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A Practical Guide 

For Aspiring Starship Commanders
Chapter One:
Getting Your Ship

So you’ve just stepped aboard your very own starship.  Perhaps you spent nearly everything you owned to make the purchase.  Or maybe you managed to find an old ship, drifting thru space, and just completed the repairs.  Or maybe you’re a pirate at heart and captured the ship from another Commander.  The reasons why you are now seated on the bridge of your own starship vary.  But now that you’re there, no doubt you are asking yourself, “what now?”

This guide will provide all those aspiring Captains with some practical ideas and suggestions for what they can do with their ships, as well as advice on what they should do given certain generic type situations.  Always remember, space can be a dangerous place.  Unless you know what you are doing, you may find yourself one day without that ship.

Starships are typically procured in one of five primary ways:

· Purchase of an existing ship from a ship Broker, gov’t entity, or private seller

· No-cash transfer of title of an existing ship from private owner or gov’t entity

· Custom design via architect and construction of new ship

· Discovery and restoration of an abandoned ship

· Capture of existing ship

Each method carries with it its own unique nuances and circumstances.  Such situations will be resolved during the game via a combination of roleplaying and dice rolls on the part of the player and others directly involved in the action.

For those that choose to design and build their own ship (arguably the most expensive of all possible options), please see the supplements, Game System – Spacecraft and Starships, and the Spacecraft and Starships Construction Charts for rules on how to build the ship.

If you should need to raise money to make such a capital purchase, you may find Fundraising, Broker, and Finance abilities of some use.

Chapter Two:

First Things First

Now that you have your ship, what should you do next?  Here are some recommended actions to take.  They are not necessarily in order but in most cases all of these should be done at some point in time.

Register your ship

Certainly one of the easier things to do in the universe.  Every ship with interstellar capability (i.e. Jump Drives) must register with the Imperial Assayer (a department similar in kind and purpose to an interstellar DMV).  The process is relatively simple, and involves a small fee.  The Captain must report the purchase (or acquisition) of the ship within 12 weeks to the nearest Assay Office.  Heavily armed, privately-owned ships are usually assessed a much higher fee.  Ships that have been registered will have a small transmitting device installed into their Avionics.  It is an Imperial misdemeanor to remove or tamper with this device, a crime punishable by extensive fines and possible impoundment of the ship.

There is usually no roll involved to register a spaceship, but if a Captain should run into trouble with the local Assay office, a roll using CHA or MAN + Bureaucracy may be the way to go.  Difficulty would depend on the person you are dealing with.

Survey the ship

The Captain will want to give his new (or newfound) ship a thorough once-over in order to know its condition.  This involves two typical rolls.  The first is a visual inspection of both interior and exterior for obvious anomalies.  The second is a thorough scan of internal ship systems.

The first roll is made using PER + Alertness, difficulty of 7.  Though for alien or very large ships the difficulty may be increased.  A thorough inspection can be done visually (taking about 1 hour per 100 tons of ship), or by using a spacedock’s automatic imaging diagnostics equipment (taking 1 hour per 1000 tons of ship)—electronic equipment built into the spacedock (TL12 and up) which will perform exterior scans more efficiently than visual.  Using the electronic equipment reduces the difficulty of the roll to 5.

Any successes on this roll reveal obvious as well as hidden problems.  A failure indicates that minor problems were missed, but major ones, if any, were discovered.  A botch, by anyone inspecting the ship, means that one or more major problems were missed.  Multiple people may simultaneously inspect the ship.  It is assumed that they will use visual aid devices in their scans.  Only one inspection per person will be allowed the roll.  In the case of a failure or botch—another roll can be made only after the problem(s) manifests itself.

The second roll involves the diagnosis of ship’s internal systems.  This is a roll made using PER + Ship Computer, usually at a difficulty of 6.  One person may make this roll.  Often times the GM will make the roll in secret and inform the player of the “result.”  The diagnostics will generally take just 1 hour, but in some cases the GM may modify the time.  Any successes made on the roll reveals any problems with the internal systems.  As with visual inspections, a failure means minor problems were overlooked.  With a botch, one or more major problems were missed which will undoubtedly cause bigger problems later on.

Note that the internal systems diagnostics roll may be made more than once, and at virtually anytime a spare hour presents itself.  Failures may be rerolled (later on).  Botches may not be rerolled until the problem that was missed on the initial roll has presented itself.  Prudent Captains may have diagnostics run on their ships once weekly, or even daily.  On certain Imperial Navy Battleships, diagnostics are run once on every watch.

Find a crew 

Unless your ship is around a hundred tons or smaller, you will need a crew to help you fly her.  You may already have an available band of hardy followers to help crew your ship.  But in instances where you find yourself alone, or without enough able-bodied crewmembers, you will have to go out and find “volunteers” to join you.

Spaceship crewmembers are available for hire at most ports.  They expect to be paid for their services, usually on a monthly basis in the form of a salary, or a percentage, or both.  However, unless you intend to force individuals into service, you will need to actively recruit them.  To do this the Captain, or a designee, will make a roll using CHA + Leadership + Recruiting, difficulty 6 to 9.  Difficulty is generally higher if you have no Recruiting skill.  If you do not have Recruiting skill, you may want to hire a recruiter for a nominal fee (usually a percentage of one month’s total monthly salary of all crewmembers hired).  More than one person can make the recruitment roll, thus increasing the number of possible crew candidates to be found.

Each success on the roll represents how many able-bodied prospective crewmembers you can locate during a 1-week period.  Not all of them may be suitable for your ship (i.e. they may all be Engineers and you may not want a crew entirely of Engineers), so the recruitment process may have to continue from week to week until you are satisfied with what you have found.  A failure on the roll simply means that that person didn’t find anyone for the week.  A botch means that the recruiter has, somehow someway, annoyed or angered a local bureaucrat, law enforcement person, or prominent civilian, and may no longer actively recruit for crew in that area.

Make needed repairs or refits

If during your initial scans and inspections you discovered some problems with your ship, it is generally wise to first have those problems fixed before venturing out into space.  If you have the crew and the equipment available to make the needed repairs, then so much the better.  Typical repair rolls involve DEX + Engineering, using particular engineering skill specialties.  Difficulty can range from 5 to 9, depending on the severity of the problem.  In the event you do not have the crew and/or equipment to make the repair, you can hire local Engineers to assist you.  They would make the same roll (GM), but would charge you a small fee for their work—usually on an hourly or per-diem basis.  Repair time is usually on the order of hours or days.

In cases where a major component needs to be changed, such as switching out a less efficient Computer System for a better one, the time for such a refit may be on the order of days, weeks, or months.  Sometimes refits can get very expensive.  Costs will not only include the cost of the replacement system, but spacedock fees as well as fees for the Engineers performing the work.

Update your star charts

It is important to have a working knowledge of the universe around you.  All ships have star charts in their computer systems.  At times, the Captain may want to interface with the local Navy or Scout office (assuming there is either one in a star system) for updates on conditions at the various planetary systems throughout the region.  It’s always nice to know if the star system you are about to Jump to has just recently entered into a civil war and become a war zone.  This information can also be learned thru interaction with local populace or with other ship Captains.  The GM will determine the type of roll needed if you decide to go “rumor-hunting.”  Typical rolls could be WITS + Investigation, CHA + Bureaucracy, CHA + Alertness, or PER + Politics + Intrigue.  Difficulties vary.

Chapter Three:

Getting There

Now that you and your crew are floating out in space, you will no doubt want to head out into the void and explore other star systems.  Getting there is half the fun.  

Plot an interstellar Jump

To travel those great distances in order to visit those other heavenly bodies, you must have a ship that is Jump capable.  A Jump Drive is an FTL type of engine, however it doesn’t actually propel the ship faster than the speed of light.  What it does is create a warping of spacetime around the ship, which forms a wormhole of sorts in front of the ship.  The ship then slips into this wormhole, essentially “sliding” its way toward the destination.  The ship itself is actually moving rather slowly in terms of absolute speed.  However, in relation to surrounding normal space, the ship seems to have disappeared (into the wormhole) after an amazing burst of relativistic speed and a sharp flash of light.  

Once the ship enters “jump space” as it’s called, it will remain there for the duration of the trip.  A ship will travel one parsec (3.26 light years) in one earth week, per Jump rating of the ship’s Jump Drives.  For example, a ship with Jump Drive 3 could travel up to 3 parsecs in 3 weeks.

It takes approximately 20 minutes to completely plot a jump, using your ship’s computer.  There is a roll required for plotting a jump – one of your crew must roll  PER + Pilot + Ship Computer, difficulty 7.  Alternatively, if the ship needs to jump quickly and you don’t have 20 minutes to spend, the Plot roll can be made using WITS + Pilot + Navigation, difficulty 9.  Only one person may attempt this roll.  Success on either roll indicates a successful Jump.  A failure indicates that the jump referents are insufficient, and you, or someone else, can make the roll again after 10 minutes (or after 1 minute), at the same difficulty.  A botch indicates that your ship does Jump, but with disastrous consequences.  

This roll must be made every time you choose to use the Jump Drives.

Note on Pilot skill:   When a Pilot roll is called for, the roll includes both the generic primary Pilot skill trait, plus the Spaceship Pilot specialty skill (add them together).
Things to be careful of when using Jump Drives

Jump Drives are tricky pieces of advanced machinery.  Damaged Jump Drives may still allow the ship to make Jumps, though at shorter distances and sometimes with risks of arriving off-course from the desired destination.  

Some Captains may decide to terminate a Jump early.  If this is attempted, another Jump plot roll must be made (see above) at one higher difficulty.  Success indicates the ship leaves Jump space somewhere between where it was, and where it was going (though you can usually pinpoint just where you want to come out of Jump space).  A failure means you cannot exit Jump space until the end of your pre-plotted Jump without risking a catastrophic event.  A botch indicates that much-feared catastrophic event has occurred.

While traveling in Jump Space, you will generally have one week (7 day Earth cycle) of downtime to spend, per parsec being Jumped.  Use this time however you want.  Kindly take note, however, that anything leaving the confines of the ship (i.e. EVA) immediately “falls out of” Jump space, and in most cases is destroyed in the process.

If you have no one on board with Pilot, Navigation or Stellar Cartography skill (including yourself), yet you still want to take the chance and Jump your ship, you may still do so.  At best, you would use the computer to produce the star charts and then assist you in a manual plot.  Such an attempt is usually done at the GM-option, or you may be allowed to make a WITS (luck) roll vs. difficulty 10.  

Chapter Four:     Dealing with Stars and Planetoids

Whenever you arrive in a star system, there are a few things you may want to do before you head on in towards any of the system’s planets.  You don’t need to perform all of these actions – they are merely suggestions.

Scan the system

There are three primary types of Sensor scans:  sensor sweeps, simple scans, and complex scans.  You may find it especially useful to know what is in a particular star system you just entered, besides the main star(s) itself.  To figure this out, you would initiate a sensor sweep (the most basic of the scan types) of the star system using your ship’s Sensors.  The roll is INT + ship’s Sensors rating, difficulty 5.  Any number of persons may use the Sensors and make the roll (once each), but each can only make the roll once per hour.  Any successes on the roll will reveal standard information about the star system, such as full specifics about the main star(s), number, size, composition, and positions of most solid objects of 10m diameter size or larger, plus a host of other basic bits of information. 

In addition to planetoids, your scan will also reveal the presence of other ships, bases, and so forth. If you want to scan those, you would use the scanning guidelines found in Chapter Five.  Which means you would need to move much closer to them.  

Generally speaking, your ship’s Sensors on sweep mode will be able to reach out approximately 3 AU (1 AU = 150,000,000) per ship Sensor rating.  This is the most general of possible scans your ship’s Sensors can make, thus will reveal the least specific information of the three primary type of scans.

Scan planetoids

To gain more detailed information about these objects, you must move your ship within range to perform a simple scan.  For full explanation of simple scans, see Chapter Five:  Scanning other ships, and apply the same rules.

Survey the surface of planetoids

To gain the most information about these objects that you can, you will want to perform a complex scan.  For full explanation of complex scans, see Chapter Three:  Things to do in a Star System, and apply the same rules.  This also means you must bring your ship within the close distance required.  One alternative is to simply send a probe down to the planetoid’s surface and wait for it to transmit its data back to your ship.  You may also use your landing parties to send up detailed information about the planetoid’s surface, and possibly retrieve samples and return with them.  

Send probes or landing parties

Some ships are equipped with scanning, research, or data retrieval probes.  If your ship is so-equipped, you may launch as many as you see fit.  Each probe has its own unique characteristics, therefore any rolls necessary to perform a probe function (such as a scan) will be based in part on the type and technology of probe used.  Probes are found in separate listing.

Landing parties is certainly another option if you want to investigate a planetoid.  (For rules on boarding ships, please see Chapter Three.)  Normally you would send your crewmates over using ship’s vehicles (shuttles, for example) or EVA.  Simple DEX + Zero-G Ops rolls would be required for the people, or DEX + Pilot rolls for the vehicles.

Chapter Five:

Things to do in a Star System

There is a litany of possible activities you can perform once you arrive in a star system.  Assuming the star system has planets, what follows is a general list of those many activities.  Some of these are required, others are recommended or optional.  The circumstances of each situation vary, so use the specifics of this list as you see fit.

1.  Arrive in star system.


a) Scan area for potential danger, problems, and other data


b) Set course in-system


c) Possible ship encounter

2. Locate gas giant (if there is one).


a) Achieve standard orbit


b) Refuel


c) Set course to major world or outsystem

3. Locate major world(s).


a) Achieve standard orbit


b) Proceed to orbital starport (unstreamlined ships)


    or to surface starport (streamlined ships)


c) Arrival on-planet



i) Unload passengers



ii) Unload mail



iii) Unload cargo


d) Refit and maintenance



i) Refuel from starport (if needed)



ii) Renew ship life support


e) Commodity activity



i) Sell speculative cargo



ii) Buy speculative cargo


f) Ship business



i) Pay berthing costs



ii) Pay bank payments



iii) Pay maintenance



iv) Pay crew salaries


g) Miscellaneous activity



i) Patron encounters



ii) Planetary exploration



iii) Local areas of interest



iv) Hire new crew members

h) Prepare for departure



i) Load cargo



ii) Load passengers



iii) Load mail



iv) Collect income for all aspects of current trip

4. Departure.


a) Lift-off


b) Achieve orbit


c) Set course outsystem


d) Possible ship encounter


e) Plot and execute Jump

Break/Establish standard orbit about a planetary body

Unless you do not want to visit or explore that planetary body up ahead, or unless your ship is capable of landing on it, you must be able to place yourself in orbit about the planet if you want to perform any future scans or perform other activities that require your ship to be in close proximity to the body.  To establish a standard orbit, your Pilot must make a simple PER + Pilot roll, difficulty 5.  You cannot burn WILL on this roll.  If you succeed, you place your ship in standard orbit.  The roll + the process (piloting the ship into orbit) take about 20 minutes.  If you fail the roll, you may retry 20 minutes later.  Only one person can make this role (usually the Pilot), but it can be attempted multiple times.  If you do not have the Piloting skill, you may still make the roll but it would be a WITS roll at difficulty of 10.

If you should botch, you may make the roll again after 20 minutes, but add +1 to the difficulty for every 1 you scored on the botch.  If you botch the second roll, your pilot may make a third and final roll at a difficulty of 10.  A Will point may be burned on the third attempt roll (only).  Failing on the second or third try simply means that it may not be possible to establish a standard orbit (with your current pilot at the helm).  If ever the Pilot(s) should botch this role when the difficulty is 10, the ship plummets into the atmosphere.  The result is often very unpleasant.  You should have fired your Pilot when you had the chance.

Scanning other ships

By far one of the most prudent things you can do whenever you encounter another ship in close proximity to your own.  A simple scan of another ship is a free and obvious action, and the GM will tell you basic information about it—such as size, the number and basic type of weapons, distinguishing features, exterior damage, the vessel’s name (transmitted by the aforementioned avionics transmission device provided after registering the ship), and so forth.  No roll is required, and the scan generally takes about 5 minutes.  If the roll is failed it can be rerolled over and over (once every 5 minutes) until a success is scored, or a botch.  If a success is scored, the roll cannot be made again and again in hopes of rolling more successes later.

If you do not receive an avionics transmission from the other ship, it usually means one of three things:  the ship is unregistered (for some reason), the ships avionics have been damaged, or the ship is on a specialized military mission for the Imperial Navy or Imperial Scout Service.  

A complex scan of another ship will reveal a number of specifics (such as exact weapon type, Computer and Sensor rating, Engine type and rating, etc.).  Each success made on a PER + Ship Computer + ship Sensors rating roll, difficulty 6, will reveal one distinct feature about a given ship system.  The person initiating the scan tells the GM which systems he wants to know about and the GM will reveal information about that/those systems.  (For example:  typical ship systems include Weapons, Computer, Engines, Crew and Life Support, Sensors, and Defenses.  Each success on the complex scan roll allows the person initiating the scan to select one of these systems, and the GM will reveal more complete information about that system.)

This type of scan roll takes about 10 minutes and may be made once every 20 minutes – but subject to a maximum number of times/attempts (per target) equal to your ship’s Sensors rating.  This is an obvious and intrusive process, and not all ship Captains will appreciate their ship being scanned so thoroughly by another ship.  A failure on the roll reveals nothing useful but uses up one roll (as limited by your ship’s Sensors rating).  A botch indicates you learn incorrect information about the other ship’s systems.

You may also scan any bases and probes you find in a star system.  

Approximate distances to which scanners normally operate are:

20,000 km per rating point of ship’s Sensors for complex scans.
100,000 km per rating point of ship’s Sensors for simple scans.  

(By way of comparison, the average distance from the Earth to the Moon is 380,000 km).  Hence, unless all you intend to do is perform a general sensor sweep (see Chapter Four), you must move closer to the targets of your scans in order to perform a simple or complex scan on them.

You may try to hide your scan attempts by making a WITS + Subterfuge roll prior to making the scan roll.  This is a difficult process.  The difficulty of the roll is equal to the Sensors rating of the other ship +6.  Maximum difficulty is 10.  If this roll succeeds, the scan will appear as nothing more than a simple scan.  A failure or a botch means the attempt to hide the complex scan will fail. 
Boarding or docking with another ship

There will come the time when you want to enter another Captain’s ship while in space.  To do this you and your men can either hard-dock with it (use your ship to attach to the other ship, or use a shuttle or other small craft to attach to the other ship), or utilise EVA to land crew/robots on the other ship and attempt to gain entry.

To successfully dock with another ship, you will roll DEX + Pilot, difficulty 7.  Any successes indicate a successful docking.  Failure means you must try again after a 10-minute period.  A botch indicates that you struck the other ship with yours, possibly damaging exterior systems of one or both ships (such as a weapon turret, the docking bay, a patch of hull armor, etc.).

Heading over EVA carries its own unique spacewalk hazards, and will require one or more DEX + Zero-G Ops rolls.  

Landing at Spacedock

To dock with or land on an orbital or a planetary surface spacedock or starport, your Pilot must roll DEX + Pilot, difficulty 6.  One or more successes are needed.  Failure indicates a 10-minute delay then a re-attempt can be made.  A botch indicates that you damage your ship (and possibly the spacedock, too) in your attempt to dock.  The GM will determine the details depending on the severity of the botch.

Entering a planet’s atmosphere

If you find you need to head on down to a planet’s surface, whether to send landing parties to explore an unknown world, or a ship to dock at the local starport, you will need to navigate successfully thru the planet’s upper atmosphere.  This can be accomplished either using one of your ship’s suborbital vehicles (if you have any), or using your ship itself.  In any event, you must make two rolls (and only one person can make these rolls at one time):  

Plot an entry/exit:  WITS + Pilot + Ship Computer, difficulty 6, followed by 

Fly thru atmosphere:  DEX + Pilot, difficulty 6 to 9.  
These rolls apply to both atmospheric entry and exit.

Failure on the plot roll (the first roll) means the difficulty on the second roll increases by one. A botch on the plot roll means the difficulty on the second roll becomes 10.  A failure on the fly roll (the second roll) means your vehicle takes minor damage while making the re-entry or exit maneuver, and you must then make the roll again at +1 difficulty (max. 10) until you either score a success or botch the roll.  A botch on the fly roll usually means your vehicle either burns up in the atmosphere or crash lands.

Interacting with Officials, Bureaucrats, and other Ship Captains

One of the more interesting of possible actions, there will no doubt be times when you must deal with local government or military officials, for one reason or another.  The reasons for dealing with them can vary widely, as can the combination of attributes and abilities for making any required rolls.  Difficulties vary between 4 and 10.  Typical examples, however, can include the following:

Bribe someone to get what you want (2 rolls):

INT + Politics (to find appropriate official)

INT + Expression + Bribery (diff = target Will)
Force or pressure someone to see your point of view: 

MAN + Intimidation
Lie and deceive your way to success or to escape trouble:

MAN + Subterfuge
Carry on meaningful dialogue with someone:

CHA + Empathy + Communication
Accomplish something thru proper channels:

CHA + Bureaucracy
Establish credibility with officials:

MAN + Leadership (+ Fame)  (diff = target INT + Subterfuge)

Deal with military officials (adds extra dice to other roll types):

WITS + Tactics
Figure out the political system(s) in the area:

INT + Politics

Understand the legal processes in the area:

INT + Law

Chapter Seven:

Ship-to-ship combat

If you should find that you are in, or about to be in, a combat with another spaceship, the following list should help you to understand the options you may have.  (Note, for a complete list of combat sequence and battle rules for ship-to-ship combat, please see the supplement, Game System – Spacecraft and Starships.)

Roll for Initiative and maneuver your ship

First, an initiative roll is made.  Ships in space use a simplified combat system with three possible ranges:  short, medium, and long.  Anything beyond long range is not considered part of the combat.  Each round, the Captains may move their ships (in order of initiative) one range increment, or maintain distance.

Lock on your weapons

There is a weapons lock roll, where the ship’s Sensor systems aid a ship’s weapons to increase their chances of successfully hitting an enemy target.

Make your weapons attacks

A ship’s various weapon turrets are organized into “batteries” of like weapon type.  These are rolled as groups, to determine how many batteries score a hit.  After determining which hit, the damage rating of each turret in the battery that hit is totaled and this number is used as the total damage done to the enemy ship.

Smite thine enemy

Damage from your batteries is applied directly to the defenses of the enemy ships.  Usually damage is first absorbed by defense shields, flak, then hull armor, then ship hull.  Once these defensive layers have been penetrated by your mighty weapons you can then start damaging internal ship systems and cripple the enemy ship.

