


Preface

I  know many Star Traders players are perfectly happy on Normal diuc.ltyB g.t there 
comes a day for all of .s where the siren son" of the Hbard or hi"herH .nlocks can no 

lon"er ve resistedB
This is the +rst in a series of detailed ".ides on how to achie,e these bard' .nlocksF e,en 

if it:s yo.r +rst time ,ent.rin" avo,e NormalB
Eor this ".ideF we:ll start oq with ar".avly the two simplest of all the bard' .nlocks5 

Covert Operative and Privateer

0ach of these .nlocks re(.ire .s to perform CO orvital mane.,ers PSpyin" for )o,ert 
Aperati,eF glockadin" for jri,ateerWB 1nd each "i,es .s 2.st two years to complete this taskB 
3ith this ".ideF yo.:ll ve avle to complete gATb within that time frame in a sin"le r.nB 

TheoreticallyF of co.rseF spyin" and vlockadin" are acti,ities that yo. can 2.st di,e into 
on t.rn 4B g.t this is bard modeB There:s a vit more to it than 2.st clickin" a v.tton CO 
timesB Not a lot moreF mind yo.F v.t a vitB

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



The Right Captain for the 
Job

T he demands of a sprint unlock are quite distinct from those of an ordinary 
Impossible playthrough. Under most circumstances the advice you'll  see is 

to always prioritize the things that will  be with you for the whole game (Captain 
Attributes/Skills), while putting a lower priority on things you can relatively easily 
accumulate through play (Ship/Contacts/Experience). The recommended build for 
this unlock looks a bit di…erent-

Priority A: Contacts - I recommend putting ExMBercenary as your Wrst contact, 
and making sure that both your second and third contacts buy intel. This can make it a 
little easier to transition from Spying to Plockading without wasting any time. Bostly 
though, the contacts you choose don't matter. De're putting contacts in $riority A 
entirely for the boost to starting reputation and in3uence, allowing us to recruit higher 
level o6cers as fast as possible.
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Priority B: Ship M This is a bit of an odd choice, since we're going to choose the Scout 
Cutter, which costs so little that you can have it with priority ?. Put by taking a cheap ship 
with priority P, we get an extra Y24k in starting cash, which makes a very big di…erence when 
we are recruiting and dismissing high level o6cers. Dhy the Scout CutterL Dell, Wrst, it's 
cheap. Secondly, it's the fastest of the defaultMunlocked ships, which cuts down inMgame time 
3ying from planet to planet. If you already have the $alace Interceptor unlocked, there's a 
solid case for using it instead, as it's slightly faster and has an extra o6cer cabin. 5ou'll be 
giving up YjRk in starting cash though-

Priority C: Experience M De'll be spying Wrst, and so we want a Spy captain for the 
relevant talents. And we really want our captain to be reaching :evel ; for Scouring Search 
by the time we begin actually spying. Experience at C does the trick <ust perfectly.

Priority D & E: Attributes and Skills M De're not really worrying about these at all. 5ou 
can put a few points into Command or Intimidate and that will help a bit. :ikewise you can 
gain a small beneWt by upping Charisma, Disdom, or =esilience (Charisma is checked most 
often in Spying and Plockading, but Disdom and =esilience are also checked fairly often 
while simultaneously boosting morale). In the end though, what you choose in Attributes 
and Skills will have a negligible e…ect on this strategy.



My Heart Belongs to Rychart

F or pretty much all of the sprint unlocks, I recommend choosing Rychart as your 
faction, especially if you're playing on the Default Map v2. On this map, Rychart has 

only four zones in its starting quadrant, three of them in a tight little 12AU triangle, and 
the fourth just 24AU away. This keeps your starting contacts clustered together and limits 
the amount of bying you have to do during the initial rush for reputation and inbuence. 
The fact that Rychart has a particularly high cap on rep from intel can also help with the 
transition from spying to Hlockading in some situations.

As with all these guides, I'm playing on ImpossiHle. If you choose to play on 5ard, these 
strategies will work even more smoothly, with a Hit of a HuSer.

Finally a note on manually assigned talents. It's always Hetter to manually assign starting 
talents, Hut this run is straightforward enough that you can save yourself a minute or two 
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Hy letting them He automatically assigned. If you do choose to manually assign talents, take 
a skill save for literally everyone Hut your captain and your comHat crew. DO NOT assign 
your captain's second talent until you reach level L, or else you won't have a talent slot free 
for .couring .earch.

If you truly want to optimize, give one of your pilots .ure /andfall. Then, at the 0rst zone 
you touch down in, dismiss your starting comHat squad and recruit four more pilots, giving 
all of them .ure /andfall as well.



Estelle... Chill.

I 've toyed around with the idea of just leaving the Arbiter hanging to save a week or two 
in these sprint unlocks. What I've found though is that, on average, the introduction to 

Calagan Faen helps enough to warrant running this little errand. Grab Estelle, set your ship 
to Auto Refuel (assuming you're as absentminded as I am), and drop her o& at Calagan's 
court.



Proving Your Charter

N ow the real fun begins. It's time to blitz some Proving Your Charter missions. 

For the 1rst 7k wee(s of the game 2until 07).0),d Calagan Faen any cour starting pontapts 
will be oxering this tcTe of mission eqplusivelc. Rhe Proving Your Charter missions are all 
5uite straightforwaryd involving no s(ill phep(sd no prew or shiT pombatd any no reTutation 
loss. Rhe goal here is to blitz through as manc of them as we pan in as short a time as we pand 
to TumT our reTutation with +cphart uT to 6)~ 2to frienylier shiT enpounters, while also 
TumTing at least one of our pontapts uT to 3) inWuenpe any A7)) exeptive reT 2allowing us 
to repruit U level 70~ ojpers,.

Shen ta(ing these missionsd onlc appeTt ones that are in the home 5uayrant 2yistanpe in 
O-d not EumTs, any Trioritize the +eturn JhiTTing any $neDSac JhiTTer missions. You 
pan also ta(e the JoDanyDso "sport missions any the Jhort /umTer missionsd but bear in miny 
that cou onlc have a single Tassenger pabin. If cou get a mission roll where it's all Tassenger 
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oxersd it's not the eny of the worly to Tull guns from cour shiT any ayy another Tassenger 
pabin or even two. Installing a Tassenger pabin ta(es U yacs any posts >k(d but it's worth 
it if the alternative is running fewer Proving Your Charter missions. DO NOT ta(e the 
Commoyitc ?eliverc missions.

Faen will onlc let cou appeTt one mission at a time to startd so grab the best one any then 
heay straight to the nearest zone with pontapts. Sith a little lup(d using +cphart on the 
yefault maTd all of cour pontapts will be in the same zone.

Nowd go aheay any ta(e as manc Proving cour Charter missions as cou pan from eaph of 
these pontapts as welld using the same Trioritization above. Shile cou're yoing sod spoTe out 
the pontapts for their starting inWuenpe any reTutationd as well as whether thec might have 
traits that ma(e repruiting pheaTer or more eqTensive. Remember, the target here is 50+ 
faction rep and at least one contact overing le1el 2u+ recr.its!
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$npe cou're loayey uT with a full slate of k or so missionsd Eust start Wcing a plop(wise or 
pounter plop(wise looT arouny the four +cphart Tlanetsd turning in everc mission cou pan at 
eaph zoned any Tip(ing uT more if cou have a pontapt there who isn't maqey out on missions 
appeTtey. You'll have more missions at this Toint than there are zones for them to sTawn ind 
so it ma(es muph more sense to be Wcing zone to zone in oryer rather than Tlotting a pourse 
basey on inyiviyual missions.

Shen cou're turning in these missionsd cou'll usuallc have a phoipe between a faster 
oTtion 2@$ver the JTipe Plate@ or similar, any a more Trestigious oTtion 2@Publip JTeptaple@ 
or similar,. Olwacs phoose the fast oTtion with Proving Your Charter missions. "ven though 
reT is our goald cou get more reT Ter inDgame wee( sTeeying through them rather than 
getting paught uT in TomT any peremonc.

If cou enpounter shiTs while Wcing aboutd alwacs submit to lootingAinsTeptionAreTort 
if it's an oTtiond any retreat if it isn't. In the 1rst cear of the gamed with neutral reT to all 
faptionsd there shouly be no pirpumstanpes where cou are forpey into shiT pombat. $npe 
cour +cphart reT is high enough that Op(nowleyge is an oTtiond phoose that.



Recruiting New Officers

E ach time you ndr youslefz at a wode ,ith a codtactk checv to lee iz they ,iff o1es 
you fe2ef .T secsuitl yetp 6hil ,iff uluaffy ha00ed asoudr id8uedce Ib adr e1ecti2e 

se0utatiod xbp Areaffy yous e1ecti2e se0 ,iff 'e cfoles to .bbk al each secsuit coltl a fittfe 
se0k ,hich cad fo,es the fe2ef zos the degt secsuitp (l lood al you)se id a 0olitiod to secsuit 
mufti0fe fe2ef .T secsuitlk it)l time to zosFet the milliodl De2ed the odel you)2e afseary 
acce0terQ adr mo2e od to the degt 0hale oz the 0fadp

Nisltk rilmill yous ltastidF Uoctos adr Suastesmaltes oOceslk thed 0ay yous cse, to fe2ef 
u0 yous ca0taidp Cegtk Fo to 40Fsare qhi0 adr se0face ode oz yous ,ea0odl ,ith ad -Oces)l 
Suasteslp 6he qcout juttes cad accommorate + oOcesl DidcfuridF the ca0taidQ 'ut odfy 
ltastl ,ith edouFh Muastesl zos thseep 6hedk secsuit thsee de, oOcesl zsom ,hoe2es il ozZ
zesidF the hiFhelt fe2ef secsuitlp 6he ltastidF Ro' oz thele oOcesl roeld)t mattesp Azk ho,e2esk 
you ha2e mufti0fe codtactl o1esidF fe2ef .TP secsuitl adr ode oz them il the EgZ9escedasyk 
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0sezesedtiaffy secsuit zsom the othes codtact at thil 0oidtk la2idF the hiFh fe2ef :eafotl zos 
0hale t,o D'focvaridFQp

OPTIONAL: (ztes secsuitidF yous oOceslk you may o0t to 'uy ode fe2ef oz 9ifitasy 
;advk ode fe2ef oz Erictk adr ode fe2ef oz 6sare <esmit zsom eithes jafaFad Naed os ode oz 
yous othes codtactlp 6hele ,iff lfiFhtfy idcseale the zsiedrfidell oz lome oz the lhi0l you 
edcoudtes id fates ltaFelp 6eltidF hal lho,d that thil il dot ltsictfy decellasy ho,e2esk adr 
8yidF 'acv to Naed)l ,osfr to ro it iz you)se dot afseary these il 0so'a'fy dot ,osth the 
0secioul timep



A Talent for Espionage

N ow that you've got a level 5 captain and three level 12 oscer( mor (o)ething 
roughly approaching that,j it'( ti)e to choo(e (o)e bo.( and talent(F Cir(t okj 

your Saptain (hould taIe 5 bo. ranI( in fpyF PZ you have ranI( to (parej put one into 
Airate and the re(t into TealotF D( Zor your oscer(j Ehey're each getting 5 ranI( in fpy 
a( wellj Zollowed .y 5 ranI( in xoctorF LRtra level( can go whereverF

D( Zor talent(j your captain and every (ingle oscer (hould learn L(pionage fweep 
and fcouring fearch a( the Mr(t priorityF Cor tho(e with 5 ranI( in xoctorj the neRt 
priority i( :iZe faverF Bound it out with the electronic( and doctor fIill (ave( mxeZt 
Sontrol and Wedical ftak,F

Note8 PZ your captain (o)ehow ha( a third talent availa.le Zor training at thi( early 
(tagej  don't (pend it  on xeZt SontrolF  4uy the BanI 1 Airate talent Sor(air'(  Lye 
in(teadF 5e'll need it laterF
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5hen all i( (aid and donej you (hould have 6 talent( that let you re)ove or replace a card 
in the fpy )iniga)ej three liZe(aving talent(j and a wealth oZ electronic( and doctor (Iill 
(ave(F PZj Zor whatever rea(onj you ended up a couple oZ level (hortj it'( oIayF 5hat'( really 
i)portant here i( that we have a minimum of 6 Spy card game talents and 1 lifesaving 
talent. Ehe re(t i( .ukerF



It's Finally Time to Spy

N ow that you're stocked up on all the talents for the Spy game blitz, simply undock 
and start spying over whatever Rychart system you happen to be in. That's right, 

we're spying on our home faction. Many of the risk cards in the Spy minigame involve 
encounters with Military OBcers of the faction you're spying against. 5ut, because we've 
got 0+I faction rep with Rychart, those oBcers will be much friendlier than they would 
otherwise be.

Zf we were really trying to optimize our spying minigame we would be looking for a 
Rychart Gone with a 4overnment rating of at least L, and the lowest possible combined 
Military and Trade (aw ratings Din the 2efault Map vq Rychart starting Cuadrant, this is 
a tie between Radius Orb and )entral 2undher:. 5ut really, for our purposes, it hardly 
matters and Aying to a more optimal system costs us time we don't have.

Zn case you're somehow unfamiliar, the spying minigame looks like this3
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6nd, as you can see, we've got eight talents ready to go. Since each of our talents has a three 
week cooldown, and considering that drawing a card usually takes between W and j days, we 
should easily be able to use a talent on every single draw. /e 8ust need to 9gure out which 
cards to remove:replace.



Card Removal Priority

H ere are the cards we want to be prejucidicially removing from the minigame, sorted 
in order of priority from critical on the left to not-that-scary on the right.

Time Lost: This is straightforward. Time is our most precious resource. 
Reputation Loss: Rep is our second most precious resource. If our rep falls too low, the 

military okcers will be less inclined to looL the other way. If you end up with a hand with 
both this and Time Bost, you should be removing Time Bost at 'rst. zut if youWve had the 
bad lucL to actually draw one or two Reputation Boss cards already and your time is looLing 
good, you might switch to prioriti"ing this above Time Bost.

Deadly Accident: This is not nearly as scary as it seems, since weWre rolling in lifesaving 
talents. Nhen you see this in a hand and have drawn one or more of them recently, maLe 
sure to double checL that it says DAear Ceath (mong SrewD Ywith the reminder DBife xaver 
Talent will prevent deathD and not DCeath (mong SrewD with no reminder. If you see 
DCeath (mong SrewD then your lifesaving talents are all on cooldown. )ou should docL up 
for a moment, and retrain your talents on one of your Coctor okcers to reset the cooldown 
Ysee neqt chapter if that instruction is confusing/.

Varied Results: NeWre in to not-that-scary territory now. The only reason weWre removing 
this is because some of the distress signal variants can burn 5uite a few days. zut we have 
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enough talents to use on every turn, so if this is the worst card, go ahead and removeVreplace 
it anyway.

Ship Danger: This is slightly worse than crew danger, because we can recruit more 
crew without using a signi'cant amount of time if need be, but if we end up needing to 
repair our ship that can ruin the whole run depending on which components are damaged. 
The vast majority of the time we draw this though, one of our sLill saves will protect us. I 
could possibly be convinced that the -2 risL version of this card is worse than 0aried Results 
Yand possibly even Ceadly (ccident/ and I wonWt judge you if you choose to prioriti"e it 
accordingly.

If none of the above cards are in your hand, feel free to just remove whatever risL card 
looLs at you funniest. (nd then just Leep drawing cards until you start seeing fuel, damage, 
health, or morale warning signs in your status bar at the top of the screen. (t which point 
it will probably be time to briefly land at the same "one weWve been spying on.

A Note on Remove vs Replace Talents: In regular gameplay, weWre usually interacting 
with these card games in order to hunt certain good reward cards. In these circumstances, a 
card removal talent is generally better than a card replace talent, because it ups the odds of 
drawing the reward we want from %+M to %2M. In this run though, we are more concerned 
about avoiding the bad risL cards, and so card replace talents are generally more precious 
because they let us remove one risL card without increasing the probability of drawing one of 
the other risL cards in the hand. To this end, you should preferentially use your card removal 
talents on hands that arenWt that scary and try to conserve your card replace talents for hands 
that have %O Time Boss andVor Reputation Bost cards. xtill, if the time comes that youWre 
staring down two Time Bost cards with only removal talents in your pool, IWd recommend 
just removing one and praying rather than docLing up and retraining talents.

A Note on Dealing with Ship Encounters: )ouWll draw plenty of cards that have you 
encountering Pilitary Ekcers, ;irates, zounty Hunters, and <qplorers. (s long as your 
Rychart rep remains high, none of these should force you into ship combat. Nhen given 
the option, always submit to inspection or looting. Etherwise, simply retreat. If, for some 
reason, you canWt retreat but do have the option to o=er a bribe, pay up until the choice to 
retreat becomes available.



Taking a Breather

I f you're lucky (especially with drawing Ship Repairs and Refuel cards), you might be 
able to knock o5 all 0. spy draws without needing to land onceB Nut, in most runs, at 

about the midway point you'll start to run low on fuel or run into some other complaint in 
your top status barB To problem, landing doesn't take that much timeB …he important thing 
is that, once you land, you don't accidentally do anything that's going to slow you downD

BUTTONS NOT TO PRESS
Medic: voctoring takes time we don't haMeB …hey'll be qneB
Repair: jechanicing takes eMen more time we don't haMeB If your ship is literally falling 

apart, you can click into the detailed Miew and get a breakdown of what components can 
be repaired how Auickly, but you're probably putting your unlocks in -eopardyB Ys for 
nonxdisabling damage, don't eMen worry about itB Oour biggest danger is reLe1iMely clicking 
this button out of habitB

Spice Hall: …his is no time to partyB If you haMe crew that are at unpredictably low morale, 
-ust dismiss them and recruit replacementsB

Upgrade Ship: /kay, at this point I think you're -ust trying to make me madB
BUTTONS TO PRESS
Refuel: Refueling is necessary and doesn't take too much timeB Oou probably don't need 

to actually click this though, since I told you to enable autoxrefuel
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Pay Wages: zeMelling up your crew can get you access to some helpful skill saMesB 
Recruit: Yt any point in this, if a crew member is su5ering low morale (or happens to 

drop dead), simply let them go and hire a leMel ~ replacementB To problemB
Retrain: /kay, this one isn't actually in the serMices menu, but it's only aMailable when 

your docked$landed at a 8oneB If you don't know what I'm talking about, go into your crew 
manifest and click through to the talents page of one of your o!cersB Oou'll haMe the option 
to retrain all their talents for 78~.kB jost often you'll want to do this if you'Me run out of 
lifesaMing talents (choose the voctor with the longest cooldown period remaining on zife 
SaMer)B Nut if you happen to haMe less than the full complement of 9 spying talents and qnd 
yourself running out, you can also take this opportunity to refresh the talents on one of your 
o!cers (again, choose the one with the longest cooldown period)B

Tow get back in the sky:



One Down, One to Go

T he preceding chapters should have given everything you need to know. Just keep 
clicking until your achievement dings.

With a little luck you should be achieving the Covert Operative unlock very early in year 
211. So long as you manage it before about 211.15, you should still have time to complete 
the Privateer challenge in the same run. If it's taken you longer than that, it's probably safer 
to start a new game for the Blockade phase and run the (rst part of this guide again "up until 
RNecruiting )ew O,cersR- before proceeding.



Friendship Ended with Spy. 
Now Zealot is my Best 
Friend.

T ransitioning from Spying to Blockading is relatively straightforward. First dock up, 
jre all three of your Spy obcers, then pay your crew. Teach your captain a Po' rank 

of Cirate if you donEt have it already and then learn IorsairEs Gye. 8f your Nunners have 
somehow dinged Po' rank 5, teach them Twitchy Trigger.

0ow, if your faction rep is 'elow +x, sell as much intel as you can to your highest in-uence 
contact until youEre 'ack at +xM. 0eZt, pay a visit to your GZU/ercenary contact and see what 
level of Dealot recruit heEs o1ering. 2nfortunately thereEs no Po' with two useful 'lockade 
replace:remove talents like there is with spying, so weEre going to need to train our new 
obcers up with 'oth Dealot and Cirate. This is why weEd prefer to hire Dealots, 'ecause then 
they can triple Po' with the unholy com'ination of Dealot:Cirate:Hoctor.

8f your GZU/ercenary is o1ering level 6(M, go ahead and hire three of them. Nive them 
+ ranks in Dealot, ( ranks in Cirate, and + ranks in Hoctor, with a talent loadout that looks 
like this)
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8f you your GZU/ercenary doesnEt love you enough, donEt panic. 8t Pust means youEll 'e 
running with only one lifesaving talent. Lire two level YM Dealots !or level 5M anything 
from another contact3 and give them + ranks in Dealot and 6 rank in Cirate. Teach them the 
IorsairEs Gye, Fanatical Siege, and one or 'oth intimidate skill saves. For your third obcer, 
get a level 6(M anything from another contact and teach them + ranks of Dealot and + ranks 
of Hoctor for Fanatical Siege, Aife Saver, /edical Sta1, and Famous Fury.

8f, for some reason, no one is o1ering you level 6(M recruits any more, Pust feed them intel 
until they do. =ou should have plenty.

0ow undock and start 'lockading in the same system you were Pust spying on> The 
process is eZactly the same as spying, eZcept that !a'sent Nunner prodigies3 you wonEt have 
any removal talents and youEll 'e taking somewhat more regular reputation hits. 8f your rep 
drops 'elow a'out ?+, dock up and feed a contact intel until itEs 'ack a'ove +x. @lso, if 
youEre stuck in the 6 Hoctor 'uild, make sure to keep a close eye on if you need to retrain 
talents to skip cooldown on your lifesaving a'ility.

Fifty will come 'efore you know it.



Op Success!

I f you've followed this guide, and have avoided a particularly miserable string of bad luck, 
you should achieve your second unlock at around 211.40. Congratulations!

Now it's up to you whether you want to take this weird build out for a spin in the broader 
galaxy, or whether you'd rather start a new run with your shiny Blackheart and Retired Spy 
contacts. Either way, good luck, and I hope you had a good time dipping your toe in the 
higher di(culties.

Stay tuned for my upcoming guide on the salvage sprint unlocks!


