Comments

   Initially released as Elite in 1984,  the release of Elite for the  Amiga

in 1991 added several new items to the game.  It was the first game  in  the

series to use a launching bay animation,  and an  advanced  options  screen,

setting the standard for the games to follow.   It  also  introduced  Retro-

Rockets, the forerunner of Reverse Thrusters in FE2 and FFE. Elite for Amiga

was the only version of the game to have the deadly Wolf Mk II  class  ship.

Medical Supplies were added to the commodities,  which was later expanded to

a starting mission in FFE.  Add in a swarm of bad guys and  Thargoids,  dark

omnious graphics,  stereo music,  and phase shifting of the audio,  and  get

ready for a serious workout with your joystick!

Controls

   Most controls are easily accomplished by clicking on them with the  mouse

and/or joystick (double-click the fire button).  The  following  tables  and

information includes the keyboard commands,  which can be faster to  use  in

combat.

____________________________________________________________________________

SPACE FLIGHT  Key  Joy        Mouse         SPACE COMBAT      Key    Mouse

CCW Roll       <  left   move left          Fire Laser         A  left button

CW Roll        >  right  move right         Target Missile     T

Cancel Roll              right button       Fire Missile       M

Dive           S  fore   push               Unarm Missile      U

Climb          X  back   pull               Cloaking Device    Y

Retro-Rockets  R                            ECM                E

Inc Speed    SPACE       right button/push  ECM Jammer         L

Dec Speed      /         right button/back  Energy Bomb       TAB

Front View    F1                            Escape Capsule     Q

Back View     F2                            Docking Computer   C

Left View     F3                            ID Computer        I

Right View    F4                            Radar Magnify      Z

____________________________________________________________________________

NAVIGATION            Key                        TRADING                Key

Hyperspace             H                        Launch from Station     F1

Intersystem Jump       J                        Sell Cargo              F2

Intergalactic Jump     G then H                 Buy Cargo               F3

Distance to System     D                        Equip Ship              F4

Center Cursor          B                        Galactic Chart          F5

Cursor Controls     cursor keys/SPACE           Local Cluster Chart     F6

Galactic Chart        F5                        Data on System          F7

Local Cluster chart   F6                        Market Prices           F8

                                                Status Page             F9

GAME                                            Find Planet (docked)   F10

Pause Game             P

Save Game (docked)     -  (minus)

Game Options           = (equals)               NOTE: Not all items are

                                                      initially available.

____________________________________________________________________________

Objectives    Make credits and get rich, equip ship, become Elite, complete

              special missions as they appear.

Methods       Buy commodities low in one system, sell them high in another.

              Rewards paid for killing pirate ships.  Mine asteroids (with

              Mining Laser), scoop up materials, and sell them.

Careers       Trading, Smuggling, Bounty Hunting, Piracy, Asteroid mining.

Legal Status  Clean, Offender, Fugitive

Universe      8  Galaxies - over 250 planets each - planets have orbiting

              Coriolis space stations. You cannot land on a planet.

____________________________________________________________________________

FLIGHT DISPLAY

FS    Fore Shield     once depleted, starts to drain energy banks

AS    Aft Shield      once depleted, starts to drain energy banks

FU    Fuel Level      for hyperspace jump

CT    Cabin Temp      go too near a sun - you die

LT    Laser Temp      overheat, laser cuts out

AL    Altitude        can't land on a planet, too close - you die

SP    Speed           must be at maximum to initiate a local system jump

RL    Roll            Gyro Bar roll status indicator

DC    Dive Climb      Gyro Bar pitch status indicator

1-4   Energy Banks    once depleted - you die

Status Messages       Display at the bottom of the viewscreen.

Flight Grid Scanner   3-D graphic of nearby space.  You are in the center

                      on the plane of the grid. Objects appear 360 degrees

                      around, also above and below.

Grid Scanner Colors   Magenta = stations, asteroids, cargo cannisters

                       Yellow = ships

                        Green = planetary transports, escape capsule

                          Red = missiles

                      Dk Blue = police ships

                      Lt Blue = enemy ships

                         Grey = thargoids, thargons

Condition Light         Green = no danger

                       Yellow = enemy ships near

                          Red = high risk combat

Compass               Keep the colored ball centered to fly to a

                      Corilios station.

                          Red = flying toward the station

                        Green = flying way from the station

'S' Gauge                   S = within protected space near the station

                        blank = not within protected space

Missiles Onboard      Displayed as green squares in the lower left corner   

                      of the screen.

____________________________________________________________________________

      COMMODITIES (* = illegal)                          ECONOMICS

                                                  WORLDS           RATINGS

Food          Narcotics *    Minerals             Agricultural
    Rich

Textiles      Computers      Gold                 Industrial
    Mainly

Radioactives  Machinery      Platinum                              Average

Slaves *      Alloys         Gem-Stones                            Poor

Liquor/Wines  Firearms *     Alien Items

Luxuries      Furs           Medical Supplies     Tech  Levels  =  1 - 13

____________________________________________________________________________

____________________________________________________________________________

            GOVERNMENTS                          ELITE RATINGS

Corporate State     Dictatorship         Harmless           Competent

Democracy           Multi-Government     Mostly Harmless    Dangerous

Confederacy         Feudal               Poor               Deadly

Communist           Anarchy              Average            Elite

                                         Above Average

____________________________________________________________________________

EQUIPMENT                                   Appx   Tech

Item                 Type                   Cost   Level    Notes

Ship                 Cobra Mk III by          -na- -na- 20t cargo space,

                     Faulcon deLacy                     4 laser mounts,

                                                        4 missile mounts,

                                                        7.0 ly range

Drive                Kruger Lightfast     Included -na- system space

Drive                Xexor-Irrikon        Included -na- hyperspace

Shields              Zieman-charged       Included -na- fore and aft

Energy Bank          Faulcon deLacy       Included -na- power for shields,

                                                        lasers, and ECM

Fuel                 Quirium             0.1 - 2.5  All price varies

Missile              Lance & Ferman 4x4         30  All

Cargo Bay Extension  Mariner Freight Chamber   400  All add 15t capacity

E.C.M. System        Bell & Braben             600   2  jams missiles

                     Radiant-Magnetic

Pulse Laser          Ingram 1919A4             400   3  basic

Beam Laser           Ingram M1928A2           1000   4  better

Fuel Scoop           Faulcon deLacy            525   5  scoop fuel by

                                                        skimming a sun

Escape Capsule       Xeeslan FastJet LSC7     1000   6  replaces your ship

                                                        and equipment

Energy Bomb          Medusa Pandora            900   7  destroys all nearby

                     Self-Homing                        ships

Extra Energy Unit    Duracell Coppertop       1500   8  doubles energy bank

                                                        recharge rate

Docking Computers    SinCorn RemLock D&A      1500   9  automatic docking

Galactic Drive       Xexor/Hikan IGH          5000  10  jump to another

                                                        galaxy

Mining Laser         Kruger ARM64              800  10  mine asteroids,

                                                        shoot & scoop

Military Laser       Lance & Ferman LF90      6000  10  best (error in

                                                        listing as M1928A2)

Retro-Rockets        Xasar-Ion                8000  10  for fast deceleration

Naval energy Unit *  Galactic Navy            -na- -na- 4 times energy bank

                                                        recharge rate

Masking Device*      unknown                  -na- -na- hides ship, uses a

                                                        lot of energy

Anti-ECM Device *    unknown                  -na- -na- prevents jamming of

                                                        the drive

                *  =  obtained by completing a mission

____________________________________________________________________________

____________________________________________________________________________

PASSWORDS   Note: Passwords are shown in uppercase. Type in all passwords

                  using lowercase.

 6   1  1  1  WELCOME      16  2  1  1  A              30  1  4  2  OF

 6   1  4  4  WHOSE        17  1  1  1  ON             30  2  1  5  ARE

 6   3  5  4  AND          17  1  1  3  FOR            33  1  2  1  MISSILE

 7   1  1  3  (broken)     22  1  1  1  DOCKING        33  2  1  1  PRESSING

 7   4  1  4  FILLS        22  1  2  1  UNLESS         33  3  2  1  WILL

 7   5  1  1  THE          22  2  1  1  LOCATE         33  3  2  4  SEQUENCE

 8   1  1  2  DRIVE        25  1  1  2  COBRA          34  1  2  4  THE

 8   2  3  1  BUNKS        25  1  5  1  OUTRUN         34  4  1  1  AN

 8   3  2  1  HOUSES       25  2  1  1  IF             34  4  2  7  THE

 8   3  2  4  BANKS        25  2  2  3  THERE          35  1  1  2  SHIELD

 9   1  4  2  YELLOW       27  1  1  2  ARE            35  2  3  2  ANY

 9   3  1  1  THE          27  1  2  2  PIRATE         36  2  1  2  IS

 9   3  1  2  RATING       27  2  1  1  SMALL          36  3  2  1  LEVEL

14   3  4  1  WORLDS       27  2  1  2  SHIPS          36  4  1  1  SINCE

14   3  4  2  FOR          29  1  2  1  ENGAGED        37  1  1  2  IT

14   3  4  4  FAVOURABLE   29  1  5  3  FOR            37  2  3  1  ONCE

15   1  1  5  RETURN       29  2  1  4  BATTLE         37  2  4  1  PRESSING

15   2  3  2  HYPERSPACE   29  2  2  1  SMALL          44  1  1  3  COBRA

15   2  3  3  FUEL         29  2  2  4  THARGONS       44  1  4  2  MAY

16   1  1  2  WORLD        30  1  1  1  BEFORE         44  1  1  4  CRAFT

16   1  3  3  ORBIT        30  1  1  2  THE            46  1  1  4  UNDER

                                                       46  1  1  5  VARIABLE

____________________________________________________________________________

MANUAL DOCKING PROCEDURE

   All station entrance tunnels face the planet.  Locate the station and fly

to just in front of it.  Fly directly toward the planet for a  few  moments,

then turn 180 degrees.  You are now lined up for a direct  approach  to  the

station entrance.  Goto slow speed and keep your crosshairs centered on  the

entrance.  Just before  entering,  rotate  so  that  the  entrance  view  is

horizontal for entry.

AUTOMATIC DOCKING PROCEDURE

   Once you obtain a Docking Computer, several types  of  automatic  docking

are available on  the  Options  page.  SLOW/FAST  Docking  Computer  toggles

between  making  the  run  in  from  protected  space  to  the  station,  or

eliminating it completely.  ON/OFF Docking Sequence toggles the docking  and

launching animations .  Setting  the  Docking  Computer  to  FAST,  and  the

Docking Sequence to OFF,  and you will  arrive  at  the  station  in  a  few

seconds.  This is nice to have when you are making  many  runs  to  increase

credits or combat rating.  Type [C] to toggle the Docking Computer ON/OFF.

DRIVE TYPES

   The Kruger drive is used within system space.  General speed changes  are

controlled with the [SPACE] [/] keys.  This unit also includes a jump  drive

feature [J], which greatly accelerates your speed.  The jump drive will only

operate when your current speed setting is at maximum,  and no other objects

are within scanner range of your ship.

   The Irrikon drive is used to  hyperspace  to  another  system.  Select  a

planet on the Local Cluster Chart [F6] that is within a  7.0 ly  jump  range

(white circle). Move the cursor to it,  then type [SPACE].  A distance value

will be given, and your drive will also be locked to it.

   The Xexor-Hikan Interglactic Hyperspace drive is used to  jump  from  one

galaxy to the next in numerical order.  It takes one drive for  EACH  galaxy

jump, so you will need to buy another one in the next galaxy.  Type [G] then

[H] to hyperspace to the next galaxy.

CHART MODES

   The Galactic [F5] and Local Cluster Charts [F6] are used with the  cursor

keys,  distance [D],  and find [F] keys to obtain  distance  information  on

systems. The current hyperspace range is displayed with a large white or red

circle around  the  current  position.  The  size  of  the  circle  changes,

depending upon the amount of hyperspace fuel onboard the ship.  The distance

key [D] is used in the Local Cluster Chart to find the  distance  from  your

current position, to the system nearest the 'custom' crosshair.  The [F] key

when docked will prompt for a system to find.  The cursor keys can move  the

custom cursor to a system,  and the [SPACE]  key  will  select  the  system.

Clicking on a system with the mouse does the same thing.  Selecting a system

within range,  using any of the  methods,  will  automatically  select  that

system as the hyperspace coordinate.  Once  selected,  the  Data  on  System

page [F7] will display detailed information on the system.  The Status  page

[F9] will always show the present system you are in,  and the system you are

locked to for a hyperspace jump.

WEAPONS

   The ship includes 1 pulse laser and 3 missiles.  Lasers are  fired  using

the space bar, but can quickly heat up, causing their firing to cut out. The

Pulse laser is the weakest,  and takes a lot of hits  to  destroy  an  enemy

ship.  The Beam Laser is much better  with  its  steady  laser  stream.  The

Military Laser is the best to quickly destroy  enemy  targets.  Hitting  the

target requires the enemy ship be centered in the  crosshairs  from  top  to

bottom, and slightly left of center (one pixel) from left to right.

  Missiles will lock onto any target.  Type [T] to activate targeting,  then

move the crosshairs over the enemy ship to lock-on to the target.  Type  [M]

to fire the missile,  or [U] to unarm the missile,  and  cancel  the  target

lock.  The ECM system [E] destroys all missiles,  including yours,  within a

given radius.  ECM uses energy quickly,  so use it  only  when  needed.  The

Energy Bomb [TAB] is an expensive last-ditch weapon which will  destroy  all

ships within a given radius.

   Many ships will pass you without firing. Some will attack.  Once you open

fire on any ship,  that ship will usually fire back.  Using the Ship ID  [I]

will tell you the class of a ship.  It is used in the same way as  targeting

above, but a missile will not lock onto the ship.

   The equip ship option [F4] will allow you to purchase fuel, weapons,  and

equipment from a Coriolis space  station,  if  you  have  the  credits.  The

equipment available at any given system depends on the Tech  Level  of  that

system, as is given in the above equipment listing.

SPECIAL MISSIONS

   Special missions allow you to earn additional credits and equipment. They

start in Galaxy Two,  and occur about every 40 jumps.  You need  to  have  a

Competent rating by the time the first mission appears.  One of the missions

will provide you with a Cloaking Device, rendering your ship  invisible  for

short periods. This is nice to have when you are in a losing battle, however

it consumes energy fast, so use it sparingly. Another equipment item you can

obtain is the ECM Jammer, which jams enemy ECM signals,  and allows missiles

to reach their target.

SAVING THE GAME

   Saving a game can only be performed while docked.  The GOLDEN RULE of the

Elite series of games is to "Save the game, and save often!".  Type  [-]  or

[=] while docked to goto the save game/options page.  Type in  the  name  of

your Commander, and that name will appear the next time you  load  the  save

game.  Saving under the same name will overwrite the old file.  You can save

under as many different names as you desire.

HINTS

   The best profits are made when trading between different economic systems

 - a rich industrial and poor agricultural.  Write down the market prices of

 each system you visit,  until you become familiar with what buys and  sells

best at each.  Repeat trading between two planets will  considerably  affect

their market prices.

   Special missions will appear at certain times in the game.  The first one

is triggered by the number of credits you have.  The rest are  triggered  by

the number of hyperspace jumps you have made AFTER you have left  the  first

galaxy.

  You can get Quirium Fuel by skimming the corona of a sun,  if you  have  a

Fuel Scoop fitted.  Watch that cabin temp gauge.  You can also use the scoop

to retrieve  drifting  cargo.  Slowly  fly  toward  it  so  that  the  cargo

dissappears just below your display screen.

   Your Elite rating is based on the number of kills you obtain. The ratings

increase quickly at first, then slowly later on.  PATIENCE is  being  tested

here, as it takes a lot of kills to become Elite.

   Amiga Elite is one of the most aggressive combat versions  of  the  game.

You will usually be attacked by groups of  enemy  ships,  even  in  what  is

regarded as 'Safe' systems.  In Anarchy systems you are also attacked,  with

the addition that the enemy ships keep coming at you in  waves.  Failure  to

quickly dispatch the first wave of ships, can get you into trouble with  the

next wave. Once an enemy ship is within range, and fires at you, they rarely

miss.  Proper combat techniques,  as  described  below,  are  essential  for

survival.

   The rear laser,  especially a beam type,  allows you to fire at attacking

ships while speeding away from them.  This gives you more time to kill  them

before they kill you.  This manuver is  essential  when  a  pack  of  ships,

including a Thargoid and a Wolf Mk II,  are on your  tail.  Later,  as  your

skills and weapons improve, you can go head-on with the enemy.  A trick when

using a joystick - Rotate the joystick 180 degrees,  and the  controls  will

now be oriented correctly for firing from the rear of the ship.  If using  a

'pistol grip' type joystick,  Reverse Dive/Climb can  also  be  set  on  the

Options page.

   Looping manuvers at different speeds is a good defense  against  multiple

ships.  This allows your Energy Banks to recharge without taking more  hits.

Come out of the loop, take out a ship,  then return to the loop.  Do not let

enemies get on either side of you while you are looping - change course  and

start another loop.  This also works well,  providing you become good at it,

should you come across a squadron of octagon shaped Thargoid ships...

   The safest systems to travel are  the  Corporate  States,  and  the  most

dangerous ones are the Anarchy systems.  If you aspire to become Elite,  you

will need  to  equip  your  ship  properly,  then  head  for  the  dangerous

systems....do you have what it takes to become Elite?

SURVIVAL AND TRADING

   The next two pages provide information on eighteen systems at  the  start

location of the game.  The map below allows you to easily find  any  system.

Note that you do not need to document all the systems you  travel  to.  Once

you understand how  to  use  the  information  on  the  first  systems,  the

knowledge applies to all systems in the game.

____________________________________________________________________________

                       Elite v1.0 for Amiga - Starting Map

           RA *

                * QUATOR

   * ORRERE

                   * REORTE

* USZAA

                       *LAVE                    * QUTIRI

 * RIEDQUAT * DISO

                   * LEESTI        * ZAONCE

                                     TIONISLA     ISINOR     ONTIAT   ESESLA

                                        *            *          *          *

                                                            * BEMAERA

               * ORERVE

                                                                * XEESLE

____________________________________________________________________________

   The table below the map provides data on each of the  systems.  The  TYPE

data is an indication of the difference in prices of the  commodities  in  a

system.  If you flew from one  Average  Industrial  system  another  Average

Industrial system, the prices would be similar.  Thus you would not  make  a

profit trading between these two systems.  The best profits are made between

a Rich Industrial system and a Poor Agricultural system.  The GOVT  data  is

the government type for each system.  The more stable  the  government,  the

less likely you will need to engage in combat.  Corporate   States  are  the

safest,  and Anarchies the most hazardous.  The TECH data is the tech  level

of the system.  As the  tech  level  increases,  more  technically  advanced

equipment is available for sale  in  the  system.  If  you  want  to  buy  a

Military Laser, you will have to go to a tech level 10 system to find it.

____________________________________________________________________________

System
Type
Govt
Tech
System
Type
Govt
Tech
System
Type
Govt
Tech

Bemaera  AAgr  Multi  2    Ontiat  AAgr  Conf   2     Reorte   PAgr  Dict  5

Esesla   AAgr  Multi  2    Orerve  MInd  Feud   6     Riedquat PAgr  Anar  5

Diso     AAgr  Demo   2    Orrere  PAgr  Corp   4     Tionisla AInd  Demo  2

Isinor   PAgr  Conf   5    Quator  MInd  Anar   8     Uszaa    MInd  Anar  5

Lave     RAgr  Dict   6    Qutiri  RInd  Multi 10     Xeesle   MInd  Feud  7

Leesti   PInd  Corp  10    Ra      PAgr  Corp   2     Zaonce   AInd  Corp  3

____________________________________________________________________________

   The next table gives the prices  for  the  commodities  in  each  of  the

systems.  By comparing the price of a  commodity in  two  systems,  you  can

determine the profit  (or  loss)  to  be  made  trading  between  them.  The

highest and lowest prices for the commodities are  marked  with  ( ) .  Note

that quantities and prices are  always  changing,  and  the  table  provides

relative values.

____________________________________________________________________________

System            BEMAERA          ESESLA           DISO          ISINOR

Commodity       Buy    Sell     Buy    Sell     Buy    Sell     Buy    Sell

Food            2.8     2.6     3.2     3.0     2.8     2.6     2.4     2.2

Textiles        6.4     6.0     6.0     5.7     6.4     6.0     5.6     5.3

Radioactives   19.6    18.6    19.2    18.2    19.6    18.6    19.6    18.6

Slaves         11.2    10.6     7.6     7.2    11.2    10.6    (4.0)  (3.8)

Liquor/Wines   22.0    20.9    24.8    23.5    22.0    20.9    21.2    20.1

Luxuries       98.4    93.4    98.0    93.1    98.4    93.4   101.2    96.1

Narcotics     182.8   173.6   166.8   158.4  (195.6) (185.8)  175.2   166.4

Computers      96.0    91.2    95.6    90.8    96.0    91.2   101.2    96.1

Machinery      62.0    58.9    61.6    58.5    62.0    58.9   (65.6)  (62.3)

Alloys         40.8    38.7    37.2    35.3    40.8    38.7    36.0    34.2

Firearms       94.4    89.6    94.0    89.3    94.4    89.6  (100.8)  (95.7)

Furs           68.8    65.3    52.4    49.7    56.0    53.2   (47.2)  (44.8)

Minerals        8.0     7.6     7.6     7.2     8.0     7.6     7.2     6.8

Gold           37.2    35.3    36.8    34.9    37.2    35.3    38.0    36.1

Platinum       70.8    67.2    67.2    63.8    70.8    67.2   (64.8)  (61.5)

Gem-Stones     16.4    15.5    19.2    18.2    16.4    15.5    17.2    16.3

Alien Items    58.0    55.1    57.6    54.7    58.0    55.1   (65.2)  (61.9)

Med Supplies  106.8   101.4    90.8    86.2  (119.6) (113.6)   94.0    89.3

____________________________________________________________________________

System              LAVE          LEESTI          ONTIAT          ORERVE

Commodity       Buy    Sell     Buy    Sell     Buy    Sell     Buy    Sell

Food            3.6     3.4     6.4     6.0     2.8     2.6     5.6     5.3

Textiles        6.0     5.7     8.4     7.9     6.4     6.0     8.0     7.6

Radioactives   20.0    19.0    26.4    25.0    21.2    20.1    25.2    23.9

Slaves          6.0     5.7   (24.4)  (23.1)   12.8    12.1    22.4    21.2

Liquor/Wines   23.2    22.0   (35.2)  (33.4)   23.6    22.4    33.2    31.5

Luxuries       94.4    89.6    86.0    81.7    98.4    93.4    89.2    84.7

Narcotics     152.0   144.4   152.4   144.7  (195.6) (185.8)  176.8   167.9

Computers      89.6    85.1    74.0    70.3    96.0    91.2    79.6    75.6

Machinery      58.8    55.8    54.4    51.6    63.6    60.4    56.8    53.9

Alloys         33.2    31.5    44.4    42.1    42.4    40.2   (44.8)  (42.5)

Firearms       88.4    83.9    75.6    71.8    96.0    91.2    80.8    76.7

Furs           52.4    49.7    75.6    71.8    57.6    54.7    84.8    80.5

Minerals        7.6     7.2    10.0     9.5     8.0     7.6     9.6     9.1

Gold           36.8    34.9   (40.8)  (38.7)   38.8    36.8    40.4    38.3

Platinum       64.4    62.2   (79.2)  (75.2)   72.4    68.7    78.4    74.4

Gem-Stones     16.0    15.2   (23.2)  (22.0)   18.0    17.1    22.8    21.6

Alien Items    51.2    48.6    36.0    34.2    59.6    56.6    42.0    39.9

Med Supplies   81.2    77.1    97.2    92.3  (119.6) (113.6)  116.4   110.5

____________________________________________________________________________

System            ORRERE          QUATOR          QUTIRI            RA

Commodity       Buy    Sell     Buy    Sell     Buy    Sell     Buy    Sell

Food            2.4     2.2     5.2     4.9    (8.0)   (7.6)   (2.0)   (1.9)

Textiles        5.6     5.3     7.6     7.2     8.4     7.9    (5.2)   (4.9)

Radioactives  (18.0)  (17.1)   24.8    23.5   (28.0)  (26.6)   17.6    16.7

Slaves          8.8     8.3    15.6    14.8    18.0    17.1     8.4     7.9

Liquor/Wines   19.6    18.6    32.8    31.1   (35.2)  (33.4)  (19.2)  (18.2)

Luxuries      101.2    96.1    88.8    84.3   (78.8)  (74.8)  100.8    95.7

Narcotics     194.4   184.6   132.0   125.4  (106.8) (101.4)  181.6   172.5

Computers     101.2    96.1    79.2    75.2   (62.0)  (58.9)  100.8    95.7

Machinery      64.0    60.8    56.4    53.5   (48.8)  (46.3)   63.6    60.4

Alloys         40.8    38.7    38.0    36.1    33.2    31.5    40.4    38.3

Firearms       99.2    94.2    80.4    76.3   (64.4)  (61.1)   98.8    93.8

Furs           64.8    61.5    65.2    61.9   (85.2)  (80.9)   51.6    49.0

Minerals        7.2     6.8     9.2     8.7    10.0     9.5    (6.8)   (6.4)

Gold           36.4    34.5    40.0    38.0   (40.8)  (38.7)  (36.0)  (34.2)

Platinum       69.6    66.1    71.6    68.0    70.4    66.8    69.2    65.7

Gem-Stones     15.6    14.8    22.4    21.2    20.0    19.0   (15.2)  (14.4)

Alien Items    63.6    60.4    41.6    39.5   (23.2)  (22.0)   63.2    60.0

Med Supplies  113.2   107.5    71.6    68.0   (62.0)  (58.9)  100.4    95.3

____________________________________________________________________________

System            REORTE          RIEDQUAT       TIONISLA         USZAA

Commodity       Buy    Sell     Buy    Sell     Buy    Sell     Buy    Sell

Food           (2.0)   (1.9)    2.4     2.2     6.8     6.4     5.6     5.3

Textiles       (5.2)   (4.9)    6.4     6.0     7.6     7.2     7.2     6.8

Radioactives   19.2    18.2    18.8    17.8    24.8    23.5    24.4    23.1

Slaves         10.0     9.5     9.6     9.1    14.0    13.3    12.0    11.4

Liquor/Wines   20.8    19.7    20.4    19.3    31.2    29.6    29.2    27.7

Luxuries      100.8    95.7  (102.0)  (96.9)   81.6    77.5    88.4    83.9

Narcotics     194.4   184.6   194.4   184.6   118.4   112.4   167.2   158.8 

Computers     100.8    95.7  (102.0)  (96.9)   67.2    63.8    78.8    74.8

Machinery      65.2    61.9    64.8    61.5    49.2    46.7    56.0    53.2

Alloys         42.0    39.9    41.6    39.5    31.6    30.0    34.4    32.6

Firearms      100.4    95.3   100.0    95.0    67.6    64.2    80.0    76.0

Furs           66.0    62.7    65.6    62.3    79.6    75.6    74.4    70.6

Minerals       (6.8)   (6.4)    8.0     7.6     9.2     8.7     8.8     8.3

Gold           37.6    35.7    37.2    35.3    38.4    36.4    39.6    37.6

Platinum       70.8    67.2    70.4    66.8    67.6    64.2    68.0    64.6

Gem-Stones     16.8    15.9    16.4    15.5    17.6    16.7    18.8    17.8

Alien Items    64.8    61.5    64.4    61.1    27.2    25.8    41.2    39.1

Med Supplies  113.2   107.5   113.2   107.5    68.4    64.9   106.8   101.4

____________________________________________________________________________

System             XEESLE          ZAONCE

Commodity       Buy    Sell     Buy    Sell

Food            5.6     5.3     7.2     6.8

Textiles        7.2     6.8    (8.8)   (8.3)

Radioactives   22.8    21.6    26.0    24.7

Slaves         10.4     9.8    21.6    20.5

Liquor/Wines   27.6    26.2    32.4    30.7

Luxuries       88.4    83.9    82.8    78.6

Narcotics     141.6   134.5   137.6   130.7

Computers      78.8    74.8    68.4    64.9

Machinery      54.4    51.6    50.4    47.8

Alloys        (32.8)  (31.1)   39.2    37.2

Firearms       78.4    74.4    68.8    65.3

Furs           72.8    69.1    74.4    70.6

Minerals        8.8     8.3   (10.4)   (9.8)

Gold           38.0    36.1    39.6    37.6

Platinum       66.4    63.0    75.2    71.4

Gem-Stones     17.2    16.3    18.8    17.8

Alien Items    39.6    37.6    28.4    26.9

Med Supplies   81.2    77.1    87.6    83.2

____________________________________________________________________________

