Based on your preferences, your faction is an industrial mining enterprise based in Heretic's End. Your goal is to secure the strategic corridor between the Argon Federation and the Kingdom of Boron, supplying them with raw materials before transitioning into a major starship manufacturer.
Here is your tailored, comprehensive custom start configuration.
🛠️ Custom Start Settings
1. Player Character & Starting Assets
· Faction: Argon
· Starting Budget: 1,000,000 Credits
· Player Ship: Nova Vanguard (Heavy Fighter) – Equipped with 2x Mk2 Pulse Lasers for self-defense.
· Industrial Assets: 2x Idun Mineral (Medium Mining Ships) or Scotia equivalents, and 1x Mercury Vanguard (Medium Trader).
· Blueprints: Solid Storage S/M, Liquid Storage S/M, Ore Refined Goods Production, Silicon Wafers Production.
2. Sector & Player HQ
· Starting Location: Heretic's End [1].
· Station: Player Headquarters (PHQ) unlocked and spawned in Heretic's End [1].
· HQ Modules: 1x Dock Area (Basic), 1x Small Solid Storage, 1x Ore Refinery module.
3. Faction Relations
· Argon Federation: +10 (Friendly; allows basic trading and access to local police licenses).
· Kingdom of Boron: +5 (Neutral/Friendly; ready to accept resource shipments).
· Hatkvah Free League: +5 (Neutral trading partners).
· Xenon / Kha'ak: -30 (Hostile entities trying to disrupt the supply lines).

🚀 Step-by-Step Strategic Action Plan
Phase 1: The Mining Foundation (0 - 5 Hours)
1. Automate your fleet: Immediately command your two Medium Mining ships to mine Ore and Silicon in Heretic's End or Wretched Skies [1].
2. Supply the Neighbors: Route your mining ships to sell directly to nearby Argon and Boron factories to boost your faction standing rapidly.
3. Deploy the Trader: Set your Mercury Vanguard to "Distribute Wares" or local auto-trade for energy cells and basic food rations around the Heretic's End jump gates.
Phase 2: Building the PHQ Refinery (5 - 15 Hours)
1. Construct Production Lines: Use your initial 1M credits and early mining profits to build an Ore Refinery and Silicon Wafer factory directly onto your PHQ.
2. Internalize Supply: Shift your mining ships to "Mine for Commander" at your PHQ so they dump raw materials directly into your own stations for free.
3. Sell High-Value Intermediates: Use your trader to sell Refined Metals and Silicon Wafers to the Argon shipyards in Argon Prime and Boron shipyards in Kingdom End.
Phase 3: The Path to Ship Manufacturing (15+ Hours)
1. Expand to Hull Parts: Acquire blueprints for Graphene and Hull Parts. Combine your Refined Metals with Graphene to mass-produce Hull Parts, which are desperately needed by both factions.
2. Unlock Advanced Tech: Build Advanced Electronics and Scanning Array production modules.
3. Construct the Wharf: Buy the Small/Medium (S/M) Ship Maintenance Bay and S/M Shipyard blueprints from the Argon Federation representative. You can now build your own Nova, Eclipse, or industrial mining ships entirely from your own resources.

To ensure this exact economy layout balances perfectly without crashing your early game budget, please clarify these final details:
· Do you want the Boron Gate (to Kingdom End) already open at the very start of the game, or do you want to play through the Boron DLC story missions to manually open it?
· Do you want to start with the HQ Research already fully unlocked (skipping the research grind), or do you want to research ship modifications and teleportation manually?
· Would you prefer your starting mining ships to be Argon models (all-rounder), or Split/Teladi models (faster engines or larger cargo holds) to maximize early route efficiency?


