Trade Wars Strategy (turn/time management):

Day One of game: 

All Corp members need to enter the game as soon as possible (for at least 5min).  Once in game, join Corp, get on subspace channel, and hit V for StarDock Location.  Wait for the “OK Clear” before leaving Terra on express to StarDock.  Once you have the “OK Clear”, express direct to StarDock.  If you do not get the “OK Clear”, follow CEO’s orders as to what you should do.

If the CEO is not around, the first player in the game is to go direct to StarDock (dropping figs in a sector next to SD but not the MSL) and trade in the Merchant Cruiser for a Merchant Freighter.  Pick up your fighters and return to SD.  Make a temporary Corp and allow other team mates to join (using preset passwords).  Port trade for 50k then return to SD and purchase a Scout.  Remain in Scout and exit game but kick around ICQ until CEO arrives.

Each player is to 

1st
Go to SD if its not blockaded

2nd 
Transfer ALL fighters to the CEO

3rd
Trade in the Merchant Cruiser and purchase a Scout

4th 
Transfer all funds to CEO and exit game until your turn to trade

GOODS:

5th
Enter game and transfer into the Merchant Freighter

6th 
Transfer needed fighters from CEO

7th
Find ports to trade and make funds (no haggle) (write down port #’s)

8th
Return to StarDock and give all your money to the CEO

9th
Transport back into your ship

10th 
Leave Corp ShipMail  with the ports you traded (so evils can rob later)

11th
If out of turns, kick around for your time remaining…have fun

EVILS:

5th 
Enter game and ask CEO for ports

6th
Take 1mil Creds from CEO

7th
Land on StarDock and purchase a cloak

8th  
Transfer into the Merchant Freighter 

9th
Bust planets to raise exp to 1875 (25 planets)

10th
Land on StarDock and Enter  the Tavern

11th
See Grimy Trader for Underground Password

12th
Enter Underground and post  25000 on anyone outside of corp

13th
Wait for CEO to OK your exit from StarDock

14th
Rob/SSM/SST full holds in Merchant Freighter

15th
Return to SD, transfer into your Scout and cloak at StarDock

Mind you...if say Hellcat is in game..just avoid first 3 routes to SD from Terra (or even try to find the 1way in), port trade till you have 1k figs, then express to SD and kill all figs in route (macro works best for this)..if you have to THINK in sector next to SD, your dead if hellcat is online.  If you see Hellcat and DarkHawk on same team online just pray when going to SD  :)   or avoid going to SD until next day or 3-4am  :) If you have good hunters on corp...seek out the "moneymakers" behind VIRII (hellcat doesn't leave SD..but if you kill the funds..you limit his ability to work

***above is inside info from corping with VIRII and how I would counteract when playing against them***

Also, team of 5+ should have 2 reds by end of day 1 SST in full MF's or Mules equivalent

Day 2:

everyone but the red player port trades and gives the money to the ceo, the first player on should get the money from the red also so he doesn’t get taxed the red comes in and gets the money from the CEO and uses it to SST.  Once the first red is making good money, he sends an icq to the next player to go red and lets him know to take the money and go red and start SSTing, and so on till all the red players are up and going.



Rules:

BLUE PLAYERS:

NO port haggling.

NO attacking (NO exceptions)

NO building planets.

Do not gain any exp if you can.

Obey ALL orders from CEO.

NO commissions until all the reds are up and running SST.

RED PLAYERS:

Give all money not needed for exp to the CEO.

Do NOT go red until everyone has joined the corp.

Obey ALL orders from CEO.

Starting the bubbles:

within a few days all the red players should be red and SSTing pretty good....this is when a few new ideas of mine come into play.  We split up to our pre-assigned pairs and start our bubbles.  We should have already found a few 3 deep bubbles to build in.  The red players will create the planets in the assigned team’s bubble, and do it one at a time to prevent N/H.  Create One L, One H, and one O type planets in the back of the bubble.  Also at this point the red players money goes to his partner blue ONLY!  Here are the following assignments

Blue:

Buy defenses for your bubble.

Support your red partner while he/she is SSTing.

Run collies.

Red:

SST

Steal and Dump resources on the planets for building and upgrading the cits.

Give your partner your money after you spend what you need on your exp.

Once you get a cit place it there for the blue to spend.

Defenses:

Place no fighters, mines, or N/H within 8 sectors of the opening to your bubble except for your main building sector.  Once you have a level 2 cit you should dump 50% of your fighters from the sector there with a MR% set at 5-10%.  Remember when planing your defenses, I can take ANY bubble no matter what the defenses are given the right amount of resources.  This is the reason for having different bubbles, I don’t believe in putting all our eggs in one basket.  Once our bubbles are set to where we feel confident, we will hunt other reds while they are SSting and we will hunt using an IG cruiser.

Planets:

Keep all the collies on the H at first to make Ore for running collies.  When you have enough ore to always run collie you may place them where you want.  Reds at first keep plenty of ore on the planets so the blue can run collies.  Start the cits on day one of bubble building if possible.  Reds make sure there is enough org and eqp on each to build or upgrade the cit.  Always keep a cit building, and NEVER stay unlocked in your bubble, and keep mines and offensive fighters in your bubble for defenses at first.  Start with the above planets then build more volcanics later up to the max planets per sector.

Order of priorities:

Blues:

Support your red partner.

Run Collies if you run out of ore explore the universe otherwise spend 150 turns exploring everyday.

Reds:

SST

Dump resources on planets at least 150 turns a day if resources are needed.

Credits:

There should always be One Million credits in the cit for the red partners refurbs and for his exp if needed to start his/her SST.  After the blue makes sure there is One Mil, in the treasury, spend 80% on fighters 10% on corbs for all the ships, 5% on sector defenses if needed, 5% on ether probes.  If sector defenses are maxed, put that money into fighters or what ever you want.  Once you get a level 5 planet you should spend 40% on fighters 40% on shields, and the rest is the same as above.

Found!:

If your bubble is found before the planets are level 4 you are to notify everyone.  EVERYONE at this point is to drop everything and help move everything out of the found bubble, and into the new one that the found team will start.  Do not blow up the found planets, it might serve as a decoy...crank up the q-cannons atmos % and turn the sector to 0% leave a small amount of fighters on the level 2 planets, and a small group of empty unupgraded ships full of corbo and One fighter and 2 shields.

Attacking:

When we find another base we will NOT attack it until our defenses do not suffer from the attack cost, no robbing peter to pay paul.  When we have enough to invade we will do so and blow what we can’t take. including the port.

Note:

All partners bases are separate from the others.  Do not take stuff from another bubble, if you are hurting, let the others know then we will help each other that way you don’t take something that they were planing on using for an upgrade etc...

Trade Wars Strategy:

Day One of game:

first off our corp needs to come in one at a time with the blues coming in first and then the red players.  The first player in the game is to go trade his ship, if there is no SD blockade, for a Merchant Freighter, then port trade and deck it out, then at the end of your turns buy a second MF with nothing on it and transport to it leaving the MF open for the others to use.  The last player in the game should be the red player that is going to go red first.  Each player is to 

1st:  Go to SD if its not blockaded and sell your MC and get a MerF.

2nd:  Transport in the fully loaded MF set up by player one.


3rd:  Port & Trade leaving enough turns to get back to fed space.

4th:  Give all your money to the first player.

5th:  Transport back into your ship.

6th:  ZTM your assigned area.

The first player to go red shall use all the money on the first player in to go red and use the loaded MF and buy another one fully loaded...and start SSTing, and keep the money.

