Tab Q
Open command |Strafe left
ul

*: Shift + 1 — 5: Toggle autofire of weapongroup 1-5
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Aim selected weapon
group and move view

**: Screenshots are saved in starsector/screenshots

Holding shift + pressing Q / E: Activate autorotation towards cursor

Kinetic: 200% to shields, 50% to armor, 100% to hull. Usually white
projectiles with long range.

High Explosive: 50% to shields, 200% to armor, 100% to hull.
Projectiles are usually orange/yellow.

Energy: 100% to everything, no ammunition.
Projectiles have usually medium range, high flux cost and high
damage. Beams have long range and low damage and flux cost.

Fragmentation: 25% to shields, 25% to armor, 100% to hull, often
with area effect. Good vs. fighters and missiles.
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The flux bar is divided by a line; on the left of it is your soft flux, on
the right your hard flux.

Soft flux
- Is generated by firing weapons, having shields activated and
using (some) active systems
- Always dissipates at a constant rate
Hard flux
- Is generated by weapon fire hitting your shields (except
beams) and (if you fly a phase ship) being phased
- Can only dissipate if your shields are down! Make sure to
lower them whenever you feel save enough to do so.



