


Preface

T his is the third in a series of detailed step-by-step guides on how to achieve 
the Hard+ dikculty sprint unlocSs in :tar TradersF .rontiersm These guides 

are designed to guide you to victory on your very ,rst atte'ptN even if itIs your ,rst 
ti'e venturing above !or'alm

qn this guideN weIll be co'pleting the Big Network unlocSN which unlocSs the 
Longbolt as a starting ship optionm qtIs a good one1

This unlocS re6uires us to Snow Wj non-story contacts at so'e point within the 
,rst two yearsm *ith this guideN youIll be able to easily co'plete this in +ust a few 
'inutes of play ti'em 

.ollowing this guide does not re6uire you to have previously co'pleted any other 
unlocSsm

NOTE: There is a video companion to this guide available on the Tabarnouche 
Interplanetary YouTube channel



Captain Template

T his unlock is extremely straightforward if you keep your eyes entirely on the 
prize, but requires a very speci.c buildS The unholy things that we are going 

to do, however, are not going to leave you in a position to particularly want to 
continue with the run after achieving the unlockS 'o donYt worry if this doesnYt look 
like an appealing captainS CouYll only have to be this person for a few minutesS

Priority A: Contacts - (ontrary to what the 
unlock description implies ")new contacts)1, our 
starting contacts absolutely do count towards 
our target of 6AS 'o (ontacts at M gets us halfway 
thereS Iake sure your .rst three contacts oOer 
WntroductionsS Bther than that, who you choose 
doesnYt matterS

Priority B: Ship - -e need money to make 
this work, so weYre putting 'hip at J and choos$
ing the 4uror, for an extra 3E3k in starting cashS 

Priority C: Experience - -eYre starting as a 
Ierchant because they have T-B rank 6 talents 
that can discover contactsS Mnd weYve got 4xperi$
ence at ( because we need our o5cers to be ready 
to multiclass "also into Ierchant1 straight awayS

Priority D: Attributes $ Iax out (harismaS
Priority E: Skills $ -e donYt need skills where 

weYre goingS



Starting Options

I  usually recommend choosing Rychart for the sprint unlocks because they have 
a nice, compact starting quadrant on the Default Map v2. In this run however, 

we don't really care about that. What we do care about is being able to spice early 
and often. And so, we're going to choose the faction with the best spice-related 
bonuses...

…Rychart.

As with all these guides, I'm playing on Impossible. If you choose to play on 
Hard, you'll get a little extra starting cash, which is nice. But, in an odd twist, morale 
mechanics actually make this strategy slightly less eOective on hard than it is on 
Impossible.

)h, and it's very important that you manually assign talents for this run.



Choosing Talents for your 
Starting Crew

A s soon as the game loads, it's wise to give a skill save talent to every non-ocber 
brewmem.er who ban learn onef 

As Yor the ocbers, everyone gets a level in Merchant and everyone gets Friendly 
Banter as their urst talentf

po�r ba�tain sho�ld �ro.a.ly take Market Con�dant as their sebond talent Yor 
a .abk�� �lan, tho�gh we're honestly not going to need itf



Picking up Estelle and 
Meeting Calagan

C alagan oersI tndsoucid,onIw Io kr koclu l,mr do hamr q,I ai.ca,ndanirG po 
A,im cA dqr bs',drs anu usoA qrs oe ad CalaganyI iocsdw rasn,ng focsIrlv a 

$rsf krliohr 10Tm 'oncI anu a ',d ov srAG

Pamr a Arrm ad CalaganyI tndsoucid,onI Aanrlw r$rn dqocgq foc konyd frd qa$r 
dqr rerid,$r srA nrruru do AcsiqaIr anfG bIIch,ng dqad Calagan uorI qa$r Iohr 
tndsoucid,onI on oersw damr a I,nglr Yso$,ng zocs Cqasdrs h,II,on vsoh q,hw ,urallf 
onr dqad ,I go,ng do a (onr kqrsr Iohr ov focs odqrs iondaidI asr D'cd nod a 
Cohhou,df )rl,$rsf h,II,on+G Pq,I onr h,II,on DiohAlrdru k,dq dqr -srA dcsnF,n 
oAd,on ,v a$a,la'lr+ Iqoclu 'r all ,d damrI do grd -arn ,ndsouci,ngG



Buying Introductions (and 
Proving Your Charter)

N ow it's time to do the rounds of our home quadrant starting contacts. 
Take note of how many Introductions each is willing to sell and how many 

credits they're asking for it. On average, each contact will have between one and 
two introductions available at the start of the game. We need 8 new contacts and we 
have 4 potential home quadrant sources of introductions. So if we get very lucky, 
we might be able to just buy our way straight to the unlock. If there are that many 
introductions for sale though, we'll probably need a little bit more money Prst. 

No  problem,  take  a  couple  of Yroving  Cour 
Aharter missions from these contacts. Only take 
ones that have their distance measured in U-, not 
jumps, and preferably ones named One Way ShipR
per or (eturn Shipping. Turn these in with the 
reputation boosting option ")Yublic Spectacle) or 
similar… when it's available and, within four or Pve 
missions you should have plenty of money, and the 
e0ective rep boost will probably have driven down 
the price of introductions besides.

Now buy every introduction on o0er, from your 
starting contacts and from Aalagan. Und get ready 
to hit the spice hall1



Dismiss All Crew

Y es, you read the title correctly. We're going to be intentionally tanking our 
morale, and we don't want to risk a mutiny. Also, the fewer people on our 

ship, the more we can spice without the spice hall running dry. So go ahead and 
dismiss literally everyone except your captain and oDcers.

High Risk Speedrun Alternate Strategy: 2ismissing 3I crew is a lot of clicks. 
Tf you prefer, you can carry on to the next step without dismissing anyone, and 
instead let them mutiny and then jght them when they do. &his has a slight risk of 
actually killing your captain, but it's a fun exercise, especially if you've never seen a 
mutiny before, and it can save you a repetitive strain in'ury.



Fly Around Without Fuel 
to Tank Morale

N ow undock and start yignl gn cgrcebs hi rglpt cegckgnl gn sfacb untge iour 
spgf runs out om mube and iour .oraeb starts to feu..btD 'onvt worri ahout 

iour tof fanbe and iour bObnt eol eglptgnl uf egkb cprgst.as trbbsD

5ncb iour caftagn and iour o0cbrs arb aee down hbeow ,  .oraeb! dock uf and 
pgt tpb sfgcb paeeD



Spice Your Way to Victory

A ssuming you were able to buy at least four introductions, all you should 
have to do to complete this unlock now is click the Spice Leave button until 

Friendly Banter triggers the appropriate number of times.

Ta-da!



Failstates and 
Emergencies

 If your morale gets too high, just go for another little cruise to dampen your 
spirits again. 

 If the spice hall runs out of spice, just zy to another kone and Peep spicing.
 If you can't adorF to spice, run a single vroYing Cour (harter mission bshortest 

distance possi)le9. Cou should )e a)le to limp A Uw eYen in this sorry state.
 If you run out of BrienFly ,anter talents, just dismiss your starting oScers 

and recruit some leYel tHo MHordsmen from the Mpice Fall. BaPe them Berchants, 
teach them Kriendly *anter. +eep spicing.

,ut really9 0%j of the time or more9 this shoulF …ustw kor.!



Victory

C ongratulations!

The Longbolt is a super fun ship, take it for a spin!
And stay tuned for my upcoming guides covering the Press Gang unlock and 

more!



Appendix - TL;DR

 TL;DR version for those already comfortable on Hard+ diuc:lty� 
1.  Contacts at A (choose ones that orei dntiou)ctdonsS. phdB at J (E)ioiS. 

xMBeidence at C (beichantS. AttidD)tes at m (RaM ChaidsRaS. ptait as 
y2chait.

P.  kdcl )B the AiDdtei anu Reet Caga3an.

f.  y)n a sRagg hanuv)g ov kioYdn3 ,o)i Chaitei Rdssdons (gdle 1 to fS voi 
cieudts anu ieB4 dv necessai2.

q.  J)2 as Ran2 dntiou)ctdons as 2o) can vioR Caga3an anu 2o)i staitdn3 
hoRe 5)auiant contacts.

G.  FdYe agg o6ceis 1 ianl dn beichant anu teach eYei2one Videnug2 Jantei.

O.  mdsRdss xNxy,7wx eMceBt voi o6ceis.

8.  Vg2 dn a cdicge )ntdg boiage ds Yei2 go6.

7.  mocl )B anu sBdce 2o)i 6a2 to Ydctoi2.


