BOOK THREE:
STARSHIP DATA AND COMBAT CHARTS

INTRODUCTION

This book includes the technical data and the tables and
charts neaded to play STARSHIP TACTICS and COMMAND
& CONTROL Information is provided on the use of each
table and chart, and a sequence of play is provided for each
game,

Data for each major starship in the STAR TREK univérss
is presentad in these tables. Included is information on their
enginearing systemsg, thelr movement, their weaponry, their
defense systems, their superstructurs, and thair craw. Each
table is organized in the same way, so that it will be an aasy
task to find any desired piece of information after learning
how to resd the tables. Each of the tables' major sections ks
explained below. Ship Data Tables are given elsewhere in
thiz booklet for the starships of the United Federation Of
Planats, the Klingon Empire, the Romulan Star Empire, the
Gorn Alliance, and the Orion Colonies,

VARIABLE DATA FOR BASIC AND
ADVANCED STARSHIP TACTICS

Some of the data given In the Ship Data Tables have
walues that change depending on the gamea being played.
The variable value usad only in BASIC STARSHIP TACTICS
or ADVANCED STARSHIP TACTICS is given in italic print and
is preceded by the designation TAC: The value wused for
EXPERT STARSHIF TACTICS or COMMAND & CONTROL is
given first in all cases. Data that does not very from game
to game has no designation. Data for BASIC and ADVANCED
STARSHIP TACTICS is onethird as large as the data for EX-
PERT STARSHIP TACTICS, making the numbers easier to use.

ENGINES AND POWER DATA

This section of the table gives the data necessary o
determine the power avaeilable, to calculate mowvemeant
points, and to determine possible warp speeds.

Total Power Uinits Awvailable

This tells the maximum amount of powar that each ship
has available in it undamaged stata. it provides the value
for the Total Power Units Available Track at the beginning
of the gama. It also is the number of damage points the
vassel may sustain on its engine before it can no longer
mowve, erect shields, or fire,

Movement Point Ratio

This gives the relationship between power points and
mavemant points, it iz expressed as power points/movamant
points. When calculating the power and movement points
for BASIC and ADVANCED STARSHIP TACTICS, round anmy
fractional movement points down and any fractional power
points up. Thus, for a Movement Points Ratio of 4/3, 1 powar
point gives .75 movement points, which rounds down to O
{zerc) movement points. To get 1 movement paint would
taka 1.333 powar points, which rounds upto 2 power points.

Engina Data

Engine Type relates this book to the tablas given in the
Ship Construction Manual. Number talls haw many of each
enging types the vessal has. Power Uinifs Available gives the
power each engine produces every turn it is undamaged;
this elso is the number of damage points that engine can
sustain before it becomes inoperative, Maximum Safe Warp
Speed tells how fast the vessel may travel during normal
operations; this may be exceeded briefly during emergen-
cigs, during which the ship may travel at the Emevgency
Warp Speed. Stress Charts tells the appropriate tables to
consult if more than one heading change is mads in a single
moviement phase,
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WEAPONS AND FIRING DATA

This section of the table gives the information required
to allocate power to arm beam and missile weapons, to aim
them, and to detarmine weapon hits and damage.

Firing Arcs

Each weapon, whathar it is @ beam weapon or a missile
weapon, has a field of fire determined by its placermeant on
the ship. Four fields of fire are designated, but the placerment
of some weapons allows them to bear on more than one
fiald. Tha four fields are fiwd (forward, in front), port (left
side), sthd (starboard, right side)], and aff (to tha rear); com-
bingtions are designated by a slash i), such as fwd'port,
which means the weapon would cover the front and the left
side of the vessal,

Firing Chart
This talls the firing chart that must be used when dater-
mining a weapon hit.

Beam Weapon Data

Weapan Type refers to the various weapons listed in the
Ship Construction Manual, relating this book to that one.
Numbaer tells how many beams the ship has of that type.
FPower Range lists the number of pawer points that may be
used to arm the weapan; in most cases, the damege done
by the weapon is equal to this number. Damage Modifiers
are the bonuses some weapons give to hits at close range.
The damage bonus is listed first, and the applicable range
is given in parentheses; thus the listing - 3(110)means that
a successiul hit on & target up to 10 hexes away gives 3 exira
damage points.

Missile Weapon Data

Weapon Type refers to the Ship Construction Manual
Number tells how many weapons the vessel has of this type,
Fower To Arm tells the number of power points that misst
be allocated to the weapon in order to arm it. Damage tells
the number of damage points given by the weapon.

SHIELDS AND DAMAGE DATA

This section of the table tells the physizal strength of the
ship, its defensive capability, and the size of its crew. It pro-
vides the information needed to allocste power to shialds
and to determine the effects of successful hits that damagait.

Superstructure Points

Thisz tells the number of damage points tha vessal may
sustain on its superstructure before it may no longar oparate.
It provides the number for the Superstructure Damage Track
at the beginning of the game.

Damage Location Chart

This tells the approprigte damage chart that must be
consuited in EXPERT STARSHIP TACTICS and COMMAND
& CONTROL to detarmine the effects of successful hits on
the vessel. The Simple Damage Teble is used in BASIC and
ADVANCED STARSHIF TACTICS,

Shield Data

Shigld Type refers 1o the shield descriptions given in the
Ship Construction Manual, Shieid Point Ratio is the number
of shield points that each allocated power point creates, It
is recorded #s power points/shigld points. When calculating
shiald points in BASIC and ADVANCED STARSHIP TACTICS,
fractional power points ara rounded up, and fractional shield

paints are rounded down; thus, for the Shield Point Ratio of
273, 1 power point makes 1 shield point (1.5 rounded downl,
and it takes 2 powar points {1.333 rounded up) o create 2
shigld points, the same amount as needed to create 3 shield
paints. Maximum Shield Points tells the grestest shield
strength that each shield may carry.

Crew

This tells the number of crewmen in a fully staffed ship.
This number can decressa in EXPEAT STARSHIF TACTICS
and COMMAND & CONTROL, decreasing the effectivenass
of the vessal.

USING THE FIRING CHARTS

These tables give the chance o hit 2 target at various
ranges. The table used depends on the weapon being fired,
and the number needed Lo hit depends on the ranga mea-
sured in hexes on the Starfisld Mapsheet,

FIRING CHART NUMBER

This is the number listed in the Weapons And Firing Data
gection of the Ship Data Tables. Not all Firing Charts are used
far the ships listed in the Ship Data Tables, but the entire
table is given hera for completeness.

Ta determing if a weapon hits, first the appropriate Firing
Chart must be located along the top row of the table.

RANGE
This is the nurmber of hexes between the firing ship and
its target, counted along the shortest path; the firing ship’s
hex is not includad in the range, but the target ship's hex is.
Aftar the appropriate Firing Chart is located, the numbar
corresponding 1o the rangs is lacated in the column at the
left side of the takle.

TO-HIT NUMBERS

This is the range of values that the die roll must fall
within for a hit to be scored. This number may be increasad
in COMMAND & CONTROL if the Helmsman passes his skill
roll. If no numbser is listed, the target is out of ra nge.

Tao find the appropriate To-Hit Number, cross-index the
Range on the left of the table with tha Firing Chart across
the top. The values are the To-Hit Numbers. For example, if
the waapon's Firing Chart is 8 and the Range to the target
is & hexes, cross-indexing gives To-Hil Numbers of 1-6; this
means that the shooting player must roll & or less on one
die to successfully hit his targsat.

USING THE DAMAGE

LOCATION CHARTS

In BASIC and ADVANCED STARSHIF TACTICS, shots that
penetrate the shialds damage the ship in the areas given in
the Simple Damage Location Table. In EXPERT STARSHIF
TACTICS and in COMMAND & CONTROL, damage location
iz detarmined by using the Detailed Demage Location Charts.

USING THE SIMPLE DAMAGE LOCATION TABLE

To find the damage location with the Simple Damaga
Location Table, roll one die. The die roll is located in the
lgft-hand column and the part of the ship that is damaged
ig read in the right-hand eolumn.
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USING THE DETAILED DAMAGE LOCATION CHARTS

Choosing The Damage Chart

Detailed Damage Location Charts are wsed in EXPERT
STARSHIP TACTICS and COMMAND & CONTROL. There ara
threa series of tables, sach depending on the position of the
warp engines on the target vessel, most vital in determining
the spacific damage done. Damage Chart A is used for vessels
that have their warp engines lecated forward. Damage Chart
B is used for vessaels that have their warp engines located
amidships, and Damage Chart C is used for vessels that have
their warp engines located aft.

To detarmine the appropriate chart, consult the Shiglds
And Damage Data section of the Ship Data Table, where the
appropriate Damage Chart is listed, The drawings of the ves-
sal also may be consulted, as may theship miniatura. Usually
the choice will be easy, butifthersis serious doubt for vessels
not included in the Ship Data Tables, determina the chart
with a random die raoll.

Choosing The Location Table

Because the location of the attack is important, each
Damage Chart is broken into six tables, depending on the
shield under attack. The tables are named for the six shield
sides of tha target vessel; thesa are ‘port forward,’ forward,’
‘starboard forward,” ‘starboard aft,’ ‘aft,’ and ‘port aft’

To find the appropriate table, determine which shield
was panetrated. That will be tha table to use.

Deatermining Hit Location

To determine hit location with the detsiled Damage
Charts, the shoating plaver rolls one die. His roll is found in
the left-hand column, and the hit location is found in the
right-hand column. The numbers in parentheses are the per-
centages of crew casualties for each damage point on that
hit focation.

For example, if Damage Chart A is to be used, and the
ship was being attacked on its forward shield, a die roll of 5
wolld indicate a hit on the superstructure, The number in
parentheses is 2, and so the crew would suffer 2% damage
for each damage point that got through the shield on that
particular hit.

Perceplive captains will notice that the damage to an-
gines is the most critical from the hex sides closest to the
angine. Captaing who adjust their tactics to teke advantege
of this will have a better chance of victory,

USING THE ROMULAN PLASMA WEAPOMN DAMAGE TAELE

HEADING CHANGE STRESS CHARTS

Romulan Plasma Weapons have some of the characteris-
tics of a bearm weapon and some of the characteristics of a
missile weapon. They are armed like a missile weapon, with
a sat charge, but they give damage like a beam weapon, the
amount depending on the range.

To find the damage done by @ Romulan Plasma Weapon,
first find the appropriate column and range as with normal
weapons. The number cross-indexed is the amount of dam-
age given; no To- Hit rollis needed. For example, ifa Romulan
fires a plasma weapon using Firing Chart BL-3, and the target
ghip is 9 hexes away, the damage done is 10 points.

Each movement phase, a starship may change ils head-
ing ane hax-side without placing stress on 18 superstructure
af warp engines. In some cases, however, an emergency
heading change of two hex-sides might be required; than
the Heading Change Stress Charts must be consulted.

There will be autamatic damage to the engines of the
ship, as detailed in the rules for the game being played, For
BASIC and ADVANCED STARSHIP TACTICS, this damage is
1 paint recorded on the Total Power Units Available Track.
In EXPERT STARSHIP TACTICS and COMMAND & CONTAROL,
this is 1 power point on each warp angina. In COMMAND &
CONTROL, this damage may be reduced by 1 damage point
if the Helmsman makes a successful Skill Roll ageinst his
rating in STARSHIP HELM OPERATION.

CHOOSING THE STRESS CHART

The Engina And Damage Data section of the Ship Data
Tahle lists the appropriate Stress Charts far each vessal. The
data is presented as two lettars separated by a slash (/). The
letter to the left of the slash is the chart that should be used
to determina if there is stress on the warp engines, and the
letter to the right of the slash is the chart that should be used
to determine if there is stress on the superstructure.

To find aut il there is extra stress damage to the
suparstructura or the warp engines because of a two-hex-
side haading change, first find the appropriste latters along
the top of the table,

SELECTING THE WARFP SPEED

The amount of extra stress damage that a vessel will
take because of an emergency heading change depends on
its overall warp apeed. In general, the faster the turn, the
maore the damage.

After the appropriate Stress Chart has been located, find
thevassel's Warp Spaedin the column at the left of the table.

FINDING STRESS DAMAGE

To find if extra stress damage occurred, cross-index the
Warp Speed and the sppropriate Stress Charts, one chart for
the superstructure and another for tha warp engines.

In ADVANCED STARSHIP TACTICS, if a number [any
mumber} is found in the approprigte location an the Stress
Chart, then the turn hes resufted in stress. If the stress is on
the superstructure, one point of damage is given to the
superstructure. If the stress is on tha warp engines, the Total
Power Linits Available is decreased by 1. For example, a ship
with Stress Charts O/M makes an emargency heading change
at warp 3. Consulting Strass Chart O and cross-indexing for
warp 3, the table shows a 1, and so there is stress damage
to the warp engines. Consulting Stress Chart M at warp 3,
the table shows a blank, and so thare is no stress an the
superstructure.

In EXPERT STARSHIP TACTICS and in COMMAND &
CONTROL, the process is the sama, except that the number
indicated in the Stress Chart is the number of damage points
given by the heading change. H the damage is (o the warp
engines, EACH angine takas the indicated stress damage. In
COMMAND & CONTROL, If the Helmsman makes a success-
ful Skill Roll against his rating in STARSHIP HELAM OPERA-
TION, he may take the stress damage as though he were
gaing one warp spead slower,

M
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/ CONSTITUTION CLASS HEAVY CRUISER United Faderation OF Planets

Engines And Power Data:

Total Power Units Available — 44 TAC: 15

Movemant Point Ratio — 41 TAC: 43

Warp Engine Typr — P&F
Number — 2
Power Units Available — 20 sach
Strass Charts — Gil
Maximurm Sale Cruising Speed — Warp &
Emergency Spead — Warp 8

impuise Emgina Typa — FID
Power Linits Available — 4

Weapons And Firing Data:

Bagm Weapon Typa — FH-3 Phaser
MNumbar — &, mounted in 3 banks of 2
Firing Arcs — 2 fwwd/port, 2 fewd, 2 fend/stbd
Firing Chart — W%

Power Range — 0-5 TALC: 0-2
Damage Madiliers —
+31-10) +2(11-17) +W1E-20|
TaC: +21—1a) + {117

Missile Weapon Type — FP-1 Photon Torpedo
MNumbear — 2
Firing Arcs — fard
Firing Chart — L
Power To &em — 1
Damage — 10 TAC: 5

Shields And Damage Data:

Suparstructiee Points — 20 TAC: 7

Damage Chart —C

Shiald Type — FSN
Shield Point Ratio — 172
Maximum Shield Powar — 16 TAC; §

Crew — 430

ENTERFRISE CLASS HEAVY CRUISER Uinited Federation Of Planets \

Engines And Fowar Data:
Tatal Power Linits Availahia B0 TAC: 20
Movement Point Bt — 41 TAC: 473
Warp Enging Typa — FWG
Mumbar — 2
Powar Linits Availabls — 26 each
Stress Charts — IVF
Maximum Safe Cruising Speed — 'Warp &
Emargency Speed — 'Warp 10
Impulse Engine Tyoe — FIE
Pawer Linits Available — 8
Weapons And Firlng Data:
Beam Weapon Type — FH-11 Phaser
Mumber — &, mounted in 3 banks of 2
Firing Arcs == 3 fwd/port, 2 fwed, 2 fwd’sthd
Firing Chart — ¥
Power Range — 0-10 TAC: 0-F
Darmage Modifiars —
+ 301100 +2[19-17) +1(15-24}
TAC: +2(1-10) + 111=-17)
Mizzila Waspon Type — FP-4 Phalan Torpedo
Number — 2
Firing Arpp — fod
Firing Chart — 5
Power To Arm — 1
Domage — 20 TAC: 7
Shinlds And Damage Data:
Superstruciurs Palnts — 28 TAC: 0
Damage Chart — C Shisid Typa — FEP
Shield Point Ratio — 1/4
Maximum Shield Power — 16 TAC: &
Crow — 12
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/ RELIANT CLASS RESEARCH CRUISER United Federation OF Planets

Engines And Power Data:

Total Power Uinits Aviilabie — 48 TAC: 18

Mowemant Point Aatip — 41 TAC: 43

Warp Engine Type — FWF
Number — 2
Power Units Available — 20 asch
Stress Charts — G/L
Maxirmum Safe Crulsing Speed — Warp &
Empergency Spead — Warp 8

Impulse Engima Typa — FIE
Power Units Awailable — 8

Waapons And Firing Data:

Beam Waapen Type — FH-10 Phaser
Mumber = 4, mounted in 2 banks of 2
Firing Ares — 2 fwdipan, 2 fediatbd
Firing Chart — W
FPower Range — 07 TAC: 0-2
Damage Modifiprs

+31=10) +2011=17) + WIB-20)
TAC: +XN1=10) + 11117}

Mizzile Waspon Typpe — FP4 Phaton Tarpada
Mumbar 2
Firing Arcs — 1 fwd, 1 alt
Firing Charnt — 5
Power Tio Arm — 1
Damages — 20 TAC: 7

Shields And Damege Dats:

Suparstructure Points — 22 TAC: 7

Damages Chavt —

Shiald Typa = F5L
Shindd Point Aatio — 173
Maximaum Shield Power — 14 TAD; &

Crew — 336

LOKNAR CLASS FRIGATE

Engines And Power Data;
Taoral Powar Linits Availabde — 29 TAC: 10
Movament Point Ratio— 37 TAC: BT
Wavrp Engine Type — PWE
Number — 2
Prowwer Units foeailable — 13 sach
Strass Charls — QUK
Maximurn Safe Cruising Spead — Warp 7
Emergency Speed — Warp 8
Irmpuiles Enging Type — AC
Power Units Available — 3
Waapans And Firing Data:
Beam Wempon Type — FH-BE Phasar
Number = &, mounted in 4 banks of 2
Firing Arcs — 2 twdipart, 2 hwdisthd, 4 afi
Firing Chart — R
Power Range — 04 TAL: 617
Damage Modiflers —
1 —— (1) 4 15-16)
TAC: +1/1=-@)
Mizzile Weapon Tepo FP-2 Fhoton Torpeds
Mumbar — 4
Firing Args — 3 fand, 1 aft
Firing Chart — D
Powear Ta Arm — 1
Damage — B TAC: 2
Shiebds And Damage Data:
Superstrictura Points — 14 TAZ: §
Damage Chart — C
Shisld Type — FEK
Shield Point Ratio — 1.2
Maximurn Shisld Powar — 14 TAC 5
Crew — 78
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/ LARSON CLASS DESTROYER United Federation Of Planets

Engines And Power Data:
Todal Fower, Linits Availables — 33 TAZ: 7
Mowement Polnr Ranip — 21 TAC: 23
Warg Engtne Type — PWC
Humber — 1
Powar Linits Availabla 0
Stress Charts — MK
Madmum Safe Cruising Speed — Warp 7
Emargency Spead — Warp 9
Impulge Engline Type — FIB
Fower Units Avallable — 2
Weaapons And Firlng Dwta:
Beam Weapon Type — FH-4 Phasers
Kumber — 6, mounted in 3 banks of 2
Firing Arcs = 2 frdiport, 2 fwd, 2 fwd/stbad
Firing €hart — [
Power Ranga — 0-3 TAC: 0=1

Damage Modiflars —
+ 2181 + 11314
TAC:! + 118}
Migsile Weapon Type — FP-2 Photon Torpada
Number 2
Firing Arcs — had
Firing Charm — H
Pawer Ta Asm — 1
Damage — 8 TAZ: 2
Shields And Damage Data:
Superstructura Poimts — 10 TAC: 3
Damage Chart = C
Shigld Type — FSC
Shiald Paint Ratis — 11
Maxirmurm Shield Power — 8 TAC: 3
Crew — 188

' CHANDLEY CLASS FRIGATE United Federation Of Planets \

Engines And Powsr Data:
Total Poswar Units Availatds — 48 TAC: 18
Movarneit Point Ratio — 31 TAC: 177
Wiarp Engine Type — FWC
Mumbar — 2
Prosier Unils Availalle — 16 aach
Strass Charls — VM
Maximurm Sate Crulsing Speed — Warp 7
Emergency Spead — Warp 3
Impuiga Engima Type — FIF
Powar Units Availabls — 16
Waspona And Firing Daita:
Beam Waeapon Type — FH-11 Pheser
Number — &, in 3 banks of 2
Firing Arcs — 2 bwd'port, 2 twd, # fwdisthd
Firing Chart — ¥
Pawar Range = =10 TAC: (=3
Damage Modifiers
+31-10p =171 +1{18-24)
TAC: +21-10) + W11-17]
Missile Weapon Type — FP-8 Photon Torpado
Mumber — 4
Firing Arcs — 2 twed, 2 aft
Firing Chart — O
Power To Arm — 1
Damage — 12 TAC: 4
Shialds And Damage Data:
Suparstrioture Points — 2B TAC: &
Damage Chart —C
Shisld Typa — FEO
Shield Polm Ratle — 13
Mamimum Shiald Powar — 16 TAC: &
Crow — 363
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/ D-7A CLASS LIGHT CRUISER Kiingon Empire

Engines And Powar Dwtn:
Total Power Units Availatde — 40 TACT 13
Movement Point Retio — 471 TAC: 43
Warp Enging Tyne — KWD
Mumber — 2
Powar Unils Availabla — 18 aach
Stress Charts — LN
Maximum Safe Cruising Speed — Warp &
Emargency Spead — Warp B
impwlse Engire Type — KIC
Powar Linits Available — 4
Wanapons And Firing Data:
Beam Weapon Type — KD-6 Disruptorn
Mumber — 4
Firing Arcs — 2 handdport, 2 had'stbd
Firing Chart — T
Power Range — 06 TAC: -2
[amaga Modifiars
+2(1=18) TAC: + 1{mll rangas]
Shislds And Damage Duta:
Superatructure Points — 20 TAC: 7
Damaga Chart — C
Shigld Tyvpe — KEC
Shisld Paint Retie — 171
Maximurm Shield Powar — B TAC: §
Crew — 352

0-7M CLASS LIGHT CRUISER Klingon Empire ‘\

Enginas And Fowar Dats:
Total Power Units Avaifabfe — 44 TAC: 16
Movament Polnr Ratio — 37 TAC: 141
Warp Engine Type — KWE
Number — 2
Powear Uinits Availabls — 20 sach
Gtress Charts — /M
Maximum Sale Cruising Speed — Warp 8
Emergency Spead — Warp 9
fmpulss Engime Type — KIC
Power Linile Availlable — 4
Weapons And Firing Data:
Basm Waspon Typs — KD-8 Disnusptor
Mumbar — 4
Firing Arcs — I fiyd'port, Ehwd/stbd
Firing Chart — U
d y Power Rampe — 0—7 TAC: ~2
E Damage Modifiers —
+31-7) +2[8-15) +1(16-20]
TAC: +21-7] + 1(6-15]
Fs . Mizzile Waapon Type — KP-3 Torpedo
1 Mumbar — 2
Firing Arca 1 fwd, 1 afi
Firing Chart — R
Power To Afm — 2
Damaga — 16 TAL: 5
Shiwlds And Damage Data
Supersiructune Points — 20 TAC: 7
Dameage Chart — C
Shigld Type — K5K
Shield Point Ratia — 1/2
Maximum Shisld Powear — 12 TAC: 4
Craw — 378
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/ D-10 CLASS HEAVY CRUISER

Enginees Andd Powsr [iata;
Tale! Powar Lindts Avadable — 40 TAC: 13
Iegwamant Folnt Ratio — 41 TAC: 453
Warp Engine Type — EWE
Mumbar — 2
Pervanr Linits fwailable — 18 sach
Girnas Charts — LM
Maximum Safe Croising Spasd — Warp 7
Ernergancy’ Spaad — Warp B
impulee Engina Type — KiD
Pawer Units Awvailalsde — 4
Weapons And Firing Deda:
Aaam Waspan Typa — KO-8 Disruptor
Mimbsr — 6
Firing drcs — 2 fwdeport, 2 fetd, 3 fwndissbd
Firirg Chart — W
Power Rengs — -6 TAC: 0=2
Damage Modfiors
- 3018} =286 + 116200
TAL: + H1-&] + 1515
Raam Waspon Typa — KD-2 Disruplor
Mumbar == 2
Fring #Anms — aft
Firing Chart — |
Power Rengs — -5 TACT O-2
Damage Modiflors
= 1inll ranges) TAC: Apns
Missite Weapon Type — EP=4 Torpada
Musibai — 2
Firing Aros — 1 fad, 1 8l
Fring Chart — O
Power To ferm — 2
Ciamage — 18 TALD: &
Shinide And Demage Data:
Supersiruciure Points — 24 TAC, &
Darmage Charf — C
Shdaly Typa — KEQ
Shirld Pain: Ratic — 1.2
Maximurn Shield Powss — 15 TAL: 5
Crow — 520

K-23 CLASS ESCORT Klingon Empire \

Engines And Power Data:
Tatsl Power Units Available — 40 TAC: 13
Movament Point Rerlo — a1 TAC: 43
Warp Engine Type — KWD
Mumiser — 22
Powar Units Avallable — 18 sach
Streas Charts — L'N
Maximum Safe Cruising Speed — Warp 6
Emargency Speed — Warp 8
Impulse Engine Type — KIC
Poswvar Units Availabla — 4
Waapons And Firing Data:
Beamn Weapon Type — KD-13 Disruptor
Mumber — 1
Firing Arce — fad
Firing Chart — X
Powar Range — 08 TAC: 0-2
Damage Modifiers —
+3(1-8) +2(10-15) +1{16-22|
TAC: +2(1-8] + 11015l
Bram Weapan Type — KD-0 Disruptor
Number — 2
Firing Arca — 1 fwdiport, 1 ferdisthd
FIrIng Chart J
Powsar Range — 0—4 TAC: 07
Damage Modifiers —
& 1i{all ranges) TAC: mone
Shislds And Damage Data:
Superstructire Points — 14 TAC: 5
Damage Chavt — C
Shiald Type — ESF
Shield Point Ratio — 273
Maximium Shisld Power — 10 TAC: 3
Craw — 178
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/ D-188 CLASS DESTROYER Kiingon Empire

Engines And Power Data:
Totad Powsr Linits Availaiie — 42 TAC: 14
Movemant Point Retic — 31 TAC: 11
Warp Englne Type — K'WE
Mumber — 2
Powaer Units Awailable — 20 sach
Stress Charts — J'M
Maximum Safe Crulsing Spead — Warp
Emergency Spead — Warp 8
Impuise Enging Type — KIB
Power Units Availabie — 2
Waapons And Firing Data:
= Bagm Waspan Typa — KD-6 Disruptor
L Mumbar — B

Firing Arcs — 2 fwdipor, 2 fwd, 3 fwdisthd
Firing Chart — P
Powar Renge — 04 TAC: 01
Damage Modiflars —
+ 21100 -+ 111=18] TAC: + 1/1-10)
Bram Weapan Type — KD-14 Disruplor
Murmber - 1
Firing Arcs - aft
Firing Chart - D
Power Range - 0B TAC: (=3
Damage Modifiers —
+2all rangea) TAC: + fal rafges)
Shisids And Damage Dala:
Supaerstructure Points — 14 TAC: §
Damage Chart — C
Shigid Type — KEG
Shiald Point Ratic — 11
Maximum Shield Power — 10 TAC: 3
Craw — 28

L-9 CLASS FRIGATE Kiingon Empire \

Enginas And Power Dwta:
Total Power Units Awaliahle — 43 TAC: 14
Mowvemant Paint Rartlo — 411 TAC: 43
Warp Engine Type — KWE
Mumbar — 2
Power Units Available — 18 nach
Strass Chans — JM
Maximum Sale Cruising Spesd — Warp 7
Emergency Speed — Warp B
Impulsa Engima Type — KIE
Power Units Availabla — &
Waeapons And Firing Data:
Baam Waapon Typs — KD-8 Disruptor
Numbar — B
Firing Arcs — 2 fwd'port, 2 feadisthd, 2 aft
Firing Chart — LI
Pawer Range — 07 TALC: 0-2
Damage Modifiers —
+301=10) +2(11-15) + 1{16=20]
TAC: +3(1-10) + 11 1=15l
Baam Weapon Type — KD-13 Disruptor
HNumber — 4
Firing Arcs — 2 fwd, Thedport, Thwdistbd
Firing Charl — X
Power Range = (=5 TAC: 0-2
Damage Madifiars —
+31=71 +2{B-15] +1016-22}
TAC: +2{1=7) + 1{5—15]
Shislds And Damage Data:
Superstructure Points — 35 TAC: 8
Damage Chart — C
Shigld Type — KSP
Shield Point Ratio — 173
Maximurm Shisld Power — 16 TAC: §
Crevww — 420
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/ BIRD OF PREY CLASS LIGHT CRUISER Romulan Star Empire

Engines And Power Data:
Todal Power Linits Avaifable — 26 TAC: &
Movemant Foind Ratio — 31 TAC: 141
Wavrp Engine Type — RWC
Numbear — 2
Power Units Availabde — 12 each
Stress Charts — MP
Maximum Safe Cruising Speed — Warp 4
Emargancy Spesd — Warp 8
impuise Enging Type — RIB
Powar Units Available — 2
Weapons And Firing Data:
Bram Waspon Type — RB—
Mumber — 1
Firing Arcs — twd'port/stbd
Firing Chart — J
Powed Rangs — O=6 TAC: 0-2
Damage Modifiers —
& 31-2) + M3 + 17100
TAC: +[1=2] +1{3-8)
Missils Waspon Type =— RPL-2 Plasma VWisapon
Mumbar — 1
Firing Arcs — furd
Firing Chart — M
Power To Srm — 16
Damage see table RL-2
Spacial Waapon Type — Cloaking Device
Shinlds And Damage Data:
Suparstructiee Polnts — 15 TAC: §
Damage Chars — B
Shield Type — REE
Shinld Point Ratio — 172
Maximum Shisld Power — 8 TAC: 3
Cizaking Device — 15 points 1o power TAZ: &
Crow — 150

WINGED DEFENDER CLASS HEAVY CRUISER Romulan Star Empr're\\

Tatsl Powsr Units Avallabie — 68 TAC: 23
Movemant Point Ratio — 41 TAC: 43
Warp Engine Type — RWG
Mumber — 2
Powar Uinits Availabde — 24 aach
Stress Charts = Gil
Mendimum Safa Cruising Spoed — Waip 7
Emeargency Spesd — Warp 8
Impulse Engine Typs — RIE
Poswwar Units Available — 20
‘Wanapons And Firing Data:
Bearn Wespon Type — RB-9
Number — &
Firing Ares — 4 fwd. 1 aftipor, 1 aft'stbd,
1 port. 1 stbd
Firingg Chart — W
Pawer Range — 0-6 TAC: 0-2
Damage Modifigrs —
+31-8) +2{9-18) +117-20|
TAC: +21-8) + 1(8—16)
Migsilp Wiaapon Type — AFL-3 Flasma YWaapon
Numbar — 1
Firing Arcs — fwd
Firing Chart — T
Power To Arm — 8
Domapge — see table AL-3
Shields And Damsgs Dwta:
Suparsiructure Points — 1B TAC: §
Damage Chart — A
Shiald Type — REL
Shield Point Ratio — 173
Maximum Shield Power — 13 TAC: 4
Cioaking Device — 38 points to power TAC: 13
Craw — 350
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/ GRACEFUL FLYER CLASS SCOUT/COURIER Romulan Star Empire

Engines And Power Data:

' Total Power Linite Avallabls — 30 TAC: 10
Movament Point Ratio — 21 TAC: 23
Warp Engine Type — RWD

MNumbar — 1
Poweer Units Avallabla — 18
Stress Charts — F/'K
Maximurm Sale Crumsing Speed — Warp 7
Emergancy Spoed — Warp 8
impertse Engine Type — RID
Power Unite Availabla — 12
Weapons And Firing Data:
Aram Wrapon Type — REB-B
Numbar — 2
Firing Arcs — 1 fudiport, 1fed/sthd
Firing Chart — N
Power Rangs — 0-6 TAC: 0-2
Damage Modifiers —
+31=4} +2(5-9) =1110-13]
TAC: + X1} v W53
Shields And Damags Data:

Superstrisciure Poings — & TAC: 3
Darnage Chart — A
Shigid Type — RSF

Shield Point Ratio — 13
Maximum Shiekd Power — B TAZ: 3
Craw — 120

GALLANT WING CLASS HEAVY CRUISER

Engines And Power Duta:
Totel Powsr Linits Availaiie — & TAC: 14
Mavament Paoints Ratio — 411 TAC: 43
Warg Engine Type — RWF
Mumbar &
Fowar Units Available — 18 each
Stress Charts — Gl
Maximum Safa Cruising Spead — waip 7
Emergency Spaed — warp 8
Irpunlge Engima Type — AID
Power Units Available — 4
Weapons And Firing Data:
Bearm Waapon Type — AB-A Phasar
Mumbser — &, mounted in 3 banks of 7
Firing Arcs — 2 fwndiport, 2 fwd, 2 fwd'stbd
Firirg Chgrl — W
Powvar Range — 06 TAC: -2
Damage Modiliers —
F31=8) +2|8=-18) +1{17-20|
TAC: +2(1-3 ¢ (2757
Mizsile Weapon Type — RFL-2 Plasma Weapon
Nurmber — 1
Firing Arcs — fad
Firing Chart — M
Powar To Arm 1E
Darnage — soe chart AL-2
Shislds And Damage Dete:
Superalrnciurng Points = 30 TAC: 7
Damage Chart — B
Shinld Type — ASN
Shield Fodnt Ratio — 173
Mawimum Shield Powsr — 16 TALT &
Ciosking Device — 12 points to power TAC:H
Craw — 300
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/ BH-2 CLASS BATTLESHIP

Emgines Amd Power Doin:
Total Power Unds Avsilabde — 53 TAC: M
Mowament Paint Rasio — 54 TAC: 53
Warp Enging Type — HWE

Mumbar = 2
Pawer Unils Available — 22 sach
Stréas Chams — QR
Maxirmisr Safs Crulaing Spaed — Warp 4
Emmsrgancy Speed Warp &
Impuwse Engme—Type — GIF
Powar Unils Availalés — 15

Waapona And Fring Data:

Boam Wespon Tyme — GBAL-8 Blasber

Wurnbsr — 4

Firing Mrcs — 1 fwdiport, 1 fwd, 1 ferkarha, 1 afn

Firimg Charl — W

Porwai Range — O=6 TAC: 02

Damaga Modifiers —

+A-101 + H11-150 4 1620
TAZ: + H1-Ta} + Wrr-18)

Boam Weapon Type — GBL-3 Blastes

feumnber — 4

Firing Arcs — T part, I slkad

Firing Chart — K

Porwnr Aange — 0-3 TAL: 87

Damags Modifiars —

+ M-85 +2[6=10] « 11115}
TAC: +2{1=5} + I{&=T0H

Aszile Waoapan Type — G2 Energy Torpsdo

Mumber — 4

Firing Az — 2 Twd. 2 &f

Fifing Chan — K

Powar To Arm == 2

Damage — 10 TAC: 3

Shislds And Demege Deta:

Superalructure Podnfs — I8 TAC §
Damage Chart — &
Stiald Twps — GEM

Chiald Paimt Ratie — 171

Maximum Shigld Power — 14 TAC &
Craw = BTG

MA-12 CLASS CRUISER

Engines And Power Data:
Tofal Powar Linits Availoble — 40 TAL: 13
Movermont Poird Ratie — W1 TAC: B3
Warp Engine Type — GWC
Numbar — 2
Powar Units Available — 1B aach
Siress Chare — MFP
Maximum Safe Crulsing Speed — Warp 6
Emargency Speed — Warp &
Impulse Enging Type — GIC
Powar Linits Available — 4
Waspons And Firing Dwia:
Beam Weapon Type — GBL-E Blaster
Mumber — 4
Firing MArcs — 2 fwdiporn, 2 fwdistbd
Firing Chart — O
Power Range — 0—4 TALC: -7
Damage Modiflers —
v H1=8) +207=100 +1{11=12)
TALC: +[T=8F + HW7=T00
Shivlds And Damege Data:
Suparstructier Points — 16 TAC: §
Damage Cham — C
Shiatd Type — G5H
Shield Point Ratio — 113
Maximum Shield Power — 10 TAC: 3
Crenw — 100
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/ WANDERER CLASS BLOCKADE RUNNER

Enginas And Power Data:
Tota! Power Linits Available — 37 TAC: 12
Maovament Point Ratio — 21 TAC: 23
Warp Engime Type — OWA
Numbar — 2
Fower Units Availlable — 17 gach
Strass Chane — G/F
Maxirmurn Sale Cruising Speed — Warp 7
Emergency Speed — Warp 3
Impuise Engine Type — OIB
Powaer Units Availoble — 3
Waapons And Firing Data:
T Beam Weapon Type — Q=4 Disruptor
Mumber — 4
Firing frcs — 2 fediportsthd, 2 altfport'stisd
Firing Chart — T
Pawar Renge — 06 TAC: 0-2
Darmage Modifiers —
+ 2iall ramges] TAC: + Ifall ranges)
Misglie Waapon Type— FP-1 Faderation Photon Torpedo
Mumber — 4
Firing Arcs — 2 fwd, 2 aft
Firing Chart — L
Power To &rm — 1
Damaga — 10 TAC: 3
Shiedds And Damages Dwta:
Superstrueture Points — 21 TAC: 7
Damage Chart — B
Sivatd Type — 05
Shield Point Ratio — 1/4
Maximum Shisld Powaer — B TAC: 3
Craw =— 102

LIGHTMING CLASS BLOCKADE RUNNER Orion Cofonies \

Engines And Power Data:
Total Power Units Available — 33 TAC: 11
Movemant Point Ratio — 31 TAC: 177
Warp E,rrgim; Type — WA
Number — 2
Powear Uinits Available = 15 aach
Btress Charis G/F
Maximum Safe Cruising Speed — Warp 8
Emargancy Speed — Warp 10
impuiige Engline Type — QIB
Powar Units Avallable — 3
Weapens And Firing Data:
Beam Weapon Type — OD-3 Disruptor
Numbar — &
Firing Arcs — 3 bard'portistbd, 1 port, 1 stbd, 1 ah
Firing Chart — R
Pawar Rangea — 04 TAC: 01
Damage Modifiars —
+ 2all rangas) TAL: + 1@l ranges/
Shislds And Demage Duta:
Suparstractre Points 16 TAEC:- §
Damaga Chart — C
Shigld Typa — OSF
Shield Point Retio — 1.3
Maximum Shield Power — B TAC: 7
Crow — 13
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PLAY SEQUENCES

STARSHIP TACTICS

ADVANCED STARSHIF TACTICS SEQUENCE OF PLAY

Powrer Allocation Phase
1. Each player arranges the Dispisy Cownters on his Tactical
Dvaplay e naacad 101 tha new gama turn

Toctical Advantage Phase

2 Each player rolls a déa. The player who rolls the highar
mismibar fiaa the metical advantoge in this game turn. If both
players roll the sama number in this phase, each player rodls
agadn.

Sensor Phase

1. Tha players announce 1o one anathar tha spaacs of their
ships. Ench players may designate ons Largel vesss Tor &
sanenr kock: He rolls one die; on a rolfl of 1 through B a
sengor lock is obtalned, The Senser Counder is moved o
LOCK, and the player cbisng soms information about his
Ny and may ask one sensors guestion.

Movement Fhaka

4. The plaer with the tagtest-maving ship moves his Starship
Sitowrette Countar and the Mavamsnr Cawmar i show thal
hir has moved. If emergency heading changes are made, ha
ugeg Tha Emangancy Hoading Change Stress Damage Se-
guence, M wed slvips have tha sams mavemant, the player
with the tactical adwantage moves his ship sscond.

5 Tha playsr with tha second fastest ship moves the Stanshio
Siltpuerty Covmer and records the movemant on his Tactical
Display

B Movermmnt confinues until all ships héve moved for thia
phasn.

Firing Phasa

7. Bny player who desires 10 fire an armed weapan daclares
his target. The player with the tactcal sdvantege declares
his targels last

B Tha first player determines weapon hits and damags Using
thaet Waapon Firing Sogquamnce.

9 Siep 8 i8 repaatad until all players who declared their
targets hawe firsd

Conlinsing Play

10. May contirdes in this same way, with Movemant and
Firing Phases (Steps 4 throwgh 3} alternating until ali five of
each hiawa haan eompletad.

11, Whan all playsrs have eomplated mowaman: allotted and
firing in the garme turn, thet game Wim i over, and players
nagin & new game turn's Fower Allocation Phase (Step 1]

Emding The Gamn

12, Tha garmsa ands whan one player has cestroyed, captuned,
ar driver aff all hs oppanenis or haes otharwiss fulfillad cha
contditions for wictory.

ADVANCED STARSHIF TACTICS EMERGENCY HEADIMNG
CHANGE STREGS DAMAGE SEQUENCE

1. Give the ship one poend of stress damage on ids warp
enginas. Mowe the Powsar Counlar one box 1o tha lel on the
Tatal Power Linits Available Track

2, Find the warp spead on the lefihand column of the Heading
Charge Siress Charm

3. Crossindex with the approprigte Engine Stress Colurmn
4. ¥ a number resuhs, move the Power Counter to the |eft
ane b on 1he Toral Powes Linits Avadlable Track

6. Crossindex the warp spesd with 1the apgwopripls
Suporstrurture Scress Columine

6, I @ mamber resuits, move the Supevstrechune Counterone
box to the lell on the Supsisbucturs Damage Tiack,

1. Resume garmsa,

EXPERT STARSHIF TACTICS SEQUENCE OF PLAY

Tactieal Advantags Phase

1. The Caplein™s Skill Ratings are companad, The Caprain
with the higher rating has the advantage, with the advantags
descending in arder as deferminad by the other Captains
ratinge,

Powar Alkocation Phase

2. Each player adds up the Pawnr Units Available for sach
warp and impulss angines, This numbar is markad in the
Tosl Power Units Availablde boa. The plaver than allocates
power io movermant, shickds, and weaponry, marking his
Mastar Comntrol Pame! as raeded to reflact his power alioca
tion fow Lhe new game lurn,

Skill Roll Phass

3. Each player makes a Skill Roll agasnst his Crew EMiciency
Rating. B the rall is less than or equal 1o the rating, he may
chooss one bonus to apply for this gamme tumn

Sensors Phase

4. The numbar of moverment pointe [0 aach ghip s made
public. Bach players may designatle ans 1asgel vassal for a
sensor Mock, He nolle ore dw; on a roll of 1 through B, &
sensor lock is obtained, Circla & on the Sansors Track if a
lock is obtained. and an O i a lock is met chissnad
Movemaent Phase

E. If he hae 8 sensor lock, the ship captaim with the greatast
number of mavamant paints may ask a question about his
target.

6. Tha capiain moves his Starship Silloualte Cotvtier a8 in-
dicated by the Mowement Points Per Phass Tabla If
amergancy  besding changes arg made, he uses the
Emergency Heading Change Stress Damage Sequence fo
dabarming stress, ;

7. The ship captain with the asconnd grastaest narm bar of maows-
ment points asks his sensocs guestion it ha has a aensors fack
8. The captain movas his Starship Sithowed Cowrder for the
phasa, Staps 7 and B are reprated wntil all ships have bean
moved. W bweo ghips heve he same mowvement, the caplain
with the tactical advartsge moves last,

Firing Phass

9, Any captain whao desires to fire declaraa his 1argeis. Tha
captaln with tha tocticnl advantoge declares hiz Largols last,
10, Ona cAprain resalvas his waoapon hits and damages using
he Weapon Firing Sequenes and the Detailed Damage Locs-
tinn Charts.

11. Step 10 is repeated wniil all fidng is camplete

Continuing Play

12. Whan all pdayers have completed movemant and liring
for the game furn, thal garme 1urn is avar, and playars begin
a news game turn’s Power Allocetion Phase (Stap 21

Ending Tha Gama

12 The game ands whan ong playar nas captured, destroyed,
o driven from the field all his opponents’ wessalas or has
ohereian fulfiiled the condibons for viciory.

EXPERT STARSHW TACTICS EMERGENCY HEADING
CHANGE STRESS DAMAGE SEQUENCE

1. Aecard one point of siress damige on each warp engine

Z_ Find the warp spead in tha laft-hand column of the Heading
Change Stress Chart.

3. Craag-irdey with the appropriate Engine Stress Column
4. f a number results, rark off tha appropriate boxes on
EACH warp angine's Powar Available Track

B. Crops-index the warp spesd with the appsopriate
Supersiructure Sirees Column

E. If a number rasults, suark off the appropriate mumbser of
oxaE on the Superstracture Damage Track

7. Rasume game

STARSHIF* TACTICS WEAPON FAIRING SEQUENCE

1. Choade and ARMOLURGR Tanget.

2. Determing ranga,

1. Usn sirsight-edge to find sheald hil,

4, Rodl one dig

6. Compare result 1o appropriste Firing Chart 1o determine
hat

Target Missed
#. Record the shot on approprate Weapon Track
7. Basume gams

Targat Hit

&. Datarmdna f thara = 8 Damaga Modifier.

7. Add Damage Modities, it any, to weapon damage
B, Subtract total damage from shiekd power

9. Facond the damage on the appropriate Shieid Track
10, Fecord the shol on e apprograte Weapon Track.

Shiedd Mot Panatraied
11, Resuma gama

Shield Penstrated

11. Roll ane dis

12, Cormpare resull with appropriste Damags Tanla ta deter
Friire beation of hit.

13, Record the damege on the appropringe Weapon, Shald,
Engina, or Supemstruciure Track,

14, Resuma game.
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SENSORS QUESTIONS

WFEORMATION FROM OPERATIONAL SENSORS
1. Lecstion, hsdding, and movemank rsbe and wang spesd of
every object n rirgs.

INFORMATION FAGK] SENSORSE LOCK

1. Tyob, stee, naticrality, and clags of shap, or the sies of any
Qe abjsct

2. Type of lifn foerma presee ionky iF the eields Gre downl
3. Compositon of the b,

4. Stabes ol the chisd’s cempos:tkon [Buctuating, sakd, jess
R, el

€ I the ship hes anemy safess Incked on it

ADDITIOMAL EENSORS INFORMATION POSSINLE
1. Heva muoh pownr B eesilabl?

Anz.: The Totsl Powar LT Availsbia
I WWnet s tha resabive paveis allacation?

Ang: The peifes, from gromest powar alkalmant io
fumst af wonpong, shinkis, fracios beam, and maverrn
3 How ore tho chislde powsred?

Ans.: How many shields sne powarsd, fhe roas
rramniwr of siwald poinds, and Bha Siald Poinr Sano
1, e wupecific shisldupd | Tre srsld side must pe sposifisd.|

Ang. Yas or no, s fhe numbar of points i rbar
ahiakl
&, Howv &7 1h weapons perssred? (Thi bype, whathar Baam
o mmissia, must be specrfind |

Ais; How mavy wasmans B povwesred socd lofal
numlies of PO DORGE Eives [ waspans
6 Ie & apesific weapon powensd? (The wospon maust be
sparidisd |

Ay, Vi o mo, and phe aumbar of poieds weed fo
arm the wesspo
7. Howe mach damigs hss the vasss taken?

Ani The approsimals stafom of the anginas, the
sadaiiie, il Wodpons, ang the supdrainuciae.
& Wihal i the states of the ship’s lila laemar?

Ares, aniy I one shisin e daess Tha parcsmisgs of
e wmrmpl's Tl Creve Mhat sve sEAY Afink.
8 Are any traniaars pownned?

Arm ¢ ¥Bd A7 @0, WM the appranimate numieT of

fovme B g IRAARDORD.
10, Are temew any doaked Romulan seessi in i |speciy
firng wrez| Firireg Aned

Amm: ¥Ves o no. snd the (pcation of M nearest
ciowied vemsill in the spooited Firing Anc.

cCOMMAND & CONTRO

SEQLIENCE OF PLAY

Tuetien| Adventags Fhaws

1. Thee Capasins’ Sl Aatings in STAASHIP COMBAT STRAT-
EGFTACTICS pem comamend. Tha Capisin with the highes
rating has ihe taoticel schantagi ki tha antive gems

Poswrar Allocutics Phisss

2. Chinf Frgicaar catermines Total Powsr Units Aveilabla.
Bpsed on input Trem athar playors. be sllocetss powed 10
rrOErTiETT, veeapoes, and 3 higics. He rmoses B snpnss fa e
Power Counters ke seeod his ocstion

. Malmemun caloulales Movament Points sed plases Move
Caounfar on Mevaman Peines Avelable Track ta recond this
smaunt

4 Cigain ghoas the oiher pificars b geessal ordans, mclod-
ing whare 10 move and which weapens be aem and shislds

chooses the amourd of peraur givan fo sach
armed For eack weapes armod, Be moves
rista Wompon Courdes i recerd his decisiors
pan Counters for enemed o densged weapors
snaubl relbec) s stabss
B, Somnee OlizarNavigeior caleutates Shited Palms snd de-
barmings e ‘ot of poinls bo B gived ©o asch thiakd,
P mech Rl anangizod, he meoese the sooogdine Shisd
Counler ba miesed s dogisions. ANl Rhiskd Counders for ur
arargleed or demegad shinids should reflsc thin setus

kil Aol Fross

7. Tra Crsgenenr & The Solenoe Cfficanbevdgalor make the
spproguiatm Skill Rells Each player redls b dia s parcentiie
dice. IF the el i lass than of equel o the Skill Rming, e
ral is sucomesiul eed the officer applies the appropriacs
bomus

Gananns Phass

B. The Scipnce OHficen Navigabor migy chinoes fo Gck senson
on any tegel, iy againgt Fes reding o STARSHAR SEN
SOME W ek copssful. ha gara dessad mdormation
aboust the Barget visasal,

Movement Phass

8. F he has & ssrans lock, tee Soance Officas Navigator on
1ha grn with the g reaEsn movement asks his SR ques:
lignga).

W The Starship Sihouefte Coueeer of e (rstest sis i@
vl

11, Seeps Gang M am rmpestsc an il all sivps Nave mossd

12. Tha Halmsmen records tha mawe an i Heim Panal

1 Siress dernsges i ssssand, il nozossary. The Hedmamanr
ey el against his raling im FTARSHAS HELW OPERATION
1 minimia damage. The Scienc OMcarSewigator records
any damage 10 Tho sapersinaciure by moving the Supersfue-
ture Cowrles 1o reflect the damage. Tha Chisf Engineer re

cords ey damage 1o The angires by mesing Bk Gpproprans
Power Cauntars on the Total Powsr Uinite Availatde Track
and an ke Warg Englre Power foslalle Tracks.

Firing Phass

14, A Malmeman choeging 1o firg mesy decans his sego. Tho
ship with the Inctacel edvantage deglsms tangats last

15. The Waspon Firing Sequanse balow is uesd be datarning
waapon bits and demuga. AR finmg b5 simultareoos.

1. The Demage Sequen:a bolow i3 wsed for amy imconsog
fire

Continuing The Gama

17. Staps 8 thiowgh 18 e ol for g of The: remaaining
FovemanbFirng Prasss, AL this s e gams e is cuer,
the Command Contmd Panals At msat. and Ene pet bam
bogins weith 3 revw Power Alecation Fhase [Booo 21

Ending Tha Oama

18, Th garse ands winen tho playans hivs reachid the goal
sat for tham By the gomemaster or heea Taiked o meet i
pnd tan re lungér do S0 i may hewa notking 10 di with
duetraying M athar ships Quite cfer, ending he game is

B madusd desiiion
SKILL ROLLS

Bolow iz b lis of all Saill Roks normally used in COM-
MANT & CONTROL. For asch of B bridge etficers, the kil
Ralti that may e meds aen Elad, when they mey be mads
in smbed, and tho offecs of & sucseasfal roll gre gisen

CAFTAIN

Tha Caginer's Sill Rahng i STARSHE COMEAT STRAT-
EGYTACTICS ia nompansd 1o that od his opponante Mo ol
i mada, but the highar rage gives thel Captain the ladics
adwanmga kor the anlirs gema. He declaes ke targes el
an i hia ship and sncthar wiksel mave at the seme rali
him ghip moves (Bst B the Captain is dead or inesneciteted
the retiesg of his second-recommand b uied.

CHEEF ENGINEER

i# tha EXil Boll Phoss, the Enginess may make ona Skl
Feall sgairgi bis raseng in ks deoics of siill

He may poll Bgainet bis rating In WAAP RIVE TECHAOL-
DGV Success gains 1 b poveis paint, amd & roll of 01-05
Gaina o Dol

Ha may reil against his rating in STARSHIF ENGINEER-
YT, S ceis MeoULaE sorees demege or 1 Engine by 1 poend
# tha il i 0108, siress demage may b mducsd 2 poinis
on 1 angine ur 1 point on esach of 2 anginak

Ha may shiase i roll sgeiral his rafieg in WARF DRIVE
TECHNOLOGY. Butoess Mows the Helroi o changs
msrnllwiarp spaod by 2 seps instead of 1 in that géme furn

HELMEMAN

Air gryy lims wihen making an emargsncy kaading
changs, the Hairmman may 1ol agaest his Skill Ratieg in
STARSHIP HELM OPERATION Suzoess allows siras dam-
nge rolls to be made s theugh the vessel were traveling al
ora worp spesd less

Twdos por garme tunn, o any Movemeni'l ring Phase
when ho feels his shal (s eitenl, the Beimsman moy ra
against hig rating in SHIFS WEAPONAY TECHNOLOGY. Suc-
ces gives him o bomes of =1 on the To-Hit Mumhbars hs
ralls i that phase.

BCIENCE OPFPICERSAVIGATOR

In Hee Gkif Rail Prass of goch games furn, the Scanoe
OfficonMavigsor miy msks ona 501 Foll sgairst his raling
in his cholce of sill

Hn ey roll sgainst his reiing In INFLECTOR SHIELD
TECHWOLOMGY, Sacensa gains 2 extra polnks of shinkling Lo
ba used mmewhais

He may chooes b ol against his reting in DAMASE
CONTROL PADCEDLRES. Success ghves him the ahility g
subirsst 146 poirty of dimege from suocessful nenming
il

During the Sanpar Phass af sach game turn, the Scenca
OificarMavigaior may rall agains his rming In STARSHIP
BENSORS. Succass gaink & afisof Mook ghvea him oo
infeematien obout his taegal, afd sl him o asi gueslices
about tho gtmus of his target durieg the Mowsmanb¥iring
Fhaigela.

A1 any e a difficull communicions sk must by
pserlizemad, ho mey roil sgeeat hig rating in STARSW COM-
MUWICATIONS PROCEDLFES. Sucinid aliows him to e
pimbe pha ek wichout dffioulty,

ALL DMDNGE PERBONMNEL

Whan a dama@s ‘ocation rof resuls e wtfect of
firicig HL, beidga paesonng! may noll sgerst | individual
BEX atiributes. Sisscess whows that officar 1o cantinss w
hanction = his station o iha nest game turh,

Failure seeaiBi if Bhi chsramer baing urabla Lo luncton
fior Bha naad gifia 1urn. His semmand anc control Tufetions
will not ba pariarmad. In asduion, Saill Roks mey e reournd
o repair the officar’s control system, Succas allowa roosir
afver one MovemenUFining Fhase, and fiikn riguires o seo
mnd rall nna Firing Phass |oter
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BATTLE TACTICS

UNITED FEDERATION OF PLANETS

The Federation prefers to use mixed groups of vessels
whenever poszible, teiloring their tactics to the bettle group
at hand and the need of the moment. They will NOT shoot
first, and they will not even raise shields unless provoked or
unless gttack seems imminent, They prefer to use large fleets,
masthy s 8 show of force and a deterrent.

When forcad to fight, Federation captains are well
trainad. They will pratect each ather's flanks and weak spats
whenever possible, using tactics similar to the “wing man”
tactics used by flyers im Earth's WWII.

KLINGON EMPIRE

The Klingons tend to strike without warning, making
surprise attacks on waak vessals or outposts, and withdraw-
ing before support can arriva. A Klingan generally will not
trust another Klingon on his weak side, and so thay do not
protect each ather's flanks. Many times, a Klingon attack
looks like a free- for-all becausa glory is highly desired, and
so Individual Klingon captains will ignere a tactical plan 1o
seek a kill on their own

ROMULAN STAR EMPIRE

The Romulans firmly believe in the surprise attack, as
evidenced by their aftacks on Federation outposts. They de-
veloped the cloaking device for just such a purpose, and
almost every vessel in the fleet is equipped with one. They
prefer to come out of cloak, attack, recloak, and attempt to
escape without being detected. Far from being afrald of bat-
tle, they use this tactic to neutralize the disadvantage of their
infarior weapons.

GORN ALLIANCE

The Gorn seem to have developed few tactics beyond
attack in farca with evarything they can. They do not cooper-
ate well. The concept of an unarmed enemy is foreign to
their way of thinking, and thus they will assume that anmy
oppasing vesszal is armed and ready for combat. Thay show
no quarter and ask none.

ORION COLOMIES

The Orions operate in packs or large battle groups. Their
tactics primarily are hit-and-run. Generally they lie in wait in
the shipping lanes, lurking until helpless or near-helpless
merchant vessels happen by. If resistance is strong, they will
run, going to high Warp speeds to escape and regroup. They
are experts al using asteroide and other planetary bodies as
COVET.

BATTLE GROUWURS

UNITED FEDERATION OF PLANETS

The Federation tailors its battle groups to meet the situ-
ation, wharever possible, with many vessals of varying types
making up the group. On the frontiers, battle groups tend to
be made of similar vessels constrocted at the same time and
location and put in service together, so that repair yards and
resupply depots in a sectar do not need 1o carry as large an
inventory as otherwise would be required. Typical groups
imclude:

1 Loknar Class Frigate
2 Larson Class Destroyers

1 Conatitution Clags Heavy Cruiser
2 Larson Class Destroyers

3 Larson Class Destroyers
eliant Class Research Cruiser

2 Chandlay Class Frigates

1 Lokiar Class Frigate

2 C‘handfaﬁ Class Frigates
1 Reliant Class Research Cruiser
2 Larson Class Destrayers

1 Enterprise Class Heavy Cruiser
1 Loknar Class Frigata
1 Chanaley Class Frigate

KLINGON EMPIRE

Because of thair distrust for ane another, Klingons tend
to group similar wvessels together. In that way no commander
i able to coarce anothar and all remain relatively friendiy.
In a group where all of the vessels are of the same strength,
one captain would have a difficult task to bend the others to
his will, for the the tables could be easily turned upon him.
Furthermora, parts and even craw can be freely interchanged
If one oF more vessals become damaged. Typleal battle
groups ang:

3 tor more) 0-7 Class Light Cruisers

1 D-710 Ciass Heavy Cruiser
2 D-18 Class Destroyers

3 D=10 Class Heavy Cruisars
3 K-23 Class Escorts :

T (-9 Class Frigate
2 010 Class Heawy Cruisers

ROMULAN STAR EMPIRE
The Aomulans, like the Klingons but not in as pro-
nounced a fashion, tend to group similar vessels because of
mistrust. In a group of three vessels, one will seldoem be
maore powerful than either of the others, to deter coersion.
The following battle groups are typical:
3 Bird Of Prey Class Light Cruisers

1 Wﬂngad_ﬁafeﬂdur Class Haawy Cruiser
2 Graceful Flyer Class Scout/Couriers

This saction details the tandency in each culture’s nawy
to aparate groups of three or maore vessels. Thesa groupns,
known as battle groups, have come into being for many
reasons, the most obvious reason being that there is safety
in numbars. When savaral ships oparate together, there is
mutual protaction, espacially if the ships complement each
other's abilities. For example, one vessal may be heavily
armed with closefighting weapons, whereas the others ara
equipped with longrange weapons. One vessel may have no
offensive capability in one direction (aft, for instence), and
othar ships in the group may have weaponry to cover this
weakness. Racial and cultural characteristics determina the
makeup of the various groups, and the more commaon group-
ings are listed in this section.

1 Hird OF Pray Class Light Cruiser
2 Graceful Flyer Class Scout/Courlers

1 Winged Defender Class Heavy Cruiser
2 Bird Of Prey Class Light Cruisers

A

GORN ALLIANCE
The single Gormn battle group listed below is an indication
of their massing forces to throw at their enemies:
1 BH-2 Class Battleship
4 MA-12 Class Cruisers

DRION COLONIES

The Orions favor large groups of vessels, ususlly no
fewer than three in number. Typical groups vary betweaen 3
and 10 Blockade Runners of all types.
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