


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 second in a series of detailed ".ides on how to achie+e these bard, 

.nlocks' e+en if it:s yo.r Arst time +ent.rin" avo+e NormalB
In this ".ide' we:ll ve completin"' in a sin"le r.n' three of the bard, .nlocks 

known for "i+in" pilots the most diuic.ltyq Salvage Contractor, Antique Col-
lector, and Specialty Acquisitions.

1ll of these .nlocks in+ol+e orvital sal+a"e operationsB Specialty Acquisitions 
re5.ires .s to And RG stashes of Care Trade 0oods while sal+a"in" and 1nti5.e 
(ollector re5.ires .s to And R) Celics 2weapons' armo.r' and crew "earW while 
sal+a"in"' voth within F) yearsB Salvage Contractor asks .s to perform FG sal+a"e 
operations within R) yearsB 1ith this ".ide' yo.:ll ve avle to complete ALL THREE 
in a sin"le r.n' .s.ally within avo.t G yearsB 

2ollowin" this ".ide re5.ires that yo. ha+e already completed the Covert Op-
erative and Privateer .nlocks' for which I ha+e pre+io.sly p.vlished a ".ideB

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



Captain Template

T he demands of a sprint unlock are ordinarily quite distinct from those of 
an ordinary Impossible playthrough. But because this run gives us so much 

time compared to the 2 and 5 year unlocks, we have a little more xezibility. This 
captain build is optimijed for completing the run as quickly as safely as possible, 
but there is dePnitely room to adCust your captain traits to something that you 
might want to continue playing once you have achieved the unlocks. The salvage 
rush strategy these unlocks require is interesting because it also sets you up very well 
for a generalist Impossible run. Oarticularly, this guide is not speciPcally dependent 
on any traits or talents of the Aaptain, so while we get some benePt from an 
optimijed Explorer captain, any captain Cob can work. 4f all the advice below, 
the only thing that is truly essential for this guide to work properly is that you 
put Aontacts at priority E and follow the guidance for contact selection. Elso, it 
is highly recommended that you start in a small ship with at least 2- crew.
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Priority A: Contacts - 4nly Pve of the eight 
contacts chosen here are truly essential. The Prst 
three contacts should be SzRGpy, Aourt Gcientist, 
and Blackheart, as we will need Spy, Scientist, and 
especially Pirate recruits. Aontacts four and Pve 
should be Galvage Broker and 1etired Szplorer for 
the salvage rumours. The last three contacts can be 
anything. I usually choose contacts that buy intel, as 
contacts in these slots are usually in other factions 
and can thus provide an easy way to repair rep.

Priority B: Skills R Galvage operations frequently 
test your ships 1epair pool, and a high 1epair pool 
can also inxuence the card game to o0er rare reward 
cards more often. 'iving your captain WH points of 
1epair is not essential, but it!s a big leg up. The other 
5 points can go anywhere, I like Aommand.

Priority C: Attributes R Gimilar to skills, mazing out Jisdom provides an edge 
on certain rolls frequently made in salvage operations. Egain, this is not essential, 
but it helps. I like to put the rest of the points in 1esilience for death saving rolls. 
Mopefully that shouldn!t come up thoughD

Priority D & E: Experience and Ship R Je!re going to xy the Nuror, the 
cheapest ship in the game. It!s surprisingly well suited to our needs. (oney is 
going to be a little tight but Szperience at % gives Cust that tiny boost to let your 
Quartermaster reach rank 5 and learn Reliable Hand Cust before we want to take 
the Erbiter )eutrality mission, which ends up providing more credits than we get 
would get from putting the Nuror at %. Es for captain Cob, Explorer is the clear best 
for this. Je!ll be xying around quite a bit, and there is nothing else in the game that 
compares to the Explorer!s Voyager trait :WH; less travel time and fuel< when it 
comes to enabling us to do that quickly. But, as I said above, any captain Cob can 
work. Je won!t be feeling time pressure here unles the 1)' really screws us on 
salvage rumours.



Starting Options

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. Rychart 

has only four zones in its starting quadrant, which keeps your starting contacts 
clustered together and limits travel during the initial rush for reputation, credits, 
and inTuence. bhe fact that Rychart has a particularly high cap on rep from intel 
can also Ae a huge Aoon for nudging uncooperative contacts to the higher recruit 
levels.

Hs with all these guides, I'm playing on ImpossiAle. If you choose to play on &ard, 
these strategies will work even more smoothly, with a Ait of a Au'er. Hnd we're 
de(nitely going to want to manually assign talents here.



Choosing Talents for your 
Starting Crew

A s soon as the game loads, I always recommend assigning your talents, before 
even landing anywhere. It's very unlikely that the game is going to throw a 

brutal deep space skill check at you on your way to pick up the Arbiter, but on the 
harder diFculties, you never know.

jor the most part the talents we are interested in for this run fall into :ust four 
categoriesS Tkill Taves, Talvage Lalents, Gife Taves, and Intel Ueneration. -nfortuC
nately, the only one of these the Explorer Eaptain starts with is an x(plore save, and 
we're not going to need that. To I recommend taking Far Voyager. jor the starting 
Engineer oFcer )who we're going to dismiss very soonN, I take Port Maintenance 
:ust because it can save us a tiny amount of time and money in the early weeks. 
Lwo of your Pilots may want to start with Sure Landfall to save time early as 
well. jor literally everyone else, take a skill save )Davigation for your Navigators 
and Eommand for your QuartermasterN. -on't worry about your starting combat 
crew, we're dismissing them as soon as we touch down )to recruit the Mechanics 
that give us all the repair saves depicted aboveN.



Recruiting Mechanics and 
Meeting Calagan

W e need the introduction to Calagan Faen for this unlock, so go grab the 
Arbiter, set your ship to Auto Refuel (assuming you're as absentminded 

as I am), dismiss your starting combat squad, and drop Estelle o. at Calagan's courtO

vnce you'we Znished chatting 2ith %ette, immediately buy one lewel of Rank 
2ith Calagan Faen (2e'll absolutely earn out the cost through the 3T mission 
payment bonus) and recruit - Mechanics and 3 PilotsO Shat's another nice thing 
about Rychart, you can al2ays get Mechanics on Faen's 2orldO Seach the Pilots 
Sure Landfall and the Mechanics Careful Testing

Crew Changes
13 Poldiers
1+ Mistoleer
1+ P2ordsman
1- 2echanics
13 Milots

No empty beds



Blitzing Proving Your 
Charter Missions

N ow it's time to prove our charter. For the 1rst 7k weefs og the (ame nulti2 
07).0),C da2a(al Fael aly bour startil( coltacts wi22 xe oTeril( this tbpe 

og missiol ePc2usive2b. Yhe qrovil( -our dharter missiols are a22 zuite strai(htgorO
waryC ilvo2vil( lo sfi22 checfsC lo crew or ship comxatC aly lo reputatiol 2oss. 
Yhe (oa2 here is to x2it4 throu(h as malb og them as we cal il as short a time as 
we calC to earl easb cash aly to pump our gactiol repC coltact repC aly coltact 
ilUuelce up the poilt where we wi22 xe ax2e to recruit the hi(h 2eve2 PiratesC SpiesC 
aly Scientists we leey. Jur 1rst prioritb is recruitil( 2eve2 7W SpiesC xecause theb 
wi22 proviye us the ilte2 to top up our other coltacts whel theb are 2a((il( xehily.

Yhere is lo time to waste here. Alti2 the il (ame c2ocf reays 07).0)C the ol2b 
thil( bou shou2y xe yoil( is rullil( qrovil( -our dharter missiols. No trayil(C 
lo repairil(C lo spice ha22C lo hea2il(. No xathroom xreafs. just provil(. Yheb cal 
pee ilto the voiy el(ile ig theb leey to.

Rhel tafil( these missiolsC ol2b accept oles that are il the home zuayralt 
nyistalce il SAC lot Eumps, aly prioriti4e the Ieturl 3hippil( aly JleORab 
3hipper missiols. -ou cal a2so tafe the 3oOalyOso $scort missiols aly the 3hort 
jumper missiolsC xut xear il mily that bou ol2b have a sil(2e passel(er caxil. Dg 
bou (et a missiol ro22 where it's a22 passel(er oTersC it's lot the ely og the wor2y to 
pu22 (uls grom bour ship aly ayy alother qassel(er daxil or evel two. Dlsta22il( 
a qassel(er daxil tafes 9 yabs aly costs :kfC xut it's worth it ig the a2terlative 
is rullil( gewer qrovil( -our dharter missiols. DO NOT tafe the dommoyitb 
;e2iverb missiols.
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Fael wi22 ol2b 2et bou accept ole missiol at a 
time to startC so (rax the xest ole aly thel heay 
strai(ht to the learest 4ole with coltacts. Rith a 
2itt2e 2ucfC usil( Ibchart ol the yegau2t mapC a22 
three og bour coltacts wi22 xe il the same 4ole.

NowC (o aheay aly tafe as malb qrovil( bour 
dharter missiols as bou cal grom each og these 
coltacts as we22C usil( the same prioriti4atiol 
axove. Jlce bou're 2oayey up with a gu22 s2ate og 
k or so missiolsC Eust start Ubil( a 2oop arouly 
the gour Ibchart p2aletsC turlil( il everb misO
siol bou cal at each 4ole aly picfil( up more ig 
bou have a coltact there. -ou'22 have more misO
siols at this poilt thal there are 4oles gor them 
to spawl ilC so p2ab 4ole yegelse rather thal 
p2ottil( a course xasey ol ilyiviyua2 missiols. 
JhC aly ig bou 1ly bourse2g rullil( out og Sure 
LandfallsC Eust yismiss the pi2ots who are ol 
coo2yowl aly recruit lew oles.

Rhel bou're turlil( il these missiolsC bou'22 
usua22b have a choice xetweel a gaster optiol 
nJver the 3pice q2ate or simi2ar, aly a more 

presti(ious optiol nqux2ic 3pectac2e or simi2ar,. S2wabs choose the gast optiol with 
qrovil( -our dharter missiols. -ou (et more rep naly cash, per ilO(ame weef 
speeyil( throu(h them rather thal (ettil( cau(ht up il pomp aly ceremolb.

Dg bou elcoulter ships whi2e Ubil( axoutC a2wabs suxmit to 2ootil( or ilspectiol 
ig it's al optiolC aly retreat ig it isl't. Dl the 1rst bear og the (ameC with leutra2 
rep to a22 gactiolsC there shou2y xe lo circumstalces where bou are gorcey ilto 
ship comxat. Jlce bour Ibchart rep is hi(h elou(h that acflow2ey(e xecomes al 
optiol il these elcoultersC start choosil( that. 



Recruiting a Reputation 
Officer and Two Spies

A s you're proving your charter, each time you dnl yoursefz at a wone kith 
a contact, chec. to see their recruiting fevefsW -e kant to hire a temporary 

rep8foss8mitigation o+cer at this stage, lismissing our Engineer, anl any fevef 
JC recruit kiff loW Sust lon't hire him zrom your Oourt Bcientist contact, as ke 
can't repair their rep kith intefW Iptimaf is hiring this o+cer as a Pirate zrom our 
Ffac.heart zor the starting Gntimilate fevefsW Gz not the Ffac.heart, a Soldier or 
Shock Trooper zrom 5aen kor.s keffW 1ive this o+cer R ran.s in Bounty Hunter 
anl T ban. in DiplomatW Bpenl remaining ran.s on khatever grants the most 
GntimilateW Neach him Red Badge, Settlement, anl Winning CompromiseW 
Nhis is to prevent fosing Oalar rep khife running Arjiter 4eutrafity, Eust in case 
ke enl up safvaging in Oalar spaceW
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-e afso kant to hire tko fevef Tx Spies as soon as our D28Bpy kiff give them to usW 
Pitch tko Sure Landfall Pilots to ma.e roomW Neach the Spies Secrets Unbound, 
Data Haul, anl Scouring SearchW Nhe earfier you have Secrets Unbound, the 
sooner you kiff start generating passive intef zrom fanling at wonesW 

Crew Changes   
8H /ifots  
8T Dngineer o+cer  
CT FountyXunter6Pipfomat60 o+cer  
CH Bpys

No empty beds

OPTIONAL OPTIMIZATION: Gn a fater chapter, ke kiff je lismissing aff 
zour Gunners, tko Pilots, anl  tko E-Techs to recruit H fevef TxC Scientists anl 
( fevef T)C PiratesW -e lon't neel them to je any higher fevef than that, anl 
higher fevef recruits cost more money %anl you can't lefijeratefy choose to recruit 
at a foker fevef than the highest avaifajfe=W Gz, khife you're proving your charter, 
you happen to catch your Ffac.heart recruiting at e2actfy fevef T) or your Oourt 
Bcientist recruiting at e2actfy fevef Tx, consiler lismissing some oz the ajove Eojs 
%kithout lropping any non81unnery ship poofs jefok T))>= anl recruiting a zek 
oz these crek at that time, to save cashW



Back to Calagan

As the clock is ticking towards 210.20, make sure that you are requesting a full 
slate of Proving Your Charter missions from each contact after accepting missions 
from them. These oxered missions take a little while to ebpire, and can still -e ac'
cepted after 210.20, even though you wonzt -e oxered new ones. Continue -litOing 
these missions until there are no more home quadrant cargo or passenger missions 
to accept. +nce you are on the very last -atch of these missions, you can switch from 
turning them in with the spice plate option to turning them in with the Wrep option 
for a /nal little reputation -oost.

Nhen the Proving Your Charter well runs dry, itzs the last chance to recruit 
your Spies and BountyHunterHDiplomat o5cer, if you havenzt yet. Iow pay 
your crew. (opefully your Quartermaster o5cer will have dinged rank ) so you 
can learn Helpful Hand for a payment -oost in what follows. Your captain will 
also have levelled up. Sf youzre optimiOing for this run, S recommend giving your 
captain 1 rank in Navigator, and then pumping the rest into Quartermaster 
Know and foreverB. Take the Iavigation save and the Fhip +ps save. Eeep levelling 
Quartermaster throughout the game, taking saves and other good QM a-ilities 
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Kparticularly Contract BargainB. Again, you can also feel free to level your captain 
up in any other way. Nezll -e running a very tight -udget of regular ship crew, and 
we might -e 6ying through some high danger quadrants, so the ebtra saves are very 
welcome. 7ut they donzt make or -reak the run.

Iow, go to 8aen, -uy one rank of 9dict Kso Red Badge can functionB, chat with 
him in his court, and accept the Ar-iter Ieutrality mission. Sf all has gone well, you 
should currently -e sitting at 100W faction rep.



Arbiter Neutrality

R unning Arbiter Neutrality is straightforward. At the mrst pission steC in 
'harcs ,ourtL ,hoose Eight Fs,ort. vor the se,ond steCL you haTe the oCtion 

of sCying or ,ondu,ting diClopa,y on the ground. kaDe a looD at the sCy pinigape 
and use Scouring Search if the hand doesnct looD that bad. 

Ionct taDe any risDs here. (f you burn through both Scouring Searches without 
su,,ess 2or if you get a hand with +/ Ieath to 'rew and)or ReCutation Eost ,ardsJL 
do,D uC and taDe the diClopa,y route. IeCending on how pu,h intipidate your 
Bounty Hunter oW,er hasL you ,an Crobably safely ,hoose to 1oin Arbitration here 
for the bonus Caypent 2we need the ,ashJ. F,ort Arbiter is also mne.

Now return to 'alagan vaen with the bad news. 0ith a little lu,DL this whole 
outing will haTe haTe ,ost us less than ./ 'adar reC.



Leveling your Crew

S omewhere around this point, or soon hereafter, some of your regular crew 
will start to be ready to train new talents. The truth is that, for the Pilots, the 

Gunners, and the Navigators, it doesn't matter what you train, we're dismissing 
them very soon anyway. As for the others…

Mechanic: Repurposed Parts
Crew Dog: Scrap Procedures
E-Tech: All of Signature Jammer, Alert Scanner, Storm Shielding, and 

Buzzing Wires are good for this run. I like Signature Jammer myself.
Spy: Deft Control



Skip Off the Void 
Navigators from Saere

B ack at the Faen Court, we're going to want to talk to Erik (twice) and get 
him to oser uD yelaSed .ettlementT vhe perS frDt DteJ oV thiD miDDion will 

introduce uD to Faction budge .aere Wento, who we Veel perS DorrS Vor, 1ut are going 
to immediatelS 1adger nonetheleDD Vor Dome DhinS Skip Ot heV odiN avgirvhdscT

4hen Sou arripe at .aere'D DSDtem, frDt comJlete the miDDion DteJ and then DcoJe 
out her recruit JanelT 4e need our avgirvhdsc to 1e recruited at lepel +IR Vor them 
to 1e a1le to learn Skip Ot heV odiN right out oV the gateDT .ell her intel (which 
Dhould hape 1een accumulating Vrom SVUsVhc nbudRbN) one 1undle at a time until 
Dhe'D haJJS enough, and then diDmiDD all three Dtarting avgirvhdsc and recruit two 
lepel +I avgirvhdsc Vrom .aereT 

vhe keS DkillD to train on theDe avgirvhdsc are CVvN Eevshc and, o1piouDlS, 
Skip Ot heV odiNT For Sour additional talentD, it'D a JrettS epen comJetition 
1etween xDUiVbh CdRhV, xPvUhibr 'Vcirb, and LvhewbNVs!c "VvNT

OV Sou don't hape enough intel to make .aere haJJS, check Sour DJieD and make 
Dure that SVUsVhc nbudRbN iD os cooldownT .o long aD it iD, undock, do one DJS 
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oJeration with SUdRsibr SVvsUe right at .aere'D Jlanet, then redock and hoJe Vor 
SVUsVhc nbudRbN to freT PeJeat until Sou hape two lepel +I avgirvhdscT 

NOTE: On the perS unlikelS epent that Sou uDe uJ 1oth Sour SUdRsibr SVvsUeVc 
and Dtill don't hape anS intel, Sou can JaS to retrain Sour SpiVc, or DJend a couJle oV 
weekD 1ouncing 1ack and Vorth to a near1S Jart, waiting Vor SVUsVhc nbudRbN to 
actipateT -r, worDt caDe, Sou can DwaJ a 3aDDenger Ca1in Vor a 3riDon Cell and run a 
3riDoner vranDJort miDDion or two Vor .aereT vhiD Dhould really neper 1e neceDDarS, 
unleDD Sou Vailed to recruit lepel +I SpiVc earlS onT

EsV# EevbrVc  
N2 !apigatorD
R3 !apigatorD (1ut theDe oneD hape .kiJ -s the Woid4)

1 empty bed



Vibe Check: $200k and 
150+ Rep by 212AE

T he only thing left to do before we are ready to actually get to salvaging is hire 
a small army. All told, this will run us something on the order of $150k by the 

time we're done. And we want to have at least $50k left for fuel, salvage rumours, 
and—ideally—a couple of minor ship upgrades.

So take stock of your credits and your contacts. If your contacts are oEering the 
appropriate crew at the appropriate levels and you're in a position to aEord it, leave 
xrik hanging and skip straight to the neOt chapter.

jften though, you'll Dnd that you need to pump your wallet, and possibly your 
rep, Must a tiny bit further. If so, start by Dnishing out the remaining steps in (elayed 
Settlement. Then talk to xrik again and accept )ore Than )eets the xye Kyou'll 
need to swap a weapon for a second passenger cabin if you haven't alreadyC and take 
Torca and Faewsll on their horrible road trip. Phoose the -orged Zapers turnVin 
option and you should be safe from crew combat so long as you have a ready 
xlectronics save. 

jnce this is complete, if you still don't have enough money and rep, you can take 
some Zolitical Prusade missions from Palagan or run the very early steps of Yetta 
or /alencia's arc, if you know how to do so while avoiding crew combat or other 
negative outcomes. qou should still have your BountyHunterBDiplomat o~cer 
with you to mitigate rep loss.

If you run out of safe mission options, and don't have some other brilliant plan 
for 2uick riskVfree credits, you'll Must have to hire fewer Pirates in the neOt phase. 
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If you end up taking that course, I do recommend coming back to your +lackheart 
contact and topping up on Pirates after completing your Drst salvage rumour.

If you've followed this guide diligently, one way or another, you should be sitting 
on …$;00k credits and 150< faction rep before year ;11 is out, early year ;1; at the 
latest. KAlthough, honestly, even if you somehow spin your wheels all the way to 
year ;15, you still have plenty of time, but the game di~culty will be progressively 
ramping up=C



Mass Dismiss and Recruit 
Crew Recomp

W e've been building up all this money and rep for a reason. It's time to go on 
a recruiting spree. Which means we're going to be dismissing some fools.

Our shopping list is: 6 Pirate crew (level 10+), 2 Scientist Crew (level 14+), 2 
Pirate/Scientist ojcers (level 14+), and one level 16 ojcer with literally any Tob. 
Oh, and 4 Swordsmen.

ko maAe room for this, we're obviously going to have to dismiss all our current 
ojcers. We're also going to dismiss LBB 4 of our Gunners, LBB 4 of our Pilots, 2 
of our E-Techs, and 1 of our Crew Dogs. xut, um, don't dismiss the Pilots until 
the very moment when you're ready to hire the Pirates to replace them.

Optimizing for Cost: Ls previously discussed, the higher the level your contact 
is recruiting at, the more eSpensive the recruiting, and the only way to recruit at a 
lower level is to bring down their eHective rep or inFuence (or to be dead broAe). xut 
we don't really get a signi5cant advantage in this run from having our crew Pirates 
and Scientists be higher than level 10 and 14, respectively. If your Court Rcientist 
and/or xlacAheart is Tust barely recruiting at level 16 or 14, you can selectively recruit 
ojcers from them 5rst, lowering their rep in the process, and then recruit cheaper 
regular crew at a lower level.

Dealing with Uncooperative Contacts: If your xlacAheart, for some reason, 
isn't recruiting at level 10 at this point, Tust feed him intel until he is. It shouldn't 
taAe much. If your Court Rcientist isn't recruiting at level 14, there's no real simple 
way to improve that. -ire two of the highest level Scientists you can, and your 
two Pirate ojcers will have to do double duty as Doctors (as we won't have 
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Laboratory Triage for a lifesave). If no-one is recruiting at level 16 for your top 
ojcer, go to Calagan 3aen. If necessary, you can buy P levels of faction GanA to 
boost the recruiting level of his Soldiers by 2.

3inally, picA up 4 poor level 1 Swordsmen. Geally, any combat Tob will do, but 
I recommend Swordsmen because they will be at the bottom of your crew list 
alphabetically, and thus easy to Aeep tracA of.

Crew Changes  
ED Ojcers
E4 :ilots
E4 ;unners
E2 <Ekechs
E1 Crew =og
+6 :irates
+2 Rcientists
+4 Rwordsmen
+1 level 16 Ojcer (any Tob)
+2 level 14+ Ojcers (ideally :irates or Rcientists)

No empty beds



Jobs and Talents for the 
New Recruits

T ime to assign a million jobs and talents, starting with the oc.ersY uovr le1el 
6f oc.er is the most straightHorwardY 5e gets 6k ran:s oH Scavenger and 

he learns8 Master Reclamation, Picky Looters, Careful EVA, Artful Solder, 
Dogged Treatment, and either Depot Sweep or something vseHvl Hrom his ran: 
6 jobY

uovr other two oc.ers ea.h get + ran:s in Pirate, 6 ran: in Pilot, and kI ran:s 
in either Scavenger or ScientistY 'tps sort oH a .oin yi( whether Scavenger or 
Scientist is better Hor this roleY Scientists gi1e )ov .ommand Dwhi.h this .rew 
.om( is otherwise low onR and more Co.tor Ds:illRY Scavengers gi1e )ov Se(air 
Dwhi.h means better sal1age drawsR and more mone) Dthrovgh Picky LootersRY 'H 
their 4rst job is Scientist, the de.ision is made Hor )ovY 'H their 4rst job is Pirate, 
)ov .an go either wa)Y ' li:e ta:ing one oH ea.hY Segardless oH whi.h )ov .hoose, 
)ovpll be le1eling that Hore1erY These gv)s ne1er want Pirate ran: higher than + nor 
Pilot ran: higher than 6Y 

'H, dve to Aovrt L.ientist (roblems in an earlier (hase, )ovr .rew Scientists are 
below le1el 60, )ov will instead need to ma:e both oH these oc.ers into Pirate 
Doctors Hor the Life Saver talentsY This is also something )ov .an .hoose to do 
with one oH )ovr oc.ers, e1en with high le1el Scientist .rew, iH )ov are (aranoid 
abovt liHe sa1esY

O Pirate/Scavenger/Pilot oc.er learns8 Nose for Loot, Careful EVA, Picky 
Looters, Artful Solder, Expert Maneuver, Depot Sweep
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O Pirate/Scientist/Pilot oc.er learns8 Nose for Loot, Trace Analysis, Accu-
rate Predictions, Field Distortion Survey, Experimental Treatments, Expert 
Maneuver

O Pirate/Doctor/Pilot learns8 Nose for Loot, Life Saver, Medical StaI, 
Assisted Care, Expert Maneuver, Bcy Stare

Pirate .rew learn8 Nose for Loot, Bcy Stare, hlackbeart Fraud D1e1el 62 
Pirates shovld be e1enl) s(lit between Bcy Stare and hlackbeart FraudY The) all 
get Nose for LootYR

Scientist .rew learn8 La+oratory Triage, Trace Analysis, Accurate Predic-
tions

Swordsmen .rew learn8 1iterall) an) talentY 3r noneY 't doesnpt matterY



Talking to the Salvage 
Broker

I t's time to get to the actual meat of the run. To be honest, the dipcult Oart is 
behind us.

yOen uO vour contacts menu and nazigate to the home Sone of vour Balzage 
kroxer contact. ynce there, consider selling him a little intel to garner some reO and 
maw out the discount on shiO uOgrades. There's one uOgrade in Oarticular that Je 
Jant. The quror comes eRuiOOed Jith a 1einforced Btructures E in a medium slot, 
and Je Jant to reOlace that Jith a Balzage VAD -ecx.
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Dmong the sezeral useful things the VAD -ecx does, it reduces the inPgame time 
taxen bv salzage oOerations. This not onlv helOs us meet our unlocx deadline, it also 
lets us salzage more times Oer rumour, since thev disaOOear on a schedule. 2erfect.

The sell zalue of the 1einforced Btructures is high enough that Je should be 
able to install an VAD -ecx E here for basicallv free, although if vou haze the cash 
I recommend sOringing for the VAD -ecx 3. It onlv taxes M davs to install an VAD 
-ecx.

The other useful uOgrade that lixeJise onlv taxes M davs to install is the 1eactor 
BOixe jodule E. yne of the biggest limitations of the quror for our tasx is its 
relatizelv anemic fuel tanx, and esOeciallv hoJ large a Oercentage of that tanx a 
hvOerJarO CumO burns. 1eactor BOixe jodules Jill helO Jith both. 2ull JeaOons 
or 2assenger Wabins, or ezen the LeaOons $ocxer to maxe room. qust maxe sure vou 
leaze vourself Jith at least 0MHx or so Jhen vou're done, so vou can aUord rumours 
and fuel.

NOTE: If vou're rolling in cash, vou might be temOted to maxe more comOreP
hensize uOgrades, Oarticularlv in the areas of the kridge, the Vngine, and the Wargo 
5old. DON'T. These uOgrades taxe Jeexs or months to comOlete, and the bene/t 
thev'll gize for Jhat Je're doing are negligible.

GOgrades comOlete, taxe a Ruicx Oeex in vour 
1umours tab to see if vou alreadv haOOen to xnoJ 
about an ewisting salzage rumour. If vou do, Cust 
start Yving toJards it immediatelv. Gsuallv, hoJP
ezer, vou Jill haze to buv a rumour from vour 
Balzage kroxer, so go ahead and do so. Taxe note 
Jhen vour contact tells vou hoJ much time is left 
on the rumour, and then checx in the 1umours 
tab to see hoJ far aJav it is. If it's got more than a 
vear left on it and is less than about : CumOs aJav, 
that's a CacxOot. If it's further or shorter, vou can 
consider buving another rumour if vou haze the 
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cash. In the end though, we are going to fly to the nearest/longest rumour, even if it's 
not that near or that long.
NOTE: The diUerent tvOes of salzage rumours haze zerv diUerent Oools of cards 

and diUerent risx!reJard lezels. The Dbandoned jedical Btation is Orobablv the 
best ozerall for our OurOoses, because it has the most 1are Trade =oods for the 
more dipcult BOecialtv DcRuisitions unlocx. -erelict BOace 5ize and Dbandoned 
jilitarv yrbital, on the other hand, are Oarticularlv rich in the relics Je need for 
DntiRue Wollector. >ou can use this info to OrioritiSe if vou haze tJo otherJise 
eRuallv aOOealing rumours. kut, reallv, anv salzage site Jill do.

GtiliSe vour regular sOace trazel hvgiene along the Jav? Bubmit!retreat from deeO 
sOace encounters Jhenezer Oossible, Skipping Ot heV odi� Jhen that's the onlv 
oOtion. Dnd stoO to refuel often, vou need to stav aboze the hvOerJarO CumO cost 
marxer in order to haze Skip as an oOtion.

In due time, this run Jill /nallv haze made contact Jith a salzage site@ Ideallv it 
should still be vear 3E3 or earlier.



Introduction to Salvaging

I f this is your mrst tiea slvglni,nd 'o,wt borryd tha clsi. ea.hl,i.s lra fleivilr 
froe tha othar ei,inleasj Itws kust thlt coth tha risYs l,' tha rablr's lra o, l 

'ixara,t vagavj Souwvv m,' tha slvglna cutto, i, orcitd ,apt to tha /PyB-ltrovBTvo.Y:
l'a cutto,sd for ls vo,n ls tha slvglna rueour is l.tigaj Aha slvglna ei,inlea vooYs 
viYa thisq

Ms you .l, saad ba hlga 9uita l vot of tlva,ts lglivlcvaj Ahis is noo' ca.lusa bawra 
noi,n to usa o,a o, agary si,nva 'rlbj 3ost of our slvglna tlva,ts hlga l 4 baaY 
.oov'ob,d l,' eost slvglna oParltio,s tlYa E to V 'lys bith /lvglna D1M 8a.Ysj 
/o ls vo,n ls you hlga lcout 20 tlva,tsd you shouv' thus ca eora or vass YaaPi,n 
Pl.a ls thay .oea cl.Y out of .oov'ob,j If you hlga () to (E Obhi.h you shouv' if 
youwga fovvoba' this nui'a 'ivina,tvy to this Poi,tRd you shouv' assa,tilvvy ,agar ru, 
'ryj

Gur gary mrst Priority is to stlrt usi,n our Nose for Loot tlva,tsj Aha ralv 
cottva,a.Y o, this ru, is 7lra Arl'a 5oo's l,' ba bivvd o, lgarlna ,aa' to usa 
Nose for Loot W! tieas i, or'ar to nat our 2! trl'a noo's froe this .lr' lvo,a Oi, 
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Prl.tisad ba bivv nat soea froe ,lturlv 'rlbs ls bavvRj %ith our .oePvaea,t of 0 
Nosesd thltws 4) baaYs Olveost tbo yalrsHR sPa,t kust bliti,n for thae to .oea out 
of .oov'ob,j M,' cai,n ls thosa tlva,ts lra sPral' l.ross 0 .rabd ratrli,i,n i, or'ar 
to .halt .oov'ob,s is ,ot l m,l,.ilvvy gilcva oPtio,j /od bha,agar Nose for Loot 
is lglivlcvad usa it ieea'iltavy to nat tha .oov'ob, tiear ti.Yi,n lnli,j

Mftar thltd tha ,apt eost glvulcva raPvl.a tlva,t for us to usa is Picky Lootersj 
/trlinht .lsh bivv lvblys ca havPfuv to usj O%awvv a,' uP rovvi,n i, hinh glvua vootd 
cut it tlYas tiea l,' axort to .o,gart it i,to .ra'itsd l,' baw' rlthar kust hlga tha 
eo,ayRj

Aha raeoga tlva,tsd ba shouv' ca .o,sargi,nd if Possicvad for hl,'s thlt ,lturlvvy 
i,.vu'a aithar l 7lra Arl'a 5oo' or l 7avi. .lr'j Ty usi,n l raeoga rlthar thl, l 
raPvl.a o, thasa hl,'sd ba .l, i,.ralsa our .hl,.as of 'rlbi,n tha .lr' ba bl,t 
froe ()N to (!Nj "ara lra tha .lr's ba lra sPa.im.lvvy vooYi,n forq

Kota thlt MKS nalrd balPo,d or lreor .lr' .ou,ts ls l Cravi.dC ,ot kust tha .lr's 
thlt sly Cravi.C o, thaej Kota lvso thlt Xvopil, 3a'i.lv Tly .lr's .ou,t ls rlra trl'a 
noo'sj Clr's thlt niga Da,o Mrtifl.ts lvso .ou,t ls rlra trl'a noo'sj

Ms for Master Reclamation Oyour fuvv hl,' ra'rlbRd you shouv' ca slgi,n thlt 
for hl,'s thlt hlga tbo or eora Major Problems Osaa ,apt .hlPtarRj



Card Removal Priority

Major Problems

A ny card that features two back to back crew battles is a non-starter, as is any 
card that is going to straight up kill our crew without the option of a lifesave. 

Devious Spies and Assassins both put our continued safety in serious peril. It is 
important that we have neutral or positive reputation with the faction who controls 
the space we're salvaging in, otherwise we will face much worse ship encounters and 
potentially not even be able to refuel. If we're currently sitting at 50+ reputation 
with the faction that controls the system (which can happen quickly with a couple 
of rep gain draws), then Devious Spies can be downgraded to a Minor Problem, but 
Assassins is always a major one as it can result in rep loss from any faction.

Any one of these cards is an automatic remove/replace, regardless of whatever 
other threats might be present in the hand.

Any hand with 2+ Major Problems is cause to use Master Reclamation to 
draw an entirely new hand. If Master Reclamation is on cooldown, dock up and 
pay to retrain your Scavenger oWcer, resetting the cooldown on all his abilities.
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Minor Problems

Xe'd honestly rather face 1eno in ship or crew combat than have even "0 turns 
sapped away from the remaining time we have to salvage, so any time delay or 
reduced duration card is a problem (if you're getting close to the wire of an unlock 
deadline and haven't completed it yet, de3nitely upgrade some of these to Major 
Problems, especially FT0+ Ruel and xurnsF). 

Cadiation Storm is speci3cally annoying because it runs a serious risk of disabling 
our engine or some other component that is very eEpensive in both time and funds 
to repair. Xe have at least two death saves, so Double Ratality isn't as bad as it seems, 
but it will still leave two crew at low health (which leads to wasted healing time) and 
likely force us to spend funds retraining our lifesaves to bring them oV cooldown.

If there are no Major Problems in the hand, these are all priority cards to remove 
or replace. If a hand has T+ of these AND has no relics or rare goods AND you're 
doing okay for funds, you might consider using Master Reclamation, knowing 
that you're likely going to have to pay later to bring it oV cooldown.
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Annoyances

Hrew damage is generally less of a problem for us than ship damage, in part thanks 
to the PzA Decks, but we still don't love it. If you happen to have non-combat crew 
that are already sitting below 50 MO, you might upgrade Spacewalking Accident to 
a Minor or even Major Problem until you get around to healing.

Deadly Accident and 1eno Mive Ship are Bero threat to us, but they force us to 
burn a Laboratory Triage or a Skip OV the -oid every single time (triple check 
that they're oV cooldown before drawing from this hand). Infected Scavengers is 
a little worse than an ordinary crew combat because it can stick one of our crew 
(including non-combat crew) with a trait that could potentially actually hinder us. 

…ajor Setback is a particularly weird card for us. It doesn't come with faction 
rep loss like Assassins does, but it can hit any contact of the relevant faction, even 
outside the quadrant. If we have no contacts of that faction, this is completely 
irrelevant to us. If we do have contacts of that faction, this can be an Annoyance or a 
Minor Problem, depending on who the contacts are. In the speci3c case where one 
of our salvage rumour contacts has already died or already has negative in;uence 
AND this card could potentially hit our other salvage rumour contact, treat it as a 
Major Problem.

<verall, Annoyances are just that. I wouldn't consider wasting Master Reclama#
tion on a hand that contained even 5 Annoyances. =ut still, preferentially remove or 
replace them in a hand that has no Major or Minor Problems. 

As for the rest of the risk cards> we can just shrug them oV.



Dealing with Specific 
Cards

Ship Encounters: You'll draw plenty of cards 
that have you encountering hostile ships. As long 
as your rep remains mostly neutral or positive with 
all factions, very few of these should force you into 
actual ship combat. When given the option, always 
Submit to inspection or looting. Otherwise, simply 
Retreat. If you can't Retreat but do have the option 
to oBer a Hribe, pay up until the choice to Retreat 
becomes available. If you're faced with an aggressive 
Hounty Munter that won't let you Retreat, don't 
hesitate to use Blackheart Fraud, multiple times if 
need be. And, if all else fails, simply Skip OV the 

Coid. 
NOTE: kisclicDing on the options in the ship encounter screen and accidentally 

entering ship combat is the most liDely way to screw up this run, so read carefully.
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wrem wob-at: -on't worry, we've got SmordsT
ben. When you're forced into a crew combat situ4
ation, always send in your ( Smordsben and then, 
as soon as you get action priority, simply surrender. 
Surrendering, rather than going down )ghting, has 
a somewhat higher chance of leaving you with sur4
vivors Talthough, at this di1culty, you'll still almost 
always taDe lossesq. Ehen simply docD up and hire 
new level . Smordsben for free from the spice hall 
until you're bacD up to a full complement. kaDe 
sure no4one tells them what happened to the last 
guys.

NOTE: If something happens and you somehow end up in crew combat while 
not having a full s/uad of swordsmen, )ll the s/uad out with your Spies. It's better 
than letting the game )ll the space randomly. If your Spies die, you will probably 
need to replace them with ET�echs for the 0lectronics sDill. Once you're at this stage 
in the run, you can usually tolerate losing the intel talents.



All Systems Go: A 
Pre-Salvage Checklist

A s you salvage, there are a number of things you have to keep your eye on. 
Here's a list of things to double check before clicking that "Salvage" button.

  Fuel: Ensure that your fuel is far enough above the hyperwarp jump line 
that you will still be able to use Skip Ot hVe odiT if need be AFTER the 
fuel usage (~5-10 fuel) from a ship encounter.

  anleshM: Ensure that you always have one Skip Ot hVe odiT that's not 
on cooldown. Likewise, always be sure to have at least one lifesave oD 
cooldown, even if there's no Ceath Among Frew or Couble Iatality card 
in the hand. Gf these talents are on cooldown, dock up and retrain talents 
on the relevant crew member. Similarly, if you've got a hand with multiple 
Major Problems and rnMheR cemlnvnhids is on cooldown, dock up and 
retrain your SmngesHeR.

  CenlhV: Oenerally try not to salvage with more than one non-combat crew 
at less than 50hp. Wr, if you do, be very careful about what cards you're 
drawing. Fombat crew can safely be left at low hp indeUnitely. xhen you 
need to dock up and visit the doctor, do so.

  rdRnle: Again, combat crew can be left at low morale with no worries, but 
other crew being below 50 morale should be dealt with promptly. Cock up 
and pay everyone. Ysually that will UV things. Gf it doesn't don't be afraid 
to visit the spice hall. A mutiny can really ruin your day.
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  PdvpdseshM: Rou can safely keep salvaging with most minor components 
damaged, but you should deUnitely dock up and repair if your Hyperwarp 
Crive, your Boid Engine, or your Salvage EBA Cecks are incapacitated. 
xhen damage starts piling up, consider using the cepuRpdMeT bnRhM 
talent on your remVnsimM to UV things up on the $y.

  Pdvwnh PRe : Rou're going to be regularly sending S dRTMves to their 
death. And the ones that come back will be on death's door and can 
drop dead without you noticing. Oet in the habit of double checking that 
you don't have any empty beds before drawing from any hand with crew 
combat in it.

  PnMV: zefueling, repairing, and retraining can get pricey. xith any luck, 
cash from Fredit Tearing Salvage cards will be reUlling the coDers faster 
than you empty them, but if your reserves get below about :10k, it's time 
to cash in some of your loot. Fheck your cargo screen for stashes of rare 
loot and sell them (even at I prices) at the nearest Gndependent ;one. Wr 
Und a nearby contact who sells weapons, armour, or gear and go unload 
some of your relics. <hey'll still count towards your unlock if you sell them.



Failstates and 
Emergencies

Non Combat Crew Death
 One of the worst things that can happen in the midst of this run is if you lose one 

of your Scientists, Navigators, or o.cersT bhey need to 'e replaced immediately, 
'ut donJt panicT kust qy 'acY to your home vuadrant and talY to your old contactsT 
Rou should haFe plenty of fresh intel to maYe them happy againT Aefresh your crew, 
hire a couple more pirates if youJFe lost some or if crew leFeling has giFen you space 
for more dismissals, and get 'acY to salFagingT jollowing this guide, itJs Fery possi'le 
to complete all three unlocYs in less than xFe years, so taYing a couple of months or 
eFen a year to replace dead crew is not the end of the worldT Is for minor crew liYe 
Crew Dogs, E-Techs, and Mechanics, Wust replace them from the spice hallT Spies 
can also usually 'e replaced with more E-techs at this point if it saFes timeT

Salvage Rumour Ends
bhis is not actually an emergency, itJs Yind of eMpectedT St is theoretically possi'le 

to complete this run on a single salFage rumour, 'ut your lucY needs to 'e fantasticT 
Bhen your rumour ends, Wust taYe it as an opportunity for a short 'reatherT Sf youJre 
low on funds, collect and sell your lootT Sf your crew composition isnJt ideal, head 
'acY to your home vuadrant and na' some new recruitsT Eay'e 'uy a few more 
Aeactor VpiYe EodulesT bhen head oFer to your ValFage (roYer or Aetired "Mplorer 
and do the whole thing oFer againT
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No Salvage Rumours
OYay, this one is a 'it of a pro'lemT Eost of the time, there will 'e at least one 

actiFe salFage rumour somewhere in the galaMy, 'ut eFery now and then it happens 
that your contact will say that there are simply no salFage rumours aFaila'le to 'e 
soldT Bhen this happens, xnd something safe to do to 'urn a few monthsT Sf youJre 
qush with cash, nothing is safer than Wust upgrading your )oid "ngine Kand then 
NupgradingN it 'acY if need 'eG to maYe time qy 'yT zeep checYing 'acY in until a 
rumour is aFaila'leT bhe A-2 can screw you here, 'ut SJFe neFer seen it go more 
than a'out a year with 0ero salFage rumoursT Rou should haFe plenty of time to get 
'acY on tracYT

Deep Negative Rep
Sf youJFe made a mistaYe and let your rep get 'elow a'out ?HC with any faction, 

you pro'a'ly need to clear that up asapT Sf you haFe a contact of that faction that you 
can sell intel do, do thatT Otherwise, your 'est 'et is patrolling oFer a 0one 'elonging 
to that factionT bhe good news is that, with lifesaFes and Skip OV the Aoid, you 
can aFoid most 'ad patrolling outcomes, eFen if it is a little tediousT

Yll Four Salvage Rumour Contacts Yre Dead
BhatD :owD ;hecY your contacts that o<er introductionsT Sf no one is currently 

selling an introduction to someone who sells salFage rumours, SJd honestly pro'a'ly 
restart the runT

Not Enough funds to Re%uel
=onJt let this happenT )ery shortly after you start salFaging, you should 'e 

wealthy in intel, Aare brade 2oods, and AelicsT Bhen your wallet gets low, go sell 
some of itT Sf youJFe accidentally let yourself get completely 'roYe and donJt eFen 
haFe enough fuel to limp to a Aare brade 2ood stash or a Aelic or intel 'uying 
contact, SJd honestly say Wust Yeep salFaging, using talents to try to force a credit 
'earing salFage or refuel cardT 2ood lucYT



Victory

T hat's basically it. Just keep salvaging, using a talent every turn according to 
the priorities in the previous chapters, and keep an eye on the checklist items 

to avoid ending up in an Emergency. If you want to see how close you are to your 
goal, look under Scores and Stats. Down near the bottom there is a section titled 
In Salvage Operations that has three lines pertaining exactly to these three unlocks. 
You're done when salvage expeditions is 25 or greater, Relics is 10 or greater, and 
Rare Trade Goods is 15 or greater. Usually Rare Trade Goods will be the last 
holdout.

So keep clicking, until…

Congratulations!
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I highly recommend taking a stab at playing the game further from this start. Even 
after you have the unlocks, the early salvage rush is an interesting and powerful way 
to jumpstart a game. Just look at all the cool stu- you have! 

Or start a new game with one of the shiny new ships you've unlocked! I particuV
larly like the Reach Aindex.

Bnd stay tuned for my upcoming guides covering the Nig Petwork and 5ress 
Gang unlocks!



Appendix - TL;DR

 TL;DR version for those already comfortable on Hard+ diuc:lty� 
1.  Start with, at minimum, a Blackheart contact and two contacts that sell 

salvage rumours.

2.  Earn your way up to >$200k without going into signifcant negative rep 
with any 3action.

R.  becruit the 3ollowing 5e3ore 21A:E8 +P Nirates who know Lose 3or ;ootV 
2P Lavigators who know Skip o( the )oid Mget them 3rom Saere )ento4V 
:t least 1 rank 1A Scavenger oIcer who knows Daster beclamationV 6 
disposa5le com5at crew.

6.  Ensure that you also have at least two li3e saving talents, and at minimum, 
1+ total salvage replace or remove card talents.

A.  7nstall a Salvage E): Feck Mor Salvage Bay4.

T.  Buy a salvage rumour.

G.  ’ly there and start salvaging. 73 there is a b-X or belic card, use a remove 
talent to increase the odds o3 drawing it. 73 there isnUt, use a replace talent, 
pre3erentially Lose 3or ;oot.

+.  -hese are the priority cards to replace or remove8 bunning Battle, :ssas9
sins, Fevious Spies, Weno :ssault, jnavoida5le ’atality. Every other card 
is accepta5le.
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@.  73 there are two or more o3 the a5ove cards in a hand, use Daster becla9
mation every time, retraining your Scavenger oIcer as necessary to 5ring 
it o( cooldown.

10. . Ensure that you always have suIcient 3uel 3or Skip, at least one Skip o( 
cooldown, and at least one li3e save o( cooldown Mtwo i3 thereUs a Fou5le 
’atality in the hand4.

11.  Ahenever you encounter a ship, su5mit or retreat i3 you can, Skip i3 you 
canUt.

12.  Ahenever you encounter crew com5at, Bust surrender and recruit new lvl 
1 com5at crew to replace losses.

1R.  bepeat T through 12 until victory.


