to do this, please see th
section entitled "Submitting Data".

SUBMITTING DATA
The old rules for submitting data (what can be seeyour trip back to Fenia) are all here:

As has already been mentioned, the StarMap and EWWHYe to be updated every so often from the
mastercopies in Fenia. In real life, you shouldckheack every so often to the Noctis website fer th
latest copies of these files. The files grow beeasch person playing Noctis submits his/her files
every so often, and their data is added to thear@asgies. That way, your discoveries and notedean
gradually disseminated through the Noctis commuditysubmit your data, first run the OUTBOX
module from your GOES console. This compiles allryoew data into a file called "outbox.zip" in the
"data" subdirectory. Then just send this file tdtiah, at the address
http://anywherebb.com/tellalex.htmfour data will, however, only be added if you baonformed to
the Rules stated above.

To update your own copies of the files, visit thechis homepage and head for the Fenian Database
(which, I assure you, has nothing to do with Iigtitics). Here, you will be provided with the late
weekly update of a file called "inbox.zip". Downtbthis and put it in the "data" subdirectory. Once
this is done, simply run the INBOX module from y@B®ES console to import the new data.

NOTESON MEASUREMENT
Being an alien race, the Felysians of cause dogs®mthe same units to measure things like we humans
do. The old notes on measurement are as follows:

Noctis uses several units of measurement you Wwerfamiliar with. This chapter will explain these i
more detail.

Select "Onboard Devices" from the main menu, th@al&ctic Cartography". Under this menu are
displayed the current time (in epocs/triads), yawrent galactic position (in parsis), and yourent
pitch bearing (set by using the pitch controlsdtate your ship).

The Felisian time system is based on large measuntsnoalled epocs, and smaller measurements
called triads. There are three types of triad tiael dexter, triad medius and triad sinister, extdrs,
medii and sinisters for short. A triad dexter is #ame length as a human second. The current number
of triads dexter is displayed on the right of th@d Display. There are a thousand triads dexter to
triad medius, which is therefore about sixteen ahalf human minutes long. Triads medius are
displayed as the middle figure in the Felisian kland each time the triads dexter counter reaghes
thousand, the value of the triads medius countzeases by one. When it reaches a thousand, the lef
most counter increases its value by one. Thisdsathount of triads sinister, which are about the
equivalent of two hundred and seventy five humamr&d/Nhen this value reaches a thousand, a whole
epoc has passed. Thus an epoc is a thousand nsdmnds long, or abo ut thirty one and a half luma
years.

Parsis galactic coordinates are a useful measutdoreinding your position in the galaxy. The gaja
is about one hundred and eighty thousand lightsyed#de (diameter from rim to rim), and about six
thousand light years thick. A single parsis is alfbQ0005 light years squared, so there are aloout f
billion parsis between each opposite rim of thexggl Parsis coordinates are always given in thedor
X,Y, Z, and when you first play Noctis, you wilelat Parsis +3797120, -4352112, -925018. The
centre of the galaxy is at about -72000000, -140086000000 in parsis units. The word "parsis"
actually comes from the name of the Felisian siggrRarsis, who first introduced the galactic
coordinates system.

Dyams are another spacial measurement, used tairadhs far smaller distances between planets. A
dyam is a quarter of the distance of Felysia'storbughly seventy million human kilometers, or abo
half the distance of the Earth from the sun (onedhed and forty nine million kilometers). The dy&m
therefore the Felisian equivalent of the humana@gimical Unit (AU), by which we measure the
distances between objects in our solar-system.
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The masses of objects are given in Bal.Ms (Or BNIg)s is short for "Balastrackonastreyan Mass",
and 1BM is about the equivalent of the mass okthethe unit takes its name from. In fact, the ista
now ever so slightly larger than 1BM, as stardaMoctis galaxy actuallyroducesmall amounts of
matter as part of their nuclear reactions, and3#leM unit was introduced many epocs ago, sincerwhe
the star's mass has increased.

Your pulse is measured in PPS, or "Pulses PeraSitArsithra (plural: "sithris"), is a measurement
time equal to fifty triads dexter. As a triad dextethe same length as a human second, you may
understand the pulse reading on your HUD as bdtdsés Per Fifty Seconds".

Finally, gravity is measured in Felysian Gravityitdnor FGs. The gravity of Felysia is 1FG, whish i
slightly less than the gravity on Earth. Therefapayvity on all planets is measured by comparison t
that of Felysia. The Artificial Gravity Field proded by your Stardrifter has a strength of exadt 1

THE HISTORY OF THE FELYSIANS
What is the background for the Stardrifters? Whytdzy drift around space, never returning to a
home? Here is the old story:

The Felisian race evolved from the large cat-liteatures indigenous to the world Felysia in the
Balastrackonastreyan system. They developed vacklgundeed, far more quickly than humans,
certainly. This was mostly due to their long lifeass. Because humans last only sixty to a hundred
Earth years, when a truly brilliant scientist igipche only has enough time to put forward the tieso
that future generations can work from, and theeefmientific advances are very slow. Felisians,
however, live for anything between a hundred ahdradred and forty epocs, or about four thousand
five hundred Earth years, so their sophisticatimgpessed enormously. However, this speed of
progress led the Felisians to a scientific reckless greater even than that of humans. They deactlop
an almost total disregard for Felysia's environmBgitepoc 4100, Felysia was a foul, polluted
wasteland. The Felisians had even raped their fdao@y moon, Jachrastalun, of all its resources,
using its minerals to build their space-crafts asdocks to construct their massive buildings.tBy

end of epoc 4103, there was nothing left of Ja¢chlas whatsoever. Felysia's foul and dangerous
environment began to erode Felisian society, amdlg] their previously united civilization broke
down into smaller, independent communities. Finallyepoc 4112, only forty generations since the
dating system was introduced, the Felisians waaetbto abandon their planet as the surface became
radioactive and life gradually became extinct.

Once again, their society united, and they useid ¢ixeellent technological skills to terraform twé
the moons of a Balastrackonastreyan gas giantdcBéGalmatrifal. These soon became verdant
paradise planets, and all was well.

The Felisians abandoned their former recklessagskinstead concentrated on slowly mapping the
nearby star systems. However, this was a lengthygss, and so the Felisian scientists createddie
ships they called "Stardrifters" to explore theag&l These vessels were all equipped with the newly
invented "Vimana Drives", which utilized the nucdiéarces between lithium ions to accelerate the
ships up to five billion times their normal spe@tie Stardrifters' mission was to collate data @n th
galaxy, storing it in a massive database knowmastarmap. And so the Stardrifters set off into th
unknown.

However, in epoc 5991, the Stardrifters returneBatastrackonastreya to find the system empty. The
Felisians were gone; both the moons were coverbdmnuins. The Stardrifters had no idea what had
happened. Had the Felisians moved elsewhere igalagy? Confused, the Stardrifters searched for
signs of their civilization across the stars, bithim two epocs, they gave up and decided to simply
continue with their original mission. Again, thewade their way into the lonely void of interstellar
space and continued to add data to their Starmapyé&ar is now 6011, and still no trace of the
Felisians has been discovered. The Stardriftertoasss; they rarely communicate with one another,
but the current theory that has spread amongst ihémat the Felisians have abandoned the galaxy
entirely, though why they should have done ths c@mplete mystery. And why would they abandon
the Stardrifters? This theory has led to a sligkentment of the Felisians by the remaining Stiedsi
who feel betrayed by the people they were doingraice for in the first place. If the theory isaru
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then there is no way for the Stardrifters to follale gaps between galaxies are enormous, and the
Stardrifters cannot carry enough lithium to makejthurney. Sadly, because many of the Stardrifters
were very old in the first place, several have diedpite the Felisians' long life-spans. Sevets st
have disappeared entirely, presumably having fdtiehof the dangers of space. The Stardrifters are
very safe vehicles, but they're still not infaléblThus the number of Stardrifters has dwindledeve
further.

The Physique of a Felisian

Felisians are descended from the cat-like creahage to their home-planet, and still retain many
physical features from their ancestors. A felisdr@ad is recognisably that of a cat, though maidel
than you might expect. Their fur comes in seveiféint colours, though not as many as that of the
domestic cats of our universe. Interestingly, unlikimans, they have never fought any racially
motivated wars, or committed any form of persecutiased on fur-type. Fur colour is thought of in a
similar way to that in which we think of hair colp@and it is not necessarily hereditary, so two
black-furred parents could birth a litter includigigger kithis (A "kitha" being the correct ternr @
felisian cub). The possible fur colours are bldoown, ginger, grey, and, perhaps strangely, green.
White is also a possibility, but it is rare. Fediss, unlike their feline ancestors, have an opdesab
thumb in addition to their three fingers, whichhse feature th at set them apart from their nom-too
using cousins in the evolutionary past. Their @etvery much like large cat paws, but their haradse
evolved into a more human form, though they stilvdrsmall pads. Indeed, felisians can stand either
erect, like a human, or on all-fours, like a cais Igenerally considered polite to stand erect in
company, but in private most felisians assume teire comfortable quadrupedal posture. This is why
the Stardrifters were designed in the way they yamd the computers are accessed in the way tkey ar

STAR CLASSES

There are 11 types of stars in the Fylterion Gal&ach has different characteristics. Some ardyigh
radioactive, some host systems which have planétée for life, some are dual systems where two
stars orbit each other. The S06 stars emit Li+ iopeur precious fuel.

Here are the good old star classes:

Class S00 Yellow Star
Class SO0 stars are just like our Sun, and if gdooking for planets supporting life and
breathable atmosphere, you should definitely talkmla around class S00 stars. In fact, such
planets are possible even around other starsxéomgle live planets have also been
discovered around a few class S03 stars. A wellvkncatalogued system is Miracle.
However, this is rather rare, so it's best to lfwkife around SO0 stars.

Class S01 Blue Giant Star
Class S01 stars are huge, and often support latgesy/stems. Some Blue Giants have
anything up to twenty or thirty planets. Howeveayelling within Class S01 systems often
takes a long time, as the orbits of the planetd terbe spread over a very wide area.

Class S02 White Dwarf Star
These stars are the remains of class SO0 starsabhatexploded as Red Giants, then shrunk
down to only a highly dense core. These rarely lzaeplanets, as any orbital objects were
usually burnt up when the star exploded. If yodidd any surviving planets, they will most
likely be a long way from the star. Gas giants atigbr massive bodies may also have
survived.

Class S03 Red Giant Star
These are class SO0 stars that have exploded,candaver a massive area. They have usually
consumed all their planets as they have expandetlissrare to find objects orbiting these.
However, it is not impossible; the Miracle systenaiwell known class S03 system that
nevertheless harbours a planet with an oxygen batseasphere and water, IE one that could
support life. However, the planet's discoverersitbit to be cold and frozen, with no surface
life. They were so disappointed that they namecpthret "Piece Of Ice".

Class S04 Orange Giant Star
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These are just very large stars, otherwise sirtvlatass SO0 stars. However, you will rarely
find life-bearing planets around these, as thegimrbits tend towards being very distant,
making them cold and inhospitable.

Class S05 Brown Dwarf Star
These aren't really stars; they are closer to &isegipnts you will often find orbiting other
stars, and as such give out very little light. THeynot have enough mass to produce the
gravity necessary to support a solar-system, st dgpect to find planets around them.
Occasionally, they do support one or two objeats because of the lack of light, you won't
see much if you land on them. Try not to get lo§th, one other detall; it's rare, but not
unknown, for Brown Dwarfs to emit lithium ions. Theason is that they're not hot enough to
consume their heavier elements, and so these queézed" from their outer layer. However,
there is rarely enough to fuel a Stardrifter.

Class S06 Grey Giant Star
These are fossil stars, the remains of novae goetswvae. They are cold and dead, but have
a very useful property: they emit lithium ions. Nditclass S06 stars will be suitable for
lithium scoping, as about fifty percent of them b+, which you cannot use. Search
around a bit; if you find stars suitable for lithitscoping, it's a good idea to hame them so you
can return to them later if you run low on fuel.

Class S07 Blue Dwarf Star
These are very small, hugely dense stars, anmbit'a good idea to get too close; they have
horrendous gravitational forces, are highly radiivac and rarely have any planets.

Class S08 M ultiple Star
These are actually two or more stars that have cmm@dose that they have been caught in
each other's gravity wells and actually startedrhit each other. These are curious systems,
with unpredictable gravity.

Class S09 I nfant Star
This is a star that has only recently been borarsStre created when the particles of nebulae
form nuclear reactions, until the nebula condenstesa star. These newly created stars are
known as class S09 stars, which usually have af jptoto-planets, which will eventually
break up and collide until the system stabilizédseSe objects are usually not suitable for
landing, however.

Class S10 Runaway Star
These are stars that have been catapulted off&oussally by the combined gravity-wells of
two or more other stars, and now travel at greaégmcross the galaxy. They are usually
weak, red stars, and rarely have planets.

Class S11 Pulsar
These are very similar to Blue Dwarfs, but arerehtimade up of neutrons (The neutral
particles in the nucleus of an atom). Theyiaceedibly dense, being that they are only the
size of a small planet, and spin at huge speedsrdason for this is that it has contracted very
quickly down to a tiny fraction of its normal siZEhis is the same effect that occurs if you sit
on a wheelchair with your arms outstretched and spind, then quickly withdraw your arms.
Your speed will increase. Pulsars also have anagligtiable surface, and emit light and
radiation from some sectors but not from otheringathem look like they are eerily pulsing.
They sometimes have planets, but these are usughily compressed gas-giants, which are
unsuitable for landing on. Pulsars are hugely rattive and have an immense gravity well, so
it's not a good idea to get close to them.

The Noctis Exploration Guide (By Ireclan and Megagun)
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--Intr oduction--

Welcome to the unofficial Noctis Exploration Guidehis Guide will guide you through finding
whatever you want. It's subdivided into a few ckamtThe first one will explain to you the
characteristics of various planets, and the nextceapters go on about a specific part of explorati
depending on your goals (such as photography, regtsports, etc). This guide will assume that yau ar
using the extended features Noctis IV CE gives you.

--Characteristics of Planet typesfound in the Noctis Galaxy--

Each and every planet in the Noctis Galaxy haswis characteristic. Many of them are differen&in
lot of ways. Some are flat and bright. Some ar& glat varied. First, let's take a look at the diffat
types of planets you can find in the Noctis galaxy.

. Medium size, internally hot, unstable surface, no atmosphere.
. Small, solid, dusty, craterized, no atmosphere.

. Medium size, solid, thick atmosphere, fully covered by clouds.
Medium size, felisian, breathable atmospher e, suitable for life.
M edium size, rocky, creased, no atmosphere.

Small, solid, thin atmosphere.

. Large, not consistent, covered with dense clouds.

. Small, solid, icy surface, no atmosphere.

. Medium size, surfaceis mainly native quartz, oxygen atmosphere.
10. Very large, substellar object, not consistent.

11. Companion star - not a planet.

©CONOUTAWNPE

Let's take a closer look at each planet type:

--Medium size, internally hot, unstable surface, no atmosphere.

These planets are very unstable. They've gotaf Mdlcanic activity, which gives them the orangb-i
look as seen from space. Usually, these planetbedound orbiting a very large, substellar object.
They look really great from space.

--Small, solid, dusty, craterized, no atmosphere.

These planets are dusty, small, got a lot of csg®me which are huge!), but they don't have any
atmosphere. Their surface is pretty flat, apamnftbe occasional crater and bump. Their gravitery
low, though, which makes these planets great factfming your Jetpack skills with. If you want iad
these, look for them close to stars (like SO0's}l@se to bigger planets. From space, they can
sometimes look really great, yet usually they lbké& each and every one of them: the same as any
other. Not often worth the time.

--Medium size, solid, thick atmosphere, fully covered by clouds.

These planets are often dark. They're also oftalfyreard to navigate on from the surface, duééo t
very thick atmosphere. If you're looking for gldiexl planets, or for planets with only lava, loak f
these! The thick atmosphere traps heat, which oftekes these planets really hot. Their surfaceahas
lot of variation in height, but that variation ieight isn't sudden: it's very smooth. That makesith
pretty boring, but sometimes the pits in these gtkanan be really neat. The atmosphere DOES give
these planets a really nice touch, though. Frornesghey don't really look all that great. Thinthack
layer of clouds, without much variation. Sometintbgse planets have "layers" of dark or light ckoud
on them.

--Medium size, felisian, breathable atmospher e, suitable for life.

Well, what more to say about these than that tkeyften got life. That is what makes them the most
favored planet of any Stardrifter. The surfacehefe planets are littered with trees, and various
animals walk on them. Also, these planets havera;geools, and ice caps of enormous size. About
75% of Felisian planets have tall grass on thenigtwimakes them look a bit odd, though. However, a
good thing about these planets is that they'veliff@rent types of surface. They've got ice caps,
forests, shrublands, deserts, plains, and diffaygets of Taiga. If you're looking for mountainsok in
oceans for islands, or look at the taiga/ice cBpsbably the neatest surfacetype of these planetha
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Forests, which have gazillions of large trees, afelv ENORMOUS trees on them, or the "very dense
taiga", which have icy lakes, an extremely variedasce, and plenty of small shrubs. Make sure you'v
got a camera with you, though! From space, theyt deally look all that great, though. They've got
storms, yes. But that's it, really. Always wortke thisit!

--Medium size, rocky, creased, no atmosphere.

Very underestimated type of planet. These aretlikesmall and dusty craterized planets, but thase h
more rocks, and more interesting mountains, alaiegsith a higher gravity. Unfortunately, these
planets also have a lot in common with small, saligsty planets. They're often flat. Very flat. Wa
few exceptions of a mountain or two, or a few humpéote that these mountains are probably the
highest and biggest you'll ever seen. They're adteremely big, with about 3 peaks or so...

From space, they can either look brilliant, or hgriLucky for us, you can actually see the "wotth-i
ness" from space! If it looks as if it's got a whtt of mountains, go land here! If it looks fleave it
as it is, you've got better stuff to spend yourtiat. When you've found one of these planets with a
good quality, land at either the really dark, alikebright spots. They've got the best mountdins.
you're looking for big mountains, these are yoimghPower up that jetpack, too!

--Small, solid, thin atmosphere.

These planets are often dark. But the colorschewfebese planets are probably the best you'll ever
find. Red with Blue, green with purple, orange viitbe, they're all there.. Some even have a grey
atmosphere! The surface of these planets is coetpliat at the dark parts (avoid those!), and fgret
much always extremely varied at the other partsuli@ins are often really high at these planets
(unfortunately, they're also somewhat sparse)candften be really big, too. Sometimes, they even
have little pits near the sides of them, which nsakem great for climbing on and jumping off again.
For the rest, the surfaces of Thin Atmosphere péaaee very spiky and rough. They somewhat look
like the "very dense taiga" zones you can find ely$ian planets. Thin atmospheres are also the only
planets with bright poles. Some believe that awrcsuse these. Another characteristic of theseefsan
is that they have some sort of clouds, which ofteik like craters as seen from space (they're ring-
shaped). Below these clouds, everything looks ypoginn bright, too. From space, these planets don't
look really great, though, apart from the aforeriwar@d bright poles and ring-shaped clouds. From my
own experience, | somewhat know that the grey péain@ve the most varied and rough surface, and
that the green ones can be most surprising. Deerttey to land on the dark spots, though... If's@u
looking for some fun, and have a lot of energydmb go explore the surface of these planets! Don't
to land on these when they're too far away fronr fherent star, either... They can be extremelk dar
when you do that.. Pay them a visit and enjoy!

--Large, not consistent, covered with dense clouds.

"Gas Giants". Not much to say about these, apam the fact that they have a lot of (often small)
moons, and that they can look pretty neat fromepa@oo bad you can't land on these, though. Explore
the moons of these planets instead!

--Small, solid, icy surface, no atmosphere.

Maybe the most boring planet of them all. Theyiteemmely flat, even more flat than the dusty planet
They're also dark, and often extremely far awaynftbeir parent star. From space, they can lookypret
neat, though. There are cracks running all oventhidowever, that's probably the most exciting thing
about these planets. Don't bother visiting thesst. ignore them like everyone else.

--Medium size, surfaceis mainly native quartz, oxygen atmosphere.

These planets are a synonym for brightness. Thigs sire often extremely white, and their surfaces
can be pretty much any color. They're hilly, theuntains are neat, and their surfaces are just
extremely neat. Unfortunately, their hills and mtaims are often very roundish, which makes them a
bit dull. That's why pits are better on these piank you're not bothering with the spiky, darkiih
Atmosphere planets, but still want something nedtextreme to see, visit these! A common "tactic"
with these planets, is to land at the extremelk darextremely bright parts, as seem from space. Th
dark parts have dark surfaces, yet they also hdaedod extremely high "plateus”. Great for jumpiaff
from. Just remember to land safely with the jetpackyou might red out. ;) From space, they look
stupid, though. Very grainy. Their nice surfacekenap for that, though. Highly recommended!

--Very large, substellar object, not consistent.
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These extremely large "planets" are almost stdreyTe bright, and always have a lot of planets
orbiting them. However, you can't land on them.nFgpace, they don't really look all that neat. One
bright side, one dark side, and a gradient inbetweEewever, sometimes they have neat colors, like
bright red. Not often worth the visit, unless yeuwisiting one of it's moons.

--Companion star - not a planet.

Not much to say about these, apart from the fattttrey only exist around S08's.. They're justsstar
From space, they look like a star.. and that'§ iie only extremely neat thing about these, isybat
can also see it when you're standing on one ahit'sns! Two stars in the sky are neat, trust me...

Notes on the Noctis Galaxy - by Star gazer

The Noctis Galaxy, or “Feltyrion” as it is also ledl, is best classified as an irregular clusteaxggal
although it is currently shaped somewhat like & |dkely because of several past collisions andel
encounters with smaller galaxies.

In its present form, Feltyrion harbours somewhergvben seventy-five and eighty billion stars, véth
diameter of 180,000 light-years wide and 6,000tlighars tall. It appears larger, but not as compact
the Milky Way galaxy where the Earth resides, wtiels anywhere between two hundred to four
hundred billion stars according to the latest estés, spanning some 100,000 light years in disk
diameter.

Feltyrion does not have a black hole in its cemttigich is instead home to dense star clusters. It i
possible that a black hole did once exist therewas jettisoned during a galactic merger.

The long time stability of the galaxy is still ladg unknown, since there are no precise measursment
of its mass. However, observations do seem to ateithat there is enough matter to hold things
together for the foreseeable future.

HOT KEY LIST

STARDRIFTER MARK IV (SD MK V)
Key Command:

Raw snapshot

Cloud filter

Environment data

Send help request

Toggle light on/off
Set/approach/remove Local Targe
Remote Target data

Set Remote Target

Scope for Lithium

Start Vimana Flight

Local Target data

Terrain filter (for felysian auhets)
Stardrifter speed info

NXg<0RO0Om~ImMOw

F1: Help screen
F2: Solar system analyzer

/: Light scaling
Shift / ; Advanced light scaling

Backslash: Roof-HUD

Delete: Raw snapshot
Left-arrow: Pitch Stardrifter left
Right-arrow: Pitch Stardrifter right
Up-arrow:  Go to roof

STARDRIFTER MARK IV SURFACE CAPSULE (SC)
Key command:
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A:
Q:
Z.

PERSONAL

Hoover over planet surface
Return to Stardrifter
Land on surface

FELYSIAN INTEGRATED SPACESUIT (PFIS)

Key command:

NSWTOZZICSIQTNUOR

/:
, . 0-9: Move

Ctrl +:
Citrl -:
Ctrl *:

Down-arrow:
Left-arrow:
Right-arrow:
Up-arrow:

Delete:

Page up:
Page down:
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Call Surface Capsule
Disengage Jetpack control
Hide/show debris

Anti-fog (thick atmosphere ynl
Hide/show grass

Highlight animals

Jump

Land on surface

Snapshot

Panoramic shapshot
Supervision

Toggle vision modes

Stand (Formal approach)
Hide/show Planet Lander Podhtoc line
Cancel calling Planet LandedPo

Help screen

Advanced data screen
Motion Picture recorder
Portable G.O.E.S. console
Sector map

Snapshot
Panoramic snapshot
ment speed

Increase brightness
Decrease brightness
Reset brightness

Stop slide

Slide left

Slide right

Toggle mouse look

Raw snapshot
Raise radiation visor
Lower radiation visor
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