Spacecraft and Starships

Components

Hull

Overall size of the ship.  This is also a measure of quantity and type of components that can be placed into a ship.  Hulls come in a wide variety of shapes.  Streamlined configurations allow for entry into atmospheres, but generally cost more.  Non-streamlined designs cost a standard amount, but cannot enter atmospheres.  Non-standard configurations (such as spheroids and hollowed out asteroids) will generally cost the least, but look the strangest.  
Engines

Engines include Maneuver Drive and Jump Drives, plus a Powerplant for each (included).  Maneuver Drives are used the majority of the time for navigation in normal space and within planetary systems.  The speeds and maneuverability vary, but is abstracted using a 1-6 scale.  Their rating is added to the initiative roll in ship-to-ship combat.  Jump Drives are used for travel in interplanetary space—moving from star to star.  Each Jump Drive rating allows for a 1 parsec (3.2 light years) jump.

Fuel / Powerplant
The type of energy required to power all the ship’s systems.  This can take the form of liquid fuel or hard fuel (such as nuclear or rare elements).  Fuel space/tanks and powerplants are included as part of the tonnage for the Engines.

Bridge

The central control area – where weapons, navigation, scanning, and tactics are all coordinated by senior officers.  Larger ships will have a back-up bridge.  A ship may have 1 Bridge.  Plus may have 1 back-up Bridge for every 25,000 tons of ship hull.  
Computer

The brain of the ship.  Most ships will keep at least one back-up in case the first is destroyed or disabled.  All electronic subsystems are part of the overall computer system.  During combat, the Computer rating is added in the attack rolls.  A ship may have 1 main Computer.  Plus may have 1 back-up Computer for every 10,000 tons of ship hull.  All back-up computers must have a lower rating than the main computer.  
Sensors

Detection systems for the ship.  These are used in Search and Scan related roles, both for information-gathering as well as for analysis of enemy ships during combat.  In combat, the Sensor rating is used to establish a weapons lock-on.

Weapons

Missile Turrets (missile types include regular, seeking, and nuclear) 

Beam Weapon Turrets
Exotic Weapon Turrets 

The ship can hold one Weapon and/or Flak Turret for every 100 tons of Hull displacement.

Defenses

Flak Turrets, ratings 1 thru 6

Hull Armor, ratings 1 thru 6

Defense Shield ratings 1 thru 6

Nuclear Dampers, ratings 1 thru 6

During combat, these are used to soak, reduce, or absorb damage.

Crew Space

Generally 1 crew member is needed for every 50 tons of ship displacement.  Each crewmember “takes up” 2.5 tons of space per crewmember, which includes recreational areas, access corridors, sleep rooms, and life support.

Cargo & Hold

Storage for supplies, equipment, spare parts, repair components, and shuttles or fighter craft.  

Combat Rules

Turns

Each turn of combat between ships lasts approximately 2 minutes.  

This roughly translates into 4 turns for individuals that are not involved in shipboard operations during the combat.  For example, a psionic interrogating a prisoner while a battle rages would continue to take his actions; he could take 4 turns of actions against the prisoner for every 1 turn of ship-to-ship combat.  (Normally 1 player turn = 10 seconds, but for purposes of space combat it is 1 player turn = 30 seconds.)  If this psionic switched to became involved with shipboard operations (say he took over for one of the Engineers), then he would have to wait until the beginning of the following combat turn.  At that point, his turns would become in-synch with the battle turns thereafter.  Acting as an individual and acting as part of the ship’s crew are mutually exclusive acts.  If a character should choose to take an individual action rather than “man his post” so to speak, then he cannot thereupon return to his post and act as a crewmember until the beginning of the next combat turn.

Weapons Lock-on (Sensors)

The ship Sensor systems aid a ship’s weapons so that their chances of successfully hitting the enemy target is increased.  One crewmember may make this roll once each turn until the roll is either made or botched.  A Willpower point can be burned (for +1 success on the roll).  This roll is always optional.  (Note that the crewmember making this roll must have at least one dot in Computer to qualify.)  

PER (one crewmember) + Ship Sensors rating vs. difficulty 6
If successful (1+ successes on roll), all attack difficulties are at standard levels.

If unsuccessful, all attack and defense difficulties are at +1 until the roll is made.

If botch, all attack and defense difficulties are at +1 for the entire combat; no additional lock-on rolls may be attempted.

Once this roll is made or botched, it cannot be made again during the combat.  

If Ship Sensors are reduced to zero, all attack difficulties are 10 with no possibility of modification until the Sensors are repaired.

Initiative 

Each ship makes an initiative roll to determine their order of movement.  Each ship’s commanding officer makes this roll.  Dice pool:
WITS + Spaceship Pilot (one crewmember) + Maneuver Drive rating (ship) + Space Tactics (one crewmember) vs. difficulty 4
A Willpower point can be burned on this roll (for +1 success).

If Maneuver Drive has been reduced to zero then subtract 5 dice from this dice pool.  Further, the ship can no longer move except zero-movement change-of-facing (using directional thrusters), so it cannot disengage the combat or change the range.

Initiative is used for movement only.  Actual combat (damage and defense) takes place simultaneously.  Ships move and maneuver in space in an attempt to gain the more advantageous position, or to close (or increase) distance with an enemy ship.

Movement
Ships move up to one hex (on combat map) per dot in Maneuver Drive rating.  They may also opt not to move at all.  The ship with the lowest initiative rating moves first.  
Distance

The following chart shows the effects of distance between ships:

Range



Combat Effect
0-1



-1 attack and defense difficulties; 2 success needed per attack
2-5



2 successes needed per attack roll to score a hit
6-15



3 successes needed per attack roll to score a hit
16-30



4 successes needed per attack roll to score a hit
31+



+1 attack and defense diff; 4 successes needed per attack
Note:  Seeking Missiles do not suffer any difficulty penalties or bonuses for range.  
Disengaging

If a ship captain wishes to flee the combat, the player must declare a disengage maneuver during the movement phase.  At that point, the fleeing ship may no longer fire weapons at enemy ships.  All other enemy ships may then take one free attack on the fleeing ship per difference in Maneuver Drive rating.  (Think in terms of “attacks of opportunity” against a fleeing opponent.)  If multiple ships disengage at the same time, non-disengaging ships may take free parting attacks against each of them.  
To determine how this is done, there is a two-step process:

First, determine the maximum number of parting attacks that can be taken by non-disengaging ships.  This would be the difference between the non-disengaging ship’s Maneuver Drive rating and the slowest disengaging ship’s Maneuver Drive rating.

Second, determine the maximum number of parting attacks that can be taken on each individual disengaging ship.  This is again the same calculation (difference in Maneuver Drive ratings).  

If the fleeing ship’s Maneuver Drive rating is the same as or higher than an enemy ship, that enemy ship does not get any free attacks against the fleeing ship.  
[Example:  There are 3 ships in combat – one is Maneuver 4, one is Maneuver 2, and one is Maneuver 1.  After taking some damage, both the Maneuver 1 and Maneuver 2 ships declare a disengage at the same time.  The Maneuver 4 ship may then take its free attacks on the disengaging ships.  It effectively is allowed a maximum of 3 free attacks (step one) – which is calculated against the shower (Maneuver 1) ship.  However, it cannot take 3 free attacks against the Maneuver 2 ship (difference there is only 2), so it would be allowed a maximum (step two) of 2 free attacks against the Maneuver 2 ship.  Presuming it took 2 free attacks against the fleeing Maneuver 2 ship, it would then only have 1 (step one) free attack to use against the fleeing Maneuver 1 ship.  By contrast, if the non-disengaging ship used all 3 free attacks against the fleeing Maneuver 1 ship, it would not have any attacks remaining to use against the fleeing Maneuver 2 ship.  Since ships can split their weapons to fire at more than one enemy ship, the Maneuver 4 ship could, in essence, split its fire on both ships as they disengaged.  It would be subject to the same restrictions, however – no more than 3 attacks against the Maneuver 1 ship, and no more than 2 attacks against the Maneuver 2 ship.]  
Special Maneuvers
Each ship may attempt one special maneuver per combat turn.  Each ship captain secretly writes down what type of maneuver the ship will be making:  Offensive, Defensive, or None.  Then all ships in the combat compare those maneuvers.  Certain mixes of maneuvers will have specific positive or negative effects on combat for that round.

Offensive Maneuver = -1 success needed per attack roll to score a weapon hit

Defensive Maneuver = enemy at +1 success needed per attack roll to score wpn hit

None = no net change to successes needed

Note that these maneuvers do not affect any other rolls (including Flak turrets). 

Weapons Attack

Weapon turrets are organized into batteries of one or more each.  Each battery consists of one specific type of weapon.  Each battery of specific type of shipboard weapons makes a separate attack roll.  All attack rolls take place simultaneously.
Each turret or battery of weapons is allowed one attack roll per turn:

WITS + Spacecraft Weapons skill (one crewmember) + Ship Computer rating

The standard difficulty for this roll is 6, with some modifications based on lock-on and maneuvers.  The person manning the specific type of weapon uses his WITS rating for the roll.  The number of successes needed is dependent mostly upon range.
If the Ship’s Computer is reduced to zero, then all weapons on board the ship (except for Flak, see below) cannot make attack rolls.  If no crewmember has the necessary Spacecraft Weapon skill (beam or missile) for a particular battery, then that battery cannot make attack rolls.  (Note that Ship Computer is a specialty knowledge trait; standard Computer knowledge will not apply to spaceship combat.)    
Each weapon turret or battery can fire once per combat round.  Ships can fire each turret individually, or in groups (batteries).  Firing in groups provides for larger damage potential, but fewer attack rolls.  (For example, a ship with 20 missile turrets could fire them in 4 batteries of 5 turrets each, for a total of 4 attack rolls, instead of 20 separate attack rolls for each turret.)  

Any turret or battery attack roll that is successful then may apply its damage to the target.  Note that certain defensive systems (ECM or Nuclear Dampers) may negate successes on the attack rolls (possibly eliminating all successes rolled for a particular battery).  
Botching an attack roll means the attack roll for that turret or battery automatically fails for that turn plus the following turn.  
Beam Weapons

These are standard/typical all-range energy weapons on most spacecraft.  They do not have any need for recharging or reloading.    

Missile Weapons

These are standard/typical projectile weapons on most spacecraft.    
Reloading:  After 5 missile attacks by a turret or battery, one turn must be spent reloading before further attacks by that turret or battery can be made.  During the reload turn the turret or battery may not fire.  

Missile turrets may be loaded with standard, seeking, and nuclear missiles.  

· Regular/Standard missiles do standard damage and use the standard charts

· Seeking missiles attack difficulties are not modified based on range

· Nuclear missiles do increased (x2) damage; Nuclear Dampers reduce damage
Flak turrets 
These are defensive weapons, laying down a constant barrage of small (bullet-size) flak to disrupt incoming weapon fire.  Flak rolls are essentially Soak rolls made against incoming weapons damage.  The defending ship makes the rolls and then may apply successes against whichever damage source it wishes (see below).  
Flak turrets may be organized into batteries (2+ turrets), using the same roll conventions as weapons (i.e. fewer rolls but higher results for each roll made).  

Each successful Flak turret or battery roll will reduce incoming damage by the amount of the Flak turret rating, or total rating of the battery.  (For example, a battery of 4 Flak-5 turrets that successfully makes the roll would negate 20 damage points from incoming attacks.)  These damage point reductions may be applied by the defending player against whichever attacks (beam or missile) it chooses.  

Flak defense roll:

WITS + Spacecraft Weapons (flak) (one crewmember) + Ship Computer rating

The standard difficulty for this roll is 6.  Only 1 success is needed on the roll, as flak is fired in close proximity to the defending ship, versus having to travel long distances to reach the enemy ship (as with beam and missile weapons).  
If the Ship’s Computer is reduced to zero, flak batteries may still make defense rolls, but the difficulty is increased by 2.  If no crewmember has the necessary Spacecraft Weapon skill (flak) for this roll, then flak batteries cannot make defense rolls.  

Each battery of flak can fire once per combat round.
Weapons Damage

Each weapon turret in a battery will have its own rating (1 to 6).  This number is used to compute the total damage. 

· Missile Turrets with standard missiles do their rating in damage

· Missile Turrets with seeking missiles do their rating in damage

· Missile Turrets with nuclear missiles do their rating x2 damage 

· Beam turrets do their rating in damage

For successful attack hits, total the rating amounts of all turrets in the battery that hit, and apply this damage to the various defenses of the target ship.  For any nuclear missile hits, total that damage separately (c.f. Nuclear Dampers).

Note that missile batteries have limited ammunition (see Ship Construction rules).

Special Targeting

A ship may opt to allocate some of its attack weapons in an aimed fire solution, attempting to hit more vital enemy ship components, bypassing hull and armor.  In order to do this, the attacking ship must first decide which weapons will be engaging in aimed shot(s).  One, some, or all weapons can attempt this.  Any weapon turrets or batteries engaging in targeting must spend an entire turn aiming – thus for one turn those weapons allocated to the targeted shot cannot fire.  On the following turn, they can take their attack roll, using same requisites for number of successes needed based on range and special maneuvers.  
To score hits, the difficulty of the aimed attack rolls is 10.  (Rolling 10s do not count as 2 successes).  This cannot be adjusted down by any means, including close range.  

If a hit is scored, the attacker’s weapon damage will affect any defending ship components except armor and hull.  The defending ship can select which boxes to mark off, but they cannot be armor and hull boxes.

If the attack roll is failed, no damage is taken.

If the attack roll is botched, the weapons used for the targeted shot cannot be used on the following turn (but will become active on the turn after that).  

Note that special targeting can never bypass defense shields – shields will always absorb damage first.  Until shield boxes on a defending ship are reduced to zero, targeted aimed shots are useless.  
Ship Defenses

Flak Batteries

This is how a ship soaks incoming damage.  Captains will usually want to maintain their Flak Batteries (if any) for as long as possible, as these reduce attack damage.

Nuclear Dampers

These are a defense against incoming nuclear missiles.  If a ship is hit with nuclear missiles on a turn, one crewmember on the defending ship makes this roll: 
Ship’s Nuclear Damper rating + Ship’s Computer rating vs. difficulty 8
If any successes are scored on this roll, the nuclear missiles only do their rating in damage (as normal missiles), rather than x2.  This is due to the most damaging effects of the nukes being offset by this defense system.  Willpower cannot be used.
If the roll is failed, the nukes do their normal x2 damage.  
If the roll is botched, the Dampers malfunction and cannot be used for the remainder of the combat.

Hull Armor and Defense Shields

These are the typical “first line” of internal defense for a spaceship.  Captains will usually eliminate the damage boxes under Armor and Shields prior to applying hits to the hull, or to the essential internal systems.  

Applying Damage

To abstract the damage process and keep the system simple, the various ship systems have “damage boxes” assigned to them (based on the chart below).  These boxes represent the number of “hit points” each system has.  Whenever a system takes damage, the boxes are marked off on the ship’s data sheet (q.v.).  Once any system reaches zero boxes, it is considered destroyed and must be replaced (not repaired).

When a ship takes damage, reduce the damage boxes available on the target ship by the total amount of damage scored by the opponent’s total net weapon damage.  The Captain of the ship taking the damage gets to choose which boxes are checked off on his ship data sheet.

Damage Boxes

Armor (boxes = Hull Armor rating x (Hull size/20))

Shields (boxes = Defense Shields rating x2 x (Hull size/20))

Hull (boxes = 1 per 10 tons of ship size)

Maneuver Drive (boxes = Maneuver Drive rating x (Hull size/100))

Jump Drive (boxes = Jump Drive rating x (Hull size/100))

Weapons Batteries (boxes = 2 per turret)

Nuclear Dampers (boxes = 5 per rating #)

Sensors (boxes = Sensors rating)

Computer (boxes = Computer rating)

Bridge (boxes = 2)

Crew (boxes = 1 per 10 crewmembers)

Cargo Hold (boxes = 1 per 10 tons)

Loss of systems ratings due to damage
Reducing boxes of a component does not reduce the level or effectiveness of the component (until it reaches 0 boxes), with the following notations:
Loss of both weapon boxes = loss of that weapon turret

Loss of 1 computer box = reduction of computer rating by -1

Loss of 1 sensor box = reduction of sensor rating by -1
Loss of 1 crew box = loss of 10 crewmembers (incapacitation or death)
Loss of both bridge boxes = ship cannot attack/defend/move (must use back-up bridge)
Example of a small Destroyer Class ship

Ship system and rating

Damage boxes

Repair boxes

Tons
Tech Level (TL) 12





Hull Displacement 1000 tons

100

5


0 + 50

Maneuver Drive rating 4 


40

8


150+12

Jump Drive rating 3



30

6


250+15

Computer rating 5



5

1


50+1

Backup Computer rating 3


3

0


50

Sensor rating 5



5

1


20

Missile Turrets = 5



10 (5x2)
1


50+1

(Rating = 4 each / Battery Damage = 20)

Beam Wpn Turrets = 5


10 (5x2)
1


25

(Rating = 4 each / Battery Damage = 20)

Hull Armor rating 4



200

40


100+40

Defense Shields rating 1


100

20


30+6

Main Bridge




2

0


20

Crew of 20




2

0


100

Cargo Hold




6

1


24+1

Cost to construct this ship:

CR 5,860,000  (not including repair boxes)
Sample round of combat:

Attacking ship succeeds in lock-on, and also wins the initiative roll.  The defending ship moves first, then the attacking ship moves in response, closing to a range of 15.  At range 15, number of successes on each attack roll needed to hit the defender is 3.  Attacking and defending ship each write down their Special Maneuver for the turn:  defending ship chooses no special maneuver; attacking ship chooses offensive maneuver, giving it a net -1 success needed per attack roll.  The attacking ship will only need 2 successes on each attack roll to succeed in hitting defending this.  Attacking ship has 10 beam weapon turrets, organized into two batteries of 5.  Each turret in the two batteries has a rating of 4.  The attacker makes two regular attack rolls (one per battery), and both succeed (2+ successes needed on each roll).  Total weapon damage would be 40 (i.e. 2 batteries of five rating-4 beam weapons each = 2x5x4 = 40).  The defending ship has 2 flak turrets of rating-3.  The defender rolls for each turret individually, and both succeed (only 1 success needed for each).  The incoming damage is reduced by 6 damage points (i.e. 2 flak turrets of rating-3 each = 2x6 = 6).  The defending ship takes a net 34 damage, and so it would eliminate 34 boxes on its ship data sheet.  At the end of the turn repair rolls can be made, to restore some of the lost boxes.  
Repair of Ship and Ship Systems

Repairs to a ship damaged in combat or thru other means may be conducted by key individuals with specific skills and knowledges.  There are three types of Repairs:

· Drydock or Spacedock repairs and refits –

These are the most time-consuming and extensive of all types of repair.  They usually involve many individuals working on various systems over a span of days, weeks, or months.  Engineers may utilise the resources provided by the spacedock to assist in their repairs.  This type of repair allows for full and complete restoration of any and all damaged systems over the necessary time period, at a standard to premium cost (depending on TL of repair facility).
· Standard mission repairs –

These are typical repairs to damaged ship systems while the ship is not engaged in combat.  Usually an Engineer and assistants will focus on one specific system and make desired repairs over a period of hours or days.  Typical rolls require multiple successes / extended rolls.  There is generally no cost for such repairs, however they will consume time and repair boxes (q.v.).
· Battle Repairs –

These are conducted during or immediately following an actual ship-to-ship battle.  Typically these repairs will take minutes to complete, and are usually stop-gap, jerry-rig, or temporary component replacement repairs.  There are two ways to make ship repairs during combat, explained more fully below.  Note that both types of repairs can be attempted/made each turn during combat.
Engineering Repairs (crew):

These repairs may only be made by crew (living or robotic) that have the requisite Engineering knowledge specialty (categories listed below), and represent quick, stop-gap, jerry-rig on-the-fly repairs during combat.  Without the specialty, repairs of this type cannot be made.  
Computer – used for repair of Computer, Nuclear Dampers, and Sensor system boxes

Electrical – used for repair of Weapon Turrets and Shield system boxes

Mechanical – used for repair of Armor, Hull, and Cargo system boxes  *

Ship Drives – used for repair ship Engine boxes (Maneuver and Jump)

Process:

Each combat turn the ship’s Engineer or Engineering Robot with the highest rating in the required Engineering specialty may make a Repair Roll:  
WITS + Engineering (specific specialty) vs. a base difficulty of 6.  
The number of successes on this roll represents the number of ship system boxes that are emergency-repaired by the beginning of the following combat turn (before any rolls are made).  Only one Repair roll can be made per ship system, and only by one individual specifically assigned to that system (i.e. an Engineer skilled on both Computer and Ship Drives could not make repairs to the Sensors and the Maneuver Drive in the same turn – he would have to choose between them).  If there are multiple Engineers each with varying skills, several repair rolls can be made to different damaged components.  If there is no person or robot available to make a repair to a particular system that turn, no repairs can be attempted.
Standard Component Repairs (repair boxes):

In addition to the number of successes made by the repair rolls above, components may also be repaired by using available Repair boxes.  Most ships come equipped with spare parts, replacement components, and so forth.  These are abstracted on the ship’s data sheet as “repair boxes” and most major systems will have some.  These repair boxes may be used only once; once used they are considered expended.  They are replaced only thru direct resupply at spacedock or similar means.  Most ships do not initially come with repair boxes for the various ship systems – these must be purchased separately.

* Note that repair boxes for Armor, Hull, and Cargo systems may not be used during combat for battle repairs – repairs to these systems are labor-intensive and require EVA operations to reach damaged sections of the ship and outer hull breaches.  Repair boxes for these systems may be expended outside of combat when hours or days are available (as standard mission repairs).

If a Ship System is reduced to zero it cannot be repaired during battle; repairs must wait until later.

Process:

Eliminate damaged boxes of a ship component by checking off the repair boxes associated with that component, on a 1:1 basis.  No roll is needed.  

Any number of repair boxes may be used to repair a component during a turn, subject to the maximum number of available repair boxes.  Once all repair boxes for a ship component are used up in this manner, they cannot be replaced until repurchased later at a spacedock or ship base.    

For details regarding how many repair boxes can be placed within a ship, and their size and cost, please refer to the Ship Construction Charts.

Treatment of Injured Crewmembers

The First Aid or Medicine rating of the Ship’s medical personnel can be rolled to determine how many injured crewmen (crew boxes) can be “restored” during combat.  There are no repair boxes associated with this.  Only one physician (person or robot) may make this roll during a specific combat, and can make this roll one time only.  The roll can be made at any time during the combat:

WITS + Medicine rating + First Aid or other specialty rating
The standard difficulty for this roll is 6.  Each success restores 1 crew box (10 crewmembers).  

