Dark Currents Mission List

V1.0

The mission list has mission ideas for each major branch of work. 

Mercenary

Legal combat troops. Most corporate escorts are mercenaries. Mercenaries also do combat work that the Navy cannot do for political reasons.

Most obstacles are combat in nature. The player must select weapons and vessels based on knowledge of opponent and area of operation.

Mercenary bases have many vessels for hire near them. The player may form a task force by flying to each and offering to hire. 

Escort

New Exp. 

Escort a cargo or passenger vessel. Escort gives the player control over path. Player must provide whole escort team. 

Base Defense

New for small. Exp for large defense.

Defend a base. Defend a construction zone. Defend a pod depot. Defend a mining operation. May vary in difficulty from needing a single fighter to a minor task force. Pay will vary as well.

Pirate Ambush

Exp.

Pirates are raiding a station or Lpoint expecting slow response from the police. The player will take a force and hide near the raid location to surprise the pirates. Absolute stealth is required.

Rescue

New.

An emergency combat situation. 

Cargo Recovery

Exp.

Pirates have stolen valuable cargo pods. Find the pods and recover them. Player will need a transport and the skill to trace back a pirate stash.

Pirate Base Assault

Veteran.

A major military operation to crush a pirate base. Involves a station assault. The station must survive. A rare operation. The player will command a substantial navy. The job will involve selecting a large force and commanding them during the fight.

Pirate Fleet Attack

Veteran.

A major military operation to crush a pirate fleet. The player will command a substantial navy. The mission will need to locate the enemy, chase and destroy them. The player will need to select ships that make up the force.

Locate Fleet

New.

A scout mission. The player will need to discover where a fleet is stationed. A pirate group might be followed. An illegal corporate fleet might be tracked by supplies. The player will need to get close enough to get positive id and then make it back to base alive.

Obstacles are stealth and combat related. If player discovered the fleet will just move.

Pirate

Piracy is the violent side of Outlaws. Pirate jobs cover all forms of combat and murder. This is the Mafia of space. They make money by force. Extorting other outlaws. Doing messy work for corporations that want to appear clean. 

Blockade

Exp.

Stop some faction from shipping cargo through this point. Collecting the cargo is not important (to the mission). Number of destroyed freighters is what counts. May be lpoint or station that is to be blockaded.

Damage Station

Exp.

Damage a station below 70% and escape.

Destroy Station

Veteran.

Destroy a station. Often applied to stations just starting construction. May be a rebel attack on government facilities.

Sabotage Station

Exp.

Destroy a key subsystem on a station. Used by competition to disable production.

Pirate Cargo

Rookie.

Capture cargo from designated lpoint or station. The normal player fare. This mission is really for NPC use.

Capture Ship

Exp.

Capture a courier or passenger vessel. Might also be a smuggler ship. Typically for some key piece of information. Or to collect a hostage. Will need to disable engines and board the vessel.

Assassin

New to Veteran.

Several kinds of assassination missions:

Target operations: fences, dealers, arrangers.

Bosses on diplomatic missions.

Political entities. Veteran only.

Police.

Minor faction officials, union, corporate.

Random people. Miners, deadbeats, turned gangsters, informants. People who are not going to turn the tide of the game. This category provided to let player build up funds. Open to New skill level. Random generates target as part of mission.

Typically one of three classes:

Missions that target major game entities.

Missions that try to stop game actions of other factions.

Missions that kill random unimportant, as a way of creating work for the player.

Diplomatic Escort

Veteran (to avoid back stab).

Protect a boss while doing diplomatic mission to ally or enemy. Protect if double cross. 

Assault Customer

New.

Kill several transport or passenger ships that are visiting this station. A mission to scare the owners into paying protection money.

Raid Smugglers

Exp.

Smugglers are exchanging cargo. Steal it all for us. Must defeat escorts and gather up the cargo before recovery units arrive.

Attack other Fleet

Exp.

Lead our ships to attack another fleet.

Locate Fleet

New.

Track down an opposing fleet. 

Fleet Escape

Veteran.

The Navy has jumped into the system and has begun hunting illegal fleets. Lead our fleet out of system to a safe location. Expect strong blockades.

Bribe Police

Give the player funds to find a police captain and bribe. Allows the player to use this mechanism without huge funds. Follow up with raids and piracy.

Smuggler

Smuggling covers the non-violent side of Outlaw work, mostly dealing with theft and smuggling. High profits for minimal risk is the smuggler motto.

Like Jabba the Hut, smuggler bosses tend to be intolerant of pod loss. Players may have to pay out of own pocket. 

Clear Lpoint

New

Clear an unused lpoint of debris, minefield, sensor pods and other obstacles. Get it done before a freighter is scheduled to arrive. 

Smuggle Run

Exp.

Pay in advance to purchase goods and return. Player may choose purchase point, route and ships. Moral quandary, take the money and run?

Required parameters:

· End Station

· Type and number of pods

· Pay Rate

Steal Ship

Exp.

Hacking?

Steal a ship from shipyard or repair bay.

Steal Cargo

New.

Hacking?

Steal cargo pods from corporate cargo supply. Or from a cargo dump. Or from pirate stash.

Steal Mining Equip

New.

Distract Guards

New.

Keep lpoint guards and customs away from a smuggle transports using any means. Smoky and the Bandit space style.

Major Arrival

Exp.

Meet a large arriving shipment. Gather up and return to base. Avoid police raids and double cross. Choose route home. Provide transports and guards. Place in another system for best effect.

· Waypoint meetpoint

· Return Station

· Pay rate

Major Drop

Exp.

Like major arrival, player must get a shipment of pods to a drop location safely.

Scout Lpoint

New.

Use a scout sensor to try to locate a new lpoint. Map an lpoint route from one system to another.

Revenge on Stolen

Track down a smuggler that has stolen a large number of pods or substantial money.

Revenge for Raid

Attack the faction that has been raiding smuggling ships. Typically find and attack warships.

Corporate

The hard work. Corporate jobs involve all aspects of cargo transport and mining. These jobs do not pay as well as illegal work, but you stay on the good side of the law.

Cargo Run

Fixed fee contract. Pick up pods or equipment at one location and deliver to another. A good job for players without lots of capitol to invest.

Prospect

Find asteroids with good resource but don’t actually spend time and funds harvesting.

Operate Mine

Choose drill sites, drill equipment, and route extraction. Keep the site free of theft and pirates.

Courier

FTL is rare and expensive. Run a high density data block from office to office. 

Salvage

Recover a ship or lost pods. Adverse conditions. Competition. Target ship already missing.

Repair

Haul some repair parts and equipment out to a damaged freighter or liner. Get the ship to safety.

Rescue

Rescue failing ships, escape pod, and damaged stations. Extreme pilot skills will be tested. Typically requires a docking grapple.

Police

Most police work is tracking down criminals. The informer code is still new, so missions are not planned enough to post yet.

Rescue

