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7. STARSHIPS

{The armored fist of the Empire is its navy, called The Eternal Will. Much of the power of the Imperial system lies in the fact that no one else is allowed to have ships of war. At the first hint that a neighboring alien race might have them, the Empire has used its might to crush the menace. A rumor of such a threat, in fact, was the pretext for the establishment of the Empire Eternal in the first place. All this is about to change of course, as the Rebel conspirators have been busy building a secret armada to meet the Imperial navy in its own terms.}

7.1 INTRODUCTION

a. General: Spaceships that have been built with military action in mind are called starships in the game. Starships may be of two kinds: Ships-of-the-line (SOLs) are huge and can only be built and maintained in space. Light starships are smaller and/or have the special thrusters and other characteristics that allow them to land in environs.

b. Ships-of-the-line:
Peacemaker: This is an Imperial atrocity unit (see section 19), that has the ability to slow the rotation of a planet causing its crust to disintegrate. As a combat unit it is not very effective, carrying only light lasers (AF 1) and should be escorted by other units. If the Peacemaker reaches damaged status due to 6 or more accumulated hits, its special graviton generators become unstable and explode catastrophically. The Peacemaker is unique; if lost it cannot be rebuilt.

Dreadnoughts (the Janis and the Resolution): In additional to being formidable starships in their own right, these two are Imperial atrocity units that can perform some very evil deeds on planets (see section 19). They are unique units that cannot be rebuilt if lost.

Battlestars, heavy and light cruisers: These are the meat of starfleets, heavy starships of varying strengths depending on the caliber of the weapons they carry and the toughness of their shields and armor. Notice that Rebel battlestars are slightly less powerful than their Imperial counterparts, due to the Rebels’ difficulty in gathering all the materials needed to build such a mammoth.

c. Light starships:

Frigates and corvettes: In spite of their apparent weakness, frigates and corvettes are important. Their ability to land in an environs allows them to escort transports as they move past PDBs. Also, they make numbers,  needed for effective blockades.

Transports: Every ground unit (except garrisons) has an organic transport assigned to it. As long as the ground unit is in an environs, the transport counter disappears from the game and cannot be harmed. Exception: if the transport is in damaged status or has hits, it remains on the mapboard until repaired, but it would be placed under its assigned ground unit and would move with it. The moment that the ground unit wishes to fly away, its transport immediately reappears and a transport counter is placed upon it. During Space Combat the ground unit is placed under its transport and cannot be inspected by the enemy player (useful to keep an enemy guessing if ground units of different value are present). If a transport is damaged in flight the ground unit it is carrying is damaged (decimated) as well. If it was already damaged before the transport was hit, there is no further effect and it remains decimated. If a transport is destroyed, the ground unit carried is destroyed.

{The way you fit 50,000 men and women in the hold of a transport is: Snug and tight in their niches, in brain-wave induced sleep, and waking them up periodically in small groups to attend bodily needs. And, in spite of Imperial decree 552.4509 paragraph E, a troop transport just can’t carry enough escape pods for 50,000 soldiers. The convention is: If the ship is going to bust, just let ‘em sleep...}

d. Starfleets: Players may organize their starships in space by placing them in a starfleet. The starship counters are picked up from the mapboard and placed in the corresponding starfleet’s display box, and that starfleet’s counter is placed on the mapboard. There is no upper limit to the number of starships that may be in a single starfleet, but there must be at least one. Usually only one starfleet counter is needed per orbit box, but during play it may be convenient or necessary to divide the ships into two or more separate starfleets. In the orbit organization segment all starships in every orbit box are consolidated into a single starfleet. 

The starfleet counter also serves to indicate if the starships it contains are in blockade dispersal or in battle formation. A black band along the middle of the backside of the counter indicates blockade dispersal.

The contents of starfleets cannot be inspected by the opponent unless he has a friendly ship in the same orbit box (therefore character spaceships and small starships can double as scouts, albeit at a risk). The starfleet display is covered with a boxlid so the enemy cannot see it.
A level 1 success in the Gather Information mission allows a player to inspect the contents of every enemy starfleet in the same province. 

Starships in environs may not be organized into starfleets and are always in plain view.

7.2 STARSHIP MOVEMENT

a. Movement during the Interplanetary Military Movement  Segment: A light starship can be moved from an environs or orbit box in one planet to an environs or orbit box in another planet. SOLs may only be in orbit boxes, therefore their allowed moves are only orbit-box-to-orbit-box. 

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: The starship(s) would have to undergo raking if any enemy PDB is present.

2.-Enter the same Planet’s Orbit Box: If enemy starships are present in the box, they have the option of trying to intercept the moving starship(s). Friendly starships in the orbit box may join the stack of the starships that are coming up from an environs and go along with them for the rest of their move.

3.-Move to the Second Planet’s Orbit Box: If the target planet is in the same star system, the starship would simply fly to it. Otherwise, it would have to engage in a hyperjump to reach its destination. (Ships-of-the-line and light starships, which at the start of the segment were already in an orbit box, would begin their move in this step.)

4.-Enter the Second Planet’s Orbit Box: If enemy starships are present in the box and the moving force plans to continue into an environs of the planet, the enemy may intercept the moving force. If the declared destination of the moving starship(s) is the orbit box (normally the case for ships-of-the-line), the move would stop in this step without interception combat.

5.-Move down to the second planet’s Environs: The starship(s) would have to undergo raking if any enemy PDB is present.

b. Movement during the Planetary Military Movement Segment: Light starships in an orbit box may move down to an environs in the planet, or from an environs up to the orbit box (but only if the orbit box is not occupied by enemy starships), or fly from environs to environs on the planet. They may be raked by an enemy PDB as they do so. Note: Ground units move on foot when going from environs to environs. Their inherent transports are assumed to go with them and cannot be harmed by the PDB.

c. Movement during the Reaction Segment: The inherent transport of a reacting ground unit is assumed to go along with it. If coming down from orbit an enemy PDB may rake it. Otherwise it is immune.

d. Landed Light Starships: Light starships may land in environs. However, if they are caught by enemy ground units while unaccompanied by friendly ground units they might be captured or destroyed. Roll a d6 for each such ship at the end of the segment in which the situation arose. 1-4, the ship may fly to the orbit box or another environs, provided enemy units do not occupy it. An enemy PDB may rake it. If flight is not possible, their own crews destroy the ships. 5, the ship is captured and substituted by a similar enemy ship. 6, the ship is destroyed on the ground by the enemy forces.

7.3 BLOCKADE

{Like the seaports of old, planets in a galactic empire are very vulnerable to blockade(enemy ships covering all approaches and impeding movement of friendly vessels in and out. However, blockading a spherical planet presents special challenges. A single ship would not be very effective; it would have to orbit round the planet and hope to catch any blockade-runners by chance. Two ships can cover the whole planet by exerting surveillance on an hemisphere each. It is still easy for runners to slip past along the borders of the hemispheres. Three ships could triangulate the planet along the equator. They are better poised to intercept but the poles are still leaky. The ideal minimum is five forming a diamond(three along the equator and one above each pole.

The problem with blockade dispersal is precisely that: Dispersal. The ships are not very ready to meet an attack by an enemy fleet. If you are expecting a strong attack, your ships should be in battle formation. But then, they are all bunched on one side of the planet. Their effect for blockade purposes is similar to that of a single blockading ship... Ah, the decisions.

a.  General: During the friendly Interplanetary and Planetary Movement segments, and at the end of any Orbit Organization segment (both players are allowed in this segment), a player may change the status of his starfleets from battle formation (front side) to blockade dispersal (back side, with a black band) and viceversa. Starships in battle formation are better prepared for a fight with an enemy starfleet, but do not blockade the planet very well. A fleet in blockade dispersal, on the other hand, is poorly deployed for a battle but has a tighter grip on the planet and is more likely to catch enemy character spaceships and to intercept enemy starships entering or leaving the planet. All of a player’s starships in an orbit box must be in the same stance. 

b. Blockade Dispersal: When a starfleet is in this stance its chances for the tracking routine are generally good and increasing numbers of ships bring better chances of success. {In blockades, it is only the number of ships that counts. A corvette is as good as a dreadnought for this purpose.} In addition, if at least five starships (not counting transports and the Peacemaker) are in blockade dispersal the planet is considered to be fully blockaded(cut off from the rest of the galaxy. It cannot be taxed and no units can be built or repaired there during the resource phase (they still can appear as the result of a rebellion). The planet can still be under the blockaded player’s control if it otherwise qualifies. Ships in blockade dispersal have a better chance of intercepting enemy starships trying to move into or out of the planet, but then it is likely that only part of the blockading fleet will be able to engage them in interception combat; it is a mixed blessing. 

A player may form a defensive blockade around a friendly-controlled planet. Obviously, in this case the blockade would not affect his own taxation and builds.

A starfleet containing only transports and/or the Peacemaker cannot be put in blockade dispersal.

c. Battle Formation: The normal stance of starships is battle formation, a relatively tight group where mutual support is optimal. Starships in this stance fight normally. However, for blockade purposes the starfleet is treated as a single ship! The chances of intercepting moving enemy starships are also lower, but if successful the entire fleet will intercept them.

7.4 SPACE COMBAT SPECIFICS

a.  Interception: Whenever starships try to move from an environs on a planet through the planet’s orbit box to another planet; or when starships coming from another planet try to move through the planet’s orbit box and land directly in an environs, enemy starships in the orbit box may attempt interception. Interception does not apply when enemy starships arrive at the orbit box and remain there (i.e. the orbit box was their destination). 

{The gist of this rule is that interception may be attempted when enemy units are trying to pass through the orbit box and continue movement. Against enemies that arrive and stay looking for a fight, combat is resolved in the Space Combat segment.}

The Interception Table is consulted under the column corresponding to the number of ships in the intercepting force, if it is in blockade dispersal (not counting transports and the Peacemaker). A starfleet in battle formation always uses the first line (equal to one ship in blockade stance).  The number listed or less must be rolled with a d10 for success.

                                                   INTERCEPTION TABLE  d10

# OF SHIPS
needed

1 (Battle formation)
1

2
3

3
5

4
7

5 or more
9

If interception occurs, the intercepting force attacks the moving force in an immediately resolved  Space Combat (referred to as interception combat). The battle is resolved as any Space Combat, with the interceptor being the attacker, except that the moving player must attempt break-off in every combat round. The combat is resolved only between the intercepting force and the moving units. Other starships friendly to the moving units that might be present in the orbit box do not participate or interfere in any way with the interception combat. Once break-off is achieved (if at all) the surviving moving starships may continue their movement.

Note: The break-off would be impulse  for a starship trying to land on the orbit box’s planet or going to another same-system planet using impulse movement. It would be warp for a starship about to hyperjump to another star system. However, this warp break-off would not be an emergency jump (as it is an already planned move programmed into the ship’s computer).

b. Break-off: Break-off is allowed in every combat round, even the first. Unlike other types of combat, the attacker is allowed to attempt break off,  if things are going badly. The attacker may attempt break-off at the beginning of any round except the first. At the beginning of every round (even the first), after the attacker has had a chance to try break-off, the defender may announce that he is attempting to break off. To resolve starship break-off attempts,  subtract the combined AF of the breaking-off player’s active units from the combined AF of the other player’s active units. Note: All of an attacker’s units are active.

Then consult the appropriate line of the following table and roll a d10. The number before the slash is the result that must be rolled (or less) for the active starships in the battle to achieve break-off. The number after the slash is what the inactive starships need to roll equal to or less to get away. The attempt of both active and inactive starships is resolved with the same die roll, and it may be that the inactive ships flee while the others have to remain.

Starships that attempt to break off but fail have a –1 modifier to their AF for their attacks in that combat round.

There are two modalities for break-off attempts by starships: Impulse, using the ships’ impulse drive, or warp, by a sudden hyperjump, leaving the enemy staring dumbly at the place where your ships were a second before. 

In an impulse break-off, the ships must move to an orbit of a planet in the same system (if it exists) or to the Drift-1 area, player’s choice. (Exception: Moving units breaking off from interception combat already have an announced destination and they must go there). 

Note: Break-off is the only instance in which you can announce the Drift area as a destination. In normal movement you can only direct units to orbit boxes or environs.

A warp break-off is considered an emergency hyperjump (exception: A warp break-off from an interception combat is a normal hyperjump), and is resolved by rolling under column 5 of the hyperjump table (exception: units warp-breaking from interception combat go to their announced destination). 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 ‘(’). Due to its surprising effects, a warp break-off causes a –2 drm when resolving it. 

Damaged starships may be unable to warp. If they roll 5 or 6 in a d6, the hyperjump fails and they remain in the battle.

The space leadership rating of a friendly character leading the breaking-off units may be subtracted from the die roll. If the enemy force has a leader, his/her space leadership rating would be added to the die roll.

                                                 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. 

c. Surprise: Whenever all of the attacker’s forces in a Space Combat arrived at an orbit box by hyperjumping, surprise may occur. Each player makes a 2d6 and a result of 4 or less means that his units are surprised during the first round of combat. They will have a –1 modifier to their AF, while the enemy will have a +1 modifier to his unit’s AF. If both sides are surprised, effects cancel out. 

A force that has a leader may add his space leadership to the dice roll, reducing the chances of surprise (notice that admiral Barca effectively makes his starships immune to surprise). A surprised force cannot break off. Surprise wears off after the first round of combat.
d. Attack Uncoordination: When two or more separately moving stacks of starships arrive at an orbit box where Space Combat will occur, each must be placed in its own starfleet. Just before combat occurs, the owner must roll a d6 for each starfleet: 1,2  it will fight from the first combat round; 3,4 it can join the battle on the second combat round; 5,6 it can join on the third combat round. Starships cannot fight (or break-off) before the round in which they are allowed to join the battle. A leader stacked with the starships of any starfleet may affect attack coordination by making a number of starfleets of his choice equal to his space leadership, that would have entered the battle on the second or third round combat round, to enter battle from the first round instead. (Barca for instance can guarantee the coordination of three starfleets that arrived separately). 

The effects of attack uncoordination can combine with those of the defender in blockade dispersal (see below) such that both sides would have their forces entering the battle piecemeal.

This random selection procedure may result in no forces assigned to fight in the first or second combat rounds. In this case, forces assigned to the second and/or third round of combat can be shifted to the next lower, empty slot. For instance, if no starfleets were assigned to the first round, those that were assigned to the second round could shift to the first round and those of the third round could then shift to the second round.
e. Blockade Dispersal and Space Combat: When the defender in Space Combat (or the intercepting force in interception combat) is in blockade dispersal, the owning player must divide his starships (except the Peacemaker and transports) as evenly as possible between three starfleets. That is, none of the starfleets could have two starships before each of the others has one, none could have three before each of the others has two, etc. If the force has only two starships, there will be only two starfleets.  There is no need to carry out this procedure if there is only one starship; it will fight from the first round. After assigning combat starships to the starfleets, the Peacemaker and any transports can be assigned to any starfleet(s) of the owner’s choice.
Just before combat occurs, the owner must randomly select one starfleet that will fight from the first combat round; then he randomly selects another that will join the battle on the second combat round; the third starfleet (if any) can join on the third combat round. Starships cannot fight (or break-off) before the round in which they are allowed to join the battle. A leader stacked with the blockading starships may affect coordination by making a number of starfleets of his choice equal to his space leadership, that would have entered the battle on the second or third round combat round, to enter battle from the first round instead. 

{Notice that Ly Mantok and Barca will guarantee the complete coordination of any blockading force, making it super-effective(able to blockade fully and at the same time fighting as if it was in battle formation}.

f.  Leaders in Space Combat: If a player character or sovereign is present in an orbit box where Space Combat takes place, he/she may be named to lead his/her side’s forces, even if not currently stacked with the military units. If he/she is in a character spaceship that happens to be in the orbit box, the character could be shuttled to a starship. Both players may hide the exact starship that contains their leader (or any other passengers) by writing it down in a piece of paper and not placing the character(s) in the combat line. The paper is shown to the other player after all attacks have been announced. This is made simpler by the fact that free shuttles of passengers between starships (and even character spaceships in the orbit box) are allowed at the beginning of each round of combat. 

A leader may use his space leadership value to either boost his side’s attack by causing a  plus modifier to his units’ AF, or by weakening the enemy’s units by causing a  minus modifier to their AF. He may apply all his leadership to boosting friendly attacks, or all of it  to weaken enemy attacks, or split his leadership and apply a portion to his attacks and the other portion to weaken the enemy. The AF modifications are equal to the leadership applied, but cannot exceed the unit’s basic AF. If both sides have leaders, effects may cancel out. The commander with lower leadership must declare how he will apply leadership before his opponent does. If leadership is equal, the attacker must declare first.

Example: Barca (space leadership 3) is commanding a dreadnought (8/16), a light cruiser (3-6)  and a corvette (1-2) against a Rebel heavy cruiser (4-8) and a frigate (2-4) led by Zina Adora (space leadership 1). Zina  must state how she will use her leadership rating first, because it is lower than Barca’s. The Rebel player applies her single modifier to weaken enemy attacks. The Imperial then announces that he will apply two factors to increase his units’ attacks, and one to weaken Rebel attacks.

Die rolls in the upcoming battle will be as follows: 

The Imperial dreadnought gets 8 (basic) +2 (Barca’s  leadership applied to boosting friendly attacks) –1 (Zina’s  leadership applied to weakening enemy attacks)=9 die rolls.

The Imperial light cruiser gets 3 (basic) +2 (Barca’s  leadership applied to boosting friendly attacks) –1 (Zina’s  leadership applied to weakening enemy attacks)=4 die rolls.

The Imperial corvette gets 1 (basic) +1 (Barca’s leadership applied to boosting friendly attacks, limited to 1 because that’s the corvette’s  AF) –1 (Zina’s  leadership applied to weakening enemy attacks)=1 die roll.

The Rebel heavy cruiser gets  4 (basic) –1 (Barca’s leadership applied to weakening enemy attacks)=3 die rolls.

The frigate  gets 2 (basic) –1 (Barca’s leadership applied to weakening enemy attacks)=1 die roll.

g. Emergency Escape: If a starship carrying characters as passengers is destroyed in an orbit box, every character (including NPCs) must roll for survival. Every spaceship carries enough escape pods for the crew and passengers {Imperial decree 552.4509, paragraph E}. A 4 or less in a d6 means that the pod ejected successfully. 

If the escape occurs during a PDB raking 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 (including an empty one being towed) there, any of them can 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 characters in 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).

h. King of the Hill: At the end of any Space Combat, only starships of one player may remain in a given orbit box. The other side must have been destroyed or withdrawn. As long as starships of both sides exist, combat must continue.

7.5 STARSHIP DAMAGE SPECIFICS

a. Effects: In addition to the reduced AF, damaged starships 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 light starships 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.

If a transport is damaged in flight the ground unit it is carrying is damaged (decimated) as well. If it was already damaged before the transport was hit, there is no further effect and it remains decimated. If a transport is destroyed, the ground unit is destroyed.

b. Repair: Starship units can remove their damaged status by repairing during the Resource phase of the galactic stage. To be repaired, an Imperial starship must be in an orbit box (or environs, in the case of light starships) of a friendly-controlled planet that contains no enemy units and is not under full blockade. A Rebel starship may be repaired in an orbit box (or environs, in the case of light starships) of a friendly-controlled planet or a planet that neither player controls (including one in rebellion) that contains no enemy units and is not under full blockade.

A starship’s damaged status is removed (and the counter flipped over to its front side) by expending force points equal to the difference between the AF printed on the front of the unit counter and the AF on its damaged side. Notice that corvettes and transports may repair for free if otherwise eligible. 

Imperial units in any province may be repaired, even if it is not currently being taxed. Rebel units may be repaired without revealing the Rebel secret base. 

