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(236.0) COPYRIGHT AND
PUBLISHER'S INFORMATION

| (z36.1) PUBLISHER’S INFORMATION |

STAR FLEET BATTLES
CAPTAIN'S MASTER RULEBOOK
was created and published by Amarillo Design Bureau, Inc.

AMARILLO DESIGN BUREAU INC.
POST OFFICE BOX 8759
AMARILLO, TEXAS 79118-8759
Telephone: 806-351-1950

Fax: 806-351-2585

Email: design@starfleetgames.com
Sales: sales@starfleetgames.com
Web Site: www.starfleetgames.com

Most of the information players seek is on the web site.
You may also contact ADB, Inc. by mail (include a stamped
self-addressed envelope) if you have rules questions,
inquiries on product release schedules, orders for products or
spare parts, requests for a catalog, requests for replacement
of missing or defective parts, or submissions of art and new
game materials. All consumer correspondence requires either
a valid Email address or a stamped self-addressed envelope.

Dealer inquiries are welcome. Hobby and game stores,
please write ADB, Inc. on your letterhead and ask for a list of
qualified wholesalers, or call us and ask for a salesman. ADB,
Inc. products are available to individuals in retail stores, from
several direct mail outlets, and directly from us. If your store
does not carry ADB, Inc. products, send us his name and
address and we’ll have a wholesaler contact him.

July 04 update, corrected minor errors on pages: 77, 119,
184, 200, 374-381, and 399-400 marked +#.

December 2010 update corrected errors and added
errata on many pages. A separate document, “Update C,” is
available with all rules changes and updates.

November 2012 update corrected errors and added
errata on many pages. A separate document, “Update D,” is
available with all rules changes and updates.

| (z36.2) QUESTIONS |

Questions, suggestions, and any expansion material for
the STAR FLEET UNIVERSE should be sent only to Amarillo
Design Bureau, Post Office Box 8759, Amarillo, TX 79114. All
correspondence must include a stamped self-addressed
envelope if you wish to receive an answer or evaluation of
your submission. Your return envelope MUST bear enough
postage to cover the return of your questions (about four
pages to one first class stamp). Foreign customers should
enclose three International Reply Coupons, not foreign
stamps or money.

It is imperative that you place your name and address on
EVERY page of your correspondence. Do not put questions
and expansion material on the same sheet. Sending
questions, phrase each one so that it can be answered with a
yes or no, a brief answer, or by circling one of several
choices. Leave several blank lines after each question (not
each group of questions). In order to better serve the player
community, letters asking ten or fewer questions are given
priority and are answered in 2-3 days. Letters with more
questions are answered only as time permits (allow 2-3
weeks). Please attempt to look up the answer yourself first.
We will cheerfully answer questions about how the rules
work, but cannot answer questions as to “WHY?” various
things work the way that they do. Such “WHY?” questions are
sometimes printed (with answers) in Captain’s Log.

All future products for the STAR FLEET UNIVERSE will
be prepared by ADB; all questions relating to existing
products will be answered by ADB.

| (z36.3) SUBMISSIONS OF NEW MATERIAL |

Amarillo Design Bureau Inc. welcomes the submission of
new material for use in future Star Fleet Universe products
including scenarios, articles for Captain’s Log, play aids, and
fiction are most welcome. New rules, ships, and systems are
difficult to use but will be considered. New empires are very
difficult to publish and most will be filed unread. Product ideas
relating to the Star Fleet Universe background but not to SFB
or F&E will be considered.

All submissions of new material are accepted ONLY
under the following terms unless specifically agreed otherwise
in writing by ADB: All materials submitted immediately
become the property of Amarillo Design Bureau, Inc. and may
be used, modified, expanded, or changed as we see fit. All
materials used will be credited to the original author to the
extent of his original submission.

All submissions MUST include a stamped self-addressed
envelope or Email address for use in sending you an
evaluation of your material; the material itself cannot be
returned. You should retain a complete copy of your material
for your own use. Authors submitting material used in
Captain’s Log will be paid at standard rates set from time to
time by ADB. Authors submitting other material used in a
future product will receive a copy of that product or other
compensation at the discretion of ADB.

Submission of any material is considered to be
acceptance of these terms, which are legally binding on all
submissions not specifically exempted by the Bureau in
advance and in writing. For additional details, contact the
Bureau, or see the more extensive section on submissions in
Advanced Missions. Standard rates are as follows:

Small items, suggestions, term papers: byline only.

Scenarios, ships, and similar items of at least one page:
Free copy of the product in which it is used.

Fiction is paid at $15 per published page, after the first
page minus any elements (e.g., art) not created by you.

B&W art is paid at $100 per page as used.

Larger items up to entire products are paid a negotiated
sum possibly including royalties.

Some players who create entire products publish them
under a special product line; ADB, Inc. handles production
and marketing for these products and remits a share of
revenue to the designer. Please contact ADB, Inc. for details
on this program.

| (z36.4) COPYRIGHT INFORMATION |

STAR FLEET BATTLES — THE CAPTAIN'S MASTER
RULEBOOKS and all contents thereof are copyright © 2004,
2010 and 2012 by Amarillo Design Bureau. All rights are
reserved under the Pan-American, Berne, and International
Copyright Conventions. This product incorporates elements of
several other products copyrighted to Amarillo Design Bureau
or to Amarillo Design Bureau, Inc. at various dates between
1990 and 2010; that material remains under its original
copyrights. Some material originated in a different form in
various publications dating back to 1979; all of that material
has been revised and was copyrighted as new products
between 1990 and 2004.

Star Fleet Battles is produced under license from Franz
Joseph Designs, authors of the STAR FLEET TECHNICAL
MANUAL.

Elements of the Star Fleet Universe are the property of
Paramount Pictures Corporation
and are used with their permission.
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STAR FLEET BATTLES

(A0.0) GENERAL RULES

STAR FLEET BATTLES (SFB) is a game of starships. Each
player in the game will personally command one starship (or
sometimes more) which he will use in various scenarios to perform
assigned missions.

Starships in this game are portrayed at a level of detail and
accuracy which had never been achieved when STAR FLEET
BATTLES first appeared in 1979. Many games have imitated this
level of detail in the last decade, but STAR FLEET BATTLES has
continued to evolve and grow.

STAR FLEET BATTLES:is, at the same time, both complex in its
mechanics and simple in its execution. Many things that sound
difficult upon first reading the rules will become clear as the players
attempt them. Starship captains undergo years of training for their
jobs; don’t expect to master this game in a day. But conversely, you
need not concern yourself with the thousands of details faced by a
starship captain, who spends over half his time on administrative
problems (something that you, the game player, will not have to
bother with).

(A1.1) INTRODUCTION TO
THE CAPTAIN’S EDITION

(A1.11) PREVIOUS EDITIONS: The Captain’s Edition Master
Rulebook is the sixth edition of STAR FLEET BATTLES to appear in
print. This section (A1.1) explains the various editions; you need not
read it immediately. STAR FLEET BATTLES was designed in 1975
and published in 1979 as a 28-page “Pocket Edition” game with 14
starships, 7 scenarios, and 108 counters.

The instant popularity of the game resulted in the 1980 boxed
Designer’s Edition (roughly twice as large) and three expansions
(each the size of the original pocket game). The combined Designer’s
Edition included a total of 174 pages, 540 counters, 41 scenarios, 5
campaigns, and about 180 different starships.

In 1983-5, the Commander’s Edition appeared and replaced the
two earlier versions of the game. Many rules were overhauled, and
many more were added. During 1986-9, many products were added
to the game system, most of which will eventually be revised and re-
issued as part of the Captain’s Edition.

In 1990, we issued a new Captain’s (Doomsday) Edition of SFB.
This was slightly upgraded by the 1994 reprint.

With the birth of the new ADB Inc. as the publisher, we issued
the new 1999 (Resurrection) Edition of the rulebook. While not as
great a change as the 1990 Captain’s Edition, this was a much
improved rulebook. The 2012 Master Rulebook includes all of the
errata and rules changes to date.

(A1.12) NOTES TO NEW PLAYERS: This section of the 1990, 1994,
and 1999 rulebooks (A1.12) explained how the various rulebooks
from different products integrated together into a single rulebook.
That is not relevant to the Master Rulebook since this has done the
integration for you. If you have never played STAR FLEET BATTLES
then we must advise you that the Master Rulebook is not enough to
play the game, but simply a compilation of the main rules from all of
the other products to date. To actually play the game, you would
need a great many other products and manuals.

Each product includes a rulebook, and that rulebook includes
four main sections: rules (that part went into the Master Rulebook),
Ship Descriptions (details and history of each of the 1000 ship types
and classes in the game), Scenarios & Campaigns (historical battles
and set-ups for common engagements), and Annexes (charts, tables,
and other data). As you need more than half of each rulebook (plus
the SSD book, counters, maps, and other items) to complete the
game, the Master Rulebook is not a good place for new players to
begin the game system.

We do plan to eventually publish the Master Ship Manual and
Master Scenario Manual separate products for those who want the
material in that form. In theory, once these books are available
(probably in 2015-2016) you could buy them, plus the counters and
SSD Books, and have the complete game. We have published the
Master Annexes as a separate book, see Module G3.

GENERAL — A

(A1.13) NOTES TO VETERAN PLAYERS: The Master Rulebook
grew from a request by a few players to create a book that had “all
the rules, but not the ships, scenarios, or annexes”. We doubted
there was much of a market for such a thing but created a BBS topic
for its discussion, and found a surprising number of people who
wanted such a book. We began to take “official interest”.

Even though the idea was interesting, we calculated that the
cost would be prohibitive and told the players to just forget it. They
refused and demanded that we investigate the matter. We did so (but
only to prove everyone wrong) and were shocked to discover that
such a publication was economically feasible.

There had been some discussion of what to do to celebrate the
25th anniversary of STAR FLEET BATTLES, and after some
discussion it was decided that the Master Rulebook was just the
thing. Work began in early 2004 and was completed a week before
release. Fortunately, the production methods for this type of book
allowed us to get them back from the printer in half of the time
needed for more traditional books.

The only bad part of this is that the economics do not allow us to
sell this product through stores or wholesalers. Doing so would mean
either losing money on every copy or raising the price to at least
double the actual market price.

As mentioned elsewhere, we have produce the Master Annexes
Manual as Module G3 (replacing the old Module G1), and will release
the Master Ship Manual and Master Scenario Manual if there is
sufficient demand. We will not update these books as new products
are released (those new products are the updates!) but should we
find a need to change or clarify a rule, close a loophole, cover an
omission, or otherwise improve the rulebook, we will find a way to
make the revised pages available.

[(A1.2) STAR FLEET MINIATURES |

The game as presented in its various modules uses die-cut
playing pieces to represent the starships, planets, asteroids,
shuttlecraft, drones, monsters, etc. used in the game. There is an
alternative, however, that will dramatically increase the visual imagery
of the game: miniature starships. ADB, Inc. has released over 100
pewter scale-model starships in the Starline 2400 line to enhance
your gaming experience.

We have also partnered with Mongoose Publishing which is
producing the new Starline 2500 line of miniatures. These miniatures
are done in a larger scale than the 2400 series. Some of the largest
2500s are cast in resin.

CAPTAIN’S MASTER RULEBOOK — Copyright © 2004, 2010, 2012 Amarillo Design Bureau, Inc.
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A — GENERAL
| (A1.3) SOURCE DATA |

At some point prior to 1970, the master computer at U.S. Air
Force Security Control in Omaha, Nebraska, received a transmission,
apparently via a time warp, from Star Fleet Headquarters some 250
years in the future. The Air Force discovered this information during
1970, and turned it over to Franz Joseph Designs, an aerospace-
consulting firm, in 1973 for analysis.

The memory files, which comprise several thousand printed
pages and were badly garbled in transmission and translation, appear
to be a history of the United Federation of Planets, its Star Fleet, and
nearby regions of the galaxy, including a considerable amount of
technical data.

Through the cooperation between Franz Joseph Designs and
Amarillo Design Bureau, this data (a very small portion of which was
published earlier as the Star Fleet Technical Manual) has been used
as a basis for this game. Changes made in the rules and history
reflect additional information obtained from the tapes. At present,
about 65% of the material has yet to be translated or analyzed. As
more data is translated (by our dedicated staff), it will be used as the
basis for additional games and supplements.

(A2.0) GENERAL COURSE OF PLAY

The game is divided into scenarios, which are specific missions
(usually combat against enemy starships or other units). Each
scenario is played in turns, and each turn is divided into several
phases and a number of “impulses.”

During each turn, the players will determine the amount of
energy that is available from engines, reactors, and batteries and will
allocate this power to move, fire weapons, operate shields, and use
other instruments and equipment.

Then the starships in the scenario will actually be moved (using
a proportional movement system to reflect relative speed) and will fire
their weapons during movement as the “enemy” starships come
within optimum range.

Damage is recorded on ship systems displays. These are a
stylized layout of the ship with small boxes labeled for each of the
various systems. As the ship takes damage in combat, the boxes are
checked off. The ship’s systems display is used to determine just
what systems are still operating.

Play generally continues until one player has taken so much
damage that his ship no longer has a chance of winning, and
attempts to escape at high trans-light speed or other means. The
player who managed to keep his ship relatively undamaged while
damaging the enemy ship (or ships) wins the scenario.

In some cases, the enemy might be a “monster” of one type or
another. These scenarios can be particularly challenging.

| (A2.1) BASIC CONCEPTS |

There are three basic concepts in STAR FLEET BATTLES that
must be understood and mastered in order to get the most out of the
game. These are ENERGY ALLOCATION, the SHIP SYSTEMS
DISPLAY, and PROPORTIONAL MOVEMENT.

The Energy Allocation (EA) system is basically a management
tool. Power can be drawn from the warp (anti-matter) engines, the
impulse (nuclear ionic) engines, the auxiliary (nuclear) reactors, and
(for short periods) from batteries. This is recorded on a special
Energy Allocation Form (EAF), but is not a simple total. Movement at
speeds greater than one hex per turn requires warp energy, as do
certain weapons. Generally, there is never enough energy to move at
full speed, fire all weapons, and operate all of the other equipment on
the ship at the same time.

The Ship Systems Display (SSD) is the second basic concept.
Each box on the SSD represents a specific piece of equipment, which
has certain requirements and capabilities. The more boxes there are
(or that remain unmarked) on the SSD, the more powerful the ship.

Proportional Movement is difficult to explain but relatively easy to
perform. Each ship (or other unit) moves a number of hexes each
turn. The exact number is determined by the energy allocated to
movement. Each turn is divided into 32 impulses. A ship that is
moving at a speed of 16 hexes per turn will move in every other
impulse. A ship moving at a speed of 10 hexes per turn will move in

STAR FLEET BATTLES

(approximately) every third impulse. Thus, all ships are continuously
moving throughout the entire turn, but at the proper and relative rates
of speed. This system closely approximates reality. This system is
superior to systems where first one player moves his units and then
the other player moves his, and to systems where all units move at
the same speed but some stop moving during the middle of the turn
while other, faster, ships keep moving.

(A3.0) GENERAL INFORMATION

| (A3.1) RULES ORGANIZATION |

Each rule in the CAPTAIN'S EDITION of STAR FLEET
BATTLES is assigned an alphanumeric designation referred to as a
“rule number.” This system is organized in a hierarchy, reading left to
right.

(A3.11) SECTIONS: The game is divided into sections, each
designated by a letter. For example, you are now in “section A” which
deals with “General Rules and Information.” All rule numbers in
section A begin with the letter “A” as in (A3.11), the number of this
rule.

(A3.12) SYSTEMS: After the letter and before the decimal point are
one or two digits which refer to a specific system, weapon, or major
group of rules. These are read consecutively, and there is no
particular relationship between, say, rule (G5.0) and (G15.0).

The letter and numbers to the left of the decimal point will bring
you to a rule concerning one specific subject. For example, section
(E0.0) concerns direct-fire weapons, while (E2.0) concerns phasers
and (E4.0) concerns photon torpedoes. The system works from left to
right, from the general to the more and more specific.

(A3.13) SUBDIVISIONS OF THE RULES: To the right of the decimal
point, the numbers work somewhat differently. Rule (E1.23), for
example, is not the 23rd thing the designer wanted to say about rule
(E1.0), but the third thing about the second topic under subject #1.

For example, section (E3.0) refers to the disruptor bolts mounted
on Klingon (and some other) starships. Rule (E3.1) identifies which
boxes on the SSDs are disruptors; (E3.2) explains how to fire them;
(E3.3) tells how to determine the amount of damage they cause;
(E3.4) is the probability table used to resolve disruptor fire; (E3.5)
describes how disruptors can be “overloaded” for additional effect at
shorter ranges; and (E3.6) explains the effect of certain advanced
targeting and fire-control systems on disruptor fire. There is no rule
(E3.7) or (E3.8) because only six topics within the subject of disruptor
bolts require discussion.

Rules (E3.20) through (E3.24) describe certain additional rules,
restrictions, or information about firing disruptor bolts, i.e., rule (E3.2).
These rules come between rules (E3.2) and (E3.3), not after them. In
outline form, this would appear as:

E0.0 DIRECT FIRE WEAPONS
(E1.0) GENERAL
(E2.0) PHASERS
(E3.0) DISRUPTORS
(E3.1) Boxes on the SSD
(E3.2) How to fire disruptors
(E3.20) Procedures
(E3.21) Energy required
(E3.22) Firing disruptors
(E3.23) How often they can fire
(E3.24) Must be fired when armed
) Damage caused by disruptors
) Disruptor Chart
) Overloaded disruptors
) Advanced Fire Control
(E3.61) Ubitron Interface Modules
(E3.62) Disruptor Extended Range Fire Control

(A3.14) EXCEPTIONS IN RULE NUMBERING: As with all things,
there are exceptions to the rules about the organization of the rules.
Section F, which deals with “seeking weapons” (those that home
in on their targets), is divided into three major parts. Rules dealing
with missiles (called drones in SFB) begin with FD, while rules
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dealing with plasma torpedoes begin with FP. Other than having two
letter superscripts, the rules work normally within those sections.
Rules basic to both types of seeking weapons are designated F
(known as F-Prime, a plain “F” including F-Prime, FD, and FP).

Section S (scenarios, the battle incidents you will be playing) is
divided into general scenarios (SG), historical scenarios (SH), and
monster scenarios (SM).

There is a further exception in section R, which deals with
specific information about each unit (starship, base, fighter) in the
game. In that section, and in that section only, numbers to the right of
the decimal are fully consecutive. In this section only, rule (R2.11)
comes after (R2.10), not between (R2.1) and (R2.2). Section R is
home to another exception, letters after the decimal. Rule (R2.R1) is
the first Federation refit, (R2.F3) is the third Federation fighter, and
(R3.PF1) is the first Klingon PF (Fast Patrol Ship).

Sections T and U (campaigns) include scenarios (for example)
designated (T2S1.0), i.e., scenario #1 that is part of Campaign T2.

(A3.15) LEVELS OF RULES: Rules in CAPTAIN'S STAR FLEET
BATTLES are divided into several levels of complexity. Rules not
otherwise marked are part of the STANDARD GAME. These are
rules that should be learned and mastered; they are the core of the
game.

Some of these rules are assigned by (A4.0) as part of the
CADET’S GAME; a very simplified version designed to allow players
to gain experience with the game after a very short period of study.

Some rules are marked as ADVANCED. These are rules that
should be learned in order to experience the full enjoyment and
challenge of the game. Players should master the STANDARD
GAME before using any of the ADVANCED RULES. The “Advanced
Game” is balanced as an integrated whole; if you use only some of
the Advanced Rules you may experience problems with play balance.

The highest level is the COMMANDER’S LEVEL RULES, which
are for the most experienced players. These rules are very complex
and require considerable knowledge of the entire game system. The
“Commander’'s Game” is balanced as an integrated whole; if you use
only some of the Commander’s Level Rules you may experience
problems with play balance. Remember, each level of more
advanced rules makes the game more complicated, but also makes it
possible to get more out of your ship.

Then there are the OPTIONAL RULES. These rules are not
necessary to play most of the scenarios, but may be used to add
increased challenge, interest, or just to do something different. The
use of optional rules requires the mutual consent of all players in the
scenario. The inclusion or exclusion of any given optional rule should
not affect play balance (except in obvious cases where only one side
can use a given rule). Some optional rules are marked both
“Commanders” and “Optional.” These rules are optional, but are
particularly detailed.

(A3.16) ANNEXES: Some information changes with every expansion
to the game. The prime example is the MASTER SHIP CHART,
which lists every ship in the game. Obviously, since each expansion
adds new starships, the chart must be replaced with a new one listing
all of the old ships together with all of the new ones. (Otherwise you
would have six or more charts and not know which one had the
Klingon D6 without checking all of them.) A series of annexes
provides a capability to continually update the primary data of the
game with each expansion.

It should be noted that the annexes provided with BASIC SET
cover only the material in this product. Each additional product then
expands or replaces the relevant annexes.

(A3.17) EXCEPTIONS TO RULES: Many rules have exceptions in
other rules. Often, the exceptions to a given rule will be cited by
cross-reference within it. For example, rule (D3.21) covers internal
damage, but the two exceptions listed indicate cases when this
damage is prevented.

The absence of such a cross-reference, however, does not
invalidate the exception. If rule A states an exception to rule B, and
rule B does not mention this exception, the exception is still valid.
Usually this is done only in specialized cases. For example, just
about every weapons rule should include mention that the range is
limited while in a Radiation Zone (P15.0), but that would add dozens
of such references and clutter the game. The designer has assumed
that if you are playing a scenario in a Radiation Zone you will read the
rule on such zones before starting play.

GENERAL — A
| (A3.2) GAME EQUIPMENT |

(A3.20) BOXED BASIC SET: Included in the boxed STAR FLEET
BATTLES BASIC SET are:

* one 238-page rulebook.

* one 24" x 20" playing map.

* two six-sided dice. (Never use any dice but six-sided dice with
this game. Using 12-sided dice will alter the probability
structure.)

* 216 die-cut multi-colored playing pieces (two sheets).

* one 48-page SSD booklet with starship diagrams needed for
play. These Ship Systems Displays (SSDs) should be kept
for use as originals. Do not mark on them.

* an 11x17” card with the Damage Allocation Chart, 32-Impulse
Movement Chart, and two copies of the Energy Allocation
Form. Do not mark on this card; use it as an original to
produce photocopies for use in playing the game.

* a 16-page “starter booklet” with four Federation CA SSDs, four
Klingon D7 SSDs, and eight copies of the Energy
Allocation Form. These copies can be written on and
discarded after use. They should provide you with enough
for your first gaming session, after which you can
photocopy more from the originals or use plastic page
protectors and erasable markers. (Some copies of the
game have this 16-page starter booklet bound into the
center of the 48-page SSD book. Be careful when
removing these starter SSDs and do not confuse them with
the masters.)

CAPTAIN’S RULEBOOK: If your copy of the Star Fleet Battles
rulebook was included in the separate Captain’s Rulebook (the Basic
Set rulebook, along with the rules to Advanced Missions, Modules
C1, and C2), or purchased individually as the Master Rulebook then
the components above (except for the rulebook) will not be included.

COPIES OF FORMS: You will need a copy of the SSD and an
Energy Allocation Form for each ship in the scenario each time you
play. Since you must write on these forms to play the game, you will
have to obtain copies of them. You might wish to use photocopies or
have a local quick printer run off a hundred copies of your favorite
ship. Players may wish to use marking pencils and page protectors
(wiping the sheet clean after each use); some players have had their
sheets laminated. Purchasers of this game have the permission of
the publishers to produce, by any convenient means, copies of the
SSD sheets, Energy Allocation Forms, and movement charts for their
own private use (and the use of their opponents). Reproduction for
sale or in publications is NOT authorized.

(A3.21) COUNTERS (PLAYING PIECES)

(A3.211) The die-cut counters are used to represent the various
starships and weapons which are used in the play of STAR FLEET
BATTLES. Generally, each counter represents one starship, weapon,
shuttle, monster, etc.

(A3.212) The race/nation/empire of the counter is shown by its color.
Because each new product adds new counters with new empires, the
colors are given in Annex #7A.

(A3.213) Each counter displays a top view silhouette of the ship
represented as well as an identifying abbreviation to more readily
distinguish ship types and an identification number to distinguish one
ship from another of the same type. The abbreviation is used on the
Master Ship Chart and in the Ship Description (section R). The
identifying numbers are assigned arbitrarily in no particular pattern.
(A3.214) While the counters included with the game will be adequate
for most of the scenarios in the game, players who are devising their
own scenarios may wish to have more of some particular type. There
is nothing wrong with using a counter for something that it was not
specifically intended to be, so long as this is made known to your
opponent prior to the start of play. For example, if you wished to have
five Federation heavy cruisers in a given scenario, you might use two
command cruisers to “fill in,” telling your opponent of the substitution.
Alternatively, if you wished to have 12 Klingon D7 cruisers in a given
scenario, you might use the three D7s that come with the game, then
use the three D6s, the three Romulan KRs, and three Kzinti strike
cruisers. So long as the usage is consistent and known to the
opponent, any substitution of counters is acceptable. Note, however,
that it would be confusing to have both players using counters from
the same empire/nation. Additional counters are available (Z36.1).
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(A3.22) THE MAPSHEET (PLAYING BOARD)

(A3.221) The map used in STAR FLEET BATTLES is overlaid with a
hex grid, used to regularize the position of each ship and its distance
to other ships.

Players may, if they wish, obtain a larger hex grid or additional
maps (Z36.1), to expand the field of play if they are using large fleets,
but the map included with the game should be adequate for all
scenarios. (Some players cut the map into six sections so that, if their
battles tend to drift one direction or the other, the map can be
“leapfrogged” in front of the action. Do not do this unless you are
certain that you want to.)

If you obtain amapsheet somewhere else, check to see how it is
numbered. On the standard STAR FLEET BATTLES maps, the odd-
numbered columns are “above” the even-numbered ones. On some
other maps this is the reverse, having the effect of shifting all units in
odd-numbered columns “down” one hex, creating some amusing
problems.

Alternatively, if one unit moves off the map, all ships can be
shifted enough hexes to one side to correct the situation (S1.43).

(A3.222) Players should note the two directional displays on the map.
One is composed of numbers, the other of letters. These are used to
determine direction. Players should refer to the movement rules
(C1.21) for explanation of the use of these displays.

STAR FLEET BATTLES

(A3.23) UNIT CATEGORIES: The terms “ship” and “unit” are critical
to the way the STAR FLEET BATTLES rules are written. All ships are
units, but not all units are ships.

The most basic category is a COUNTER or playing piece. There
are two types of these: units and markers.

A MARKER is an informational item. Markers include planets,
asteroids, and (in later products) such things as explosions, wild unit
markers, cloak markers, and so forth.

A UNIT is a something that actually does something. All are
either machines (ships, bases, fighters, etc.) or living beings
(monsters). Units include ships, shuttles, seeking weapons, mines,
and monsters.

SEEKING WEAPONS include drones, plasma torpedoes, and
seeking shuttles. See (F0.0). Seeking shuttles are seeking weapons
in some regards and shuttles in others. Some drones are self-guiding,
while all plasma torpedoes are.

SHUTTLES include fighters and non-fighter shuttles. Non-fighter
shuttles include Administrative Shuttles and (in later products) other
types.

SHIPS include PFs (fast patrol ships, see Module K) and bases,
unless stated otherwise. PFs includes the sub-category of
Interceptors (K3.0). Bases include those with positional stabilizers (all
of those in Basic Set have them) and those without.

UNIT
Monster Seeking Shuttle Ship Mine
Weapon
Monster SGSW | Non-| Seeking Non-Ftr Fighter PF Ship Base Mine
SG | Shuttle (except)
Monster | Plasma | Drone SP Adm Other Std Heavy INT PF Ship with without Mine
SS Ftrs Ftrs (except) Stab Stab

SGSW = Self-guiding seeking weapon; SP = Scatter-Pack; SS = Suicide Shuttle; INT = Interceptor; PF = Fast Patrol Ship.
The exceptions under ships refer to cases where the terms “ships but not bases” or “ships not including PFs” are used.

| (A3.3) BACKGROUND |

As can be seen from the map (below), the empires portrayed in
the game occupy a rather small area on the edge of the galaxy.
Background material for the individual empires is included in section
R. More empires are added to the game by Modules C1, C2 (and
eventually C3).

GALACTIC CENTER
LIMITS OF IN THIS DIRECTION
EXPLORED SPACE
Y SN e N
LA Y N
. / T -aoo- -7 \ GOR N
h . ’ \ N
k ~.[ FEDERATION | PN
K \ ]
: o,
KLINGON\,\ o Vs
RIM OF GALAXY THOLIAN

The chronology below describes the major events of the game
universe.

YEAR EVENT

L [ First contact between Humans and their nearest
neighbors (Vulcans).

L S Formation of the Federation.

40-46................. The first Romulan War (between Federation and
Romulan Star Empire).

45 Introduction of the cruiser design by the Federation.

46 . The Romulan-Federation ceasefire.

50-82 .First Klingo-Kzinti War.

(<72 Federation begins conversion of cruisers to warp
power.

62-67...coveurnne All empires (except the Romulans and Paravians)

develop warp-powered ships.

4 I Federation Star Fleet is formed, member nations
begin disbanding their “national” fleets in favor of
the unified fleet.

4 I Tholians arrived and occupied an area claimed by the
Klingons.

82..iiiins Klingons win First Klingo-Kzinti War, depriving Kzintis
of three key colony planets.

83 s Klingons encountered the newly arrived Tholians and

began the first of several wars in their continuing
attempt to destroy them.

102, Federation declares its formal (circular) border.
Numerous border skirmishes are fought with the
Klingons and Kzintis.

108-106............ Second Klingo-Kzinti War is won by the Kzintis,
regaining the three planets.

110-111......ee. First war between the Federation and Klingon Empire.
The war is bitter, but inconclusive.

113 The Federation completes the disbanding of the

“national” fleets in favor of the unified Star Fleet.
Sixteen Orion starships (of various types) with
almost 9,000 skilled crewmen mutiny and
disappear. They form the nucleus of the Orion

Pirates.

123-131............ Third Klingo-Kzinti War. Inconclusive results.

150-170............ Primary time frame of the ships in Basic Set and of the
original film background.

154-155............ Second Romulan War (between Romulan Empire and
Federation) results in a treaty of the Neutral
Zone.

156.....ccine Second War between Federation and Klingon Empire
ends in the Organian Treaty.

LY/ Initial confrontation between the Gorns and the
Federation ends in Treaty of Friendship.

158-162............ Fourth Klingo-Kzinti War. Results inconclusive.

159, Klingon-Romulan Treaty of Friendship is signed.

Klingons begin supplying advanced technology
to Romulans, resulting in greater pressure on
Federation border. Federation transfers main
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fleet units from Klingon border to Romulan
border, releasing Klingon ships to fight Kzintis.
160...ccciiiernne First KRs and K5Rs delivered to Romulans.
161 e Kzintis introduce Attack Shuttle. This early fighter
cannot guide its own drones and is considered
only a manned drone launch platform.

162...cciiieeiene Romulans begin conversion of Warbirds to War
Eagles.
164 Kzintis deployed the Advanced Attack Shuttle, which

was able to guide its own drones. The concept of
dedicated fighter carriers (rather than simply
adding a couple of fighters to standard warships)
began.

Kzintis launch the first of a class of shuttle carriers.

Federation-Kzinti Articles of Agreement.

All empires begin introducing new ship classes and

preparing for the coming war.

168-185............ The First General War. All of the empires in Basic Set
(and several in Module C1) are involved in a very
destructive war that covers most of the known
regions of the galaxy.

186-187............ The ISC (in Module C2) attempt to save the warring
galaxy from itself by occupying most of it.

188 The Andromedans (Module C2) invade the galaxy.

202 After a long campaign, the Andromedans are
defeated.

Some locally operated campaign games are set within certain
time periods, limiting the ships and technology available.

| (A3.4) GAME SCALE |

Each hex in STAR FLEET BATTLES represents an area 10,000
kilometers across. Movement at a speed of one hex per turn equals
movement at the speed of light. Thus, each turn represents 1/30 of a
second of subjective time. However, using relativistic variable time
distortion, the time elapsed during a turn appears to the crew inside
the ship to be about a minute.

| (A3.5) FRACTIONS |

Many of the calculations in the game will produce fractions. If not
otherwise stated, drop fractions of 0.499 or less; round fractions of
0.500 or more to the next higher number.

Note that in cases where a fraction can be used, the fraction is
not rounded up or down. An example is Commander’s Options in
which fractions might be used to purchase a round of transporter
artillery (0.25) or a truck (0.20).

(A4.0) THE CADET’S GAME

Players unfamiliar with STAR FLEET BATTLES should begin by
playing the “Cadet's Game.” (This is sometimes known as the
“beginner’s game.”) This involves only certain rules sections (less
than 10% of this rulebook) which are not otherwise marked. Reading
them will allow you to play, within an hour or two of opening this
volume, a battle between a Federation heavy cruiser and a Klingon
D7 battlecruiser. Once you have played that scenario (perhaps two or
three times), you will, no doubt, be anxious to read and master the
remainder of the rules.

GENERAL — A

Read the indicated sections and play scenario (SG1.0) NOW,
before going on to read any other sections. Then play the Second
Cadet Scenario (A4.2).

You will be using phasers only for this scenario. Without the
heavier photons and disruptors it will be all but impossible to destroy
the enemy, but the point is to learn the concepts of maneuver and the
mechanics of firing weapons.

Anything on the SSD sheet which is not within these rules can
be ignored. If your opponent destroys it, assume that you weren’t
planning to use it anyway so it's not important.

Play this scenario only once, and stop after 5 or 6 turns. By that
time, you will be ready for more advanced combat.

For all of the Cadet Scenarios, assume that this is a “peacetime”
patrol encounter and that either ship can “concede” at any point. The
ship that concedes will then leave the area and the other ship is the
victor.

(A4.2) SECOND CADET SCENARIO:
COMBAT WITH HEAVY WEAPONS

Read rule sections (E4.0), (E4.1), and (E4.2) regarding photon
torpedoes. If you aren’t sure you understand them completely, play a
battle (SG1.0) between two Federation CAs to get a feel for arming
and firing the photons.

Then read rule sections (E3.0), (E3.1), (E3.2), and (E3.3)
regarding Klingon disruptors. If you aren’t sure you understand them
completely, play a battle (SG1.0) between two Klingon D7s to get a
feel for arming and firing these weapons.

You are now ready for the basic duel of STAR FLEET BATTLES
between a Federation CA and a Klingon D7. Read the description of
such a battle in (A5.0) and then try it for yourself. The battle in (A5.0)
uses the Cadet (A4.2) rules plus the rules for overloaded weapons.
This was done because overload range (8 hexes) is a key tactical
consideration.

(A4.3) THIRD CADET SCENARIO:
COMBAT WITH SEEKING WEAPONS

Read the following rule sections on drones:

(F1.1), (F1.21), (F2.11), (F2.12), (F2.2), (F2.3), (F3.1).
(FD1.1) through (FD1.4),

(FD1.51) through (FD1.55) [skip (FD1.53)], (FD1.6).
(FD3.1), (FD4.1), (FD4.2), (FD5.3).

Ignore (FD2.0). The two drone racks on the Klingon D7 each
hold 4 drones and can launch one per turn. They cannot launch a
drone within 8 impulses of a drone launched by the same rack on the
previous turn. Each drone is speed 20, takes 4 damage points to
destroy, and does 12 points of damage to the ship if it hits it.

Then play scenario (SG1.0) again, this time allowing the D7 to
use its drones. After playing this a few times, you can read rule sec-
tions (FD1.56) [but not (FD1.561)] and (F2.5) and allow the
Federation CA to use the one drone rack provided in its refit (see the
SSD).

When you are familiar with drones, read the following:

(FP1.1) through (FP1.6).
(FP2.3) and (FP2.5).
(FP3.1), (FP4.1), and (FP4.2).

Then play scenario (SG1.0) again using a Gorn CA (without the
refits) against either the Federation CA or the Klingon D7. (Play at
least once with each.)

| (A4.4) ASSUME COMMAND! |

(A4.1) FIRST CADET SCENARIO:
COMBAT WITH PHASERS

Read the following rules:
(B2.1), (B2.3), (B3.0),

(C1.1), (C1.2), (C1.31), (C1.4), (C2.0), (C3.0),
(D1.0)-(D1.4), (D2.0), (D3.0) except (D3.5)-(D3.6), (D4.0),
(E1.0), (E2.0),

(H1.0) through (H6.0)

(R2.4), (R3.4),

(81.0), and (SG1.0).

AFTER reaching this point, return to the rules and read those
sections that immediately capture your interest. Some suggestions
include:

Overloaded weapons (E3.5) and (E4.4).
Cloaking Devices (G13.0).
Other ships: Romulan KR (R4.4), Kzinti CS (R5.2).

After playing another scenario or two, stop and read all rules that
are NOT marked as Advanced, Optional, or Commander’s Level.
These other rules can be added later, after you have mastered the
Standard Rules.
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(A5.0) SAMPLE GAME

New players may feel overwhelmed by the mass and seeming
complexity of the rules. Rest assured that the extensive rules are
provided because players who have learned the game want to
explore every aspect of starship operations, and those who are
terrified at this point will shortly be reaching for more and more rules
as they take their starships into uncharted territory. For now,
however, the problem is to actually begin playing and to begin
learning just what all of these rules are for. [NOTE: Read section
(A4.0) and the rules designated in it at this time.] We shall observe
Bill and his friend Jane as they play scenario (SG1.0).

Bill, commanding the Federation CA, notes that he is 44 hexes
from the Klingon D7 commanded by Jane. He has 34 units of power
available (30 warp engine, 4 impulse engine, no reactors) and his 4
batteries are full. He must now allocate this power. At such a long
range, the first decision must relate to movement, because if he
wants to move much closer to the D7, it will take a lot of power.
However, he does not wish to close the range during this turn
because his photon torpedoes (which take two turns to arm) cannot
be ready until Turn #2.

Therefore he allocates his 34 points as follows: 1 to life support,
1 to fire control (both required), 6 to phasers (he knows he will not be
able to fire them all, but wants to store the energy in the capacitors
for next turn), 8 to photons (2 points to each of the four), 2 to activate
the shields, 12 to reinforce the #1 shield (to discourage long-range
Klingon sniping), and 4 to movement. He knows that even if the
Klingon moves at a speed of 31, his ship can avoid the 8-hex range
of overloaded disruptors.

Jane is aware of the arming rate for photon torpedoes and
guesses that Bill will not move very quickly. She wants to be able to
score at least some damage. She has 39 units of power (30 warp, 5
impulse, 4 reactor) to allocate and does so as follows: 1 to life
support, 1 to fire control, 7 to phasers (less than the maximum of 9,
but she plans to run straight in and won’t need the right side phasers,
and wants to maximize power output on this turn), 8 to disruptors
(non-overloads), 2 to raise the shields, 6 to reinforce the front shield,
2 to reinforce the #6 shield, and 12 to move. Her batteries remain
fully charged.

When speed is announced, both players immediately realize that
the other is playing a fairly standard strategy. For our purposes, both
will move straight ahead, and since the chances of a hit are
continually improving, neither will fire until the last impulse. At that
point, the D7 has moved 12 hexes and is in 3009. The CA has moved
4 hexes and is in 1128. The range is 28 hexes. The Klingon ship fires
disruptors (die rolls 1-2-4-5, two hits, total 4 damage points) and the
four facing phasers (die rolls 2-3-4-6, one hit, total 1 damage point)
for 5 damage points. This reduces the Federation ship’s
reinforcement, but since that energy is expended and reallocated
each turn, the tactical result is meaningless. (Indeed, Jane wasted
the four points of phaser energy.) The Federation ship does not fire,
saving its phaser energy.

On Turn #2, the tactical advantage shifts to the Federation, as its
photon torpedoes will now be armed. Since the ships are still 28
hexes apart, and must close to 8 hexes or less to use overloaded
weapons, both players must make a critical choice about their speed.
The Federation ship, which must use warp energy for its photons, can
move at a maximum speed of 23 while charging photons, or at a
lower maximum speed if overloading them. Jane, who knows the
rules and how to subtract, is aware of this fact. While her D7 does not
need warp energy for disruptors, the demand for overload energy (16
points) will inevitably use much of her warp power. Paradoxically, if
both overload their weapons to the maximum extent, it is possible
that they will not be within the maximum range of overloaded
weapons!

Bill decides to overload his weapons, while Jane decides to
leave her weapons on standard settings.

Bill's energy allocation: 1 to life support, 1 to fire control, 0 to
phasers (all are still charged), 16 to photons (2 to torpedoes 1 & 2,
standard loads, and 6 each to 3 & 4, full overloads of 8 points each
counting the 2 points on the previous turn), 2 to raise shields, 0 to
reinforcement (a risky choice since any damage will mark off boxes),
and 14 to movement.

Jane’s energy allocation: 1 to life support, 1 to fire control, 6 to
phasers (3 points are left in the capacitors from last turn), 8 to
disruptors, 2 to raise shields, 7 to reinforce shield #1, 2 to reinforce
shield #6, and 12 to move.

STAR FLEET BATTLES

Bill does some quick arithmetic. With combined speeds of 26
and a starting range of 28, the two ships will come within range of his
overloaded photons. Jane reaches the same conclusion. Bill
determines to close the range.

The two ships then begin moving. Both move on Impulse #3.
The D7 turns right (having fulfilled its turn mode on the prior turn).
This is not a retreat but a plan to keep the range open. On Impulse
#11, the D7 (in 2708) turns to move to 2608. The CA is in 1625. By
Impulse #19, the D7 (in 2409) turns to 2410. The CA is now in 1924.
At the critical Impulse #25 (critical because weapons fired after that
point cannot be fired on Impulse #1 of the next turn; this is known to
SFB veterans as the Impulse of Decision), the CA is in 2123 and the
D7 is in 2412. The CA fires its two left phasers (die rolls 3-4, one
damage point absorbed by reinforcement) because he plans to turn
and these phasers will no longer have a target. On Impulse #30 the
ships are in 2120 and 2414, a range of only 7. Both players know that
they will not reach a range of 4, and their heavy weapons will be no
more effective at range 5 than range 7 (or 8 for that matter), so both
fire. (Bill should have realized that while his photons would be no
more effective at range 5 than range 8, his phasers would have been
devastating at range 5. Perhaps Bill was afraid that Jane would turn
away if he did not fire soon?)

Bill fires two standard photons (2-5, one hits, 8 damage points),
two overloaded photons (1-3, both hit, 32 damage points), and 4
phaser-1s (2-3-4-6, total 8 damage points) for a total of 48 damage
points. These penetrate the shield and its reinforcement, scoring 11
points of internal damage, 2 of which destroy warp engine boxes.

Jane fires 4 disruptors (1-2-4-6, 3 hits, 9 damage points) and 4
phaser-2s (1-2-3-4, total 7 damage points) for 16 damage points,
destroying more than half of the CA’s front shield.

On the final impulse, the CA moves to 2119, while the D7 turns
to 2315, firing its three remaining phasers (1-2-3, 6 damage points),
reducing the front shield to only 8 boxes.

The third turn becomes critical. The Federation ship cannot arm
photons in one turn and has a choice of standing still (using the
energy to reinforce the shields) or trying to run. The Klingon will be
able to fire overloaded disruptors on Impulse #6.

Bill's allocation: 1 to life support, 1 to fire control, 6 to phasers, 8
to photons, 2 to raise shields, 20 points (including batteries) to
reinforce the front shield, no movement.

Jane’s allocation: 1 to life support, 1 to fire control, 6 to phasers,
16 to disruptors (overloads), 10 (including two of the batteries) to
general reinforcement (because she cannot reinforce shield #1, which
is down), 5 to movement. (The other two points were lost in the
damage received.)

On Impulse #6 (when both can fire), neither ship has moved.
The CA fires four of its phasers at the D7 (1-2-4-6, total 11 damage,
which removes the general reinforcement and scores 6 points on
shield #6). On Impulse #13, the D7 has reached 2116. It fires four
disruptors (2-2-3-5, three hit, total 24 points damage) and six phaser-
2s (1-2-3-4-5-6, 21 points damage) for a total of 45 points, enough to
destroy the reinforcement (20), knock down the shield (8), and score
17 points of internal damage. Bill fires his remaining two phasers
(which just came into firing arc) and rolls a 3 and a 4 for 8 points of
damage on the D7’s #6 shield. The D7 continues to 2018. At this
point-blank range, the two ships will savage each other with
overloaded weapons on the next turn. The players are left to work
this out for themselves.

Both Bill and Jane are obviously novice players as their tactics
consist of little more than closing and firing. Bill’s decision to bring his
ship to a complete stop gave Jane the tactical initiative, but she was
unable to capitalize on it.

If you still do not understand the game, see (Z3.0).

| END OF SECTION (A0.0) |
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STAR FLEET BATTLES

(B0.0) HOW TO
PLAY THE GAME

(B1.0) GENERAL RULES

This section details the Sequence of Play (the exact order in
which the actions of the game take place) and the rules for Energy
Allocation.

(B2.0) SEQUENCE OF PLAY

| (B2.1) GENERAL |

STAR FLEET BATTLES is played in turns, of which there may
be almost any number in a given scenario. Each turn consists of
several phases, some of which are broken down into several
segments and/or impulses. Each turn consists of several steps
(primarily planning and the launching of some weapons types)
followed by a number of impulses during which movement and
combat take place.

| (B2.2) OUTLINE OF THE SEQUENCE OF PLAY |

1. ENERGY ALLOCATION PHASE

2. SPEED DETERMINATION PHASE

3. SELF-DESTRUCTION PHASE

4. SENSOR LOCK-ON PHASE

5. INITIAL ACTIVITY PHASE

6. IMPULSE PROCEDURE
A. MOVEMENT SEGMENT
B. IMPULSE ACTIVITY SEGMENT
C. DOGFIGHT RESOLUTION INTERFACE
D. DIRECT-FIRE WEAPONS SEGMENT
E. POST-COMBAT SEGMENT

7. FINAL ACTIVITY PHASE

8. RECORD KEEPING PHASE

| (B2.3) SEQUENCE OF PLAY EXPLANATION |

This section describes the basic operation of the Sequence of
Play and the turn procedure. Note that a more detailed listing of all
actions that can be taken during the Sequence of Play, in the specific
order in which they occur, is given in Annex #2.

1. ENERGY ALLOCATION PHASE: Each player, for each ship
that he controls, fills out the next available column on the Energy
Allocation Form for that ship. Refer to the Energy Allocation Rules
(B3.0). It is by the allocation of energy that players determine, in this
phase, what the speed of their ships will be during the current turn
and what equipment and weapons may be operated.

2. SPEED DETERMINATION PHASE: The speeds for all ships
(as well as drones, shuttles, plasma torpedoes, and any other moving
objects) are announced or determined. During this phase, the
controller (C1.44) prepares his control sheet.

3. SELF-DESTRUCTION PHASE: Ships that are plotted to self-
destruct do so at this time, and the effects of the blast are applied
immediately to any ships within range of the blast. Refer to rule
(D5.0).

4. SENSOR LOCK-ON PHASE: All ships (and other units)
which wish to fire at enemy units during the current turn, or which are
controlling seeking weapons on the map targeted on other units,
MUST attempt to achieve a sensor lock-on at this time. Refer to rule
(D6.1). This is resolved with a single die roll for each ship attempting
lock-on for all of that ship’s potential targets. The effects of the lock-
on or failure to lock-on will last for the entire turn. A given unit will
either have a lock-on to every other unit on the map, or to none of
them. Note that in the case of ships that have not suffered sensor
damage, lock-on is automatic. Some effects such as electronic

HOW TO PLAY — B

warfare (D6.3) or planets (P2.0) could block or reduce the quality of a
lock-on. Note that in some advanced rules your fire control may be in
an inactive state, leaving you without any lock-ons.

5. INITIAL ACTIVITY PHASE: During this phase, players take
certain actions, such as tractor rotations, undocking from bases,
variable pulsars, assigning guards, etc. See Annex #2.

6. IMPULSE PROCEDURE: The movement/combat portion of
the turn is divided into 32 impulses. The following steps are repeated
in each of those 32 impulses.

A. MOVEMENT SEGMENT: The ships that will move in the
current impulse are determined by the controller from the
movement chart (see separate sheet). This information is
announced to all players. Each player whose unit is to move in
this impulse moves it one hex within the limits of the ship’s turn
mode [or in accordance with his pre-plotted movement (C1.32)].
Note that “seeking” weapons have special rules for movement
(F2.2). Also note that the impact of seeking weapons is
determined, and any resulting damage resolved, at the end of
the Movement Segment.

B. ACTIVITY SEGMENT: This segment is used for
activities that take place during the Impulse Procedure, such as
transporter operations, laying mines, launching shuttles or
seeking weapons, recovering shuttles, or other activities
specified by the rules. These activities take place in a specific
order shown in Annex #2. This data is shown in an Annex so
that it can be replaced and updated in advanced products.

C. DOGFIGHT RESOLUTION INTERFACE: This special
section, dealing with fighters, happens only in certain impulses.
For more information see Module J.

D. DIRECT-FIRE WEAPONS SEGMENT: Players
determine for each of their units if it will fire any of its weapons
during this impulse. This is done secretly and simultaneously;
see (B2.4). Players then simultaneously announce for each of
their units if they will fire, and if so, which weapons and at which
targets. [All players must indicate that they have made their
decisions (on weapons and EW changes) before any
announcements are made. Once announcements begin, the
decisions cannot be changed. In a complex or hard-fought
game, players might give their detailed firing orders to a non-
playing referee.] Weapons are then fired in any convenient order
in accordance with the rules on combat (D0.0). Damage is
assumed to be simultaneous, i.e., a weapon committed to fire
may still fire if it is destroyed by a weapon firing in the same
segment of the same impulse.

E. POST-COMBAT SEGMENT: Certain decisions and
announcements, detailed in Annex #2, are done at this time.

The Impulse Procedure is repeated for each impulse of the
current turn. When all 32 impulses are completed, return to the
Sequence of Play and proceed with the Final Activity Phase.

7. FINAL ACTIVITY PHASE: See Annex #2 for details of actions
and announcements made at this time.

8. RECORD KEEPING PHASE: See Annex #2 for a detailed list
of the actions and announcements made at this point.

After completion of all activities of a given turn, the turn is
complete and the next turn is begun. The Sequence of Play is
repeated for each turn until the scenario is over. Various events (such
as the arrival of additional units) may take place in specific turns.

NOTE: The expanded Sequence of Play listing in Annex #2 has
been carefully written to show the EXACT and SPECIFIC order in
which the actions of a turn or impulse are to be taken. Careful study
of this listing will answer many questions about the rules. The order is
specifically intended to prevent (or allow) certain actions from
happening on the same impulse.
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(B2.4) SIMULTANEOUS ANNOUNCEMENTS:
PROCEDURES AND POLICIES

At several points in the Sequence of Play, players will be
required to make “secret and simultaneous” allocations of resources
or commitments to take certain actions. The most obvious is the use
of direct-fire weapons in step 6D above, but many others (launching
drones, using transporters, etc.) exist and will become obvious as
players become familiar with the game.

The problem with “secret and simultaneous” is that it requires
written records, and these can become a tiresome chore when trying
to play a game for relaxation and entertainment. Many players do not
bother with written records, but simply make their decisions in their
heads and then make the announcement simultaneously. The
problem is that it doesn’t turn out to be simultaneous.

(nEmd

HEmd

FEDERATION DREADNOUGHT

FEDERATION DESTROYER

FEDERATION FLEET TUG

STAR FLEET BATTLES

Imagine, if you will, two ships heading straight toward each
other. Their weapons become more effective as the range closes. If
they both fire at the same time, they will both take the appropriate
damage. If one player fires earlier, however, he will be gambling on
less effective weapons penetrating the enemy shield and destroying
some enemy weapons before those weapons can fire on the next
impulse (or a later one). It isn’t difficult to see that whoever makes a
non-written announcement first is placing his life in the enemy’s
hands, as that enemy can then decide to fire simultaneously (claiming
he had intended to do so anyway) or decide to withhold fire, take his
chances, and smash his opponent with close-range fire a few
impulses later. This phenomenon is known as “me too firing” and,
while often used in a friendly game, can cause hard feelings in a
fiercely competitive tournament or campaign. This does not mean
that SFB players are inherently dishonest; it is simply human nature
to make each decision with whatever information is on hand at the
time. Some players report that they experience more tension from the
temptation to change their decisions than anything else in the game.

Some players seek a middle ground, asking each other only if
they will fire and then writing down the orders. Sometimes, a coin or
die hidden behind the hand, or a card marked “fire” on one side and
“no fire” on the other and covered by one’s hand, can be used instead
of a verbal announcement.

While this avoids having to write down fire orders (or dummy fire
orders) 32 times per turn, it can also reveal more information than is
good for your career. In the case above, one player might announce
firing (without revealing that he plans to fire a ph-3 on the rear of his
ship toward a drone) in an attempt to get the opponent to panic and
fire everything before optimum range.

Probably the best solution is provided in Captain’s Module A+:
Captain’s Yeoman, i.e., the two sets of Command Cards found in that
product). Each player holds his set of cards and simply lays down
one or more of them each impulse, exposing them to indicate what (if
any) weapons he has decided to fire. Players who do not have
Module A+ can easily create such a system for themselves with a few
index cards.

Whatever system you use, it probably will not be necessary to
go through the motions on all 32 impulses of every game. During
some times, the ships will be far apart but moving together and it will
be obvious that no one wants to fire at such a long range. At other
times, both players will have fired every weapon they own and agree
to simply play out the rest of the turn without bothering with pointless
fire declaration steps. While this informal system speeds the game
(and makes it far less tedious), players should keep a careful eye on
the situation and announce well in advance that “| am going to want a
fire decision step on this impulse.” This will avoid hurt feelings if
Player A feels he missed a chance to fire while Player B (who already
moved for Impulse #22 because Player A did not say quickly enough
that he wanted to fire on Impulse #21) wonders if Player A wouldn’t
want to fire if Player A did not already know where Player B would
have moved to if Player A had not fired. (Did you understand all that?
Good! Write us a letter and explain it to us.)

It is only human nature to look out for your own interests. When
playing competitive games, or with new opponents, take every pre-
caution to avoid hurrying or delaying your opponent into (or out of) a
decision. Simple politeness (“You seem to be mulling this over, Fred.
Are you trying to make up your mind or wondering why | am taking so
long to call the next impulse?”) will usually overcome any confusion.

Above all else, remember that this is a game that you are trying
to enjoy, not a competition that will determine the course of your life.
Fair play and reasonableness should prevail. If you learn nothing else
from STAR FLEET BATTLES, at least try to learn how to get along
politely and fairly with people who are trying their darndest to kill you.
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STAR FLEET BATTLES

(B3.0) ENERGY ALLOCATION

The heart of the game is in the energy allocation rules. Here
players must determine how much power (energy) is available and
how to use it most wisely. You will never have as much power as you
have uses for it.

| (B3.1) PROCEDURE |

Energy is calculated and allocated on an Energy Allocation
Form. There are several of these included with the game. Players
should use plastic page protectors and grease pencils or photocopy
extra copies of this form for use in the game. Packages with extra
copies of the EAF are available for sale in some hobby stores. Each
turn during the Energy Allocation Phase, each player, for every
starship he controls, must fill out the next column of his EAF.

Special Energy Allocation Forms for use by specialized units are
provided in Module R1. The Andromedans in Module C2 have their
own special Energy Allocation Form. Specific instructions for filling
out the form are given on a line by line basis, as follows:

1. WARP ENGINES: This is the amount of warp engine power
available. Simply count the unchecked warp engine boxes on the
ship’s SSD. For example, the Federation cruiser starts with 30, the
Kzinti strike cruiser with 27, and the Gorn heavy cruiser with 32. This
number may be reduced by damage. See (H2.0) and (G15.2),

2. IMPULSE POWER: This is the amount of power available
from the impulse engines (H3.0). Again, simply count the number of
unchecked boxes. (The Federation heavy cruiser has four.)

3. REACTOR POWER: This is the amount of power from nu-
clear reactors (H4.0). The Klingon D6 battlecruiser has two reactor
boxes on its SSD. The Federation command cruiser also has two, but
the Federation heavy cruiser has none (although two are added with
a later refit).

4. TOTAL POWER: This is the total amount of power available
from all sources other than batteries. At the start of a scenario, an
undamaged (and unrefitted) Federation heavy cruiser will have 34
units of power, a Federation command cruiser 36, a Klingon D6
battlecruiser 37, and a Gorn heavy cruiser 38. Assuming that the ship
has not been damaged, line 4 will have the same number each turn.

5. BATTERIES AVAILABLE: This is the amount of battery
power (H5.0) available for use. Note the value of leaving some or all
of these batteries unused as detailed in (H7.0). The effective use of
reserve power is one of the most important skills to master if you plan
on winning your battles.

6. BATTERIES DISCHARGED: This is the number of batteries
that have previously been used. The total of 5 and 6 will always equal
the number of undestroyed battery boxes on the SSD (or their
capacity in some advanced cases). At the beginning of a scenario,
the batteries will all be charged. Careful players save their batteries
until the ship is heavily damaged and use them to fill in, temporarily,
for destroyed engines. Skillful players, however, use their batteries
constantly for that one additional unit of power that can be critical.
Batteries destroyed in combat are presumed to have been those
previously discharged, if any such batteries exist.

7. LIFE SUPPORT: You MUST allocate energy to life support or
your entire crew will perish immediately. The life support cost for a
ship depends on its size class. The size class of each ship is shown
on the MASTER SHIP CHART and on each SSD; the life support
cost for each size class is shown on the chart below (B3.3). Note that
if a ship is crippled (S2.4) it can use emergency life support, which
costs no power. Units that do not have any power, or do not have
enough generated power remaining, to pay for life support also use
emergency life support. Legendary Captains (G22.2) can also use
emergency life support. If a ship is being boarded and no one has
control for EA purposes, the ship operates under Emergency Life
Support. It is specifically not possible to turn off life support (to a
specific area, or to the entire ship) to cause enemy crew units to die,
even if you are sacrificing your own crew units in the process.

HOW TO PLAY — B

8. ACTIVE FIRE CONTROL: One unit of power will operate the
scanners and sensors for the current turn; see (D6.6). A half unit of
power will provide Low-Powered Fire Control (D6.7), but this is
severely restricted. If no power is allocated to this line, you cannot
have a lock-on and weapons MAY NOT BE FIRED. [Passive Fire
Control (D19.0) in Advanced Missions might allow firing in some
cases.] Seeking weapons may lose their tracking and be removed,
see (FD5.0).

9. PHASERS: Energy for phasers is explained in the rules on
phaser capacitors (H6.0).

10. TORPEDOES: This line is used for photon torpedoes,
plasma torpedoes, disruptor bolts, and other heavy weapons. The
allocation of energy for each launching tube (system box) is recorded
separately on one line here. The specific method of allocation for
each weapon type is covered within the rules on that weapon type.

11. SHIELDS: Shields may be operated at “minimum” or “full”
power. The cost for each depends on the size class of the ship, as is
shown on the chart in (D3.32).

12 GENERAL SHIELD REINFORCEMENT: Any amount of
available power may be applied here; see (D3.341).

13. REINFORCE SHIELDS: Energy may be added directly to
one or more specific shields. For more information on reinforcement,
see (D3.342).

14. MOVEMENT: Energy is required to move the ship. This
energy can come from either warp (H2.0) or impulse (H3.0) engines.
No more than one unit of power can come from impulse engines; see
(C2.111). Warp engine energy provides movement at a rate specified
for each ship. Basically, the amount of warp engine energy allocated
is divided by the movement cost for that ship to yield the number of
movement points provided. For example, the Gorn CA has a
movement cost of 1, so 17 points of warp engine energy will provide
17 movement points. The Federation DN has a movement cost of
1+1/2, so 18 points of warp engine energy will provide 12 movement
points. The Klingon F5 has a movement cost of 1/2, so 13 points of
warp engine energy will provide 26 movement points. No more than
30 movement points can be provided by warp engines; see (C2.112).

15. DAMAGE CONTROL: This line is used to allocate energy
for damage control; (D9.2) and (D14.0).

16. RECHARGE BATTERIES: Energy allocated on this line will
recharge previously discharged batteries. See the rules on batteries
(H5.0) and (H7.0).

17. TRACTOR AND NEGATIVE TRACTOR BEAM: Energy
allocated here is used to tractor various objects or to prevent the ship
from being tractored. See (G7.0) for details.

18. TRANSPORTERS: Power allocated here is used to operate
the ship’s transporters. See (G8.0) for details.

19. Several lines are provided to allocate energy to
miscellaneous systems not specifically listed above. Examples of
these would include electronic warfare, cloaking devices, or shuttles.

20. TOTAL POWER USED: This line is used as a final
mathematical check to make sure that you have allocated the correct
amount of power. It also serves to determine if you have discharged
any batteries.

21. BATTERY POWER USED: This is a record of the number of
batteries that were discharged on the current turn. It is used to adjust
lines 5 and 6 on the next turn.

NOTE: Except when specifically stated to do so, energy does
NOT “carry over” from turn to turn.

EXAMPLE: If power was allocated to movement on a given turn,
this power could not be used to move the ship on a later turn. If 7
units of power were allocated to a ship on Turn #5 and none on Turn
#6, it would move 7 hexes on Turn #5 and would not move at all on
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Turn #6. If energy was allocated to transporters on Turn #5, and not
used, this power is lost and cannot be used to operate the
transporters on any later turn. ONLY in the case of phasers [detailed
in (H6.0)], batteries, multi-turn-arming weapons, and armed weapons
being held is power carried over from one turn to a later turn. In some
cases (e.g., photon torpedoes), energy must be expended over a
period of two or more turns. The energy expended on each of those
turns comes from power generated during each specific turn.

I(B3.2) FRACTIONAL ACCOUNTING (Advanced) I

Players willing to accept the increased workload may elect to
retain all fractions when calculating energy requirements.

This rule is described in the Tactics Manual as one of two
optional rules [the other is (C12.0) in Advanced Missions] which will
usually mean victory when used by one player against a player who
refuses to bother with them.

(B3.21) FRACTIONS: Fractions of energy points used for various
systems may be combined. For example, a Klingon C8 dreadnought
uses 1-1/2 energy points to move one hex and uses 1/2 of an energy
point to fire a phaser-3. Therefore, two energy points (1-1/2 + 1/2 = 2)
would be needed to perform these two functions, but without the
fractional accounting system, three points would be required since all
energy expenditures are rounded up.

(B3.22) STORAGE: All unused fractions of an energy point can be
stored in batteries; otherwise they are lost. The fractions are subject
to the normal storage limits; a battery can hold less but not more than
one point of energy (with the exception of certain ships in other
products). Thus, a battery could hold 2/3 of an energy point but not 1-
1/3.

STAR FLEET BATTLES

| (B3.3) LIFE SUPPORT COST CHART |

The amount of life support required by a given ship depends on
its size, as shown on the chart below:

SIZE CLASS LIFE SUPPORT
ENERGY COST
1 3
2 1-1/2
3 1
4 1/2
5 0
| (B3.4) NON-EXPENDITURE |

A player is never required to expend all of the power his unit
generates. Some expenditures are required (e.g., without life support
the crew will die), and some are required by certain functions (e.g.,
you cannot control drones without active fire control). It is possible
that mandatory or required functions could consume all available
power.

If a unit leaves part of its power output unallocated, it is simply
assumed that the engine/reactor was operated at a lower power
output and the unallocated energy was never created. This
unallocated energy cannot be used for reserve power. A player would
be better off to allocate it under (H7.4).

| (B3.5) RECORDS |

The Energy Allocation system, like many other parts of the
game, requires players to keep written records of many things. These
records are, unless otherwise noted in the rules, to be made available
to the opposing player(s) at the end of the game to verify that no rules
were broken and no creative accounting was involved.

If a ship is captured (D7.503) the capturing player takes
possession of the SSD and EAF for that ship, along with any and all
other records pertaining to its current condition.

| END OF SECTION (B0.0) BASIC SET |
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(C0.0) MOVEMENT

Starships and other units move on the map by a combination of
impulse engine power and warp engine power. The speed of most
units in the game varies from turn to turn, depending on the amount
of power which is allocated on any given turn for movement. Each
hex moved into during the course of a given turn equals one times
the speed of light. (Moving ten hexes during a given turn is equal to
moving ten times the speed of light on that turn.)

Players in this game determine the speed of their own ships
during the Energy Allocation Phase by the amount of energy
allocated to movement. (Certain other units such as shuttles and
seeking weapons move at speeds defined in the rules.) The amount
of energy allocated is limited by the rules (which restrict speed to a
maximum of 31 for ships and shuttles, 32 for some other units),
damage taken by the ship in previous turns (which may reduce power
available), the restrictions on acceleration, and tactical considera-
tions. (It may not be necessary or desirable to move completely
across the map, and the power may be needed for other things, such
as shields and weapons.)

Players may be more familiar with the term “warp factors.” The
speed of the unit (in multiples of c, the speed of light) is the cube of
the warp factor. Thus, warp two is (2x2x2 =) eight hexes per turn, and
warp three is (3x3x3 =) 27 hexes per turn.

|(C1.1) PROCEDURE |

(C1.11) MOVEMENT: Units move from hex to hex on the mapsheet.
Except in rare special cases [e.g., Black Holes (P4.0) or Nebulae
((P6.5)], a unit moves a maximum of one hex per impulse and will
probably not move during every impulse.

(C1.12) HEXES: Each unit must always be within a single hex and
must always be “faced” directly towards one of the six adjacent
hexes.

INCORRECT

CORRECT

|(C1.2) FACING |

(C1.21) GENERAL: A unit may be faced in any of six directions.
These directions are designated by the letters “A” through “F.” Note
hex #4002 on the mapsheet. Arranged around this hex are these
letters. This is a standard element of many games, used to designate
direction. Units moving in “direction A” (which might arbitrarily be
called “north”) move in the direction they would move in IF they were
in hex 4002 and were facing toward hex #4001 (the hex with the “A”
written in it.) Thus a unit in hex 0608 facing in direction A faces hex
0607, while a unit in 2210 facing in direction C faces hex 2311.

The terms “facing” and “heading” are used interchangeably in
these rules.

Hex #0328 on the mapsheet is surrounded by six numbered
arrows. These are used for various functions, such as determining a
random direction.

(C1.22) MOVEMENT AHEAD: Units generally move in the direction
they are facing. Units turn (C3.0) to face a new hex before actual
movement, but the unit will always enter the hex it is facing except as
follows: Tumbling (C6.551), movement while docked (C13.921),
movement while linked by tractor beam to another unit (G7.36),
random movement caused by black holes (P4.0) or nebulae (P6.5),
movement in reverse [in which case the unit enters the hex opposite
the direction it is facing (C3.5)], and sideslips (C4.0).

MOVEMENT — C
|(C1.3) PLOTTING |

Players use the directional notations to plot the movement of
their units. Players may elect, by mutual consent, either “pre-plotted”
or “free” movement. The free movement system is assumed to be the
standard system within these rules.

The terms “pre-plotted” and “free” are the most common of
several levels of plotting; see (C1.33) for more details.

(C1.31) FREE MOVEMENT: Under the “free” movement system
[Level B under (C1.33) below], whenever the movement chart calls
for a given unit to move, the owning player may move it in any
direction or combination of directions he wishes, within the limits of
the unit's Turn Mode and other rules. Some items are always plotted,
and the unit MUST have a legal speed plot; see (C1.34) and (C1.35)
(C1.311) SIMULTANEOUS MOVEMENT: When using free
movement, it is possible for two or more units to be moving in the
same impulse. When this happens, both players might gain a
considerable benefit from knowing the other player’s move. (This is
not a problem with plotted movement, since the movement of the
units is committed in writing beforehand.) To resolve which unit
moves first, use the Order of Precedence in (C1.313).

(C1.312) REVERSE MOVEMENT: The intended direction of
movement (forward or reverse) must be recorded on the Energy
Allocation Form when using free movement. If no direction is
indicated, forward movement is assumed. An announcement is
required at the point of speed declaration.

(C1.313) ORDER OF PRECEDENCE: The following chart shows the
correct order in which to move units that are moving in the same
impulse. Units perform HETs during the step where they move. A
non-moving unit is (within its category), the slowest moving unit, so a
Speed Zero ship will HET before other ships move in the ship step.

1. Monsters move.

1A. Change in Temporal Elevation (G31.152) except seeking
weapons.

2. Ships move.

3. Nimble ships move (C11.0).

4. Fighters and shuttles (including those used as seeking
weapons) move. If a shuttle is a seeking weapon and is
targeted on another seeking weapon, the owning player
has the option of declaring this fact (during the resolution of
the order of precedence), in which case the shuttle moves
in Step #5. In some cases, a seeking shuttle that has not
been identified as a seeking weapon might be closing
head-on with a faster shuttle on which it is targeted. If the
seeking shuttle revealed its status (effectively saying, “no,
YOU go first”) the faster shuttle might be able to dodge the
seeking shuttle (if it was a fighter, it might do this by a
HET), which at such short ranges is impossible. This is
resolved by moving the unrevealed seeking shuttle first,
then the faster shuttle moves. Then, if the seeking shuttle
could have entered the hex the targeted shuttle picked, the
seeking shuttle’s movement is retroactively changed to
enter the hex of the target shuttle, impacting it. If the
seeking shuttle’s original pre-retro move entered the hex of
the target, no detonation occurred; this could only happen
after the true (i.e., retroactive) movement.

5. Seeking weapons move or change Temporal Elevator (G31.0)
levels. (Note that impact is announced but not resolved
until after base rotation and Tactical Maneuvers. This
allows Tactical Maneuvers to be used to turn a stronger
shield toward an incoming-seeking weapon. The weapon
hits the shield after the rotation or Tactical Maneuver.) If
one seeking weapon is targeted on another seeking
weapon, the owner of the intercepting seeking weapon may
announce this fact (during the resolution of the order of
precedence); weapons known to be targeted on other
seeking weapons move after their targets have moved,
even if the intercepting seeking weapon is slower than the
one it is targeted on. The announcement that a seeking
weapon is targeted on another seeking weapon is made by
the player controlling the seeking weapon at his discretion.
He is not required to make the announcement at all, but
must do so if he wants to reverse the normal order of
precedence. This is normally done when the weapons are
within one hex of each other.
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6. Bases rotate (C3.7).

7. Ships make Tactical Maneuvers (C5.0).

8. Nimble ships make Tactical Maneuvers.

9. Fighters make Tactical Maneuvers. Non-fighter shuttles

cannot do Tactical Maneuvers; see (C5.43).

Within these groups, the slower unit moves first. If the speeds are
equal, the unit with a better Turn Mode category moves last. If speed
and Turn Mode category is the same, both players write down their
movement for that impulse only and expose these written orders
simultaneously then execute them. Units moving solely by impulse
power are considered to have the same Turn Mode within their speed
category unless otherwise defined as nimble, e.g., a ship with a Turn
Mode of F moving solely by impulse power has the same Turn Mode
as a ship with a Turn Mode of AA also moving solely by impulse
power unless one or the other is “nimble”. This would require the two
units to record their movement before executing it under (C1.311). A
unit moving Speed 1 using warp power is considered to be faster
than a unit moving Speed 1 by impulse power alone within their
respective movement categories, but a nimble ship, even one moving
under impulse power, would still move after a non-nimble ship.

The COMMAND CARDS provided in Captain’s Module A+:
Captain’s Yeoman will facilitate this procedure.

When using plotted movement, this chart can be used to set the
order for any non-plotted movement, such as Tactical Maneuvers.

NOTE TO NEW PLAYERS: Sections (C1.32) and (C1.33) should
be ignored for now. These sections deal with a very complex form
of movement planning (known as “pre-plotted movement”) which is
seldom used. These sections can, for all practical purposes, be
treated as optional rules and can be totally ignored. These rules
are included primarily for the benefit of players who grew
accustomed to the pre-plotted movement system in the earliest
editions of the game. Certain advanced rules may use these pre-
plotted rules, but beginning players will not encounter those for a
considerable time.

(C1.32) PRE-PLOTTED MOVEMENT (Optional): Under the “pre-
plotted” movement system [Level C1 under (C1.33) below], players
must specifically plot the movement of their units for the current turn
in advance, during the Energy Allocation Phase. Note that “seeking
weapons” are not plotted, but follow their designated targets. A
simplified notation is used, wherein “2A” indicates two hexes in
direction A, and “4C” indicates four hexes in direction C.

Note that under all forms of plotted movement, it is not
necessary to plot the launching of seeking weapons, launch of
shuttles, firing of weapons, etc. See (C1.35).

EXAMPLE: A Klingon D7 battlecruiser is in hex 1021, facing hex
1122. The Klingon has decided to expend ten units of energy in
movement on this turn. Since his movement cost is one energy point
per hex, he will move ten hexes. A Kzinti strike cruiser is in hex 1520,
facing hex 1420. The Klingon anticipates that the Kzinti ship will move
slowly, if at all, on the current turn (due to tactical circumstances too
complex to explain here). The captain of the Klingon ship wants to
maneuver to bring himself behind the Kzinti ship, facing it at close
range. He plots movement as (4C, 2B, 2A, 2F), a classic “Klingon
Hook” maneuver. This movement will take him, successively, into
hexes 1122, 1222, 1323, 1423, 1523, 1622, 1621, 1620, 1520, and
finally to 1419. His theory is that if the Kzinti ship does not move, or
moves very slowly, he (the Klingon) will get a shot at his flank shields
and finally overrun him. (Note that the firing arcs of the phasers on a
D7 make the hex directly behind it a particularly bad place to be.) If
the Kzinti moves quickly, the Klingon will still get at least one good
shot early in the turn. Note that if the Kzinti ship is badly damaged,
this maneuver should bring the D7 within transporter range (for
boarding purposes). Also note that if the Kzinti ship is very badly
damaged, plotting movement that will end the turn adjacent to it is
inviting that ship to self-destruct and possibly take the Klingon ship
with it.

There are several possible variations of pre-plotted movement.
The basic system, as described above, is functionally complete. The
variations listed below are not required, but may be used to increase
the perceived realism of the game.

(C1.321) HALF-TURN PLOTTING: Plot the movement for each turn
at the mid-point of the previous turn. (When a scenario begins,
players plot the first turn, then, on Impulse #16, plot the entire second
turn.) After half of the impulses of a given turn (i.e., sixteen) have
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been played, plot movement (and fill out the Energy Allocation Form)
for the next turn. This will require even more inductive reasoning (and
shrewd second-guessing) than the basic system. It is possible that, at
the actual start of a turn, there may not be sufficient energy to
perform all planned activities. In this event, the programmed energy
expenditures must be reduced to the level of power available; the
process in (D22.0) Energy Balance Due to Damage must be followed
until the imbalance is corrected. This is obviously a very complex
procedure, and only a few players use it.
(C1.322) PURSUIT PLOTTING: When using the various “plotted”
systems, a unit can be directed simply to “follow” a given ship (or
other unit, or simply a specific hex on the map). If so directed, the unit
is moved as if it were a seeking weapon (F2.2), although of course
with its own speed and Turn Mode. Should it enter the hex occupied
by the unit it is following and then be required (by its speed) to move
out of that hex before the target does, it moves straight ahead one
hex and then begins “pursuing” the target again. Appropriate units
could use Emergency Deceleration (C8.0).
(C1.3221) Ships not using pursuit plotting may adopt it at any
point in the turn by announcing the fact; it takes effect four
impulses (1/8 turn) later. These rules can also be used to adopt
or drop Evasion or station keeping plot (see below). Changing to
pursuit, evasion, or station keeping plot will, of course, cancel
the original movement plot.
(C1.3222) Ships using pursuit plotting may drop it at any point in
the turn by announcing the fact. The unit is released from
pursuing its target eight impulses (1/4 turn) later. It must plot the
remainder of the turn at the time the unit is released from pursuit
plotting.
(C1.3223) EVASION PLOTTING: A unit may also use evasion
plotting, in which the unit always moves in such a way as to
move farther from a given ship, unit, hex, or object. If it is not
possible to get farther away, the unit must (if possible) move in
such a way as to get no closer. See (C1.322).
(C1.3224) STATION KEEPING PLOT: A unit may also use
station keeping plot, in which the unit always moves in such a
way as to maintain (as nearly as possible) or attempt to restore
the distance between itself and another unit, hex, or object
(based on the distance at the start of the turn or adoption of this
type of plot). The unit is not obligated to remain in any given
direction or orientation from the target unit. ECM drones (FD9.0)
use station-keeping plot during parts of their movement. See
(C1.322).
(C1.3225) Units cannot plot pursuit or station keeping on any
unit under friendly control unless the unit being followed is using
plotted movement at the same level as the following unit. For
example, you cannot plot pursuit movement on a probe drone
(which does not use plotted movement) which you control.
(C1.3226) Note that while this form of plotted movement uses
the same mechanics as “seeking weapons” (F2.2), this type of
plot does not result in an impact or collision and is not distracted
by scout sensors, chaff, wild weasels, going behind a planet,
etc. If the object of the plot goes behind a planet, the following
units will maneuver to fulfill the requirements while avoiding
planetary collisions. If the object of the plot is destroyed, use
(C1.3222) to drop the pursuit, continuing to pursue the hex that
the target was destroyed in until entering that hex or until the
eight impulse delay in (C1.3222) is complete.
(C1.3227) Station keeping, evasion, or pursuit plotting cannot be
performed if a cloaked unit is the object of the plot.
(C1.323) SEGMENTED PLOTTING: Plot the unit’s activities for the
first eight impulses. At the end of Impulse #4, plot the activities for
Impulses #9-12. At the end of Impulse #8, plot #13-16, and so on.
Thus, a player will always be plotted for 4-8 impulses in advance.
Players may experiment with other combinations such as 5-10, 15-
30, 2-4, etc. Players fill out their Energy Allocation Forms at the end
of Impulse #28 of the previous turn. Use (D22.0) to resolve any
energy imbalance at the end of a turn.

(C1.33) LEVELS OF PLOTTING: There are several “levels” of plotted
movement. Under the more restrictive levels, all movement-based
actions must be plotted. Under the more liberal levels, many actions
can be made freely. Note that the various forms of segmented
plotting are variations of all levels, not a level themselves. Also note
that energy allocation and movement plotting are related but not the
same. Allocating energy for a High Energy Turn is not the same as
plotting to make such a turn at a specific point.
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A: MODIFIED FREE MOVEMENT: Players can perform speed
increases (C12.24) and HETs (C6.0), and switch to or from
Erratic Maneuvering (C10.0), without prior plotting,
assuming energy is available from reserve power (H7.0) or
contingent allocation (H7.6). Contingent allocation (H7.61)
is authorized only for HETs and EM, not for speed
changes. [Plotting speed changes may, however, have
some advantages in power efficiency; see (C12.24).] This
level can be substituted for the standard level (B) without
affecting game balance while providing more advanced
movement options and tactics.

B: STANDARD FREE MOVEMENT: Same as A, except that
unplotted speed changes by (C12.24) are not allowed. This
is the standard procedure for the purposes of all rules,
scenarios, and game balance.

C: LIBERAL PLOTTED MOVEMENT: Same as C1 below, but
PFs and satellite ships can be launched at any point, with
their movement for the remainder of the turn plotted at time
of launch. This level also allows the unplotted use of HETs
(with the balance of the movement plot “rotated” by the
appropriate amount), or an HET can be used when
converting to evasion plot.

C1: STANDARD PLOTTED MOVEMENT: Plot all movement
(including HETSs) hex by hex only for ships (including PFs).
Shuttle and fighter movement is not plotted. Allow ships to
change between pursuit, station keeping, and evasion
plotting according to the rules. See (C1.35) for all forms of
plotted movement. See (C3.433) and (C5.42) for Tactical
Maneuvers.

D1: PLOTTED SHUTTLE MOVEMENT: Same as C1, but the
movement of shuttles must be plotted. This level allows
launch and recovery of shuttles at any point, with the
shuttle’s movement for the rest of the turn plotted at the
time of launch. (Note that satellite ships and PFs, being
ships, effectively use D1 while at level C or C1.)

D2: OPTIONAL SHUTTLE MOVEMENT PLOTTING: Same as
C1, but also requires that the launch, recovery, and
movement of shuttlecraft (including fighters), satellite ships,
and PFs be plotted at the start of each turn. This restriction
is not required with E; you can specify “plotting level E
without option D2” if you wish.

E: RESTRICTED MINE PLACEMENT: Same as D1, but also
requires that the placement of mines (by transporter or by
laying) be plotted. As the use of transporters requires
dropping a shield, the player can voluntarily cancel the
plotted laying of mines by transporter if he does not wish to
drop the shield.

(C1.34) ALWAYS PLOTTED: The following items are always plotted
at all levels: Docking (C13.0) except PFs and satellite ships at some
levels, damage control (D9.2), continuous damage repair (D9.7),
repairs (G17.0), guards (D7.83), reloading weapons, deck crew
operations (J4.8), changing modules on a modular PF (K2.38),
emergency damage repair (D14.0), self-destruction (D5.0).

Note that the speed of the unit is always plotted; the unit must
always have a legal speed plot. All deceleration must be plotted
(including braking energy to reverse direction), except an emergency
deceleration, which is never plotted.

(C1.341) LEGAL SPEED PLOT: The legal speed plot [which will be a
single constant speed unless using mid-turn speed changes in
Advanced Missions, in which case see (C12.12) for details] cannot
include the anticipated effects of emergency deceleration (C8.25),
which is never plotted (C1.35). For example, if the ship is moving at
Speed 20 for the entire turn, it must allocate sufficient energy for this
movement even if the player is absolutely certain that he will be using
emergency deceleration on some specific impulse. He cannot plot
emergency deceleration for a given impulse and use the movement
energy for the remainder of the turn for other purposes.

(C1.342) COMPUTER SHIPS: Ships fighting against computer-
controlled ships use plotted movement; see (G11.12).

(C1.35) NEVER PLOTTED: The following items are never plotted at
any level: firing weapons (E1.0), using tractors (G7.0), using reserve
power (H7.0), launching seeking weapons (including scatter-pack and
suicide shuttles) (F0.0), probe launch (G5.0), dropping chaff (D11.0),
transporters (G8.0) (except mines and satellite ships where noted),
hit and run raids (D7.8), raising or dropping shields (D3.5), launching
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wild weasels (J3.0), cloaking or uncloaking (G13.0), displacement
(G18.0), laboratory functions (G4.0), deceleration due to damage
(D22.0), dropping pods (G14.3), dropping warp booster packs (K1.62)
and (J5.22), ship separation (G12.0), catastrophic damage (D21.0),
EW changes (D6.315), and emergency deceleration (C8.0).

| (C1.4) PERFORMING MOVEMENT |

Each unit will move one hex, and only one hex, during each
impulse in which movement is called for by the IMPULSE CHART. If
a player allocates energy for sixteen hexes of movement, his ship will
move one hex in each of sixteen impulses (specified by the Impulse
Chart) during that turn.

NOTE: Involuntary movement not under control of any player
[e.g., black hole (P4.0)] is in addition to movement plotted by the
players.

(C1.41) GENERAL: The actual movement (and other functions) is
done during the Impulse Procedure; see (B2.3), Explanation of the
Sequence of Play.

Each turn is divided into 32 impulses; see (C1.5).

(C1.42) MAXIMUM SPEED: The maximum allowable speed in the
game is 31 unless specifically excepted; for example, see plasma
torpedoes (FP0.0) and fast drones which move at Speed 32. Other
exceptions will be noted in their specific rules; e.g., an enraged
mother space dragon (SM7.468) or a striking moray eel (SM3.45).
See (C1.45) to handle these faster units.

(C1.43) MOVEMENT PROCEDURE: During the Impulse Procedure,
the various units on the map (including shuttles, drones, and plasma
torpedoes) are moved by a proportional movement system. In simple
terms, this means that if unit “A” is moving at ten hexes per turn, unit
“B” is moving at five hexes per turn, and the turn is divided into a
number of impulses (with no unit moving more than one hex per
impulse), then unit “A” will move during twice as many of those
impulses as unit “B” and will, of course, move twice as far. A more
detailed version of the procedure is included in the Explanation of the
Sequence of Play (B2.3).

(C1.44) THE CONTROLLER: During the course of the game, one
player assumes the duties of “controller.” These duties consist of
reading the IMPULSE CHART and informing the various players
when their units move. There is no particular advantage to being the
controller, but in large scenarios it may be preferable to have a non-
playing person act as the controller to prevent slowing down the
game.

NOTE: The Impulse Cards provided in Captain’s Module A+:
Captain’s Yeoman will greatly simplify the controller’s job and will
take much of the burden from a player who is also serving as
controller.

At the start of the Impulse Procedure, the controller should lay
the movement chart out flat and place a sheet of scratch paper over
it, just below the column headings. On the edge of this sheet, under
the speed column heading for the speed of each unit on the map that
turn, he should mark some identifying initial or mark for that unit.
Then, as each impulse begins, he lowers the sheet of scratch paper
by one row, announcing the units that move in that particular impulse.
For example, on Impulse #7, a unit that was moving ten hexes per
turn would be told to move its second impulse of movement.

No impulses are skipped, even if no unit is scheduled to move.
Units may still fire/launch weapons and perform other functions in
those impulses. For example, let us assume that in a given scenario,
there is a Federation cruiser moving at a speed of seven, a Klingon
D7 moving Speed 11, and a Klingon drone moving at a speed of
eight. The controller sets up his sheets and marks the eleven, eight,
and seven columns.

No units move during Impulses #1 and #2 although weapons
could be fired. The D7 will move in Impulse #3, the drone in #4, and
the cruiser in #5. During Impulse #6 the D7 will move. No units move
during Impulse #7, but during Impulse #8 the drone moves its second
impulse. The D7 moves again in Impulse #9 (note, however, that the
D7 is moving ITS third impulse) and the cruiser moves in Impulse
#10. Nothing moves during Impulse #11, but during Impulse #12 the
D7 and drone move. (There are, of course, twenty more impulses, but
it would be rather tiresome to go through them all.)
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(C1.45) FASTER MOVEMENT: In some very unusual cases a unit
could actually move (under its own power) two or more hexes during
a given impulse. (This can also happen with units moving under two
different forms of movement, such as normal engine power and black
hole movement on the same impulse.)

(C1.451) In such cases, the normal turn procedures still apply. The
“super-fast” unit simply moves two (or whatever) hexes, and the turn
proceeds normally. While other units may have missed a firing
opportunity, this is simply a function of the high speed of the “super-
fast” unit.

EXAMPLE: A ship is in hex 1010 and a “super-fast” unit (in this
case an enraged mother space dragon) is in hex 1007 heading
toward it at a speed of three hexes per impulse. The ship could have
fired at the dragon at Range 3 on the previous impulse, but after the
movement portion of this impulse, the dragon will be in the same hex
as the ship (and probably doing the ship no good at all); i.e., there will
be no firing opportunity at Ranges 2 or 1.

(C1.452) The “super-fast” unit completes its entire movement (for that
impulse) at the point in the Order of Precedence when it is scheduled
to move. (Note that involuntary terrain-induced movement is
performed at an earlier step in the Sequence of Play and is never part
of the Order of Precedence.) This movement must be within the
movement rules through legal hexes.

(C1.453) If struck by seeking weapons during this movement (e.g., by
running into the weapons), the damage is resolved at the normal
point in the Sequence of Play as separate volleys (for each hex of
movement and each shield struck).

(C1.454) If the “super-fast” unit strikes a mine (or some type of terrain
that causes damage), any resulting damage to the “super-fast” unit is
resolved immediately at that point during the Movement Step (before
moving to the next hex). Any damage by the mine to other units is
resolved at the normal point in the Sequence of Play (assuming
simultaneous detonation of all such mines). Any terrain effects, such
as asteroids, are rolled at the highest speed column on their
respective charts, shifting the die roll by one in the least favorable
direction (6+1 remains 6; 1 - 1 remains 1).

NOTE: At the time this rule was written, it applied only to an
enraged mother space dragon (SM7.0) defending her young or to a
“striking Moray Eel” (C1.42). Since that time sabot plasma torpedoes
(FP11.0) have been added. New rules, however, could produce more
units moving at speeds beyond 32.

(C1.46) CLOSING TRAJECTORY: It is possible that two units could
be heading toward each other and happen to move on the same
impulse. This can create lost firing opportunities.

For example, a Klingon D7 and a Federation CA are heading
toward each other and are five hexes apart. Both move on this
impulse, and the resulting movement places them three hexes apart.
There is no opportunity to fire at Range 4 (even though the
Federation Captain would rather trade fire at that range where the
Klingon ph-2s are ineffective).

In another case, a Kzinti drone and a Klingon D7 (with no
phasers available to fire) might be heading toward each other. The
Klingon player would like to tractor the drone to prevent its impact,
but has only one point of reserve power and so can only do this at
Range 1. But the drone is two hexes away and both the ship and
drone are scheduled to move, and if both move straight ahead, the
drone will enter the hex and strike the Klingon ship before the tractor
can engage. To avoid this problem, the D7 sideslips to the right,
avoiding impact during this impulse. The D7 then tractors the drone
and destroys it with a phaser during the next turn.

| (C1.5) ADDITIONAL MOVEMENT CHARTS |

Earlier editions of Star Fleet Battles included charts for various
numbers of impulses so that players could use the smallest number
of impulses required for the speeds of the units in play, thereby
saving themselves the trouble of going through the Sequence of Play
32 times.

However, these charts are no longer included because of the
problems of translating the time interval requirements of various rules
(written for 32 impulses) into a variety of other impulse intervals.

Experienced players found that the 32-impulse chart was
actually more flexible and did not actually consume any more time as
there were only so many weapons to fire anyway.
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There was also the problem of someone launching a fast seek-
ing weapon in the middle of a turn that was set up with a slower chart.
This required switching charts in mid-turn, a procedure requiring
higher-order mathematics and a computer with at least five
megabytes of RAM. Or to state things more clearly, ignore rule
(C1.5).

|(c1.6) STACKING |

(C1.61) NO LIMIT: Players are permitted to freely stack counters
within a given hex. There is no limit as to the number of counters that
can occupy a hex.

(C1.62) INDEPENDENCE: Each counter is still treated independently
for all purposes. Each weapon fired (or moving) into a hex is directed
at ONE (and ONLY one) counter within that hex.

There is a partial exception in (D15.52), where shuttles
conducting ground assaults can form into convoys.

(C1.63) GROSS EFFECTS: Explosions (D5.0), Terrain (P0.0), and
Mines (M0.0), as well as WW collateral damage (J3.3), damage all
units in each affected hex equally.

|(C1.7) RAMMING AND COLLISIONS |

There is no provision in Star Fleet Battles for ramming or
colliding with another unit. No rules for this will ever be added to the
game. Ramming is prohibited; accidental collisions between units are
so unlikely as to be considered effectively impossible. (Note that
docking, landing shuttles, ESG interactions, running into webs,
crashing into a planet, and seeking weapons impacts are not
considered to be ramming.) Exception, dogfighting shuttles may
collide; see (J7.662).

(C2.0) ENERGY COST OF MOVEMENT

|(C2.1) GENERAL RULES |

Movement is expressed in movement points (also known as
“movement factors” or “hexes of movement”). Movement points are
purchased by expending energy. Each ship buys movement points at
a specified rate based on its size and efficiency.

During the Energy Allocation Phase of each turn, each player
records on the Energy Allocation Form(s) a number of energy points
for movement for each of his ships. This is the amount of energy
allocated to movement.

(C2.11) LIMITS ON POWER USED: Energy allocated to movement
can only come from warp engines or impulse engines.

(C2.111) IMPULSE LIMIT: One point of impulse engine (H3.0) energy
always yields one hex of movement, regardless of the size of the
ship. [Exception: Impulse power cannot move a large asteroid
(P3.43).] See also (H3.4), (G7.36-B), and (C14.13) for other uses of
and conditions on impulse power.

No more than one point of energy may come from impulse
engines for purposes of regular movement, braking (C3.52), and/or
sublight Tactical Maneuvers (C5.12) during any given turn (total of
one point, not one point for each listed function). Impulse energy
used for Erratic Maneuvers (C10.11) or for stabilization of orbit
(P8.43) is not included in this limit.

Impulse energy can never be used for HETs (C6.0) or warp
Tactical Maneuvers (C5.2).

(C2.112) WARP LIMIT: No more than 30 movement points (per turn)
can come from the warp engines (H2.0). Note that this restriction
(generating 30 movement points) is “practical speed” (C2.411) and
includes all possible conditions, such as towing (G7.32), Orion engine
doubling (G15.26), tug pods (G14.34), or breaking through webs
(G10.561). Note that HETs (C6.0) and Erratic Maneuvers (C10.0) are
rated in movement points, but are not included in this limit [i.e., in the
practical speed (C2.4)]. This paragraph is critical in the interpretation
of other rules and interaction with them. See also (C12.38) for an
additional restriction. It should be noted that warp-tacticals don’t
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come under this limit, but since you can’t do them at Speed 30 it’s
pretty much irrelevant.

EXAMPLES: Two Gorn cruisers are engaged in a tractor link
(G7.36); both have a movement cost of one and 32 warp. Neither can
use more than 30 points of warp, even if one of them was not moving
at all. They could not use (G10.561) to have one pull the other out of
a 31-point web. An Orion CR towing a second CR could not generate
more than 30 movement points with warp energy, even with his
engines doubled.

NOTES: There is a partial exception in the case of some tugs;
see (G14.34). In some cases, warp power cannot be used for
movement; e.g., (C14.12).

(C2.12) WARP MOVEMENT POINTS: Warp movement points are
generated by taking the number of warp engine energy points (those
which have been allocated for movement) and dividing this number
by the movement cost of the ship. This movement cost is shown on
the SSD sheets and on the MASTER SHIP CHART (Annex #3). Each
resulting warp movement point yields one hex of movement.

(C2.13) COMBINED WARP AND IMPULSE: The movement
provided by warp energy and impulse energy is totaled, and the result
is the total number of hexes that the ship will move during the current
turn.

EXAMPLE: A Federation destroyer has a movement cost of 1/2.
On a given turn, it allocates one point of impulse engine energy and
six points of warp engine energy. The six points of warp engine
energy are divided by the movement cost to yield twelve hexes of
movement; the impulse energy provides another movement point.
The ship will move thirteen hexes during the current turn.

(C2.14) SUBLIGHT SHIPS: Certain ships (e.g., Romulan Warbird)
have no warp engines, but only impulse engines. These ships can
never move more than one hex per turn under their own power and
cannot move and use Tactical Maneuvers on the same turn. (There is
also a Romulan sublight shuttle, which moves one hex per turn.)

When towing sublight units, see Annex #7L in Advanced
Missions for towing costs. (The Warbird is the only sublight ship in
Basic Set. It has a movement cost of 1.00. The Federation Battle and
Starliner pods, when detached from a tug, are also sub-light units and
are also in Basic Set.)

(C2.15) NON-MOVING UNITS: Certain units, primarily bases, have
no engines and never move. Bases can rotate (C3.7) and be placed
in orbit (P8.0).

(C2.16) SPEED LIMIT: No ship may exceed a practical speed
(C2.411) of 31 during any turn. While ships move at considerably
faster speeds in getting to and from their patrol areas, combat is
impossible at those speeds, and all ships are presumed to slow to 31
(or slower) before entering a tactical scenario. Note that rule (C2.112)
actually creates this limit as warp power can provide a speed of no
more than 30 (impulse power provides the 31st hex of movement).
Some units (e.g., fast drones and plasma torpedoes) are assigned a
speed of 32.

(C2.17) CONTINUOUS POWER REQUIREMENT: It is necessary to
keep expending power every turn to maintain movement. For
example, if a given ship (with a movement cost of one) expends ten
energy points for movement on Turn #1 and thee points on Turn #2,
its speed on Turn #2 is three, NOT ten or thirteen. Only the power
spent on the current turn generates or sustains movement.

(C2.18) WARP RESTRICTION: This rule was moved to (C12.38).

| (C2.2) ACCELERATION |

Movement at trans-light speeds is not, in the purest sense,
movement, but rather the warping of space around the starship. As
this is the case, there is no need for periods of “acceleration” as such.
However, the energy conversion and transmission systems of the
ships cannot suddenly change from a standing start to 512 times the
speed of light (Warp eight). The time they require to generate the
bending of space effectively creates a requirement for “acceleration.”

MOVEMENT — C

NOTE: These rules apply to “ships.” PFs use the same rules but
can accelerate faster. Shuttles (which do not use energy allocation)
have a simpler acceleration limit in (J1.22).

(C2.21) MAXIMUM INCREASE: When allocating energy to
movement, the player may increase the ship’s practical speed by a
number which is equal to the previous turn’s speed, or ten, whichever
is greater. This includes warp and impulse power.

EXAMPLE: If speed on Turn #5 was three, then it could be
increased to no more than thirteen on Turn #6 (thirteen is ten more
than three). If speed is increased to thirteen on Turn #6, then on Turn
#7 speed could be increased to 26 (26 is double thirteen).

EXCEPTIONS: There are exceptions to this noted in the specific
rule for each ship. For example: freighters (R1.5) and (R1.6), X-ships
(X0.0), interceptors (K3.22), shuttles (J1.22), PFs (K1.22), and some
monsters.

(C2.22) UNLIMITED REDUCTIONS: There is no penalty or restriction
for reducing speed or maintaining a constant speed. See (C12.32) for
an exception.

(C2.23) ZERO SPEED: A ship can stop by various means and, if it
does so, will take considerable time to accelerate.

(C2.231) A ship can drop to zero speed during energy allocation or
with mid-turn speed changes (C12.32).

(C2.232) If a ship reverses direction (C3.52), its speed is considered
to be zero for purposes of acceleration on the next turn.

(C2.233) After suffering a breakdown (C6.541) or performing
emergency deceleration (C8.4), speed is at zero for a defined period.
See (C14.33) when undocking from a Tholian pinwheel.

(C2.234) Stopping resets the Turn Mode and sideslip mode to zero.

(C2.24) THOLIAN WEB: A ship caught in a Tholian web (G10.0) is
considered (for purposes of acceleration) to have continued moving
at its recorded practical speed (C2.411), even though it did not
actually travel any hexes.

(C2.25) EXCLUSIONS: For purposes of acceleration, the movement
point cost of High Energy Turns (C6.0), Tactical Maneuvers (C5.0),
braking energy (C3.52), and/or Erratic Maneuvering (C10.0) is not
considered to be movement. Having performed these maneuvers on
a prior turn does not affect acceleration on the current turn (i.e., do
not include them when calculating prior speed in order to determine
the maximum speed on this turn); performing them on the current turn
is not within the acceleration limits and has no effect on acceleration
on the next turn.

| (C2.3) DECELERATION DUE TO DAMAGE |

When a ship takes damage in combat, its speed may be
reduced in mid-turn by damage to its engines. In this case, you may
use the procedure in (D22.0) of Advanced Missions to resolve the
energy imbalance resulting from damage whenever damage reduces
the number of engine boxes. Note that this procedure will affect more
than just movement.

This procedure was originally defined in this rule (C2.3) but was
moved to (D22.0) when it was revised and greatly expanded.

| (C2.4) DEFINITION OF SPEED |

The speed of a unit is the number of hexes that the unit moves
during a turn, assuming no mid-turn speed changes.

If mid-turn speed changes (C12.0) are used, speed is defined as
the rate of movement at any point, as if that current rate of speed
were conducted over an entire turn.

(C2.41) TYPES OF SPEED: A unit in Star Fleet Battles can,
simultaneously, have various “types” of “speed,” each of which is
used for a different purpose. These include:

(C2.411) PRACTICAL SPEED is the actual speed generated by the
unit (or the rate, in terms of hexes per turn, at which it is currently
moving), without any effects from objects being towed (or towing the
unit) or terrain-induced movement (e.g., black holes). It is used for
purposes of acceleration and reversing the direction (and is the only
speed used for those purposes). Practical speed can never exceed
31; see (C2.16). Tugs may have their practical speeds adjusted when
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dropping a pod (G14.34); note that this does not apply to towing a
pod which is not attached. Practical speed is used for disengagement
by acceleration (C7.1). Note specifically that if a unit were towing
another unit even if it were capable of generating a pseudo speed
(C2.413) less than Speed 31, it still cannot generate a practical speed
greater than 31.

(C2.412) EFFECTIVE SPEED is the actual number of hexes that the
unit moves during the turn (or the rate, in terms of hexes per turn, at
which it is currently moving) plus the cost of Erratic Maneuvers. This
is used for purposes of mines, asteroids, dust, recovering fighters,
destroying objects (e.g., shuttles) by towing them at high speed,
collisions with small moons, docking, and web damage.

(C2.413) PSEUDO SPEED is used when moving while linked to
another unit which is using its engines for movement (G7.36). In
effect, both units are towing each other at the same time (and
probably in different directions). Pseudo-speed is used for purposes
of (G7.36) and Turn Modes. See (C2.46).

(C2.414) MANEUVER RATE. This is not actually speed, but is the
Practical Speed plus the cost of certain movement-related functions
and actions (C2.42). It is used primarily for purposes of cloaked ships
and wild weasels.

(C2.415) Note specifically that during most circumstances all four
“speeds” will be the same. To have four different ratings, the ship
would have to be moving, linked by tractor to another ship which was
itself moving, conducting movement-related activities that cost but did
not produce movement points, and be in a nebula or near a black
hole (i.e., this rule is not nearly so complicated in use as it is in
definition).

(C2.416) Unused energy held as reserve warp power is not included
in calculating any version of the ship’s speed. Warp power used for
non-movement purposes is not included in any version of the ship’s
speed.

(C2.417) Turn Modes are based on the practical speed unless this is
different from the pseudo-speed, in which case the pseudo-speed is
used.

(C2.42) MANEUVER RATE: For purposes of cloaked ships
(G13.331) (and all other cloaked speed calculations.), or speed
restrictions to avoid voiding a wild weasel (J3.13), the movement
point cost of certain functions and actions is added to the practical
speed to produce the maneuver rate. These functions and actions
include:

High Energy Turns (C6.21),

Tactical Maneuvers (C5.12) or (C5.22),

Braking Energy (C3.52), and/or

Erratic Maneuvering (EM) (C10.11).

The maneuver rate is based on the electronic signature (specifically
“exhaust”) produced by the engines; it does not include engine power
used for non-movement purposes.

The maneuver rate is not actually “speed” in the sense used
elsewhere. The maneuver rate effectively makes it impossible for a
ship protected by a WW to use EM or to perform an HET without
voiding the WW. Note that a nimble ship (C11.0) moving at Speed 1
could perform EM and not void the WW due to the low EM cost for
nimble ships.

Maneuver rate does not include terrain-induced movement; see
(C2.45).

(C2.421) The maneuver rate differs from the practical speed only if
the maneuvering energy is actually used. If a ship allocates energy
for a High Energy Turn, the cost of this maneuver (equal to five hexes
of movement) is not added to the ship’s maneuver rate until the
maneuver is actually made, at which point it would be added to the
ship’s practical speed (which may vary) to become the maneuver
rate.

(C2.422) The cost of an HET is included in the maneuver rate of the
ship only for the impulse in which the HET is made. An HET made
before the ship cloaked (or launched a weasel) would not count in the
maneuver rate.

(C2.423) The cost of Erratic Maneuvers (C10.0) is added to the
maneuver rate of the unit during any impulse in which the unit is
performing EM, and only during those impulses. The use of EM which
is terminated before a WW is launched would not void the weasel.
Note that unit under cloak cannot use EM (G13.59).

(C2.424) The cost of Tactical Maneuvers is added to the maneuver
rate for the remainder of the turn, starting at the time the maneuver is
made (not when it is earned). This cost is cancelled if the ship begins
moving during the turn.

STAR FLEET BATTLES

EXAMPLE: With a nimble ship (C11.28) (able to make a speed
change in six impulses) and an outstanding crew (G21.224), it is
possible to do Tactical Maneuvers on Impulses #2, #3 (impulse), #6,
#11, change speed (C12.0) to four on Impulse #12, move on Impulse
#16, change speed to zero on Impulse #18, and do Tactical
Maneuvers again on Impulses #22, #27, and #32. Total of six Tactical
Maneuvers and one hex of movement, none of which void the
weasel.

(C2.425) Braking energy is included within the maneuver rate for the
impulse in which it is used only; see (C3.52).

(C2.43) CALCULATIONS: The effective speed, pseudo speed, and

maneuver rate are all calculated independently of each other based

on the practical speed. These calculations are mathematically

summarized below. These summaries explain, but do not create, the

rules in the relevant sections.

Practical Speed = Warp engine power allocated divided by
movement cost, + (possibly) one point
for impulse power.

Effective Speed

Practical speed +

Cost of Erratic Maneuvers +

Terrain-induced movement (black holes,
nebulae, webs).

Maneuver Rate Practical speed +

cost of HET (during that impulse) +

cost of braking energy (during that
impulse)+

cost of Tactical Maneuvers (as used)+

cost of Erratic Maneuvering (while in effect).

Pseudo Speed Warp power allocated divided by the
movement cost of the combination of
units, + (possibly) one point for the

impulse power.

(C2.44) RECALCULATION: The four types of speed are recalculated
immediately whenever the component conditions change.

(C2.45) EFFECTIVE SPEED: The practical speed of a ship does not
include the effects of terrain induced movement, such as being pulled
toward a black hole (P4.0) or the random movement inside a nebula
(P6.5). This movement, when added to the practical speed, results in
the effective speed. The cost of Erratic Maneuvers and the loss of
movement due to a web is also included in the effective speed.
Effective speed does not include the cost of HETs or Tactical
Maneuvers. If two ships are connected by tractor beam, their effective
speed is equal to the sum of their pseudo-speeds, plus terrain-
induced movement.

(C2.451) Effective speed, being the actual rate at which the unit is
moving through space, is used for purposes of mines, asteroids,
rings, dust, recovering shuttles and fighters, destroying objects (e.g.,
shuttles) by towing them at high speed, collisions with small moons,
docking, and web damage. See (M2.415) for the effects of rotation
(G7.7) on triggering mines.

EXAMPLE: If a ship is moving at a (practical) speed of four, but
its movement during the turn includes one additional hex caused by a
black hole directly ahead, the ship has moved five hexes and when
passing a mine would roll a die based on that effective speed. If,
however, the ship was moving at a practical speed of five away from
the black hole, with the movement effects of the hole “slowing” it to
four, the die roll would be based on a speed of four.

EXCEPTION: There is a special case when two (or more) units
are linked by tractors. In such cases, the units roll for damage when
one of them moves the combination, but use the “net effective vector
speed” instead of the effective speed. To calculate this, assume that
the ships spent an entire 32-impulse turn moving in the directions
they are heading and linked by a tractor as they are. Calculate the
distance each ship would cover in such a hypothetical game turn and
use that as the “net effective vector speed.” Ships trying to pull each
other in opposite directions would have a NEV speed of zero. NEV is
the same as long as the ships are linked, whether one or both of
them moves, and whether they move straight ahead or sideslip. NEV
would change if one of the ships turns.
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(C2.452) Effective speed is not used for purposes of gaining or
retaining a lock-on to a cloaked ship or for wild weasel speed
restrictions. See (C2.414).

EXAMPLE: If a ship is moving at a (practical) speed of four, but
its movement during the turn includes one additional hex caused by a
black hole directly ahead, the ship has moved five hexes but as the
maneuver rate is still four the WW is not voided. If, however, the ship
was moving at a maneuver rate of five away from the black hole, with
the movement effects of the hole “slowing” it to an effective speed of
four, the WW is still voided.

(C2.46) PSEUDO SPEED: Units towing other units use their pseudo
speed to determine when each of them will move the entire
combination. See (G7.36-B) for the calculation of pseudo speed.
Fractional points of movement are lost.

EXAMPLE: A D6 and a CA are tractored together. The D6 was
moving at Speed 14 and the CA at Speed 10. During the turn, they
are moved one hex by a black hole. The combined ships now have
an effective speed of thirteen [(14/2) + (10/2) + 1 = 13)], their pseudo
speeds are seven (Klingon D6 = 14/2) and five (Federation CA =
10/2), and their practical speeds remain fourteen and ten
respectively. If mid-turn speed changes are involved, these speeds
will each be calculated as if the individual ship was going to move at
the current speed for the entire turn and recomputed at the point
where the mid-turn speed change is announced, i.e., after the last
move at the current speed and before the first move at the new
speed.

(C3.0) TURNING AND TURN MODES

Each unit in the game which moves at trans-light speed (more
than one hex per turn) must maneuver (i.e., turn) within the limits of
its “Turn Mode”. This “Turn Mode” is the factor that defines how
quickly a given unit can turn (i.e., change facing).

Players will have to bear with one of the limitations of the English
language in the overuse of the word “turn.” It can be your turn to
move on Turn #3, you may choose to make a left turn or perhaps a
High Energy Turn, and if you are not careful, things may take a turn
for the worse.

Similarly, an “impulse” is one of 32 segments of a turn, which
has nothing to do with “impulse engines” on ships.

|(C3.1) TURNING |

The actual act of turning the unit by 60° is done at the start of a
given impulse (immediately before moving into the next hex) and
NOT at the end of the impulse (after entering a given hex). A unit's
Turn Mode regulates how often a 60° turn can be made.

MOVEMENT — C

Note that various other maneuvers, such as High Energy Turns
(C6.0) and Tactical Maneuvers (C5.0) can also produce a facing
change and hence, in effect, a turn.

See (C4.4) for an illustrated example.

| (C3.2) DEFINITION OF TURN MODE |

(C3.21) DEFINITION: A unit’'s Turn Mode is the minimum number of
hexes which the unit must move in a straight line [straight ahead, with
same facing, see (C1.2)] before it can turn 60° (one hex side) right or
left. After each 60° turn, the unit must again move the stated number
of hexes straight ahead before it can turn again.

(C3.22) ADJUSTMENTS: Turn Modes increase with speed; also,
less maneuverable units have higher Turn Modes. Other factors,
such as a tug carrying a pod (G14.0), being uncontrolled (G2.21), or
Erratic Maneuvers (C10.55), may increase (worsen, lengthen) the
Turn Mode. Legendary Navigators (G22.81) may improve the Turn
Mode.

(C3.23) CATEGORY: A unit may appear to have two different types
of Turn Modes. For example, each unit is assigned a Turn Mode
Category (C3.3), also known as a Turn Mode Rating; for example the
Federation CA has a Turn Mode (category) of D (the word “category”
being unspoken). A ship with a Turn Mode (category) of D would
have a Turn Mode (in the proper sense) of three at a speed of nine.

(C3.24) SIDESLIPS (C4.32) are considered to be straight-line
movement for purposes of Turn Modes.

| (C3.3) ASSIGNMENT OF TURN MODES |

Each unit is assigned a Turn Mode category on the MASTER
SHIP CHART. The Turn Mode category is designated by a letter,
which, on the TURN MODE CHART, indicates the Turn Mode of that
unit at various speeds.

(C3.31) TURN MODE CHART (see below)

(C3.32) DETERMINING THE TURN MODE: To determine the Turn
Mode of each unit at its current speed, look under the column for that
unit’s Turn Mode category for the speed bracket that includes the
current speed. Then, look across on that line to find the Turn Mode
(the number of hexes the unit must move in a straight line between
each turn). All Turn Modes apply at the current speed; see (C3.44).

A Turn Mode chart for each ship is included on its SSD.

There are various possible adjustments; see (C3.22).

See (C2.417) and (C3.554).

TURN | SEEKING | SHUTTLE AA A B C D E F
MODE | WEAPON | FIGHTER
1 1-32 1-11 2-8 2-6 2-5 2-4 2-4 2-3 2-3
2 12-23 9-16 7-12 6-10 5-9 5-8 4-6 4-5
3 24+ 17-24 13-19 11-15 10-14 9-12 7-10 6-9
4 25+ 20-26 16-21 15-20 13-17 11-14 10-13
5 27+ 22-28 21-27 18-24 15-20 14-17
6 29+ 28+ 25+ 21-29 18-23
7 30+ 24-29
8 30+
SHIPS IN BASIC SET
Drone Admin K: F5, E4 K: D6/7 F: CL, DD, F: CC CA, F: DN, BT, F: BT+P
Plasma Shuttle O:CR R: KR SC Tug+P Tug+2P
Torpedo | Kzinti AAS R: KF5R Z:CL G: DD, DDF | G:CL,CA, | Z:CV,CVS
Fighter T: PC, PC+ Z: CS, BC, BC
Z: FF, EFF cc K: C8/9

S-AxCV R: WE

F-S F-L

Q-S Q-L
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(C3.33) SPEED OF ONE: A unit moving at a speed of one (not using
Tactical Maneuvers) moves on Impulse #32. It can turn 60° and move
one hex directly ahead. If you are at speed one on Impulse #32,
regardless of what you did earlier in the turn, you are at “Turn Mode
zero” and can turn and then move.

I(C3.4) RESTRICTIONS OF TURN MODES I

The hex entered on the impulse the turn was made counts as
the first hex of straight-line movement for Turn Mode purposes.

(C3.41) CARRYOVER: Turn Mode restrictions carry over from turn to
turn. For example, a unit with a Turn Mode of four that moves 6A, 1B
(six hexes in direction A followed by one in direction B) on a given
turn must move B3 (three hexes in direction B) on the next turn
before making a turn to C or A (assuming no HET or change of
speed).

(C3.42) CARRYOVER HEXES: Hexes moved in a straight line at the
end of a previous turn, if in the same direction (forward, reverse), may
be counted toward fulfillment of a unit’s Turn Mode. See (C3.24).

(C3.43) STARTING FROM ZERO: A unit starting from Speed Zero
cannot turn before moving out of the hex because it has no way to
satisfy its Turn Mode. If the owning player wants to turn before
movement, the unit could perform an HET (C6.0) before movement,
or move at Speed 1 (C3.33), or perform a Tactical Maneuver at
Speed Zero and then change speed (C12.0) and move normally.
(C3.431) A unit in a hex starting from Speed Zero must satisfy its
Turn Mode (C3.0) before it can turn. This may require one or more
hexes of straight forward movement, possibly including sideslips
(C4.0). Obviously, if the unit is moving in reverse, this will be straight
to the rear instead of forward.

(C3.432) Units moving at a speed of one hex per turn (C3.33) move
on Impulse #32 and can turn before moving. Therefore, a unit that is
stopped and which desires to turn before leaving the hex could do so
by moving (at least initially) at a speed of one.

(C3.433) A unit which had been at Speed Zero and wished to move in
some direction other than the one it is facing (perhaps there is a
minefield in that direction) could make a Tactical Maneuver (C5.0)
and then change speed (C12.0) to a speed greater than zero and
move out of the hex in the new direction.

In the case of plotted movement (C1.32), it would be necessary

to plot the direction of this Tactical Maneuver whereas Tactical
Maneuvers that are not followed by movement would remain
unplotted under the existing rules. See also (C5.42).
(C3.434) Seeking weapons launched from a ship (or other unit) are
covered by various rules within their own sections and are not subject
to this rule. Shuttles (including seeking shuttles), PFs, and
Andromedan Satellite ships which have just launched from their
carrier, tender, or mothership have not satisfied their turn or sideslip
modes, and must move directly forward as their first movement
unless they HET.

(C3.44) SPEED CHANGES: A unit which satisfied its Turn Mode at
its current speed but did not turn, and which subsequently changed
speed [either by (C12.0) or at the end of a turn], must satisfy the Turn
Mode at the new speed. See (C3.32).

(C3.441) Movement in prior turns (C3.41), even if at a different
speed, can be used to satisfy a Turn Mode.

(C3.442) Changing speed does not reset the Turn Mode.

(C3.443) A ship, which slows down to a speed at which the previously
accumulated straightline movement would satisfy its new (lower) Turn
Mode, may turn.

(C3.45) RESET: Performing an HET (C6.32), reversing direction
(C3.554), being released from a pinwheel (C14.15), or stopping
(C2.234) resets (i.e., reduces) the Turn Mode to zero. These effects
also reset the sideslip mode. See (G7.331).

(C3.46) TERRAIN: Gravity Waves (P9.32), orbital movement (P8.0),
and Nebulae (P6.5) may change the facing of a unit.

STAR FLEET BATTLES
| (c3.5) REVERSING DIRECTION (Advanced) |

Ships normally move directly forward, turning 60° right or left as
their Turn Mode permits. Ships may, however, also move backwards
using exactly the same turning procedure.

(C3.51) MIXED DIRECTION: Ships may not mix forward and reverse
movement during a single turn. The direction that a ship will be
traveling (forward or reverse) must be noted during the Energy
Allocation Phase. Direction can be changed only at this point. See
possible exceptions in (C12.37). This rule (C3.5) assumes that mid-
turn speed changes (C12.0) are not in use.

See also (C3.6) for Quick Reverse.

Seeking weapons (F2.14) and shuttles (J1.24) cannot move in
reverse.

(C3.52) BRAKING ENERGY: Before a ship can reverse direction,
however, it must pay a “braking energy” cost equal to its speed on the
previous turn. This energy must be warp energy, except for one point
that may be from impulse power (C2.111). Braking energy required is
based on the cost of movement, not on the number of hexes of
movement. Energy allocated to braking must be used. See (C8.102)
for Emergency Deceleration.
(C3.521) The braking energy counts as movement for purposes of
cloaks or WWs during the impulse in which it is applied (Impulse #1 if
braking between turns); see (C2.42).
(C3.522) Braking energy reduces the ship to a speed of zero, from
which point it can accelerate within its normal limits in the opposite
direction. The energy spent for braking is part of the maneuver rate
(C2.41) but does not count for purposes of acceleration.
(C3.523) When using mid-turn speed changes, braking energy is
based on the highest speed in the previous eight impulses; see
(C12.371). Nimble ships (C11.28) use the previous six impulses.
EXAMPLE: If the ship (movement cost of one) was moving at a
speed of five on Turn #6, it would pay five points of braking energy
(during Energy Allocation on Turn #7), and then could accelerate to a
speed of ten on Turn #7 (in the opposite direction).

(C3.53) PLOTTING REQUIREMENT: Braking energy and reversing
direction must be plotted as part of the ship’s required legal speed
plot. See (C1.341).

(C3.54) WARP OR IMPULSE: A ship can move in reverse using
warp or impulse power within their normal limits (C2.11) or a
combination of the two.

(C3.55) OTHER EFFECTS

(C3.551) Braking does not stop Erratic Maneuvering (C10.0).
(C3.552) Braking does not affect an HET that has been paid for but
not used.

(C3.553) Braking stops a positron flywheel (C9.0), i.e., reduces it to
zero.

(C3.554) Braking (i.e., stopping) resets the Turn Mode (C3.45) and
sideslip (C4.35) mode to zero.

| (C3.6) QUICK REVERSE (Advanced) |

Ships may attempt to reverse direction without paying the full
braking energy cost.

(C3.61) PROCEDURE: The ship rolls a die in the Movement
Segment of the impulse during which direction is reversed. (Roll on
Impulse #1 in the event of a reverse between turns.) If the die roll is
less than or equal to the shortage of braking energy (expressed in
terms of movement points, not energy points), the ship suffers a
breakdown (C6.5). Such a breakdown is treated the same as any
other; the ship stops (or tumbles). If it tumbles (C6.55), this is at the
speed and in the direction of the movement before attempting the
reverse. If the ship does not breakdown, it has successfully reversed
its direction and is treated in all respects as a ship using (C3.5).

(C3.62) LIMITATION: A ship cannot perform a quick reverse within
1/4 turn of an HET (C6.36) or another quick reverse.

(C3.63) BREAKDOWN BONUS: The bonus in (C6.52) is for HETs
only; it cannot be used for quick reverse.

Page 22

Copyright © 2004, 2010, 2012 Amarillo Design Bureau, Inc. — CAPTAIN’S MASTER RULEBOOK



STAR FLEET BATTLES

(C3.64) OTHER CONDITIONS AND EFFECTS

(C3.641) In the case of docked ships, see (C13.925).

(C3.642) Nimble ships have a bonus; see (C11.25).

(C3.643) Poor crews have a penalty (G21.126) while outstanding
crews have a bonus (G21.226).

(C3.644) Legendary navigators have a bonus; see (G22.86).

| (C3.7) BASE ROTATION |

Bases (including starbases, battle stations, base stations, and
other types in other products) may be set to rotate. The owning player
may elect that the base will not rotate, in which case it will keep its
facing throughout the entire scenario. The decision as to whether or
not the base will rotate, and if so at what rate, is made by the owning
player before the scenario begins and is announced before set-up
takes place.

(C3.71) SETTING ROTATION RATE: The rate of rotation is at the
option of the owning player, but may not be less than one 60° turn
each turn, or more often than one 60° turn each eight impulses (1/4
turn). The rotation rate can be set by the player before the scenario,
but cannot be changed during the scenario. The rate can be changed
between scenarios except as specified. See (P8.3) for units in orbit
and (C14.13) for Tholian pinwheels.

(C3.72) PERFORMING ROTATIONS: Bases rotate on the following
impulses:

RATE IMPULSES
4 4,12, 20, 28
3 7,17, 28
2 12,28
1 28
| (C3.8) DIRECTED TURN MODES (Optional) |

This procedure is intended primarily for use by Mauler ships
(E8.0) but could be used by other units.

Turn Modes represent part of a circle. In theory, a unit which has
completed its Turn Mode began turning (left or right) several impulses
previously. In practice, a ship entering battle “satisfies its Turn Mode”
without its player-captain having any idea if it will ultimately prove
desirable to turn right or left. (Note the famous “Oblique Option Point”
in the Tactics Manual when one makes a turn toward or away from
the enemy only after evaluating the situation.) This fudge has been
used in dozens of air combat and similar games since the term “Turn
Mode” appeared in WWI air combat games back about 1972.

This procedure is more “accurate,” but it is also more difficult to
use and restricts a player’s ability to make decisions. Unrealistic as it
is, players genuinely prefer to be able to make periodic snap turns
based on the situation at the time. The only reason to put yourself to
this effort and subject yourself to these restrictions is if you gain
something from it (i.e., the optional offside firing arcs for maulers).

Players can decide if the mauler ships may make use of this
procedure; if maulers are allowed to use it, other units are not
required (indeed, allowed) to use it unless it is decided (perhaps in a
quest for ultimate realism) that all units will use it. Even so, it is
recommended that the number of units using it be limited to avoid
bogging down the game; perhaps only ships would use it while
fighters and PFs would not. Seeking weapons probably never should
use it because of the bookkeeping nightmare that would result.

This rule has no effect on game balance. The added flexibility of
mauler firing arcs is counter-balanced by the lack of maneuverability.

(C3.81) DECLARATION: At the start of the Voluntary Movement
Stage of each impulse, each unit must declare if it is accumulating
right, left, or neutral Turn Mode points. In the absence of any
declaration, it is assumed to be continuing the direction of the
previous declaration. Turning resets the unit’s declaration to “neutral”
unless it is declared otherwise.

MOVEMENT — C

(C3.82) CHANGING DECLARATIONS: A unit can shift to or from
neutral from one impulse to the next, but cannot shift directly from
right to left accumulation (or vice versa) without spending an
intervening impulse at neutral.

(C3.83) ACCUMULATION: For each hex of movement which a unit
spends “left” it gains one “left Turn Mode accumulation point” and
vice versa. There are no “neutral” Turn Mode accumulation points.
Being in “neutral” simply means you are going straight ahead, not
accumulating any additional points or losing any previous points.
Note that declarations are made every impulse while points are
accumulated only as the ship moves.

(C3.84) TABULATIONS: Each unit keeps a running total of its Turn
Mode accumulation points. A given unit can only have right or left
points at any given time. If a unit already has “right” points and starts
accumulating “left” points, these simply reduce the number of “right”
points until that number reaches zero, then begins accumulating “left”
points.

(C3.85) TURNING: When a given unit has accumulated a number of
Turn Mode accumulation points equal to its Turn Mode at the current
speed, it MUST turn in the indicated direction on the next impulse in
which the unit moves. (To avoid turning when you don’t want to,
accumulate all but one of the points you need then shift back to
neutral and wait until just before you want to turn.) A unit cannot turn
until it has accumulated the required number of points.

Turning wipes out the accumulated total of Turn Mode points,
which starts over from zero.

(C3.86) SIDESLIP: A unit may only sideslip in the direction in which it
is accumulating Turn Mode points.

(C3.87) MAULERS: See the mauler rules (E8.27) for an explanation
of how this arcane procedure may be worthwhile.

(C3.88) FIRING ARCS: The firing arcs of weapons other than
maulers and probes fired as weapons are not affected by this rule.

(C3.89) SPEED ZERO: A unit which is at Speed Zero and makes a
Tactical Maneuver, High Energy Turn, or zero energy turn may
(immediately after that maneuver) declare itself to be at a left, right, or
neutral orientation. A unit at Speed Zero cannot accumulate Turn
Mode points. Base rotations cannot use directed Turn Modes.

(C4.0) SIDESLIP (Advanced)

The restrictions of the hexgrid used in this game creates certain
limitations on the movement of units that do not correspond with
reality. To correct this situation, units may execute a “sideslip”
maneuver.

| (C4.1) SIDESLIP MODE |

A sideslip maneuver is executed during the Impulse Procedure.
For purposes of sideslip maneuvers ONLY, all units at all speeds are
assumed to have a “slip” mode of “1.” After satisfying the
requirements of this slip mode (i.e., moving one hex in a straight line
since the last sideslip), the unit may execute a sideslip maneuver.
After executing a sideslip, the unit begins counting again to satisfy the
requirements of a sideslip. After satisfying the normal Turn Mode, it
may make a normal turn; after satisfying the sideslip mode of “1,” the
unit may execute a sideslip. Turn Modes and sideslip modes are
recorded and satisfied independently of each other.
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| (C4.2) PROCEDURE |

| (C4.4) EXAMPLE OF TURNS AND SIDESLIPS |

When executing a sideslip maneuver, the unit is moved into one
of the hexes forward and to the side, but retains its original facing.

EXAMPLE: A starship in hex 3212 facing A has satisfied the
requirements of either a turn or sideslip. If the owning player wanted
to execute a turn on the next impulse when the ship is scheduled to
move, it would be turned to face direction F and moved into hex
3112. If the owning player wanted to execute a sideslip, the ship
would (when next scheduled to move) enter hex 3112 but retain its
heading of “A.”

TURN
| (C4.3) RESTRICTIONS |

SIDESLIP

(C4.31) HEX ENTERED: For purposes of satisfying the sideslip mode
requirement, the hex entered during the sideslip does not count.

(C4.32) TURN MODE: For purposes of satisfying the regular Turn
Mode, the movement before, during, and after the sideslip counts as
movement in the same direction.

(C4.33) TURNING RESETS SIDESLIP MODE: For purposes of
satisfying the sideslip mode requirement, a regular 60° turn resets the
sideslip mode to zero; the sideslip mode must resume at that point. A
unit may not sideslip on the hex of movement made during a normal
turn. (That is, a unit may not turn and sideslip on the same impulse.)

EXAMPLE: A ship is in hex 1119 facing A with both its Turn
Mode and sideslip mode satisfied. It could:

Move straight ahead to 1118.

Turn 60° right and enter 1218
facing B.

Turn 60° left and enter 1018
facing F.

Sideslip right into 1218 facing A. 1119

Sideslip left into 1018 facing A. X

It could NOT turn AND sideslip Am
into 1219 facing B.

It could NOT turn AND sideslip
into 1019 facing B.

It could enter 1219 or 1019 or
1120 with an HET (C6.0).

A sideslip counts as a “straight” movement for purposes of
satisfying Turn Mode, and a turn (actually, the movement immediately
after the turn) counts as a “straight” movement for purposes of
fulfilling sideslip mode. The two are completely independent. See the
Diagram (C4.4). The ship in the diagram “turned” in position #2,
moving “straight” to position #3 as the completion of that turn. It then
“sideslipped” into position #4, i.e., the straight movement part of the
turn counted as satisfying its slip mode. Note that positions #5, #6,
and #7 are the reverse of this maneuver, with the ship slipping into
positon #6, then on its next move turning into position #7.

(C4.34) COMBINATIONS: A unit cannot combine a sideslip with a
regular turn or High Energy Turn.

(C4.35) STOPPING resets the sideslip mode to zero; see (C2.234)
and (C3.554). A High Energy Turn resets the sideslip mode to zero;
see (C6.32).

(C4.36) RESET: Performing an HET (C6.32), reversing direction
(C3.554), being released from a pinwheel (C14.15), or stopping
(C2.234) resets the sideslip mode to zero. These effects also reset
the Turn Mode. See (G7.331).

In the example below, a Federation CA (heavy cruiser) is moving
at Speed 13 (resulting in a Turn Mode of four). The ship is suddenly
confronted with a threat directly ahead. It cannot turn in hex #1
because that hex is the third it has entered since its last 60° turn (i.e.,
its Turn Mode is unfulfilled). It can also be assumed that the ship
entered hex #1 by a sideslip.

The ship then moves ahead into hex #2, fulfilling its Turn Mode
(and sideslip mode).

On the next impulse, it could enter hex #3 by a turn or a sideslip,
but it elects to turn right instead as it wants to evade the approaching
threat. (The ship would have probably fired the right phaser bank
while in hex #2 since this bank could not fire on the threat after the
turn, at least not until the ship turned again.)

The ship could move straight ahead from hex #3, but instead
sideslips into hex #4 to keep as far as possible from the approaching
threat.

Having neither its Turn Mode nor sideslip mode fulfilled, it has no
choice but to enter hex #5. (It could have used a High Energy Turn,
but for our purposes we can assume that, unaware of the unexpected
threat, the captain had not allocated the five points of power required
for that maneuver and a Federation CA does not have enough
reserve power to do this maneuver entirely with reserve power.)

Having fulfilled its sideslip mode by the move into hex #5 (being
directly ahead from #4), the ship can sideslip into hex #6. Note that
without sideslips, the ship would be two hexes “north” of its present
position, and that much closer to the enemy.

Having now fulfilled its Turn Mode (which required four hexes of
forward movement without a turn; the sideslips counted as forward
movement), it can (and does) turn another 60° right to enter hex #7.

(C5.0) TACTICAL MANEUVERS (Advanced)

From time to time a ship’s captain may be unable or unwilling to
move the ship out of the hex it occupies, but the captain may still
want to retain the ability to turn his ship from side to side to respond
to enemy operations (e.g., to turn a new shield toward an attack or to
bring other weapons into firing arc). This is known as a Tactical
Maneuver.

There are two types of Tactical Maneuvers: sublight Tactical
Maneuvers (sometimes-called impulse Tactical Maneuvers) and warp
Tactical Maneuvers. The general term “Tactical Maneuver” refers to
both types as a class of maneuvers.

NOTE: These rules are written for “ships” which must allocate
energy for Tactical Maneuvers. Fighters can also make Tactical
Maneuvers under special rules in (C5.43).

[(C5.1) SUBLIGHT TACTICAL MANEUVERS |

Players operating ships which cannot move at trans-light speeds
(for example, a Warbird or a badly damaged ship) or who, on a given
turn, do not wish to move at trans-light speed may move in sublight
movement (one hex per turn) or use “Tactical Maneuvers.”

(C5.11) PROCEDURE: A player wanting his ship to make sublight
Tactical Maneuvers may write “TAC” in his movement plot indicating
the intention to use high sublight speed for Tactical Maneuvers. In
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this case, the ship does not actually move (it remains in the hex it is
in), but on any impulse except Impulse #1, it may make ONE 60°
turn.

EXAMPLE: A Romulan Warbird is in hex 0305, facing hex 0304.
The owning player has the option of using normal movement, in
which case he could move his ship either “1A” (which would move
him to hex 0304), or “1B” (which would move him to hex 0404), or
“1F” (which would move him to hex 0204). If he had plotted “TAC,”
the owning player would be able to turn the ship to face one of these
hexes, but not enter it. However, he could make this maneuver at any
time, and in either direction, as he sees fit during the course of the
turn. Note, however, that only ONE such maneuver is permitted
during each turn of the game.

NOTE: The ship could, later in the same turn, accelerate using
(C12.0) and leave the hex; see (C5.531). See also (G7.93).

(C5.12) IMPULSE POWER RESTRICTION: A ship must spend one
unit of impulse engine energy to make a sublight Tactical Maneuver.
This energy must come from impulse engines. A ship which makes a
sublight Tactical Maneuver cannot, during that turn, move using
impulse power; see (C2.111). However, a ship can use impulse
power (even reserve impulse power) for Erratic Maneuvers (C10.11)
in addition to the point of impulse power used for movement or
Tactical Maneuvers.

See (P8.432) for using impulse Tactical Maneuvers to maintain orbit.

(C5.13) ZERO-ENERGY TURNS: A ship which had no power
allocated to any movement function for the entire turn (and which did
not move under its own power for the entire turn) can make one
Tactical Maneuver per turn without power cost. This Tactical
Maneuver can only be made on Impulse #32. (This represents the
nominal effect of the ship’s attitude thrusters, which are normally
used for docking purposes. They operate on puffs of compressed
gas, as earlier spacecraft did.)

This does not count as a Tactical Maneuver requiring orbital
stabilization; see (P8.433).

This maneuver cannot be combined with normal Tactical
Maneuvers during the same game turn.

A shuttle which does not move under its own power for an entire
turn may make a zero energy turn of up to 180° on the last impulse of
that turn.

I(C5.2) WARP TACTICAL MANEUVERS I

In certain tactical situations a ship’s captain may decide that he
does not want to change his position for the next turn, but that he
does wish to maintain warp maneuverability.

(C5.21) PROCEDURE: Tactical warp maneuvers (also known as
warp Tactical Maneuvers or warp-tacs) are performed much like
sublight Tactical Maneuvers. The ship remains in the same hex for
the entire turn, but can turn 60° (several times) under certain
circumstances. [The ship could leave the hex later during the turn by
making a speed change under (C12.0) in Advanced Missions.]

(C5.22) ENERGY COST: A given ship may make up to four tactical
warp maneuvers during a given turn. Each requires the same energy
it would have to move one hex (i.e., warp engine power).

(C5.221) A ship can allocate warp engine power for up to four warp
maneuvers and may, during the turn, perform additional maneuvers
(up to the overall limit of four) with reserve warp engine power (up to
the limit of available reserve power). Note that the total number of
warp Tactical Maneuvers with both allocated and reserve power is
four, not eight. Note that a unit does not have to be doing Tactical
Maneuvers in order to use reserve power for this purpose, see
(C5.5).

(C5.222) See (C5.51) in the case of emergency deceleration.
(C5.223) Impulse energy may not be used to perform tactical warp
maneuvers; it can be used for sublight Tactical Maneuvers (C5.1).
(C5.224) There are exceptions to the limit on the number of warp
Tactical Maneuvers a ship can make. See (G21.124) for poor crews,
(G21.224) for outstanding crews, (C13.926) for two ships docked
together, (G2.22) for an uncontrolled ship, (G11.21) computer ships.

MOVEMENT — C

(C5.23) OPERATIONS: Tactical Maneuvers are resolved on the
“Speed 4” column regardless of the number of warp Tactical
Maneuvers paid for or any speed changes the ship may have made.
In the case of a ship that halted during the turn, see (C5.532).
(C5.231) A ship using tactical warp maneuvers is assumed to have
earned its first such maneuver (if power was allocated; earned the
right to buy with reserve warp engine power if not allocated) on the
second impulse of the turn. Thereafter, it earns an additional
maneuver (or the right to buy one) each time it is scheduled to “move”
by the impulse chart, except on the last impulse of the turn (due to
there not being any Impulses of the turn following Impulse #32).
Thus, a ship scheduled to make four Tactical Maneuvers would earn
one on Impulses #2, #8, #16, and #24.

(C5.232) A given ship may have only one “earned” and unused
tactical warp maneuver at any one time. If the movement chart calls
for the ship to move (i.e., earn another maneuver) and it has not used
the last one it earned, the new one is lost and the ship still has only
one “earned” maneuver. A ship which has one Tactical Maneuver
allocated can expend that Tactical Maneuver on any impulse in a
given turn from Impulse #2 to Impulse #32. A ship that has allocated
for two Tactical Maneuvers can use the first one on any impulse from
#2 to #23, but loses the first one on Impulse #23 if it has not been
used. If the first of two Tactical Maneuvers is used prior to Impulse
#8, the second Tactical Maneuver is available from Impulse #8 until
the end of the turn. This same procedure is used if the ship allocates
for three Tactical Maneuvers or four Tactical Maneuvers. A ship can
purchase Tactical Maneuvers, in addition to any that were allocated,
from reserve warp power, but this will not increase the rate at which
the ship earns the right to use them, nor allow it to use Tactical
Maneuvers in excess of the limits above.O Exception: Outstanding
Crews (C5.233).

(C5.233) If a ship has an outstanding crew, it will be necessary to use
the “Speed 6” column for that ship. This fact is not noted elsewhere in
(C5.0) to avoid having numerous notations of “Speed 6 if the ship has
an outstanding crew (G21.224)” cluttering the rules. A poor crew
would still use the “Speed 4” column but would skip the #1 and #3
entries.

(C5.3) COMBINATION OF WARP AND
SUBLIGHT TACTICAL MANEUVERS

(C5.31) PROCEDURE: A ship may use tactical warp maneuvers and
sublight Tactical Maneuvers during the same turn (but NOT during
the same impulse). In this case, the warp-Tactical Maneuvers would
be made as per (C5.23) and the sublight-Tactical maneuver could be
made at any point in the turn when it was eligible.

(C5.32) SPEED COLUMN: Four warp-Tactical Maneuvers and one
sublight-Tactical Maneuver would not be resolved on the Speed 5
column, but on the Speed 4 column with one extra (sublight) Tactical
Maneuver.

(C5.33) MAXIMUM: The maximum number of Tactical Maneuvers
(five for most ships, seven for outstanding crews, three for poor
crews) cannot be exceeded during a turn under any circumstances. A
ship cannot, for example, perform Tactical Maneuvers, then use
emergency deceleration, then claim the right to do more such
maneuvers under (C5.51).

| (C5.4) DATA ON TACTICAL MANEUVERS |

(C5.41) SPEED ZERO: As Tactical Maneuvers are performed only by
units at a practical speed (C2.411) of zero, the ship will be severely
restricted in the speed it can move during future turns by the
acceleration limits.

Tactical Maneuvers should be considered a means of making
any time you must spend at Speed Zero less unbearable, rather than
a good reason to bring your ship to a stop.

(C5.42) PLOTTED MOVEMENT: If using plotted movement (C1.32),
the direction and impulses of Tactical Maneuvers need not be plotted
but can be made during the turn at the option of the owning player.
See also (C3.433).
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(C5.43) NON-SHIP UNITS: Fighters may make warp Tactical
Maneuvers (J4.11) but cannot make sublight Tactical Maneuvers.
Shuttles (other than fighters) and seeking weapons cannot make
Tactical Maneuvers of either type. (Note: The MRS and SWAC
shuttles are not fighters but can use Tactical Maneuvers.)
Bases, a type of ship, cannot make Tactical Maneuvers at all.
Most monsters can make Tactical Maneuvers (although some do
not need to as they can move and fire in any direction).

(C5.44) MOVEMENT: Tactical Maneuvers are not movement per se
and will not result in asteroid damage or mine detonations. They do
count, however, as part of the maneuver rate for speed restrictions
when using a cloak or wild weasel (C2.42).

(C5.441) The number of tactical warp maneuvers actually paid for is
not announced, as the controller in (C5.23) is using Speed 4
regardless of the actual number of such maneuvers paid for. The
player need not announce if he has any Tactical Maneuvers paid for.
(C5.442) The fact that a ship is making a sublight tactical or warp
Tactical Maneuver is only announced when the maneuver is actually
made. A ship is not required to announce, during the Speed
Declaration Step, if it has the power allocated for such a maneuver.
The controller will announce the movement impulses for Speed 4 in
any case when a ship is at Speed Zero, or when required by
(C5.532). If the controller wants to be helpful, he could warn such
ships one impulse in advance that they may be about to lose an
earned Tactical Maneuver under (C5.232).

(C5.443) Upon making such a maneuver, the player is not required to
announce if the power was from allocated or reserve energy, but
must announce if it was a warp or sublight Tactical Maneuver.

(C5.5) COMBINING TACTICAL
MANEUVERS AND MOVEMENT

It is possible, by using the Emergency Deceleration (C8.0) or
Changing Speed in Mid-Turn (C12.0) rules to use movement and
Tactical Maneuvers during the same game turn.

(C5.51) EMERGENCY DECELERATION: After coming to a halt with
emergency deceleration, a ship can use Tactical Maneuvers; see
(C5.53). These can only be paid for with reserve warp or reserve
impulse power. They cannot be paid for during Energy Allocation
because a unit cannot plot movement in anticipation of emergency
deceleration (C8.25) and must have a legal speed plot for the entire
turn (C1.34).

If a moving ship had allocated energy for Tactical Maneuvers
[possible with a plotted speed change to zero under (C12.0) Speed
Changes] and then used emergency deceleration, the energy
allocated for Tactical Maneuvers would be transferred to the shields
along with all other unexpended movement energy as in (C8.1).

(C5.52) TEMPORARY HALTS: If at Speed Zero (C5.41) during part
of a turn [using (C12.0) speed changes], the ship can make Tactical
Maneuvers during that period; see (C5.53). These must be paid for
during energy allocation or made with reserve warp engine or reserve
impulse power. A ship could plot a low speed in the first part of a turn,
then Speed Zero with Tactical Maneuvers in the middle of the turn,
followed by movement at a low speed (due to acceleration limits)
during the final portion of the turn.
If using plotted movement, see restrictions under (C3.443).

(C5.53) USING TACTICAL MANEUVERS: In either case (C5.51) or
(C5.52), the ship can use sublight and/or warp Tactical Maneuvers
within the following restrictions.

(C5.531) SUBLIGHT maneuvers cannot be made on the impulse
after the ship comes to a halt. Because only one point of impulse
power can be used for any movement function except as provided in
(C2.111), a ship will not have reserve impulse power if it used any
impulse power for normal movement during the turn. See (P8.43)
when using impulse power for orbital stabilization.

(C5.532) WARP: The ship “earns” (or earns the right to buy with
reserve warp engine power) its Tactical Maneuvers on the Speed 4
column as per (C5.23), but cannot make the first such maneuver until
four impulses after coming to a halt. A ship which stops in mid-turn by
ED (Emergency Deceleration) can purchase Tactical Maneuvers,
through reserve warp power within the limits of the Tactical Maneuver
rules, e.g., a ship which completes ED on Impulse #21 could only
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purchase one Tactical Maneuver (i.e., the one available from Impulse
#24 to the end of the turn) because of the four impulse delay, and
would not be able to perform this Tactical Maneuver until Impulse
#25. If Tactical Maneuvers are allocated for a turn, and a ship uses
reserve warp power to perform an unplotted acceleration, they are
still available provided that the ship stops by means of a deceleration
later in the turn and not by ED. An example would be a non-plotted
deceleration to Speed Zero by only purchasing Speed 4 for a period
of eight impulses with reserve power, Speed 4 being the maximum
speed from which a ship can decelerate to zero from (C12.32). Note,
however, that since you cannot decelerate for at least eight impulses
(C12.242) unless you are a nimble ship (C11.28), you will “lose” one
earned Tactical Maneuver, but “gain” another.

(C5.54) HIGH ENERGY TURNS: The ship could also use an HET if it
had been previously allocated or if reserve power is available. An
HET could be done on the impulse after stopping or on any
subsequent impulse (within the HET rules). See (C6.35) and (C8.42).

(C6.0) HIGH ENERGY TURNS (Advanced)

All warp-powered ships are capable of attempting “high energy”
turns. Basically, such a turn requires the application of warp energy
force to bring the ship onto a new heading with a “snap turn.” These
maneuvers are dangerous, however, and if improperly performed
(and sometimes even if they are properly performed) can result in
serious damage to the ship.

NOTE: While these rules are written for “ships” (which include
PFs and Interceptors, but in this case does not include bases),
certain “non-ship units” can use a limited or special version of the
HET rules. See (C6.4).

|(c6.1) PROCEDURE |

The effect of a High Energy Turn isto, at the point for which it is
plotted, turn the ship TO FACE ANY ADJACENT HEX regardless of
whether or not it has satisfied its Turn Mode. [See (C6.39) for a
limitation.]

High Energy Turns may be made during the Movement Segment
of any impulse, regardless of whether or not the ship is scheduled to
move, within the restrictions of (C6.3), and subject to a possible
breakdown (C6.5).

(C6.11) FREE MOVEMENT: If using free movement (C1.31), the
player can use an HET at any point during the turn so long as power
is available (C6.22). A ship that allocates energy for an HET (when
using free movement) is not required to expend it. Any unused
energy is lost.

(C6.12) PLOTTED MOVEMENT: If using plotted movement (C1.32),
the specific impulse on which the HET will be performed must be
plotted in advance. If the ship performs emergency deceleration, the
HET can be conducted on any impulse after the ship stops.

EXAMPLE: Movement plot for Speed 21: 7A, 6B, HET/21/E, 8E.
This would indicate that on Impulse #21, after the first thirteen
impulses of movement had been completed, a High Energy Turn
would be used to change direction 180°.

(C6.13) HETs ARE NOT MOVEMENT: The act of making an HET is
not movement and is not included within the practical speed (C2.411)
or effective speed (C2.412). It will not set off mines or cause asteroid
damage. It does not in itself move the ship into the next hex. HETs
are not movement, but do count as part of the maneuver rate; see
(C2.42).

Hydran Mongol

Page 26

Copyright © 2004, 2010, 2012 Amarillo Design Bureau, Inc. — CAPTAIN’S MASTER RULEBOOK



STAR FLEET BATTLES

MOVEMENT — C

| (C6.2) POWER FOR HIGH ENERGY TURNS |

| (C6.4) NON-SHIP UNITS |

(C6.21) COST: Each High Energy Turn requires warp energy equal
to five hexes of movement. The cost must be paid in addition to any
energy used for movement.

Exceptions: Poor Crews (G21.122), Outstanding Crews
(G21.222).

(C6.22) SOURCE: Energy for HETs must come from warp engines
(or reserve warp engine power); it cannot come from AWRs. See
(H7.48) and (H7.6). See (C12.38).

I(CG.3) RESTRICTIONS AND CONDITIONS I

(C6.31) ACCELERATION: High Energy Turns do not affect
acceleration and are not affected by it. They are not part of the
practical speed (C2.411).

(C6.32) TURN MODE: After a High Energy Turn, Turn Mode
calculations (for normal turns) and sideslips must begin again,
starting in the hex in which the HET was made (i.e., an HET resets
the turn and sideslip modes to zero). A ship need not have fulfilled its
Turn Mode to make an HET. See (C3.45).

(C6.33) IMPULSES: A ship may make a High Energy Turn during
any impulse whether it is scheduled to move or not. If the HET is
made during an impulse in which the ship is scheduled to move, the
HET is resolved first (turning the ship to a new facing and resetting its
turn and slip modes), and then movement is executed. HETs are
conducted at whatever point in the Order of Precedence (C1.313)
that the unit conducts normal movement. Units at Speed Zero HET
first within each category. Note that a HET is not a Tactical Maneuver
and is executed when the ship (or fighter) moves, not when a ship (or
fighter) would Tactical Maneuver in the order of precedence (C1.313).

(C6.34) NUMBER: Subject to available energy and the other rules
[e.g., (C6.36) limits most ships to four], a ship may make any number
of HETs during any given turn. See also (C6.4) for non-ship units.

(C6.35) COMBINATION WITH TACTICAL MANEUVERS: A ship
may use High Energy Turns on the same turn as Tactical Maneuvers;
see (C5.54). This can be done on the same impulse.

(C6.36) SEQUENCE: An HET may not be performed within 1/4 turn
of a previous HET or Quick Reverse; see (C3.62).

(C6.37) HET NOT ALLOWED: No unit may make an HET on the first
impulse of the turn, while docked (C13.924), while docking (C13.16),
while undocking (C13.23), or while part of a pinwheel (C14.12), or if
uncontrolled (G2.212). Exception (F2.135).

(C6.38) POST-HET RESTRICTIONS: During the impulse that a ship
performs an HET and for 1/8 of a turn (four impulses) thereafter, the
ship cannot: dock with another unit, be docked by another unit,
launch or recover PFs, launch or land shuttles (including those on a
seeking course), lay mines from a bay or rack, or launch or recover
satellite ships.

Exception: units escaping a doomed ship (D21.4).

EXAMPLE: A ship that HETs on Impulse #15 is under these
restrictions until the beginning of the movement segment of Impulse
#20.

EXAMPLE: A ship that HETs on Impulse #32 would not be able
to launch a wild weasel until Impulse #5 of the following turn.

(C6.39) 180° LIMIT: No HET can exceed 180°. (This may seem to be
a meaningless rule, but is required to prevent a technical loophole in
the seeking weapons rules.) See (G7.55).

Some non-ship units can make High Energy Turns.

(C6.41) SEEKING WEAPONS: Seeking weapons may perform
HETSs; see (F2.13). [Note that (C6.39) prevents a seeking weapon
from making a meaningless HET to waste time en route to the target.]

(C6.42) FIGHTERS: Fighters may make one (and only one) HET per
turn, but never roll for breakdown. Non-fighter shuttles cannot
perform HETs unless specifically allowed this capability in their own
rules section. Crippled shuttles cannot do HETs (J1.336).

| (c6.5) BREAKDOWN |

There is a considerable possibility that a High Energy Turn could
result in a breakdown. This is an event a bit more disastrous than
having the chessboard slide off of the captain’s desk and somewhat
(but only a little) less catastrophic than having the engines fall off.

(C6.51) PROCEDURE: Whenever a ship performs an HET, roll a
single die to determine if the ship has suffered a breakdown. If the die
roll result, after adding any adjustments, is equal to or greater than
the numbers specified in the ship’s breakdown rating, the ship suffers
a breakdown.
(C6.511) There are several possible modifications to this die roll,
including crew quality (G21.121) and (G21.221), first use (C6.52),
tractors (G7.322), Erratic Maneuver (C10.55), previous breakdowns
(C6.544), Legendary Navigators (G22.86), and others so specified in
their respective rules. Any modifiers applied to the breakdown rating
(etc.) also apply to the possibility of pod separation (C6.56).
(C6.512) The die roll is made after the ship changes facing but before
it moves into the next hex.
(C6.513) A unit cannot voluntarily break down.
(C6.514) DOCKED SHIPS (C13.948) and PFs on tow-bars (K1.25)
have special conditions when they suffer a breakdown.

EXAMPLE: The breakdown rating for a Klingon D7 is 5-6.
Whenever the ship makes an HET, roll a die. If the result is five or six
(after certain adjustments), the ship has suffered a breakdown.

(C6.52) FIRST-USE ADJUSTMENT TO BREAKDOWN DIE ROLL:
On the first HET during each scenario, two is subtracted from the die
roll when determining the possibility of breakdown. Note that this
adjustment is once per SCENARIO and NOT once per TURN. Each
ship can do this once, not each fleet.

(€6.521) Nimble ships (C11.0) and Orion ships (G15.0) subtract two
from the die roll of the first and second HET each scenario. Nimble
Orion ships do not get both benefits.

PFs, which are nimble, get only one bonus, not two (K1.23).
Orion PFs act as PFs, not as Orion ships. Note that Orion PFs do not
get a double nimble bonus, but only a single bonus (K1.23).

(C6.522) Freighters, naval auxiliaries built on freighter hulls, warp-
powered booms and saucers, auxiliary carriers, auxiliary cruisers, Q-
ships, and all crippled ships (S2.41) do not receive an adjustment to
the breakdown die roll. Certain other ships also have this limitation; if
s0, it will be listed in the ship specifications.

(€6.523) There is no adjustment to the breakdown rating for speed,
but the speed of the ship does affect the amount of damage that
results from a breakdown; see (C6.562).

(C6.524) This bonus cannot be used for a quick reverse (C3.63).

(C6.53) ASSIGNMENT OF BREAKDOWN RATINGS: Each ship is
assigned a breakdown rating on the MASTER SHIP CHART. These
are also shown in the Ship Data Table on each SSD.

(C6.54) EFFECTS OF BREAKDOWN: Whenever a ship suffers a
breakdown, it suffers the following effects:

(C6.541) The ship immediately stops [unless it “tumbles” (C6.55)].
Roll one die and face the ship in the resulting direction. All allocated
movement energy (including EM, Tactical Maneuvers, and HETS) is
lost. The ship may not move (including HETs and Tactical
Maneuvers) for sixteen impulses after the impulse in which it broke
down. This is known as the “post-breakdown period.” After this
period, the ship could resume normal movement (e.g., it could do a
Tactical Maneuver with reserve power).

CAPTAIN’S MASTER RULEBOOK — Copyright © 2004, 2010, 2012 Amarillo Design Bureau, Inc.

Page 27



C — MOVEMENT

(C6.5411) If the post-breakdown period extends into the next
turn, the ship remains at Speed Zero for the required first
several impulses of the next turn, then accelerates from that
point, paying for a full turn of movement even though it does not
receive part of it. [If using (C12.0), the ship pays, for this non-
moving period, at the rate for the highest speed used during that
turn.]

(C6.5412) If this post-breakdown period does not extend to the

end of the turn, the ship could begin moving with reserve power

(C12.24) after the sixteen impulses are over.

(C6.542) A ship which suffers a breakdown receives the following
damage as a result of the breakdown:

(C6.5421) One third of the crew units (including at least 1/4 of
the boarding parties and 1/4 of the deck crews) are killed. (This
is based on the number of such units on board at the time of
breakdown. Round fractions down when calculating the losses.)
The full crew unit casualties must be scored, but cannot include
the last two crew units (G9.22). Note that in the case of a ship
with few crew units and many boarding parties (e.g., a troop
ship) the ship may lose no actual crewmen but dozens of
boarding parties will die like dogs. Additional crew losses may
result from the resolution of internal damage. Also, 1/4 of any
enemy boarding parties on the ship are lost; they do not count
toward the requirement for friendly crew or BP losses. Assigned
guards are not “knocked out” but will be killed if the box they are
guarding is destroyed (D7.832).

(C6.5422) Every fifth warp engine box is destroyed (round

fractions down when calculating these losses). This is distributed

as evenly as possible between the ship’s engines; any odd
points are distributed by the owning player at his option.

(C6.5423) The ship suffers two interior damage points,

distributed randomly and immediately by the DAMAGE

ALLOCATION CHART (D4.21). This damage (as well as that

resulting from tumbling and pod separation) is resolved as a

single volley; the phaser directional restriction (D4.321) does not

apply.
(C6.543) Any repairs (by any means, on or by the unit which broke
down) are aborted. Accumulated repair points for incomplete repairs
are lost immediately; they cannot be converted into hasty repairs.
(C6.544) Each breakdown reduces the breakdown rating by one for
the remainder of the scenario. For example, 4-6 becomes 3-6 (and
possibly 2-6 and 1-6 later, although it can never get worse than 1-6).
Nimble ships lose all benefits of that status (C11.2) for the remainder
of the scenario after a breakdown.
(C6.545) All stasis fields (G16.311) and expanding spheres (G23.0)
generated by the ship suffering the breakdown are lost (deactivated)
immediately. All tractor beams (G7.0) generated by the ship suffering
the breakdown are released; those attached to the ship by other units
remain attached except as per (C6.553).
(C6.546) No deck crew activities (J4.8) can be performed or
completed on that turn. Any activities begun on the turn of the
breakdown are cancelled and will have to be started over. One half of
the boarding parties (on each side) that were on the ship at the time
of the breakdown cannot participate in combat (or function as guards)
during the post-breakdown period or in the Boarding Party Combat
Step at the end of the turn on which the ship broke down. (They are
still present and would have to be eliminated to capture the ship; they
simply cannot fight back.) Boarding parties transported aboard after
the breakdown function normally.
(C6.547) A ship suffering a breakdown is under the following
restrictions for the subsequent eight impulses (even if this extends
into the next turn):

(C6.5471) No weapons (see Annex #7D) may be fired.

(C6.5472) No shuttles, PFs, satellite ships, or fighters may be

launched or recovered, except as per (D21.4). Sections cannot

be separated (G12.0).

(C6.5473) No seeking weapons may be launched. [Plasma

torpedoes may be launched using (FP1.7) during this time, but

only on the eighth impulse after destruction of the launcher.] See

(FP1.14).

(C6.5474) No transporters or tractor beams can be used.
(C6.548) If a ship is docked inside a larger ship, and the larger ship
suffers a breakdown, the ship inside also suffers the full effects of the
breakdown, which are resolved independently. This does not apply to
shuttles, except that shuttles on a balcony are destroyed. This does
not apply to PFs.
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(C6.549) Breakdown does not affect a cloaking device. [If using
(D22.0), the resulting damage may reduce power below that required
to operate the cloak.]

NOTE: While it is not a formal rule, experience has shown that
any ship which breaks down during a battle probably will not survive
that battle.

(C6.55) TUMBLING AS A RESULT OF A BREAKDOWN
(Commander’s Level): In the event of a breakdown, roll one die. If
the result is a “1,” the ship has begun “tumbling” and suffers the
following effects:
(C6.551) The ship CONTINUES (for the duration of the post-
breakdown period) moving in the direction, and at the speed, that it
was moving BEFORE ATTEMPTING the HET regardless of its
facing. Exception: (C6.563). See (P2.435) in the event the unit
tumbles into a planet hex. A ship cannot tumble off of a fixed map; if it
is about to do so it will stop in the last hex.
(C6.5511) Every impulse for the remainder of the post-
breakdown period, during the Final Functions Stage of the
Activity Segment, roll one die and turn the ship to face (C1.21) in
the indicated direction. (In all probability, the ship will be facing
in a new direction almost every impulse.) Also note that in this
case facing will have nothing to do with movement.
(C6.5512) Any previously plotted speed changes (C12.0) during
the period of tumbling are ignored. Any effects of (D22.0) on the
ship’s speed are ignored.
(C6.5513) Damage due to mines, ESGs, webs, asteroids, and
other terrain effects is based on the speed during tumbling and
on the shield determined by the die roll. This is an exception to
various rules on the “leading” shields of a unit taking such
damage.
(€6.552) Ships that are tumbling cannot fire weapons or take any
other action. There are no exceptions to this rule, not even Q-ships
(R1.7).
(C6.553) Ships that are tumbling are considered to be using Erratic
Maneuvering (C10.0). (If you do not have Advanced Missions, this
can be simulated by adding four ECM points to the tumbling ship.) If
the ship was held in a tractor beam, the beam is released by the
violent gyrations of the ship. A tumbling ship cannot be tractored.
(C6.554) At the end of the post-breakdown period, the ship comes to
a stop with a speed of zero and its final facing is determined by die
roll on the last impulse; see (C6.5511).
(C6.555) Roll one die and score extra crew units killed AND extra
points of internal damage equal to the result. This cannot kill the last
two crew units; see (G9.22). This is in addition to the damage from
the breakdown itself (C6.542) and is combined with that damage into
a single volley. This additional damage occurs only one time, not on
every subsequent impulse. PFs are exempted from this extra
damage.
(C6.556) A ship that tumbles into an atmosphere hex without a plane-
tary surface comes to a stop immediately. It must roll for breakdown
again upon entry to the hex, but cannot tumble.
If there is a planetary surface in the hex, the ship crashes, i.e., is
destroyed without any chance of survivors; see (P2.435).
(C6.557) A tumbling ship cannot use emergency deceleration.
(C6.558) During every impulse of tumbling, (C6.546) and (C6.547)
are in effect. See also (FP1.14).

(C6.56) EFFECT OF BREAKDOWN ON TUGS: The ungainly
transport tugs (including Light Tactical Transports), with their fragile
pods, suffer more damage as a result of breakdown than most ships.
This rule does not apply to units (PFs, shuttles) held on mech-
links; it applies only to pods/pallets/packs, although resulting damage
could be scored on PFs attached to a pod that breaks down. This
applies to any ship carrying a real pallet, cargo pack, or pod (not a
pseudo pod). It does not include “internal” cargo (on the SSD of the
ship, not part of the pod), such as the Hydran Tug or the Romulan
SkyHawk-H.
(C6.561) In the event that a tug carrying pods suffers a breakdown,
roll again for each pod. If the result (with all modifiers used in the
original die roll) is within the breakdown range of the tug (before this
breakdown), the pod has separated.
(C6.562) If a pod separates, immediately apply one point of damage
(directly by the DAC) to the tug (not including still-attached pods) and
one to the pod (and one point to any still-attached pod) for each unit
of the tug’s practical speed (before the breakdown).
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(C6.563) The pod is detached from the tug and remains in that hex;
the tug tumbles (C6.55). The pod does not tumble. Any seeking
weapons targeted on the tug accept the pod as their target. If two
pods separate, arbitrarily assign one pod the numbers 1-3 and the
other the numbers 4-6 and roll a die for each weapon, with the
weapon accepting the corresponding pod as its target.
(C6.564) Pod docking arrangements have an effect on pod
separation.
(C6.5641) In the case of a Federation tug (which attaches the
second pod to the first one), roll for each pod. Separation of the
first (i.e., forward) pod means the loss of both. The two pods
then separate from each other without further damage as a
result of that separation.
(C6.5642) In the case of tugs with side-by-side mounting
(G14.43), if only one pod separates the tug tumbles with the
other pod still attached. After the tug stops, it will have to drop
(and could reattach) the pod before resuming operations. It
could also drop the pod, tow it by tractor back to the point where
the first pod was dropped, and then reattach both.
(C6.565) If a separated pod is manned, roll one die and score this
number of crew casualties to the crew and passengers of the pod.
This is in addition to (C6.542), but cannot Kill the last two crew units
(G9.22).

(C7.0) DISENGAGEMENT

In some cases a starship captain may find himself in a situation
that he (or rather his ship) cannot handle. In these cases, the only
thing to do is to leave. Combat at extreme speeds (those over 31
hexes per turn) is virtually impossible due to the tremendous amounts
of energy required to simply move the ship at those speeds and the
inability of the weapons tracking systems to function accurately.

In cases where one starship captain simply accelerates his ship
out of the area, the other captain will not normally follow (at least not
closely) as he may be led into a trap. In game terms, this is
disengagement.

There are four means of disengagement: acceleration,
separation, sublight evasion, and automatic.

Bases and pinwheels (C14.14) cannot disengage.

|(C7.1) DISENGAGEMENT BY ACCELERATION |

(C7.11) PROCEDURE: On a given game turn, the starship wishing to
disengage by acceleration must move (for the entire turn) at the
maximum possible practical speed which it can, as restricted by
available warp engine power (which may have been reduced by
combat) and the game imposed speed limit of 31. At the end of that
turn, if the starship in question still has total warp power available
equal to either 50% of his original warp power (rounding fractions up)
or fifteen points of warp power, whichever is lower, the owning player
simply announces that he is “disengaging.” His ship is then removed
from the board and presumed to return to its nearest base. If the
disengaging ship is the only unit (on that side) of the scenario, the
scenario is over. Note: Ships that do not have, or never had, warp
engines cannot disengage by acceleration.

EXAMPLE: A Klingon cruiser finds itself outhumbered by four
Kzinti cruisers. The owning player elects to disengage. He moves one
turn at a speed of 24 (which is the maximum he could reach because
of acceleration restrictions) and on the next turn accelerate further to
29 (he cannot go 31 as he has taken two engine hits). During that
turn, the Klingon ship is badly damaged, and warp engine power is
reduced to fifteen. The ship may still break off the action by
disengaging since fifteen is 50% of the original 30 warp engine
boxes. If the warp engines had been reduced to fourteen or fewer
factors, the Klingon could not disengage and would likely have been
destroyed.

(C7.12) RESTRICTIONS: The following restrictions apply to
disengagement by acceleration.

(C7.121) The conditions of (C7.11) must be fulfilled based on engine
power available at the beginning of the turn. A Federation CA
(movement cost = 1), for example, has 30 warp engine boxes at the
beginning of the turn but cannot move faster than 24 due to
acceleration. It is, during that turn, reduced to 24 (or fewer) engine
boxes but CANNOT disengage that turn. It must move another turn at
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what is now its maximum speed (24) before disengaging. The reason
for this is that a ship must “prepare” for the transition to high trans-
light speeds, and such preparations must be timed very closely. A
ship not moving at its maximum speed would not know for sure that
enemy fire will reduce its maximum speed to its current speed and
could not make the preparations.

(C7.122) If held in an enemy tractor beam, expending energy for
movement (even if not actually moving) satisfies the requirement. The
act of disengaging breaks the tractor (G7.28).

(C7.123) A ship can only disengage by acceleration while moving for-
ward. A ship cannot disengage by acceleration if the area directly
ahead is blocking terrain (asteroids, minefield, large planet, etc.). To
qualify, the minefield would have to be a formal minefield placed
before the scenario began; mines laid during a scenario would not
count. The planet would have to be large enough (and/or the ship
close enough) that the ship could not avoid the planet with sideslips if
the ship continued moving without turning.

(C7.124) The term “maximum possible speed” as used in the first
sentence of (C7.11) does not include any energy spent for life
support, shields (not reinforcement), or fire control. The ship may
make these expenditures and then calculate its maximum speed
based on the remaining energy. Note that this does not apply to
calculating the ship’s original movement-capable warp power as per
(C7.11), which requires 50% (or fifteen boxes) to be available (i.e.,
undestroyed, even if some of this was paying for the above non-
movement items). Within the restrictions of this rule, the ship may fire
any weapons it has charged (including the launching and guiding of
seeking weapons), or had the excess, usually non-movement, power
to arm while it was attempting to accelerate away.

(C7.125) A ship held in web must break out of the web before it can
disengage (G10.58). This breakout can be on the turn of
disengagement.

(C7.13) FIGHTER DISENGAGEMENT BY ACCELERATION:
Fighters (not non-fighter shuttles, but including MRS and SWAC
shuttles) can disengage by acceleration within the restrictions and
conditions given here. See (J1.71) and (J1.72).

(C7.131) The fighter must move for an entire turn at its maximum
possible speed. It cannot fire, launch, or control any weapons during
this turn. Note that fighter EW rules (EWFs, Pods, and lending from
the carrier) and chaff packs function normally during this period.
(C7.132) At the end of the turn (C7.131), if the fighter is not crippled,
the fighter may be declared (by its owner) to have disengaged.
(C7.133) The fighter must fulfill the conditions of (C7.123).

(C7.134) A fighter held in an enemy tractor beam cannot disengage.

I(C7.2) DISENGAGEMENT BY SEPARATION I

(C7.21) PROCEDURE: If, during the Lock-On Stage of any impulse,
a given unit is not within 50 hexes (effective range) of any enemy
ship, then that unit may, at the owning player’s discretion, be deemed
to have disengaged. See (C7.23).

An enemy unit held in a tractor beam (i.e., a smaller unit being
dragged off the map to be captured) does not count for this purpose if
there are other enemy units in the scenario which are not in the same
condition. This means that you can get away with hauling off a
captured ship if no one else is around to interfere with you.

Note that as cloak increases effective range, a cloaked ship
could disengage at a shorter true range.

(C7.22) SEEKING WEAPONS: If seeking weapons are on the map
targeted on the unit, the unit cannot disengage by separation until
those weapons are resolved (i.e., run out of endurance, lose tracking,
are destroyed, etc.). If there is no possibility of the seeking weapon
catching the escaping unit (i.e., escaping unit is faster, or the weapon
is faster but does not have the endurance to close the range), this
does not apply.

(C7.23) SCOUTS: A unit must be more than 75 hexes (effective
range) from an enemy scout ship (with operating and unblinded
special sensors) in order to disengage by separation (in addition to
the other requirements).

(C7.24) TRACTOR BEAMS: Disengagement by separation does not
break tractor beam links. Any units which the disengaging unit is
holding in tractor beams remain held.
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(C7.25) FIXED MAP: Some scenarios used fixed maps and include a
rule stating that any unit which leaves the map has disengaged and
cannot return. This is a form of disengagement by separation, but is
not subject to the conditions of (C7.21) through (C7.23).

(C7.26) OTHER PURSUING UNITS: The unit attempting to
disengage by separation must be more than 35 hexes from enemy
PFs or manned shuttles.

| (C7.3) DISENGAGEMENT BY SUBLIGHT EVASION |

Ships without warp engines (including sublight ships such as the
Warbird, separated booms from Klingon ships, separated saucers
from Federation ships, ships that have dropped their warp engines,
etc.) can disengage by sublight separation. Note that only dropping
the warp engines (G12.6), not the mere act of turning them off,
counts for this purpose. Destroyed warp engines must be dropped in
order to sublight disengage.

(C7.31) PROCEDURE: The player owning a ship wishing to
disengage by this method rolls one die during the Final Activity Phase
and makes the adjustments listed below. If the adjusted result is “3”
or less, the ship has successfully disengaged.

(C7.32) ADJUSTMENTS: The following adjustments to the die roll
are made:
-1 for every friendly ship (not shuttle) within 35 hexes not also
attempting to disengage (by any means).
+1 for every uncrippled enemy ship (not shuttle) within fifteen
hexes.
Remember that “ship” includes bases and PFs, while “shuttle”
includes fighters.

(C7.33) IMPULSE REQUIREMENT: A ship without any impulse
engines cannot disengage by sublight evasion. This is one reason
why Klingon booms have impulse engines that can be protected with
circuit breakers (G12.71), but note that those engines (H3.5) cannot
be used for movement while the boom is attached to the hull.

(C7.34) TIME OF ATTEMPT: This can only be attempted once per
turn at the end of the Final Activity Phase.

(C7.35) TRACTOR BEAMS: Disengagement by evasion does not
break tractor beam links. If the ship attempting to disengage is held in
a tractor beam, it cannot disengage by evasion. A ship attempting to
disengage by evasion must drop any of its own tractor beams (to
reduce its electronic signature on enemy scanners).

(C7.36) BLACK HOLES: If the unit attempting sublight evasion is
within 30 hexes of a black hole, it cannot escape and is deemed
destroyed if disengagement is declared.

(C7.37) SEEKING WEAPONS treat a ship that disengages in this
manner as a “destroyed target” and become inert.

| (C7.4) AUTOMATIC DISENGAGEMENT |

In certain circumstances or scenarios, a ship may be designated
by the rules to disengage “automatically.” One case would be a
Klingon ship in a monster scenario, which automatically disengages
after a successful mutiny. In this procedure, the ship is simply taken
from the board and considered to have disengaged.

This form of disengagement is specified in some monster
scenarios, where the monster has no desire to pursue the ship.

(C7.5) DISENGAGEMENT CONDITIONS
AND RESTRICTIONS

In cases of disengagement, there may be ongoing situations that
must be resolved, even if this means continuing the scenario past the
point at which it "ended.”

(C7.51) BOARDING PARTIES on board an enemy ship that is
disengaging must continue to fight until they capture the ship or are
destroyed. For humanitarian or simply practical considerations,
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boarding parties in a hopeless situation may be ordered to surrender
by the controlling player. Should they capture the ship, it is presumed
that they force it to stop and their own vessels catch up.

In a similar manner, boarding parties on an enemy ship that are
left behind when their own ship disengages may surrender or fight on
to victory or death. If they capture the ship, they operate under
(D7.5).

If using (D16.0), see (D16.82) and (D16.83).

(C7.52) SHUTTLECRAFT LEFT BEHIND by a disengaging ship may
attempt to escape using sublight evasion (C7.3). Fighters, MRS, and
SWACS can use (C7.13).

(C7.53) SEEKING WEAPONS targeted on a disengaging unit [except
one disengaging by separation, (C7.22)] lose their tracking and
cannot pursue it (if it successfully disengaged). Seeking weapons
targeted on units remaining behind must be resolved before the
scenario can end. Note that if the unit controlling a seeking weapon is
destroyed or disengages, the weapon is released (F3.4) and can be
transferred (F3.5).

(C8.0) EMERGENCY DECELERATION
(Advanced Rule)

All ships may use emergency deceleration to bring themselves
to a rapid stop. This might be done to avoid running into an obstacle
(perhaps a previously unknown minefield or perhaps some other
object after the ship has been displaced by Andromedans), to meet
the low-speed requirements to launch a wild weasel, or to allow the
ship to move quickly to a key position and then stop once it has
reached it.

Early translations of the source data indicated that emergency
deceleration was restricted to Federation ships. This information has
now been found to be incorrect. While Federation ships first
developed the maneuver, other empires copied it shortly thereafter.

There are circumstances under which a ship normally able to
use this maneuver cannot; e.g., (C8.26).

These rules are written for “ships” (which includes PFs but, in
this case, not bases). Shuttles can use a form of emergency
deceleration; see (J1.223) and (J4.13).

| (c8.1) PROCEDURE |

(C8.10) PROCEDURE: During the Impulse Activity Segment of any
impulse during any turn (at the appropriate step in the Sequence of
Play), a player may announce his intention to use emergency
deceleration for one or more of his ships.

(C8.101) At the end of the Movement Segment of the second
subsequent impulse (including those in which the ship does not
move), the ship stops and is subject to post-deceleration restrictions
(C8.4).

(C8.102) All unused movement energy (including previously allocated
Tactical Maneuvers but not previously allocated HETS) is calculated,
and the amount is divided in half (drop fractions). This amount is
added to the general shield reinforcement power or to specific shields
by (C8.11) at the end of the movement segment (6A4), e.g., after the
Damage During Movement Stage; the rest is lost. Braking energy
(C3.52) allocated but not yet used is treated as movement energy,
i.e., half of the energy allocated becomes shield reinforcement and
the rest is lost.

For purposes of this rule, any impulse power for normal
movement is considered to have been the first point of power
expended. Impulse power allocated for an unexpended Tactical
Maneuver is treated as above, and if the ship has a movement cost
other than 1.00 will require attention in (C8.112).

See (C8.23) for energy allocated to EM.

EXAMPLE: The Federation CC Kongo is moving at Speed 16
when six Klingon drones are released from a scatter-pack shuttle
which had been launched by the D7 Antagonist. Having no phasers
that will be able to fire before the drones arrive, and having neither
the speed to outrun the drones nor enough tractor beams to hold
them at bay (obviously due to poor planning), Captain Kosnett
decides to use a wild weasel to decoy the drones away from his ship.
However, the Kongo is moving too fast to use a WW, and Kosnett
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orders emergency deceleration on Impulse #15. The Kongo moves
on Impulse #16 and then, on Impulse #17 (after movement on that
impulse), stops and launches the WW. The Kongo does not move
when next called for on Impulse #18. There are eight unused
movement points (each costing one point of power). This translates
into four points of shield reinforcement, which Kosnett assigns to the
shield facing the Antagonist Had he assigned these to general
reinforcement, he would have received only two points of shielding as
general reinforcement costs two energy points per shield point.

If the drones had been released from a very close position, they
might have been able to strike the Kongo on Impulse #17 (in the
Movement Phase, before the WW could be launched as shuttle
launch is later in the Sequence of Play). If Kosnett had a copy of
Advanced Missions, he might have used two points of reserve power
to accelerate to Speed 17, because careful study of the Impulse
Chart shows that while a ship moving at Speed 16 does not move on
Impulse #17, a ship moving at a speed of seventeen does. This
moves the ship one hex farther from the drones and gives it time to
launch the WW before the drones arrive. In this case, there would still
have been eight unused movement points (resulting in four points
added to the shield).

(C8.11) SHIELDS: The power added to the shields may be added to
any one shield selected by the owning player or divided in any
manner between the three shields of either group (forward shields
group includes #6, #1, and #2; rear shields group includes #3, #4,
and #5). It could not be divided between shields from both groups.
(C8.111) The energy released by emergency deceleration is not
reserve power and is not treated as such. It can only be used for the
shields as described in the rule.

(C8.112) Note specifically that this procedure is calculated in terms of
power, and not with movement points or points of shield
reinforcement. A ship with a movement cost of 1/2 would gain only
half as much shield reinforcement as one with a movement cost of
one. (This assumes two ships at the same speed doing ED at the
same point.)

(C8.12) HETs: Power allocated (but unused) for HETs is not
translated into shield energy by the decel maneuver and remains
available to the ship to use within the normal rules. The ship could
make an HET during the deceleration period or the post-deceleration
period (and before the end of the turn). See (C6.35) and (C5.54).

(C8.13) ANDROMEDAN SHIPS which use emergency deceleration
simply lose the excess movement energy. It does not go to the
panels or batteries. (Consider the implication for Terminators if it did!)

| (C8.2) CONDITIONS AND REQUIREMENTS |

(C8.21) STOPPING: Emergency deceleration can only be used to
stop. It cannot be used to simply reduce speed. A ship can declare
Emergency Deceleration even while it is not moving in order to cancel
planned acceleration under (C12.0).

(C8.22) ATMOSPHERE: Ships in an atmosphere can perform
emergency deceleration if there is no other restriction. See (C8.414).

(C8.23) ERRATIC MANEUVERS: A ship using EM (C10.0) which
subsequently uses emergency deceleration loses the effects of EM at
the point when the ship stops and does not gain extra shielding for
EM energy.

Energy allocated for EM but unused is lost at the time of
emergency deceleration. See (C8.43) to begin EM after decelerating.

(C8.24) POSITRON FLYWHEEL: The use of emergency
deceleration stops the positron flywheel; see (C9.23).

(C8.25) CANNOT BE PLOTTED: Emergency deceleration modifies
an existing legal speed plot and cannot, itself, be plotted. Even if the
player plans to use emergency deceleration and knows precisely
when and where he will do so, he must still plot and allocate energy
for a full turn of legal movement. See (C1.35) and (C12.12).

It is, for example, specifically illegal to pay for only five
movement points, move at Speed 31 for the first six impulses, and
then use ED.
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(C8.26) TUMBLING SHIPS (C6.557) cannot use emergency
deceleration.

(C8.27) STASIS FIELD GENERATORS cannot be used within eight
impulses of stopping by emergency deceleration, even if this extends
into the next turn; see (G16.312).

(C8.28) DOCKING: Ships which have decelerated cannot dock to a
base during the deceleration and post-deceleration periods; see
(C13.16).

I(CS.S) DECELERATION PERIOD I

The two-impulse period between the announcement of
emergency deceleration and the actual stopping of the ship is known
as the “deceleration period.”

(C8.31) MOVEMENT EFFECTS: During the deceleration period, the
ship continues to function in all ways as a ship moving at the original
speed. It must follow its original speed plot (which might require it to
speed up or slow down). It can turn and/or sideslip (so long as it
satisfies its modes), accelerate with reserve power (C12.24), perform
HETSs or EM, etc.

EXAMPLE: A ship is moving at Speed 20 and has a Turn Mode
of four. It has moved two hexes in this direction when it discovers (on
Impulse #19) that there is a minefield directly ahead. The player
declares emergency deceleration (on Impulse #19) so the ship will
stop on Impulse #21 (and be at Speed Zero at the end of that
Movement Segment). On Impulse #20 (and #21 for that matter), the
ship is scheduled to move. The player argues that he should not be
required to move since “logically” his ship is slowing down and has
not actually moved 10,000 kilometers, but this is false logic as the
ship is still moving at the original speed while it prepares for the very
sudden deceleration that will take place on the next impulse. Failing
to win that argument, the player now asserts that he should be
allowed to turn even though he has not satisfied his Turn Mode
because, since the ship is slowing down, the Turn Mode should
“obviously” be lower. This is also incorrect; the Turn Mode is the
same, and the ship cannot turn unless the Turn Mode is satisfied.

(C8.32) OTHER EFFECTS: Weapons and other systems
(transporters, tractor beams, etc.) are unaffected except as may be
provided within these rules.

I(CS.4) POST-DECELERATION PERIOD I

The sixteen impulses following the stopping of the ship (not the
announcement) constitute the “post-deceleration period.” During this
period, the ship is under certain restrictions.

(C8.41) MOVEMENT: The ship cannot move out of the hex it is in
during the post-deceleration period under its own power. The ship is
considered to be at a speed of zero during the entire post-
deceleration period. If the ship doing the Emergency Deceleration
was held in a tractor beam by another ship (or holding another ship in
a tractor beam) and as a result has a point of movement delayed until
after ED takes effect, it loses that point of movement. The power that
would have accounted for that point of movement is regarded as
used, i.e., is not available for calculations to determine reinforcement
energy.

(C8.411) If the post-deceleration period is over before the current turn
is completed, the ship could move out of the hex using reserve power
to accelerate under (C12.24).

(C8.412) If this post-deceleration period extends into the next turn,
the ship remains at zero speed for the required first several impulses
of the next turn, then accelerates from that point, paying for a full turn
of movement even though it does not receive part of it. [If using
(C12.0), the ship pays, for this non-moving period, at the rate for the
highest speed used during that turn, but cannot count it as a basis for
future acceleration.] The unused movement energy from this period
of the subsequent turn is treated as in (C8.102). Note that movement
power that would normally be spent for movement during the post-
deceleration period after an energy allocation phase is treated under
(C8.102) during that subsequent turn and is converted to shield
reinforcement.
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(C8.413) After the post-deceleration period, the ship can reverse its
direction without paying a braking cost because it has been at Speed
Zero for more than the required time; see (C3.523) and (C12.37).
(C8.414) ED in atmosphere is normal except that the one point of
movement power needed to fulfill (P2.80) is allowed.

(C8.42) RESERVE POWER: A ship that has used ED cannot, during
the post-deceleration period, use reserve power to move.

Exception: see (C5.51) Tactical Maneuvers after Deceleration,
(C5.54) for HET, and (C8.43) for Erratic Maneuvers.
EXAMPLE: If a ship declares emergency deceleration on Impulse #4,
it comes to a stop on Impulse #6 during the Final Movement Actions
Stage (6A4). The sixteen-impulse post-decel period then extends
until the Final Movement Actions Stage (6A4) of Impulse #22, so the
first chance the ship has to move out of the hex is Impulse #23.

(C8.43) ERRATIC MANEUVERS: A ship can begin Erratic
Maneuvers (C10.0) with reserve power during the post-deceleration
period within the limits of (C10.3).

(C8.44) OTHER EFFECTS: No other systems are affected except as
specified by these rules. For example, the weapons can still be fired
(although doing so would void a wild weasel, which is the most
common reason for the maneuver).

(C9.0) POSITRON FLYWHEEL (Optional)

Scientists in the Federation (and all other empires) have
experimented with a concept known as the “positron flywheel effect.”
This is a method of storing warp movement momentum temporarily. If
used by a starship, the effect is to allow the starship to increase
speed much more rapidly after a temporary reduction of speed.

Despite billions of credits spent on research and development by
the Federation, the positron flywheel never did work and its use in the
game is considered experimental and only for the purpose of
evaluating the potential effect if it had.

Only ships (not including PFs or bases in this case) can use the
positron flywheel; other units cannot.

NOTE: This rule is officially classed as “experimental” and is not
considered in balancing other rules. It should never be used in
competitive gaming, at least not as a player-selected option.

| (C9.1) EFFECT |

(C9.11) PROCEDURE: A ship equipped with positron flywheel uses
the fastest speed in the four previous turns as a basis for acceleration
limits. For example:

Turn 1 2 3 4 5
Speed 21 4 4 8 0-31

Using the standard rules, the fastest that this starship could
move on Turn #5 would be eighteen hexes (assuming normal
maneuver limits for a typical starship). Using the positron flywheel
effect, it could use the speed on Turn #1 (within the last four turns) as
its base and accelerate to a speed of 42. (Note, however, that a
speed of 31 is the maximum allowed in he game so the full benefit of
this device could not be felt, but even 31 is better than eighteen.)

When using mid-turn speed changes (C12.0), the ship must be
moving at a given speed for at least eight consecutive impulses to
use that speed as a basis for future accelerations under the flywheel.
(The flywheel has to build up to the ship’s speed.)

(C9.12) PRACTICAL SPEED: The positron flywheel is based on the
practical speed (C2.411). Functions such as High Energy Turns,
Tactical Maneuvers, Erratic Maneuvering, etc., are not counted as
part of the speed for purposes of positron flywheel.

(C9.13) DESTRUCTION: The positron flywheel can only be
destroyed by two successive breakdowns (C9.234). It cannot be
destroyed by the DAC or a hit-and-run raid. It can be destroyed by
the owner (to prevent capture) using the same procedure as a
cloaking device (G13.162).
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(C9.14) UNCONTROLLED: An uncontrolled ship (G2.27) cannot
benefit from a positron flywheel.

| (C9.2) RESTRICTIONS AND CONDITIONS |

(C9.21) DIRECTION: The momentum stored in the flywheel is
specific to the direction that the ship was traveling at the time it was
stored. Thus, forward momentum cannot be used to move in reverse.
If the ship reverses direction within the normal rules, all momentum
stored in the previous direction is lost immediately. See (C3.553).

(C9.22) PRE-SCENARIO SPEEDS: A positron flywheel cannot use
any speed which the ship used before the scenario started. It can
only use a speed at which the ship moved during the scenario.

(C9.23) RESET: Some effects and maneuvers will cancel the effects
of a positron flywheel.

(C9.231) Emergency deceleration stops a positron flywheel. If a ship
has used emergency deceleration, it cannot use any speed prior to
that point as the basis for flywheel computations; see (C8.24).
(C9.232) Docking (C13.47) stops a positron flywheel. This applies to
all forms of docking to bases or ships, but does not include recovery
of PFs, shuttles, or satellite ships.

(€9.233) Becoming part of a pinwheel stops a flywheel; see (C14.15).
(C9.234) If the ship breaks down (C6.5), the positron flywheel is
stopped and speeds prior to that point cannot be used. If the ship
breaks down a second time, the flywheel is destroyed. It cannot be
repaired during a scenario; repairs at a base will require 100 repair
points.

(C9.235) Braking (C3.553) stops a positron flywheel.

(C9.24) DISENGAGEMENT: To disengage by acceleration (C7.1),
the ship must actually move at its highest possible speed for a
complete turn (C7.11). The positron flywheel can help the ship reach
this speed faster, but does not excuse the ship from the required
period at that speed.

[(ca.3) cosT |

To add positron flywheel to a ship requires a BPV surcharge of
50% (round fractions up) of the ship’s basic BPV not including
Commander’s Options purchased under (S3.2).

(C10.0) ERRATIC MANEUVERING
(Commander’s Level Rule)

Units undergoing attack by a superior enemy force are often
more interested in avoiding damage than they are in what little dam-
age they could inflict. In such situations, a unit would use Erratic
Maneuvering (EM - minor but sharp and random changes in course
around a base course) to reduce the chances of being hit. Units often
use EM when approaching a powerful enemy, such as a starbase.

[(C10.1) COST OF ERRATIC MANEUVERS |

(C10.11) ENERGY: The cost of EM for one turn is equal to the cost of
moving six hexes for the ship using this tactic (in addition to the
normal movement cost). Exceptions to this cost are listed in (C10.12)
through (C10.19) below.

(C10.111) SOURCE: The energy requirement for EM must be satis-
fied with energy available for movement, i.e., impulse or warp engine
energy. Energy from APRs, warp reactors (AWRs), Impulse reactors,
lonic capacitors, emergency warp engines on attached ship sections
(H2.5) or emergency impulse engines on attached ship sections
(H3.5) cannot be used for EM.

(C10.112) IMPULSE: Any amount of the energy for EM can come
from impulse engines. Each unit of impulse power used for this pro-
vides the equivalent of one hex of movement for EM, regardless of
the ship’s movement cost, even if another unit of impulse power is
used to provide an actual hex of movement. See (C2.111).

(C10.113) RESERVE: Reserve warp power (H7.42) and reserve
impulse power (H7.47) may be used to initiate EM, possibly using
contingent reserve (H7.6) as few ships have enough batteries for this
purpose.
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(C10.12) NIMBLE SHIPS (C11.23) pay a cost equal to three hexes of
movement.

(C10.13) SHUTTLES and fighters use EM at a cost of one movement
point per turn.

See (J6.232) for aces and (J6.222) for green pilots.

See (J5.21) in the case of warp booster packs.
(C10.131) If a shuttle (including fighters) wants to use EM, it must
move for the entire turn (or for the remainder of the turn on which it is
launched) at no more than the required slower speed and must
record in writing (during EA if already launched, and on the impulse of
launch if launched during a turn) that this is the reason that a slower
speed has been adopted. The shuttle cannot cancel this written
commitment and accelerate to its full speed during the turn. This does
not mean that the shuttle cannot turn its EM off (or on) during a turn,
only that it cannot regain the point of speed dedicated to Erratic
Maneuvers during that turn.
(C10.132) Shuttles on a seeking course cannot use EM (C10.17).
(C10.133) Wild weasels cannot use EM.
(C10.134) A shuttle which is using EM and which is moving at the
maximum possible speed (other than the speed lost to EM) is con-
sidered to be at “maximum speed” for purposes of (G7.55).
(C10.135) Fighters cannot perform an HET while under EM. A fighter
held in a tractor beam is, technically (G7.92), not erratic and could
make an HET (G7.55); it would not roll for a breakdown (J4.123). EM
would resume once the tractor was broken.

(C10.14) COMPUTER-OPERATED SHIPS (G11.0) pay half of the
normal cost for EM (i.e., three movement points for a normal ship, 1.5
movement points for a nimble ship). Fire (DF weapons) by computer-
controlled ships is not fully penalized (G11.13); all other effects are as
stated. This is not cumulative with (C10.18).

(C10.15) UNITS WHICH CANNOT USE EM: Bases and FRDs
cannot use EM. Monsters cannot use EM unless specifically noted
otherwise in their special rules. If any units added to the game in sub-
sequent products cannot use EM, this will be noted in their
descriptions. Crippled shuttles cannot use EM (J1.336).

(C10.16) FAST PATROL SHIPS (PFs) use EM at a cost of 3/5 (0.6)
of a warp energy point per turn (K1.24). Interceptors (K3.0) use EM at
a cost of 1/2 (0.5) of a warp energy point per turn. Death Rider PFs
cannot use EM (K7.61).

(C10.17) SEEKING WEAPONS, including drones, plasma torpedoes,
and seeking shuttles, can never use EM. If a seeking weapon is
added to the game which can use EM, it will be noted in its own rules.

(C10.18) NAVIGATORS: Legendary navigators (G22.812) reduce the
cost of EM by 50%. This is not cumulative with (C10.14). It is
cumulative with being nimble (C10.12) and other conditions.

(C10.19) TUMBLING units are considered to be using EM (C6.553).
If they have not paid the cost of EM, they use it at no cost while
tumbling.

I(C10.2) CONDUCTING ERRATIC MANEUVERS I

(C10.21) MOVEMENT: The unit moves on the map normally (as if it
were not using EM) since these maneuvers are minor in comparison
with the base course. In crossing a 10,000-kilometer hex, for exam-
ple, a unit using this tactic will remain within 100 km of the base
(shortest) course but will rapidly and radically shift back and forth
using impulse power or short bursts of warp power.

(C10.22) SPEED: EM may be performed at a speed of zero.

(C10.23) FACING: EM does not, in itself, change the facing of a unit.
EM does affect Turn Modes; see (C10.55).

(C10.24) INELIGIBLE UNITS: EM cannot be conducted while the unit
is:

in a web (G10.57)

held by a tractor beam (G7.92)

docked to another ship (C13.923)

docked to a base or FRD (C13.4833) (C13.763)

in an atmosphere (P2.82)

cloaked (G13.59)
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in orbit (P8.45)

part of a pinwheel (C14.132)

following (P3.232) a unit through asteroids
+ clearing paths through asteroids (P3.254).

NOTE: Initiating EM may cause certain effects due to the
restrictions of (C10.52). For example, a ship holding an object in a
tractor would automatically release that tractor when beginning EM.
Because this might be tactically undesirable, some units might
(because they were unwilling to stop conducting certain actions)
choose not to use EM (canceling an announcement, or simply never
making one). If the unit paid for EM and never used it, the allocated
power would still be lost.

I(C10.3) INITIATING ERRATIC MANEUVERS I

A unit intending to use EM during a given turn must pay the
energy cost during Energy Allocation [or use reserve power (H7.0)]
and may begin using it during any impulse of that turn.

(C10.31) STARTING EM: A given unit can only begin using EM once
per turn. See (C10.35).

(C10.311) A player owning a unit that has paid the energy cost to use
EM may, during Stage (6A4) of any impulse, announce that his unit
will begin using EM in the Post-Combat Segment at the end of that
impulse [after movement and combat; see Annex #2 the Sequence of
Play, Stage (6E)].

(€10.312) An announcement on Impulse #32 takes effect on the next
turn and requires that power be allocated in the intervening EA
phase. This announcement is, in point of fact, required to begin EM at
the start of a turn. A player may cancel his EM announcement
(C10.314).

(C10.313) If a unit using EM does not announce in the Final Move-
ment Actions Stage (6A4) of Impulse #32 that it is ceasing EM, it
must pay for EM for the next turn in the EA phase. See (C10.314).
Note: it is appropriate to ask if EM is being dropped at this point as it
is not a secret and asking will avoid arguments.

(C10.314) During the Direct Fire Weapons Damage Resolution Stage
(6D4), a player may announce that his ship is canceling his Impulse
#32 announce ment of EM (C10.312) or that it will not continue to use
EM into the next turn under (C10.313) only under the circumstances
that the damage received during this stage caused a loss of warp or
impulse engine power equal to (or greater than) one-half the energy
cost of EM. Movement energy lost as a result of critical hits on the
subsequent “roll for critical hits” step (6D5) can also be considered for
triggering this announcement, as could damage caused by enemy
marines in Step 6B7.

(C10.32) STOPPING EM: A player owning a unit performing EM may,
during any impulse (at the appropriate point in the Sequence of Play,
i.e. 6A4), announce that his unit will stop using EM at the end of that
impulse. Regardless of what portion of the turn has elapsed, any
energy paid for EM is lost and the unit cannot return to EM until the
next turn (assuming it pays the cost to do so).

Using emergency deceleration (C8.23) will stop EM; see that
rule for details on energy resolution.

See (C10.35) when continuing EM from one turn to another.

See (D22.53) for canceling EM under Energy Balance Due to
Damage.

(C10.33) PLOTTED MOVEMENT: Players using plotted movement
(C1.32) are not required to plot the hex where they will start or stop
EM. They may do this at any point during the turn where they judge
they will gain the best tactical advantage. Note that using EM will
change the ship’s Turn Mode (C10.55) and may delay previously-
plotted turns.

(C10.34) SEQUENCE OF PLAY: The point at which the option to
announce the adoption or dropping of EM is specifically designated
on the Sequence of Play [Annex #2; Final Movement Actions Stage
(6A4)]. This announcement may be made on any impulse, whether or
not the unit in question actually moved on that impulse. See
(C10.313) and (C10.314) for additional restrictions and clarification.
Involuntary cancellations of EM due to (D22.53) can occur at various
points (when the damage causing the power imbalance is resolved).

(C10.35) CARRYOVER: A unit that was using EM on the last impulse
of the previous turn, and which has paid the cost of EM for the current
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turn, may continue to use EM without the one-impulse delay of
announcement. lts use of EM is considered to be continuous. This
does, however, count as the one time per turn that the unit may start
using EM (C10.31). See (C10.313).

I(C1 0.4) EFFECT OF ERRATIC MANEUVERS I

(C10.41) ECM EFFECT: Using EM produces the effect of four points
of ECM. Exceptions: anti-drones (C10.49), poor crews (G21.127),
outstanding crews (G21.227), small target modifiers (E1.71).
(C10.411) As with most other forms of ECM, this can (possibly) be
offset by ECCM. This can include ECCM generated by the ship
performing Erratic Maneuvers.

(C10.412) The four points of ECM count as a “natural source”
(D6.3143), not within the self-generated or received-from-lending
limits.

(C10.413) This ECM is applied to all weapons fired at the unit using
EM, and to seeking weapons which hit the unit using EM.

(C10.414) This ECM is ALSO applied to direct-fire weapons fired BY
the unit using EM. (The unit’s own weapons are affected because of
the violence of the maneuvers and because the EM must be totally
random and cannot be accurately predicted even by the unit using it.)
(C10.415) Using EM will negate the effects of passive fire control
(D19.25) and prevent its use. If the fire control is not active, it would
be considered “inactive” (D6.614) rather than “passive.” Low-
Powered (D6.7) and Disrupted (D6.68) fire control, and special fire
control systems such as DERFACS (E3.62) and UIMs (D6.5) are not
affected unless specifically noted so in their rules, but none of these
are immune to the penalties of (C10.413) and/or (C10.414).

(C10.42) ELECTRONIC WARFARE: EM is defined in terms of
electronic warfare (D6.3). This system is still used even if the players
are using the standard electronic warfare rules (D6.3); EM is
considered a “natural source” (D6.3143). Simply use the four points
of ECM to provide a +2 die roll shift (E1.8); assume that there is no
other source of ECM and no ECCM. Note, however, that certain
terrain features can also produce ECM points that could, in some
circumstances, be added to the points from EM.

(C10.43) UNAFFECTED ITEMS: EM does not reduce the effects of
explosions (D5.0), nova suns (P12.0), monsters (SM0.0), pulsars
(P5.31), or anything else that ignores EW.

(C10.44) UNAFFECTED MANEUVERS: EM does not affect
acceleration, deceleration, Tactical Maneuvers, or the side-slip mode.
See (C10.55) for affected maneuvers.

(C10.45) ASTEROIDS: A ship using EM that enters an asteroid
(P3.222) or ring (P2.223) hex uses its effective speed (C2.45), which
includes the cost of Erratic Maneuvers (C2.43). Clearing paths
(P3.254) and/or following another unit (P3.232) are not possible while
conducting EM. See (P13.2) for dust clouds.

Shuttles using EM use the next higher speed column (P3.222).
This is irrespective of Ace status, however green pilots will add two,
equal to their cost in movement to perform the maneuver.

Note: Rule (P3.222) has always been unclear and the 1999
edition is no better. As above, ships (including PFs) add the cost of
EM to their speed while shuttles (including fighters) use the next
higher column.

(C10.46) MINES: Units entering a mine hex use their effective speed,
which includes the cost of Erratic Maneuvers. See (C10.18) for the
reduced cost of EM for a Legendary Navigator.

(C10.461) A non-nimble ship using EM will always trigger a mine
(assuming other requirements, such as range and the mine’s accept-
able targets, are met) if its speed is greater than zero (because the
six points of EM movement energy are added to speed for this pur-
pose). This will happen at the appropriate step in the Sequence of
Play during any impulse in which the unit is using EM.

(C10.462) Nimble ships using EM add the cost of EM (in hexes,
usually three) to their practical speed (i.e., use their effective speed)
for mine die rolls.

(C10.463) Shuttles and fighters performing EM add their one
movement point cost of EM to their speed. This is irrespective of Ace
status, however green pilots will add two, equal to their cost in
movement to perform the maneuver.
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(C10.464) The effects of (M2.45) are cumulative.

(C10.47) MOONS: A unit using EM must add one to the die roll when
trying to avoid a small moon (P2.231). This is cumulative with
(C11.29); i.e., the two cancel each other.

(C10.48) SMALL TARGETS: The effects of firing at small targets at
long range (E1.7) are NOT cumulative with EM effects of that target.
If both are available, the EM effects are used and the (E1.7) effects
are not used. Any EM penalty of a unit firing at a small target would
be in addition to the benefits accruing to the target for its status (EM
or small target, not both).

(C10.49) ANTI-DRONES: ADDs (E5.15) fired by a unit using EM are
penalized by a +1 shift (E1.8).

| (C10.5) RESTRICTIONS ON UNITS USING EM |

A unit using EM is under the following restrictions.

(C10.51) ACTIONS: Certain actions are prohibited to units using EM.
(C10.511) A unit using EM cannot launch drones, shuttles, fighters,
probes (for information or as weapons), PFs, or plasma torpedoes.
(Plasma bolts are direct-fire weapons and can be used while under
EM at the standard EM penalties.)

(C10.512) A unit using EM cannot guide seeking weapons.

(C10.513) A unit using EM cannot lay or reinforce web or function as
a web anchor.

(C10.514) A unit using EM cannot detect, lay, or sweep a mine. It can
detect a minefield under (M7.11).

(€10.515) A unit using EM cannot launch or recover satellite ships.
(C10.516) A fighter using EM can use chaff (D11.0). See (J6.23) for
special abilities of ace pilots.

(C10.52) SYSTEMS: Units under EM cannot use some systems;
others function at a degraded capacity.
(C10.521) A unit using EM cannot operate:
+ scout systems (G24.16)
transporters (G8.17)
+ web generators (G10.0)
+ stasis field generators (G16.31)
+ maulers (E8.224)
labs (G4.12) (G4.21) The use of labs for EDR is allowed by
(D14.0).
ESGs (G23.313) and (G23.314)
tractor beams (G7.0)
+ passive fire control (C10.415)
+ web casters for normal web (E12.215)
(C10.522) A unit using EM cannot lend EW points. A unit can receive
lent EW while performing EM.
(C10.523) An MRS shuttle (J8.42), SWAC (J9.13), or EW fighter
(R1.F7) using EM cannot operate its electronic warfare (scout)
capabilities. They can use active fire control.
(C10.524) The ability to gather tactical intelligence is degraded; see
(D17.224).
(C10.525) A ship can use negative tractor energy (G7.35) while
performing EM, and this use is not degraded in any way.

(C10.53) DOCKING: A unit using EM cannot dock or undock with
another unit, and no other unit can dock or undock or land aboard it.
This includes shuttles, fighters, and PFs. Being held in a tractor
cancels EM (G7.92); when docking to a ship (as opposed to an FRD),
more power is required (C13.923).

A unit using EM cannot undergo ship separation (G12.0). Note
that a ship held in a tractor is not technically erratic, and such a ship
could use separation. Also, a ship could undergo separation while
using EM as an involuntary result of Catastrophic Damage (D21.43).

A unit using EM cannot attach or detach pods (G14.0).

A unit using EM cannot lay mines (M2.11).

A unit using EM cannot launch or recover satellite ships (G19.4).

(C10.54) WILD WEASEL: If a ship has a WW functioning, using EM
will void the WW if the ship’s EM movement cost causes its
maneuver rate (C2.423) to exceed the limit in (J3.131). For example,
a nimble ship (or a computer-controlled ship or a ship with a
legendary navigator) could use EM at a speed of one or Zero
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because the lower EM cost added to these low speeds would not
exceed the limit. A ship cannot launch a WW while using EM
(C10.51). A ship able to benefit from a wild weasel while under EM
would be protected by the ECM of both its EM (C10.41) and the WW
(J3.23).

(€C10.55) MANEUVER: A ship using EM has its Turn Mode increased
by one (four hexes to five hexes); the Turn Category (e.g., C) is not
increased. One is added to all HET die rolls by ships using EM. Ships
in orbit cannot use EM (P8.45).

Nimble units are exempt from the first two effects of this rule
(Turn Mode; HET), but cannot use EM while in orbit.

See (C10.44) for unaffected maneuvers.

I(C10.6) EXAMPLE OF ERRATIC MANEUVERS I

A frigate is closing in on its target at a speed of twelve. It
announces on Impulse #32 that it is continuing EM into the next turn.

During that (next) turn, it moves six hexes (during the first
sixteen impulses) toward the target.

At the start of the seventeenth impulse, the owning player
announces that it will drop EM at the end of that impulse. Note that
this announcement may be made during an impulse in which the
frigate is not scheduled to move. At the end of Impulse #17, the
effects of EM are no longer in force. The frigate has presumably used
EM to improve its chances of survival until it reaches the point where
it will launch its weapons. The frigate must now drop EM in order to
effectively use its weapons.

After firing/launching its weapons on Impulse #18, the frigate
would like to return to EM to improve the odds of escaping. However,
even though he paid for a full turn’s EM, he cannot resume EM until
the next turn when he must pay for it again. He may announce that
he is resuming Erratic Maneuvers on Impulse #32 of the current turn,
in fact must do so if he wants to be under Erratic Maneuvers on
Impulse #1 of the following turn.

(C11.0) NIMBLE UNITS
(Advanced Rule)

Certain units are designated as being “nimble.” These ships
have certain advantages in the game. The terms “nimble,” “very nim-
ble,” and “extremely nimble” have been used in various editions of the
rules and are interchangeable.

|(C11.1) LIST OF NIMBLE UNITS |

Nimble ships are listed in Annex #7F of Advanced Missions and
in the ship descriptions and on the SSDs of nimble ships. In some
cases, future products might add a nimble ship without updating
Annex #7F, in which case the ship will be described as nimble in its
description and/or on its SSD. A ship (or other unit) is nimble if it is
listed in Annex #7F, or in its description, or on its SSD. It need not be
so described all three places. In Module G3 Annex #7F has been
reduced to listing just a few individual units. Nimble units are
identified as such by an “N” in their notes column on the Master Ship
Chart, Annex #3, or Master Fast Patrol Ship Chart, Annex #3B.

NOTE: All shuttlecraft and fighters (including those on seeking
courses) are nimble unless noted otherwise in the rules.

| (C11.2) BENEFITS OF NIMBLE UNITS |

Nimble units have certain benefits specified in the rules. These
include:

(C11.21) ASTEROIDS: Subtract “1” from the die roll for asteroid
damage (P3.221) and ring damage (P2.223). Nimble units cannot
lead non-nimble units through asteroids (P3.235) unless they have
lost (C11.31) or forgo their nimble status (C11.35).

(C11.22) HETs: Make two High Energy Turns with reduced chance of
breakdown, rather than one (C6.521), except PFs (K1.23) and
Interceptors (K3.23). Fighters are treated under (J4.12), not (C11.22).
Shuttles, other than fighters, cannot perform HETs (C6.4).
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(C11.23) ERRATIC MANEUVERS: Reduce cost of using Erratic
Maneuvers (C10.12) for nimble ships. Note that seeking shuttles and
WWs cannot use EM (C10.13).

(C11.24) WW UNDER EM: A nimble ship can begin using EM without
voiding a previously-launched WW if it is at low speed; see (C10.54),
(C2.42), and (C10.12).

(C11.25) QUICK REVERSE: Add one to the quick-reverse die roll
(C3.61).

(C11.26) COMBAT: Nimble units are more difficult for enemy units to
hit (E1.7).

(C11.27) PRECEDENCE: Nimble units have a more advantageous
movement order in (C1.313).

(C11.28) SPEED CHANGES: Nimble ships (not shuttles) can change
speed within six impulses rather than eight (C12.31). The ships
cannot, however, change speed more than four times per turn.
Fighters and shuttles are limited to eight impulses; see (C12.34).

(C11.29) SMALL MOON: Subtract one from the die roll to avoid a
small moon (P2.231). This is cumulative with (C10.47); i.e., the two
cancel each other.

|(C11.3) LOSING NIMBLE BENEFITS |

(C11.31) LOSING CONDITIONS: A nimble unit loses these benefits:
if it is crippled (S2.4) for ships, at the point it is crippled
if it suffers a breakdown (C6.544)
if it drops its warp engines (G12.65)
Dropping warp booster packs [(J5.41) (K1.624)] does not cancel
nimble status.
A nimble unit does not have this status while towing with or
towed by a tow bar (K1.25).

(C11.32) TRACTOR BEAMS: A nimble unit held in a tractor beam
does not lose the benefits of being nimble, although the effects of the
tractor (and range) will nullify some elements of these benefits.

(C11.33) CREW STATUS: A nimble ship with a poor crew (G21.123)
does not receive any benefits of nimble status. A nimble ship with an
outstanding crew (G21.223) does not lose nimble status if the ship is
crippled.

(C11.34) DOCKING: Nimble ships lose that status when docked
(C13.0) to a base or to another ship.

(C11.35) FORGOING NIMBLE STATUS: A manned nimble unit can
voluntarily forgo its nimble status by announcing it is doing so in the
Announce Movement Changes Step of the Final Movement Actions
Stage (6A4) of any impulse. The unit is considered to not be nimble
from that point in the Sequence of Play. The nimble unit can resume
nimble status on any subsequent Announce Movement Changes
Step of the Final Movement Actions Stage (6A4) of any impulse at
least six impulses after forgoing its nimble status. It cannot again
forego its nimble status for six impulses after resuming it. For
example, a manned nimble-unit forgo its nimble status in order to
lead a non-nimble unit through an asteroid field.
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(C12.0) CHANGING SPEED IN MID-TURN
(Commander’s Level Rule)

This rule provides a means of changing a ship’s speed during
the turn. It is one of the most complex and most difficult to master.
However, it is also one of the most rewarding, tactically, of all rules
sections, and a player who knows this rule and can apply it in combat
will generally defeat one who cannot.

Speed is life in Star Fleet Battles, and the biggest problem is that
there is never enough of it. By using mid-turn speed changes, you
can move at high speed during part of the turn at the cost of moving
at a slower speed during other parts. This allows you to concentrate
your high-speed burst during the most critical instant, to gain more
effective speed for the same energy, to improve maneuverability (by
temporarily reducing speed to improve your Turn Mode), and to con-
fuse your opponent as to how much energy you are using to move,
and thereby how much energy is available for other uses.

This rule (C12.0) is listed in the Tactics Manual as one of two
rules which will ensure victory if you master them and your opponent
does not. The other is (B3.2). A third such rule is (H7.0).

Ships (including PFs and INTs but not bases) and shuttles
(including fighters and heavy shuttles) may use this procedure. Seek-
ing weapons, including seeking shuttles, may not. ECM drones and
probe drones, which are seeking weapons, use a different form of
speed changes; see (FD9.11) and (FD6.2).

|(c12.1) PROCEDURE |

(C12.10) PLOTTING: The player designates, during the Energy
Allocation Phase, that his ship will be changing speed and creates a
Legal Speed Plot (C12.12). The player must then calculate the
energy cost for this movement and allocate it. The player must
designate the number of impulses that the unit will move at a given
speed; then (by consulting the Impulse Chart) designate the number
of impulses that the unit will move at a different speed.

The ship will then begin the turn moving at a given speed. At the
point indicated in the speed plot, the ship begins moving at the new
speed. The speed change (and the new speed) is announced one
impulse before it takes effect; see (C12.36). The controller (C1.44)
will have to adjust his charts at this point. Obviously, he cannot be
told in advance of the planned changes or surprise would be lost.

EXAMPLE: The player wants to move at a speed of eight during
the early part of the turn so that he will have a firing opportunity in the
first few impulses. Thereafter, he wants to move at eighteen hexes
per turn to evade retaliation. He indicates on his plot that he will move
at the lower speed until Impulse #9 (at which time he will have moved
two hexes). During Impulse #9, he announces a change to Speed 18.
Beginning with Impulse #10, he will move at eighteen hexes per turn,
at which point there are thirteen impulses/hexes of Speed 18
movement remaining. Thus, during the entire turn he will cover fifteen
(2+13) hexes and must allocate sufficient energy for this movement.

(C12.11) EXCEPTIONS TO OTHER RULES: Note that mid-turn
speed changes create many technical exceptions to other movement
rules, due to the effect of dividing a turn into several smaller time
periods. These exceptions are noted in each case; do not assume an
exception where none is noted. See (C3.44) for Turn Modes.

(C12.12) LEGAL SPEED PLOT: During Energy Allocation, the player
must designate all speed changes and note the speed that the ship
will be traveling during each impulse of the turn. (Forward and
reverse movement is also noted in this plot.) This is known as the
“speed plot” and is required even if using “free movement” (C1.31).
Under free movement, the direction of movement (on the map, for-
ward and reverse must always be plotted) is up to the player (within
the applicable rules), but the speed at which the ship travels is plotted
during Energy Allocation subject to certain outside factors (which
cannot legally be plotted or anticipated) including:

+ Non-plotted accelerations under (C12.24).

+ Energy Balance Due to Damage (D22.0).

+ Emergency Deceleration (C8.0).

+ Towing by tractor beam (G7.32) or (G7.36).

+ Black Hole (P4.1) and Nebula (P6.5).

+ Breakdown (C6.5).
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Of course, if the ship is destroyed, the question of its speed
becomes moot.

An example of a legal speed plot would be: Impulses #1-16 =
Speed 9; Impulses #17-26 = Speed 19; Impulses #27-32 = Speed 14.

(C12.13) SEPARATE FROM OTHER SPEED CHANGES: Except for
determining acceleration limits between turns (C12.33), the rules and
restrictions for changing speed in mid-turn put no limits on normal
speed changes performed between turns.

(C12.131) A ship using changing speed in mid-turn may always
change its speed under the normal procedures at the beginning of the
turn [(C2.2), plotted during the Energy Allocation Phase and
announced during the Speed Determination Phase].

(C12.132) Speed changes caused by other factors, such as emer-
gency deceleration (C8.0), towing by tractor beam [(G7.32), (G7.36)],
energy balance due to damage (D22.0), breakdown (C6.5), webs
(G10.0), and terrain features, such as black holes (P4.1) and nebulae
(P6.5), are not affected by or limited by this section (C12.0). Emer-
gency deceleration (C8.0) may affect plotted speed changes and
non-plotted accelerations (C12.35).

[(c12.2) ENERGY COST |

(C12.21) TOTAL COST: The energy cost of moving for that turn is
equal to the total number of hexes moved (as adjusted by the
movement cost of the unit). For example, a ship moving at Speed 28
could decelerate to Speed 27 on Impulse #9, then accelerate back to
28 on Impulse #18, resulting in total movement of 29 hexes (and all
29 must be paid for within the requirements of the rules).

A ship cannot achieve Speed 31 through mid-turn speed
changes (i.e., move 31 hexes by a combination of movement at
Speeds 30 and 29) unless one point of movement, either allocated or
from reserve (C12.25), is from impulse engines; see (C2.112).

A ship cannot exceed its acceleration limits (C2.21) by speed
changes including unplotted changes with reserve power.

EXAMPLE: If a ship is limited to a speed of no more than twenty
during the previous turn, it can legally move 21 hexes by mixing
movement at Speeds 20 and 19, assuming it paid for all 21 hexes.

(C12.22) PLOT REQUIRED: Due to the necessity of planning for
Energy Allocation, changes in speed must be plotted in advance,
even if formal movement plotting is not in use. Alternatively, reserve
warp power could be used to accelerate (but not to decelerate) the
ship; see (C12.24). Note (C3.53) when reversing direction during the
turn.

(C12.23) DAMAGE: If Energy Balance Due to Damage (D22.0) is in
use, a player can cancel or reduce future accelerations to fulfill
energy balance requirements. Cancellations must be announced.

(C12.24) NON-PLOTTED ACCELERATION: In the case of non-
plotted acceleration paid for by reserve warp power under plotting
level A (C1.33), the power allocated must generate a number of
movement points equal to double the number of hexes of movement
gained, but not more than if the new higher speed was continued for
the entire remainder of the turn from the point of the change,
accounting for the difference between that new higher speed and the
original speed plot, and not less than one hex of movement energy.

NOTE: Non-plotted accelerations are a somewhat complex
concept, and some inexperienced players may have difficulty with it
until they are more familiar with (C12.0) as a whole. While (C12.24) is
a part of (C12.0), players could, by mutual consent, agree before a
scenario begins not to use it. Once they become aware of the tactical
possibilities, most players want to use unplotted accelerations.

EXAMPLES: A ship (with a movement cost of one) is moving at
Speed 10 during the first half of the turn. If the ship plotted (during
Energy Allocation) an increase to Speed 20 for the second half of the
turn, the ship would need a total of fifteen movement points because
it was moving fifteen hexes.

However, if the ship did not have an acceleration plotted and
makes an unplotted speed increase on Impulse #17, it gains five
hexes of movement. While the penalty is double the gain (ten, in this
case) the “speed cap rule” says that you never pay more than if the
increased cost had been for the entire remaining part of the turn,
which it was, meaning that the ship pays for only the five hexes it
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gained (in the case of a movement cost one ship, five points of
reserve warp power).

If the ship (having no plotted speed changes) moving at Speed
10 had made this unplotted acceleration to Speed 20 on Impulse #23
and continued it for the entire remainder of the turn (gaining three
hexes of movement), the cost would be three, and if the ship made
the speed change on Impulse #11 (gaining seven hexes of
movement) the cost would be seven.

If the ship had a plotted increase to Speed 20 on Impulse #23,
and made an unplotted increase to Speed 20 on Impulse #186, it
would gain two movement points (and pay the cost of four movement
points).

If a ship (movement cost one, plotted to move Speed 10 the
entire turn) wanted to jump to Speed 20 for the period of Impulse #9
through Impulse #16, it would gain two movement points and pay for
four. It does not benefit from the speed cap clause because if it had
continued the speed increase for the last 24 impulses of the turn, it
would have gained seven movement points and seven is more than
four. If the ship had made its increase to Speed 20 for the period of
Impulse #9 through Impulse #24, it would gain five hexes and double
five is ten, but the speed cap rule would make these five hexes cost
only eight points. Indeed, unless there is some tactical reason to do
otherwise, the ship might as well have stayed at Speed 20 for the
remainder of the turn.

In all above cases, the extra energy for “penalty hexes of
movement” are lost. The ship is at Speed 20 during those impulses
for purposes of later acceleration; see (C12.33).

In a different and more complicated example, an Andromedan
ship (Module C2) has plotted to move at Speed 24 through the first
eight impulses (six movement points), then drop to Speed 15 for the
remainder of the turn (twelve more movement points for a total of
eighteen). Instead of this plot, however, the Andromedan uses
reserve power to increase from the original plot and move at Speed
30 for Impulses #4 (announce on Impulse #3) through Impulse #24
(inclusive). This increase gains one movement point during impulses
#4 through #8, and seven movement points during Impulses #9
through #24. These eight extra movement points would cost eight
points normally, but will cost sixteen due to the double cost of
unplotted accelerations. However, this increased cost cannot be
“more than if the increase had applied to the entire remainder of turn”.
Since 30 is twelve more than the original eighteen points of paid
movement, the maximum cost of the increase of eight movement
points is twelve. (Andromedans have huge amounts of reserve
power; if you have not yet encountered one, consider this fair warning
that they are amazingly mean and nasty things to fight.)

(C12.241) This penalty does not apply in the case of unplotted High
Energy Turns, Erratic Maneuvering, or Tactical Maneuvers.
(C12.242) Non-plotted accelerations are under the limitations of
(C12.31)-(C12.33), both as to the number and magnitude of speed
changes and the delay between changes. Unplotted accelerations
may not be within eight impulses of each other. This requirement is
not canceled by (C12.314), however see (C11.28) for nimble ships.
This means that past and future plotted speed changes may prevent
an unplotted acceleration due to the delay required. If a ship has
already plotted the maximum number of speed changes, it cannot
make unplotted changes at all. There is a partial exception in that an
unplotted acceleration may be made if it increases the speed of the
ship to the speed specified in the next subsequent plotted speed
change (regardless of how long it is until that change is made),
assuming that the minimum delay has elapsed since the previous
speed change and the acceleration is within the ship’s acceleration
limits (C12.33).

EXAMPLES: A given non-nimble ship has started at Speed 20
with a plotted deceleration to Speed 16 on Impulse #9 and a plotted
acceleration to Speed 20 on Impulse #22. The ship could use reserve
power on Impulse #17 (or later) to accelerate to Speed 20, in effect
advancing rather than canceling the plotted acceleration on Impulse
#22. This preserves the minimum delay between the two speed
changes; the ship could not change to any other speed because the
minimum interval to the next speed change could not be provided.

Another possibility would be to use an unplotted acceleration to
Speed 20 on Impulse #9, providing only enough power to maintain
Speed 20 until Impulse #14 (or earlier), in effect delaying the
deceleration.

Yet another possibility would be to use an unplotted acceleration
on Impulse #9 to a speed higher than twenty (22 in this case).
However, this higher speed must be maintained for the minimum
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period (eight impulses for non-nimble ships), and its end (which will
be a speed change impulse) must allow the minimum interval before
the next plotted acceleration point or must coincide with that point (or
be after that point, in which case it must allow the minimum interval to
the next speed change impulse). In our example, with only thirteen
impulses between the two points, there would be little choice but to
pay for an acceleration from sixteen to 22 for the entire period of
Impulses #9 through #21.

Alternatively, the ship might (if it had enough reserve power) be
able to maintain a speed of twenty by paying for an unplotted
acceleration to Speed 20 on Impulse #9 covering the entire period to
Impulse #21. In this case, the ship would be considered to have not
changed speed at all during this period and could use reserve power
to make yet another unplotted acceleration without respect to the two
original (and now nonexistent) speed change points.

(C12.243) Non-plotted accelerations may be made on the same
impulse as plotted speed changes to increase or reduce their effect.

EXAMPLE: In the above examples, the ship could have

expended reserve power on Impulse #9 to keep the ship moving at
Speed 20 throughout the turn and/or could have expended reserve
power on Impulse #25 to produce a speed greater than twenty,
assuming this is within the limits of other rules.
(C12.244) Non-plotted accelerations can be used to accelerate for a
portion of the remaining turn rather than for the entire turn; the
minimum period is specified in (C12.312) and is eight impulses for
most ships, six impulses for nimble ships (C11.28). Such a partial
turn acceleration results in an “unplotted deceleration” back down to
the previously plotted speed, but is legal due to the limited nature of
the partial turn acceleration. Note that such partial turn accelerations
and decelerations must adhere to the speed change limits, a ship
moving Speed 15 with a plotted deceleration to Speed 10 could not
do an unplotted acceleration to Speed 22 and then drop directly to
Speed 10. It could accelerate to Speed 22 and then, through the use
of another unplotted acceleration modify its speed plot to drop down
to Speed 11 (or some faster speed). None of this can be done if the
ship does not have sulfficient reserve power to modify its speed plot to
a legal one.

EXAMPLE: A non-nimble ship at a speed of ten accelerates to
Speed 20 on Impulse #16, paying six points of power to gain three
hexes of movement through Impulse #24, in effect plotting a
deceleration to Speed 10 on Impulse #25. Note that both events
(Impulse #16 and #25) must be within the limits of (C12.31) with
respect to plotted speed changes (C12.242).

(C12.25) IMPULSE ACCELERATION: Reserve impulse power
(H7.47) can be used for non-plotted accelerations, but only if the ship
is not already using impulse power for movement (C2.111).

(C12.251) Reserve impulse power can only increase the ship’s speed
by one, regardless of the point in the turn at which it is applied.

EXAMPLE: A ship (move cost = 1) moving at Speed 9 could, on
Impulse #27, announce a speed change to Speed 12 (providing no
extra movement but gaining advantages). This would require
(C12.24) a minimum of one hex of movement energy, but since the
ship is gaining three points of speed, it cannot use reserve impulse
for this purpose; reserve warp power would be required. Reserve
impulse power could only accelerate the ship to Speed 10 in this
case.

(C12.252) Warp and impulse power can be combined in paying for an
unplotted acceleration; they are calculated separately and then
added.

EXAMPLE: A ship with a movement cost of one is moving at
Speed 8 on Impulse #26. A nearby enemy unit has performed a
maneuver which has created a tactical situation which the first ship
wishes to exploit. The ship has three batteries, two of which have
reserve warp energy and one of which has reserve impulse energy.
Referring to the Impulse Chart, the captain sees that he can
accelerate to a maximum speed of seventeen, gaining two hexes of
movement. The acceleration to Speed 16 is made by using the two
points of reserve warp to gain one hex of movement (and eight points
of speed), which is the maximum speed the ship can attain with this
power. The reserve impulse power is then added to shift to the next
column (Speed 17) and, in this case, gain a second hex of
movement.
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(C12.31) NUMBER OF CHANGES: A player could change speed
several times and even reverse direction (C3.5), assuming a
willingness to tolerate the mathematics and available power.
(C12.311) In no case may a ship change speed more than four times
during a given turn.

(C12.312) No mid-turn change in speed may be made within 1/4 turn
(eight impulses) of another mid-turn change in speed. Exception:
nimble ships (C11.28).

(C12.313) No mid-turn speed change may be made before Impulse
#4 (1/8 turn) or after Impulse #28 (7/8 turn) of a given turn. (Because
changes are announced on the previous impulse, the earliest
announcement would be on Impulse #3 and the latest on Impulse
#27.)

(C12.314) Only mid-turn speed changes which change (or will
change) the ship’s actual speed count against these limits. The use of
non-plotted accelerations may eliminate a speed change by
extending an existing speed or superseding a pre-plotted speed
change; see (C12.242) and (C12.243). Balancing energy due to dam-
age (D22.4) may cancel a speed change (C12.23). Speed changes
caused by other factors, such as changing speed between turns,
emergency deceleration (C8.0), towing by tractor beam [(G7.32),
(G7.36)], etc., do not count against these limits; see (C12.13).

NOTE: Earlier editions of SFB had an “alternative” system for
speed changes over a turn break; this was deleted because it totally
changed the balance of the game when used and unbalanced most
of the ships and scenarios.

(C12.32) DECELERATION: The ship cannot decelerate by more than
1/2 of its current speed in any single speed change. If the ship is
moving at a speed less than eight, it can decelerate by four
movement points. When determining allowable deceleration, round
fractions up. A ship moving at Speed 11 could slow to Speed 5. This
restriction does not apply to speed changes taking place from one
turn to the next (i.e., during Energy Allocation).

Speed changes to reduce speed must always be plotted during
Energy Allocation (C12.12). They can never be unplotted.

EXAMPLE: A ship wants to move at a high speed during the first
part of the turn, then use speed changes to stop. If it were at Speed
31 during the first three impulses, it could...

Impulse #4: decelerate to Speed 15 (i.e., by half, rounding the

fractions of the change up, a reduction of 15.5 is rounded
up to 16, and 31 — 16 = 15).

Impulse #12: decelerate to Speed 7 (15 + 2 = 7.5 rounded up to
8;15-8=7).

Impulse #20: decelerate to Speed 3 (the rule allows deceleration
by four, regardless of the calculation, although in this case
the calculation would also allow a deceleration of four).

Impulse #28: decelerate to Speed Zero (because deceleration
by four is allowed instead of deceleration by half). The ship
could not “decelerate” to -1 (i.e., one in reverse) because
that would be an “acceleration” from Zero to one in reverse.
(Of course, stopping in the presence of an experienced
opponent is generally called the “kill me” tactic.)

Impulse #28: As an alternative, the ship could have paid (by
original allocation) the braking cost (C3.52) on Impulse #28
and accelerated into reverse at a speed up to ten.

It would, in most cases, make more sense to simply move at a
lower speed from the start of the turn. Even at a speed of 22, the ship
would have moved during the same impulses (#2 and #3) as a ship
moving at Speed 31. If the ship had started the turn at Speed 19 or
less, it could have reached Speed Zero on Impulse #20 and it could
accelerate in reverse on Impulse #28 without paying any braking
cost. This example does, however, show how hard it is to stop except
at a turn break.

(C12.33) ADJUSTMENT LIMITS: The total adjustment in speed, as
well as each partial adjustment, must be within the limits for
acceleration and deceleration. (l.e., most ships can accelerate by
double their current speed or by ten and can decelerate by half.
Some unit types have different acceleration limits.) The lowest speed
during the previous 32 impulses determines the maximum speed to
which the ship can accelerate, assuming there are no other
restrictions. This limit on acceleration applies at all times, including
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when determining acceleration limits for normal speed changes
between turns. Exception: positron flywheel (C9.0).

EXAMPLE: A unit was moving at a speed of twelve on the
previous turn and uses mid-turn speed changes to slow down to
Speed 8 and then speed up to eighteen. The deceleration from
Speed 12 to Speed 8, the acceleration from Speed 8 to Speed 18,
and the acceleration from Speed 12 to Speed 18 must all be within
the limits of the given unit and rules. The maximum speed would be
Speed 18 for the 32 impulses after the ship moved at a speed of
eight.

(C12.34) SHUTTLES: Fighters and shuttles can use speed changes
to vary their speed within (C12.33) and other limits. See (J1.22) for
speed change limits, which are 1/2 of the maximum speed (the “or by
10” rule used by ships does not apply to shuttles). Unmanned
shuttles, including wild weasels, cannot make any speed changes,
plotted or unplotted. There are two exceptions: an uncrippled
unmanned shuttle becomes (after launch) a crippled unmanned
shuttle (J1.331), and Cloaked Decoys (G27.32).

(C12.341) Fighters and shuttles cannot exceed their maximum speed
by means of the changing speed rules. A fighter with a maximum
speed of sixteen, for example, could move at a speed of twelve
during the first half of the turn (during which it would have only six
hexes of movement), but it could not then move at a speed of twenty
during the last half of the turn, even though the total movement is
sixteen hexes, because the fighter cannot exceed a speed of sixteen.
Under (J1.211), however, a fighter or shuttle could (by combining its
maximum speed with the next lower speed on carefully selected
impulses) actually move one more hex during a given turn than it is
technically allowed to. For example, a fighter with a maximum speed
of twelve could, by moving at Speed 11 during Impulses #9 through
#18, actually travel thirteen hexes during the turn.

(C12.342) Fighters, but not non-fighter shuttles, can make unplotted
accelerations and decelerations (in their basic, non-boosted speed) at
any time so long as no change is within eight impulses of the
previous change and so long as no change is more than one-half of
the maximum non-boosted speed of the fighter. [Note that booster
packs can be turned on and off during the turn (J5.14) and will simply
double (or cease to double) the current non-boosted speed.] Accel-
erations to perform a tractor-breaking maneuver (G7.55) can be
made regardless of the time since the previous speed change, but re-
start the count for the number of impulses that must elapse before the
next speed change. Note, however, that if the fighter cannot
accelerate to maximum speed due to (J1.22) or (C12.33), it will be
unable to break the tractor.

(C12.343) Non-fighter shuttles can make plotted speed changes,
subject to the same restrictions as (C12.342). Non-Fighter Shuttles
must plot mid-turn speed changes for the remainder of the turn they
are launched on the impulse of launch (landing does not have to be
plotted). MRS and SWAC shuttles are non-fighter shuttles for this
purpose as they are for all purposes not specifically noted otherwise
in the rules. Unmanned shuttles [seeking shuttles (FD1.8) and wild
weasels (J3.11)] cannot make unplotted mid-turn speed changes,
and cannot have speed changes plotted for them, but continue to
move at their launch speed until destroyed, rendered inert, or
crippled. Exception, Cloaked Decoys can have plotted speed
changes (G27.31).

(C12.35) EMERGENCY DECELERATION: Speed changes in mid-
turn interact with emergency deceleration (C8.0).

(C12.351) Speed changes before Emer Decel is declared or during
the declaration period (C8.3) change the speed of the ship and result
in more (or less) energy being transferred to the shields in (C8.11).
The energy given to the shields is based on unexpended movement
energy points and not the energy paid for those points, i.e., extra
energy costs paid as a penalty under (C12.24) are not recovered.
(C12.352) Speed changes cannot be made during the post-decel-
eration period (C8.4), i.e., the sixteen impulses after stopping. All
plotted speed changes are canceled by Emer Decel and used to
calculate the unused movement energy.

Unplotted accelerations can be made during the same turn as
the deceleration only after the post-deceleration period has expired
and will require reserve power (C12.24).

If the post-deceleration period extends into the next turn, energy
may be allocated for movement after that period (C8.412).
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(C12.36) ANNOUNCEMENT: The intention to change speed (and the
new speed) is announced during the Announce Movement Changes
Step of the Final Movement Actions Stage (6A4) of the Impulse
Procedure. Because this step comes after movement, it effectively
creates a one-impulse delay between announcement and execution
in the Voluntary Movement Stage (6A2), the unit is considered to be
moving at the previous speed until the execution point. This
announcement point is used for both plotted and unplotted changes.
Should a player forget or fail to make the required announcement, a
penalty is assessed, as follows:

(C12.361) An unplotted speed change would not be permitted at that
time. (The fact that it was an unplotted change would have to be
revealed, giving the enemy some information about your reserve
power status.) The player could make a subsequent announcement
and speed change within the rules. There is no penalty except lost
opportunity.

(C12.362) A plotted acceleration discovered at the point it was to be
made (i.e., failure to announce one impulse in advance) must be
delayed one impulse if the opponent so chooses; subsequent
changes are not affected. (The opponent might choose to
allow/require the acceleration.) No energy is recovered for any lost
movement points.

(C12.363) A plotted deceleration discovered at the point it was to be
made must be delayed one impulse if the opponent so chooses;
subsequent changes are not affected. (The opponent might choose to
allow/require the deceleration.) No energy is expended for any gained
movement.

(C12.364) A plotted but unmade speed change discovered after the
point it was to be made will require a penalty (e.g., one or two
destroyed boxes on the SSD of the offending unit, but not the last box
of any given type) to the satisfaction of the opponent within the spirit
of the rules, common sense, and fair play.

(C12.37) REVERSING DIRECTION: Ships (but not shuttles) can
reverse direction during a turn through braking (C3.5). As an
alternative to that method, a ship could switch from forward to reverse
movement (or vice-versa) without paying a braking cost by plotting a
speed change to Speed Zero (within the rules) followed (eight
impulses later) by a speed change to some other speed (within the
acceleration limits) in reverse.

NOTE: See (C11.28) in the case of nimble ships, which can

accelerate after only six impulses. This creates a minor technical
exception to many of the following rules.
(C12.371) The highest speed in the previous eight impulses is used
to determine the braking cost. This cost is calculated using the value
of the highest speed itself, not the number of hexes which were
actually moved at that speed or the number of hexes moved in the
last eight impulses.

EXAMPLES: If the ship changed speed to zero (as above) and
then accelerated in reverse eight or more impulses later, there would
be no braking cost. (Nimble units would need only six impulses.)

On the other hand, if the ship were at Speed 16 on Impulse #27,
then changed to Speed 8 on Impulse #28, and then during Energy
Allocation of the next turn wanted to reverse course, it would pay a
braking cost of sixteen (the highest speed in the previous eight
impulses) or it could use a quick reverse (C3.6).

Of course, the ship could plot Speed Zero on the first three (or
more) impulses of that next turn and then accelerate in reverse after
paying a braking cost of eight since the highest speed in the previous
eight impulses was eight. It could not move at any speed greater than
Zero in those first impulses or (given that the ship wanted to shift into
reverse) it would have to change speed to Zero on Impulse #4,
remain stopped for eight impulses, and then accelerate in reverse on
Impulse #12, at which point it would pay no braking cost at all.
Another possibility would be to plot Speed Zero for eight impulses,
accelerating in reverse (no braking cost) on Impulse #9.

(C12.372) As all ships must have a legal speed plot (C12.12), this
procedure for reversing direction would be plotted in advance.
Exception: The ship could plot a speed of zero and accelerate with
reserve power.

(C12.373) A ship could, of course, change to Speed Zero and then
accelerate in the same direction. This might be done for some tactical
purpose, perhaps to allow other ships to catch up with an advanced
element.

(C12.374) Braking energy does not in itself slow the ship down.
Braking energy cannot be used to reduce speed, but is only used to
stabilize the ship for the switch to movement in the opposite direction.
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A ship traveling at Speed 16 could not use braking energy to reverse
direction in one instant, but must legally slow to Speed 8 (say, for
Impulses #4-#11), then to Speed 4 (Impulses #12-#19), then to
Speed Zero (Impulse #20), then could pay four points of allocated
braking energy (also Impulse #20) and begin reverse movement
immediately (still on Impulse #20) OR it could remain at Speed Zero
for eight impulses (#20-#27) and then move in reverse (on Impulse
#28) without paying a braking cost. (In either case, it would be limited
by the normal acceleration rules to Speed 10 in reverse, and could be
further limited by available power.) Note that braking energy cannot
be from reserve power because reversing direction must be plotted.

(C12.38) WARP RESTRICTION: A ship cannot, at any given point in
time, use more warp engine power for movement than it had
available at the start of the turn. This restriction is in addition to the
basic restrictions on total movement points expended in (C2.112).

EXAMPLE: A ship (with 30 warp engine boxes, four impulse
boxes, and a movement cost of one) cannot use a High Energy Turn
or Erratic Maneuvering while moving at a speed of 31, even if the
ship is plotted to move at a lower speed during a different part of the
turn (expending fewer than 31 total movement points).

NOTE: This rule is based on the warp engine power of the ship
at the start of the turn, not the power remaining at various points
during the turn after damage is taken during the turn. Exception: See
(D22.6), Energy Balance Due to Damage.

(C12.381) Some ships can generate more than 30 points of move-
ment with warp engine power. Examples include most war cruisers
(which have 24 warp engine boxes, and a movement cost of 2/3, and
which can generate 36 warp movement points) and Orions. A war
cruiser could generate 30 movement points with twenty points of
warp engine power [obeying the (C2.112) limit], then use their other
four points of warp engine power to provide energy for an HET (which
requires 3.33 points) which could be used while the ship was moving
at Speed 31.

(C12.382) Some ships have many impulse engines and could use
these for Erratic Maneuvering; see rule (C10.112). This could allow a
ship with only 30 warp engine movement points to perform EM while
at Speed 31 by using impulse to provide EM power.

(C12.383) This rule covers movement-related expenditures. Warp
engine energy used for non-movement purposes (e.g., photons) is
considered as a separate function. For example, a Federation ship
could move part of the turn at Speed 30 (and part at a lower speed)
and still arm photon torpedoes.

EXAMPLE: A ship (movement cost one with thirty warp) is

plotted to move Speed 14 for the first half of a turn with a speed
change to 26 for the second half (19 warp + 1 impulse). It has filled its
batteries with reserve warp, and has allocated for an HET. The ship
can use the HET using the allocated warp power near the end of the
turn (while going Speed 26). In this scenario, the ship is using 25
warp at the time of the HET in order to go Speed 26 and has five
more reserve warp in batteries (for a total of thirty being used before
counting the five warp used for the allocated HET). The ship can
perform the HET because reserve warp is not really “in use” for this
purpose (C12.383). It is only “in use” if it is currently being used for a
movement purpose.
(C12.384) Ships cannot exceed their maximum speed as the result of
a speed change, or at any other time for that matter. The only
exception would be a very slow ship (freighter, FRD, Warbird) being
towed by a much more powerful ship (G7.36).

Maximum speed is calculated as follows:

[Warp Power = Movement Cost] + 1 (impulse power) = Max Speed
(or Speed 31, whichever is lower).

(C12.385) Ships can (under some circumstances) exceed their
maximum acceleration as a result of mid-turn speed changes. For
example, a ship limited by acceleration to a speed of twenty could
actually move 21 hexes by combining Speeds 20 and 19. All 21
hexes must of course be paid for.

(C12.386) For purposes of wild weasels (J3.0), a ship’s Maneuver
rate (C2.42) is adjusted at the point where the speed change takes
effect in the Sequence of Play, i.e., the Voluntary Movement Stage
(6A2). If the ship is moving at Speed 4, the announcement of the
speed change will not void the weasel as its maneuver rate does not
change at that point. If a ship is moving faster than Speed 4, a weasel
launched on the impulse of the announcement of a speed change
down to Speed 4 (or less) would be voided on launch (J3.403). If a
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weasel is launched on the same impulse a speed change down to a
valid speed to use it takes effect it functions normally.

(C12.39) DOCKING AND UNDOCKING: A unit may not perform
changing speed in mid-turn on the turn in which it docks or undocks
with a base (but not a ship); see (C13.16) and (C13.23).

(C13.0) DOCKING (Advanced Rule)

Some units have the capability to dock with other units. Within
this rules section, it will be presumed that a “ship” is docking at a
“base” even though it would be more correct to have a “unit” dock at a
“base or FRD.”
See (C13.9) for ships docking to ships.
Some units do not use these docking rules:
Shuttlecraft land by (J1.6), but can “dock” (internally in a
base or FRD) or externally by these rules.
PFs dock to PFTs by (K2.62), but can “dock” (internally) by
these rules or externally by (K2.31).
Andromedan satellite ships dock in hangars by (G19.4), but
can also dock externally (or be docked to) as any ship
can (C13.9).

| (C13.1) PROCEDURE FOR DOCKING |

(C13.11) PROCEDURE: To dock with a base, the ship must be in the
same hex and moving at a practical speed (C2.412) of one or zero.
When docking to an orbiting base, the ship will have to position itself
in the hex that the base will enter by orbital movement. See (C13.16)
for actions which are prohibited on the turn of docking.

(C13.111) This can be done in forward or reverse movement.
(C13.112) If moving at a speed of one (or zero), the ship will dock
and will not leave the hex; it will not move on Impulse #32.

(C13.113) During the Final Activity Phase of that turn, the ship is
considered to have completed docking with the base.

(C13.12) FACING: No specific facing is required to accomplish
docking since this will be changed as part of the docking maneuver.
See (C13.912) for restrictions on ships docking to ships.

(C13.13) ORIENTATION: While in the same hex with the base, the
ship is presumed to be in a direction from the base equivalent to the
point at which the ship will dock. For ships docking to ships, see
(C13.915).

(C13.131) In the case of a base, the ship is presumed to be located in
the direction of a module into (or onto) which the ship will dock.
(C13.132) In the case of an FRD, the ship is presumed to be directly
behind the FRD if docking into the rear of the “tunnel” (C13.53) and
directly in front of it if docking into the front of the tunnel.

(C13.133) The facing of the ship is not relevant.

If docking externally, the ship will keep the same facing; see
(C13.713) and (C13.75). See (C13.67) for undocking.

If docking inside (or to the cradles of) an FRD, the ship will be
turned to face the same direction as the FRD by the action of
docking.

If docking inside a starbase docking module, the ship will be
turned to match whatever docking module the ship has docked in by
the action of docking.

See (C13.67) for undocking.

(C13.14) DOCKING POSITION: The docking position (docking
module on a base or an entire FRD) must have at least one working
tractor beam (with one point of power applied to it) in order to dock
ships or hold them in the dock.

For ships docked to ships, see (C13.915).

See (G7.9) and (G29.21) regarding tractor restrictions prior to
docking, (C13.766) after external docking is achieved.
(C13.141) The ship can provide a powered tractor beam as a sub-
stitute for a tractor beam on the base. A ship’s tractor beam can only
be used to hold itself docked, however, while a single tractor beam on
an FRD or starbase docking module could hold any number of inter-
nally docked units (with a single point of power).
(C13.142) If the tractor beam fulfilling this role is destroyed (G7.34),
another tractor beam in the same module (or FRD) can assume the
duty. Energy would have to be applied to this tractor (reserve or
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previous allocation) as the energy assigned to the original tractor was
lost with it.

(C13.143) If, at the start of a turn, no working tractor beams (with
power) are in a given module, no unit can dock to that module and all
units that are docked must undock (C13.2) immediately unless the
ship can immediately substitute its own tractor beam under
(C13.141).

(C13.144) The one tractor beam which is holding ships inside the
dock can also be used (with the same single point of power) to dock
other ships internally, but the same single tractor beam cannot be
used for both internal and external docking. A ship docking by
(C13.711) can dock to a base tractor beam that is being used for
internal docking.

(C13.15) SHIELDS: The ship’s shields are considered down during
the entire last impulse of the turn on which internal docking takes
place. Shields remain up for external docking (C13.7).

A ship docked internally (in a starbase) can raise its shields after
docking is complete; see (C13.42). Remember that dropped shields
must remain dropped for eight impulses (D3.51). Units in FRDs
(C13.51) cannot raise their shields.

(C13.16) PROHIBITIONS: A ship that is docking cannot, on the turn
that docking takes place, have used emergency deceleration (C8.28),
Erratic Maneuvers (C10.53), quick-reverse (C3.6), changing speed in
mid-turn (C12.39), or a High Energy Turn (C6.37). If it has done any
of these things, it cannot dock.

(C13.17) PLOTTING: A player must plot his intention of docking
during Energy Allocation and must announce it in the Speed Determi-
nation Phase. Docking can only be aborted if the unit to which the
player’s unit is docking has been destroyed or crippled during that
turn or if the required tractor beam has been destroyed. Otherwise,
the unit must complete the docking, including the dropping of its
shields (C13.15).

(C13.18) NO POWER: A friendly ship (including a captured enemy
ship under the control of the player) that is held in a tractor beam (by
the unit it is docking to) can be docked without expending any of its
own power. In this way, a ship without functioning engines can dock
with a repair facility. See (G7.25).

(C13.19) MINELAYING: If a unit lays a mine and then docks before
leaving the mine’s detection zone, the mine accepts the larger unit as
the laying unit and will not arm (M2.34) until the larger unit leaves the
detection zone.

|(c13.2) UNDOCKING |

(C13.21) UNDOCKING: Ships undock during the Initial Activity Phase
of the turn.

(C13.211) The fact that a ship will undock is announced in the Speed
Determination Phase.

(C13.212) The ship could be held in a tractor beam (by the base) and
could be rotated (G7.7) on the turn of undocking. This would require a
separate tractor beam (from the same docking position or module)
from the one beam used to hold other units in the dock (C13.14). The
docking tractor could be used if no other units are docked.

(C13.22) TIME DELAY: A ship cannot undock on the turn after it
docks unless required to do so by rules such as (C13.143),
(C13.921), (C13.925), (D21.46+47), or (C13.43).

(C13.23) SPEED: On the turn of undocking, the ship is presumed to
be at a speed of one (or zero) and will remain in the same hex as the
base until it moves on the last impulse.

(C13.231) A ship cannot execute EM (C10.0), HET (C6.0), or Tactical
Maneuvers (warp or impulse) (C5.0), or change speed in mid-turn
(C12.39) on the turn of undocking (if otherwise eligible to do so).
(C13.232) The unit can undock at Speed Zero. (The ship uses its
maneuvering thrusters, so the speed is not truly zero, but is so slow
as to be zero in game terms). If moving at Speed Zero, the unit can
make a zero energy turn (C5.13).

(C13.24) SHIELDS: The ship’s shields must be down (D3.5) during
the entire first impulse of the turn on which undocking (from an
internal dock) takes place. They can be raised within the normal rules
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(i.e., 1/4 turn after they were dropped; they can be dropped before
undocking, and a ship inside an FRD can raise them on Impulse #2 of
the undocking turn).

NOTE: Ships docked externally (C13.7) are not required to drop
their shields while docking, docked, or undocking.

[(C13.3) DOCKING CAPACITY |

(C13.31) CAPACITY: Each unit that has the capability to dock other
units internally has a limited capacity. This capacity is expressed in
terms of “docking capacity points” or DCPs. Each ship docked inside
requires a certain number of DCPs; an FRD or Starbase Docking
Module cannot dock (internally) an additional unit if it does not have a
sufficient number of DCPs remaining.

(C13.32) POINT CHART: The docking points of ships are shown on
the Master Ship Chart. (Some other units are listed in Annex #7J.)

(C13.33) BASE CAPACITY: Starbases have a capacity of 26 in each
of their six modules; exception Federation starbases after Y181
(R1.1A). FRDs have a capacity of fourteen. Should additional units
capable of internal docking be added to the game later, their docking
capacity will be in their description.

NOTE: Base stations, battle stations, and various other bases
do not use the docking capacity system; they (as well as starbases)
can dock one ship (of any size) externally to each of their tractor
beams; see (C13.7). FRDs use docking cradles and can dock one
ship in each (C13.55), and they can also use (C13.9) docking.

(C13.34) TUGS AND PODS: Tugs, pallets, and cargo packs do not
count as additional points if attached to a ship or tug, unless noted in
Annex #7J. The most notable exception is the Federation tug carrying
two pods (not one double-weight pod). Other tugs with two pods do
not increase in docking points because only on the Fed tug does the
second pod make the ship longer.

(C13.4) RESTRICTIONS, CONDITIONS, AND
CAPABILITIES APPLICABLE TO ALL TYPES OF
DOCKING TO BASES

Ships docked in and to bases have certain capabilities and
restrictions. Some are dependent on the specific type of base; these
are listed below. The restrictions and capabilities listed here apply to
all ships docked within these rules unless otherwise stated by the
rules. See (F2.335) and (F2.336) when seeking weapons are
targeted on docked units.

(C13.41) POWER: The ship and base can exchange power. Simply
note on the Energy Allocation Form that one is sending power and
the other is receiving it (B3.1).

NOTE: This applies only to friendly units. Enemy units are
prohibited except as allowed by (D16.0). See (C13.47) for transfers of
crew, cargo, etc. See (C13.952) for power transfers between docked
ships. PFs cannot do this (C13.956).

(C13.411) The amount of power transferred cannot exceed the
damage control rating of the giving ship. This does not include power
used for repair systems (G17.0) working on the transferring ship.
(C13.412) When exchanged in this manner, warp power can be used
for non-movement purposes specifically requiring warp energy.
(C13.413) Reserve power (H7.0) cannot be transferred between
ships and the base they are docked to. Battery power can be
allocated as normal generated power within the limits of (C13.411).

(C13.42) SHIELDS: The ship can operate its shields while docked
and can perform several functions, such as receiving repair points
(G17.0) and crew transfers (C13.47), in spite of the shields.

See (C13.62) for scoring damage on a ship inside a starbase.

Ships inside an FRD cannot raise shields (C13.51).

See (C13.15) when docking and (C13.24) when undocking.

(C13.43) DESTRUCTION: If the base to which (or in which) the ship
is docked is destroyed, the ship is also considered destroyed.
EXCEPTION: The ship could attempt to escape by the
catastrophic damage rules (D21.0). In such case, the player has the
option of trying to have the ship escape intact or having units
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(shuttles, PFs, sections) escape from the ship as if it were being
destroyed. In either case, once the decision is announced, it cannot
be changed. If the ship escapes, crew units from the base may
escape with it; see (D21.46) and (D21.47).

See (C13.942) for ships docked to ships.

(C13.44) NUMBER OF UNITS: Any number of ships could dock or
undock on any given turn, subject only to the capacity of the base.
Exception: (D21.47).

(C13.45) ENEMY SHIP: An enemy ship cannot be forced to dock
internally at a base against its will (unless, of course, it has been cap-
tured). See (C13.714) for the procedure to force it to dock externally.
(C13.451) A ship and the station it is docked to (or in) cannot fire at
each other.

(C13.452) A ship can dock at (but not in) an enemy base or FRD
(using the ship’s tractors).

(C13.453) External docking can be forced by the base against the will
of the ship (or vice versa). Only a unit generating a tractor link can
force docking. This requires a tractor auction, with the winner of the
auction forcing (or disallowing) the docking. This would, of course,
require rotating the ship to a range of zero. This can be done even if
one unit is cloaked.

(C13.46) CLOAKS: Docking to or by a cloaked unit is governed by
(G13.46).

(C13.47) TRANSFERS: Ships docked to bases can transfer various

items to and from the base.

Ships docked to ships are covered by (C13.951) and (C13.961).
Power transfers are covered by (C13.41).

(C13.471) Crew units can be transferred between the ship and base
at a rate of 32 crew units per turn (for internal docking) and sixteen
crew units per turn (for external docking). This transfer can begin
after the ship and base have remained docked for at least eight
consecutive impulses including the impulse of transfer, and then
proceeds at a rate of one crew unit per impulse (every second
impulse for external docking) in the Marines Activity Stage (6B7). If
units are transferred into a combat situation (and used in combat on
that turn), the rate is half the above. Transfers of personnel into an
unfriendly unit are defined in (C13.475).

(C13.472) Cargo can be transferred by (G25.23).

(C13.473) Shuttles cannot be directly transferred; they would have to

launch from one unit and land on the other.

(C13.474) Transporters will function between the ship and a friendly

base even if the shields are still active and even if fire control is not

active.

(C13.475) Each ship can transfer crew units as in (C13.471).

(C13.4751) Crew units cannot be transferred until a
“bridgehead” has been created on the other ship (unless the
arriving units surrender immediately).
(C13.4752) To establish a “bridgehead,” each ship assigns up to
ten boarding parties during the Resolve Boarding Party Combat
Step of the Final Activity Phase. These cannot include units
used as guards or involved in other actions on that turn. The two
forces then fight (D7.4); the force that scored more casualties
may advance into the enemy ship/base and become the “bridge-
head.” Either force may declare that it is defending (in which
case it cannot advance even if it scores more casualties); such a
force is doubled in offensive capability. If both defend, there is
no combat. A more detailed and accurate system is given in
(D16.6).

(C13.48) RESTRICTIONS ON INTERNALLY DOCKED UNITS:
While docked internally, a unit cannot perform any of the following
functions. See (C13.76) for external docking. See (G7.9) and
(G29.21) regarding tractor restrictions prior to docking.
(C13.481) An internally docked ship cannot arm or fire any weapon;
see (C13.8).
(C13.4811) An internally-docked ship cannot launch (G5.0)
probes (for any purpose), seeking weapons, or any type of seek-
ing shuttle. Internally-docked ships can launch normal
shuttles/PFs.
(C13.4812) An internally-docked ship cannot self-destruct (D5.0)
but might explode (C13.66).
(C13.482) An internally-docked ship cannot use active fire control
(D6.6), including low powered fire control (D6.7), which prevents
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several other actions (D6.62). The fire control can begin activation
(D6.633) upon undocking. Even without active fire control, the ship
can use transporters and tractors to the base. An internally docked
ship also cannot:
(C13.4821) Gain, hold, retain, or re acquire a lock-on (D6.11).
(C13.4822) Use labs (G4.0) to gain information or identify
seeking weapons.
(C13.4823) Gather tactical intelligence (D17.0), nor can tactical
intelligence be gathered on such a unit.
(C13.4824) Use or lend EW or gain any benefit from EW (D6.3).
(C13.4825) Use aegis (D13.0) for any purpose.
(C13.4826) Benefit from passive fire control (D19.0).
(C13.483) An internally docked ship cannot use energy for any
movement purpose or expend movement points except to undock
(C13.2).
(C13.4831) An internally-docked ship cannot double its engine
output (G15.2).
(C13.4832) An internally-docked ship cannot separate ship
sections (G12.0) [except as provided by (D21.0)] or drop its
warp engines (G12.6).
(C13.4833) An internally-docked unit cannot HET (C6.0), use
EM (C10.0), use emergency deceleration (C8.0), Tactical
Maneuvers (C5.0), or take any other action requiring the
expenditure of, or calculated in terms of, movement points.
(C13.484) An internally-docked ship cannot:
(C13.4841) Use tractor beams (G7.0) except to maintain
docking.
(C13.4842) Use scout functions (G24.0).
(C13.4843) Lay, maintain, or reinforce web (G10.0).
(C13.4844) Use an SFG (G16.0) or ESG (G23.0).
(C13.4845) Lay, detect, or sweep mines (M0.0).
(C13.4846) Dissipate PA panel energy into space (D10.412).
(C13.4847) Benefit from being nimble (C11.34).
(C13.485) An internally-docked ship can cloak, but will gain no
benefits from doing so except that it will be able to be fully cloaked
when it undocks. See (G13.46).

(C13.49) OTHER: The conditions of (C13.95) or (C13.96) will apply to
ships docked to bases except as provided differently in other sections
of (C13.0).

| (C13.5) DOCKING INSIDE FRDs |

Units docked inside an FRD have the following additional restric-
tions and capabilities beyond those in (C13.4). For external docking
with an FRD, see (C13.55) below. See (R1.10) for even more
information.

(C13.51) RESTRICTIONS: Ships docked inside an FRD cannot
operate their shields, weapons, or warp engines.

(C13.511) The warp engine restriction, which does not apply to
docking to non-FRD units, is required by the fragile nature of the
FRD. Other power-generating systems (APR, AWR, battery, impulse)
can be used.

(C13.512) A repair freighter or pod cannot function if docked exter-
nally to or inside of an FRD except to repair the FRD itself; a base
augmentation repair module could function in addition to the repair
systems on an FRD for any unit docked in or to the FRD.

(C13.52) DAMAGE: Ships docked inside an FRD cannot be dam-
aged by fire directed at the FRD and cannot be targeted separately. If
the FRD is destroyed, see (C13.43). If a ship inside an FRD is
destroyed (which is not possible within the present rules, but might be
allowed in a special scenario rule or future expansion), it is treated as
per (C13.66).

(C13.53) TUNNEL LAYOUT: FRDs are essentially a huge “tunnel” or
“pipe.” Ships can enter or leave from either end, but the order in
which the ships are held inside the dock must be recorded. It cannot
be changed (the ships cannot pass each other) and determines the
order in which the ships can be undocked. See exceptions in
(D21.47).

EXAMPLE: A Klingon FRD has one F5 docked inside. Later, a
D5 cruiser docks from the rear. The record is then made that the FRD
holds an F5 and a D5, and that the order from front to rear is “F5,
D5.” At this point, the F5 could undock from the front end and the D5
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could undock from the rear. The F5 could not undock from the rear
since the D5 is behind it. The FRD could hold one additional F5. This
could be docked from the front or rear. If docked from the rear, the
record reads “F5, D5, F5.” Either F5 could undock from the end it is
docked at, but the D5 could not undock unless one of the F5s also
undocked.

(C13.54) ENEMY SHIPS cannot dock inside an FRD (unless they
surrender); allied and captured ships can dock inside an FRD.

(C13.55) EXTERNAL DOCKING: Friendly ships can dock externally
to an FRD for various purposes including providing additional power
or towing; see (R1.10B).
(C13.551) Ships in this case are treated as in (C13.7), except that
they do not dock to a tractor beam (although they must have one
undestroyed tractor with power applied to hold themselves in place).
A tractor from the FRD cannot be used.
(C13.5511) The docking ship is docked in a special cradle on
the top (or bottom) of the FRD (one ship in each). It can begin
transferring power on any turn in which it is docked (and is not
docking or undocking) subject to the restrictions of the rules.
(C13.5512) A ship docked in this manner can be hit from any
direction and has no blocked firing arcs, and both ships (top and
bottom) are equidistant from (and not shielded from) any other
effects (explosions, enemy fire, pulsars, etc.).
(C13.5513) The facing of the ship is changed to match that of
the FRD by the action of docking (C13.133).
(C13.5514) If the FRD explodes, the ship takes the damage on
any shield at the choice of the owning player.
(C13.552) Ships (including enemy ships) can dock externally to an
FRD using the procedures of (C13.9), but cannot help move the FRD
and would restrict the movement of the FRD.

(C13.56) MODULES: FRDs often have base augmentation modules
[such as (R1.4), (R1.16), (R1.17), and (R1.32)]; these are treated as
modules attached to any base. Fighter and PF modules might be
provided for local defense; power and repair modules might be
provided to enhance the FRD’s capabilities.

(C13.57) FACING UPON UNDOCKING: A unit undocking from an
FRD must face the same direction as the FRD (or the opposite, if it
was in the FRD backwards). For example, this would require units
facing forward but undocking from the rear entrance to move in
reverse on the undocking turn (if they move at all).

[(C13.6) DOCKING INSIDE STARBASES |

Units docked inside the docking module of a starbase have the
following additional restrictions and capabilities beyond those in
(C13.4). The starbase has six “docking modules” which are operated
independently of each other. For external docking, to starbases or to
other bases, see (C13.7) and (R1.1) for more information.

(C13.61) WEAPONS: Ships docked inside a starbase cannot arm or
fire their weapons. See (C13.48) and (C13.8) for details.

(C13.62) DAMAGE TO DOCKED SHIPS: Ships docked inside a
starbase can be damaged by fire directed at the starbase (R1.1D). If
the starbase is destroyed, see (C13.43). If the docked ship is
destroyed, see (C13.66).

(C13.621) Cargo hits on a docking module can be applied to the
ships docked inside that specific module instead of to cargo boxes of
that module. After all cargo boxes in the docking module are
destroyed, cargo hits on that module must be scored on the ships in
that module (R1.1D-2A); if there are no ships, the damage proceeds
normally against the base (i.e., score the cargo hit on the base or go
to the next column on the DAC if there is no cargo and score that
against the base, etc.).

(C13.622) All such damage is assumed to strike the #1 shield of the
docked ship. The player may designate a different shield for each
docked ship at the time it is docked, but this cannot be changed with-
out undocking, leaving the module, and redocking.

(C13.623) If more than one ship is in the bay, the owning player may
divide the damage as he sees fit but must decide which ship will be
hit by each damage point as it is scored.
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(C13.624) All damage scored on a given ship as a result of one volley
against the starbase is resolved as one volley on the ship.

(C13.63) LAYOUT: The docking module is basically a huge sphere.
Players need not keep track of the order in which ships dock or
undock; any ship within the docking module can undock at any time
regardless of any other ships within the module. Exception: (D21.47).

(C13.64) ENEMY SHIPS cannot dock in the docking modules of a
starbase; friendly and captured ships can.

(C13.65) EXTERNAL DOCKING: Ships can dock externally to a
starbase; in such case they are considered as being docked under
rule (C13.7).

(C13.66) DESTRUCTION: If a ship inside a starbase docking module
explodes (D5.0), all other ships in that docking module also explode
immediately. Exception: PFs are treated differently (C13.664).
(C13.661) The combined force of the explosion is applied as internal
damage to that docking module; it is not resolved as a normal
explosion.

(C13.662) If the module is completely destroyed, any remaining
damage is applied to the base itself.

(C13.663) The exploding ship and the other ships could attempt to
use (D21.0). Due to (D21.47), one ship could escape from the dock-
ing module and would not explode along with the originally destroyed
ship. The exploding ship cannot try to escape.

(C13.664) If the exploding ship is a PF, double the explosion force
and apply it to each ship in the module (on a shield of the owner’s
choice) and to the module itself (in which case it is internal damage).

(C13.67) FACING UPON UNDOCKING: The ship will be placed on
the map facing away from the base in the direction that the internal
docking module is facing. Exception: The ship could undock in
reverse.

| (C13.7) EXTERNAL DOCKING TO BASES |

Units docked externally to a base (of any of the various types,
including base stations, battle stations, starbases, commercial plat-
forms, mobile logistics bases, system activity maintenance stations,
satellite bases, etc.) have the following additional restrictions and
capabilities beyond those in (C13.4). This is the only type of docking
most bases can perform.

All use of the term “docked” within (C13.7) indicates “externally
docked.”

See (C13.9) for ships docking to other ships.

See (C13.55) for additional information on docking externally to
an FRD.

(C13.71) TRACTORS: Each ship is docked to and held by a specific
tractor beam of the base. Each tractor beam can dock one ship, and
these are the only places that a ship can dock. Tractors on attached
Base Augmentation Modules or pods (including pods that are part of
a mobile base, but not the two primary pods which actually comprise
the mobile base) cannot be used for docking.

Andromedan ships dock to the TR beams (E9.4) of their bases,
and must use a TR beam as a tractor to maintain docking. TR beams
used for this purpose are then blocked and cannot fire while the
docking is maintained. This blocking applies to both TR beams in a
pair of linked boxes on an SSD with the same firing arcs even if only
one is being used to maintain the docking. The second TR beam
could be used as a normal tractor.

(C13.711) A ship can provide its own tractor beam to perform the
docking, but still must dock to a specific tractor beam of the base.
Ships (providing their own tractor beam) can dock to destroyed trac-
tor beams. See (C13.144) and (C13.551).

(C13.712) The ship can continue to operate its shields.

(C13.713) The facing of the ship relative to the base [hence, the
shield docking station, see (C13.915) below] must be designated; the
ship then “rotates” (C3.7) with the base.

EXAMPLE: The #1 shield of the base station is facing in direc-
tion A. The ship is docked to the tractor beams of the base facing the
#5 shield of the base. The ship’s #1 shield is facing the base, so the
ship itself is facing in direction B. The base rotates so that it (the
base) is facing in direction C; the ship is now facing in direction D.
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(C13.714) A ship can be forced to dock externally to a base against
its will. The base must hold the ship in a tractor beam at the end of a
turn and the ship must be in the same hex as the base [the ship may
have been rotated into the hex of the base during the Initial Activity
Phase (5)]. The base must announce its intention to force the ship to
dock during the Final Activity Phase (7), and a tractor auction may be
conducted at this time out of the normal sequence of play. If the ship
is unable to break the tractor link, it is docked at the docking position
corresponding to the original direction that the ship was in relation to
the base. Internal docking cannot be forced; see (C13.45).

(C13.715) In the case of a BATS or Base Station, there are no
docking positions facing in three directions. A ship facing one of these
positions could be docked to either adjacent docking point specified
by the owner of the base. The facing of the ship is unchanged and
the docking station (on the ship) used will be the one facing the base
if the ship was in the hex facing the base docking station used.
(C13.716) There is no way to “tear away” a ship docked to a base
using tractor auctions. The physical dock reinforces the tractor
holding the ship and is far stronger than a mere tractor link.

(C13.72) BLOCKED FIRING ARCS: The ship cannot fire or be fired
at through the shield which corresponds to the docking station or the
two adjacent shields. (The base’s arcs are not blocked.) This
assumes that the base is of a larger size class; if this is not the case,
see (C13.724). The hexes on the border of the blocked and
unblocked shield arcs are not blocked.

Exception: A ship docked externally to the cradle of an FRD is
treated differently (C13.5512).
(C13.721) The ship cannot fire weapons, identify seeking weapons,
guide weapons, or use any other systems against a unit in these
arcs.
(C13.722) The ship cannot be fired at, or damaged (including seeking
weapons) from these firing arcs. This includes damage from ESGs; in
that case judge the “firing arc” from the ship generating the ESG
sphere.
(C13.723) Seeking weapons can be targeted on the ship. Weapons
targeted on the ship which approach from a blocked firing arc will
strike the base. Seeking weapons targeted on an externally docked
ship will not be diverted by a WW launched by a base to which it is
docked.
(C13.724) If the ship is the same size class as the base, or larger
than the base, only one firing arc of the ship is blocked (the one fac-
ing the base).

(C13.73) DAMAGE: Ships docked to a base are fired at, and hits on
them are resolved, independently of the base itself.

NOTE: See (F2.335) when firing seeking weapons at a ship
docked to a base. See (G16.46) when trying to put a ship docked to a
base in stasis and (G29.23) regarding the base.

(C13.731) The base may extend its shields to protect an externally-
docked unit of a smaller size class.

(C13.7311) The shield used to protect the docked unit is the one
that covers/faces the docking point to which the unit is docked.
A given shield can be extended to protect one or more of the
units externally-docked to that shield facing. Any damage points
applied to this extended shield of the base destroy two boxes of
shielding (including reinforcement, if any); exception, see
(C13.7314). If there is only one box of extended shielding left, it
will absorb the last damage point and no fractional damage
points will carry over.
(C13.7312) Direct-fire and seeking weapons are still targeted on
the base and unit as separate units, but during the period that
the unit is shielded the unit uses the ECM of the base, if any,
and not its own ECM. Damage targeted on the base will first hit
the base’s shield (causing double the normal damage, see
above) and then will hit the base itself; the unit and its shields
will not be involved in this damage allocation. Damage targeted
on the unit will first hit the base’s extended shield (causing twice
the normal damage) and will then hit the appropriate shield of
the unit (causing normal damage, i.e., reinforcement, shields,
etc.) and then penetrate to the unit itself (striking armor, if there
is any). Shield-penetrating weapons (e.g., Spearfish drones) will
consider the extended shield of the base (at half its normal
strength, round any fractions up) and the shield of the unit as
one shield for purposes of their calculations if targeted on the
unit.
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(C13.7313) Shield crackers will only affect the shield of the base
if it is extended around a unit, and cannot affect the unit so long
as it is shielded. If the base’s shield has previously been
destroyed (even in the same firing step), shield crackers will
affect the target unit normally if fired at the unit.
(C13.7314) Enveloping weapons cannot be targeted on a unit
around which a base has extended its shields. Enveloping
weapons, including PPDs, operate against extended shields
normally, i.e., as if the shield had not been extended.
(C13.7315) Shield extension is announced or cancelled in the
Initial Activity Phase (after “separate sections” and before “roll
for variable pulsar”) of the turn and remains in effect for the
entire turn. The shields can be dropped, or raised, normally
even while extended around a unit, and if dropped, or previously
destroyed, none of the above provisions apply.

(C13.732) See (C13.72) for firing arcs through which the ship cannot

be attacked.

(C13.733) Enveloping weapons [hellbores (E10.0), enveloping

plasma torpedoes (FP5.0)] attack the ship or base (whichever they

were targeted on) independently, without regard to the fact that they

are docked.

(C13.734) PPDs wave-locked to the ship will switch to the base if the

base rotation moves the target ship to a position from which it cannot

be attacked (C13.73). This will require a new wave-lock die roll.

(C13.74) DESTRUCTION: If a ship docked to a base is destroyed,
the explosion is treated as taking place in that hex and affecting the
base (and any externally docked ships) from the direction in which
the ship was (relative to the base). The base’s shields provide some
protection (for the base) from the blast.

Ships docked inside other modules are treated as per (C13.62)
[or (C13.52) for an FRD]. Ships docked externally to a directly-
opposite docking position (reminder: docking positions correspond to
shield facings) are not affected; the bulk of the base protects them
from the blast. (Many bases, e.g., BATS, do not have “directly oppo-
site docking positions.”) No other units are blocked from the blast by
the base.

See (C13.43) for what happens when the base is destroyed.

(C13.75) FACING UPON UNDOCKING will remain unchanged from
the facing of the ship while docked.

(C13.76) CONDITIONS ON EXTERNALLY DOCKED UNITS: A unit
docked externally is under these restrictions. See (C13.48) for
internal docking.
(C13.761) An externally docked ship can arm, fire, and launch any
weapon within the various restrictions including (C13.762). It may
self-destruct; if so, see (C13.74).

(C13.7611) Ships docked to a base cannot fire at the base or

guide seeking weapons targeted on the base.

(C13.7612) ESGs activated by either the base or the ship do not

damage the other unit, and both are inside the sphere. See

(G283.71) if both units attempt to activate an ESG.

(C13.7613) Maulers on a ship docked to a base cannot fire

because they cannot aim accurately enough.
(C13.762) An externally-docked ship can use active fire control
(D6.6), but this is considered to be “disrupted” (D6.68) unless
specifically stated to the contrary in this rule or its subsections. While
some weapons have difficulties firing at seeking weapons [ECM
modifiers under (FD1.52)], all can be fired at seeking weapons if the
seeking weapon is within the firing arc of the weapon and not
otherwise blocked (C13.72). The restriction is on seeking weapons
within three hexes of itself, which means the docked unit can fire at
seeking weapons that are in essence targeted on the base to which it
is externally docked. The docked unit could not, however, fire at an
enemy ship even if it is at Range 1. An externally-docked ship’s fire
control remains disrupted for the first four impulses after it undocks
[to include escaping catastrophic destruction (D21.463)]. Even
without active fire control, the ship can use transporters and tractors
to the base (C13.474).

(C13.7621) An externally docked ship can hold a lock-on, use

labs, gather tactical intelligence, use EW and aegis.

(C13.7622) An externally-docked unit cannot benefit from

passive fire control (D19.0) and begins the time period to gain

the passive fire control benefits (D19.3) upon undocking.

Docking cancels the passive fire control benefits.
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(C13.7623) The base and ship do not benefit from each other’s

EW.
(C13.763) An externally docked ship cannot use energy for any
movement purpose or expend movement points except to undock.

Exceptions: Ships towing an FRD (R1.10B) or externally docked
to a base without active positional stabilizers (G29.0) [in the latter
case use the procedures of (C13.92)].

(C13.7631) An externally-docked ship cannot double its engine

output (G15.2).

(C13.7632) An externally-docked ship cannot separate ship

sections (G12.0) [except as provided by (D21.0)] or drop its

warp engines (G12.6).

(C13.7633) An externally-docked unit cannot HET (C6.0), use

EM (C10.0), use emergency deceleration (C8.0), Tactical

Maneuvers (C5.0), or take any other action requiring the

expenditure of, or calculated in terms of, movement points.
(C13.764) An externally-docked ship cannot use special sensors
(G24.0) except for (G24.28). It can use EW and receive lent EW. It
cannot lend EW by any means, except self-protection (G24.28).
(C13.765) An externally-docked ship can cloak, but will gain no
benefits from doing so except as per (C13.949). See also (G13.46).
(C13.766) Once docking has been achieved, the tractor energy is
contained within the docking point and does not invoke the (G7.9)
restrictions. While either the base or the ship could launch a WW,
such a WW would protect only the launching unit, not both. Excep-
tion: (C13.947) for ships docked to other (non-base) ships.
(C13.767) An externally-docked nimble ship loses its nimble status
(C11.34).

(C13.8) WEAPONS SAFETY
WHILE DOCKED INTERNALLY

(C13.81) GENERAL: Due to safety restrictions, no energy-based
weapons can be armed, loaded, or held while docked inside a base
or FRD. This rule does include plasma-Fs held in stasis boxes, and
plasma-Ds in racks must be deactivated. See Annex #7D. Phasers
can be energized (E2.3).

(C13.811) A unit approaching the docking point would unload all such
weapons (the energy is lost) in a safe manner (your crew will take
care of this).

(C13.812) Energy-based weapons cannot be armed (including prior
turns of multi-turn arming weapons) while docked inside a base or
FRD. This restriction includes all weapons that require or store
energy, including phaser capacitors, photon freezers, stasis boxes,
etc.

(C13.82) EXCEPTIONS: There are some exceptions to this rule.
(C13.821) Shuttles and PFs based on the base/FRD are an obvious
exception to this rule; those based on ships docked inside the FRD
are not. Fighter (MRS) ready racks on ships docked inside the
base/FRD can be loaded with non-energy weapons; plasma-Ds can
be loaded but not energized. Fighters and other shuttles cannot be
loaded with any weapons while on a ship docked internally.

(C13.822) Drone racks, anti-drones, mine racks, and other non-
energy weapons can be loaded, unloaded, reloaded, etc.

(C13.823) Plasma racks can be loaded, but the torpedoes cannot be
energized.

(C13.824) See (G19.27) for Andromedans.

(C13.825) A ship can begin arming weapons on the turn it undocks.

(C13.83) FIRE CONTROL cannot be active while docked internally
(C13.482). The ship can (but is not required to) begin the four-
impulse activation period (D6.633) upon undocking. An undocking
ship that leaves its fire control inactive will not receive the (D19.31)
passive bonus until 32 impulses have elapsed since the time of
undocking.

[ (C13.9) SHIPS DOCKING TO SHIPS |

Ships can dock to ships under certain circumstances. This
creates certain advantages, disadvantages, capabilities, and
limitations.

Note that (C13.9) is different from the rules about ships docked
to bases (C13.4) because bases are designed for that action (with
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special couplings and cradles) while ships are not generally designed
to be docked to each other in space.

The docking of PFs to PFTs on mech-links and in internal bays
is covered in (K2.0). PFs can dock to other ships within these rules
(C13.9) using their tow bars (K1.25).

These rules are used for size-5 and larger units and cannot be
used for items (monsters, etc.) which cannot be boarded. Shuttles
“dock” only by (J1.6).

(C13.91) DOCKING: The two ships must be in the same hex. They
can reach this position before or after the tractor beam (C13.921) is
attached. One or both ships must execute a tractor beam attachment
(G7.3). The tractor beam must remain attached (powered and
undestroyed), or the docking is immediately canceled (C13.93).
(C13.911) Docking takes place in the Final Activity Phase; undocking
(C13.93) takes place in the Initial Activity Phase [or immediately in
the case of escape (D21.0), high warp maneuver (C13.948), or a
destroyed tractor beam]. This occurs in the “ships committed to do so
(un) dock” steps.

(C13.912) If the ships are facing in different directions, they can dock
only if moving at Speed Zero; exception: ships facing in exactly
opposite directions may use (C13.913) if one ship is moving in
reverse.

(C13.913) If the ships are facing in the same direction, they can be
moving at a maximum speed of one. The movement rules in (C13.92)
will then apply to the combined ships.

(C13.914) Two ships need not drop their shields to dock to each
other.

(C13.915) Each ship has six docking stations, one corresponding to
each shield. When two ships are to dock, each keeps its facing, and
the relative direction from one ship to the other is determined by
(D3.42). This then determines which shields (and hence which dock-
ing positions), are facing. See (C13.941).

EXAMPLE: A Klingon D7 facing A is docking to a Federation CA
facing in direction C. The procedures in (D3.42) determined that the
Klingon ship is in direction B from the Federation ship. Thus, the
Klingon #5 shield is facing the Federation #6 shield, and that is where
the ships are docked. (This particular docking arrangement is only
possible if both ships are at Speed Zero.)

(C13.916) A ship cannot dock to a ship which is, itself, docked to a
base.

(C13.917) Docking can be forced by one ship against the will of the
other ship. Only a ship generating a tractor link can force docking.
Both ships must be in the same hex [this may have been
accomplished by rotation during the Initial Activity Phase (5)] The ship
with the tractor beam must announce its intention to force the ship to
dock during the Final Activity Phase (7). This requires a tractor
auction (outside of the normal sequence of play), with the winner of
the auction forcing (or disallowing) the docking. This can be done
even if one unit is cloaked.

(C13.918) Docked nimble ships lose their nimble status; see
(C11.34).

(C13.92) MOVEMENT OF DOCKED SHIPS: Two ships which are
docked to each other (not to a base) move within the following rules.
See also (C13.97) for restrictions when more than two ships are
docked.

(C13.921) If docked, they are treated as two ships linked by a tractor
beam [(G7.36), but see (C13.947)], but they cannot remain docked if
the combination is moving at a net speed (C2.4) faster than two
hexes per turn or if either ship is moving faster than two hexes per
turn. If this speed is exceeded by any means, the ships are undocked
when the speed change takes effect in the Voluntary Movement
Stage (6A2) but the tractor beam is not broken. The practical
(C2.411), rather than effective (C2.412), speed is used; e.g., speed
induced by a black hole (P4.0) is not counted within this limit.
(C13.922) The ships retain the same relative facing for as long as
they are docked. Should either ship turn, the other ship will make a
corresponding turn to maintain the same relative facing. The Turn
Mode of docked ships is increased by one while docked.

(C13.923) Neither ship can be performing EM (C10.0) when docking
begins, and neither ship can begin using EM when docked. If docking
with an enemy ship that is performing EM [without effect due to
(G7.92)], two points of additional tractor power are required to com-
plete the docking. The act of docking halts the EM, which cannot be
resumed while the ships are docked.

MOVEMENT — C

(C13.924) Neither ship can perform an HET while docked (C6.37) as
this would cause the ships to become undocked immediately
(C13.948).
(C13.925) Performing a (C3.6) quick reverse (by one or both ships)
will cause the ships to become undocked (C13.948).
(C13.926) If neither is moving, the combined ships may each make
one Tactical Maneuver (C5.0); a maneuver by one ship turns both of
them. If both ships want to make a Tactical Maneuver on the same
impulse, resolve it as follows:

If both want to turn the same direction, turn 60° (not 120°) in that
direction.

If they want to turn opposite directions, the maneuvers cancel
each other and the ships do not turn.

Friendly ships cannot make Tactical Maneuvers within 1/4-turn
of each other.

(C13.93) RELEASE: The ship maintaining the tractor beam controls
whether or not the ships dock or remain docked. Releasing the tractor
beam will cause the ships to undock. If both ships are maintaining
tractor beams, either one can insist on docking and the ships can
undock only if both agree or release the tractors (or some other
condition releases the docking). Note that if other conditions prohibit
docking, such insistence would be meaningless. Any units in the pro-
cess of transferring at the time of undocking return to their original
ship. Cargo is handled by (G25.235).

(C13.94) TREATMENT OF DOCKED SHIPS: Two docked ships are
not treated as a single entity. Each is fired at and damaged
separately; exception: (C13.943).
(C13.941) The docked ships block each other’s firing arcs [as in
(C13.724)] through the shields corresponding to the docking station
(C13.915), but fire at these ships is not blocked. They are treated as
separate targets. Each can maintain or drop its own shields; the
shields of one do not enclose or combine with the other. [Ships in a
Tholian pinwheel do combine their shields; see (C14.24) for details.]

A scout docked to another ship may still use its special sensors
(G24.0), but they will be blinded (G24.13) by weapons of the ship to
which they are docked, just as if the weapons were the scout’s own.
Ships (but not shuttles) which are docked may still continue to lend
EW (including a carrier lending to its fighters).
(C13.942) If one is destroyed, the other can attempt to escape
by (D21.0), acting as a ship docked to a base. If it fails to escape, it is
automatically destroyed and added to the explosion. If it succeeds,
crew units from the doomed unit can transfer at the time of escape as
defined in (D21.46). This rule can be used if the other ship self-
destructs (D5.0).
(C13.943) If seeking weapons are targeted on one of the ships
(before or after the docking takes place), then when the ships sepa-
rate each weapon will randomly select one ship as a target. If the
ships are still docked, the seeking weapons hit both of them with the
full effect of its warhead on both ships.

This effect (full weapons effect on both ships) does not apply to
PFs docked to mech-links (K2.41) [or to a PFT’s internal repair bay
(K2.62)], ships docked to bases or FRDs, or units docked inside other
units; see (F2.335).
(C13.944) For explosions, WW collateral damage, same-hex combat,
etc., determine the facing shield for either ship and use the corre-
sponding shield (based on docking attitude) for the other. For
purposes of setting off mines, roll for the larger of the two ships and
apply the results to both. Note that in this situation, the mine
considers the combined ships to be the size class of the larger ship,
and if set for a smaller size class than the larger ship (or a size class
larger than the larger ship) the mine would not accept the target and
no roll would normally be made. Note that the owner of the mine may
roll the die in any case and announce that it did not trigger since the
ships would detect the mine under (M7.34). This procedure is also
used for ESG fields (G23.52), which interact with the two ships
individually and simultaneously, exactly as would be done if the ships
were not docked but simply in the same hex.
(€C13.945) Docked ships capable of separating sections (G12.87) can
do so. However, the docking station in use (C13.915) will determine
which section remains and which leaves. See (G12.0).
(C13.946) The combination could be put in stasis (G16.0) (at a cost
of one field) or displaced (G18.0) (as a unit), but individual members
cannot.
(C13.947) Once the ships are docked (i.e., physically touching), the
restrictions of (G7.9) no longer apply (in so far as the tractor link
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between them). The tractor energy is contained at the docking sta-
tions. Thus, either ship could launch a wild weasel, (J3.0), and a wild
weasel launched by either ship would protect both. Either ship could
void the weasel by taking a proscribed action. In the event that a WW
launch is followed by undocking, a voiding action by either ship would
result in all weapons accepting that ship. If both ships voided the
weasel simultaneously, roll for each weapon as per (C13.943).
(C13.948) If either ship performs a “high warp maneuver” (HET, quick
reverse, breakdown, tumbling), the ships become undocked
immediately. See (C13.911) and (C13.924).
(C13.949) The operation of a cloaking device by docked ships is as
follows. See (K1.253) for PFs. See (G13.46) when trying to dock with
a cloaked unit. See (G13.431) for the effect of the tractor beam.
(C13.9491) If both ships have cloaking devices and both operate
them, both ships are considered cloaked when both have
phased out and until one begins phasing back in. If either ship
voids or deactivates its cloaking device, both cloaks are voided
(G13.4); however, per (G13.401), the range penalty (G13.302)
and damage adjustment (G13.303) might still apply to either or
both ships.
(C13.9492) If one ship operates a cloaking device, there will be
no effect unless that ship expends an amount of energy equal to
the combined cloaking costs of both ships. In that case, the
cloak is effective for both ships and both ships will fade out (or
fade in) simultaneously. If one ship does not have an
established cloaking cost, use the size-based cost given in
Annex #7H. If either ship takes a voiding action, the cloak is
voided (G13.4) for both. PFs and their PFTs are governed by
(K2.46) and not by this rule.
(C13.9493) If one ship is covering both with its cloak, and the
two ships undock, the ship without a cloaking device begins
fade-in immediately. The ship with the device can be locked
onto during the separation impulse (G13.33).
(C13.9494) Ships may shift between using the procedures of
(C13.9491) and (C13.9492) at any time, leading to situations
where one ship is no longer covering the other under
(C13.9492), while both ships are activating or deactivating their
individual cloaking devices. To determine the level of “fade out”
for each ship (G13.14), use the greatest degree of “fade-out”
available for that individual ship from using either (C13.9491) or
(C13.9492). This creates a partial exception to (G13.113) in that
the activation or deactivation of a cloaking device by one ship
does not affect the ability of the other ship to do so.

(C13.95) CONDITIONS (FRIENDLY SHIPS): If two friendly ships are
docked (to each other, not to a base), the following conditions apply:
(C13.951) Each ship can transfer to the other a maximum of sixteen
crew units per turn [one every second impulse in the Marines Activity
Stage (6B7)] starting eight impulses after docking is achieved. If units
are transferred into a combat area (and used in combat on that turn),
the rate is half the above. If using (D16.0), this would apply only if the
section containing the docking station were a combat area.

(C13.952) After remaining docked for three complete turns, one ship
can transfer power to the other (B3.1). The limit on power transferred
each turn is the Damage Control rating of the giving ship. This is
done during the Energy Allocation Phase; the ships must be docked
at the start of a turn for the transfer to take place. This power,
regardless of its source, is not treated as warp power. Transferred
power cannot be used to arm or fire weapons (anything listed in
Annex #7D) or for any form of movement. See (C13.956).

(C13.953) Cargo can be transferred (with the consent of both ships)
at the rate specified in (G25.23).

(C13.954) Miscellaneous small objects (e.g., dilithium crystals, rock
samples, etc.) can be transferred (with the consent of both ships) with
a crew unit, by a special scenario rule, or as cargo (G25.23).
(C13.955) Transporters will function between the ships even if their
shields are still up and fire control is inactive; see (C13.474).
(C13.956) Power cannot be transferred to or from PFs. Two PFs
docked to each other can transfer crews and small objects (e.g., crys-
tals recovered in some scenarios), but they cannot transfer power or
weapons.

(C13.957) Ships docked to repair freighters or tugs can receive a
limited number of repair points; see (G17.0).

(C13.96) CONDITIONS (UNFRIENDLY SHIPS): If two unfriendly
ships are docked (to each other, not to base), the following conditions

apply:

STAR FLEET BATTLES

(C13.961) Each ship can transfer crew units as in (C13.951).
(C13.9611) Crew units cannot be transferred until a
“bridgehead” has been created on the other ship (unless the
arriving units surrender immediately).

(C13.9612) To establish a “bridgehead,” each ship assigns up to
ten boarding parties during the Resolve Boarding Party Combat
Step of the Final Activity Phase. These cannot include units
used as guards or involved in other actions on that turn. The two
forces then fight (D7.4); the force that scored more casualties
may advance into the enemy ship and become the “bridgehead.”
Either force may declare that it is defending (in which case it
cannot advance even if it scores more casualties); such a force
is doubled in offensive capability. If both defend, there is no
combat. A more detailed system is given in (D16.6).

(C13.9613) Cargo is transferred by (G25.23).

(C13.962) Nothing else can be transferred between the ships unless

one of them is captured; at which point it is considered under

(C13.95).

(C13.963) If using the (D16.0) Boarding Party rules in Module M, the

docking station selected in (C13.915) determines which “area” of one

ship is connected to which “area” of the other. Then resolve the
situation within the boarding party rules. See (G12.87) in the case of
ships with separable sections.

(C13.964) Docked ships cannot fire direct-fire or seeking weapons at

each other. They could continue to guide seeking weapons [but not to

the unit they are docked to (D1.56)]. An ESG released by one ship
would not affect the other. They do block each other’s fire to some
extent; see (C13.941).

(C13.965) Hit-and-run raids cannot be conducted through the docking

ports, but must be performed by transporter. Transporters will not

function between unfriendly ships unless facing shields are down.

(C13.97) MULTI-SHIP DOCKING: The above rules are designed for
the docking of two ships. If three or more ships are docked together,
the combination is treated as above but it cannot move (or make
Tactical Maneuvers). Ships cannot transfer power to a ship they are
not, themselves, docked to.

There are several exceptions: bases (C13.916), FRDs, PFTs,
and Tholian Pinwheel (C14.0).

(C13.98) SHUTTLES DOCKING TO SHUTTLES OR SHIPS

Shuttles can, within some limits, dock to other shuttles or to
ships. This is, however, a difficult maneuver almost never tried in
combat because it places both units in extreme danger.
(C13.981) Non-fighter shuttles can dock to ships or to other non-
fighter shuttles generally under the provisions of (C13.9) with the
following exceptions:

(C13.9811) Both the shuttle and the ship, shuttle, or other unit

(e.g., a derelict cargo pod) must be moving at Speed Zero. The

shuttle must spend an entire turn (from Impulse #1 through

Impulse #32) in the hex adjusting its orientation and performing

the actual docking maneuver at the same time as ships in the

Final Activity Phase.

(C13.9812) Shuttles docked to ships or other shuttles cannot fire

any weapons or take any action other than transferring cargo (or

personnel) or undocking.

(C13.9813) Shuttles docked in this manner undock by the same

procedures and under the same restrictions as launching from a

ship; see (J1.34) and (J1.5).

(C13.9814) Shuttles docked externally in this manner are

automatically undocked if the unit they are docked to moves at

Speed 1 or more rather than Speed 2 or more (C13.921).
(C13.982) Fighters cannot “dock” externally since they have no
airlocks, hatches, pneumatic docking rings, magnetic grapplers, or
other such equipment. At best, a fighter could stop next to a unit that
is also stopped, at which point the pilot could don his protective suit,
open his cockpit, and leave the fighter to perform whatever task has
forced him to this unusual condition (e.g., boarding a derelict, handing
a computer disk to the pilot of another shuttle or someone standing in
that hatch of a shuttle or ship, etc.) This is under the same restrictions
as (C13.981) but the two units are described as “tethered” rather than
docked and the movement of either unit (e.g., under its own power,
towed by tractor) would break the “tether” immediately without other
effect on either unit. Once untethered, the fighter must remain
stationary and is unable to fire its weapons for 32 impulses as the
pilot returns to the cockpit and reseals it. The fact that a given fighter
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is a two-seat or heavy fighter, or that the pilot did not actually open
the cockpit hatch, does not relax these restrictions.

(C13.983) Any deck crew actions performed on shuttles docked in
this manner will take TEN times the normal number of impulses due
to the difficult conditions. If there are no formal deck crews (only the
pilots and shuttle crews) such actions will take TWENTY times the
normal number of impulses.

(C14.0) THE THOLIAN PINWHEEL
(Advanced Rule)

In Y167, Wing Commander Secthane of the Tholian Third Patrol
Squadron was surprised on border patrol by a Klingon squadron.
Unable to outrun the more powerful Klingon force, Secthane formed
his three ships into a “pinwheel,” (pinwheel) docking them stern-to-
stern-to-stern with their weapons facing outward. Secthane did not
survive the battle, but his log buoy revealed that the pinwheel was a
standard Tholian tactic. It is available to the Tholians in all time
periods.

|(C14.1) OPERATION OF A PINWHEEL |

The three ships are mated stern-to-stern-to-stern and function in
all ways as a single ship. Special SSDs are provided for some com-
mon configurations.

(C14.11) COMBINED UNIT: Energy is produced and allocated (B3.1)
collectively. Elements unique to one ship are transferred to other
ships in a pinwheel, e.g., a ship equipped with aegis can use the
aegis fire control system and is able to allow any other ship in the
pinwheel to use that system. All units in a pinwheel benefit from the
ECM or ECCM generated by any single unit. If a scout (G24.0) is part
of a pinwheel, and lends itself defensive ECM (G24.28), all units in
the pinwheel will benefit from this ECM until the sensor is destroyed
or blinded. External lending (G24.21) is given to each ship individually
and is not shared, including Offensive EW (G24.219).

(C14.12) WARP MOVEMENT: The pinwheel cannot move by warp
power. Warp power cannot be used for any movement-related
function (warp- Tactical Maneuver, EM, HET, etc.).

(C14.13) IMPULSE MOVEMENT: The pinwheel can move by
impulse power (one point of power moves it one hex, the maximum
speed). A pinwheel cannot rotate (C14.131) while it is moving.
(C14.131) If the PW does not move, but does allocate one unit of
impulse power to maneuvering, it can be set to rotate as a base; see
(C8.7). The only rotation rate a PW can use is three (hex sides per
turn). Rotation requires one point of impulse power each turn, and the
PW rotates for that entire turn. The rotation stops if rotation energy is
not allocated. Reserve impulse power cannot be used for rotation.
(C14.132) A pinwheel cannot use EM (C10.24).

(C14.133) A pinwheel can use a sublight Tactical Maneuver (C5.1) if
it is not rotating.

(C14.134) The one point of impulse power used for moving (C14.13),
rotating (C14.131), or for a sublight Tactical Maneuver (C14.133)
counts against the impulse limit (C2.111) and effectively limits the PW
to choosing one of these options in each turn. Per (C2.111) the PW
can stabilize its orbit (P8.432) without that energy counting against
this limit.

(C14.14) DISENGAGEMENT: A pinwheel cannot disengage by any
method including sublight evasion (unless it is separated).

(C14.15) RESET TO ZERO: Forming a pinwheel stops any positron
flywheel (C9.233) and resets all Turn Modes (C3.45) and side-slip
(C4.36) modes to zero. The ships are at Speed Zero (C2.233).

(C14.16) CRITICAL HITS: If a critical hit (D8.0) is scored on the
pinwheel, it affects only one of the three ships. Roll a die after arbi-
trarily designating one ship 1-2, another 3-4, and the third 5-6.

(C14.17) POSITIONAL STABILIZERS: Pinwheels do not have
positional stabilizers (G29.0).

(C14.18) TOWING COST: The towing cost of a pinwheel is equal to
the sum of the movement and towing costs of its elements.

MOVEMENT — C
|(C14.2) FORMING A PINWHEEL |

(C14.20) PROCEDURE: To form a PW, three eligible units, Annex
#7R, move into the same hex and end their movement on Turn #N.
On Turn #N+1, they do not move, but change their facing (within the
rules, e.g., by a Tactical Maneuver) so that they are facing in
directions A-C-E or B-D-F (each ship facing a different direction)
without leaving the hex. At the start of Turn #N+2 [if power is
allocated as per (C14.23)], the PW is formed and fully operational.
(C14.201) The formation of a PW (or its separation) is conducted and
announced in the Pinwheel Step of the Energy Allocation Phase.
(C14.202) Two types of pinwheels are possible, those formed from
non-PF ships (C14.21) and those formed from PFs (C14.22). In either
case, three ships are required. Ships and PFs cannot be mixed in the
same pinwheel.

(C14.21) SHIP PINWHEELS: Ships form pinwheels (PWs) based on
their hull types. A ship (non-PF) pinwheel is size class 2 for purposes
of life support (B3.3), shield cost (D3.32), etc. Categories of hulls for
purposes of pinwheels are listed in the rules below and will be
updated in the ship descriptions. Ships from different categories
cannot be in the same pinwheel (e.g., PC, CW, CoM).
(C14.211) PC: Any PC-hull ship can be used in a PC-pinwheel; see
the complete list in Annex #7R. PCs in pinwheels could have cargo
packs, but CPCs could not have pods.

First generation X-versions of the above listed ships cannot be
incorporated into a PC-pinwheel.

Neo-Tholian command modules can only dock with each other;
see (C14.214). Police cutters can only dock with eachother.
(C14.212) CW: Three CWs (including any variants listed in Annex
#7R) can form a pinwheel. Ships in CW-pinwheels could have cargo
(or other) packs, but LTTs could not have pods.
(C14.213) INELIGIBLE: Some units are not eligible to be part of a
pinwheel. These are listed in Annex #7R; examples include the
dreadnought, web tender, and cruiser and their variants.
(C14.214) CoM: Neo-Tholian command modules could pinwheel
(using the web caster as a web generator), but this is extremely
unlikely to happen.

(C14.22) PF PINWHEELS: Arachnid PFs can also form pinwheels,
but only if at least one is web-equipped (C14.231), and then only with
other PFs.

(C14.221) A PF pinwheel is considered to be size class 4.

(C14.222) The PF-PW requires one point of power (from the ship with
the web generator) to hold the PF pinwheel together (C14.23).
(C14.223) The PF-pinwheel does not require life support and uses
the PF shield reinforcement rules.

(C14.224) PFs in PWs can have warp booster packs (K1.6); if any PF
in a PW does, all are treated (for damage purposes) as if they do.

(C14.23) HOLDING: The pinwheel is held together by the web
systems. (Tractor beams are not an acceptable substitute.)

(C14.231) At least one ship in each pinwheel must have at least one
working web generator. The specific generator performing the task is
designated in the Energy Allocation Phase. The designation is not
announced unless a designated generator is destroyed.

(C14.232) Up to three generators (one per ship) can be designated
(C14.231). The power requirement (C14.233) is not increased, but
each ship must power its own web generator. This might be done to
avoid involuntary undocking (C14.32) due to the loss of a single
generator.

(C14.233) The ships of a non-PF pinwheel must allocate three units
of power per turn and have at least one working (undestroyed) web
box (C14.231) in order to remain together. One point of power must
come from the ship with the web generator that is holding the
pinwheel together; the other two points can come from any ship. PF
pinwheels (C14.222) pay less energy.

(C14.234) If the energy is not allocated, the pinwheel undocks
(C14.31). This is announced in the Pinwheel Step of the Energy Allo-
cation Phase, before other players have completed their Energy Allo-
cation Forms.

(C14.24) SHIELDS: The shield facing each direction (A, B, C, etc.) is
formed by combining the shield from each of the component ships
that faces in that direction.

EXAMPLE: The ships are facing in directions B, D, and F. The
shields of the pinwheel are as follows:
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SHIELD SHIP #1 SHIP #2 SHIP #3
A #6 #4 #2
B #1 #5 #3
C #2 #6 #4
D #3 #1 #5
E #4 #2 #6
F #5 #3 #1

Damage to shields when a pinwheel is formed or separated is
resolved along these lines. The Tholian player distributes the damage
to the three ship-shields that make up a pinwheel-shield at his option.
Prior damage to those shields of course reduces the strength of the
combined shield.

It has never been adequately explained how they accomplish
this as shields cannot otherwise be shifted or combined.

(C14.25) WARP ENGINES: The warp engines of one of the three
ships are arbitrarily designated “left,” another “right,” and the third
“center” by the Tholian player. These designations cannot be
changed as long as the pinwheel remains intact. This designation
must be announced immediately upon docking.

(C14.26) TRACKS: When a pinwheel is formed:

(C14.261) The Excess Damage boxes of all three ships are com-
bined. When the pinwheel separates, these hits are distributed
among the three ships as evenly as possible by the Tholian player.
(C14.262) The Damage Control Rating of the pinwheel is the sum of
the highest undestroyed damage control box on each of the compo-
nent ships. The Tholian player scores any Damage Control hits on
the ships of the pinwheel at his option (within the normal rules). When
the pinwheel separates, each ship retains its own track with any
damage suffered.

(C14.263) Only one Sensor and one Scanner track operates (owning
player’s choice); the owning player can switch from one ship’s track
to another during the Energy Allocation Phase of each turn.

(C14.27) SHIPS WHICH CANNOT FORM PWs: A ship camot be
incorporated into a pinwheel if it is in stasis (G16.0), on Erratic
Maneuvering (C10.24), or cloaked (G13.0).

Ships that have landed on a planet cannot form a pinwheel; see
(C14.46).

Ships listed in (C14.213) cannot be in pinwheels.

(C14.28) PRIOR INVOLVEMENT

(C14.281) Any seeking weapons targeted on a ship incorporated into
a pinwheel accept the pinwheel as their target.

(C14.282) If any element of the pinwheel was held in a tractor beam
or PPD wavelock when the pinwheel is formed, the entire pinwheel is
held in that tractor or wavelock. See (C14.37).

(C14.29) BLOCKED ARCS: The LR and RR firing arcs are blocked
on all ships, but other firing arcs operate normally. (Note that this
includes the LR and RR portion of larger arcs, such as RX, LS, RS,
360°, etc., but does not include the hex rows forming the boundary
between the LR and L and between the RR and R arcs.) Snares
(E13.0) cannot be used except as web generators to hold the
pinwheel.

| (C14.3) SEPARATING A PINWHEEL |

(C14.31) SEPARATION: The pinwheel can be voluntarily separated
into three separate ships at the beginning of any turn, during the
Pinwheel Step of the Energy Allocation Phase. At this point, the
pinwheel counter (if used) is replaced with the ships, which are
placed facing in the respective positions (A-C-E or B-D-F).

(C14.32) LOSS OF WEB BOXES: If all web boxes designated as
holding the pinwheel together (C14.232) are destroyed or become
non-functional (by any means), the pinwheel is considered
involuntarily separated at the end of the turn (in the Ships Committed
to dock Step) when the last designated (C14.231) web generator was
destroyed. This occurs even if other, non-designated, web generators
remain available, although that would allow the ships to re-dock as
per (C14.20) at a later time. (There would be a minimum of one turn
in which they were not treated as a pinwheel.) The enemy player
cannot directly force a pinwheel to separate. Another form of
involuntary separation is found in (D22.57).
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(C14.33) MODES ZERO: All three ships function normally
immediately after separation. They are at Speed Zero for purposes of
acceleration and can begin moving on the next turn (or they could
begin re-docking). The ships have not accumulated any movement
toward the satisfaction of turn or sideslip modes.

(C14.34) CREW UNITS: Any crew unit, deck crew, or boarding party
casualties scored on the pinwheel are distributed by the Tholian
player to any of the ships of the pinwheel at his option. Consequently,
each component ship maintains its own separate listing of crew units,
etc., during the time they are docked. Crew units can be transferred;
see (C14.42).

(C14.35) ESCAPE: Component ships cannot escape (D21.4) from a
destroyed pinwheel. Shuttlecraft, crews, and PFs (those attached to
PC-pinwheel ships, not those forming a PF-pinwheel) on those ships
can escape by the normal rules.

(C14.36) SEEKING WEAPONS: If seeking weapons are targeted on
the pinwheel when the ships separate, each seeking weapon will
randomly select one ship as a target; use the procedure in (C14.16).

(C14.37) TRACTOR BEAMS: If the pinwheel is held in a tractor
beam (or PPD wave-lock) and then separates, only one of the com-
ponent ships (determined randomly) remains held by the beam (or
wave-lock). Use the procedure in (C14.16) to randomly determine
which ship is held in the beam/wave.

|(C14.4) EFFECT OF A PINWHEEL |

(C14.41) INDIVISIBILITY: Individual elements of a pinwheel cannot
be placed in stasis (G16.0), displaced (G18.0), tractored (G7.4),
cloaked (G13.0), or surrounded by a hellbore/enveloping plasma
torpedo. In each case, however, the entire pinwheel can be (as if it
was a single unit).

(C14.42) TRANSFERS of crew and cargo between ships of a
pinwheel are conducted as if the ships were docked (C13.95).

(C14.43) SCOUTS: If one component ship is equipped with scout
(special sensor) channels, the fire of other component ships will blind
these channels (G24.13).

(C14.44) DOCKING: A ship (not a component of the pinwheel)
docked to one component ship of a pinwheel is presumed to be
docked to the #1 shield docking station of that ship (C13.915) and
connected by a passage [if using (D16.0)] to the forward area of that
component ship. Firing arcs are blocked on the pinwheel and the
other ship; see (C13.941).

(C14.45) WEB: Pinwheels cannot lay web (G10.21), but can reinforce
web in the same or an adjacent hex. A pinwheel can serve as an
anchor (G10.13) if another ship lays web to the pinwheel or if the pin-
wheel is formed in a web hex. The web used to hold the pinwheel
together does not count as web for purposes of an interaction
between two webs, e.g., (G10.124). A pinwheel can operate web
spinners (G10.24).

(C14.46) LANDING: Pinwheels cannot land (P2.4). Ships which are
landed (on planets or large asteroids) cannot form pinwheels.

(C14.47) BOARDING: For purposes of boarding party combat, treat
each ship of the pinwheel separately.

(C14.471) The pinwheel shields are combined (C14.24) so you can-
not board one ship if that ship has one shield totally destroyed,
assuming that at least one other component ship has a shield facing
in that direction. If one of the combined shields is down, all of the
ships in the pinwheel can be boarded (by transporter) through that
shield.

(C14.472) As the ships can transfer boarding parties, they can assist
in each other’s defense.

(C14.473) Capturing the section (D16.0) with the designated web
generator (C14.231) could force an involuntary separation if the
enemy marines deactivated the generator.

| END OF SECTION (C0.0) |
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(D0.0) COMBAT

Combat takes place during the impulse procedure of each turn.
Combat consists of firing weapons at the units of the opposing player
(or players) with the intention of damaging or destroying those units.

|(D1.1) PURPOSE OF COMBAT |

The actions of combat are a means to an end, not an end in
themselves. Combat is a means to gain or maintain control of territory
or to destroy or reduce enemy forces as a means to that end. The
operation of combat involves causing damage to enemy units to such
an extent as to destroy them or compel them to go elsewhere.

|(D1.2) OPERATION OF COMBAT |

Within the game, players will use weapons to cause damage to
enemy ships (or other units). The impact of each weapon results in a
number of “damage points” as determined by the rules for that
weapon. These damage points are then allocated by the Damage
Allocation Chart or DAC (D4.21) to cause damage to specific
equipment on board the ship (or by other procedures to cause
damage to other types of units), thereby reducing its capabilities.

|(D1.3) WEAPONS TYPES |

Weapons are divided into two types. These are “direct-fire” and
“seeking.” Direct-fire weapons score damage immediately when they
are fired. Seeking weapons move toward their targets and score
damage after impact; this movement may take several impulses or
even several turns. Many other systems, such as mines (M0.0) and
expanding sphere generators (G23.0), cause damage and therefore
have some of the effects of weapons, even though they are not
actually weapons.

The term “weapons” is used in various contexts to include
different items. Refer to Annex #7D for specific information.

(D1.31) DIRECT-FIRE WEAPONS include, for example, phasers,
disruptor bolts, and photon torpedoes. Direct-fire weapons are
covered in section (E0.0). These are weapons, which are aimed and
fired at targets; their effects are resolved immediately (in the Direct-
Fire Segment).

(D1.32) SEEKING WEAPONS include drones, plasma torpedoes,
and in some cases shuttlecraft. Seeking weapons (F0.0) are
“launched” during a specific part of the turn and represented by a
counter that moves on the map and follows a target. Their damage is
resolved during the Movement Segment (when they hit their targets).

| (D1.4) RANGE |

To determine the range to the target, count the number of hexes
from the hex occupied by the firing unit to the hex occupied by the
target unit along the shortest possible route without skipping hexes.
Count the hex occupied by the target, but not the hex occupied by the
firing unit. If both are in the same hex, the range is zero. This is the
“true range.” The “effective range” (which may be different from the
true range due to sensors, scanners, cloaking devices, and other
effects) is the range used on the various weapons tables. The line of
fire is traced from the center of the hex the firing unit is in to the
center of a target unit's hex. If the line of fire passes through blocking
terrain, it is blocked. Even though you could count a line of fire
between the two units that does not pass through any blocking terrain
hexes, direct-fire would be still blocked.

COMBAT — D

Effective range = True range [which will be doubled if there is no lock-
on, perhaps because of sensor (D6.1) damage or
a cloaked (G13.301) target]
+ Scanner factor
+ other adjustments required by various rules, such
as a nebula (P6.71) which adds three for some
effects, or a cloak (G13.302) which adds five.
All range rules use “effective range” unless specified otherwise.

| (D1.5) FRIENDLY FIRE |

There are some cases under which a unit may be compelled to
fire on a friendly unit (i.e., a ship on the same side). This is known as
“friendly fire,” a term that indicates the origin (not the nature) of the
firepower involved. To prevent player abuse, there are several
restrictions on this procedure. Units may not fire upon or guide
weapons targeted on a friendly unit except in the cases listed below.
(Note that the target unit may be manned or unmanned.)

Players are never required (by the rules) to use friendly fire. The
tactical situation may make it advisable.

(D1.51) SELF-DESTRUCTION: A friendly unit may be fired upon if it
is eligible for self-destruction (D5.51). Friendly PFs can be fired at
only if the entire crew has been evacuated.

(D1.52) CAPTURE: A friendly unit may be fired upon to prevent its
capture. This is defined as one or more of the following conditions:
(D1.521) The unit is in danger of being captured by boarding. To
qualify for this, it must satisfy all of the following requirements:

A. Be within transporter range of at least one enemy ship with
available boarding parties and operable transporters.

B. Have at least one destroyed shield facing enemy ships within
transporter range.

C. Have enemy boarding parties on board equal to 75% of its
own boarding parties (round fractions up) including all currently
available conversions to militia. (If the enemy boarding parties are
equal to 150% of the friendly ones, conditions A and B are not
required.)

(D1.522) Other friendly units are disengaging and the unit in question
is unable to disengage. In this case, all friendly units must, after firing
at the unit, proceed to disengage in an expeditious manner. They
may fire at the endangered unit until it is destroyed. They may fire
only at that unit [plus any target qualified for Aegis (D13.2) fire] until
they have disengaged. The disengaging player must announce when
he is invoking this rule; this can be done on any given impulse.
(D1.523) The unit is held in an enemy tractor beam and is unable to
break free after at least one complete turn of attempting to do so,
including using all reserve power and the maximum available power
(not counting weapons, shields, fire control, life support, and one
point of movement) during an Energy Allocation Phase auction.
(D1.524) If the ship is captured by enemy boarding parties, it
becomes an “enemy” ship and can be fired on; the friendly fire rules
do not apply.

(D1.53) SEEKING WEAPONS: Friendly seeking weapons can be
fired upon without restriction. This rule applies if the weapon has a
chance of scoring one or more damage points, regardless of whether
or not actual damage results from the die roll.

A friendly scatter-pack shuttle which is fired upon (by friendly
fire) but not destroyed (or even damaged, i.e., the shot misses) loses
its tracking and goes inert; see (FD7.47). (This does not apply to
other seeking weapons.)

(D1.54) WILD WEASEL: An active friendly wild weasel may not be
fired upon at any time because of the battle computer interlocks. A
voided WW may be fired on to prevent its capture; see (J3.22).

(D1.55) SWAC, PFS: A friendly SWAC shuttle or wild PF scout is
treated as a ship for purposes of friendly fire.

(D1.56) SELF-FIRING: Ships cannot fire at themselves, launch
seeking weapons at themselves, or guide seeking weapons toward
themselves. Ships cannot allow their own weapons to explode in the
launch tubes. (You might want to do it, but your weapon crews do not
appreciate your motives.)

ECM drones using station keeping (FD9.11) are an obvious
exception to this rule. While an ECM drone could also carry an
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explosive payload, an ECM drone-using station keeping would never
explode because it never hits its target.

(D1.57) ANDROMEDAN MAULERS: Andromedan ships may fire at
their maulers for purposes of recharging energy, but only if the fire
cannot (by any mathematical chance) exceed the capacity of or
penetrate the panels. This rule does NOT allow a mauler to fire at
other Andromedans (including another Andromedan mauler), nor
does it allow a non-mauler Andromedan to fire at other
Andromedans.

(D2.0) FIRING ARCS

All ships with weapons have those weapons designated as to
which direction they can fire. This is done in terms of firing arcs.

[(D2.1) FIRING ARC DESIGNATIONS |

Note the diagram to the 4

right. This diagram is used to LF RF
designate firing angles for all
ships in the game. It is repeated
on each SSD. The area around L “ q R
each ship is divided into six @
“firing arcs,” each of which is 2 &
designated by code letters:

LF - left forward, RF - right LR RR
forward, R - right, L - left, RR -
right rear, LR - left rear.

(D2.11) DESIGNATION: Each weapon on the SSD (except for
drones and ADDs) is marked with one or more of these designations.
For example, the left phasers on the Federation heavy cruiser are
marked: L+LF. This indicates that they can fire in the left and left
forward firing arcs. Note that when several weapons are shown as a
group of adjoining boxes (such as the two phasers on the Fed CA just
mentioned), all of them can fire in all of the arcs shown. In some
cases (such as the wings of the Gorn BC), two separate sets of
phasers are given a single firing arc designation to save space.

(D2.12) BOUNDARIES: Each firing arc is a 60° section of the map
bounded by two straight rows of hexes.

For example, a ship in hex 0925 which is facing hex 1025
(direction C) would have a right forward (RF) firing arc bounded by
the row of hexes from 0925 to 1628 (directly forward) and the row
from 0925 to 0932. All hexes on these rows (which extend to infinity)
are within the RF firing arc and can be fired at by any weapon
capable of firing in the RF arc (examples: 1132, 1229, 1430, 1831,
0927, and 1528). Hexes outside of this arc (examples: 0716, 2610,
0924) cannot be fired at by a weapon with only the RF designation.

STAR FLEET BATTLES

(D2.13) 360° FIRING ARCS: Some weapons are designated as 360°.
These weapons can fire in ANY firing arc. Note that each firing arc
overlaps the adjacent arcs on each side by a single row of hexes. For
example, all six phasers in the saucer of the Federation Heavy
Cruiser can fire down the hex row directly ahead of the ship.

(D2.14) SPECIAL CASES: Some ships have special firing arc
restrictions or additions noted directly on their SSD.
Rule (D2.3) below has some other special firing arcs.

| (D2.2) COMBINED FIRING ARCS |

For simplicity, some firing arc designations are combined into a
shorthand version. Combined designations used in the game are:

FA = FRONT ARC =RF +LF

FX = FRONT ARC EXPANDED =L+LF+RF+R
RA = REAR ARC =LR+RR

RX = REAR ARC EXPANDED =L+LR+RR+R
RS = RIGHT SIDE =RF+R+RR
LS = LEFT SIDE =LF+L+LR

FH = FRONT HEMISPHERE = See (D2.31)

RH = REAR HEMISPHERE = See (D2.31)

LP = LEFT PLASMA = See (D2.34)

RP = RIGHT PLASMA = See (D2.34)

FP = FRONT PLASMA = See (D2.34)

AP = AFT PLASMA = See (D2.36)
LPR = LEFT PLASMA REAR = See (D2.36)
RPR = RIGHT PLASMA REAR = See (D2.36)
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| (D2.3) SPECIAL MODIFIED FIRING ARCS |

The limitations of the hex grid and its 60° arcs make it
impossible to accurately reflect the firing arcs of certain ships.
Specially designated arcs must be used.

(D2.31) HEMISPHERIC FIRING ARCS: The FH (front half or front
hemisphere) firing arc is that shown in the diagram below.

RO
o2e % 2e2s

The RH (rear half or rear hemisphere) firing arc is shown below. It is
used on the Federation Heavy Cruiser (with rear-phaser refit) and
some other ships.
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(D2.32) KLINGON WING PHASERS: The wing phasers on certain
Klingon ships have a modified firing arc as shown in the illustration
below. This illustration is for the right wing phasers on the D7
battlecruiser. This firing arc is used on the D7-, C7-, and D5-class
ships (and their variants, and others so noted in their rules).

The hexes marked “+” represent hexes added to the firing arc of
this position; they extend in a regular pattern to the full range of the
weapon. A “regular pattern” continuing as shown would include all
hexes in the #5 shield arc not on the #4 shield boundary. This phaser
position is able to fire cross-decks into a part of the left-forward arc,
the two gaps representing the blind spots created by the command
boom and left engine. The adjustment is included in the BPV. The
hexes marked “-” are deleted in this revised firing arc. The right wing
phasers CANNOT fire into the adjacent hex in direction 6 because
the arc is too narrow to establish a firing solution. The D5G and D5H
cannot use the “cross deck” arcs if they are carrying a pod.
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Note: Right Wing Phasers are shown.
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(D2.33) KLINGON FORWARD PHASERS: The forward phasers on
certain Klingon ships use the firing arcs shown. The shaded boxes
are part of their normal firing arc; the hexes marked “+” are used
when the revised, “true” firing arcs are used; + hexes extend in a
regular pattern to the maximum range of the weapon.

The forward phasers of the C7, DX, D7, D6, D5 (note that a pod
will block the rear-firing arc on a D5G or D5H), F6, FX, F5L, F5, E5,
E4, E3, G2, Cadet Ship, and Tug (pods will block the rear firing
corridor) and all variants thereof, have the firing arcs shown. Other
ships use these arcs if designated to do so. Most Klingon SSDs
include notes referring to these special arcs.

The B10, C9, C8, and Tug (with pods) have the side extensions
to the main FX arc, but cannot fire to the rear so they do not have the
shaded or + hexes directly behind the ship.
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In the case of ships which have their forward phasers divided
into two separate banks (FA+L, FA+R, such as F5) the L+FA phasers
use the additional hexes on the left side (only), while the FA+R
phasers use the additional hexes on the right side (only).

The wing phasers on the C8, C9, and B10 can fire to the rear
into the hex row extending directly behind the ship, and into the
additional (+) hexes on one side of that row (right wing to right side,
left wing to left).

The illustration below shows the rear firing area for the right wing
phasers on the B10 or C8/9 and for the right side boom phasers on
the F5 (also E5, E4 series).
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(D2.34) PLASMA TORPEDO SWIVEL MOUNTS: Certain ships are
equipped with swivel mounts for their plasma torpedoes. These ships
are able to track targets in a 180° firing arc and to fire their weapons
in any of three specified directionsThe illustrations below show these
arcs, which are designated LP, FP, and RP (for left, forward, and right
plasma arcs).

Some ships have small type-F plasma torpedoes in LS or RS
mounts, rather than LP or RP. These can track targets in the LS or
RS arcs and can be fired in directions 1, 5 or 6 (LS) and 1, 2 or 3
(RS). This is primarily an anti-fighter defense weapon, set in this arc
to avoid a blind spot at the tail.

Plasma racks for type-D torpedoes using LS/RS arcs are defined
in (FP10.12).
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(D2.35) ISC REAR-FIRING PLASMA TORPEDO ARCS: Most of the
ships used by the Interstellar Concordium (R13.0) are equipped with
rear-firing type-F plasma torpedoes.

The ISC is presented in Module C2. If you do not have Module
C2, this data can be ignored.

(D2.36) GORN BATTLE POD REVERSE SWIVEL PLASMA
TORPEDO FIRING ARCS: These arcs are used by the Gorn Heavy
Battle Pod and Light Battle Pod carried by their tug and light tactical
transport. The position of the pod on the ship requires these unusual
and difficult to use arcs.

These pods are in Advanced Missions and Module R4; this data
can be ignored by Basic Set users.

Arrows denote launch direction.
Shading denotes tracking arc.
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(D3.0) SHIELDS

Shields are the primary defense of starships in this game.
Shields will absorb tremendous amounts of punishment, can be
operated at various power levels, can be repaired during the
scenario, and can be reinforced.

Shuttles and seeking weapons do not use these shield rules
(except in special cases noted in certain advanced rules).

| (D3.1) DESIGNATIONS OF SHIELDS |

(D3.11) NUMBER: Each ship is surrounded by six shields. These are
numbered one through six, and each shield faces one of the six
surrounding hexes. (For example, if a given starship was in hex 0202
and facing hex 0201, the #1 shield would be facing hex 0201, #2
would be facing 0302, and #5 would be facing 0103.)

Exceptions: Interceptors (K3.4) have two 180° shields. Some X-
shuttles (X0.0) have one 360° shield. Certain other units (noted in
their respective rules) have other shield arrangements.

(D3.12) POSITION: The shields are fixed in position relative to the
ship and cannot be rotated or moved. If a given shield is down, it is
down until repaired by damage control (D9.0) or other repair systems.
No other shield can be shifted into its position or expanded to cover a
larger arc. The #1 shield will always be to the front of the starship.

(D3.13) STATUS: Shields can be “down” [reduced to zero strength by
damage (D3.21)] or “dropped” [voluntarily inactivated to facilitate the
use of transporters (D3.5)].

| (D3.2) SHIELD OPERATION |

The shields are represented on SSDs by rectangular groups of
boxes surrounding the ship. These are marked “shield #1,” etc.

(D3.21) DAMAGE: Each hit on a shield checks off one box. When all
boxes on a given shield are checked off, the shield is “down.”
Damage points scored on a shield that is “down” penetrate to the
interior and destroy systems within the ship. These are called
“internal hits” or “internal damage points.”

EXCEPTION: In the case of ships with armor (D4.12), damage
which penetrates the shields must also penetrate the armor before it
is considered “internal” damage. Also, General Reinforcement
(D3.341) can stop damage that would otherwise hit a down shield.

(D3.22) REINFORCEMENT AND REPAIR: Shields can be reinforced
(D3.34) and repaired by Damage Control (D9.2). Shields can also be
repaired by Continuous Damage Control (D9.7), but this would
probably be a waste of resources. Shields can also be repaired by
Repair systems (G17.32), but they cannot be repaired by Emergency
Damage Repair (D14.23).

(D3.23) DROPPING SHIELDS: Shields can be dropped by (D3.5),
but if this is done, the fact must be announced immediately at the
time any shield is dropped.

(D3.24) DETECTING STRENGTH OF SHIELDS: The strength of
your shields is generally known to your opponent.

(D3.241) Rule (D4.14) provides that the ship portion of the SSD can
be inspected at any time, so the enemy will usually know how many
damage points have been scored and how many boxes remain on
each shield.

(D3.242) The operating level (off, minimum, standard) of shields will
be known; see (D3.31). Any shields that have been dropped will be
known; see (D3.54).

(D3.243) If using the optional Tactical Intelligence rule (D17.0), this
information will not be known except as provided therein.
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| (D3.3) ENERGY COST OF SHIELDS |

Shields can be operated at “minimum” level or at “full strength.”
They can also be repaired. All of this requires varying amounts of
energy depending on the ship.

NOTE: As with most rules involving energy, the optional Energy
Balance due to Damage (D22.0) rules could result in allocated power
being cancelled in mid-turn.

(D3.31) STRENGTH OF SHIELDS: Minimum shields are five boxes
in each direction. Full strength shields mean that all of the boxes
printed on the SSD are active and available to absorb damage. The
difference between minimum and standard shields can be detected;
the ship must announce its shield level when entering the scenario
and whenever it changes. See also Tactical Intelligence (D17.4)
Level B.

Reinforcement (D3.34) creates the effect of additional boxes, but
these boxes cannot be detected; exception (D17.71).

(D3.32) COST OF OPERATION: The cost to operate a ship’s shields
is based on its size. The size class of each ship is shown on the
MASTER SHIP CHART. The cost to operate shields (per turn) is
shown below:

SIZE CLASS MINIMUM FULL TOTAL
1 (Starbases) = 2 + 5 =7

2 (Dreadnoughts) = 1 + 3 =4

3 (Cruisers) = 1 + 1 =2

4 (Destroyers) = 05 + 0.5 =1

5 (PFs) =05 + 0.5 =1

6 (Shuttles) — Not Applicable —

7 (Seeking weapons) — Not Applicable —

Note that all costs are given as Minimum+Full, and full shields
cannot be operated without also operating minimum shields. For a
ship to have all of the boxes on its SSD active, it pays the number in
the “Total” column.

Separated booms and saucers (G12.332) do not pay for shields.

(D3.321) When not using fractional accounting (B3.2), the cost of op-
eration for size class 4 or 5 is 1 for minimum and +0 for full. The ship
types in parenthesis are generalizations for purposes of illustration;
refer to the MASTER SHIP CHART for the size class of each ship.
(For example, the Gorn Heavy Destroyer is in fact a size-3 cruiser.)
(D3.322) Energy for shields can be provided during Energy Allocation
or can be reserve power (H7.34). If energy is allocated for shields
during Energy Allocation, the shields are presumed to be up from the
start of the turn unless declared otherwise by the owning player. [If
the shields had been dropped during the previous turn, the 1/4-turn
delay (D3.52) could delay their activation.] If energy was provided
during allocation but the shields were not activated, the power
remains available and the shields may be activated during the
Operate Shields Step of any later impulse. Shields activated at
minimum level can be raised to standard level with reserve power or
with allocated power during the Operate Shields Step of any impulse
[but not in response to damage (H7.345)]. Any change in shield level
is done during the Operate Shields step of the Impulse Activity
Segment of any impulse. Dropping shields is covered in (D3.5).

(D3.33) OPERATION OF MINIMUM SHIELDS: If a given shield has
twenty boxes, but is operated at “minimum” level, only five of those
boxes are operable and available to absorb damage. If six (or more)
hits were scored on the shield in this condition, the first five would
destroy the minimum level shield and the remainder would penetrate
to become internal hits, even though fifteen undestroyed (but
unpowered) shield boxes remained.

(D3.331) The five boxes of the minimum shield are the first to be
destroyed and the last to be repaired, even if the shield is at full
power. Thus if the shield above was at full power and took two
damage points (reducing it to eighteen), and later was operated at
minimum power, it would only have three working boxes. It could be
reinforced. There is an exception for detached booms and saucers in
(G12.333).

(D3.332) Enemy sensors (assuming they have a lock-on) are capable
of telling if a ship’s shields are at full or minimum levels at a range of
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50 hexes; see (D17.4) Level B. See (D17.71) for an optional
exception. Also note Q-ships (R1.7) for another exception.
(D3.333) Some smaller ships have only five (or fewer) shield boxes.
These ships can pay the minimum shield cost and need not pay the
full cost.
(D3.334) Any change in the shields, from full to minimum, or from
minimum to full, can only be done once in any eight impulse period,
i.e., if dropped to minimum on Impulse #8 they cannot be raised back
to full until Impulse #16. A change during Energy Allocation counts
Impulse #1 as the first impulse to determine the interval before the
next change. Shields can be dropped completely on any impulse
irrespective of their setting or when their setting was changed (D3.5)
and might be dropped while at minimum setting and raised at full
strength.

NOTE: There are relatively few uses for minimum shields, and
beginning players can safely ignore this section and simply pay the
total cost in (D3.32) for full-strength shields.

(D3.34) REINFORCEMENT: The purpose of reinforcement is to use
some of the ship’s energy to absorb hits and prevent them from
damaging the ship’s shields (i.e., to avoid marking out any boxes on
the SSD). General reinforcement can be used so long as the shields
are operated on at least minimum level, even if no shield boxes
remain. Note that ships which never had shields (for example,
Andromedans) cannot use either type of shield reinforcement.
See (D3.55) for rules on dropping reinforcement.
(D3.341) GENERAL REINFORCEMENT: Energy supplied for general
reinforcement is divided by two, and the result (round fractions down)
is the number of general reinforcement points available during that
turn. These points reinforce all shields and are eliminated by the first
damage points from any direction (but NOT from each direction). For
example, if ten units of energy had been provided during the current
turn, this would provide five points of general reinforcement. The first
five damage points scored on the ship during this turn (regardless of
direction) destroy this general reinforcement.
(D3.3411) When resolving damage, any points of operating
general reinforcement must be used before using any points of
specific reinforcement, and all reinforcement must be used
before any SSD boxes are destroyed. This is NOT at the option
of either player.
(D3.3412) In the case of certain weapons, such as enveloping
plasma torpedoes (FP5.0) and hellbores (E10.0), general
reinforcement is subtracted from the weapon’s strength before
damage is calculated. It is the number of general reinforcement
points, not the number of energy points, that is subtracted.
(D3.3413) On any given impulse during any given damage step,
if damage from more than one direction strikes a unit with
General Shield Reinforcement (GSR), even against the same
shield facing, the larger damage total is resolved against the
GSR first before any of it is combined into volleys (D4.22). If
equal damage is scored from two or more directions, roll a die to
determine which is resolved first.
(D3.342) SPECIFIC REINFORCEMENT: Energy supplied for specific
reinforcement adds a number of “extra” boxes (equal to the amount of
energy applied) to that shield for the duration of the current turn.
(D3.343) DOWN SHIELDS: A shield that is down (or which has been
dropped) cannot be reinforced, but general reinforcement would still
block fire coming from that direction (for as long as it lasts).
EXAMPLE: A given ship has a front shield consisting of twenty
boxes. The ship has allocated ten points of energy to reinforce the
front shield and six points to general reinforcement. At a given point
in the turn, two damage points are scored on a different shield,
eliminating two of the three points of general reinforcement. Later
during the turn, fifteen points of damage is scored on the front shield.
The first point is stopped by general reinforcement, the next ten by
specific reinforcement, and the last four score “permanent” hits (i.e.,
they check off boxes which could be repaired later) on the shield,
reducing it from twenty boxes to sixteen. Note that without the
reinforcement, the shield would have been reduced to five boxes.
(D3.344) INDEPENDENCE: General and specific reinforcement are
independent of each other. A ship is not required to operate one type
in order to operate the other type.
(D3.345) RESERVE POWER can reinforce shields; see (H7.34).
(D3.346) INACTIVE STATUS: As with energy allocated to shields
which remain inactive (D3.322), reinforcement energy can be
provided by allocation and left inactive. It can then be activated under
the Operate Shields Step. Note that such reinforcement energy
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cannot be raised in response to an attempt by an enemy to transport
boarding parties onto the ship, only general shield reinforcement
provided by reserve power can be used for that purpose (G8.32).
(D3.347) ANNOUNCEMENT: If a shield is reinforced, and is hit by an
amount of damage less than the reinforcement energy, including any
reserve power allocated to the shield in response to the damage, only
needs to announce that no “shield” damage was scored. This means
that if a shield with four points of reinforcement is hit by three points
of damage the player only says that shield is undamaged, not that he
had four points of reinforcement (or whether the reinforcement was
specific or general). If the shield was hit by five points of damage, he
would only say that the shield took one point of damage, he does not
have to say if the reinforcement was allocated or from reserve power.
Note that in some cases General Shield reinforcement must be
identified as such, i.e., the resolution of hellbore (E10.0) or
enveloping plasma (FP5.0) torpedoes, or if there is no shield.

(D3.4) DETERMINING WHICH SHIELD
WAS STRUCK BY ENEMY FIRE

(D3.40) GENERAL.: It is important to determine which shield has
been struck by incoming fire.

(D3.401) SEEKING WEAPONS: In the case of seeking weapons, this
is the shield facing the hex that the weapon approached from. If the
weapon was launched in the target hex and struck the target before
the target moved, determine what shield would have been hit by
direct-fire weapons fired by the launching ship (D3.42); this is the
shield hit by the seeking weapon. (NOTE: As per the Sequence of
Play, the target will have the opportunity to fire at the weapon before
it impacts.)

(D3.402) DIRECT-FIRE WEA-
PONS: For direct-fire weapons,
the line of fire must be
determined. To do this, simply
draw an imaginary line from the
center of the target ship’s hex to
the center of the firing ship’s
hex, and determine which shield
is crossed.

EXAMPLE: A ship in hex
0202 is attacked by a ship in
hex 0305. A line from hex 0305
to hex 0202 crosses the hex
side separating hex 0202 from
hex 0203; therefore, it is the
rear shield (#4) which takes the
damage.

(D3.41) SHIELD BOUNDARIES: In the event that the line from the
firing to target hex travels exactly along a hex side (for example, if the
firing ship in the illustration above was in hex 0304), then the shield
actually hit is resolved as follows:

A. Examine the impulse chart,

B. Determine which ship is scheduled to move next (including

the Order of Precedence), and
C. Move that ship (temporarily, for purposes of this
determination only) one hex directly forward.

D. Judge the shield facings (not firing arcs) from this position.

Note specifically that this “move one hex forward” principle is
used regardless of what the owning player wanted, intended, or
considered moving on the next impulse, that it is used even if it is
physically impossible or tactically unwise to actually move forward
(planet, minefield, map edge, etc), and that this does not in any way
obligate the player to actually move forward on the next moving
impulse. Future speed changes have no affect until they take affect.
The fact that a given unit has announced it will be moving faster (or
slower) has no impact on the determination of who will move on the
next impulse during the Direct-Fire Weapons Segment (6D), or any
other segment or phases, e.g., shield crackers, transporters, etc.,
between the announcement and when it takes affect. Previously
announced speed changes take effect during the Voluntary
Movement Stage (6A2) of the Sequence of Play as part of
determining which playing pieces move on the impulse. The intent
here is to determine which way the line of sight between the ships is
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tending to rotate. The ship does not actually move, and the range is
based on the actual hexes occupied. Movement that might be caused
by terrain (e.g., black holes, nebulas, etc.) or other effects (e.g.,
tractor rotations, earned Tactical Maneuvers, potential quick
reverses, etc.) is ignored.

If both ships are scheduled to move, refer to (D3.43).

If one of both ships are caught in a web, use their effective
speed [as adjusted by the web (G10.513)] for purposes of
determining the shield hit.

(D3.411) In the case of ships at 0202 and 0304, if the ship at 0304
were to move next, it is presumed to move to hex 0303, and the
shield would be determined from this position, and the #3 shield
would take the damage. This procedure assumes that the moving unit
will move directly forward. It does not create a requirement for the
unit to actually move forward when the “real” movement step arrives.
It is possible for such a move to completely change the situation.
(D3.412) Consider the case of the two
ships at right. Both ships are moving in
parallel and opposite directions. If
either were moved forward one hex
while the other stayed in place, their #6
shields would clearly be facing. But if
both are scheduled to move
simultaneously, their #5 shields would
be facing. In such case, you would
consider the shield that would be
crossed first, that being #6, because
this is the shield that the line of fire is
“tending toward.”

(D3.42) SHIPS IN THE SAME HEX: If two ships are in the same hex,
relative firing directions and shield facings are determined as follows:

1. Determine which ship entered the hex first; see (C1.313) if

both entered on the same impulse. Return the other ship to
the hex which it previously occupied and judge the firing
arcs and shield facings from this position.

2.1f (C1.313) produces a draw (both ships entered

simultaneously), use (D3.43).

Facing is set when the two ships first enter the hex. The slower
ship enters the hex FIRST. The faster ship then enters establishing a
relationship of their shields. A subsequent HET by either ship within
the hex does not change their relative directions, but will change the
facing shield of the ship(s) which HET(s). A subsequent movement in
which both ships move simultaneously into a new hex changes
nothing (assuming both ships have the same turn modes and speed).
The facing of the two ships relative to each other for purposes of fire
on that subsequent impulse would still be the same even if a tractor
link was released/broken during Impulse Activity. Note that if there
are more than two ships in the hex, this is applied to each ship
individually. This is also used to determine relative facings of units in
a hex to resolve damage from ship explosions within that hex.

In the examples below, ships X and Y are both moving and have
the exact same movement precedence under (C1.313). It is NOT
impulse 32.

EXAMPLE 1: X in 1009 heading D, Y in 1011 heading A. Both
move forward into 1010. The key to this example is a very important,
oft neglected part of (D3.43): “Players are advised to resolve the
situation with common sense, defined by these principles . . .”
Common sense shows that the #1 shields of each ship are facing
each other. It does not matter which ship moves "first," they are
facing each other.

EXAMPLE 2: X is 1009 heading C, and Y is in 1011 heading F.
Both ships turn right and enter 1010. This is actually identical to
Example 1. X will be in direction A of Y, and the result of their turns
will be their #1 shields facing each other. Similarly, if the two ships
slipped into 1010, the #2 shield of X would be facing the #6 shield of
Y. Their facings relative to the map would be the same, although
different shields are bearing.

EXAMPLE 3: X is in 0910 heading C, and Y is in 1011 heading
A. Both move forward into 1010. At Range 2, this gets resolved by
(D3.43-A), but at Range Zero, (D3.43-A) and (D3.43-B) don't really
work, so it falls through to (D3.43-C). Unless the players previously
agreed to use another method, (D3.43-C3) would be used. X would
choose whether Y is facing his shield #1 or #2. Y would choose
whether X is facing his shield #1 or #6.

Let's say that X chooses shield #2 and Y chooses shield #1 to
be facing the other ship. In essence, this means that the players have
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determined that X is in direction A from Y. If X turns left and Y turns
right, so that both move to 1110 heading B, the #3 shield of X will be
facing the #6 shield of Y. They will maintain the same map facing as
long as they share the same hex and neither changes speed.

EXAMPLE 4: X is in 1011 heading A. Y is in 1111 heading F. X
moves forward to 1010, while Y moves forward to 1010. In this case,
the relative facing of the two ships was unambiguous before the
movement; the #2 shield of X was facing the #6 shield of Y. In this
case, the relative facing will be unchanged. The #2 shield of X will be
facing the #6 shield of Y. If Y had started in 1111 heading A, and
sideslipped into the hex, the situation would be the same, except the
#5 shield of Y would be facing X.

EXAMPLE 5: X is a Triaxian, is in 1111 heading A and is
currently moving in the Port direction; see (C51.2). Y is retrograding,
in 1011 heading C. X sideslips into 1010, while Y turns to 1010
heading D. This is still covered by Example 4. Y is in direction B of X,
both before and after the move. The #5 shield of X will be facing the
#5 shield of Y.

(D3.43) RESOLUTION OF AMBIGUOUS SITUATIONS: There are
certain situations that can arise in complex maneuvers where the
determination of which shield has been hit becomes difficult. Players
are advised to resolve the situation with common sense, defined by
these principles:

A. If both ships are to move simultaneously in their next move-
ment, and this movement still leaves the situation unresolved, judge
the shield hit from the situation as if ONLY the target ship had moved.

B. If the next movement would result in a situation unresolvable
by “A,” or in both of the possible shields being turned away from the
firing ship, resolve the situation by judging which of the potential
target shields would be crossed first.

C. If no other means of resolution is possible, use one of these
methods to apply the damage. (Option #3 is used unless the players
have agreed in advance to use a different option.)

1. Divide the effect of the weapon in half and apply half to
each of the two shields. If there is an odd number of
hit points, allow the firing player to apply the final point
to either of the two shields at his option.

2. Toss a coin (or roll a die) to determine which shield is hit.

3. Allow the owning player (of the target ship) to select
which shield was hit. The decision is made at the first
point either player asks for a determination, and must
remain the same from that point until the next impulse.
Even if nothing changes, this decision can be
changed each impulse. The decision is made
separately for each firing ship (even if several ships in
one hex are firing on the same ship). The situation is
no different than if the two (or more) ships firing on the
target were in different hexes along the same spine.
(This is used if two ships are linked by a tractor beam
at Range 2; and is also used during Impulse #32.)

The method used may be selected by the players by mutual con-
sent, but should be used consistently throughout an entire scenario.

(D3.44) TRANSPORTERS use a slightly different means of
determining which shield is facing the line of sight. See (G8.21) for a
detailed explanation with examples. Those examples do not
necessarily apply in the case of weapons fire.

| (D3.5) DROPPING SHIELDS |

A unit may drop one or more of its shields. This might be done to
allow transporters to be used, as a show of good faith, to conserve
power, or for other reasons.

(D3.51) PROCEDURE: A ship can drop one or more of its shields
during the Operate Shields Step of the Marine Activity Stage of the
Impulse Activity Segment of any impulse. Once dropped, the shield
must remain dropped for at least 1/4 turn (i.e., eight impulses). When
dropping a shield to facilitate the use of transporters, see (G8.21).
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(D3.52) DELAY: A ship that did not allocate power to its shields
during Energy Allocation cannot raise them (with reserve power) until
1/4 of a turn has elapsed since the start of the turn (or since the
shields were dropped during the prior turn). Shields are raised
immediately in the Sequence Of Play when announced, the delay in
raising them is from the point where they were dropped, and is not a
delay between announcement and raising them. A ship cannot enter
a scenario with a shield already dropped unless this is specifically
allowed or required by the scenario rules. The ship could, of course,
drop a shield on the first impulse or allocate no power for shields.

(D3.53) NUMBER: A ship can drop and raise more than one shield at
the same time by this procedure. Shields can be raised and dropped
independently; they need not all be dropped or raised at the same
time so long as each one is operated within the limits required.

(D3.54) DETECTION: Any unit with a lock-on to a ship can detect the
level (inactive, minimum, normal) of all of the shields of that ship and
will, therefore, instantly detect any dropped shields. When a shield is
dropped, this fact must be announced immediately.

(D3.541) The level of Andromedan PA panels (off, standard,
reinforced) is also detected by this procedure; see (D10.26) and
(D10.56).

(D3.542) When using the optional Tactical Intelligence rules in
(D17.0), this detection is limited to a certain range, but as that range
is on the order of 20-100 hexes any range effects can be ignored
when not using those rules.

(D3.543) The shield status of cloaked ships cannot be detected
(G13.12) without a lock-on; cloaked ships cannot determine the
shield status of other ships (G13.517).

(D3.55) REINFORCEMENT: A ship can drop its general or specific
reinforcement.

(D3.551) If a shield is dropped, any specific reinforcement to it is also
dropped. If raised again on the same turn, the reinforcement is
restored unless previously cancelled.

(D3.552) A ship cannot drop its General Reinforcement to only some
shields, but must drop all General Reinforcement; see (G8.23). This
can be raised again on the same turn as with specific reinforcement.
(D3.553) Dropping and raising of reinforcement is subject to the
delays of (D3.51) and (D3.54).

(D3.56) REDUCTION: The strength of a shield can be voluntarily
reduced for deception purposes; see (D17.711).

| (D3.6) LEAKY SHIELDS RULE (Optional) |

This rule assumes some damage from each volley will penetrate
the shields. This tends to shorten games by causing ships to be
destroyed or rendered combat ineffective more quickly. It can also
create some interesting situations as key equipment is knocked out.

This rule should be used only to experiment with the effect (or to
try something different); it is not intended as a standard rule. It is
used in some tournaments to shorten the playing time.

This rule can be used for Andromedans; see (D10.57).

(D3.61) PROCEDURE: Instead of all hits on a given shield being
scored against that shield until it is down, allow every fourth
(optionally, sixth or tenth) hit to penetrate as an internal damage
point. All damage which penetrates a given shield in a given damage
step of a given impulse is treated as one volley.

(D3.62) DOWN SHIELDS: If a single volley destroys the shield, the
“leaked” damage points (before the shield is destroyed) are combined
with the “excess” points (those remaining after the shield is
destroyed) into a single volley.

(D3.63) EXAMPLE: 45 points of damage are scored on a 30-point
shield. The first 36 points destroy 27 points of the shield and nine
points “leak” as internal damage. The next three points destroy the
rest of the shield; the six “excess” points are added to the nine
“leaked” points for a single fifteen-point volley of internal damage.
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(D4.0) DAMAGE ALLOCATION

When damage is scored on a ship, the effect of that damage
must be determined. This is done by allocating this damage to certain
areas and systems of the ship.

Basically, each point of damage marks off one box on the SSD
(a shield box, armor box, or internal system box); destroyed boxes do
not function (unless repaired). See (D4.23) for a list of units which
use non-standard forms of Damage Allocation.

| (D4.1) DETERMINING INTERNAL HITS |

Damage points scored must be allotted to the systems on the
target ship’s SSD by the following procedure:

(D4.11) DETERMINE SHIELD HIT: All volleys are presumed to first
strike shields. In recording damage, the first step is to determine
which shield was hit (D3.4). Hits scored are recorded against that
shield (or bank of PA panels in the case of an Andromedan ship) by
the procedures set forth in the shield rules.

(D4.12) ARMOR: Some of the ships included in the game have armor
installed in their hulls (specifically: starbases, base stations, battle
stations, the Federation CL, the Romulan Warbird/War Eagle, and
some others noted in their ship descriptions and/or on their SSDs).

The term “armor” accounts for a variety of defensive systems,
not simply thick metal plates. A series of internal energy dampers
was used on early ships (before shields) and is treated as armor on
those ships. Damage points which penetrate the shields strike the
armor (each damage point destroying one armor box); after the armor
is destroyed, the damage proceeds normally.

The special starbase damage procedures (R1.1D) account for
armor in a slightly different manner.

(D4.13) INTERNAL HITS: Any hits which penetrate the shields and
armor are distributed among the interior systems of the ship (causing
considerable damage) by the Damage Allocation Procedure (D4.2)
which uses the DAMAGE ALLOCATION CHART (D4.21).

See (D4.23) for some exceptions.

(D4.14) DAMAGE RECORDS: The damage records on the ship
portion of the SSD are not secret. Any player may examine the ship
portion of the SSD of any ship (even a cloaked ship) at any time. This
is unlike the Energy Allocation Forms, which ARE secret. The
ammunition (drone, PPT, mine, crew, etc.) tracks on the SSD sheet
are also secret and need not be revealed to the enemy.

Note that when using (D17.0) Tactical Intelligence this rule is
restricted by the data in that rule.

(D4.15) DEFINITION: The terms “damage point” and “hit point” are
interchangeable, but “hit” is not strictly interchangeable with either. A
weapon can score a hit, which scores several damage points.

| (D4.2) DAMAGE ALLOCATION PROCEDURE |

This procedure is used to distribute damage points which have
penetrated to the interior of the ship. These points are distributed by
the DAMAGE ALLOCATION CHART. For NVC see (D6.4).

(D4.21) DAMAGE ALLOCATION CHART (see separate sheet). PFs
and interceptors use a special DAC found in (K5.0).

(D4.22) PROCEDURE: First determine the number of damage points
which have penetrated the shield (including reinforcement) and armor
(if any). Each internal damage point must be distributed individually.
All damage points scored against a given shield in a given damage
step must be resolved together and are collectively known as a
“volley.” Note that fire from several directions which all strikes the
same shield is still resolved as a single volley, see (D4.34). Fire from
several directions that strikes different shields is resolved as separate
volleys, i.e., all fire that strikes the #1 shield of a given ship on a given
impulse is one volley. Fire on a given impulse that strikes the #1
shield and #2 shield would be resolved as two separate volleys under
(D4.3). Some weapons have special damage rules that form
exceptions to this rule, examples include: Enveloping Plasma
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Torpedoes (resolved separately from other seeking weapons)
(FP5.32), Hellbores (resolved as their own volley separate from other
direct fire weapons) (E10.44) and PPDs (each individual PPD is
resolved as its own separate volley) (E11.332). Other weapons might
be added to the game with their own unique damage steps, and if so
will be noted as such in their own rules.
(D4.221) For each damage point of the volley, roll two dice and find
the resulting number in the “die roll” column of the DAMAGE
ALLOCATION CHART (D4.21).
(D4.222) Look across (to the right of) the die roll result, and note the
system listed in column “A.” Normally, the damage point in question is
scored against one box of that type. Players must allocate EACH
damage point of a given volley by this procedure. However, if there
are no remaining boxes of that type on the target ship’s SSD (or
never were any), move one column to the right and score the damage
point against the system listed in column “B.” If there are no
undestroyed boxes of the system type listed in column “B,” move on
to column “C” and so on. See (D4.323) and Annex #7E.
(D4.223) When a particular system is determined to have been hit,
the player owning the target ship MUST mark one of the boxes on his
ship identified as being that system as destroyed. [Exception:
Phasers can only be destroyed from a direction in which they can fire;
see (D4.321), which has numerous exceptions of its own.] Thereafter
(unless repaired), that system box does not exist and cannot be used.
EXCEPTIONS: Power-generating systems will continue to
generate power until the end of the turn (H1.0) on which they are
destroyed unless using (D22.0). The restrictions caused by lost
control boxes (G2.2) do not apply until the end of the turn. A reduced
sensor rating (D6.11) will not be used for a general lock-on until the
first of the next turn. Plasma torpedoes can be fired up to eight
impulses after the launcher is destroyed (FP1.7).

(D4.23) SPECIAL CASES: Several special and/or non-ship units do
not use the Damage Allocation Procedure in (D4.0). The damage
procedure for these units is given in their respective rules.
Fighters and shuttles are described in (J1.32).
Drones are described in (FD1.54).
Plasma torpedoes are described in (FP1.6).
PFs and Interceptors use a modified form of (D4.21) presented
in (K5.0).
Small ground bases, listed in (R1.14) and in (R1.28), use the
procedure in (R1.14).
Mines are destroyed by the procedure in (M8.4).
Starbases use a modified form of the procedure; see (R1.1D).
Bases (with some exceptions) have a minor exception in the
case of their warp reactors in (H4.32).
Several individual units have special or unique provisions noted in
their unit descriptions.

(D4.3) DAMAGE ALLOCATION
RESTRICTIONS AND CONDITIONS

Several conditions, restrictions, and special rules are involved in
the Damage Allocation Procedure.

(D4.31) BOLD-FACE RESULTS: Note that some of the results on
the DAMAGE ALLOCATION CHART (D4.21) are printed in BOLD
type. These results are treated specially. A given BOLD result can
only be scored ONE time in each volley.

For example, if three damage points were scored, and the
allocation die roll was a “12” in each case (unlikely, but possible),
then these three damage points would be scored against: auxiliary
control, emergency bridge, and scanners. If the three allocation die
rolls had all been “9,” then the damage points would have been
scored against left warp engine, forward hull, and forward hull boxes.
Note, however, that the prohibition against scoring a BOLD result
twice is against the position of the chart, NOT against the given
system. If allocation die rolls of “10” and “4” were obtained, both
would be scored against phasers. (This example assumes that the
ship in question has the systems in question.)
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(D4.32) SPECIAL WEAPONS CONDITIONS

(D4.321) PHASER DIRECTIONAL HITS: In the case of hits against
phasers, the hit must be scored against a phaser that is capable of
firing in the direction from which the volley came (i.e., through the
shield in the case of seeking or enveloping weapons, or of firing at
the firing unit in the case of direct-fire weapons). See also (D4.34)
which says that if multiple units contribute to the same volley, you
resolve them in the order of the amount of damage each scored,
largest damage score to lowest, for phaser directional damage
purposes. See (C6.5423) for another special case. See (C6.555) for
additional damage that is part of the same volley.

ONLY phasers use the “directional” rule for damage allocation.

EXAMPLE: If a Federation heavy cruiser in hex 0619 (facing A)
was hit from the direction of hex 0719 and a phaser damage point
was called for, the owning player could mark this damage point
against either a forward or right phaser, since these could fire in this
direction. (The refitted Federation CC has four phasers in the
secondary hull with 360° traverse. These phasers could fire in this
direction and could be destroyed on this damage point if the target
was a CC.) However, the damage point could not be scored against
the left phasers (which cannot fire in that direction) since the hull
protects these from the blast.

If such a hit cannot be scored against a phaser bearing in that
direction, it is then (and only then) scored against the system in the
next column of the DAMAGE ALLOCATION CHART (D4.21).

Hits designated as “any weapon” may be scored against
phasers regardless of direction.

Internal explosions (shuttle bays, hangars, etc.) ignore phaser
directional damage restrictions.

See the following special cases:

Hellbores (E10.43) and (E10.7).

Plasmatic Pulsars (E11.332).

Power absorbers (D10.15).

Enveloping plasma torpedoes (FP5.32).

(D4.322) MULTIPLE WEAPONS: In the case of ships with several
similar weapons, at least some of the damage must be scored on the
better weapons. See (G17.52) for hastily repaired systems.

(D4.3221) PHASERS: Each third phaser hit in a given volley
must be applied to the best available type, assuming the specific
phaser can be hit from that direction. Break the phaser hits into
groups of three, and at least one of each group of three must be
of the best type. In other words, it is not necessarily the case
that phaser hit #3 must be of the best type, but at least one of
the first three must be (also, at least one of the second three, at
least one of the third three, etc.) See Annex #7E for priority.

No more than one damage point per volley can be scored
on a stasis field generator. An “any weapon” hit may be scored
on an SFG (and must be if that is the last weapon) even if that
SFG had taken damage earlier in the volley.

(D4.3222) TORPEDOES: Ships with several types of a given

torpedo must score every third torpedo hit against the most

powerful type on the ship in a cumulative record over the entire
scenario. See Annex #7E for priority.

(D4.3223) DRONES: Ships with several types of a given heavy

weapon destroyed by drone hits must score every third drone hit

against the most powerful type on the ship in a cumulative

record over the entire scenario. See Annex #7E for priority.
(D4.323) ALTERNATE HIT RESULTS: The result “TORP” on the
DAMAGE ALLOCATION CHART is applied to disruptor bolt, photon
torpedo, plasma-D racks, fusion beam, TR beam, and plasma
torpedo boxes on the SSDs.

The result “DRONE” on the DAC is applied to drone racks,

PPDs, web casters, hellbores, ESGs, Andromedan PA panels, and
anti-drones. There are some additional exceptions noted in various
rules sections. See also Annex #7E.
(D4.324) ANY WEAPON HITS: An “any weapon” hit may be scored
on a non-weapon system that is listed to be destroyed on a specific
weapon hit (e.g., PA panels, in Module C2, are destroyed on drone
hits) if the owning player so chooses. He is not required to do so. An
“any weapon” hit could be scored on a shuttle bay occupied by a
shuttle or fighter, but this isn’t required.

An “any weapon” hit can only be taken on a weapon box on the
ship portion of the SSD (as per the rules). It cannot be scored on a
boarding party, crew unit, deck crew, cloaking device, shuttle dam-
age point, or ammunition (individual probe, drone, PPT, etc.) track.

An “any weapon” hit MUST be scored if there is a system on the
ship which can be scored by that damage point, including non-
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weapon systems which are destroyed on weapon hits (for example,
PA panels destroyed on drone hits). The “voluntary” nature of such
action is limited to the fact that an actual weapon could be destroyed
instead. If the non-weapon systems are the only qualifying system
boxes on the ship, the damage point MUST be scored there. See
Annex #7E.

(D4.325) SHUTTLE HITS: A shuttle hit can be scored on a shuttle or
fighter box. The exact box chosen is up to the player, but if it contains
a shuttle, that shuttle is also destroyed. The owning player can score
the damage point on any shuttle box on his ship at his option;
exception, see (J1.631) for enemy shuttles on board a ship. See also
(D12.0) for chain reaction explosions in a shuttle bay.

(D4.326) SCOUT SENSORS: See (G24.17) for procedure.

(D4.327) STASIS FIELD GENERATORS: See (G16.52).

(D4.33) SPECIAL FUNCTION TRACKS: The last box on the sensor,
scanner, and damage control tracks is NEVER marked as destroyed.
This represents the residual capability (if any) existing after the
system has been effectively destroyed. When marking hits on these
tracks, the HIGHEST number on the track (on the top or left end, not
necessarily a larger number) is the one that is marked. Players
cannot select another (presumably lower) number on that track to
mark. The boxes on the various tracks must be destroyed (by the
DAC) in order, from best to worst (top to bottom or left to right).

(D4.34) MULTI-SHIP VOLLEYS: It is possible for a volley striking a
given shield during a given impulse to include hits scored by two
enemy units firing from two slightly different directions. This causes a
problem when “phaser” hits (which have a directional restriction) must
be resolved. In such a case, first resolve the damage points from the
unit which caused the most damage, then from other units in the
order of the damage they caused. (If two or more units caused equal
damage, toss a coin or roll a die to determine which to resolve first.)
The volley is still resolved as a single volley; this procedure governs
only the direction of fire for the phaser hit restriction. This procedure
is also used if multiple volleys strike a given target from multiple
directions on the same impulse. The larger volley will be resolved
first. If two (or more) volleys are equal, roll a die to determine which
volley struck first.

(D4.35) SPECIFIC DAMAGE: When the DAMAGE ALLOCATION
CHART (D4.21) calls for damage to a system not installed on a given
ship, go to the next column. Do not disregard the left/right or
forward/rear (some older editions use “aft”) designations.

(D4.351) HULL HITS: There are three types of hull on ships in Star
Fleet Battles All hull boxes on all SSDs are marked as one of these
three types.

Forward hull boxes may be designated “F HULL” on the SSD or
simply “HULL” with an “F” in one box. These are destroyed by “For-
ward Hull” hits. Rear hull hits cannot be scored on forward hull boxes.

Rear hull boxes may be marked “R HULL” or “A HULL” or have
an “R” in one box. These are destroyed by “Rear Hull” or “Aft Hull”
hits. Forward hull hits cannot be scored on rear hull boxes.

Center Hull boxes may be designated “C HULL” on the SSD or
simply “HULL” with a “C” in one box. These can be destroyed by
forward hull hits and/or by rear hull hits. If a player has only center
hull remaining, he must score any F or A hull hits on center hull
boxes; he cannot choose to ignore them. There is no separate listing
for “C HULL” on the DAC. If you take an “A HULL” damage point, and
have no rear hull remaining, it must be scored on C hull if you have
any C hull. You can NOT go to the next column on the DAC if there is
any C hull remaining on which a hull hit of any kind can be scored. It
is entirely legal to score every “F HULL” hit you receive on C hull until
you run out of C hull, at which point any subsequent F hull hits must
be scored on F hull until you run out of F hull. Or until you either
repair some C hull or some F hull. This applies to rear hull hits also.

Most ships have two groups of hull boxes, one marked forward
and the other rear. Some ships (e.g., Tholian PC) have only one
group; this will be marked C HULL. Some ships (e.g., Gorn CA) have
three groups (forward, center, rear).

Some ships (e.g., Kzinti CV) have two groups with the same
designation (rear hull in this case) that are in an identical position with
respect to forward and rear, but in opposite positions (right vs. left)
with respect to longitudinal symmetry. Such groups are considered to
be the same; they are drawn in this way only for artistic purposes in
making the SSDs as symmetrical as possible.
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Most Lyran ships have forward hull in the left side of the ship
and rear hull in the right side. Some Lyran ships also have center hull
sections which are treated as C HULL.

Many small ships have only C HULL. Some fairly large ships
(e.g., most of the Hydrans in Module C1) have only C HULL. This is
known as “unified hull” and allows the ship to absorb considerable
amounts of damage before losing key systems.

Barracks (G28.0) and Repair (G17.0) are also destroyed by hull
hits. If a ship has either of the acceptable types of hull and one of the
systems listed on Annex #7E, the hit must be scored on one of them.
(D4.352) ENGINE HITS: In some cases the warp engines on an SSD
are not specifically marked as “left” or “right.” If the ship has two warp
engines, they are “left” and “right.” If the ship has three warp engines,
they are “left,” “right,” and “center.” If the ship has one warp engine, it
is “center.” Each type of warp engine is distinguished on the DAC; do
not disregard the left, right, and center designations.

EXAMPLE: Do not score “left engine” or “right engine” hits on a
Federation destroyer on the one engine (which is a center engine) as
this will make the ship run out of engines three times as fast as it
should. As the Federation DD does not have left or right engines, you
proceed to the next column on the DAC.

EXCEPTIONS: Monitors (R1.22) have special warp engine
damage rules. Center Warp hits on some bases are scored on warp
reactors (H4.32).

(D4.36) CARGO: If undestroyed cargo spaces exist on a ship, excess
damage hits may be scored against them at the option of the owning
player. Also see (D4.40).

| (D4.4) HOW SHIPS ARE DESTROYED |

(D4.40) ACT OF DESTRUCTION: When there are no “excess
damage” boxes remaining, and one additional excess damage hit is
scored on the ship, the ship is destroyed. This final excess damage
hit cannot be scored as excess damage so long as there is some
other system (only: cargo, repair, mine rack) on which an excess
damage hit can be scored by Annex #7E.

(D4.41) REMOVAL FROM PLAY: At the instant of destruction, the
ship is removed from the game, all personnel on board are assumed
to have perished, and the ship is considered destroyed for victory
purposes. See (D4.42) in the case of any seeking weapons controlled
by the destroyed ship. See (D21.0) and (G12.0) for optional
procedures for possible escape by some of the crew.

(D4.42) SEEKING WEAPONS CONTROL: When a ship is
destroyed, any seeking weapons that it is controlling are released
(F3.4). If control cannot be assumed by another unit (or the weapon
itself), the weapon will go inert.

(D4.43) EXPLOSIONS: Ships explode at the instant of destruction.
See (D5.12).
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(D4.5) EXAMPLE OF SHIELD OPERATION
AND DAMAGE ALLOCATION

During the Energy Allocation Phase, the captain of a Klingon D7
battlecruiser has placed his shields on full power (using two energy
points), reinforced his forward shield (#1) with ten units of power, and
put eight units of power into general reinforcement (which will provide
four extra shield boxes). As seen on the SSD below, the player is
using counter #6 and has named his ship Crusher.
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During the fourth impulse of the turn, his ship is struck on its #2
shield with two damage points of long-range phaser fire. These two
damage points are scored first on the general reinforcement,
reducing it from four extra shield points to two. During the sixth
impulse, a photon torpedo scores a hit on the #1 shield. As photon
torpedoes have eight damage points; two of these are scored on the
general reinforcement energy (eliminating general reinforcement) and
the other six on the specific reinforcement of the front (#1) shield.
This reduces the reinforcement from ten to four. Note that at this point
NO shield boxes on the Klingon’s SSD are checked off. The
battlecruiser is undamaged, having used surplus energy to prevent
permanent damage. (The term “permanent” is relative, as even this
could be repaired by damage control or by a repair facility such as a
starbase.)

During the tenth impulse, however, a Federation light cruiser
scores eight damage points (with phasers) on the #3 shield. These
damage points are not offset by reinforcement (the only remaining
reinforcement energy is on the #1 shield) and are marked off on the
#3 shield boxes on the SSD. This reduces the #3 shield from fifteen
to seven boxes.

Finally, during the thirteenth impulse, a Federation command
cruiser, having braved the fire of the Klingon, has closed to three
hexes away and directly ahead. Three out of four photon torpedoes
strike home (fortunately for the Klingon, these were not overloaded,
and they do only 24 damage points), and the eight phasers of the
command cruiser score an additional 38 damage points. These 62
damage points are allocated as follows:

The first four are scored on the reinforcement for the forward
shield.
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The next 30 are scored on the forward shield, destroying it
completely. The Klingon also expends all three batteries to reinforce
the shield, absorbing three more damage points. (A volley of this size
will destroy the batteries on a D7 due to the shortage of forward hull,
so it is better to get some use out of them).

The remaining 25 are scored on interior systems [determined by
the DAMAGE ALLOCATION CHART (D4.21)] as follows:

Hit# Die Roll System Destroyed
1 6 One forward hull box.

2 7 No cargo on SSD, so one forward hull box.

3 9 One left warp engine box.

4 2 One bridge box.

5 7 No cargo, so one forward hull box.

6 4 One phaser, the Klingon selects the right
wing phaser.

7 10 One phaser, the Klingon selects the left wing
phaser.

8 7 No cargo, so the last forward hull box is
eliminated.

9 8 One rear hull box.

10 11 One disruptor bolt box.

11 7 No cargo or forward hull, so one battery
destroyed. The Klingon player selects the
battery in the rear hull with a view toward a
future boom separation and escape.

12 6 No forward hull, so one impulse engine box
destroyed (in the rear, saving the boom
impulse engine).

13 3 One drone rack destroyed. This might have
caused a chain reaction under (D12.3), but
the Klingon player had unloaded this rack
to use the drones on scatter packs.

14 8 One rear hull box destroyed.

15 5 One right warp engine box destroyed.

16 7 No cargo or forward hull, one battery
destroyed (rear hull, saving the boom
battery).

17 8 One rear hull box destroyed.

18 4 The phaser on this line has been hit, so one
transporter is hit (rear hull to preserve
boom).

19 5 The right warp engine on the line has been
hit, so one rear hull.

20 10 The bold phaser on this line has been hit, so
one tractor beam (rear hull to preserve
boom).

21 12 Auxiliary control hit.

22 7 No cargo or forward hull, so the last battery
(in the boom) is destroyed.

23 9 The bold warp engine on this line has been
hit, and there is no forward hull, or cargo,
or batteries, so the hit is scored on the lab.

24 7 There is no cargo, forward hull, battery, or
center engine, so this hit is scored on an
empty shuttle box (the shuttle was used
earlier as a scatter-pack).

25 2 The bold one-time bridge hit has already
been scored, so Flag bridge (scored on
one of the security stations, again in the
rear hull to preserve the boom).

|(D4.6) BATTLE DAMAGE: CODE RED |

We once published a play aid entitled “Battle Damage: Code
Red.” This play aid is out of print and no longer used.

I(D4.7) CAPTAIN’S MODULE A: BATTLECARDS! I

We once published a play aid entitled “Captain’s Module A:
Battlecards!” This play aid is out of print and no longer used. Parts of
it, the Impulse and Command Cards, were incorporated in Captain’s
Module A+: Captain’s Yeoman.
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(D5.0) SELF-DESTRUCTION (Advanced)

In dire circumstances, the captains of starships may deem it
necessary to destroy their own ships to prevent their capture. Players
should take special care in using this procedure to avoid abuse. Self-
destruction is a desperate move designed to avoid capture, not a
tactic to be used in attacking an enemy fleet.

| (D5.1) DECLARING SELF-DESTRUCTION |

A player may only declare self-destruction at the start of a turn
after the other players have completed their Energy Allocation Forms.
When a player decides to destroy his ship, he simply marks the
Energy Allocation Form for that turn “self-destruct;” he is generally not
required to fill it out (and there would be no point). He does not make
any other entries [see (D5.15) for possible exceptions], and the ship
can do nothing except execute the self-destruct order. Self-
destruction takes place in the Self-Destruction Phase (#3) of the turn.
See (C13.4812) for internally docked units.

(D5.11) POSSIBLE INTERRUPTION: Self-destruction automatically
takes place, unless the captain is not in control of his ship; see
(G6.41) mutiny and (D7.7) boarding parties.

(D5.12) EXPLOSION: When a ship is destroyed in combat (D4.40), it
explodes immediately. The self-destruction procedure is used to
determine the extent of the explosion. The force of the explosion is
found on Annex #3 Master Ship Chart. The listed explosion strength
on the Master Ship Chart is not modified by the existence or non-
existence on the unit of any unexpended weapons (including mines
or drones).

(D5.13) UNITS USING THIS PROCEDURE: This procedure is used
for ships (including PFs and bases). Fighters, seeking weapons,
mines, and small ground bases (P2.76) DO NOT explode when
destroyed.

(D5.14) ESCAPE: In the case of destruction in combat, units could
attempt to escape (D21.4). If a section separates, deduct its
explosion strength from the strength of the basic unit.

(D5.15) ENERGY FORM: There are some cases in which the ship
could be required to complete its Energy Allocation Form. These
include:

(D5.151) If there is a possibility that self-destruction may not be
successful (mutiny, etc.). In this case, the EA Form is completed
normally.

(D5.152) A computer-controlled ship asks for the speed of the ship.
The form must be completed normally so that the question can be
answered.

(D5.153) The ship is involved in a tractor auction. In this case, the
ship cannot bid more than six points of power or more power than it
has.

(D5.154) The player is required to reveal his EA Form (whether it was
filled out or not) to show that it is marked “Self-Destruct.”

| (D5.2) SELF-DESTRUCTION FORCE |

When a ship self-destructs, or receives an “excess damage” hit
after all excess damage boxes are destroyed, it explodes. The force
of this explosion is specified on the Master Ship Chart. The explosion
strength of Orion ships includes their nuclear suicide bombs. The
explosion value of a ship is not reduced if it drops or has dropped its
warp engines. The explosion value of a PF is not reduced if it drops
or has dropped its warp booster packs.

Add to this number the explosion strength of any unit docked to
or inside the exploding unit, unless that docked unit escapes via
(D21.5). See (C13.43), (C13.66), (C13.74), (C13.942), and (G19.3).
Do not add the explosion strength of bases to which the exploding
ship is docked. This rule does not apply to two ships docked by
(C13.9).
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| (D5.3) MULTIPLE EXPLOSIONS |

(D5.31) SHIP IN SAME HEX: If another ship is in the same hex as
the exploding ship and is destroyed by the explosion, add its basic
explosion strength to the basic explosion strength of the original
exploding ship and treat them as a combined explosion (since the
ships blew up virtually instantaneously). The shield facing of these
other ships may need to be determined; see (D3.42).

This also applies to PFs in the same hex or docked to the
exploding ship which did not escape under (D21.0).

(D5.32) SHIP IN DIFFERENT HEX: If a ship in another hex is
destroyed by the explosion, count its explosion as a separate case.

I(D5.4) APPLICATION OF EXPLOSION STRENGTH I

(D5.41) BASIC EXPLOSION STRENGTH: The number determined
in rule (D5.2) is the basic explosion strength (BES).

If the BES is nine points or less, the explosion affects only the
hex containing the exploding unit(s).

If the BES is ten points or more it affects the hex containing the
exploding unit(s) and the six surrounding hexes (radius one).

The BES is applied to every unit within the explosion zone on
the shield facing the exploding unit(s).

(D5.42) CLOAKING DEVICE: Ignore cloaking devices in calculating
for “self-destruction” blast effects. A cloaked ship receives damage
from explosions as if it were not cloaked. The explosion of a cloaked
ship is identical to that of an uncloaked ship. See also (G13.52).

(D5.5) SELF-DESTRUCTION
RESTRICTIONS AND CONDITIONS

(D5.51) CREW UNITS: In multi-ship scenarios, a ship may not self-
destruct unless all but two (or fewer) of its crew units have been killed
or evacuated, including (D21.21). This restriction is ignored if there
are more enemy than friendly boarding parties (including militia) on
board or if there are no other friendly ships remaining in play. This
restriction cannot be violated simply for the purpose of destroying
nearby enemy units in the resulting explosion or for any other
purpose.

Orions can ignore this restriction and self-destruct whenever
they are in danger of being captured; see (G15.1) and (D1.52).

(D5.52) ENEMY MARINES: If enemy boarding parties are on board
the ship, they may be able to prevent self-destruction. See (D7.7) and
(D5.11). See also (D16.84) in Module M.

(D5.53) KLINGON SHIPS: If a mutiny has taken place on board the
ship, or if the officers have separated the boom section, self-
destruction might not be automatically successful. See (G6.41) and
(D5.11).

(D5.54) MOVEMENT PLOT: If there is a possibility that self-
destruction may not occur, and if pre-plotted movement is planned, a
player plotting self-destruction must also plot his next turn’s
movement in case self-destruction is prevented. See (D5.15).

(D5.55) BLOCKING EXPLOSIONS: Note that planets block the
effects of explosions (P2.547) and that webs limit their effects
(G10.72). Ships docked to or in a base may be shielded to some
extent from explosions or have their explosions partially blocked. See
(C13.52), (C13.66), and (C13.74).

| (D5.6) CATASTROPHIC DAMAGE |

This rule number was originally used for the Catastrophic
Damage system, and some references to this number still exist in
older editions of the game. This section was completely replaced by
(D21.0).
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(D6.0) FIRE CONTROL SYSTEMS

Ships (and other units) use their sensors and scanners to detect,
identify, and (sometimes) direct weapons to targets. The units in
STAR FLEET BATTLES use a system functionally similar to twentieth
century radar (although operating on different principles because the
ship and its target are usually moving faster than light).

Sensors and scanners operate in two modes (active and pas-
sive) simultaneously. In their active mode, they broadcast an elec-
tronic pulse which will be reflected back to the broadcasting unit by
any target. In their passive mode, they search (without active broad-
casting) for energy emissions from any potential targets. Computers
analyze the returns from both systems to gain information about the
target. Certain types of known targets (asteroids, Klingon frigates,
plasma torpedoes) have distinctive patterns that can be recognized.

The term “target” is traditionally applied to just about anything
detected by naval/starship scanners, whether it is engaged by fire or
not.

Electronic warfare is used to attempt to keep the enemy from
gaining the full effect of his sensors.

| (D6.1) SENSORS |

Sensors are the reconnaissance systems (similar to radar) of the
unit. They are used to “lock-on” to targets.

(D6.11) LOCK-ON: Units must have a lock-on to their target to fire
their weapons with their full effect. Units roll for lock-on in the Sensor
Lock-On Phase of each turn, and possibly at other times. If the
sensors are damaged during a turn, the unit does not roll again for
general lock-on until the Sensor Lock-On Phase of the next turn.
However, rolls required during the turn against a specific unit
(perhaps one emerging from behind a planet or from a cloak) would
use the current sensor rating (which might have been reduced by
damage during the turn).

Roll a single die, and if the result is equal to or less than the
sensor rating (the highest unchecked number on the sensor track of
the SSD), the lock-on is achieved. Note that as almost all ships have
a “6” in the first box of their sensor track (or an assumed rating of six),
until damaged, sensor lock-on is automatic.

Usually, a ship (or other unit) either has a lock-on to every
potential target on the map, or to none of them, but some
circumstances (planets, cloaking devices, and others) could result in
having a lock-on to some ships but not others. A ship can drop all of
its lock-ons (i.e., its general lock-on) whenever it wishes, but cannot
drop lock-ons only to selected targets.

(D6.111) Some situations break lock-ons during the course of a turn.
These include cloaking devices, planets, and others noted in their
rules. If the circumstances under which a lock-on was broken or
prevented change during the course of a turn, a new lock-on attempt
may be called for by the relevant rules, for example (G13.332) in the
case of cloaks or the standard (D6.113) in the case of a target which
emerges from behind a planet.

(D6.112) The electronic warfare rules (D6.3) may reduce the “quality”
of a lock-on (by reducing weapons effects) but will not break it.
Cloaking devices (G13.0), whether or not they break a lock-on, can
degrade the effects of various weapons.

(D6.113) A ship will, generally, only make one lock-on die roll per
turn. Thus, a ship which failed its die-roll at the first of the turn could
not achieve another one by deactivating and then reactivating its fire
control. However, if lock-on is lost to a given target due to a terrain
effect (e.g., the target went behind a planet), then a new lock-on
would be rolled for (against that target only) when the target
reappeared, using the current sensor rating (which might have been
reduced by damage).

(D6.114) While lock-on is a function of Active Fire Control (D6.6), the
two effects are not automatic. A given unit in relation to a given target
could be in one of three states:

(D6.1141) Fire control active with a lock-on. This is the normal

and most common status.

(D6.1142) Fire control active, but no lock-on to a particular

target.

(D6.1143) Fire control inactive. By definition, there will be no

lock-ons to anything [exception (G7.97) tractor beams]. In Basic

Set this will preclude any firing. In Advanced Missions, the unit

could use passive fire control (D19.0) to fire with reduced effect.

COMBAT — D

(D6.115) EXAMPLE: At the first of Turn #6, the Federation CA
Intrepid has a sensor rating of six and a “general lock-on” to the other
six ships (and the 27 assorted drones, shuttles, plasma torpedoes,
etc. on the map). During Impulse #6, a Romulan KR cloaks, but the
Intrepid rolls and retains a lock-on. During Impulse #7, a pesky
Klingon frigate moves behind the planet Neptune and lock-on is lost.
On Impulse #14, a hit-and-run raid destroys the top box on the
Intrepid ’s sensor track, and a lucky disruptor hit on Impulse #20
destroys the second, reducing the Intrepid’s sensor rating to five. The
Intrepid does NOT make a new “general lock-on” roll and retains its
lock-on to the five ships (no lock-on to the frigate) and 27 other
objects in play. As the lock-on equation to the Romulan KR has now
improved in its favor (due to the lower sensor rating), the KR
demands a new “retain lock-on” roll (G13.332) which the Intrepid fails
(due to the lower sensor rating). On Impulse #24, the frigate emerges
from behind Neptune and the Intrepid rolls to get a lock-on, but fails
with a die roll of six. At the start on Turn #7, the Intrepid makes a roll
for a general lock-on during the Sensor Lock-On Phase and rolls a
three, gaining a lock-on to everything (including the frigate) except
the still-cloaked KR. The Intrepid could roll for lock-on to the KR
under (G13.333) during the turn in the lock-on step of any impulse.

(D6.12) EFFECTS OF FAILING TO LOCK-ON: If a lock-on is not
achieved, then the following restrictions are placed on the ship which
failed to achieve lock-on.

These apply to a unit which failed the general lock-on roll at the
start of each turn. If the unit lost lock-on to one specific target, then
these effects apply only in regard to that target.

(D6.121) The failing unit may not launch seeking weapons;
exceptions (F4.0) and (D19.22).

(D6.122) Any seeking weapon on the map controlled by the failing
unit and targeted on an object to which the failing unit has no lock-on
is released (F3.4).

(D6.123) The firing range to all non-locked targets for other weapons
is doubled. This doubling refers to the true range, not the range after
being adjusted for scanners (D6.21). If the effective range (after
doubling for no lock-on and adding the scanner factor) is beyond the
maximum range of the weapon, the weapon cannot fire. See also
(D19.23) for passive fire control.

(D6.124) Certain systems cannot be used without a lock-on to their
targets. These include: Aegis Fire Control (D13.23), Anti-drones
(E5.14), DERFACS (E3.62), Displacement Devices (G18.13),
Maulers (E8.15), PPDs (E11.15), Special Sensors (G24.18), Stasis
Field Generators (G16.35), Tractor beams (G7.412), Transporters
(G8.17) [Exception (G13.421)], UIMs (D6.5), Web Casters (E12.13),
and Web Snares (E13.1). See also Annex #7P.

(D6.125) Many systems require a lock-on to function, and a lock-on
cannot be achieved without active fire control. See (D6.62).

(D6.126) OVERLOADS: Overloaded direct-fire weapons may be fired
at a target without a lock-on even if the effective range is beyond their
(overloaded) range limit as long as the true range is within their
(overloaded) range limit. Note that feedback for overloaded weapons
functions entirely based on true range. This procedure is also used
for cloaked ships during the fade-in/out process.

(D6.1261) When firing overloaded weapons at a target without a
lock-on at an effective range that is beyond the maximum range
for that weapon in overloaded mode (and assuming that the true
range to the target is within the maximum range of the weapon),
resolve it as follows:
(D6.1262) In the case of “probability of hit” weapons (photons,
disruptors, PPDs, and hellbores) use the probability of a hit at
the effective range, even if beyond the overload range limit. If a
hit is scored, use the damage that would be scored at the true
range.
(D6.1263) In the case of “range of effect” weapons (e.g., fusion
beams, where the die roll determines the effect rather than a
simple hit or miss), determine the non-overloaded damage at
the effective range, then increase this damage by the overload
rating (50% or 100% as applicable). For example, a fusion beam
fired at a true range of two would have an effective range of
four. A die roll of three yields two damage points, increased to
three points by the overload.

(D6.1264) An overloaded weapon which was fired at feedback

range but missed would not result in feedback damage.

(D6.127) MINIMUM RANGE: Some weapons have a minimum range
(e.g., photons). These weapons cannot fire if the true range is less
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than this minimum, even if the effective range is in excess of the
minimum due to sensor or scanner effects.

(D6.13) OTHER SENSOR CONDITIONS

(D6.131) Units which have launched seeking weapons must attempt
to achieve a lock-on to their target every turn that they have drones
on the map. Failure to achieve a lock-on causes the weapons to be
released (F3.4); they could be transferred (F3.5).

(D6.132) Sensors are used to control seeking weapons and to
determine the number of seeking weapons that a given ship can
control. See (F3.2).

(D6.133) Fighters and shuttles have an assumed sensor rating of six.
If crippled (J1.33), this is not reduced. This does not affect the
number of weapons controlled; see (J4.24) and (J4.25).

(D6.134) Plasma torpedoes and ATG drones have an assumed
sensor rating of six.

(D6.135) Small ground bases have an assumed sensor rating of six.

(D6.14) ACTIVE FIRE CONTROL: This rule was moved to (D6.6) to
improve clarity and ease of use.

(D6.15) PASSIVE FIRE CONTROL: This is covered in (D19.0).

| (D6.2) SCANNERS |

Scanners are the weapons sighting systems of the unit. They
are used to aim and fire all direct-fire weapons.

(D6.21) SCANNER ADJUSTMENT: The scanner adjustment factor is
the lowest numbered undestroyed box on the scanner track. This is
initially “0” for most ships. When computing firing range, always add
the scanner adjustment factor to the actual range in hexes [which
may be doubled due to failure to achieve sensor lock-on (D6.1)].
EXAMPLE: A Klingon D6 battlecruiser is having a rather difficult
time with a Kzinti strike cruiser. The D6 has taken two hits on its
sensors (reducing this factor from six to five) and three hits on its
scanners (increasing this number from zero to three). The Klingon
wishes to fire and rolls for sensor lock-on. He rolls a “6” and does not
achieve lock-on. The true range is three hexes. This is doubled to six,
and then the scanner adjustment factor of three is added to that,
resulting in an effective range of nine. At this range, the phasers of
the battlecruiser will do little, if any, damage, although the disruptors
will remain effective.
(D6.211) A cloaking device could increase the effective range by five
more hexes (i.e., cloak and scanner are cumulative), and electronic
warfare could reduce the effectiveness of the weapons.
(D6.212) Anti-drones are handled differently; see (E5.16).
(D6.213) A reduced scanner rating takes effect at the end of the
Stage during which the damage occurred.

(D6.22) NON-SHIP UNITS have an assumed scanner rating of zero.
This includes fighters, shuttles, seeking weapons, defense satellites,
captor mines, small ground bases, and any other unit without an SSD
on which a scanner rating is given. Any exceptions in future products
will be noted in the relevant rules.

(D6.23) UNAFFECTED SYSTEMS: Some systems are not adjusted
by the scanner rating, including tractors, transporters, maulers, and
Stasis Field Generators. See Annex #7P.

(D6.3) ELECTRONIC WARFARE
(Some elements are Commander’s Level)

These rules simulate the use of Electronic Counter Measures
(ECM) and Electronic Counter-Counter Measures (ECCM). These are
collectively known as Electronic Warfare (EW).

Some of these rules are used at all times as standard rules to
explain such things as terrain effects (P0.0) and small target
modifiers (E1.7). These “Standard” EW rules are marked as such in
this section. It is not possible to play the game without them although
in the simplest scenarios they will not be used.

The Primary difference between the “Standard” and
“Commander’s” EW systems is that ships can spend energy to gain
EW points under the Commander’s system and cannot do so under
the Standard system. Other differences include:

STAR FLEET BATTLES

USED under Standard System: Terrain (P0.0), Wild Weasels
(J3.0), Small Target Modifiers (E1.7).

NOT USED under the Standard System: Built-in EW of units
(D6.394) and (D6.393), ECCM of ATG drones (FD5.26),
ECCM of plasma torpedoes (FP4.3), ECM drones (FD9.0),
EW pods (J4.96), EW fighters (R1.F7), SWAC shuttles
(J9.1), MRS shuttles (J8.4), any EW generated by a ship
using power (D6.31).

Basically, ECM is an advanced form of jamming intended to
prevent the enemy from targeting your ship, or at least reducing the
effect of his fire. The broadcasting ship is sending false data signals,
disguised to appear as the returning sensor emissions of the enemy
ship or as passive emissions of a target. The sensor operator in the
enemy ship is confronted with not only a great deal of static, but with
dozens of false targets (where none actually exists) which are in-
distinguishable from the real target. (One twentieth century USAF
pilot de-scribed it as “playing ‘Space Invaders’ on the enemy radar
screen.”)

ECCM is the application of additional power or technology to
“burn through” this jamming and detect the actual target. The relative
success of ECM and ECCM changes rapidly from one instant to the
next. A target that is perfectly clear on the scanners may suddenly be
obscured by static; another target hidden by static may suddenly
become clearly distinguishable.

In STAR FLEET BATTLES, ECM and ECCM cannot “break” a
“lock-on,” but they can dramatically reduce the effectiveness of that
lock-on. Even with electronic warfare, a unit must still have a lock-on
to fire without penalty or guide seeking weapons, and even with a
lock-on must still roll for a near miss (D6.36) by seeking weapons.

(D6.31) GENERAL ELECTRONIC WARFARE: EW points come from
a variety of sources, and the total number of points any given unit has
may change from time to time.

(D6.310) GENERATION: Ships may use energy for ECM or ECCM.
The total amount of energy put into (allocated for) ECM and ECCM
combined cannot exceed the highest unchecked number on the
sensor track (usually six). No more than this number of units of power
can be allocated for EW during an Energy Allocation Phase.
Additional power may be applied using reserve power during the turn;
see (D6.312). Energy must be designated for use as ECM or ECCM
at the time it is allocated (or when reserve power is committed).
(D6.311) SCOUTS: Ships with scout functions (G24.0) may use more
power for EW. See the specific rules on this case.

(D6.312) RESERVE POWER (H7.2) may be used to increase ECM
or ECCM strength during the Fire Decision Step of any impulse, but
not in excess of the limits stated for total power applied. In such
cases, the EW calculations must be made again at the time such
power is announced.

A player could drop some active EW points (ECM or ECCM) and
use reserve power to activate EW points of the other type. All ships
have a number of “circuits” for EW equal to their sensor rating (which
is usually six). Each can be used for ECM or ECCM, but not both at
the same time. A given circuit can be changed from ECM to ECCM
no more than once every quarter-turn, even if this creates a
restriction which extends into the next turn. Since power allocated to
EW cannot exceed the sensor rating (which is equal to the number of
circuits), changing a circuit will require the use of reserve power to
create a new EW point of the other type. If reserve power is used in
the last eight impulses to change a circuit between ECM and ECCM,
that circuit is committed to the new mode into the first impulses of the
next turn. If you want to use it for the other type, you can allocate
power specifically to that type of EW, which won’t become effective
until the eight-impulse restriction has passed. The EW points bought
with reserve power on the last turn will be lost at the end of that turn,
however. You could allocate power to the same type of EW as the
reserve power was used for, in which case it would be effective
immediately, then switch with reserve power after the eight impulse
delay.

See (D6.315) and (D6.316) in this section, (D10.73) for
Andromedans, and (H7.33) for reserve power.

(D6.313) RANGE: The power of ECCM is not reduced over its
effective range, which is 100 hexes (150 hexes for scouts). ECM has
no range limit.

(D6.314) SOURCES: Electronic warfare points (ECM and ECCM) can
come from any or all of the following five sources:

(D6.3141) GENERATED: Points received for power expended

by the ship, known as “self-generated” points. The total of both
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ECM and ECCM cannot exceed the highest unchecked box on
the sensor track (usually six). Note that the total is six; a ship
cannot generate six ECM and six ECCM (or six ECM and one

ECCM for that matter) at the same time. Fighter EW pods are

not included in this section; see (J4.96).

(D6.3142) BUILT-IN: Points built into the unit and received

automatically. These are listed in (D6.393) and (D6.394) and are

not included in any other limit.

[Exception: PF swing points (K1.72) and Interceptor swing
points (K3.72) ARE included in the #1 limit above. The Orion PF
“Stealth” ECM points are not under (D6.3141).]

(D6.3143) NATURAL SOURCES: Points received from natural

causes, such as asteroids (P3.0), Erratic Maneuvering (C10.0),

atmospheres (P2.54), small target modifiers (E1.7), and certain
terrain types (P0.0).

(D6.3144) RECEIVED FROM LENDING: This is limited to six

ECM and six ECCM points from all sources (D6.392) including

scouts (G24.21), a scout’s own self-protection jamming

(G24.28), SWAC (J9.1) or MRS shuttles (J8.4), Wild Weasels

(J3.23), ECM drones (FD9.0), and EW fighters (R1.F7). See

(J4.9) for additional restrictions on fighters. A unit can generate

six points of EW and receive (from a scout) six points of ECM

AND six points of ECCM.

(D6.3145) RECEIVED FROM OFFENSIVE ECM: Under rule

(G24.219), a unit can receive (unwelcome and unwanted)

“negative ECM” from one enemy scout. This is limited to six

ECM points. This ECM is factored into the general EW equation

between firing and target units.

(D6.3146) FRIENDLY UNITS ignore (D6.3141), (D6.3142), and

(D6.3144), but not (D6.3143) or (D6.3145).

(D6.315) ADJUSTMENT: The power used by each unit for electronic
warfare can be adjusted each impulse as part of the Fire Decision
Step of the Fire Allocation Stage of the Impulse Activity Segment.
This is done simultaneously by all players and is simultaneous with
the decision on what weapons to fire and at what targets. Use written
orders (or Command Cards) and expose them simultaneously (B2.4)
if necessary. See (B2.3-6D).

Certain involuntary adjustments, such as terrain, and certain
secondary affects resulting in adjustments, such as starting or stop-
ping EM, are done at other points as covered in their respective rules.

The changed EW status takes effect immediately for the current
Direct Fire Weapons Step and remains in effect (unless changed) for
the remainder of the turn. Changes in the EW status during the Fire
Decision Step can include:

A. Dropping some or all of the EW points. These dropped
points are then irrevocably lost [Exception: Andromedans
(D10.73)]. Note that a ship may have been forced to drop
some EW points by (D22.0) or may be doing so in order to
switch some circuits (D6.312) from ECM to ECCM or vice
versa using reserve power (or inactive power if Andro).

B. Increasing ECM or ECCM with reserve power; see (H7.33)
and (D6.312). So-called “swing points” which can be
changed from ECM to ECCM or vice versa are declared in
the Sensor Lock-on Phase (#4) at the start of a turn (or at
the instant of launch in the case of MRS, SWAC, and PFs)
and cannot be changed during the turn.

C. An Andromedan ship could, under (D10.73), reactivate
some of the inactive EW points in conjunction with dropping
others under A above.

Note that because of the timing of this EW status adjustment, a

player effectively cannot increase ECM in response to enemy
increases in ECCM (or vice versa) before weapons are fired, nor can
he cancel weapon fire after learning the new enemy ECM level. For
example, a ship cannot allocate extra power for ECM after an enemy
announces that weapons are firing because the EW adjustment
decision is made before fire is announced.
(D6.316) As the unit has a limit on the total EW points, it may drop
some or all of its self-generated (category #1) ECM to use additional
ECCM and vice versa. This may be done during any impulse
(D6.315), but no one circuit (D6.312) can be changed more than once
in eight consecutive impulses, even if this creates a restriction which
extends into the next turn. See (D10.73) for Andromedans.

EXAMPLE: If ECM is dropped on Impulse #7 so that ECCM can
be increased, and later on Impulse #15 ECCM is dropped so that
ECM can be increased, the ECM points dropped in Impulse #7 are
not restored, but would have to be replaced with reserve power.
Exception: Andromedans (D10.73).

COMBAT — D

(D6.317) LENDING: Various units have the capability to lend EW to
other units; see (D6.3144). Most units (Scouts, MRS shuttles, SWAC
shuttles, EW fighters, etc.) which lend EW to another unit are
required to have a lock-on (D6.11) to the receiving unit.

Wild Weasels (J3.0) do not require a formal lock-on in order to
“lend” their ECM to their launching ship. They are assumed to have
such a lock-on.

ECM drones (FD9.0) do not require a lock-on in order to “lend”
their ECM to their protected ship, but are assumed to have a lock-on.

(D6.3171) Subject to the additional restrictions in the specific

rules of the lending unit, a unit which is receiving more than its

limits of “lent” ECM or ECCM (D6.3144) may choose which ECM
or ECCM points, and which lending sources, it will use. The
remaining surplus points are ignored.

Exception: A WW (J3.0) will force the temporary suspen-
sion of other lent ECM points, but these will be restored to the
receiving unit once the effects of the wild weasel have ended.

Exception: Offensive Electronic Warfare points (G24.219)

cannot be ignored by the receiving unit (the target) voluntarily;
they are not within the (D6.3144) limits.
(D6.3172) Unless otherwise required in their specific rules (such
as an ECM drone losing lock-on to a cloaked target) or unless
voluntarily dropped (if permitted), lending units from (D6.3144)
will continue to lend their ECM or ECCM points to the receiving
unit, even if the receiving unit, for whatever reason is unable to
currently use them (e.g., the receiving unit moves out of range,
the lending unit doesn’t have a lock-on to the receiving unit, the
receiving unit cloaks or launches a wild weasel, etc.). This does
not apply to surplus points ignored under (D6.3171).

(D6.32) ANNOUNCEMENT (Standard): In the sensor lock-on
segment of each turn, players announce their ECM and ECCM
strength (the number of energy points expended). A unit must use all
allocated EW points at the time of allocation. The only exception is
the “undesignated” points allocated for use with scout channels.

This ECM and ECCM strength may change during the turn at
various times for various reasons provided in the rules. Any change in
ECM status is announced; (D6.315). The amount of ECCM a given
unit is generating has to be announced if it has active fire control. You
do not have to announce ECCM if your fire control is inactive since
the ECCM points are themselves inactive until the fire control is
activated. Natural or built-in ECCM does not have to be announced,
unless it exceeds what the unit is allowed to generate. If the unit does
not have active fire control, the amount of ECCM it is generating is
announced only if it activates its fire control and is revealed the
instant the fire control is activated, but gains no benefit until the fire
control is fully active.

Under the Standard system, the EW of ships must be calculated,
although as there are fewer sources the calculation will be simpler.

(D6.33) INTEGRATED EW EXAMPLE: There are many EW
functions taking place during the turn.

TURN #4

ENERGY ALLOCATION: A dreadnought pays four points of energy
for four ECCM points. A cruiser pays six points of energy to buy
two points of ECCM and four of ECM. A carrier pays six points
for six ECM points. A destroyer pays two points of energy to buy
two points of ECM. A scout pays 22 points for six ECM and
sixteen undesignated EW points. A frigate pays for two ECCM
points. A police corvette pays for two ECM points.

SENSOR LOCK-ON PHASE: The ships announce their EW status.
The scout announces that it is using its own six points of ECM
plus six of its undesignated EW points for its own defense; using
the extra six requires it to use a channel for self-protection. The
scout announces and begins lending two ECCM points to the
carrier, using two of his unallocated EW points and one of his
channels. The fighter squadron (on the map from the previous
turn) is noted as still receiving EW support from its own EW
fighter (which is using its two internal EWPs to generate four
ECCM and its two external EWPs to generate four ECM). It is
assumed that the EW fighter remains within range of the fighters
for the ensuing example. The carrier announces that it is
generating four points for its fighters (even though they are not
accepting it) and two for itself. The police corvette has its fire
control in passive mode and has no lock-ons to anyone.
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IMPULSE #6

LOCK-ON STAGE: The scout, which has a lock-on to the destroyer,
uses six of its undesignated EW points and a powered but
unused channel to begin lending six ECM points to the
destroyer.

IMPULSE #7

VOLUNTARY MOVEMENT SEGMENT: The frigate, which fears
attack, begins moving through the asteroid field. As it does so, it
gains various amounts of ECM from the asteroid hexes between
itself and any potential attacker. Since the asteroid field is
irregular and the potential attackers are moving in various
directions, it would be impossible to give a detailed example, but
suffice it to say that any potential attacker can calculate the EW
effect at the point of firing. (Of course, the frigate would also
have an ECM penalty if firing at those attackers.)

SEEKING WEAPONS STAGE: The cruiser launches an ECM drone
to protect itself.

SHUTTLE AND PF FUNCTIONS STAGE: The DN launches its MRS.

IMPULSE #8

VOLUNTARY MOVEMENT STAGE: Finding the battle intensity
increasing, the fighters turn and head toward their carrier.

SEEKING WEAPONS STAGE: Desperately trying to escape a
pursuing force, the EWF drops the two external EWPs to gain
speed; the EW status of the fighter squadron is adjusted (and
not favorably) immediately. The EWF had set up its EWPs in this
manner so that the ECCM would remain effective while the
drones pursued the target.

IMPULSE #10

VOLUNTARY MOVEMENT: The frigate moves closer to an admin
shuttle it had been intending to kill.

SEEKING WEAPONS STAGE: The admin shuttle, which was a
scatter-pack, releases six drones targeted on the frigate.

ACTIVITY SEGMENT FINAL FUNCTIONS STAGE: The frigate
declares emergency deceleration.

FIRE ALLOCATION STAGE: The destroyer wants to fire at the
cruiser before its ECM drone becomes active on Impulse #11.
The destroyer secretly commits two points of reserve power to
ECCM in order to reduce the ECM of the cruiser and gain a
better shot (only a +1 shift instead of +2), and commits to fire all
four photons at the cruiser. However, the cruiser had secretly
designated to drop its two points of ECCM and use two points of
reserve power to increase its ECM to six, retaining the +2 shift.

DIRECT-FIRE WEAPONS STAGE: The destroyer’s photons, fired
with the +2 shift on the die roll, all miss the cruiser.

IMPULSE #11

LOCK-ON STAGE: The police corvette, which turned its fire control
off on Impulse #11 of the previous turn, gains two points of ECM
from the passive fire control benefit. The ECM drone launched
by the cruiser on Impulse #7 starts broadcasting ECM points.

DIRECT-FIRE WEAPONS FIRE STAGE: The dreadnought targets
the ECM drone at fifteen hexes range with a concentrated
phaser barrage, killing it. [The DN had to overcome the small
target modifier and the drone’s own ECM; it used the four points
of ECCM it generated during Energy Allocation plus a point of
reserve power]. The cruiser loses the effect of the drone’s ECM
at the end of the Direct-Fire Weapons Segment.

IMPULSE #12

FINAL MOVEMENT ACTIONS STAGE: The frigate comes to a halt
with the emergency deceleration it declared on Impulse #10.

SHUTTLE AND PF FUNCTION STAGE: The frigate, now at speed
zero, launches a wild weasel at a speed of five in order to exit
the hex of the FF before seeking weapons hit it, gaining six
points of ECM and shutting down his active fire control system.
This causes him to lose (temporarily) the two ECCM points as
they cannot be used without active fire control.

IMPULSE #14

VOLUNTARY MOVEMENT STAGE: Six drones enter the hex of the
WW, destroying it. The collateral damage destroys three other
drones in the hex en route to another target. Five more drones
are “in flight” and targeted on the frigate; they were distracted by
the WW and are now targeted on the explosion hex.

STAR FLEET BATTLES

INITIAL STAGE OF IMPULSE ACTIVITY SEGMENT: The frigate
activates his fire control. Because the WW is in the explosion
period, this does not void it, but the active fire control won’t be
effective until Impulse #18.

IMPULSE #15

VOLUNTARY MOVEMENT STAGE: Three of the five drones
pursuing the WW reach the explosion hex and detonate,
causing more collateral damage (although there is nothing there
to damage).

LOCK-ON STAGE: The dreadnought’s MRS shuttle, launched on
Impulse #7, begins lending two ECM and four ECCM points to
the dreadnought in Step (6B8) having been released from the
(J1.343) restrictions. The fighter squadron, now within range of
its carrier, announces a change; they will begin accepting lent
EW from the carrier rather than their EWF (they can only accept
this from one source at a time) because the carrier can offer four
ECM (6 with reserve power) while the EWF can offer nothing.
Each fighter, of course, also has its own two points of ECM so
they can only accept four of the points from the carrier.

DIRECT-FIRE WEAPONS FIRE STAGE: The dreadnought’s MRS is
destroyed by a disruptor narrow salvo; the dreadnought loses
the effect of the ECM it had been receiving at the end of the
Direct Fire Segment. The frigate fires two phasers on passive
fire control to kill a fighter that is facing a down shield. This voids
the WW.

IMPULSE #16

VOLUNTARY MOVEMENT SEGMENT: The last two drones, ignoring
the voided WW, begin pursuing the frigate.

FINAL MOVEMENT ACTIONS STAGE: The destroyer announces
that it is beginning Erratic Maneuvers.

DIRECT FIRE WEAPONS FIRE STAGE: The cruiser fires at the
destroyer, which does not receive the benefit of its Erratic
Maneuvers.

POST COMBAT SEGMENT: The destroyer receives the benefit of its
Erratic Maneuvers.

IMPULSE #17

VOLUNTARY MOVEMENT STAGE: The destroyer moves into a hex
behind the planet from the scout; the scout loses lock-on, and
the ECM being lent is lost to the destroyer. The fighters, sensing
the tide of battle turning in their favor, turn toward the enemy.

DIRECT-FIRE WEAPONS FIRE STAGE: The frigate fires on the
pursuing drones, but because fire control still is not fully active,
he scores few hits.

IMPULSE #18

VOLUNTARY MOVEMENT STAGE: Drones targeted on two of the
fighters enter their hex in a head-on approach. Drones targeted
on the frigate strike it on the #3 shield.

DAMAGE DURING MOVEMENT STAGE: The drone hits on the two
fighters are resolved. The fighters, still receiving the benefit of
the carrier's ECM, survive (barely) when the EW shift causes the
drones to do less damage. The drone hits on the frigate are
resolved, collapsing the #3 shield and causing some internal
damage.

INITIAL STAGE OF IMPULSE ACTIVITY SEGMENT: The frigate’s
fire control is now fully active, and it has regained the two points
of ECCM, but it has no working weapons left available to fire.

IMPULSE #19

VOLUNTARY MOVEMENT STAGE: The fighters, having moved
beyond EW lending range of their carrier, lose this benefit
immediately. They would like to begin receiving ECCM from their
EWF, but cannot do so because they cannot change their one
source of lent EW until Impulse #23 (i.e., eight impulses after the
previous change). Drones targeted on two more of the fighters
enter their hex in a head-on approach.

DAMAGE DURING MOVEMENT STAGE: The drone hits on the two
fighters are resolved. The fighters do not have the benefit of the
carrier’'s ECM and are destroyed.

IMPULSE #21
SEEKING WEAPON STAGE: The surviving fighters launch drones.
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IMPULSE #23

VOLUNTARY MOVEMENT STAGE: The cruiser, with six ECM
active, turns to enter the hex of the oncoming drones. This was
done because the fighters will gain the ECCM benefits of the
EWEF later in this impulse. By moving to allow his ship to be hit
now, rather than on the next impulse, the cruiser captain has
mitigated the damage to some extent by arranging a favorable
EW shift. (It can be presumed that the cruiser had no way to
avoid being hit, and that it used its phasers and tractors during
Impulse #22 to stop at least some of the drones.)

DAMAGE DURING MOVEMENT STAGE: The drone hits on the
cruiser are resolved. Because the cruiser had six ECM and the
fighters had only their two inherent points of ECCM, the shift
was two (square root of four) and the damage is reduced to
some extent.

IMPULSE #24

VOLUNTARY MOVEMENT STAGE: The destroyer moves out from
behind the planet, the scout regains lock-on, and the original
ECM points lent to the destroyer are regained. This would not
have been true if the specific sensor channel had been
destroyed, blinded, or shut down.

(D6.34) CALCULATION OF EFFECT (Standard): To determine the
net effect of ECM and ECCM, make the following calculation:

STEP 1: Determine the ECM strength of the target unit (D6.314).
This may be adjusted (usually increased) by various factors, including
ECM drones (FD9.0), SWAC shuttles (J9.0), scouts (G24.0), or other
means. Note that some units have an additional ECM strength built-in
due to their design; see ship descriptions. Also note that certain
objects, such as terrain (P0.0), can produce an ECM effect.

STEP 2: Determine the ECCM strength of the firing unit. In the
case of seeking weapons, this is the ECCM strength of the unit
guiding the seeking weapon and/or the ECCM strength of the weapon
itself (if any). Note that some units have an automatic built-in ECCM
strength in addition to any power they apply. The ECCM of the
guiding unit, plus any ECCM from the weapon itself, is used in
determining the effect of this chart. The guiding unit cannot provide
ECM to the weapons.

STEP 3: Subtract the ECCM strength of the firing unit from the
ECM strength of the target unit.

STEP 4: If the result of #3 is a negative number or zero (the
ECCM is stronger than or as strong as the ECM), there is no
electronic warfare effect and the rest of the calculation is skipped.
EXCEPTIONS: Negative EW modifiers are used in the case of cloaks
(G13.33), elite crews (G21.211).

STEP 5: If the result of #3 is a positive number, use it to
determine the “net ECM shift” from the chart below:

Net ECM Strength
(result from #3)

1-3
4-8
9-15
16-24
25-35
36-48
49-63
64-80
81-99
100-120 10
121-143 11
144-168 12
169-195 13
196-224 14

Net ECM Shift

©CoOo~NOOO~WN =

Players may recognize this calculation as taking the square root
and dropping all fractions. While the chart only goes to 224 points,
the effect goes to infinity and higher levels can be calculated if
needed, but it will be virtually impossible to exceed the chart.

(D6.35) EFFECT ON DIRECT-FIRE WEAPONS: In the case of
direct-fire weapons (E0.0), the effect of ECM/ECCM is determined at
the instant of firing. Electronic warfare produces a die roll shift; see
(E1.8).
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(D6.36) EFFECT ON SEEKING WEAPONS: In the case of seeking
weapons (F0.0), the effect of ECM/ECCM is determined when the
weapon reaches its target. The ECM shift is used to adjust the die roll
on the table below:

(D6.361) PROXIMITY OF DETONATION TABLE

Die Roll Effect on Seeking Weapon
1-6 Warhead 100% strength
7-8 Warhead 50% strength
9-10 Warhead 25% strength
11+ Warhead 0% strength

(D6.362) PROCEDURE: Whenever a seeking weapon enters the hex
of its target, roll a single die to determine the proximity of detonation
(i.e., the effect of the warhead). If there are any ECM shifts, they are
added to this die roll. A result over six means, in effect, that the
weapon exploded at some distance from the ship rather than against
its shields. Note that if there is no ECM shift, or if players are not
using the ECM rules, the only possible result is a normal (100%)
detonation.

EXAMPLE: A drone, fired by a Kzinti ship, has reached the hex
of its target, a Klingon D7. The net ECM shift at the time of arrival is
+2. (The Klingon is using a lot of power for ECM.) The Kzinti player
rolls a die; the result is “5.” The ECM shift is added, yielding a “7” and
indicating that the drone does only 50% of the normal damage.
(D6.363) This system is used for all seeking weapons, including
drones, suicide shuttles, and plasma torpedoes. Even when using
this system, a seeking weapon will not damage any ship other than
its target.

(D6.364) If the target is cloaked, use the table in (G13.37) instead of
the Proximity of Detonation Table.

(D6.37) OTHER SYSTEMS AFFECTED (Standard): Certain non-
weapons systems also require a positive lock-on, and certain
weapons do not operate in a manner that is suitable for (D6.35) or
(D6.36). Note that after a tractor beam is attached, a lock-on (by the
tractoring and to the tractored unit) is automatic (G7.412). See also
(D6.62).

(D6.371) This procedure is used for the following systems: tractor
beams, transporters, and stasis field generators. See Annex #7P for
an updated list.

(D6.372) PROCEDURE: For each individual action (i.e., for each of
three transporters used on the same impulse), roll a single die and
add the net ECM shift to the result. If the total is more than six, the
lock-on is not strong enough and the system cannot be used. If an
unsuccessful attempt is made, another attempt with that same
specific system box cannot be made on the same turn or within eight
impulses (i.e., the standard rate of operations rule for most systems).
Thus, you could make as many transporter attempts as you have
transporters, assuming all were powered, but each could only make
one attempt. Any energy allocated to a failed attempt is lost, and that
item cannot be operated again on that turn (as per rules).

EXAMPLE: A Klingon ship wants to use its stasis field generator
to place a Federation ship in stasis. At the instant the attempt is
made, the Federation ship has a net ECM shift of +2. The Klingon
player rolls a die and gets a result of “5” to which the shift is added for
a result of “7.” As this is greater than six, the SFG cannot be used at
this time, but another attempt (with the same SFG) could be made
later in the turn since each SFG can generate three fields at a time
(each field making one attempt per turn). If the Klingon ship has two
or more SFGs, it could also make another attempt (on a later
impulse) with the other SFG. Generator/fields which make a failed
attempt cannot be reused until the next turn (i.e., the normal
operations rate). Any EW change will not affect an existing SFG field.
(D6.373) See (D6.3146) for actions between friendly units.

(D6.38) SYSTEMS NOT AFFECTED: The following systems are not
affected by electronic warfare: anti-drones, labs identifying drones,
type-VI (dogfight) drones, all explosive mines (detection of targets is
not effected by EW; captor mines firing at targets are affected by
EW), sensor lock-on, scanner ratings, ship explosions, most
monsters (D6.397), and expanding sphere generators.

NOTE: Cloaks have some aspects of EW, but their interaction
with the above is defined by the cloak rules.
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(D6.39) OTHER EFFECTS OF EW

(D6.391) WILD UNITS: Wild weasels (J3.23), wild PF scouts
(K1.756), and wild SWACS (J9.2) affect seeking weapons
independently of ECM/ECCM. The ECM points produced by WWs or
wild SWACSs do not protect the shuttle itself.

(D6.392) SCOUTS: Scouts (G24.0) may “loan” ECM or ECCM to
another ship (G24.21). No more than six units of ECM and no more
than six units of ECCM may be received (D6.3144) by any unit from
all outside lending sources, such as scouts, MRS or SWAC shuttles,
ECM drones, or wild weasels (J3.23). ECM points from natural
sources (D6.3143) are not included within this limit. EW produced by
the ship itself is not included within this limit.

(D6.393) BUILT-IN ECCM: Certain units have built-in ECCM. This
includes:

Plasma torpedoes [which have three points, see (FP4.31)];

and fighters (J4.47), PFs (K1.71), interceptors (K3.71), and ATG

drones (FD5.26), all of which have two.

See (D6.3142). The ECCM of seeking weapons is cumulative
with the ECCM of the controlling unit and is announced on impact.
(D6.394) BUILT-IN ECM: Certain units have built-in ECM. These are
specified in the ship specifications, but are primarily Orion ships. See
(D6.3142).

Most Orion ships have built-in ECM due to their stealth design
(G15.8); these are noted on their SSD.

All fighters have two points of ECM built-in (J4.47).

PFs do not have built-in ECM (Orion PFs have the Orion
“stealth” ECM above). PFs do have the two points of built-in ECCM
and two “swing” points of EW (used as either ECM or ECCM) for a
total of four EW points as defined in (K1.7). See (K3.7) for
interceptors, which are a small type of PF and have the same points.

Note that many of these are “small targets” which gain extra
ECM through (E1.7), and that most units can gain ECM through
Erratic Maneuver (C10.42).

(D6.395) FIGHTERS: Fighters can gain extra ECM and ECCM by
way of special pods (J4.96).

(D6.396) DOGFIGHT: EW has no effect in a dogfight (J7.0).

(D6.397) MONSTERS: EW has no effect on monsters unless the
special rules for a given monster say otherwise.

(D6.398) EXPLOSIONS: Ignore the effects of EW when calculating
the effects of a self-destruction blast.

| (D6.4) NON-VIOLENT COMBAT (Optional) |

The highest principles of the Federation call for the absolute
minimum loss of sentient life. Because of this, Star Fleet has
developed a computer system for its weapons control computers
which carefully directs fire against only the weapons stations and
engines of the opposing ship. It is felt that the opposing ship will
always be the aggressor (in strategic terms, anyway) and that simply
destroying its weapons systems will be sufficient to force it to retreat.

Any ship’s captain can decide to use the non-violent combat
options. (No player may ever be forced to use this system against his
wishes unless directed to do so by the scenario.) This decision is
made at the start of the scenario. In fleet scenarios, all ships on one
side of the same empire must use the same system. (Very few
players use this alternative, although it has considerable value in
piracy.) Once the decision is made to use the non-violent options, the
player cannot change his mind during that scenario. Refer to the
NON-VIOLENT COMBAT OPTION DAMAGE ALLOCATION CHART
(D6.41), using it instead of the regular DAMAGE ALLOCATION
CHART (DAC).

(D6.41) NVC DAMAGE ALLOCATION CHART

DIE ROLL EFFECT
1 Weapons hit, see chart (D6.411)
2 Power system hit, see chart (D6.412)
3,4,5 Miss — no effect
6 Random hit, use normal DAC

The above chart is used to distribute hits that have previously
penetrated shields, armor, or PA panels.
A Legendary Weapons Officer (G22.74) modifies this die roll.
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(D6.411) WEAPONS SYSTEM HITS CHART (use two dice)

DIE ROLL EFFECT
2 Bridge (or any control system)
3 Scanner
4 Torpedo Hit
5,6 Miss — no effect
7 Phaser
8,9 Miss — no effect
10 Drone Hit
11 Sensor
12 Bridge (or any control system)

(D6.412) POWER SYSTEM HITS CHART (use one die)

DIE ROLL EFFECT
1 Impulse engine
2 APR
3,4 Warp engine
5,6 Miss — no effect

(D6.42) OTHER HITS: Hits on systems that are not installed on a
given ship or have already been destroyed are considered to be
misses [see (D6.411), (D6.412), Non-Violent Combat].

A “Bridge” (or any control) hit causes one crew casualty. Other
hits (except the random hits) do not cause crew casualties.

Legendary Officers on board the ship may be killed or disabled
(G22.134).

(D6.43) EXCLUSIVITY: All weapons of any ship using this rule (with
the exceptions of seeking weapons, hellbores, PPDs, maulers, which
do not use NVC) will be resolved on the above charts. While
contemporary students of starship combat may be puzzled by this,
consider that it would be illogical for an empire to adopt a doctrine
that their weapons could not use or to carry weapons their doctrine
would not allow them to fire.
Mines (including transporter bombs) do not use NVC.

(D6.44) BRIDGE: Systems that are destroyed on “Flag Bridge” hits
would be hit on “12” on chart (D6.411) instead of a bridge.

(D6.45) EMPIRES USING: There is no recorded instance of a
Romulan captain using non-violent combat. Except for the Federation
and Pirates, other empires use it only rarely. (Players may, of course,
use it if they wish regardless of the empire they are playing.)

(D6.46) MARINES: Boarding party actions by a ship using NVC
require the use of “stun” weapons. Obviously, the non-violent troops
could be on both sides or either side.

(D6.461) “Destroyed” enemy boarding parties and control boxes
return to action at the start of the third turn after they are eliminated.
(If a boarding party is destroyed during the combat portion of Turn #4,
it returns to duty at the start of Turn #7.)

(D6.462) When a ship is captured (or the attempt fails with all enemy
boarding parties stunned), all “stunned” boarding parties are
presumed to be captured by the victorious (but non-violent) troops.
(D6.463) If using (D16.12), stunned boarding parties are captured
when the area they are in is captured.

(D6.464) Orions may use NVC in ship-to-ship combat and standard
(i.e., violent) boarding party actions when trying to capture cargo
ships. In such cases, any empire could do the same, but the Orions
are more likely to face such a situation. This decision must be made
before the scenario begins and cannot be changed during the
scenario.

(D6.47) ALLIES: When ships of two empires are allied and only one
is using NVC, each functions accordingly. In the case of NVC with
boarding parties, where boarding parties of the two allies were
fighting those of a third empire, have each of the allies attack and
score casualties separately. Any odd casualties are scored as
stunned.

NOTE: There has been a great deal of philosophical discussion
regarding this rule. Wargamers who bought this game because it was
a good tactical space combat game may feel that the use of rule
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(D6.4) limits their activities and spoils the fun. Science fiction fans
who bought this game so that they could live the adventures they had
been reading will enjoy the challenge of the rule. It may well be
argued that this doctrine was never used on film, or at least that there
is not conclusive evidence that it was. Purists may claim that the
doctrine is built into the battle computers and used automatically. It
has been established that the only direct references to it are in
material published long after the film. It should be noted that this rule
can be used effectively by pirates who wish to capture a ship without
damaging the cargo, by captains rescuing hostages, and by ships
attempting to keep combat situations to a minimum.

| (D6.5) UBITRON INTERFACE MODULES (Commanders) |

The Klingon Deep Space Fleet has experimented with this
device as a means of achieving more effective long-range firepower
from their ships. It is basically a passive amplifier designed to
increase the effectiveness of disruptors by more accurate fire control.
Due to the vagaries of its operation, however, it is useful only at
certain ranges. The UIM is used only with disruptors, not with any
other weapon.

(D6.51) DISRUPTORS: When using the UIM system, normal
disruptors firing at effective ranges of sixteen to 22 are resolved as if
they were fired at a range of fifteen. Most versions of the disruptor
chart have a UIM line showing its effects. See (D6.55) for overloads.

The UIM affects only the hit probability of, not the damage
caused by, the disruptor.

UIMs cannot be used without active fire control (D6.623) and a
lock-on to their targets (D6.124).

(D6.52) BREAKDOWN: Whenever the device is used for fire control,
there is a 33% chance that it will break down (the special liquid
crystals burn out easily).

(D6.521) Roll a die at the end of any (and every) impulse in which the
device is used. A “1” or “2” will result in breakdown. This die roll is not
secret.

(D6.522) UIMs cannot be repaired during a scenario. They can be
repaired between scenarios using the campaign repair system (D9.4);
assume a UIM to be equal to one weapon for this purpose.

(D6.53) DISCRETIONARY USE: Players are not required to use a
UIM on every impulse that they fire disruptors or for every disruptor
they fire during an impulse. Use of the UIM is entirely at the discretion
of the owning player.

(D6.54) EFFECT OF BURNOUT: When a UIM breaks down, all
disruptors which were fired under its control on that impulse are
temporarily affected, but eventually return to normal operation.
(D6.541) The disruptors controlled by a given UIM may not fire for 32
impulses after the impulse on which the device burns out. Thereafter,
resume normal operations.

(D6.542) A ship could have up to three extra UIM systems as standby
systems. These are already “installed,” no special procedures are
required. A backup module cannot be used for 1/4 turn after the
failure of a UIM, but disruptors not affected by (D6.541) can be fired
without UIM control in such cases.

(D6.55) OVERLOADS: The UIM may be used with overloaded
weapons; the limitations of (D6.51) apply. A ship firing overloaded
disruptor bolts (even with the aid of a UIM) cannot fire at ranges
greater than eight hexes. The probability of a hit at effective Ranges
3-8 is the same as that at Ranges 1-2. (The damage caused is not
changed; use the true range.) The UIM cannot be used at these
ranges with standard-loaded disruptors. The disruptor table on ships
equipped with UIMs has a special line for overloaded-UIM firings.

(D6.56) INSTALLATION: The following ships have the UIM as
standard equipment;

KLINGON: Starbase (one per module), battle station (one
standard), ground-based disruptors (available for purchase), monitor
(one standard). Backups available for purchase under (S3.2). Many
Klingon warships had UIMs standard (or as optional equipment); see
ship descriptions. See (R3.R3); available Y165 and later.

LYRAN: Starbase (one per module), battle station (one
standard), ground-based disruptors (available for purchase), monitor
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(one standard). Backups available for purchase under (S3.2). Many
Lyran warships had UIMs standard (or as optional equipment); see
ship descriptions. See (R11.R4); available Y166 and later. Also see
(R14.R2) for availability to the LDR in Y170.

OTHER: Other units as defined in their specific rules. Some
units are specifically listed as having backup UIM systems. The cost
of UIMs is shown on Annex #6; this cost is per UIM regardless of the
number of disruptors on the ship. UIMs were expensive and, because
of this, only larger ships received them. UIMs cannot be purchased
as cargo and then plugged in as replacements during a battle.

The UIM became available (to the Klingons) about Y165 but was

not widely used until several years later. Other than the Lyrans, WYN,
and LDR, other disruptor-using empires did not initially adopt the
UIM, finding it too unreliable. This changed with the advent of
advanced technology (XD6.56) when all disruptor-using empires
adopted it.
HISTORICAL NOTE: In Y170, Federation agents induced a mutiny
on the Klingon D6 battlecruiser Destruction, resulting in its temporary
capture. The Federation examined the UIM system (and the
DERFACS system) at some length but apparently did not learn
enough to reproduce it or to adapt it to Federation weapons. Ardak
Kumerian, captain of Destruction, spent his next tour in command of
the Insufferable (a penal frigate).

| (D6.6) ACTIVE FIRE CONTROL |

Ships (including bases, PFs, and interceptors) continuously use
their sensors to analyze the surrounding area and locate various
items of use or interest, including potential threats and targets. This
system is generally referred to as “fire control” but is used for much
more than simply firing weapons.

Non-ship units (e.g., fighters) use the same active fire control
systems, but as they do not allocate power, the procedures are
greatly simplified.

(D6.61) MODES: The fire control system can be in “active” or in
“passive” mode. Passive fire control is formally covered in (D19.0);
active fire control is covered in this section. In active mode, the fire
control system transmits signals that reflect from nearby objects and
uses high intensity analysis to gain information about those objects.
In passive mode, the fire control system transmits nothing; it analyzes
energy signals emitted by surrounding objects or reflected from the
energy background using the scanners only.

(D6.611) Active mode is the only way to achieve a “lock-on,” in which
the sensors are actively tracking the target and generating fire-control
data. The active mode is more accurate (and many systems cannot
function with only the passive mode), but also makes the ship easier
to see and target. Active mode generates a lock-on (although the
lock-on could be prevented by cloaks, terrain, or other factors) while
passive fire control can never have a lock-on.

(D6.612) Passive mode (D19.0) is used by ships trying to make
themselves less noticeable (e.g., those using cloaks or wild weasels,
or those hiding in asteroid fields or atmospheres.). It is also used by
ships which are required to discontinue active mode. Rule (D19.0) is
in Advanced Missions. If you do not have that product, units without
active fire control cannot fire at all. See (D6.66).

(D6.613) Self-guiding seeking weapons generate and obtain their
own lock-ons; they do not have a passive mode.

(D6.614) Inactive mode is a term applied to ships without active fire
control but which are prohibited from firing under PFC (D19.0).

(D6.62) RESTRICTIONS ON PASSIVE (or INACTIVE) MODE: If the
fire control system is not in active mode, the ship is under certain
restrictions.

(D6.621) The ship cannot fire weapons or launch/guide seeking
weapons except as may be allowed in (D19.0).

(D6.622) The ship can use ECM but not ECCM.

(D6.623) If the fire control system is not in active mode, the ship
cannot use any of the following systems except as may be specified
by (D19.0): Aegis Fire Control (D13.0), Anti-drones (E5.14),
DERFACS (E3.62), Displacement Devices (G18.13), Maulers
(E8.15), PPDs (E11.15), Special Sensors (G24.161), Stasis Field
Generators (G16.35), Tractor beams (G7.412), Transporters (G8.17)
[Exception (G13.421)], UIMs (D6.5), Web Casters (E12.13), or Web
Snares (E13.1). See also Annex #7P.
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(D6.624) An existing tractor link can be continued without active fire
control. Transporters can be used for evacuation under (D21.0)
without AFC.

(D6.625) An ESG could be activated in passive mode, although this
would expose the position of the ship and nullify the benefits of
(D19.0).

(D6.626) Bases under passive fire control cannot control mines
(M5.27). (Non-base units, with the exception of sensor mines, can
never control mines.)

(D6.627) Scouts cannot lend EW (G24.218) without a lock-on
[exception (G24.28)] and can only have a lock-on if their fire control is
active. The lock-ons held with tractors (G7.97) are adequate for
direct-fire weapons but not for EW lending.

(D6.628) A ship without active fire control adds one to the die roll for
terrain effects including (P2.223), (P2.231), and (P3.2). This modifier
is cumulative with others such as nimbleness and legendary officers.

(D6.63) CHANGING MODES: Fire control can be changed from the
active to passive (or inactive) mode (and vice versa) during any
impulse in the Initial Stage (6B1). Involuntary mode changes to
passive mode (cloak, WW) are made at the instant of the action
requiring the mode change.

(D6.631) ENERGY: Using active fire control requires one point of
power (B3.1 line 8). This point of power is necessary and sufficient for
the entire turn or any part thereof, even if the ship switches to passive
mode during the turn and then back to active mode during the same
turn. The ship receives no “credit” for the time when fire control was
in passive mode and cannot use part of a point of power for part of a
turn of active fire control. “Unused” fire control energy does not carry
over to the next turn. PFs, shuttles (including fighters), captor mines,
small and medium ground bases, self-guiding seeking weapons, and
certain other units noted in the rules do not allocate energy for active
fire control. Note the exception to the cost in (D6.7).

(D6.632) GOING PASSIVE: A ship can switch its fire control system
to passive (or inactive) mode immediately. This can be done during
the lock-on step of any impulse. The player must announce this fact.
This change will be required by certain actions (e.g., cloak activation,
WW launch).

(D6.633) GOING ACTIVE: A unit is assumed to be using active fire
control from the start of the scenario unless and until the owning
player (or the scenario rules) says it is not. When switching to active
fire control, the point of power required may have been allocated at
the start of the turn or may be reserve power used at the time of the
announcement. Reactivation requires four impulses (1/8 turn); the
unit cannot use active fire control until this period has elapsed from
the declaration that fire control is being activated. (For example, the
player announces during the lock-on step of Impulse #4 that he is
activating his fire control system. The system is considered to
become fully functional at the start of the lock-on step of Impulse #8.)
The benefits of PFC [e.g., (D19.31)] are, however, lost immediately
upon activation (four impulses before it becomes functional). If the
system is in passive mode during one turn and placed in active mode
on the next turn, it will still require the four impulse activation period.
Activation can be cancelled during the four-impulse period, but the
unit will have already lost any PFC benefits.

(D6.64) EFFECT ON CLOAKS: When a ship (so equipped) activates
its cloaking device, it must immediately place the fire control system
in the inactive mode (G13.131). Note in (D19.21) that the passive
mode will not be fully functional when the ship is cloaked. The fire
control system is in inactive mode during the fade-out period and
while the ship is cloaked. Switching the system to active mode will
void the cloaking device; however, there is no effect if the system is
activated at the same point where the cloak is deactivated. In this
case, the four impulses required to reactivate the system will largely
coincide with the fade-in period; the system will not be active until the
four impulse activation period and fade-in are complete. As a
practical matter, it is impossible to activate the fire control system
without deactivating the cloaking device.

NOTE: Cloaked ships activate their fire control scanners when
beginning fade-in and deactivate them when beginning fade out.
There is no additional penalty in this rule for cloaked ships; this rule in
fact explains why cloaked ships operate as they do. A cloaking ship
cannot use passive fire control to fire, launch, or guide weapons
during the fade-in/out period. The cloak restrictions supersede the
PFC restrictions.
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(D6.65) EFFECT ON WILD WEASELS: When a ship launches a wild
weasel, it must immediately place the fire control system in passive
mode. Note that firing weapons or taking certain other actions, even
though allowed by the passive fire control mode, will void the wild
weasel immediately. Switching the fire control system to active mode
will void the wild weasel immediately, except during the “explosion
period;” see (J3.2112). Outside of the explosion period, activating the
fire control immediately voids a WW (at the start, not the end, of the
four impulse activation period). A ship on passive fire control can
receive ECM from lending or a WW. See also (G13.54) regarding use
of a WW by a cloaked ship.

(D6.66) EFFECT OF SENSOR RATINGS: A ship with a sensor rating
of less than six allocates power for fire control (during energy alloca-
tion or with reserve power) and then rolls a die. If the die roll is
greater than the sensor rating, the fire control system does not
function in active mode during the turn (the energy is lost); it can
function in passive mode. A new die roll is made at the start of the
next turn (if another point of power is allocated), and if successful the
system becomes active immediately (without the four impulse delay).
This explains, rather than modifies, the existing rules that such ships
cannot gain a “general” lock-on.

(D6.67) EFFECT ON X-SHIPS: See (XD6.633).

(D6.68) DISRUPTED FIRE CONTROL: Ships can have their fire
control disrupted by a variety of means, including: stasis (G16.73),
displacement (G18.42) & (G18.53), computer failure (G11.411), ship
separation (G12.52), and being externally-docked (C13.762) to a
base. Some of these rules may provide additional penalties or
exceptions to the penalties here. This also applies to fighters and
shuttles. Also see (G2.23). The disrupted fire control lasts from the
point at which the disruption occurs to the same point in the
Sequence of Play four impulses later, e.g., if displaced (G18.0) in
step 6D5 of Impulse #5 the disruption ends in step 6D5 of Impulse
#9.

A ship with disrupted fire control is under the following
restrictions for 1/8 turn (4 impulses) at which point fire control returns
to normal.

(D6.681) Fire control is treated as “inactive.” This is an involuntary
change under (D6.63). This prevents the use of tractor beams,
transporters, and various other systems that depend on a lock-on for
use; see (D6.62). The fire control is still in the original mode (unless
the player voluntarily changes it) but simply isn’t functioning. (It is
trying to re-establish its normal target tracking.) There is a partial
exception in (G2.24).

(D6.682) The ship cannot fire any weapons, even under passive fire
control, or control seeking weapons. EXCEPTION: The ship may fire
direct-fire weapons at any seeking weapons within three hexes of
itself (regardless of the facing or status of the weapon) just as if its
fire control was not disrupted. (The valiantly struggling fire control
computers interpret this type of target as a very definite threat and
give priority to establishing target tracks for them.) A shuttle identified
as a seeking weapon can be fired at; a shuttle not so identified
cannot be fired at in this case.

(D6.683) Units with disrupted fire control cannot lay mines by any
means (e.g., transporters, hatches).

| (D6.7) LOW-POWER FIRE CONTROL |

When the ship does not need full combat capabilities, but does
need to fire some weapons, it can use its fire control system on low
power settings. This system is often used by freighters and other non-
warships.

(D6.71) ENERGY COST: Low-power fire control (LPFC) costs 1/2
energy point per turn (a full point could be allocated and only a half
point used until later in the turn).

(D6.72) LIMITATIONS: LPFC cannot be used to fire at or guide
weapons toward a target more than fifteen hexes (effective range)
distant. LPFC cannot control more than two direct-fire and two
seeking weapons (only one seeking weapon if not armed with drones
or plasma torpedoes).

(D6.721) SEEKING WEAPONS: Low Powered fire control provides
two seeking weapon control circuits no matter what the original ship’s
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control rating was, except that ships with no seeking weapons can
only control one seeking weapon on LPFC.
(D6.7211) A unit using LPFC can only control two (or one)
seeking weapon at any given point in the Impulse Procedure. It
can itself launch no more than two seeking weapons during any
given turn so long as it is on LPFC. This launch rate includes
any seeking weapons launched earlier in the turn under active
or passive fire control. If the unit launched two seeking weapons
during the first part of a turn and then went to LPFC for the
remainder (or part) of the turn, it could not launch any more
seeking weapons during that turn.
(D6.7212) Once any seeking weapons it is controlling are
removed from play, i.e., destroyed, released to their own
guidance (if self-guiding) or their control is transferred, the ship
is free to accept transfer of control of seeking weapons from
other units within its own limits. It is legal for the ship to accept
control of two seeking weapons from another friendly unit, and
later in that same turn launch its own allowed seeking weapons
after it is no longer controlling the other seeking weapons if it
has not previously launched seeking weapons that turn.
(D6.7213) The quarter-turn delay between turns applies to the
launching of seeking weapons by a unit on LPFC. If the unit
launched two seeking weapons on Impulse #30 of Turn #1 and
remained on LPFC (or went to LPFC) during the first eight
impulses of Turn #2 it would not be able to launch any more
seeking weapons prior to Impulse #6.
(D6.7214) The rate of launch under LPFC is not increased by
using plasma-D racks in defense mode, type-E drone racks, or
type-C drone racks, although obviously a ship armed with such
racks could launch (within normal limits) both of its allowed
seeking weapons from one such rack. Other seeking weapon
systems with multiple launch capabilities that might be added to
the game are also under these restrictions.
(D6.7215) Bolted plasma torpedoes and carronades are
considered to be direct-fire and count against that limit and not
against the seeking weapon limit.
(D6.722) DIRECT-FIRE WEAPONS: Direct-fire weapons are limited
as per this rule, i.e.; the unit cannot fire more than two direct-fire
weapons during a turn while it is on LPFC.
(D6.7221) This applies to "weapons" and not "shots". A ship on
LPFC could fire two PPDs, all six pulses from two overloaded
PPDs, all eight pulses from a pair of phaser-Gs (on the same
impulse, or spread over all 32 impulses), or launch all 24 ADDs
from a pair of twelve-round ADDs if so armed (or a combination
of any two).
(D6.7222) As with launching seeking weapons, if the ship fired
two or more weapons earlier in a turn on passive or active fire
control, it would not be able to fire any weapons later in that turn
on LPFC. The quarter-turn delay between turns also applies. If
the unit fired two direct-fire weapons on Impulse #30 of Turn #1
and remained on LPFC (or went to LPFC) during the first eight
impulses of Turn #2 it would not be able to fire any more
weapons prior to Impulse #6. Note that the PPDs, phaser-Gs,
and ADDs could fire some shots in one turn and other shots in
another turn as per their normal rules. Other multi-shot direct-fire
weapons that might be added to the game are also under these
restrictions.
(D6.723) COMBINATION: A unit armed with both direct-fire and
seeking weapons can launch two seeking weapons and fire two
direct-fire weapons on the same impulse or during the period is on
LPFC. This is provided that other restrictions defined, e.g.,
fired/launched previously in the turn, currently controlling one or more
seeking weapons, etc., above are not in force.
(D6.724) SYSTEMS: Non-weapon systems not defined above are not
affected by this rule other than their range limits, i.e., labs, tractors,
transporters (including Andromedan transporters used to move their
satellite ships), ESGs, and web generators are unaffected.
Displacement devices are limited to affecting things within the fifteen
hex range limit and count as a weapon. SFGs count as a direct-fire
weapon.
(D6.725) ELECTRONIC WARFARE: LPFC cannot use more than
three points of ECCM from all sources, including self-generated, or
lent. ECM use is unaffected.
(D6.726) OTHER FIRE CONTROL SYSTEMS:LPFC cannot use
Aegis, maulers, special sensors, DERFACS, UIM, or NVC. A unit on
LPFC cannot detect mines or sweep them. A base using LPFC
cannot control mines.

COMBAT — D

(D6.73) ACTIVE: While LPFC uses less power, it is still “active” fire
control (e.g., it will void wild weasels and cloaks, etc.). If a ship is
using low-power fire control, it cannot increase its rate of fire/launch
by using passive fire control with other weapons. A ship cannot
operate simultaneously under LPFC and PFC (D19.0), and cannot
fire any weapons on PFC while operating LPFC. LPFC can be
detected as such at Tactical Intelligence Level B (D17.4). Reserve
power (or the other half of a point of allocated power) can increase
LPFC to normal active fire control under (D6.633). If a ship switches
from LPFC to AFC, it incurs the same delays as switching from
passive to active fire control, and is under all the restrictions of
activating its fire control as if it were under passive fire control.

(D7.0) MARINE BOARDING PARTIES
(Advanced)

All warships (and some others) are provided with groups of
trained troops that can be used in various security duties. These
troops can also be organized and used as boarding parties. The
number of boarding parties available to each ship type is shown on
the MASTER SHIP CHART. The terms “boarding party” and “marine
squad” are interchangeable.

| (D7.1) RECORD KEEPING |

(D7.11) UNITS: Boarding parties are recorded as individual units. At
any time, and for any reason, players (or a player) on one side may
transfer boarding parties from one ship to another by (D7.16). In
multi-scenario campaign games, the boarding parties are carried over
from scenario to scenario, as assigned to the various ships.

(D7.12) EMPIRES: Boarding parties of different empires are identical
for game purposes. The Gorns and Kzintis are physically larger and
more powerful than the other species in the game. This has been
compensated for by including more boarding parties on their ships.
(While there is no hard-and-fast rule, it could be assumed that a Gorn
boarding party had four troops, a Klingon BP five, and a Hydran BP
six.) No combat or crew casualty adjustments are necessary in
combat between the various empires.

(D7.13) RECORDS: The records for boarding parties are kept
independently from the crew records. However, see (G9.31).

(D7.14) GROUND TROOPS being carried (by certain ships) are
included in the ship’s BPV and can be used as boarding parties.

(D7.15) OTHER UNITS: Other rules such as (D15.8) provide other
units for use in boarding party combat such as commando teams,
heavy weapons squads, civilians, and militia squads. The basic
procedure given here in (D7.0) uses only the marine units.

(D7.16) TRANSPORTATION: Marines can be moved between ships
by shuttle (J2.211), docking (C13.47), or transporter (G8.31)-(G8.32).

(D7.17) EXTRA MARINES: Ships may purchase extra boarding
parties as Commander’s Options (S3.2).

(D7.18) PENALTIES: Note that ships with poor crews (G21.141)
have various penalties in boarding party combat. Ships with
outstanding crews have various advantages shown in (G21.241).

I(D7.2) CAUSES OF BOARDING PARTY CASUALTIES I

(D7.21) SHIP COMBAT: Every tenth internal damage point destroys
one boarding party (it takes two BPs to make a crew unit), in addition
to one crew unit (G9.21). The first four such boarding party casualties
are ignored; the last two boarding parties on the ship cannot be killed
by this method but could be broken up by the owning player (declared
to be simple crew units, It takes two BPs to make a crew unit) to form
part of a skeleton crew (G9.41). However, see (D7.51). The BP to be
lost is selected by the owning player and can be any of his own BPs
(including guards) except one captured by the enemy. Casualties
under (D7.832) are scored first, before casualties resulting from
general internal damage.
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If two or more players (all on different sides) have boarding
parties on a ship that is damaged, all take casualties by this
procedure. Each of the non-allied empires would take casualties at
the same rate. All would lose the first BP on the 50th point of internal
damage, the second on the 60th point, and so on. The last two
boarding parties for each “side” are protected by the first paragraph.

(D7.22) MARINE COMBAT: This is man-to-man (or whatever-to-
whatever) combat as resolved in (D7.3).

(D7.23) HIT AND RUN raids can cause boarding party casualties.
See the chart in (D7.81) and rule (D7.832).

| (D7.3) BOARDING PARTY COMBAT |

(D7.31) COMBAT: If boarding parties are transported onto an enemy
ship, combat occurs between the boarding parties and the ship’s
defenders. Other rules sections, such as (D15.0), provide for
boarding party combat to take place on planets and other locations.

(D7.32) SEQUENCE: While boarding parties may be transported
onto the ship during any impulse, the actual resolution of combat is
not done until the end of the turn, during the Final Activity Phase;
exceptions: (D7.8) and (D7.6).

(D7.33) IDENTIFICATION: When combat is taking place, the
“defending” player is assumed to be the player owning the starship,
and the “attacking” player is the one who boarded it.

(D7.34) MULTI-SHIP: More than one ship may transport boarding
parties to the ship on which the combat is taking place, and ships
friendly to the boarded ship may also send boarding parties to assist
in the defense.

(D7.35) MULTI-SIDED COMBAT: In the event that three players
have boarding parties in one ship (area, ground combat location, or
whatever), and no two are allied, the situation is resolved as follows:

Each player divides his boarding parties into three groups, one
to fight each of the two opposing players and a non-fighting reserve.
(One or two of the three groups could have zero strength.) This is
done secretly (in writing) and simultaneously; the distributions are
then revealed simultaneously. Three separate actions (A vs B, B vs
C, C vs A) are then resolved (simultaneously in game terms). If, for
example, player A’s force sent to fight player B destroys all of the
player B forces sent against him, excess casualties are resolved
against player B’s reserve at the normal rate and, if they exceed that
reserve, against player B’s forces sent against player C at double the
normal casualty rates (i.e., each casualty point kills two boarding
parties). The player A forces sent against player B would not score
casualties against player C even if all player B forces were destroyed.

If there are four or more non-allied players in the location, the
same principle is involved with fewer troops.

(D7.36) CONTROL: Each control room on the ship (bridge,
emergency bridge, auxiliary control, security, flag bridge) consists of
one or more contiguous SSD boxes. (It is possible to have more than
one control room of a given type, particularly on a tug with pods.
Each is a separate room.) The capture of all undestroyed control
rooms results in the “capture” of the ship; see (D7.50).

(D7.361) In Step #4 of the combat procedure in (D7.4), the defending
player has the option of giving up one or more undestroyed control
rooms instead of giving up boarding party casualties.

(D7.362) Each control room with one or more undestroyed boxes
counts as two casualty points regardless of the number of
undestroyed boxes in it (three points for a security station). These
control rooms are captured, not destroyed. While one casualty point
can be scored on a given control room (having no real effect), no
more than one control room can have this damage applied at any
given time. Any subsequent control room casualties, whether by
voluntary or directed damage, must be scored on the same room until
it is captured.

(D7.363) Once the attacking player has captured one or more control
rooms, he may give them up instead of losing casualties in the same
manner.
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(D7.364) Control rooms have no offensive potential in boarding party
combat. Security stations (D7.4-Step 2A) have an effect on boarding
party combat.

| (D7.4) COMBAT PROCEDURE |

(D7.41) STEP 1: Each player determines his total combat power.

For the attacking player, this is the number of boarding parties
which he has on the enemy ship. For the defending player, this is the
number of boarding parties on the ship under attack.

Control stations do not count as they have no offensive potential.
The advanced rules in (D15.8) provide for various other types of
boarding party combat units, such as militia (D15.83), that could be
used.

(D7.42) STEP 2: Each player rolls a single die and cross-indexes the
result with the total number of boarding parties he has to reveal the
number of casualty points scored on the other player’s forces. If a
player has more than ten boarding parties, he divides these into one
or more groups of ten and (usually) a single group of less than ten.
For example, 23 boarding parties would be resolved as two groups of
ten and one group of three. Roll a separate die for each group.

(D7.421) MARINE CASUALTY RESOLUTION TABLE

DIE Number of Boarding Parties
ROLL |1 2 3 4 5 6 7 8 9 10
1 o 0 O O 1 1 1 1 1 1
2 0 O 1 1 1 1 1 2 2 2
3 o 1 1 1t 2 2 2 2 3 3
4 o 1 1 2 2 2 3 3 4 4
5 1 1 2 2 3 3 4 4 5 5
6 1 1 2 2 3 4 4 5 5 6

(D7.422) STEP 2A: Klingon marines on Klingon ships add one to the
die roll for each undestroyed and uncaptured security station (not
box) on the ship. The maximum adjustment is +2, even if there are
more than two security stations. An adjusted die roll of more than six
is treated as a six. If there are more than ten Klingon boarding
parties, the die roll modifier applies to each group, e.g., if there were
22 boarding parties there would be two groups of ten and one group
of two, each would receive the modifier. In cases where boarding
parties of various crew quality levels [i.e., (G21.141) and (G21.241)]
are on one “side,” resolve casualties caused by each force
separately, then add the total. Example: If six boarding parties were
on one side, one from a ship with a poor crew, two from a ship with
an outstanding crew, and three from a ship with a normal crew, they
would roll as three separate groups (with their appropriate modifiers)
not as one group of six boarding parties.

(D7.43) STEP 3: Each player has the option of using some of the
casualty points scored by his troops for “specific allocation,” which
means that he can choose what those points are used for. In this
case, however, it requires two casualty points to destroy each
boarding party and four to capture a control room (six for a security
station).

(D7.44) STEP 4: Each player removes a number of boarding parties
equal to the casualties produced by the other remaining after Step
#3. See (D7.36) for the option to give up control rooms instead of
boarding parties.

(D7.45) EXAMPLE: A Klingon D6 battlecruiser has been seriously
damaged by Turn #5 of the game. It only has three command boxes
(one auxiliary control, one emergency bridge, one security) and four
boarding parties left. Three Federation ships are in the area and
transport a total of nine boarding parties onto the Klingon ship.
Combat is resolved at the end of Turn #5 as follows:

The Klingon player rolls a “4” which is adjusted to a “5” by the
one surviving security station. Cross-indexed on the chart this
produces two casualty points, meaning that the Federation player will
have to give up two of his marine squads. (There is no need for the
Klingons to use the option in Step #3 as the Feds have only one type
of unit to lose.) The Federation player rolls a “2” which causes two
casualty points. The Federation player passes on the Step #3 option;
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the Klingon player gives up the auxiliary control room to resolve two
of the casualty points.

During Turn #6, the three Federation ships send ten more
boarding parties onto the ship. Of these, however, seven are sent at
the higher non-combat rate (G8.32) and cannot be used offensively.
The other three combine with the seven survivors from the original
wave to form a single group of ten squads. The Klingons still have
four boarding parties. At the end of Turn #6, the Federation rolls a “4”
meaning he has scored four casualty points. The Klingons roll a “2”
which is adjusted to a “3” by the security station, scoring only one
casualty. The Federation player uses the Step #3 options to insist
that the four casualty points be resolved by destroying two Klingon
boarding parties; otherwise the Klingons could give up another
control room. (This is a mistake on the Federation player’s part since
there are so few Klingon forces. If he had skipped Step #3, the
Klingons would have had to give up one control room and some of
their remaining troops, or ALL of their remaining troops.) The
Federation player gives up one Marine unit. The battle continues.

(D7.46) Boarding parties cannot destroy boxes on a unit unless that
unit has been captured (D7.5). Exception: (D16.54).

I(D7.5) CAPTURING A SHIP WITH BOARDING PARTIES I

(D7.50) HOW TO CAPTURE: A starship is considered to be captured
if all undestroyed control rooms (including security stations) have
been captured. When a starship is captured, the capturing player
cannot operate the weapons of the ship, but can maneuver it and
attempt to leave the map with it.

(D7.501) If there are no undestroyed control rooms, the defending
player may designate one of the destroyed control rooms (not a
security station) as operational (“temporary control room”). This
temporary control room is providing the limited control capabilities
noted in (G2.2); it is where the highest-ranking officers have gathered
to attempt to restore control. When this temporary control room is
surrendered to, or captured by, the attacking player, the ship is
captured even though combat may continue. See (D7.52).

(D7.502) If a ship disengages with an ongoing boarding action still in
effect, the scenario is extended aboard that ship until the boarding
action is resolved.

(D7.503) When the ship is captured [the last control station (D7.501)
is captured), the capturing player takes over the ship’s SSD and
Energy Allocation Form at that point. Should the ship be recaptured,
or captured by another empire, the SSD and Energy Allocation form
will be turned over to the new player. A captured ship, even if retaken
by the original side, cannot self-destruct under (D5.0) (the enemy will
disable this system as part of taking the ship).

(D7.51) CREW: For a captured ship to be moved, it must be manned
by a “skeleton crew.” See (G9.41) for required size. This crew must
be transported from the capturing player’s other units. Boarding
parties cannot be reformed into crew units (G9.432) on a captured
ship, but militia can be.

(D7.511) There must be one boarding party for every ten enemy crew
units on board (to guard the prisoners). If the required guards are not
provided, any excess unguarded enemy crew units can be formed
into militia as per (D15.83). Prisoners cannot be executed; life
support must be maintained. Unguarded crew units may voluntarily
destroy one system box for every four crew units that are unguarded.

(D7.512) Until the skeleton crew arrives, the ship cannot move or
operate any systems, except that life support will continue and the
shields will remain at the same operating status as they were
immediately prior to the capture (assuming power is available). No
shield reinforcement can function without the skeleton crew. During
Energy Allocation, continue the previous power to the shields (except
reinforcement), allocate power to life support, to fire control (if it was
operating immediately prior to capture), allocate power to recharge
any batteries, and then leave the remainder of the power unallocated.

(D7.52) CONTROL SYSTEMS: If all control boxes had been
destroyed, the capturing player can designate one of the “destroyed”
control rooms as his temporary control room under (D7.501). This
need not be the same temporary control room previously used by the
defenders.
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(D7.53) ACTIONS ON CAPTURE: When captured, a ship
immediately takes the following actions.

(D7.531) The ship drops or releases control of all seeking weapons
(F3.4); it cannot transfer this control to an allied ship.

(D7.532) The ship ceases to operate ESGs, PPDs, and SFGs.
(D7.533) The ship ceases to use Erratic Maneuvering.

(D7.534) The ship ceases to perform repairs or to reload fighters/PFs.
All shuttles and PFs on board are captured (J1.81).

(D7.535) The ship ceases to operate EW or scout systems or lend
EW to its fighters or PFs.

(D7.536) The ship ceases to be affected by crew or officer quality of
the original crew.

(D7.537) The ship no longer “leads” formerly friendly units through
asteroids. The arming of multi-turn weapons ceases; the energy is
lost and the weapon ejected. Any WW, SP, or SS shuttles in the bay
or on the balcony become inactive.

(D7.538) Other effects are as per the rules. A captured Tholian ship
loses the ability to move and fire through webs or function as an
anchor. A captured base loses the ability to control command-
detonated mines. If a base is captured the capturing player will learn
the location of all command-detonated mines after the current
scenario and before the next one.

(D7.539) The capturing player may destroy one box on the SSD of
the captured unit for every five boarding parties or crew units that are
not involved in guarding prisoners or operating the ship (D7.51).

(D7.54) OPERABLE SYSTEMS: The capturing player can operate
the following systems only: engines, control spaces, APR, batteries,
cloaks, labs (scientific research only), transporters (not T-bombs),
shields, ECM, movement (except EM, HET, Emer-Decel, or nimble),
tractor beams, pod detachment. To operate these systems requires
the skeleton crew in (D7.51). AWR, active fire control (needed for
various non-weapon systems), and shields can be used. The
capturing player cannot deactivate life support if this would result in
casualties among the original crew on board. The capturing player
begins controlling the ship on the Energy Allocation Phase that is at
least 32 impulses from the point at which he has met the conditions of
(D7.51) for a skeleton crew.

(D7.541) The capturing player can operate his own shuttles that
transfer to the captured ship but only as administrative shuttles, not
as scatter pack, suicide, or WW shuttles. The shuttles (not fighters) of
the captured ship can be operated (or charged and used as WWs),
but their weapons cannot be used and they cannot be used as
scatter-pack or suicide shuttles.

(D7.542) The captured ship has an assumed damage control rating of
2 for purposes of (D9.7) continuous repairs. Within a given scenario
(and some campaigns where the limit applies over several
scenarios), each side can perform the limit of repairs under (D9.7),
but does not get a new limit if a captured ship is recaptured.

(D7.55) INOPERABLE SYSTEMS: The capturing player cannot
operate the following systems: weapons (any weapon listed in any
part of Annex #7D), fighters, PFs, mines, ECCM, scout channels,
super-intelligent computer, self-destruct, displacement device, certain
movement functions (e.g., EM, HET, quick reverse, emer-decel,
nimble), and the ability to control seeking weapons. These items can
be used on a captured ship in a subsequent scenario. Any fighter
pilots or PF crews would be Green [(J6.22) and (K8.22)]. Exception
(D7.541).

(D7.551) The capturing player cannot use aegis or labs to identify
drones and cannot separate sections, drop warp engines, double
Orion engines, or use non-galactic (Andromedan and Tholian)
abilities or equipment. These items (except for extra-galactic
technology) can be used on a captured ship in a subsequent
scenario.

(D7.552) PA panels will remain operating at the current level and will
absorb and dissipate damage to the limit of their ability, but power
cannot be transferred to, from, or between panels (or to the batteries)
and the level cannot be increased. This is an automatic system which
the panels default to when the crew is no longer functional. The
capturing crew could turn the panels off or reduce their level after the
skeleton crew is aboard and control established, but could not
subsequently raise their level or turn them back on.

(D7.553) The special abilities of security stations apply only to the
original owner of the ship. Andromedan, Tholian, or Seltorian specific
technology is lost and cannot be reactivated. Other systems, such as
Aegis, can be restored as part of the conversion process.
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(D7.554) A captured ship may be released from some or all of these
restrictions after the scenario is over and the ship is taken to a
shipyard for overhaul and conversion.

(D7.555) A legendary weapons officer (G22.75) can unlock the
weapons on a captured ship.

(D7.56) CONTINUING COMBAT: It is possible (either by using the
Step #3 options or because the defender allowed it to happen) that a
ship could be captured while some of its defending boarding parties
are still active. Alternatively, boarding parties friendly to the original
owners could be transported aboard. In this case, boarding party
combat continues and the original owner might even recapture the
ship. If he does so, he is treated as the original owner (which he is),
not as a capturing player.

(D7.57) CAPTURED AND CONVERTED SHIPS: For campaign
purposes, ships captured and overhauled/converted such as the D7H
Anarchist, most of the WYN fleet, or OK6 Conquest count as
belonging to the capturing empire, not the original empire. In this
case, it is the capturing player who has full (D9.7) capabilities and the
recapturing player who has the assumed damage control rating of 2.

(D7.6) CAPTURING SHUTTLECRAFT WITH BOARDING
PARTIES (Commander’s Level)

(D7.60) PROCEDURE: Players may attempt to capture manned
shuttlecraft with boarding parties. If the shuttle has a BP aboard, then
see (D7.836) and (D7.831). Fighters may not be boarded (J4.42);
exception (D7.631).

(D7.601) One boarding party (only) may transport onto an enemy
shuttlecraft. At the instant this party arrives, a die is rolled:

NORMAL| CMDO | OUTST | POOR | RESULT
1-2 1-3 1-3 1 Shuttle Captured
3-5 4 4-5 2-4 BP Destroyed
6 5-6 6 5-6 Issue In Doubt

(D7.602) A die roll of “6” indicates that the issue is still in doubt. The
shuttle stops moving at that point, and combat is resolved again at
the end of the turn. If still in doubt, the shuttle does not move and a
die is rolled to resolve combat at the end of each turn until resolved. If
the “issue is in doubt” the shuttle cannot move or fire any weapons. It
can drop chaff, but it cannot lay mines or control seeking weapons. It
cannot take any other action unless specifically permitted by a rule.
Neither side can transport their personnel off the shuttle until the
action is decided.

(D7.603) A player may not operate the weapons of a captured
shuttlecraft.

(D7.604) Upon arrival, the BP will be told if the shuttle is manned or
seeking. If a seeking shuttle, proceed under (D7.62) not (D7.60).

(D7.61) WILD WEASEL SHUTTLES: Boarding parties may attempt
to board and capture WW shuttles. Roll a die when the BP arrives.
(D7.611) Voided Captured: WW systems are deactivated, WW voided
(J3.4), weapons tracking WW return to original target, and the BP
takes over the shuttle.

(D7.612) Exploded: WW and BP destroyed; explosion period (J3.211)
begins.

(D7.613) Issue In Doubt: Roll again at end of each turn until resolved.
WW continues normal operations. Note, the boarding party could be
recovered by transporter (G8.0) eight impulses (or more) after they
are transported aboard the shuttle, even on the same turn (using a
different transporter).

NORMAL] CMDO | OUTST | POOR | RESULT
1 1-2 1-2 1 Voided-Captured
2-4 3-4 3-4 2-3 Issue in Doubt
5-6 5-6 5-6 4-6 Exploded
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(D7.62) SEEKING SHUTTLES: Boarding parties may attempt to
board and capture seeking shuttles; roll a die when the BP arrives.
(D7.621) Deactivated Captured: Suicide or SP systems deactivated
(J1.86), BP takes over the shuttle.

(D7.622) Booby Traps in the shuttle have destroyed the boarding
party. The shuttle continues on its mission. These booby traps can be
voluntarily deactivated by the owning player prior to launch.

(D7.623) Issue In Doubt: Roll again at the end of each turn until
resolved. The seeking shuttle continues its mission. Note, the
boarding party could be recovered by transporter (G8.0) eight
impulses (or more) after they are transported aboard the shuttle, even
on the same turn (using a different transporter).

NORMAL| CMDO | OUTST | POOR | RESULT
1 1-3 1-3 1 Deactivated-Captured
2-5 4-5 4-5 2-4 Issue in Doubt
6 6 6 5-6 Booby Trap

(D7.63) SHUTTLE BAY: Combat involving enemy shuttles inside the
ship’s shuttle bay (G7.8) or (J1.63) is resolved as follows:

(D7.631) At the end of each turn that any uncaptured enemy shuttle
is in the shuttle bay, boarding parties belonging to the ship can
attempt to capture it. One or two boarding parties can make the
attempt against any one shuttle, and each can attack only one
shuttle. The target of each BP is announced before any attacks are
resolved. These boarding parties can have participated in no other
actions (other than guarding that shuttle bay; guards can be released
for this purpose) on that turn and can make only one attempt each.
Roll one die for each attempt and interpret the result as follows:

DIE FIGHTER, ADMIN, MRS,
ROLL HEAVY MSS, GAS,
FIGHTER MLS, SWAC
HTS,
OTHER
1 Captured Captured Captured
2 Captured Captured Captured
3 Captured Captured Captured
4 Captured Captured No Effect
5 Captured No Effect BP Killed
6 BP Killed BP Killed BP Killed

(D7.632) If the shuttle has been crippled (J1.33), it cannot resist any
attempt to capture it with boarding parties. See (D7.6332) for a
special case.
(D7.633) If there are boarding parties on board the shuttle (friendly to
the shuttle, not the ship), they can remain on board the shuttle or
disembark.
(D7.6331) If the boarding parties leave the shuttle, their fate and
that of the shuttle are resolved separately, in accordance with
the appropriate rules. The shuttle cannot fire in support of the
marines as it could on the ground in (D15.0); it can fire as per
(G7.81). Note that if they were loaded at the non-combat rate
(J2.211), they could not fight offensively on the current turn.
(D7.6332) If these boarding parties do not board the enemy
ship, then modify the die roll (D7.631) against their shuttle by +1
and treat a crippled shuttle (D7.632) as an uncrippled one
except that the shuttle itself cannot fire. If there is more than one
BP on the shuttle, only one can fight to defend the shuittle.
(D7.634) It is presumed that the shuttle landed during “recover
shuttles” and that any boarding parties disembarked from the shuttle
during “operate transporters” of any later impulse at the owning
player’s option. The boarding party could return to their shuttle during
the “operate transporters” of any later impulse. The shuttle cannot
launch during any impulse in which it has taken boarding parties on
board. The shuttle cannot launch within 1/4 turn of landing as in
(J1.52) and, under some circumstances, may not be able to launch at
all. Boarding parties delivered by this procedure cannot be used for
hit-and-run raids. Shuttles which have (voluntarily or otherwise)
landed in an enemy bay always turn off their warp booster packs (if
any).
(D7.635) A legendary marine major (G22.5) counts as a boarding
party, even if he arrived in the back seat of a two-seat fighter (J4.43).
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(D7.636) Outstanding or commando BPs get a -1 on the die roll in
(D7.631) to attack a shuttle; poor crews and militia have a +1. A die
roll of six is never modified and always remains a six.

(D7.637) Boarding parties on the ship could attempt to attack (rather
than capture) the shuttle by firing at it with low-powered weapons.
Such an attack is made in the Final Activity Segment instead of the
attempt to capture the shuttle. Up to four boarding parties may fire at
the shuttle; each does one point of damage automatically. The
obvious intention is to cripple the shuttle; this method is slower but
more certain than attempting to capture it outright.

(D7.7) PREVENTING SELF-DESTRUCTION
(Commander’s Level)

If boarding parties are on board of any given starship, they may
be able to prevent self-destruction from being carried out if the crew
should attempt to do so (D5.52).

(D7.71) PROCEDURE: In such cases, the owning player (of the ship)
must roll a die at the time that self-destruction is announced to
determine if the boarding parties have prevented self-destruction. The
die roll cannot be made if the ship is not attempting self-destruction.

DIE ROLL RESULT
1 Self-destruction is permanently blocked.
2-3 Boarding parties temporarily prevent self-
destruction. Roll again on the next turn.
4-6 Crew successfully destroys ship.

(D7.72) ATTACKING MODIFIERS: Certain special types of boarding
parties gain a die roll modifier.

If the only functional enemy boarding parties on board are militia,
add one to the die roll.

If one or more of the enemy boarding parties is a commando
squad, subtract one.

If there is an enemy Marine Major or enemy Legendary Engineer
on board, subtract one from the die roll. This is not cumulative with
commandoes (or another such officer), but is used instead of the
militia modifier.

(D7.73) DEFENDING MODIFIERS: Certain cases can cause a
defensive modifier.

If the ship has an outstanding crew, add one to the die roll. If the
crew is poor, subtract one.

If there is a legendary marine, engineer, weapons officer, or
captain aboard, add one. Multiple officers are not cumulative with
each other, but are cumulative with a crew modifier.

(D7.74) HIT AND RUN raids cannot deactivate a self-destruction
system or interfere with the attempt.

|(D7.8) HIT AND RUN RAIDS (Commander’s Level) |

Boarding parties may be used on “hit and run” raids. In this
event, the party is attempting to destroy some key item of equipment
on the enemy ship or to capture some item or individual.

(D7.81) PROCEDURE: For each boarding party making an attempt,
designate the specific box on the SSD that they are attacking. A die is
then rolled to resolve their attack on the following chart:

NORMAL] CMDO | OUTST |[POOR| RESULT
1 1 1-2 - System destroyed, BP returns
2 2-3 3 1 Both destroyed
3-5 4 4 2-4 | BP destroyed, system ok
6 5-6 5-6 5-6 BP returns, system ok

Even if the transporter being used for a hit-and-run raid is destroyed
by an enemy hit-and-run raid on the same impulse, a surviving
boarding party still returns to its own ship, and is not stranded on the
enemy ship.
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(D7.82) RESTRICTIONS AND CONDITIONS:

(D7.821) Any given boarding party may make ONE such raid per
turn, assuming transporters are available. Each transporter can
support one such raid, performing both the “in” and “out” operation.
(D7.822) Hit-and-run raids are conducted and resolved during the
Impulse Activity Segment. Note that each raid is conducted and
resolved during the Activity Segment of a specific impulse.

(D7.823) Boarding parties can attack “sensor” and “scanner” boxes
but not damage control or excess damage boxes. Raids cannot be
used to cause critical hits. Hit and run raids can only be conducted
against the best (top/left) undestroyed box on the sensor or scanner
tracks. Guards on those systems cannot be killed by damage to the
system.

(D7.824) Hit-and-run raids may be made to remove specific
individuals or objects from a given ship. This will normally involve
items specified by a given scenario. When trying to capture a person
or object, the result “System destroyed and BP returned safely” is
read “target captured and BP returned safely.” The result “System
and BP destroyed” is applied as stated.

(D7.825) Non-SSD items and special abilities (Aegis, T-bomb
storage, increased drone control, etc.) cannot be attacked by hit and
run raids unless the rules specifically allow it. See (D7.85) for other
restrictions, conditions, and allowances.

(D7.826) Crew units, deck crews, boarding parties, shuttles in flight
and other such units cannot be attacked by hit-and run raids.

(D7.827) Assassinations (of legendary officers or individuals specified
in various scenarios, such as an ambassador) can be conducted by
hit-and-run raids. The attacking player indicates that he is making an
assassination raid on a given SSD box or room where an individual
might be located (G22.13). If the raid is successful and if any
individually identified person(s) is present, that person is (or those
persons are) killed. (Note that such an attempt has little chance of
success unless the location of the target is known, but the scenario
may specify locations for a special individual, and legendary officers
can only function in certain areas.)

(D7.83) GUARDS: A player may designate some of his boarding
parties to be guarding specific individuals or objects. In this case, a
hit and run raid has a lesser chance of success (D7.831) against
these targets, but the boarding party assigned as a guard cannot be
used in normal boarding party actions.

Assignments of such guards are made at the start of the turn
and cannot be changed until the next turn; no more than one
boarding party may be assigned to guard a given compartment or
object. See (J1.413).

(D7.831) If a hit and run raid is conducted against a guarded object,
person, or compartment, roll one die and find the result below.

NORMAL| CMDO | OUTST | POOR | RESULT
1-3 1-2 1-2 1-4 BP Destroyed
4-5 3 3-4 5 BP Returns
6 4-6 5-6 6 Conduct Hit-and-Run

(D7.832) If the box that a boarding party is guarding is destroyed by
any means, there is a 50% chance that the boarding party was
destroyed with it. These casualties are in addition to those in (D7.21).
If the boarding party survives, it is immediately released to the
general pool of boarding parties.

(D7.833) No more than one boarding party can be assigned to guard
one object, area, or group of people.

(D7.834) Guards do not count in the boarding party calculations
under (D7.4). They can be ordered by the owning player to leave their
posts and participate in combat during the Energy Allocation Phase,
but would have to be re-posted under rule (D7.83) before they
counted for (D7.831).

Guards do not count as undestroyed boarding parties for (D7.5).
When the ship is captured, all guards are transferred to boarding
party status and may attempt to regain control of the ship.

(D7.835) The specific box on the SSD to which each guard is
assigned, and the specific box being attacked, must be specified. In
cases (such as shuttle bays) in which the owner has not specifically
recorded which box contains which unit, determine randomly which
items are in each box. See (J1.413).

(D7.836) It is not possible to place guards on board a scatter-pack,
suicide shuttle, or wild weasel. Boarding parties being transported at
combat rates on a shuttle count as guards for that shuttle. When

CAPTAIN’S MASTER RULEBOOK — Copyright © 2004, 2010, 2012 Amarillo Design Bureau, Inc.

Page 73



D— COMBAT

enemy troops try to capture the shuttle, the guards provide a +1 die
roll modifier for (D7.6).
(D7.837) Under some conditions a single boarding party may guard
more than one box on the SSD.
(D7.8371) A single boarding party, assigned as a guard, is
sufficient to protect all connected control boxes of a single type.
For example, if there are two connected bridge boxes, one
guard covers both. Different types of control boxes (security,
flag, aux, emer, bridge) can never be protected by a single
guard.
(D7.8372) A single boarding party, assigned as a guard, is
sufficient to protect all connected warp engine boxes of a single
specific engine (i.e., the left engine of a Fed cruiser, the boom
warp engine of a Klingon C8, the two warp boxes of a C7 boom,
etc). A single boarding party, assigned as a guard, is sufficient
to protect all connected impulse engines.
(D7.8373) As the enemy can only conduct a hit and run raid
against the highest undestroyed box on one of the tracks
(sensor or scanner; remember that damage control and excess
damage cannot be attacked by hit and run), a single boarding
party, assigned as a guard, protects the entire track.
(D7.8374) In all other cases, each box on the SSD must be
guarded individually. Even adjoining and connected boxes of the
same type (e.g., phasers, shuttle bays) are separate for this
purpose.
(D7.8375) The casualties of (D7.832) are rolled for if any box in
the group is destroyed by a hit and run raid, but not in the case
of combat damage unless the entire group is destroyed. This
does not apply to adjacent boxes covered by (D7.8374).
Exception: Guards on sensors and scanners cannot be killed;
see (D7.823).
(D7.838) Up to six individuals may be specified as being in a given
compartment (or room, a designation not specifically translatable into
specific systems boxes on the SSD), and one boarding party can
guard that one room. For example, several legendary officers could
be designated as being in the “bridge” (which probably corresponds
to two or more specific boxes on the SSD).

(D7.84) MULTIPLE RAIDS: Two or more raids cannot be made by
the same player (empire, side, team) on a single box [or (D7.837)
group] within a period of 1/8 turn. Exception: (J1.413).

(D7.85) RESTRICTED TARGETS: Hit and run raids can destroy, but
not capture, a cloaking device (G13.161) or a DERFACS or UIM fire
control system. These items could be captured using (D16.12) by
occupying the entire area (normally that with the bridge) for two full
turns (repulsing all attempted entry). See (D7.825).

(D7.86) REACTION: After a hit-and-run raid against a specific
system, the owner of the defending ship may (but is not required to)
assign or transfer guards to that system or other systems of that
specific type (including all types of phasers as a single type)
immediately after the hit and run step in which the raid was
conducted.
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(D8.0) CRITICAL HITS (Optional)

In order to increase the excitement of particularly tense
scenarios, players may wish to include the possibility of critical hits.

| (D8.1) PROCEDURE |

If 20 or more damage points (including those scored on shields
or reinforcement and those that penetrate) are scored against a given
shield during any single impulse, that ship must roll two dice to
determine if a critical hit has been scored. [Andromedans: See
(D24.0).]

Only one such roll is made during any given turn, even if these
conditions are met several times during the turn.

| (D8.2) EFFECT |

The systems that suffer a critical hit, and the effect of those hits,
are as follows:
2 = Active fire control (D6.6) fails; ship switches to passive
fire control (D19.0) until active system is repaired.

Battery failure. All batteries loose all power and cannot
be used to hold power until repaired.

Transporter failure. Transporters cannot be used until
repaired.

Power failure in the labs. Labs cannot be used until
repaired. Emergency damage repair (D14.0) is
impossible; any such repairs in progress are lost.

No critical hit.

Tractor beam breakdown. Tractors cannot be used until
repaired. All existing tractor links are released. This
could cause docking to be broken. Negative tractor
can be used.

Shuttle launch controls jammed on one shuttle bay
(select by die roll). No shuttles can be launched or
recovered (from that bay, including launch tubes) until
it is repaired. See (D8.24).

Maneuver restricted. Ship cannot exceed speed of eight,
no HET or EM, and turn mode increased by one at all
speeds.

Warp engine controls are damaged, and the ship cannot
use warp energy for movement. One-half of the output
of the warp engines can be used for other purposes;
the other half of the power cannot be used for any
purpose until repaired. See (D8.23).

3 =

(é)]
|

(D8.21) DESTRUCTION: Critical hits never destroy any system. They
only prevent its use until the critical hit is repaired. Note that repairs to
critical hits are resolved separately from repairs to damage.

(D8.22) EFFECT: All critical hits take effect immediately.

(D8.23) WARP: In the case of a warp engine critical hit, the ship
stops moving immediately. If impulse power was allocated to
movement, the ship may use it to make one Tactical Maneuver during
the remainder of the turn. The ship’s Energy Allocation Form must be
adjusted immediately by (D22.0). When resolving power loss by
(D22.0), all energy allocated to movement may be cancelled
immediately. An Orion could still double his engines, although he
would still only be able to move speed one.

(D8.24) SHUTTLES could land and launch from a balcony, but could
not move back and forth between the balcony and hangar bay. No
mines can be dropped from that bay; no drone racks inside the bay
could fire. Note that external bays are each a single bay, so that it is
possible for a Tholian Black Widow to have nine jammed shuttle bay
doors in effect at a single time. Shuttles can still crash aboard
(J1.612) a ship with jammed shuttle doors. It is not possible to crash
out of such a bay because (J1.635) says that even enemy shuttles
launch by the normal rules.
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| (D8.3) REPAIR |

| (D9.2) REPAIRING SHIELDS IN COMBAT |

(D8.31) PROCEDURE: All critical hits are repaired in the same
manner, but if more than one is in effect, the owning player may only
attempt to repair one of them during the turn. The ship’s damage
control parties perform this function. The procedure is to roll one die
at the end of the turn. If the result 1-4, the hit is repaired; if the result
is 5-6, it is not. The first roll to attempt to repair a critical hit can be
made immediately at the end of the turn regardless of whether the hit
occurred on Impulse #1 or Impulse #32.

Subtract one from the die roll for the second (and two for the
third and subsequent) attempt to repair the same occurrence of the
same hit. Outstanding (G21.132) and poor (G21.232) crews have a
die roll modifier.

(D8.32) LEGENDARY OFFICERS: Legendary Engineers and
Science Officers can use (G22.41) to make “independent attempts” to
repair critical hits, but no two officers can work on the same critical
hit. They must be in the box they are repairing, but would become
casualties if ship combat damage struck their previous duty station.
For a Legendary officer to repair fire control or maneuver critical hits
he must be in a control box. Also see (G22.412). The rule about
scoring casualties by hits on the previous duty station reflects that the
“destroyed” box which the officer is repairing cannot be destroyed
again (at least until he has repaired it).

(D9.0) DAMAGE CONTROL

Damage control is the ability of a ship to repair combat damage
(and other damage) without a base or other support facilities. In game
terms, damage control is used to repair the shields during a scenario,
to repair key systems during a scenario, to repair other systems
between the scenarios of a multi-scenario campaign game, and to
repair critical hits. It is assumed that the damage control parties are,
during the course of the game, also taking action to seal off any hull
areas that rupture and to prevent any fires or electrical overloads
from spreading. This is factored into the various charts and tables
and can be ignored.

There are several types of repair and damage control available
in the game. Repairs under (D9.2) can be used simultaneously with
those under (D9.7) or (D14.0) although not on the same box. Repairs
under (D9.7) and (D14.0) cannot be made simultaneously, even to
different boxes. None of these procedures in (D9.0) can be used
simultaneously with those in (G17.0).

ALL repair procedures repair one box at a time. Two points of
power in (D9.2) damage repair will repair one shield box, not all of the
damage to one entire shield.

I(D9.1) DAMAGE CONTROL CAPABILITY I

(D9.11) RATING: The current level of damage control ability is
reflected in the damage control rating, which is the highest
undestroyed box on the damage control track of the SSD.

(D9.12) DAMAGE: The damage control rating itself may be reduced
by damage taken during combat. Generally, all damage control
functions are based on the rating at the start of the turn. Emergency
Damage Repair procedures (D14.11) also destroy boxes on the
damage control track.

(D9.21) PROCEDURE: During any turn, energy may be allocated to
damage control up to the highest number on the track. For each two
units of energy allocated to damage control, the damage scored to
one shield box may be erased at the end of the turn. You must
specify which shield you are repairing during the Energy Allocation
Phase. If the DC rating is reduced during the turn, energy applied at
the start still counts for that turn.

EXAMPLE: A Federation heavy cruiser puts four points of power
into damage repair for shields (the maximum it can due to its damage
control rating of four) and, at the end of the turn in the Repair Stage
of the Record Keeping Phase, two shield boxes are repaired.

(D9.22) PRIOR DAMAGE: Energy cannot be allocated to
undamaged shields in anticipation of damage. Energy allocated to
damage control is NOT used to reduce the effects of hits made during
the turn but repairs boxes destroyed in prior turns.

(D9.23) RESERVE POWER: Reserve power cannot be used for
shield damage repairs.

| (D9.3) CRITICAL HITS |

Damage control may be used to repair critical hits. See (D8.3).

| (D9.4) CAMPAIGN REPAIRS |

Between scenarios of the multi-scenario campaign games, the
damage control rating of the ship may be used to repair various
systems of the ship. (This procedure assumes that the ship can stop
at a base or rendezvous with a repair ship between scenarios. In
some campaigns where these facilities are unavailable, use of this
section is prohibited.) This is done as follows; in the exact order
given. In the case of power absorbers, see (D10.544).

(D9.41) DAMCON: All hits on the Damage Control Track are erased.
(All repairs listed below are based on the ship’s full damage control
ability.) All shield hits are erased. A number of hits on control systems
equal to the damage control rating are erased. All “Hull” hits are
erased.

(D9.42) POWER: Multiply the damage control rating by three. This is
the number of power system (warp engine, impulse engine, battery,
and reactor) hits which can be erased.

(D9.43) WEAPONS: Multiply the damage control rating by two. This
is the number of weapon system hits which can be erased. For
definition of “weapon,” see Annex #7D.

(D9.44) OTHER: Multiply the damage control rating by three. This is
the number of non-weapon, non-control, non-power system hits that
can be erased. Excess damage, sensor, and scanner, are treated as
non-power/weapon/control hits for this rule.

(D9.441) The (D9.7) and (D14.0) repair capabilities are recycled, i.e.,
the repairs during the scenario are completed by this procedure
before using (D9.4) at no cost and the full allowance is available for
the next scenario.

(D9.442) Any hasty repairs are treated as in (G17.54). If repaired by
this procedure, they count as a full repair. If not repaired by this
procedure, they remain at their reduced status.

(D9.443) All damaged shuttles are repaired between scenarios of a
campaign and do not count against other repair limits or capabilities.
(D9.444) The ship’s HET bonus is automatically restored by these
repairs provided the ship is not crippled (S2.4) after completing them.
A ship’s breakdown rating (C6.544) can only be restored by an
overhaul in a campaign.

(D9.45) SPECIAL: Cloaking devices and UIMs destroyed during the
previous scenario are replaced if the ship has access to a repair
facility (repair freighter, mobile base or larger base). Each counts as
one weapon repaired. See (D6.522) and (G13.164). Armor can be
repaired as part of (D9.44) repairs if the ship has access to a
starbase, fleet repair dock, or other repair facility able to dock it
internally.
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(D9.46) SUPPLIES: See (U1.0) for additional rules on resupply
between scenarios of a campaign game.

(D9.47) NO REPAIR FACILITY: If no repair facility is available, the
ship can use the remainder of its (D9.7) and (D14.0) allowance
between scenarios but cannot make the other repairs listed in this
section. See also (G17.13).

| (D9.5) LIMITATIONS |

No damage control procedure can ever be used to increase the
number of shields or other systems above the number originally
shown on the SSD for that ship. That is, damage control can only
repair systems; it cannot build new ones.

| (D9.6) CARRYOVER |

Any damaged systems that damage control does not repair after
one scenario may be repaired after later ones. A system does not
have to be repaired in the interlude immediately following the
scenario in which it was damaged, but remains inoperable until
repairs are made.

| (D9.7) CONTINUOUS DAMAGE REPAIR |

(D9.71) PROCEDURE: All ships (including bases and PFs) have a
limited capability to repair damaged systems during a scenario. This
system allows a ship in combat to repair one or two critically needed
systems as the battle proceeds. This repair is within the limits of
(G17.33).

(D9.711) Each ship generates (without any cost) a number of repair
points equal to its damage control rating on each turn. These points
can be used to repair destroyed equipment. The cost of repairing a
destroyed system is shown on the Cost of Repair Chart in Annex #9.
(D9.712) This rule (D9.7) can be used to repair shields. While this
makes shield repair faster, note that (D9.74) limits the use of (D9.7)
and the player must seriously consider where these repairs can most
effectively be used. This rule can be used along with (D9.2) although
not on the same specific box.

(D9.713) The attention of desperate players is directed to Hasty
Repairs (G17.5).

(D9.72) POINTS: The points are “earned” at the start of the turn
(equal to the damage control rating at that point) in the Energy
Allocation Phase. They must be allocated to repair specific systems
at that point. If no systems have been destroyed, no points can be
accumulated. Because (G17.33) only allows five repair points to be
allocated to a given system box on one turn, and since (D9.74) limits
repairs to one system box at a time, a ship may not be able to use as
many repair points as it can generate. Note: This system can be used
to repair shields, and points can be used for that purpose before any
internal systems are destroyed, but this is an inefficient use of the
system.

(D9.73) EFFECT: The system under repair is considered to be
repaired at the end of the turn when sufficient repair points were
allocated. No system can be repaired on the turn it is destroyed.

(D9.74) CARRYOVER: In many (if not most) cases, the ship cannot
generate enough repair points to repair a given system box in a
single turn. (Most cruisers would generate four points, while most
heavy weapons cost eight points or more to repair.) In this case, the
ship can accumulate points toward the repair of a given box over a
period of several turns.

(D9.741) A ship can only accumulate points toward the repair of one
system box at time and must complete or abandon the repair of a
given system before it can expend points toward the repair of a
different system. If the repair of a given system is abandoned, the
previously accumulated points are lost but the system can be
repaired later. Repairs can only be abandoned during the Energy
Allocation Phase by not allocating points to continue a multi-turn
repair. If a frigate (damage control rating of “2”) allocated two points
to repair a phaser-3 (two points to repair), the repair will be completed
at the end of that turn, so it could not be abandoned. If the frigate
allocated two points to repair a phaser-1 (five points to repair), it
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could abandon that repair at the start of the second (or third) turn.
Note that if the frigate allocated one point to complete the repair of
the phaser-1 on Turn #3, it could allocate a second point to begin
repair of a phaser-3 that turn as well, and then abandon the repair of
the phaser-3 at the start of the following turn.

(D9.742) When sufficient points have been accumulated to repair one
box, the ship can immediately begin accumulating points to repair
another one during the same turn. For example, on Turn #3 a ship
with a DamCon rating of four accumulates four points for repairs and
spends them all on a phaser-1, which takes five points. On Turn #2,
the ship accumulates another four points and spends one to complete
the phaser-1, the second to repair a hull box (which costs only one
repair point) and then applies the other 2 to begin the repair of a
disruptor.

On the other hand, the B10 with a damage control rating of eight

generates eight repair points per turn but can only apply five to any
one system and can only work on one system at a time. Since it costs
ten points to repair a Range-40 disruptor, this will take two turns.
However, it would be more efficient to (on the first turn) spent three
points to repair a drone rack then the other five on a disruptor, then,
on the second turn, spend five points to finish the disruptor and three
to repair a transporter. Even so, the B10 can only repair eight system
boxes and might not want to waste one of these on a mere
transporter.
(D9.743) Weapons that have “cool-down” periods that are destroyed
on the turn they fired can begin repairs on the following turn, i.e.,
while cooling-down. This means that a Hydran Dreadnought could
have a fusion beam destroyed on the turn it was fired, repair it on the
following turn while it is cooling, and arm and fire it on the third turn.

(D9.75) SIMULTANEOUS REPAIRS: This procedure cannot be used
on the same turn on the same unit as repair conducted by a repair
facility (base, repair ship, or FRD) under (G17.0) or with (D14.26).

(D9.76) LIMITATIONS: During a given scenario, a ship can never
repair more system boxes by this procedure than its original damage
control rating. This system cannot repair damage control or excess
damage hits. Each shuttle (as opposed to a damage point on a
shuttle) on which CDR repair points are applied counts as one
“system box” repaired, and can continue to apply repairs until the
shuttle is fully repaired. If the repair is abandoned, it still counts as
one of the unit’s allowed repairs and the shuttle will be repaired to the
point where the repair was abandoned. Repairs by deck crews are
not part of EDR or CDR. Repairs abandoned before they are
complete do not count (exception, shuttles). Shield boxes repaired
under this procedure do count as repaired systems, i.e., a ship with a
damage control rating of four that repaired four shield boxes under
this rule would not be able to repair any other systems during the
scenario under these rules.

EXAMPLE OF SHUTTLE REPAIR: Two Kzinti AAS fighters,
each with one damage point remaining, land on a Kzinti Light Cruiser.
The Light Cruiser applies four repair points to one of the fighters,
repairing four points of damage, while its two deck crews (J4.814)
work on the other fighter, repairing two points of damage (J4.818). At
the start of the second turn the Kzinti player wants to continue
repairing the fighter the deck crews are not working on (it would still
count as a single repair), but determines that it needs to repair one of
its disruptors and abandons the repair. The fighter has five damage
points and the Light Cruise has used one of its four allowed repairs.
The deck crews continue working on the other fighter this turn,
repairing another two points of damage. (Note: Deck crews can begin
their repairs mid-turn when the fighter landed, but this is not done in
the above example for simplicity, and could complete repairs on the
other fighter later on.)

(D9.77) SUBSEQUENT REPAIRS: If a given box is destroyed,
repaired, and then destroyed again, repairing it a second time counts
as another box repaired under the limits in (D9.76).

(D9.78) SELF-REPAIR: This procedure can only be used by the unit
on itself. It cannot be used by a ship or base on a unit docked to it. It
can be used on the shuttles (including fighters, web anchors, cloaked
decoys) of the ship.
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(D10.0) POWER ABSORBERS

The Andromedans do not use shields. Instead, they use power
absorber (PA) panels. These absorb the energy of enemy weapons
(up to a limit) and prevent it from damaging the ship. This stored
energy can then be channeled into the ship’s batteries.

A given ship cannot have both shields and PA panels; the two
systems are mutually exclusive and cannot work together.

| (D10.1) DEFINITION |

(D10.11) SSD: Each PA box on the SSD represents one power
absorption panel. PA boxes are divided into “forward” and “rear” (or
“aft”) groups, known as “panel banks” or simply “banks”. All of the PA
boxes of a given bank are resolved as a single entity with the
capacity equal to the sum of the capacities of the individual boxes
(D10.32). See (D10.51) for damage to PA panels.

(D10.12) POSITION: The forward panel bank absorbs power from
damage that would have hit shields #6, #1, or #2 on a ship with
shields. For artistic purposes, the forward PA panels on some
Andromedan ships are divided into two or three groups, but all are
considered to be “forward,” and they operate as a single panel bank
(unless the rules for a specific unit say otherwise). The rear panel
bank absorbs power from damage that would have hit shields #3, #4,
or #5 on a ship with shields. The larger Andromedan bases have six
panel banks, one corresponding to each shield arc. See (E11.354)
PPDs.

Note that each panel bank, whether a given unit has two or six
or some other number, counts as one “shield” for purposes of volley
definitions (D4.22). Example: If direct-fire weapons damage from
three different Galactic ships struck the forward panel bank of an
Andromedan intruder on a single impulse from three different direc-
tions (through the #1, #2, and #6 “shield arcs”) this would all be
counted as a single volley for all purposes, including phaser damage
(D4.34), leaks (D10.331), and disruptor leaks (D10.332).

(D10.13) HELLBORES: When an enveloping hellbore strikes an
Andromedan unit, divide the total damage by the number of PA panel
banks (two on most ships, six on the starbase) and drop any fractions
(for purposes of the calculation). Apply this amount of damage to
each bank of panels (distributed among panel boxes of that bank at
the choice of the Andromedan player). The Andromedan player then
distributes any remaining points (i.e. the fractions dropped earlier)
from the original weapon strength to the banks of his choice, no more
than one point per group.

EXAMPLE: A Hydran Knight-class destroyer fires its two hell-
bores at an Andromedan Cobra at a range of seven. The die rolls of
seven and five are adjusted by a +2 die roll shift from electronic
warfare, changing them to a seven and a nine, resulting in one hit for
thirteen points. The Andromedan player notes that the Cobra has two
PA panel banks and scores six points (13 + 2 = 6.5 = 6) on each
bank, then scores the remaining (thirteenth) point on the rear bank.

(D10.14) ENVELOPING PLASMA: If an enveloping plasma torpedo
strikes a ship equipped with power absorbers, divide the warhead
strength by the number of panel banks and drop any fractions (for
purposes of the calculation). Score this number of points on each
bank (distributed among panel boxes of that bank at the choice of the
Andromedan player), then distribute any remaining points (i.e. the
fractions dropped earlier) to banks of the Andromedan player’s choice
but no more than one point per bank. See (FP5.33).

(D10.15) PHASER DIRECTIONAL DAMAGE: Damage which pene-
trates or leaks through a given panel bank must be scored on a
phaser capable of firing in the direction the damage was received
from. See (D4.321).

(D10.151) In the case of direct-fire weapons, the phaser must be
capable of firing at the unit which scored the damage.

(D10.152) In the case of seeking weapons, the phaser must be
capable of firing through the same (60°) shield arc struck by the
weapon.

(D10.153) In the case of hellbores (E10.43) and enveloping plasma
torpedoes (FP5.32), the phaser must be capable of firing through the
panel bank(s) which leaked damage.

COMBAT — D

(D10.154) In the case of a single volley containing damage from more
than one source, resolve the damage as per (D4.34).

|(D10.2) OPERATIONS |

To operate, PA panels must be charged. They can be charged
to standard level or to reinforced level. It costs more energy to charge
the panels to reinforced level, but they can then absorb more damage
(ten points per panel instead of six). See (D10.3) for details.

(D10.21) POWER: The power required to operate the ship’s PA
panels varies with the class of the ship, as follows:

PA PANEL COST OF OPERATION

SHIP TYPE STANDARD | REINFORCED
Desecrator (starbase), Battle 18 36
Station

Devastator # 14 26
Base Station 12 18
Dominator, Dominatrix, Dictator, 10 18
Dominion, Demon, Demolisher #

Intruder, Infestor, Imposer, 6 10
Instigator, Conqueror, Shiva. #

Conquistador, Missionary, Krait, 5 8
Exploiter, Ravager, Destructor. %

Large Satellite Ship: Mamba, 5 8
Python, Anaconda, Queen Snake,

Eliminator.

Medium Satellite Ship: Cobra, Eel, 4 6

Terminator, King Snake,
Diamondback; Satellite Base.

Small Satellite Ships: Viper, 3 4
Courier, Bull Snake, Rattler, Repair
Sled, Cargo Sled, Mine Laying
Sled, Ore Gathering Sled, Gun
Sled, Mobile Ops Sled.

Small Ground Bases: AGB2, 1 2
AGBT, AGSO, AGMS, GPB, PCB,
AGMG, AGWS, AGSA, AGPS. %

Mobile Platforms: MWP, MCP, 0.6 1
MTP, MEP, MGP, MMP. +#

The above chart includes all Andromedan ships in Module C2,
as well as many ships in other products. Other modules include more
Andromedan ships and a chart of their PA panel costs. Also, each
Andromedan SSD lists the energy cost for operating its own panels.

(D10.22) LEVEL: To charge all of the panels to standard level or rein-
forced level, the designated power must be allocated. This power is
sufficient to operate all of the panels on the ship; it is not rated as “per
panel bank” or “per panel box.” All banks of panels on a given unit
must be operated at the same level (standard or reinforced); some
could be dropped (D10.25).

The current level of PA panel operations (dropped, standard,
reinforced) and any changes are detectable; see (D3.541). If using
tactical intelligence (D17.0), this is detected at Level B.

In addition, the total amount of power in each panel is also
detectable in some cases; see (D10.56) and Tactical Intelligence
Level I.

(D10.23) SOURCE: The power to operate PA panels can come from
any source. Power must be allocated every turn. If no power is pro-
vided, the panels are not charged and cannot absorb damage (and
will release any points they are holding). See (D10.422) and
(D10.423).

(D10.24) RESERVE POWER: Reserve power could be used to acti-
vate PA panels (H7.2) although not after damage has struck the ship
(H7.346). Reserve power can be used to raise the panels to rein-
forced level even after damage strikes the ship; see (H7.346).

CAPTAIN’S MASTER RULEBOOK — Copyright © 2004, 2010, 2012 Amarillo Design Bureau, Inc.

Page 77



D — COMBAT

(D10.25) DROPPING PA PANELS: One bank of PA panels (D10.12)
could be deactivated (D3.5) for a period of 1/4 turn or longer. (As with
shields, an Andromedan ship can deactivate any or all of its banks;
each bank is deactivated and reactivated independently of the
others.) This can be detected under (D3.541). When deactivated, any
and all energy in that bank is released as in (D10.424). Also note,
starbases (and others with more than two panel banks) could drop
one or more of their panel banks. If a panel bank is dropped during a
turn and later during that same turn restored, additional power is not
required (and cannot be expended) for the panels; the original alloca-
tion is adequate for the entire turn even if the panels are down during
part of it.

(D10.26) CHANGING LEVELS: A unit operating its panels at rein-
forced level could reduce them to standard levels during the Drop
Shields Step of any impulse. Any power released is treated as per
(D10.424).

A unit operating its panels at standard level could increase them
to reinforced level during the Raise Shields Step of any impulse or
during the Direct Fire-Weapons Stage using reserve power (H7.346).

This change in level may be detectable as per (D3.541) and
must be announced if detected.

(D10.261) If panels are changed in this manner, they must stay at the
lower level for a minimum period of 1/4 turn (eight impulses).
(D10.262) This time requirement is separate and distinct from the
panel dropping interval in (D10.25).

For example, an Andromedan ship could reinforce its panels on

Impulse #8, then reduce them to standard level on Impulse #16 (or
any time before), then drop (deactivate) them altogether on Impulse
#18, then (while they are dropped) restore them to reinforced levels
on Impulse #24 (not less than eight impulses after reducing their
level) (they would still hold no energy until they were raised), then
raise (reactivate) them again (now at reinforced levels) on Impulse
#26.
(D10.263) If panels are reduced during a turn and later during that
turn restored to reinforced level, additional operating power is not
required (and cannot be expended) for the panels; the original alloca-
tion is adequate for the entire turn even if the panels are at standard
levels during part of it.

(D10.27) TIMING: Changes in the level of PA panels, are made in the
Operate Shields Step of (6B7) Marines Activity Stage [exception,
(D10.24)]. Within that step, panels may be deactivated or activated,
reduced to standard level or raised to reinforced level. The list here
provides the sequence by which this is done. If you de-activate a set
of panels on a ship on the same impulse that you activate the
opposite panels energy released from the deactivated panels is
resolved in accordance with (D10.42).

| (D10.3) EFFECT OF PA PANELS |

(D10.31) ABSORPTION: The panels can absorb damage points from
any type of weapon (including mines, etc.) or natural hazard
(asteroids, novas, nebulas, pulsars, etc.). Any damage which cannot
be absorbed by the PA panels (in excess of their capacity) is resolved
as internal damage. The panels must absorb energy if they can.

Andromedans cannot choose to begin a scenario with their
panels already holding energy. If the panels of an Andromedan ship
are not operating, they cannot be degraded, and they will not absorb
any damage. They can still be destroyed on “drone” hits scored on
the ship.

See (D10.6) for a complete example of PA operations.

(D10.32) CAPACITY: Each PA panel box has six “capacity points”
when operated at standard levels and ten when at reinforced levels.
Each panel bank has a total capacity equal to the sum of the capacity
points of the boxes in that panel bank. PA panels gradually lose these
capacity points (and their ability to absorb damage) during combat.
Energy in a PA panel bank is not allocated to specific SSD boxes; the
bank is considered to be a single large absorber.

The degradation status of an Andromedan ship’s panels is
known whenever it appears on the map if not using (D17.0) Tactical
Intelligence. If TaclIntel is used, degradation status can be detected at
Level |, the same level that the energy in the panels can be detected.
(D10.321) When any volley of damage is received, 20% of this dam-
age (round fractions of 0.500 and more up, 0.499 and less down) is
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resolved as “permanent” damage, reducing the capacity of the panel
bank, and the remainder is stored in the panels (or exceeds their
capacity) as per (D10.31) above. The reduction in panel capacity is
calculated and applied before storing the points. All damage received
by a given panel bank during a single “Stage” combine their fractional
damage points for purposes of rounding to calculate panel
degradation.
(D10.3211) This degradation is not applied when the panel picks
up power from another destroyed panel box or from a panel
bank which was voluntarily deactivated or reduced in level, but
is applied to power from enemy (or friendly) weapons, asteroid
damage, etc.
(D10.3212) Damage from some types of terrain causes degra-
dation, while damage from other types does not.

The following types of terrain-induced damage DO NOT
cause degradation: Nebulae (P6.31), heat zones (P10.6).

All other types of terrain-induced damage do cause degra-
dation, including asteroids (P3.2), rings (P2.223), pulsars (P5.2),
the WYN radiation zone (P7.7), gravity waves (P9.311), dust
clouds (P13.2), radiation zones (P15.7), and any other types
which do not specifically say that they do not. Novae (P12.5)
and ion storms (P14.0) are a combination of other terrain
effects, all of which are judged separately.

(D10.3213) If panels are turned off, they cannot absorb any
damage (except to be destroyed by “drone” damage points on
the DAC) and cannot suffer degradation. Operating panels
suffer degradation even if they cannot absorb any of the
damage from a given volley of fire which struck them.
(D10.322) The reduction in capacity is distributed as evenly as possi-
ble among the boxes of a given panel bank, with any odd points dis-
tributed at the Andromedan player’s option.
(D10.3221) The reduction is applied to the number of capacity
points a given panel box has at the current operating level, so a
three-point reduction would leave a box with three points at
standard levels and seven at reinforced levels.
(D10.3222) Repairs, which are on a per box basis, could result
in the boxes of a given bank being of radically different
strengths. Damage must be applied in such a way that all of the
boxes of a given bank are as nearly equal as possible, so a
newly repaired box (which would be several capacity points
stronger than the others in the bank) would take all of the degra-
dation for the bank until it was reduced to the strength of the
other panels.
(D10.323) If a panel box is destroyed, its remaining capacity points
are destroyed with it.
(D10.324) If the degradation as a result of damage causes the
capacity of the panel to be less than the number of energy points it is
holding (and assuming that it is already at reinforced levels or cannot
be raised to those levels for some reason), the excess power is
released (D10.42). The released power is resolved (D10.424) after
the internal damage (if any) from the volley that caused the
degradation. Note, degradation is scored even if the panels are full
when the damage hits, and will as a result release additional damage
points to be scored as part of that volley.

(D10.33) DAMAGE PENETRATION: PA panels were designed to
resist the amount of damage expected in combat with the Galactic
powers. A reinforced level was provided for emergency use, but this
level had a drawback of not being a perfect barrier to damage. The
result of the drawback is a tendency to “leak” internal damage into the
ship whenever a large volley is scored. All damage from a given
volley, whether caused by a leak or by exceeding the capacity of the
panels, is resolved as a single volley. Leak points scored versus
Andromedan units with armor are still scored against hull boxes,
circumventing the armor. This is an effect of the way the PA panel
system operates. Damage caused as a result of “leaks” does not
count for purposes of victory (S2.21) unless the ship is crippled. Such
damage does count for crew casualties (G9.2). Note that it is possible
for enveloping weapons to score leak damage on both the front and
rear panels with the same salvo.

(D10.331) Whenever a single volley scores a total number of damage
points on a given panel bank equal to three points per box AND the
panels must be reinforced to hold the last point of that volley (even if
they are already at that level), that last point is scored as internal
damage, i.e. as a “leak” point. The leak point is not absorbed into the
panels and does not produce degradation under (D10.32). This leak
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can occur only once per volley, regardless of how many damage
points have been scored.

Obviously, if the panels are not reinforced for some reason, the
excess points would penetrate as normal damage and there would be
no “leak” point. If the panels can hold the damage at standard levels
(even if they happen to be reinforced), there is never a leak, except
by (D10.332).

EXAMPLE: A Viper has four panels in its forward bank. A

Federation DD scores three photon hits (24 points) and three points
of phaser damage in a single volley. This 27 points is more than three
points per box (twelve points) and also requires the use of reinforced
panels (since the bank could only hold 24 points at standard levels).
This volley produces one point of “leak” damage which is scored as
internal damage. If, for whatever reason, the Viper did not reinforce
its panel bank, three points would exceed the capacity of the panels
and be scored as internal damage, but there would not be a “leak”
point.
(D10.332) For reasons that were never fully understood, PA panels
are particularly vulnerable to damage from disruptors, even when at
standard levels. Whenever a volley (striking the panels, before it is
resolved) contains damage from disruptors equal to two points per
box of that panel bank, the last point of disruptor damage is scored as
internal damage. It is not absorbed into the panels and does not pro-
duce degradation under (D10.32). This leak can occur only once per
volley, regardless of how many damage points have been scored.

This “disruptor leak” point is instead of, not in addition to, any
“reinforce level leak” from (D10.331). The remainder of the volley,
including disruptor and other damage, is then resolved normally,
including degradation.

EXAMPLE #1: A Klingon F5 fires on a Viper (from the front),
scoring one hit with an overloaded disruptor from Range 4. This
causes eight points of damage, and as that is equal to two points per
panel, there is one point of “leak” damage.

EXAMPLE #2: A Klingon C8 fires six disruptors and six phasers

at an Andromedan Python, scoring 32 damage points with disruptors
and 23 damage points with phasers. As the 32 points exceeds the
2x6 threshold, one point is scored as a disruptor-induced leak. The
remaining 54 damage points cause eleven points of degradation. The
remaining 43 points are absorbed by the panels, which must be at
reinforced levels to do so. However, as there has already been one
point of disruptor-induced leak, there is not a second point of leak due
to the reinforced level.
(D10.333) All leak points (unless the volley also includes internal
damage, in which case this rule is ignored, i.e., leak damage is
combined with non-leak damage into a volley of internals if the panels
are penetrated) are scored as “hull” hits (not non-hull hits listed on
Annex #7E) if there are undestroyed hull boxes on the ship. If there
are no remaining hull boxes, use the DAC normally (and combine the
leak point with other internal damage from the same volley, if any,
into a single volley).

|(D10.4) ENERGY RESOLUTION |

(D10.40) GENERAL

(D10.401) Each damage point absorbed by PA panels becomes, in
effect, one unit of energy. Once in the panel, it can be dissipated into
space (D10.412), transferred to the batteries (D10.411), or released
(D10.42). If released (either because the panel box was destroyed or
because it was not powered), each point of power then reverts to one
damage point (D10.424). The amount of energy in each bank of
panels is recorded separately.

(D10.402) As each PA panel box will only hold a specific amount of
power, the Andromedan unit must pay careful attention to how much
power his panels are holding. If his panels are full (from damage pre-
viously received) and cannot be emptied (by one means or another),
any damage scored on them will be excess to their capacity and will
be scored as internal hits (i.e. this would not be a good time to charge
that Federation DN over yonder).

(D10.403) Note that power released from destroyed panel boxes or
unpowered panel banks can be absorbed by other panels (D10.424),
while damage scored on panel banks already at their capacity cannot
be transferred and is treated as internal damage.

(D10.404) Any energy in a PA panel bank which is not transferred,
dissipated, or released remains in the panels and carries over from
turn to turn.

COMBAT — D

(D10.405) Andromedan ships must always use fractional accounting
(B3.2) to keep more accurate records and to minimize power used for
“legitimate purposes” as required by various rules.

(D10.41) REMOVING ENERGY FROM PA PANELS: Energy held in
PA panels may be removed by one of several methods. Power from
the PA panels can only be transferred by the rules in this section or to
an energy module (G20.0). It cannot be used directly to power
weapons or other equipment. Exception: Mauler; see (D10.414),
(E8.5), or (R10.6).
(D10.411) At the end of each turn, the Andromedan player may trans-
fer energy held in the PA panels to the batteries on the same ship.
[Remember that Andromedan batteries have a higher capacity; see
(D10.55).] Ten percent (10%) of the power (current contents, not
capacity; round fractions of 0.5 or more up, others down) in the
panels can be transferred out by this method. Note that power in
excess of the capacity of the batteries cannot be transferred to them.
This power can be used on the next turn. The 10% (or less at owner’s
option) transfer to the batteries is resolved before (D10.412). Power
is transferred from each panel bank separately (10% from each bank,
not 10% of the total from all banks). If there are four or fewer points of
power in the bank, the 10% proviso is ignored and one point can be
transferred to batteries. Only whole points of power can be removed
from PA panels, fractional points of power cannot. A given panel
always holds one point, not 1.2 points or 0.3 points.
(D10.412) At the end of each turn, each PA panel bank can
“dissipate” to space one point of power for each PA box in the bank.
A PA bank cannot dissipate more power than it has, nor can it dissi-
pate power held in another bank. This power is simply lost. It is
removed from the panels and can never be used for anything else.
(D10.4121) The player is not required to dissipate all of (or any
of) the power held in his panels. Only PA panels that have
energy in them can dissipate power to space. See (D7.552) in
the case of a captured Andromedan ship.
(D10.4122) Dissipation of power can be detected as per
(D3.54), and the amount dissipated must be announced if
detected. If using tactical intelligence, see Level E.
(D10.4123) PA panels can dissipate two units of energy per turn
if they spend the entire turn in an atmosphere hex.
(D10.4124) PA panels cannot dissipate power in a heat zone
(P10.6), a radiation zone (P15.7), or while penetrating the WYN
radiation zone (P7.7).
(D10.4125) PA panels of ships docked internally (in a base,
FRD, mothership, etc.) cannot dissipate energy to space.
(D10.413) Energy from the PA panels cannot be used directly to
power the panels themselves. Power from the PA panels that was
transferred to the batteries by (D10.411) or (D10.424) could be used
for this purpose (and various others).
(D10.414) Andromedan maulers can draw power directly from their
panels. See (E8.5). Since there is no particular restriction against
firing the mauler weapon (with the maximum allowed power) at an
innocuous piece of space debris (that is not even shown on the map),
these ships have a dramatic advantage in clearing their PA panels.
(Any weapon can be fired to use up power, but maulers can draw
directly from the panels and use up far more power.) Note: The “20
point limit” in previous editions applies to the Terminator (R10.6) and
was moved to that rule to facilitate the later publication of other
Andromedan mauler classes.
(D10.415) Power from the batteries must be used for legitimate pur-
poses, but the absolute minimum amount of power must be used. For
example, tractor beams could grab a meaningless rock (D10.711),
but could not use power for a meaningless “tractor auction” (and
could not have such an auction with another Andromedan ship or a
ship “allied” with the Andromedans). Fractional accounting must be
used (B3.2) to minimize power spent (D10.405).

(D10.42) RELEASING ENERGY FROM PA PANELS: Energy held in
PA panels can be involuntarily released by two methods.

(D10.421) If a PA panel box is destroyed, any power held in it is
involuntarily released (D10.424).

(D10.422) If the owning player reduces the energy level of a power
absorber bank (from reinforced to standard or from standard to
unpowered), any excess energy is treated as energy released from a
destroyed PA panel box (D10.424).

(D10.423) An Andromedan ship cannot voluntarily release power
from PA panels by (D10.422) unless that power will not cause internal
damage (D10.424). Releasing energy which can cause internal dam-
age by voluntarily reducing PA panel levels or dropping them can
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only be done during Energy Allocation and only if the ship is eligible
for self-destruction or if there is not enough energy to power the
panels (which have priority over any other power needs except life
support). A player cannot be forced to drop PA panels by (D22.0).
(D10.424) Released energy from PA panels must be picked up by
other power systems on the ship (within their capacity to hold power)
at after all volleys in a given damage stage [either (6A3) or (6D4)] are
resolved, strictly in the following order of priority:

1. Other PA panel boxes of that same panel bank.

2. An Energy Module (G20.41) in the hangar of the ship which is

releasing the power.

3. Other PA panels of the ship.

4. The batteries of the ship OR the panels of a satellite ship in

the hangar (G19.25).

This is a strict order of priority. Energy cannot go to a lower item
on the list unless all higher priority items are full or unavailable. For
example, energy cannot go to an energy module (#2) if there is
capacity available in the same panel bank (#1).

Any released energy which cannot be picked up by one of the
above systems is applied to the ship as internal damage (resolved as
a separate volley with no phaser directional restrictions). Note that if a
PA panel is destroyed by this volley of internal damage, energy
released as a result will itself be resolved as another separate volley
(which could destroy another PA panel . . .).

Power unable to return to batteries (D10.72) ignores step #1 but
treats all panels on the ship equally under Step #3.

I(D1 0.5) OTHER CONDITIONS AND RESTRICTIONS I

(D10.51) DESTRUCTION: PA panel boxes are destroyed on “drone”
hits. They count as internal damage for victory purposes. A damage
point which penetrates or leaks through a PA panel bank and scores
a hit on a PA panel must be scored on a panel box of that specific
bank. Unpowered or dropped PA panels can be destroyed by hit-and-
run raids (D7.8). Active PA panels can be hit-and-run only if there are
unpowered or dropped panels elsewhere to transport through.

(D10.52) TRANSPORTERS: Due to their nature, transporters can be
used to transport out of, but not into, a ship equipped with PA panels,
i.e. a transporter behind a PA panel operates normally, while one
outside a PA panel will not. Exception: see (D10.525) and (D10.524).
If the bank is degraded to 0%, transporters (including enemy
transporters) can operate through it.

(D10.521) Enemy boarding parties trying to board an Andromedan
ship would find themselves reduced to energy and stored unless the
panels covering their line of transport were not operating. (These
marines, or any transported object, could not later be restored.) See
(D10.523).

(D10.522) After all of the power absorber boxes in a given bank have
been destroyed, or if no power has been allocated to charge them, or
if that bank has been dropped (D10.25), transporters may be used to
board the ship through the arc covered by that bank.

(D10.523) The power involved in transported objects (even a thou-
sand of them) is negligible compared to weapons, and even a power
absorber charged to capacity could absorb an infinite number of
transported objects (e.g. boarding parties); that amount of power
would then be too small to be drawn and used by the ship.

(D10.524) Transporters can be used between two Andromedan
ships, even if one or both have PA panels operating, as long as both
ships power and operate one transporter for each individual trans-
porter operation. (Obviously, if the receiving ship has its facing panels
down for whatever reason, it would not need to power a transporter.)
(D10.525) Andromedan ships can use transporters to launch and
recover satellite ships (G19.0) or to conduct hit-and-run raids (D7.8),
with their PA panels active. Andromedan mother ships do not have to
drop PA panels to launch or recover a satellite ship; neither do the
satellite ships being transported. If an Andromedan ship were allied to
a Galactic ship, the Andromedan ship could use its transporters to
move people or objects between ships; otherwise it would have to
drop a bank of panels to allow the Galactic ship to use its own
transporters.

(D10.53) WEBS: Power absorbers cannot absorb power from webs.

STAR FLEET BATTLES

(D10.54) DAMAGE CONTROL: Damage control on Andromedan
ships uses the following rules.

(D10.541) Damage control (D9.2) can be used to repair lost capacity
of a power absorber bank (D10.32). Every two points of power allo-
cated under (D9.2) repairs one degradation point on one box, NOT
the entire capacity of a PA box. Repairs may be applied to any box,
and if more than one capacity point is repaired in a given turn, these
can be applied to the same box or to different boxes. See (D10.3222)
and (G19.26).

(D10.542) Repairs under (D9.2) cannot be used to repair destroyed
PA panel boxes on the SSD during a scenario, although repairs
under (D9.7) can be. Destroyed PA panels repaired under (D9.7) will
have their full absorption capacity available when the repair is
completed.

(D10.543) Emergency damage repair (D14.0) can be used in an
attempt to repair destroyed PA panel boxes, and repaired boxes will
have their full absorption capacity available when the repair is com-
pleted. See also (D10.546). [This rule is correct; (D14.23) in the 1991
printing of Advanced Missions is wrong.]

(D10.544) Between the scenarios of a campaign game, a number of
PA panel boxes equal to twice the damage control rating can be
repaired under (G17.133). This is a separate category from other
repairs under (D9.4). All lost absorption capability is restored between
scenarios under (G17.132). The repair rate for use in (D9.4), covering
repairs between scenarios, is established in this rule.

(D10.545) Repairs under (G17.0) are not affected and can be con-
ducted as per those rules. Repaired PA panels (including destroyed
and degraded panels) will have their full capacity restored.

(D10.546) The ship could execute (D9.7), (G17.0), or (D14.0) repairs
on an undestroyed (but degraded) box to restore its original capacity;
this would count as one “repair” under the respective system. (This is
a partial exception to the normal rules that prohibit repairing some-
thing that has not been destroyed, but the Andromedans are unusual
in many respects. There are few SSD boxes in SFB which can be
damaged without being destroyed.) Additional degradation scored on
the panel under repair will also be cleared when the repair is
completed. If the panel is destroyed while this form of repair is being
performed all repair points applied to the panel are lost. In this latter
case the ship is considered to have expended one of its (D9.76)
repairs and a unit with repair systems (G17.0) to have expended one
of its (G17.26) repairs.

EXAMPLE: Turn #1: the PA panels absorb power and
degradation. Turn #2: four points of repairs are allocated for repair of
the panel. During Turn #2 additional damage is scored on the panels.
Turn #3: an additional point of repair is allocated to the panel. During
Turn #3, additional damage is scored on the panels. At the end of
Turn #3 the panel is “repaired” and all degradation scored on it during
Turns #1, #2, and #3 is repaired. Note that only one PA panel box is
repaired, but the Andromedan player can have allocated any “odd”
degradation point to that panel. Since (D10.322) requires that
damage be distributed between the boxes of a given bank as evenly
as possible, this should only be one degradation point more than any
other single box. Two or more might be at the same level at the time
the repair is made.

(D10.55) BATTERIES: The batteries on Andromedan ships can hold
five units of power each (H5.5), which gives them an advantage in
absorbing power from the panels. The Andromedan player may, at
his option, determine how much power is held in his batteries at the
start of a scenario. See (D18.14). Power in batteries that are
destroyed is lost, not released.

(D10.56) DETECTION: If the panels are charged, this can be deter-
mined from outside and must be announced, but the level (and any
change in level) can be detected as per (D3.54) or Tactical
Intelligence Level B. In addition, the total amount of power in each
panel is also detectable at Tactical Intelligence Level | (at a range of
ten hexes if not using Taclntel) and must be announced as it changes
throughout the turn. See also (D10.4122). The level of degradation of
Andromedan PA panels is always known; see (D10.32).

(D10.57) LEAKY SHIELDS: Players using (D3.6) should allow an
identical proportion of the damage points to penetrate the PA panels
in addition to (D10.33). Leaks under this rule are resolved by the
DAC.
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| (D10.6) ANDROMEDAN COMBAT EXAMPLE |

This example is based on Scenario (SH46.0) and covers most of
the unique rules used by the Andromedans, but focuses on the PA
panels in particular.

An Andromedan Conquistador has six PA boxes forward and
four rear. None are holding any power. On an impulse during the first
turn, fifteen damage points (from a D7) are scored on the forward
three shield-arcs. [Of these, nine are from long-range disruptor fire,
but this does not exceed the disruptor threshold.] These fifteen units
are treated as follows: First, 20% (three) are scored as permanent
reduction (D10.321). This reduces three of the six PA boxes from 6+4
capacity to 5+4, giving the front panels a standard level capacity of
33 (down from 36). The other twelve points are absorbed into the
front panel boxes and held there.

At the end of the first turn, one of these twelve points is
transferred into the batteries (D10.411), reducing the total held to
eleven. Then, each of the six panel boxes dissipates (D10.412) one
point to space, leaving five in a panel bank with a capacity of 33.

On Turn #2, the Andromedan allocates four points of power to
damage control, which will repair two of the capacity points in the
front bank (D10.541). As is the case when repairing shields, the
restored capacity points will not be available until the end of the turn.

On Impulse #6 of Turn #2, a Klingon D7 scores three hits with
overloaded disruptors from Range 4, a total of 24 points, plus
fourteen points of phaser damage. The disruptor volley exceeds the
threshold (6x2 = 12) for disruptor damage, so one point is scored as
internal damage (D10.332) and the other 23 combine with the
fourteen phaser damage points into a 37-point volley. Of this volley,
20% (7.4 rounded down to seven) is scored as permanent reduction
of the capacity (now 26, down from 36) and the other 30 points is
scored as normal damage. This exceeds the 21 points of available
capacity (26 minus the five held from last turn), but the Andromedan
player uses reserve power (H7.346) to increase the panels to
reinforced level (six panels at ten points, minus the ten points of
degradation leaves a capacity of 50 in the front panels) and absorbs
all 30 points (his front panel bank now holds 35 points). Even though
the volley qualified for one “leak” point under both (D10.332) and
(D10.331), only one “leak” point is scored. The one “leak” point is
resolved as a Hull hit.

On Impulse #10, a type-l drone (twelve-point warhead) scores a
hit on the rear panel bank. Of this, 20% (2.4 rounded to two)
becomes permanent damage (reducing the reinforced capacity to
38); the remaining ten points of drone damage is absorbed. The
Andromedan fires, severely damaging a Klingon D5, and then
displaces away on that same impulse.

At the end of Turn #2, the Conquistador has 35 points in his 50-
point front panel bank. He transfers four into the battery (leaving 31),
then dissipates six to space, leaving 25. Also, the two capacity points
repaired during Turn #2 increase capacity from 50 to 52. The rear
panel bank holds ten points of power with a capacity of 38. The
Andromedan player transfers one point to the batteries and dissipates
four to space, leaving five.

During Turn #3, the Conquistador uses four points of power for
damage control, which will repair two capacity points by the end of
the turn. He moves away from the Klingon ships during this turn, not
arming any weapons so that he can move at maximum speed. The
Klingon D7 manages a long-range (Range 15) disruptor shot, but
scores only two disruptor hits (six points, not enough to exceed the
eight-point rear panel disruptor threshold) and four points of phaser
fire. (The damaged D5 fires, but manages only one point of phaser
damage.) The Klingon F5 also manages a disruptor hit (three points)
during the same impulse, and since all fire against a given PA bank in
a given step of the impulse procedure is combined into a single volley
(total nine points from disruptors), scoring one leak point (a hull hit).
The remaining thirteen points (eight from disruptors, five from
phasers) score three points (20% of 13 = 2.6) of permanent damage
on the rear panel bank (reducing it from 38 to 35) and ten are
absorbed (the rear panel bank now holds fifteen).

At the end of Turn #3, the Conquistador has 25 points in his front
panel bank. He transfers three to the batteries, dissipates six, leaving
sixteen. Also, the two repaired capacity points increase the capacity
from 52 to 54. The rear panel bank transfers two points to batteries,
dissipates four to space, leaving nine in the bank, which has a total
capacity of 35.
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On Turn #4, the Andromedan begins to arm his weapons, but is
not prepared to fight as his TRs and DisDevs won’t be armed until
Turn #5. He does not spend energy for damage control as he can'’t
afford to. The arming costs him speed and allows the three Klingon
ships to catch up, although they cannot reach overload range while
overloading their disruptors. They fire in sequence. The D7 fires four
disruptor bolts at Range 11, hitting the rear panel bank with three
(total nine points, causing one point of disruptor leak, another Hull
hit). The remaining eight points score two points of permanent
reduction in the rear panel bank (dropping them to 33); six are
absorbed (total fifteen in the panels). On a later impulse, the D5
(which had only two disruptors left but plenty of warp power) reached
overload range and fired, but scored only one hit (six points); during
the same impulse, the F5 scored one disruptor hit (three points), for
nine points of disruptor damage (one point of leak, another Hull box;
two points of degradation, capacity now 31; six points absorbed
(holding 21).

At the end of Turn #4 has 21 points in the rear panel bank
(capacity 31). The ship transfers two to battery and dissipates four,
leaving fifteen. The front panel bank still has the sixteen points from
last turn; two are transferred and six are dissipated, leaving eight and
a capacity of 54 (net 46 available).

On Turn #5, the Conquistador completes the arming of his TR
beams and DisDevs, allocates four points to damage control, and
turns toward the Klingons. The Klingons, expecting this move, slow
dramatically to use overloaded disruptors and heavy counter-
jamming. Several drones are in flight, but the Conquistador dismisses
them with two of his T-bombs. (The Klingons routed them to prevent
a single mine from destroying them all.) The Conquistador fires his
alpha strike at the D7 from Range 6, scoring 29 points of damage on
the #2 shield, which barely survives due to reinforcement and reserve
power. The three Klingon ships had wanted to fire on different
impulses so as to gain the Mizia effect of their leaking shots, but all
fired immediately (all face the forward panel bank) because the Andro
had announced displacement (G18.31). The D7 uses his UIM and
scores three out of four hits (eighteen points) plus eight from phasers.
The D5 fires both disruptors from Range 4, burning out his UIM but
scoring two hits with sixteen points plus five from phasers. The F5
(which has a classic oblique shot) fires from Range 8, scoring one hit
(six points) plus five from phasers. The combined total of 58 points
includes one disruptor leak point; the other 57 score eleven points of
permanent damage (capacity reduced to 43, of which eight are in
use), the remaining 46 damage points exceed capacity by eleven.
[The normal leak effect (D10.331) doesn’t apply because the damage
exceeds the capacity of the reinforced panels.] The eleven points of
excess and the one point of disruptor leak are resolved as a twelve-
point volley. This destroys one TR, one PA, two phasers, two warp,
four hull, and two cargo. As the PA panel must come from the front
bank (D10.51), the Andromedan player selects one of those with a
capacity of seven. Its seven points of damage are released and
picked up by the rear panel bank (now holding 22). The Andro
displaces twelve hexes, over and behind the Klingons (which will
force the Klingons to use HETs if they wish to maintain close pursuit).
Four impulses later, the Conquistador transports his Cobra back
toward the Klingons. The Klingons, unwilling to use HETSs, execute
normal battle turns toward the two Andro ships.

The Cobra unloads on the F5 at Range 3, catching him in the
weak #5 shield. The Cobra does 34 points of damage, which crushes
the sixteen-box shield and (after reserve power) does sixteen
internals, enough to cause serious damage to the frigate.

At the end of Turn #5, the Conquistador has a five-box front
panel bank with a capacity of 36. This panel bank is full. He transfers
four points, dissipates five points, and two points are repaired by
damage control. He is left with 27 points of power in a panel bank
able to hold 38. His rear panel bank has 22 points of power, of which
two are transferred to batteries and four are dissipated, leaving
sixteen. The Cobra has no power in its panels.

On Turn #6, the Conquistador plots high speed and arms no
weapons, intending to separate from the Klingons until he can clear
his panels and repair his weapons. Damage control is working furi-
ously on the destroyed panel box; the damaged TR will have to wait.
Four points are allocated to repair capacity in the forward panels. The
Cobra moves toward the D7, but has only his phasers available to
fire. The Klingon ships would be willing to let the F5 take its chances
with the Cobra and pursue the Conquistador, but because of their low
speed cannot catch it. They concentrate fire on the Cobra.
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The Cobra fires his phasers at Range 1, doing sixteen points on
the #1 shield of the D7, not enough to penetrate. The D7 fires at the
forward bank, scoring four hits with overloaded disruptors (40 points)
and 23 damage points with phasers. The F5 contributes three points
of phaser damage into the Cobra’s rear panels. The D5 cannot fire
his disruptors due to the UIM burnout, but contributes five points of
phaser damage to the front panels. The three points of rear panel
bank damage cause one point of degradation and the other two
points are easily absorbed. The 68 points of forward panel damage is
not so easily dealt with. Fourteen cause permanent reduction of the
forward panel bank (40 is reduced to 26); the other 54 are resolved
normally (disruptor leak ignored as the panels were penetrated, 26 to
fill the panels, 28 excess to panels), resulting in 28 points of internal
damage, destroying all weapons, all hull, all batteries, both impulse
engines, the transporter, eight warp, and two PAs (their twelve points
of energy then going into the rear panels).

At the end of Turn #6, the Cobra has fourteen points in his front
panel bank and can dissipate two. He has fourteen in the rear panel
bank (three boxes), which can dissipate three (leaving a capacity of
seventeen). The Cobra is a wreck and the Klingons can destroy it at
their leisure.

The Conquistador has 27 points of energy in the front panel
bank. He transfers three to batteries and dissipates five, leaving
nineteen in a panel bank able to hold 40 (having applied damage
control on Turns #5 and #6). The rear panel bank holds sixteen,
transfers two to the battery, and dissipates four, leaving ten. The
battle continues as the Conquistador spends Turn #7 arming
weapons while the Klingons destroy the Cobra and conduct repairs
on their shields and weapons. On Turns #8 and #9, the Conquistador
remains at range while trying to repair the TR beam, build the
capacity back up in the front panel bank, and empty his panels of
energy. The Klingons fill their phaser capacitors, reload their drone
racks, and take a moment to write home.

The player is welcome to play Scenario (SH46.0) and discover
the final result for himself.

|(D10.7) POWER RESOLUTION ON ANDRO SHIPS |

Andromedan ships are closed energy systems. Unlike other
ships, unused energy from batteries for various functions is returned
to the ship’s batteries or PA panels, rather than being lost. Many
players have searched for ways to empty their batteries of power;
some of the methods they have found are not possible, practical, or
legal. See (D10.74).

(D10.71) TRACTOR BEAMS: The most common (and most abused)
means of using up excess battery power is by tractor beams (G7.0)
or TR beams used as tractor beams (E9.4). Specific cases (beyond
normal usage) are listed.

(D10.711) The Andromedan player can use each of his tractor beams
to tractor a “rock” in a nearby hex. This function cannot use more
than one point of energy per tractor beam per turn, even if this imagi-
nary rock is several hexes away; this is an exception to (E9.42) and
(G7.6) but does not apply when attempting to tractor a ship or other
unit.

(D10.712) Andromedan ships may not use negative tractor (G7.35)
against each other. (An obvious exception is made in tournaments
where two Andromedan ships may be fighting each other.) Any ships
allied to the Andromedans are under the same restrictions.

(D10.713) No more than two points of battery power can be allocated
for each tractor beam (not TR) on the ship during Energy Allocation.
[Exception: In a valid tractor auction (G7.42), this limit does not
apply.] More can be added as reserve power during the turn. Any
battery power allocated to tractor beams or negative tractor which is
not used for this purpose must be returned to the batteries at the end
of the turn. If the batteries are full (or were destroyed), this is treated
as “released” power (D10.424).

(D10.714) An Andromedan ship cannot commit reserve power to
tractor beams or negative tractor beams unless it is being used to
tractor a unit or to defeat the tractor beam of an opposing unit, and
then only to the minimum extent necessary to win the auction.
(D10.715) If an EW shift causes the failure of a tractor attempt, the
energy is regarded as unused. If this was battery power, it is returned
to the batteries at the end of the turn. If the batteries are full (or were
destroyed), this is treated as “released” power (D10.424).
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(D10.72) TRANSPORTERS: There are several conditions.

(D10.721) An Andromedan ship equipped with transporters may use
them to transport “inert matter” outside the ship, but this function can-
not use more than one-fifth point of energy per transporter per turn.
(D10.722) No more than two points of battery power can be allocated
for each transporter on the ship during Energy Allocation. More can
be added as reserve power during the turn. Unused battery power
allocated to transporters is not lost but returned to the batteries at the
end of the turn. If the batteries are full (or were destroyed), this is
treated as “released” power (D10.424). Any fractional points are
ignored. Only motherships can commit more than 1/5 point to
transporters. Reserve power in excess of two points per transporter
cannot be committed before the moment of use and is limited to the
amount used.

(D10.723) If the Andromedan ship uses transporters to board an
enemy ship with a shield down, and the use of reserve power for
shields blocks this transporter attempt, the power is regarded as used
and is not restored to the batteries.

(D10.724) If an EW shift causes the failure of a transporter attempt,
the energy is regarded as unused. If this was battery power, it is
returned to the batteries at the end of the turn. If the batteries are full
(or were destroyed), this is treated as “released” power (D10.424).
Any fractional points are ignored.

(D10.73) FIRE CONTROL, EW: If power is allocated to active fire
control or electronic warfare, and those systems are dropped and
later, during the same turn, re-activated, additional power is not
required (and cannot be expended). The originally allocated power is
adequate to maintain those systems during the entire turn. Note
specifically that dropped EW points are not lost and can be reused
later as provided herein; this is an exception to (D6.315).

The same power, however, cannot be used for both ECM and
ECCM at the same time. The maximum amount of power that may be
applied to EW during a given turn is twelve points. See (D6.315).
[Power used to generate EW for lending via scout channels
(G24.211) is limited by the number of channels assigned to that
function.]

(D10.731) An Andromedan ship has (like all ships) a number of
“circuits” for EW equal to its sensor rating (which is usually six). Each
can be used for ECM or ECCM, but not both at the same time. A
given circuit can be changed from ECM to ECCM no more than once
every quarter-turn, even if this creates a restriction which extends into
the next turn. See (D6.312).

(D10.732) EXAMPLE: An Andromedan ship allocates six points of
power to generate two ECM and four ECCM points at the start of the
turn. He could not allocate more than six points of power to EW
[exception; scouts (G24.0)]. During the turn, the Andromedan player
wishes to increase his ECM. He drops two points of ECCM (circuits
#3 and #4) and uses two points of reserve power to activate those
“circuits” as ECM. Nine impulses later he wishes to increase his
ECCM again. He has a choice of switching the two new ECM circuits
(#3 and #4) back to ECCM (costing no power, note that this is
possible because eight or more impulses have elapsed) or of
dropping the original two circuits (points) of ECM (#1 and #2) and
using two points of reserve power to reactivate those circuits as
ECCM. With the first choice he would use eight points of power (two
from batteries) for EW during the turn, with the second choice a total
of ten (four from batteries). This effectively allows an Andromedan
ship to spend up to twelve energy points per turn for electronic
warfare (up to six allocated or reserve, up to six reserve only), but to
use no more than six of those points at any one time and to change
the polarity of any given circuit only once every 1/4 turn.

(D10.733) This can create post-turn restrictions. For example, if a
different Andromedan ship allocated six points for ECCM and (using
six points from the batteries) switched all six circuits to ECM on
Impulse #32, he would be required to maintain those circuits as ECM
until at least Impulse #8 of the next turn (D6.312). He need not,
however, allocate power for them, in which case they would produce
neither ECM or ECCM. He could allocate up to six points of power
but leave the circuits inactive, then use the six points of allocated
power to activate all six circuits as ECCM on Impulse #8.

(D10.734) Only Andromedan units may use the procedures in
(D10.73) to reverse the polarity of EW circuits without using more
energy.
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(D10.74) UNUSED POWER: In all cases, if the energy allocation
shows energy generated by power-producing systems (not batteries
or PA panels) which is not used, that power is not added to the
batteries (or released) but is assumed to have never been generated.
An example might be warp energy (other than reserve warp power)
allocated for a high-energy turn (including power contingently
allocated for such a function) that was never used. (reserve warp
power allocated to complete a contingently allocated but never used
HET would return to the batteries.) However, power generated and
allocated to the batteries, if not used, goes into the batteries or
phaser capacitors (H7.36) as on any other ship. It may be (but is not
required to be) cancelled if unused tractor or transporter power
returning to the batteries [e.g. (D10.713), (D10.715), (D10.722), or
(D10.724)], would otherwise be released due to a lack of capacity in
the batteries.

(D10.75) LOWER OUTPUT: Like all ships, Andromedans can simply
operate their power producing systems at a lower level of output; the
ungenerated power is not placed in the batteries. Like all ships, how-
ever, this unused power cannot be called upon as reserve power.

(D10.76) REPAIRS: Power cannot be allocated to repairs unless a
damaged system eligible for repairs is present; see (D14.27),
(G17.22), (D9.72), and (G17.36), exception (D10.546). Battery power
allocated for repairs but not expended is returned to the batteries. It is
not permitted to cancel repairs after they are paid for; exception
(D22.43).

(D11.0) CHAFF (Advanced)

The term “chaff” is taken from twentieth century aircraft
terminology. In that time period, it referred to strips of metal foil (cut to
the same length as enemy radar waves) designed to confuse and
distract enemy radar tracking systems.

The “chaff” used in this game is not a cut foil system but a small
explosive device that, when released by the fighter, detonates and
produces a small explosion that may cause the pursuing drone to
assume that its target has been destroyed and a burst of ECM that
could cause the drone to lose tracking. The packs are carried only by
fighters (and some shuttles) since they are not powerful enough to
distract sensor/scanners from larger targets.

While all fighters carry chaff, some non-fighter shuttles also do
and are treated within these rules.

Chaff became available during Y168 (1 Jan). There is no reduc-
tion in BPV for fighters prior to that date.

|(D11.1) CARRIAGE |
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|(D11.2) RELOAD |

(D11.21) PROCEDURE: Chaff packs can be reloaded by deck crews
working on that specific fighter with no reduction in their other capa-
bilities. If a fighter carries more than one chaff pack, all can be
reloaded at the same time without reduction in the deck crew’s
performance.

If no other function is being performed on the fighter in question,
it will take a single deck crew an entire action (i.e., turn) to reload all
of the chaff packs on that shuttle.

(D11.22) STORAGE: Normally a ship operating fighters (or other
shuttles that carry chaff) will carry three complete sets of chaff packs
for its fighters (including those originally on the fighters). Additional
packs are available for one point each under (S3.21).

(D11.23) WEAPON STATUS: Fighters will have their chaff packs
loaded even at Weapon Status-0. Chaff is not considered a
“reloadable weapon” for purposes of (S4.10). Fighters on a surprised
carrier (D18.16) will not have their chaff packs loaded. Spare fighters
prepared during a scenario (only possible under certain special
cases) will not have chaff packs installed.

| (D11.3) OPERATION |

(D11.31) TIMING: The chaff pack can be released in any impulse
during the 6B6 Seeking Weapons Stage of the Impulse Activity
Segment. (See Annex #2.)

(D11.311) Chaff can also be used during the Dogfight Resolution
Interface but only if that fighter is actually involved in a dogfight.
(D11.312) Fighters (and other shuttles) used for SP, SS, and WW
missions cannot drop chaff.

(D11.32) EFFECT: When a fighter (or other shuttle) uses a chaff
pack, the owning player rolls a single die. If the die roll is a 1-4, all
drones (including dogfight drones and seeking shuttles) and type-D
plasma torpedoes (FP9.18) and type-K plasma torpedoes (FP13.51)
targeted on that fighter lose their tracking and become inert (FD1.7)
or are otherwise treated as if their target had disappeared. Any other
die roll result has no effect on the seeking weapons, but the fighter
will be under the conditions of (D11.41). Once used, the pack is
considered expended and has no further effect.

EXCEPTION: Scatter-packs and multi-warhead drones
(including Starfish) which have randomly-targeted submunitions AND
which are successfully distracted by chaff pursue the hex in which the
chaff was used as their “primary” target and will release their
submunitions at the appropriate point.

(D11.11) ONE PACK: Most fighters can carry one chaff pack.
Fighters not otherwise designated are assumed to do so in any sce-
nario in Y168 or later.

(D11.12) TWO PACKS: Some advanced fighters carry two chaff
packs. These are designated on the Master Fighter Chart (Annex #4)
by the symbol sr.

(D11.13) NO PACKS: Some shuttlecraft do not carry any chaff
packs. These are designated on the Master Fighter Chart (Annex #4)
by the symbol §.

(D11.14) SSDs: Chaff packs are shown on fighter SSDs as a small
square, usually just below the fighter.

|(D11.4) POST-USE RESTRICTION |

(D11.41) DIRECT-FIRE WEAPONS: A shuttle may not fire any
direct-fire weapon for 1/4 turn (eight impulses) after dropping a chaff
pack.

Note that a fighter in a dogfight would be able to fire in the sub-
sequent Dogfight Resolution Interface.

(D11.42) SEEKING WEAPONS: A shuttle may not launch or control
any seeking weapon for 1/4 turn (eight impulses) after dropping a
chaff pack. At the instant of dropping a chaff pack, the fighter can
transfer control of any weapons it is controlling to another friendly unit
as per (F3.4) or (F3.5). See (J4.221) and (J4.43) for transfers of
control.

(D11.43) OTHER SYSTEMS: Some systems are affected by the use
of chaff; some are not. These effects apply (or do not apply) to the
shuttle which dropped the chaff for the subsequent eight impulses;
other units are under no restrictions.

(D11.431) NOT AFFECTED: Tactical intelligence, maneuvering
(speed, Turn Mode, etc.), landing, EW generated by the fighter itself,
ability of SWAC to go wild.

(D11.432) PROHIBITED: Ability to loan EW, ability to receive “carrier”
(non-sensor) lent EW (J4.921) including EW from an EW fighter,
ability to lay mines, ability to gather scientific data.
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|(D11.5) USE |

(D11.51) COUNTER: The pack is not represented by a counter. lIts
effect (if any) is determined by die roll at the instant of use. Players
might use any upside-down counter to mark a hex in which chaff was
used for purposes of (D11.32).

(D11.52) OTHER USES: Chaff has no effect other than the die roll to
evade drones. It does not break lock-ons or produce EW.

(D11.53) NO MULTIPLE USE: Each chaff pack can be used only one
time.

(D11.54) TERRAIN: Chaff can be used with the same effect in any
type of terrain that does not provide a specific prohibition in its rules.

| (D11.6) UNAFFECTED WEAPONS |

(D11.61) DIRECT-FIRE WEAPONS: Chaff does not affect direct-fire
weapons fired at the fighter.

(D11.62) PLASMA TORPEDOES: Chaff does not affect plasma tor-
pedoes, except type-D and tyype-K plasma torpedoes; see (FP9.18)
and (FP13.51). Chaff does not affect any plasma bolts.

(D11.63) OTHER ITEMS: Chaff does not affect any other system. It
does not protect a fighter or shuttle from asteroids (or any terrain),
ESGs, stasis field generators, etc.

(D12.0) CHAIN REACTIONS

AND INTERNAL EXPLOSIONS
(Commander’s Level)

Ships operating fighters [known as “carriers”, see (J4.6)] have a
serious vulnerability. The flight deck is crowded with fighter-shuttles,
fuel, and ammunition. While the nuclear and anti-matter materials are
unlikely to detonate (due to their containment fields), conventional
explosives and combustible materials will explode. The hangar is a
large volume without any intervening bulkheads or firewalls.
Explosions can become chain reactions as loaded fighters parked
wingtip-to-wingtip detonate each other.

If no armed fighters (including, in this case only, suicide or
scatter-pack shuttles and armed MRS shuttles within the definition of
“armed fighters”) are present, this entire rule (D12.0) is ignored. A
loaded shuttle bay drone rack only counts as a fighter if actual armed
fighters (or SS or SP or MRS) are ALSO present; see (D12.12).

Andromedan hangars use (G19.32) but do not use (D12.0).

| (D12.1) PROCEDURE |

(D12.10) CAUSE AND EFFECT: If a shuttle box containing an armed
shuttle (D12.12) is destroyed (by any means, including a hit-and-run
raid), the weapons explode (although not at full strength), destroying
one additional shuttle box in the same bay (if there is one; if not, this
damage point is ignored) and causing one additional damage point to
be scored randomly on the ship as a separate volley.

(D12.11) REACTION: If a shuttle box destroyed by one of the two
damage points caused by (D12.10) contains an armed shuttle, it also
explodes and destroys one additional shuttle box (D12.2) and one
random hit (as a separate volley), and so on. Obviously, a carrier with
a full strike loaded “on deck” that takes a shuttle hit is going to be in a
lot of trouble.
See (J10.14) in the case of heavy fighters.

(D12.111) The chain reaction can be stopped (or prevented from
starting) by scoring shuttle hits on empty shuttle boxes or on boxes
holding unarmed shuttles. This type of chain reaction can only hap-
pen if there are no shuttle boxes that are not filled with armed
shuttles. As such, it will seldom occur in practice. However, the con-
sequences will encourage players to operate their carriers within
realistic restrictions.
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(D12.112) Shuttle hits caused by chain reaction cannot be scored on
shuttle boxes in a different bay. Random hits which are designated by
the DAC as shuttle hits can be applied to a different shuttle bay. See
(D12.2) for definition of shuttle bays.

(D12.12) ARMED DEFINITION: A shuttle is considered armed if it0
carries drones, mines, or ADDs or if its disruptors, photon torpedoes,
hellbores, fusion beams, or other non-phaser weapons that may be
added to the game are charged/loaded. Pods and chaff are not
considered “weapons” unless noted in (J11.0). Web-spinning ability is
not considered a “weapon.”

(D12.121) SP and suicide shuttles are considered fighters for this
purpose, and if armed are considered “armed fighters.” See (FD7.45)
and (J2.226).

(D12.122) An MRS or SWAC shuttle is treated as a fighter for pur-
poses of this rule, and if armed are considered “armed fighters.”
(D12.123) Shuttles in the process of being armed count as armed
fighters for chain reaction purposes.

(D12.124) Type-D and type-F plasma torpedoes WILL cause a chain
reaction.

(D12.125) Wild weasel shuttles, unless they are considered to be
armed under other subsections of (D12.12) e.g., ADDs, are not
armed for the purposes of a chain reaction. Web anchors (G26.13)
are NOT considered “armed shuttles.” Cloaked decoys (G27.35) are
NOT considered “armed shuttles,” except as provided in (G27.633).

(D12.13) SUCCESSIVE VOLLEYS: Each successive generation of
the chain reaction is treated as a separate volley. Resolve all damage
scored, then determine how many of these have hit armed shuttles.
The damage caused by these hits is then resolved as a volley; any
resulting damage is another volley. Chain reactions in different bays
are treated as a separate volley.

EXAMPLE: Several photon torpedoes and phasers strike a
Klingon D6V which has all of its fighters on board and armed. This is
treated as a volley. Two of these damage points strike shuttle boxes
and are assigned to the lower bay, destroying the admin shuttle (and
its shuttle box) and one armed fighter (and its shuttle box).

The explosion of the armed fighter (#1) destroys another (#2)
armed fighter (and shuttle box) and causes one damage point, which
is resolved as volley #2 on a warp engine box.

The explosion of fighter #2 destroys fighter #3 (and its box) and
causes one damage point (volley #3). This damage point is rolled on
the DAC and is determined to have been a shuttle hit. Rule (J1.412)
allows the owning player to score this damage on any shuttle box of
his option. The Klingon player could select the non-chain-reacting
admin shuttle box in the other shuttle bay, but this contains the only
armed WW, so the damage is scored on fighter #4.

The explosion of fighters #3 and #4 destroys fighter #5 and
causes two more damage points (combined into volley #4). This vol-
ley is resolved, producing one shuttle hit and one phaser hit. The
shuttle hit would, if scored on any shuttle except the WW in the
second shuttle bay, chain react and destroy the entire bay, so the
Klingon player scores it on the WW, ending the procedure. Four
impulses later, six drones strike the D6V, crippling it.

|(D12.2) SHUTTLE BAY DESIGNATION |

Shuttles stored in separate shuttle bays (if the ship has more
than one) will not detonate each other by chain reaction. Obviously, if
the “random” damage point is designated by the DAC to be scored on
a “shuttle” box and is scored on a box of another bay, a second,
independent, chain reaction could begin.

Ships which have more than one shuttle bay are designated on
their SSD, in the ship description, and/or in Annex #7G.

(D12.21) TWO BAYS: Some examples of ships with two bays
include:

Large Auxiliary Carrier

Klingon D6V and D7V

Kzinti CVA

WYN AuxCV

Gorn CA, CL, HDD, DD, Tug

Hydran Cavalier, Horseman, Traveler

Lyran BC, DN, CV, CA, CL, DD, FF
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(D12.22) THREE BAYS: Some examples of ships with three shuttle
bays include:

Hydran Ranger, Lancer, Paladin

Federation CVA, PV

Romulan SPB (The SUB has four, by the way.)

(D12.23) OTHER UNITS are designated in their ship descriptions,
SSDs, or Annex #7G. Some examples of unusual configurations
include:
A starbase has six shuttle bays (one per docking module); with
four hangar modules, it has ten.
A Federation SBF, with six hangar modules and its own bays,
has twelve (one of which has fourteen shuttles).
A Tholian CVA has 25 bays, including 24 external; the BW has
nine bays, including eight external.
A Klingon C8V has two shuttle bays in the rear, plus the tiny
boom shuttle bay. A B10V has four.
(D12.24) PODS: Shuttle bays in a pod or module (of any type) are
always considered separate from the ship and other pods or mod-
ules. In the case of hangar pods, the one extra random hit can only
be scored on a system within that pod. Treat the pod as a separate
ship for this purpose (only); move to the right on the DAC until an
available system is found. If no systems are available, the extra ran-
dom damage point is ignored.

(D12.25) TRANSFERS by (J1.59) are through specially-sealed and
locked chambers. Chain reactions cannot spread from bay to bay
even if the bays are linked by (J1.59). Shuttles in the process of
transfer can end the turn in either bay but must end the turn in one
bay or the other.

|(D12.3) SHUTTLE BAY DRONE RACKS |

(D12.30) BASIC: Many Klingon ships have drone racks mounted in
the shuttle bays (FD3.6). Which racks these are is usually obvious
from the SSDs. These racks (unless empty) will also explode in a
chain reaction caused by exploding armed shuttles and will cause
armed shuttles to chain react.

(D12.301) If no “real” armed shuttles (as opposed to armed drone
racks) are present at the time that the damage is scored, this entire
rule (D12.0) is ignored.

(D12.302) A loaded drone rack in the shuttle bay is treated exactly as
(and is interchangeable with) an armed shuttle for purpose of resolv-
ing the reactions (i.e., a hit on a drone rack will trigger a reaction, and
a drone rack could be the “additional shuttle”). However, a damage
point allocated to “shuttle” cannot be scored on an armed drone rack,
and vice versa.

(D12.31) KLINGON SHIPS which have these racks are:

Class # of drone racks
in shuttle bay

D7, D7A 2

D6, D6J, D6S 2

F5, F5S, F5I, F5J, F5M 1

E4, E4J, E4| 1

(D12.311) These are type-F drone racks and are already included in
the ship’s BPV. Other ships have their drone racks separate from the
shuttle bay (and therefore not vulnerable to chain reactions).
(D12.312) The drone racks on ships with B-refits (R3.R1) will not
chain react.

(D12.313) At the time of this publication, the above list of Klingon
ships was complete. Note that only the basic class, and none of the
variants (except those listed), have this weakness. However, future
products might later include additional ships with this weakness. If so,
this will be described in their ship descriptions. (The C8/9 and B10
have the racks in a non-bay compartment.)

(D12.32) OTHER SHIPS: If “type-F” racks are installed in the shuttle
bays of any ship, the possibility of chain reaction under (D12.3) is
created. These are only used in (S7.0).
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(D12.33) EXAMPLE: A Klingon D7 has two armed drone racks and
two shuttles in its bay. One shuttle is armed as a scatter-pack, the
other as a WW. If no damage is taken until after the SP is launched,
there can be no chain reaction due to (D12.301).

A shuttle hit is scored by the DAC. If this is applied to the SP, it
will cause a chain reaction. If the damage point is applied to the WW,
it will not.

Alternatively, a drone hit is scored. This causes one drone rack
to explode, causing a chain reaction. The Klingon player applies the
resulting “shuttle” damage point to the WW, stopping the reaction. But
the “random” damage point is rolled as hitting a drone rack, and that
triggers another, separate, chain reaction, which destroys the SP and
causes other damage.

Alternatively, no damage is scored until after the SP is launched.
In this case, a shuttle damage point could be scored on the empty
box and (in that case) there would be no chain reaction even if the
wild weasel had been prepared as a second scatter pack.

Alternatively, no damage is scored until after one drone rack is
emptied. In this case, a drone damage point could be scored on the
empty rack, and (in that case) there would be no chain reaction.

(D13.0) AEGIS FIRE CONTROL
(Commander’s Level)

Faced with vastly improved drones, many ships were converted
to use the aegis (EE-jis) fire control system for drone defense in
Y175. This system was almost never used on ships other than carrier
escorts (the Klingon D5 being an exception).

The full aegis system was developed from the “limited” aegis
system developed earlier. Most carrier escorts exist in a pre-Y175
“limited aegis” version and in a Y175-and-later “full aegis” system.
The rules describe the “full aegis” system; the “limited aegis” system
is described in (D13.4).

| (D13.1) PROCEDURE |

(D13.11) CONCEPT: Unlike normal combat, in which all fire during
an impulse must be designated before any of it is conducted, the
aegis fire control system can fire weapons individually, judge the
results, and then fire more, all on the same step of the same impulse.

(D13.12) NORMAL RULES: Under the normal rules (B2.3-6D), a ship
would have to designate which weapons would be fired during the
current impulse before any were fired. For example, if the first one
destroyed the drone, the others would be fired uselessly. If only a
single weapon were fired and it missed, the results could be
catastrophic.

(D13.13) AEGIS RULE: With aegis fire control, a ship can, during a
single impulse, fire a weapon, judge the results, and then fire other
weapons or shift its attention to other targets.

(D13.14) FOUR FIRINGS: Up to four separate “firings” or “pulses”
could be conducted during a single impulse, rather than just one per
target, as is the normal procedure. The first of the four aegis firings is
at the same time as all non-aegis fire.

(D13.141) Even with two or more aegis-equipped ships in the sce-
nario, there are only four firings, so those two ships would operate
simultaneously (in each case) even if firing at different targets. Thus
the first firings of all aegis ships must be announced (simultaneously
with non-aegis weapons) and then resolved, then the second (aegis)
firing is announced and resolved, and so on.

(D13.142) Units with aegis can skip one of the four firings, but cannot
make it up after the fourth firing or by firing twice during one of the
other firings.

(D13.143) Weapons firing with aegis fire at their normal rate. They
have more opportunities to fire; they do not fire more rapidly. For
example, an ADD fires only once per impulse, but with aegis it can be
fired in any of the four steps. A phaser-G fires four times (not
sixteen), but could fire 1-4 shots in each aegis step so long as no
more than four were fired during the turn and within the limits of other
rules.
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(D13.144) In the event that ships with full and limited aegis are in the
same scenario, the two limited aegis firings correspond with the first
and second (of four) full aegis firings.

(D13.15) POWER REQUIRED: Aegis is a combination of high-speed
tracking computers and software. It does not require additional power
beyond normal fire control, but is not active if the fire control system
is not also active (D13.524).

(D13.16) DESTRUCTION: Aegis cannot be “destroyed.” It is not on
the DAC and cannot be destroyed by a hit-and-run raid (D7.825).
There are some conditions (specifically the lack of active fire control
or lock-on) which prevent it from functioning.

[(D13.2) RESTRICTIONS |

The computer software controlling the system is limited to a
“defensive” mode.

(D13.21) DEFENSIVE FIRE: Aegis fire can only be used against
size-6 and smaller (e.g., drones, plasma torpedoes, fighters, or shut-
tles) targets within six hexes of the ship. Aegis fire can be used
versus any seeking weapon or shuttle within six hexes, the defensive
nature is solely a reference to its limitation in engaging only small
targets and it is not necessary for such a target to be approaching the
aegis-equipped ship. This does include ECM drones escorting enemy
warships (FD9.1).

Aegis cannot be used against mines (M8.54) or DefSats
(R1.15E).

(D13.22) WEAPONS CONTROLLED: While the aegis system can
control all direct-fire weapons (unless noted otherwise, for example
the D5), you are not required to use it for all (or any) fire during any
given impulse.

Any non-aegis use of a given weapon cannot take place on the
same impulse as the weapon is fired under aegis control. For exam-
ple, if a phaser-G was fired at a ship (non-aegis target) during normal
fire, it could not be fired during the aegis steps, and if fired at aegis
targets during some aegis pulses could not then be fired at non-aegis
targets during later pulses of the same impulse.

(D13.23) ACTIVE FIRE CONTROL (D6.6) and a lock-on to the target
is required in order to use aegis fire control. (Obviously, a cloaked
ship, with neither, cannot use aegis, although it might have been
installed on that ship.) Low-power fire control is not sufficient; see
(D13.524).

(D13.24) EMPIRES: All empires developed and deployed full aegis at
the same time (1 Jan Y175 for game purposes). Andromedans can
only have aegis on bases, never on ships. Orions are allowed to have
aegis only on bases, and on special carrier escorts in mercenary
units; see (R8.R7).

(D13.25) EACH SHIP can have only one aegis fire control system.

(D13.26) TERRAIN has no affect on aegis beyond its effects on the
basic ship and weapon.

| (D13.3) IDENTIFYING SEEKING WEAPONS |

(D13.31) PROCEDURE: Ships with a full aegis capability have a
limited ability to determine the type of incoming seeking weapon
independent of the lab procedure (G4.22). They may make six
“attempts” per turn, each directed at a specific individual seeking
weapon. This is done in the Ship System Functions Stage (6B4). The
chance of success is determined from the following table:

Range Chance of Success
0-3 automatic
4 1-4
5 1-3
6 1
7+ not allowed

STAR FLEET BATTLES

(D13.32) SUCCESSIVE ATTEMPTS may be made at the same or
different seeking weapon on the same or different impulses (but not
more than four times per impulse). This procedure can be used
against shuttles that are suspected to be seeking weapons.

(D13.321) If made at the same seeking weapon as the immediately
previous attempt (by the same ship), reduce the die roll by one.
(D13.322) Attempts during the same impulse are all rolled simultane-
ously and do not count as “previous” to each other for purposes of
(D13.321), but would all benefit from a “previous” attempt on a previ-
ous impulse. Any one of the attempts could be declared the “last”
attempt, making it the “most immediately previous” one for purposes
of attempts during a subsequent impulse.

(D13.33) LABS: The use of this procedure does not prevent the use
of the procedure in (G4.2). Labs are not used by the aegis system.

(D13.34) RESULT: The aegis system produces the same information
as labs (G4.23).

(D13.35) FULL AEGIS ONLY: Only full aegis systems can perform
this function; limited systems (D13.4) cannot.

| (D13.4) LIMITED AEGIS |

(D13.41) DEFINITION: Limited aegis functions in all ways as full
aegis except that:

(D13.411) Only two firings (rather than four) are permitted (D13.14).
(D13.412) It cannot identify seeking weapons (D13.35).

(D13.42) OTHER CONDITIONS

(D13.421) Limited aegis requires the same power as full aegis (i.e.,
none) and the same (full) fire control.

(D13.422) Ships with full aegis can use limited aegis (D13.525), per-
haps for deception purposes.

(D13.423) A ship cannot have both limited and full aegis. See also
(D13.25).

[(D13.5) DETECTING AEGIS |

(D13.51) DETECTION: The very active fire control signature of an
aegis system is unique. The fact that an aegis system is active (and
whether it is limited or full) can be detected by tactical intelligence
(D17.4) at Level E. If the system is inactive (D13.52), it cannot be
detected.

(D13.52) DEACTIVATION: A ship with aegis fire control can voluntar-
ily deactivate it (i.e., turn it off) during (or before the start of) a sce-
nario. Activation, deactivation, and changes of level are done during
the Fire Control Step of the Initial Stage (6B1) of any impulse.
(D13.521) Deactivation during (rather than