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6. CHARACTER SPACESHIPS

{Character spaceships are small private vehicles that characters use to get around. They are smaller and weaker than even the puniest starship, and therefore cannot stand up to starships in combat. However, they have advantages over the bumbling ships-of-war. They can use stealth or pass for harmless civilian vehicles, allowing their occupants to engage in covert operations.}

6.1 INTRODUCTION

a. General: Character spaceships are a form of possession (see section 12) and conform to the general rules for them. They have peculiar attributes, however, that merits special discussion here. Each spaceship is represented in the game by a card and a counter, and they are considered units. 

b. Spaceship Ratings: each character spaceship has the following ratings:

Maneuver: Used to determine the evasion value (EV) by combining it with the pilot’s navigation rating when the ship is undergoing tracking by PDBs and starships, or in Character Spaceship Combat.

Attack Factor: Same as for other unit types.

Endurance Factor: Same as for other unit types.

Passengers: How many passengers may travel in the spaceship, including the pilot. Non-player-characters going along with the player characters, such as companions or sovereigns, do occupy seats in spaceships.

c. Ownership: Like other possessions, spaceships may be assigned and reassigned to PCs. The character that currently owns the spaceship is considered the pilot. If the owner of a character spaceship is killed or captured, other PC’s or a ground military unit in the same environs could immediately claim possession of it.

If a character spaceship card states that a particular character owns the spaceship, it should be assigned to him as soon as he appears in the game, for free. If a character with an assigned spaceship has not appeared, his particular spaceship may not be drawn as a random possession. As long as the character is alive and well, he will not relinquish ownership of his ship. This can only happen if he dies, is captured, or is named to be the leader of military units. Then the possession could be assigned to any other PC and thereafter will be as any other spaceship even if the previous owner reappears. Of course, the player could give it back to the original character if he wishes. A character with a navigation rating of ‘0’ cannot own or pilot a spaceship.
If a character spaceship counter is left abandoned (unstacked with characters or military units) at the end of any segment, it is lost. 

Military units may take care of an empty character spaceship. Starships can tow it around wherever they go, and ground units can guard it while in an environs. They can even try to repair it (see 6.5.b).

d. Imperial Spaceships: The Imperial player may receive a character spaceship only if he has less spaceships currently in play than he started play with (usually four). If this is the case, a character that is an Imperial knight and who is in an Imperial-controlled planet at the end of an Imperial player turn may receive a spaceship. All Imperial spaceships are identical except one: Redjac’s. This spaceship may only be piloted by the character Redjac. If he loses the ship, it cannot be recovered. He or another knight could claim a ship to replace it, but it would be a regular one. 

6.2 CHARACTER SPACESHIP MOVEMENT

a. Movement during the Character Movement Segment: A piloted character spaceship can move from environs to environs on the same planet. It would be subject to tracking if an enemy PDB exists there, but since it is traveling low in the atmosphere it cannot be bothered by starships in orbit.

It can also be moved from an environs or orbit box in one planet to an environs or orbit box in the same or another planet. Assuming a complete environs-to-another-planet’s-environs move, the sequence would be as follows:

1. - From the First Environs up to the Orbit Box: It would have to undergo the tracking routine if any enemy PDB is present.
2. -Enter the same Planet’s Orbit Box: If enemy starships are present in the box, it would have to undergo another tracking attempt from them (a spaceship could suffer up to two separate tracking attempts while leaving a planet).

3. -Move to the Second Planet’s Orbit Box: If the target planet is in the same star system, the spaceship would simply fly to it. Otherwise, it would have to engage in a hyperjump to reach its destination. (A character spaceship that begins its move already in an orbit box would start in this step.)

4. -Enter the Second Planet’s Orbit Box: If enemy starships are present in the box, it would have to undergo a tracking attempt from them. (If the declared destination of a spaceship is the orbit box of a planet and if it was not detected by enemy starships there, its move would stop in this step).

5. -Move Down to the Second Planet’s Environs: It would have to undergo the tracking routine if any enemy PDB is present (a spaceship could suffer up to two separate tracking attempts while entering a planet).

b. Movement in other segments: If a character with a spaceship is eligible to move in a Reaction segment, he may be moved in his spaceship, but no other characters may go with him. Otherwise, a character spaceship may move in segments other than the Character Movement segment only if being towed by a military unit. If a character in a character spaceship is named to lead starships in Space Combat and that would leave the spaceship without pilot, it is placed in tow of the starship to which the character moved.

6.3 THE TRACKING ROUTINE 

a. When: The tracking routine takes place when a character spaceship arrives at or leaves a planet where an enemy PDB exists, when it enters an orbit box occupied by enemy starships, and when an already detected spaceship begins the character movement segment in an orbit box occupied by enemy starships and decides not to move and remain there.

b. Evasion Value: The evasion value of the spaceship is determined by adding together the ship’s maneuver rating and the pilot’s navigation rating. The ship’s maneuver rating may not exceed the pilot’s navigation rating by more than one and viceversa.  If one rating is more than one greater than the other is, the greater rating must be reduced until it is only one greater. 

{Example: Scott Rubel (navigation 5) is piloting the Interstellar Sloop (maneuver 2). Their EV rating would be 5, since Scott’s rating must be reduced to 3 before the two ratings are added together.}

The S-XIII spaceship does not have its maneuver rating reduced when it is undergoing tracking with an inferior pilot; it always uses its full maneuver value.

c. Procedure: After determining the evasion value, a d10 is made and the Tracking Table consulted. If the roll is less than or equal to the value shown under the ship’s evasion value, it has been detected (if not detected already), identified as a “bandit” (enemy) and tracked. The PDB or starships may attack it. Die roll modifiers may apply due to different circumstances. A die roll of ‘1’ prior to modification is always successful, regardless of unfavorable modifiers. Transports and the Peacemaker do not contribute to tracking.




   TRACKING TABLE d10

Evasion
Tracked

0, 1
10

2
9

3
8

4
7

5
6

6
5

7
4

8
3

9
2

10, 11
1

Modifiers: 

Subtract two from the die roll if the character spaceship was already detected before entering the tracking routine.

Starship tracking only:

If starships in blockade dispersal are tracking, add one to the die roll for every starship less than five in the starfleet. Subtract one from the die roll for every starship in excess of five.
If starships in battle formation are tracking, add four to the die roll regardless of number of ships present.

PDB tracking only:

Subtract the PDB level from the die roll.

d. Galactic Freighter and Solar Merchant: Due to their lack of weapons and obvious merchantman nature, 

these two character spaceships may try to pass as innocent civilian vehicles in legitimate business. If either of them was not previously detected when it is tracked by the enemy, the pilot may bluff his way past the defenses by rolling his intelligence rating or less with a d6. The spaceship is still detected, but not attacked (the fooled Imperial crewmen realize their mistake a few minutes later). The trick may not be attempted if a full blockade is in effect on that planet (since then every ship going in our out would be suspect).

6.4 CHARACTER SPACESHIP COMBAT SPECIFICS

a. General: Character Spaceship Combat occurs only when a character spaceship is successfully tracked by enemy starships.

b. Attacker: The attacker is determined by randomly selecting a starship (except transports and the Peacemaker) from among those present. If it is anything but a corvette, the attacking force will be a squadron of fighters, according to the following table (minimum one fighter):

                                                      FIGHTER SQUADRON TABLE

Starship
Squadron

Dreadnought
d6+2

Battlestar
d6+1

Heavy Cruiser
d6

Light Cruiser
d6-1

Frigate
d6-2

When a corvette is selected, the character spaceship is not attacked by fighters (corvettes don’t carry any) but is chased by the corvette itself. The character-spaceship-type corvette counter is used (orange background, 4/8 combat values). If the corvette had any previous damage, the character-spaceship-type corvette would also be damaged (4 hits). When the corvette is translated back to its starship status at the end of the combat, if it was damaged in the battle with the character spaceship it would damaged in its starship form (1 hit). Except for this, all hit markers incurred in the Character Spaceship Combat would be removed.

c. Break-off: A character spaceship may attempt break-off at the beginning of every combat round, even the first. Subtract the evasion value (see 6.3.b) from the combined AF of the attackers. Then consult the line corresponding to the differential on the Break-off  table and roll a d10. The roll must be equal to or less than the number shown at the left of the slash for success. 

                                                BREAK-OFF TABLE  d10

AF Differential
Active/Inactive

-7 or less
8/10

-4 to -6
7/9

-1 to -3
6/8

0
5/7

+1 to +3
4/6

+4 to +10
3/5

+11 or more
2/4

Modifiers: 

Subtract one from the die roll for every previous break-off attempt.

Starships and character spaceships:

Subtract two from the die roll in a warp break-off.

Starships:

Subtract the space leadership of  any leader stacked with the starships from the die roll.

Add the space leadership of any enemy leader stacked with the opposing force to the die roll. 

After break-off succeeds, the ship may continue its trip to wherever it was going. If the announced move of a character spaceship contemplated leaving the orbit box by impulse movement (to land on the planet for instance), the attempt would be an impulse break-off (i.e., normal situation). However, if the announced destination of the spaceship implied a hyperjump from that orbit box, a –2 drm applies to the d10 for a warp break-off. This is not considered an emergency hyperjump, because the jump is already planned and programmed into the ship’s computer. If the spaceship had planned to end movement in the orbit box it may do so {hiding behind an asteroid perhaps}, but would remain detected.

If the going is really tough in a situation that implies an impulse break-off, the player may cancel the flight plan he had announced before and attempt a warp break-off.  This unplanned jump would be considered an emergency hyperjump and the ship must be moved to the Drift-1 or Drift-2 box of the same star system depending on the hyperjump table’s result (Drift 1, if the result is a ‘(’).

A damaged character spaceship may be unable to hyperjump. Every time it tries it, a d6 is rolled and a 5 or 6 indicate that it cannot move and must remain in the battle.

If a character spaceship attempts break-off and fails, it would suffer a –1 modifier to its AF in that combat round.

d. Emergency Escape: Every spaceship carries enough escape pods for the crew and passengers {Imperial decree 552.4509, paragraph E}. If a character spaceship is destroyed, every character (including NPCs) must roll for survival. A 4 or less in a d6 means that the pod ejected successfully. Exception: Rebel prisoners trying to escape a destroyed Imperial spaceship only survive by rolling 2 or less. 

{Their captors would rather execute them or let them fry, but sometimes they can get away in the confusion, or are lucky enough to have a merciful guard...}

If the escape occurs during a PDB attack, the pod lands in a randomly determined environs of the planet (a different determination for each character). 

If the escape occurs in an orbit box and there are any friendly starships or character spaceships there, they pick up the pods. However, if there are only enemy starships in the orbit box, the characters would be captured. In the extremely rare case that escape pods find themselves in an empty orbit box they would land in randomly determined environs of the planet (a different determination for each character).

Characters cannot refuse to use the escape pods, even if capture is certain (survival instinct takes over).

6.5 CHARACTER SPACESHIP DAMAGE SPECIFICS

a. Effects: In addition to the reduced AF, damaged character spaceships may be unable to hyperjump. Every time such a unit attempts to jump a d6 is rolled; a 5 or 6 prevents it from moving and it cannot use hyperjumping for the rest of that segment. In a combat, it could attempt impulse break-off in subsequent rounds. In a non-combat move, it would have to remain in the orbit box it currently occupies.

Damaged character spaceships that land in an environs may be unable to take off. Every time such a unit attempts to fly a d6 is rolled; a 5 or 6 prevents it from moving and it must remain in place for the rest of that segment.

b. Repair: A character may attempt to remove a spaceship’s damaged status during an interphase, but only if it is landed in an environs. He/she need not be the pilot, but only be in the same stack. If the characters rolls his/her navigation rating or less with a d6, the ship is repaired. A military unit currently in possession of a damaged spaceship may also attempt to repair it with its standard navigation rating of 4, and may do so in orbit.

The Rebel character Yarro Latac can repair a damaged spaceship automatically (it still must be landed in an environs).

