ICC Ship Guide: M-230A Heavy Cruiser

One of the most difficult choices to be made by any pilot, especially a combat pilot, is what ship to prepare for what circumstances. Most pilots prefer to mod up different ships for different situations – which is the smartest thing to do, since it lets you specialize your ship for any given situation. This can be a problem with a 6 ship limit, especially if you multi-role as a builder, bomber, and/or supplier. The alternative for ICC pilots then, is this: The M-230A Heavy Cruiser. According to the Darkspace history, cruisers are the backbone of the ICC fleet, engaging UGTO dreadnaughts and stations that drastically outnumber and outgun the ICC fleets and taking them on head to head with superior strategy, maneuverability, and a dash of daring and a wad of luck. The Heavy Cruiser has evolved into this role exceptionally well, and has found itself as the most well rounded and useful ship in the ICC arsenal. While lacking the one two punch of its big brother the Assault Cruiser, or the walloping upper-cut of its big cousins the Combat Dreadnaught and Assault Dreadnaught, the Heavy Cruiser can adapt to any situation whereas these ships have difficulty.

Requirements
Rank: 1st Rear Admiral
Badges: None
Tech Level: N/A
Resources:
N/A

Mounts and Standard Components

1x Jump Drive I slot
     Tachyon Drive (A)
3x Drive Slots
     3x IE Drive (A)
4x Armor Slots
     1x Standard Armor (F)
     1x Standard Armor (L)
     1x Standard Armor (R)
     1x Standard Armor (A)
4x Shield Slots
     1x Reactive Shield (F)
     1x Reactive Shield (L)
     1x Reactive Shield (R)
     1x Reactive Shield (A)
3x Special I Slots
     2x Auxiliary Power Generator (Full)
     1x ECCM (Full)
1x Special II Slot
     1x Pulse Wave

***** DEFAULT WEAPONS TO BE FILLED IN LATER *****

10x Standard Mounts
     2x ***** (F,L)
     2x ***** (F,R)
     1x ***** (L,A)
     1x ***** (R,A)
     1x ***** (F,L,R)
     1x ***** (L,R,A)
     2x ***** (Full)
5x Standard Launchers
     2x ***** (F)
     1x ***** (F,L)
     1x ***** (F,R)
     1x ***** (L,R,A)

Outfitting Part I: Basic Upgrades for all situations.

Before you start configuring your HC for specific roles, you will want to upgrade and modify certain aspects that you will need

     Replace Reactive Shields with Active Shields.

     If you have access to an Antimatter Jump Drive, install it.

     Install a 3rd Auxiliary Power Generator in place of the ECCM.

     Remove the Standard Chemical Lasers from the Full arc mounts, replace those two with Pulse Beams, set to Point Defense.

     Install a Beacon launcher on the F,L,R mount.

You will be replacing all of the other standard mounts dependant on the role your cruiser will be playing. 
Outfitting Part II: Close Range Combat or “Oh god oh god we’re all gonna die?”
First off, it should be noted that ICC ships are ideally configured for long range combat. Taking even the mighty Assault class ships into close range combat is dangerous at best, and seppuku at worst. That said, the Heavy Cruiser does have an advantage on its slugger brethren – full armor and shield coverage. So how do you prepare for that? Here’s how:
     For the 7 remaining Standard Mounts, install Psi Cannons if you’re lucky enough to have access to a K’Luth Factory, Particle Cannons if not (Can be built in ICC Factories). 

Close combat means you will most likely be dealing with a wide variety of ships, so I recommend upgrading your cannons in a variety of ways. Upgrade one each of the F,L and F,R cannons to level 4 as well as the L,R,A. Upgrade the other cannons to level 6. This will give you a fairly good staggered shot when you rotate your ship relative to the target to expose all arcs. 

     Torpedoes are the name of the game in close quarters. Fusion Torps are most accessible, and the most well rounded of all the torpedoes in the game, but if you want a little more bang for your buck, you should try to get access to PTorps or even AM Torps if you are daring with your energy. Personally, I recommend PTorps, they give a good whack without the monster energy drain of AM Torps.

My preferred weapon setup is cannons to hotkey 1, torps to hotkey 2, and pulse beams to 3 and 4.

Usage (Close Range Combat Outfitting)
The key to flying the HC in close combat situations is to keep out of torp range of other cruisers and especially dreads. While it is very difficult to do versus destroyers it isn’t impossible, that will depend on your own experience and skill. The best tactic if an enemy is hounding you with torpedoes is to learn the recharge time for Fusion Torps, PTorps, and AM Torps, stay in front of them and when the timer is about up put your ship into a sharp turn to port or starboard, and then as they fire, reverse your turn.

Rotate your shields; keep your targets on your left and right arcs, and stick in close behind other cruisers and mighty dreadnaughts. This is especially true for especially Assault class ships, which have weaker rear arcs. You can get away with trading broadsides with the Battle class ships, but the tailpipe is where you want to be if you can. As the man said, “Get in behind him and stay there!”

Ingress
In cases when you are late to the fight, or are going to be first in to engage the enemy, where you position yourself is most crucial. While smaller than a Dreadnaught, Cruisers are still vulnerable to planetary fire, so it isn’t advisable to engage around enemy planets with anything less than a fully armed and outfitted fleet. Know if your enemy has an Interdictor, if so you may want to reconsider the engagement if you can, and wait for the enemy to come to you. If you have no choice or the enemy had no Dictor at hand, then you want to pick your target ahead of time. Dreadnaughts make fine initial targets. Predictable, but essential to eliminate them from combat as soon as possible. Try to arrange your jump at speed of at least 2/3 that will put you behind the target between 500 and 300gu. Be aware that if you are first in you will likely take one hell of a beating, but that is to be expected.
Engagement (Close Range Combat Outfitting)
So you have your target, you’ve just hit the J key, and now you’re thinking in your mind, “WHOOO! Warp speed!” then it hits you. You’re about to tackle something that outguns you 3 to 1… and that’s just the picket destroyer that’s zipping around! So what do you do now? You’re setup for close range, so act like it! Get in there, get behind what you’re shooting at and start hammering away! No, not with the spacebar, that’s just stupid. Use that 1 key! Fire away with cannons a-blazing and when you get a clean shot with your torps, take it! Don’t mash that spacebar damnit, use the 2 key! That way if they dodge, you can hit SHIFT-2 to manually detonate your torps. This is ESSENTIAL when dealing with cruisers and below. ESPECIALLY those pesky Picket Destroyers, you need to keep manually detonating if they have even the slightest clue how to turn their ship. Wait until the last possible second, use your eyes and make sure you allow the ½ second that it will take for the torps to go BOOM.
Whatever you do, don’t hit that damned E-Key, do not lose sight of your target. As versatile and deadly as a HC is, you can only afford to focus on one target at a time. Basic ICC combat tactics apply here when dealing with dreads, get behind and keep hammering away, bringing your port and starboard arcs to bear as often as possible.
Dealing with cruisers is more difficult, but the same applies – get behind them and stay there. This is more than especially true with Torpedo Cruisers, with the weak rear armor and weapons, and the insane ability to deal damage from the front. The advantage here is the slightly more maneuverable ICC cruisers with their shields. The Heavy Cruiser, despite its name, is the most maneuverable of the ICC Cruiser Classes so you can easily outflank the heavier, armor laden UGTO Cruisers. It may take some fancy flying and a good degree of luck, but you can outmaneuver any single enemy cruiser on the block – and with some interference from teammates and a chaotic battle you can potentially shake any pursuer while still bringing the pain onto your intended target.
The trouble starts when you begin dealing with Destroyers and below. Frigates and Scouts you can ignore most of the time, but those annoying broken Picket Destroyers will give even the most experienced pilot a run for their money. 
