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Determining Arcs Of Fire TC  "Determining Arcs Of Fire" \l 1 
General

The basic construction rules make no provisions for determining the number of arcs of fire on a weapon except to note that no weapon may have more than three arcs of fire.  The following additional rules apply to determining the effects of increasing the number of arcs of fire of a weapon.

Extra Arcs Of Fire TC  "Extra Arcs Of Fire" \l 2 
In the following determinations of arcs of fire, beam and missile weapons are figured separately.  The number of arcs of fire for beam weapons in no way impacts the number of arcs of fire for missile weapons or vice versa on the same ship design.  All beam weapons are figured together as a group and all missile weapons are figured together as a group (ex. a Federation ship with 6 FH-11s and 2 FH-9s figures the arcs for all 8 weapons as a single number).  Note:  The issue of missile weapon arcs of fire arises only under a special condition for Federation ships.  See Limits On Arcs Of Fire below.

Once the number of weapons has been set for a ship, the number of Free Arcs Of Fire (FAOF) is determined.  This number of FAOF is determined by multiplying the number of weapons by 1.3.  Any decimal is rounded up (ex. for 8 weapons the result of 10.4 becomes 11).  Next, count the number of Weapon Arcs Of Fire (WAOF) and add these up.  Banks count as one weapon when counting arcs.  For Example:  A ship has the following beam weapons: FH-11s; 2fps,(2)fp,(2)fs, FH-9s; 1ap,1as.  The single weapons “2fps” counts as 6 arcs.  The banked weapons “(2)fp” and “(2)fs” each count as 2 arcs each.  The single weapons “1ap” and “1as” count as 2 arcs each.  The total beam weapon arcs of fire for this ship would be 6+2+2+2+2=14.  Subtract the FAOF from the WAOF.  If the result is zero or negative, then no modifiers are required for the arcs of fire.  If the result is positive, then a price in WDF must be paid for the extra arcs of fire (in the previous example the WAOF of 14 minus the FAOF of 11 results in a need to pay for 3 extra arcs of fire).

The basic price for one extra arc of fire is 10% of the WDF of a weapon.  The weapon which is used to pay for the extra arc(s) of fire may be any of the weapons used on the design up to the number of arcs of fire, as computed above, on the ship for that weapon.  For Example: Using the ship in the previous example, there are 10 arcs of fire for the FH-11s and 4 arcs of fire for the FH-9s.  The FH-11 has a WDF of 10.7.  The FH-9 has a WDF of 6.0.  The required 3 arcs of fire may be accounted for by making the 3 arcs those of the FH-9s.  The amount of extra WDF the ship must include in its Total WDF will be 3x10%x6.0=1.8.  Had the number of arcs of fire to be accounted for been greater than 4 (the number of arcs for the FH-9s, then those extra arcs would have had to be computed using the WDF for the FH-11s.

Limits On Arcs Of Fire TC  "Limits On Arcs Of Fire" \l 2 
No individual or banked beam weapon may be assigned more than three arcs of fire.

Beam weapons on Federation ships may have up to three arcs of fire.  Beam weapons on other race’s ships may have up to two arcs of fire; except on ships with only a single beam weapon, which may have up to three arc of fire.

All missile weapons may have only a single arc of fire; with two exceptions.  1) Federation ships built after Stardate 2/23 may have up to two arcs of fire.  The extra arcs of fire must be paid for in WDF as described above.  2)  Gorn ships of class IX and above may have up to 1/3 of their missile weapons (round all remainders down) mounted with two arcs of fire.  Extra WDF must be included for these extra arcs.

Limits On Banks Of Weapons TC  "Limits On Banks Of Weapons" \l 1 
No more than three beam weapons may be placed in a single bank.

Missile weapons may not be banked.

Crew Size TC  "Crew Size" \l 1 
Military vessels designed under the construction rules will use the computed minimum crew sizes modified according to the following table.  The crew size for any design may be adjusted up by a maximum of 10%.  The crew size may never be adjusted below the modified size.

Race / Nation
Vessel Type
Modifier

Federation
Warship
1.5

Klingon
Warship
1.1

Romulan
Warship
1.4

Any
Assault Ship
0.3

Any
Cargo & Troop Transports
0.25

Any
Civilian Passenger
0.2

Vessels modified from an existing design will either use the original crew size or a crew size based on the original design.  If the new modification has a different mass than the original, then the crew size may be adjusted proportional to the change in mass.

When computing the original crew size for a  ship do not include the cargo capacity used only for cargo.  Use only the non-cargo mass of the ship (note: the SCUs used for extra passengers, etc. are included in the ship mass, not the cargo capacity).

Optional Klingon Modification:  Klingon ships show major variations in crew size based on the type of the ship.  To help somewhat in approximating these illogical variations, use following multipliers.

Battleships - multiply standard result by 3

Cruisers - multiply standard result by 1.5

Passenger Limit TC  "Passenger Limit" \l 1 
General TC  "General" \l 2 
The passenger values given below are in addition to the crew size.

Military Vessels TC  "Military Vessels" \l 2 
The number of passengers (not troops) which a military ship may carry is a maximum of 10% of the ship’s crew for Federation and 5% of the ship’s crew size for all other races.  If the ship’s crew is greater than the computed crew size (up to 10% extra, see Crew Size above), then the number of passengers will be reduced by an amount equal to the number by which the ship’s crew is above the computed crew size.

Space for additional passengers may be added to the ship at the rate of 1 passenger per 10 extra tons (0.2 SCU).  The tons use for extra passenger space may not be used for other purposes (ex. it may not also be used for extra cargo space), and are added to the tonnage of the vessel.

Civilian Vessels TC  "Civilian Vessels" \l 2 
The number of passengers on a civilian non-passenger ship will be a maximum of 10% of the computed ship’s crew.  The number of passengers on a civilian passenger ship will be equal to double the computed crew size using the standard crew divisors.  The number of passengers on a colonial transport will be equal to quintuple the computed crew size using the standard crew divisors.

Space for additional passengers may be added at the rate of 1 passenger per 5 extra tons (0.1 SCU) on colonial transports, and 20 extra tons (0.4 SCUs) on all other ships.  The tons use for extra passenger space may not be used for other purposes (ex. it may not also be used for extra cargo space), and are added to the tonnage of the vessel.

Number Of Transporters TC  "Number Of Transporters" \l 1 
General TC  "General" \l 2 
The following types of transporters are defined:



Standard
6 person (Federation and others), 6 person (Klingon), 9 person (Romulan)



Emergency
22 person (Federation), 18 person (Klingon and others), 20 person (Romulan)



Combat
20 person (all nations)



Small Cargo
(assume all unspecified cargo transporters are Small Cargo)



Large Cargo

Additional transporters (beyond the numbers described below) may be added to any vessel it they can be justified based on the function of the vessel.

Military Vessels TC  "Military Vessels" \l 2 
The number of Standard transporters on a warship will be 1 for every 50,000 tons of total ship mass or portion thereof.  Additional Standard transporters may be added at the rate of 3 SCUs per Standard transporter (this, and all of the following weight modifiers, are added to the tonnage of the ship).

The number of Emergency transporters on a warship of Class IX and above will be 1 for every 100,000 tons of total ship mass or portion thereof.  Assault ships will have 50% additional Emergency transporters.  Additional Emergency transporters may be added at the rate of 5 SCUs per Emergency transporter.

The number of Small Cargo transporters on a warship will be 1/2 (round halves up) of the number of Standard transporters.  Assault ships and cargo transports will have the same number of Small Cargo transporters as Standard transporters.  Additional Small Cargo transporters may be added at the rate of 5 SCUs per Small Cargo transporter.

Ships with 3 or more Small Cargo transporters may acquire Large Cargo transporters by trading 2 Small Cargo transporters for each Large Cargo transporter.  Assault ships and cargo transports of Class IV and above must have at least 1 Large Cargo transporter.  Additional Large Cargo transporters may be added at the rate of 10 SCUs per Large Cargo transporter.

Combat transporters may be installed on assault ships or ships with a Marine compliment of 50 or more troops.  Only such ships may have Combat transporters.  The number of Combat transporters will be 1 for every 150 Marines carried (round 1/2 up).  Additional Combat transporters may be acquired at the rate of 13 SCUs per Combat transporter.

Civilian Vessels TC  "Civilian Vessels" \l 2 
The number of Standard transporters on a civilian ship will be 1 for every 80,000 tons of total ship mass or portion thereof.  Additional Standard transporters may be added at the rate of 3 SCUs per Standard transporter.

The number of Emergency transporters on a civilian ship of Class IX and above will be 1 for every 200,000 tons of total ship mass or portion thereof.  Additional Emergency transporters may be added at the rate of 5 SCUs per Emergency transporter.

The number of Small Cargo transporters on a civilian ship will be 1/4 (round halves up) of the number of Standard transporters.  Cargo transports will have the same number of Small Cargo transporters as Standard transporters.  Additional Small Cargo transporters may be added at the rate of 5 SCUs per Small Cargo transporter.

Civilian ships have the same rules for Large Cargo transporters as the Military Vessels above.

Civilian ships may not have Combat transporters.

Number Of Shuttlecraft TC  "Number Of Shuttlecraft" \l 1 
Ship shuttlecraft are assumed to come in two sizes; standard small and standard large.  Both of these standard types are non-warp shuttlecraft.  The specific capacity of the shuttlecraft is determined by the individual race / nation (for the Federation these would be 10 man and 22 man shuttlecraft, respectively).  Maintenance and repair shuttlecraft are not considered, as they do not effect the usage of the vessel.

The maximum number of shuttlecraft on a ship will be equal to the class of the ship times 1.5.  Of this number, up to 1/4 may be standard large shuttlecraft (round 1/2 down).  At least 1 standard small shuttlecraft must be retained on all ships of Class III and above.

Additional shuttlecraft may be added to a ship by adding sufficient SCUs to provide a cargo tonnage equal to twice the mass of the additional shuttlecraft (one times the shuttlecraft mass for the storage space and one times the shuttlecraft mass for the shuttlecraft itself).  These SCUs may not also be used for other purposes (i.e. the space is for shuttlecraft only, and may not be used to support Marines, cargo, etc.).  If specific data is not available for shuttlecraft tonnages, assume a standard shuttlecraft has a weight of 1,500 mt (30 SCU) and a large shuttlecraft has a weight of 3,500 mt (70 SCU).

Marines TC  "Marines" \l 1 
Military Vessels TC  "Military Vessels" \l 2 
See the Rules Modifications And Expansions for rules on building ships with Marines.

Civilian Vessels TC  "Civilian Vessels" \l 2 
Civilian vessels never carry Marines except as passengers.

Cargo TC  "Cargo" \l 1 
The amount of cargo a ship may carry will depend upon the mass and nation of the ship.  The following table is used to determine the base cargo mass which a ship may carry internally.

Nation
Multiplier

Federation
0.12

Klingon
0.06

Romulan
0.055

For most ships, the maximum base cargo mass is rounded down to the next lowest multiple of 100 tons.  This value is the maximum cargo the ship may carry.  Ships may be specified with less than the computed maximum base cargo mass.

For assault ships, the base cargo mass is multiplied by 2, and then rounded down to the next lowest multiple of 100 tons.

For cargo transports (cargo transported internally), the base cargo mass is multiplied by 3, and then rounded down to the next lowest multiple of 100 tons.

The mass of the SCUs used for cargo (not SCUs for Marines, extra passengers, etc.) is not counted as part of the mass of a vessel.  SCUs used for non-cargo is counted as part of the mass of a vessel.

Loss Points For Shuttlecraft And Transporters TC  "Loss Points For Shuttlecraft And Transporters" \l 1 
Shuttlecraft and transporters may be lost during combat due to damage received by the ship.  The rate at which this equipment is lost is a function of the superstructure lost by a ship and the number of shuttlecraft or transporters.  Except for Emergency transporters, shuttlecraft and transporters are lost in the same manner.

The following rules are used to determine the number of superstructure point losses at which a shuttlecraft or transporter will be destroyed.  The computations are made separately for each type of shuttlecraft or each type of transporter (ex., Standard transporter loss points are computed separately from the loss points for Small Cargo transporters).

1)
If there is only one of a type of shuttlecraft or transporter, it will be lost when the number of superstructure points lost is equal to 70% of the total number of superstructure points.  Round all remainders up (ex. 3.2 becomes 4).


Example:  A ship with 1 Small Cargo Transporter and 20 superstructure points will have that transporter knocked out when it has taken 14 points of damage to its superstructure.

2)
If there is more than one of a type of shuttlecraft or transporter, one unit will be lost when the number of superstructure points lost is equal to a multiple of a number which is the total superstructure points divided by the number of units plus 1 (i.e. SS/(Unit+1) ).  Round all remainders up (ex. 3.2 becomes 4).


Example:  A ship with 2 Standard Transporters and 20 superstructure points will have one transporter knocked out each time it receives 7 points of superstructure damage (20/(2+1)=6.7 which is rounded to 7).

3)
Emergency transporters are lost in the manner described above with two modifications.

a)
When computing the loss value when there are more than one Emergency transporters, do not add one to the number of units (i.e., divide the superstructure points by the number of units, not the number of units plus one).

b)
The last Emergency transporter on a ship is lost when the superstructure value is -5, regardless of the loss point computed for other Emergency transporters.  This also applies if the ship has only one Emergency transporter to begin with.

Armor TC  "Armor" \l 1 
“Armor” is a combination of dense material combined with dedicated structural integrity force fields.  It is able to absorb damage before much of the rest of a unit’s structure takes damage.  Placed on the outside of the unit, armor is able to stop damage to shield generators, weapons, unit’s superstructure, engineering grids, and matter/anti-matter generators.  Armor is not able to protect engines, the bridge, or the sensors.

Whenever a unit takes damage to a protected system, the damage is first applied to the armor.  If the armor is able to absorb the damage, then no damage occurs to the unit’s systems.  If the damage exceeds the amount of armor, then the excess damage is applied to the indicated system as normal.  Unlike superstructure, armor does not cause casualties to the crew, regardless of the system hit, unless the damage gets past the armor.

Armor may not be used on ships.  Only outposts, other fixed space facilities, and ground installations may have armor.  Armor is applied in “boxes” just as superstructure.  The following values are per box of Armor:


Outpost
Ground

  Mass
Cost
  Mass
Cost
Federation
1,600
10
1,000
1

Klingon
1,650
11
1,030
2

Romulan / Orion
1,700
13
1,060
2

Gorn / Others
1,750
15
1,100
3

Matter / Anti-Matter Generators TC  "Matter / Anti-Matter Generators" \l 1 
Matter / anti-matter generators are used by outposts as power sources.  Only one matter / anti-matter generator may be mounted on any unit (this is a game mechanic based on the existing ship designs, but it doesn’t seem to make any sense in the “real” world).

If needed, always use a WER value of 1.0 for these generators.

Federation


Engine Type
  Mass
Power
SS Req
Cost

FMAPG-1
4,100
98
0.2
9


FMAPG-2
6,600
155
0.2
14


FMAPG-3
7,750
180
0.2
17


FMAPG-4
1,400
35
0.1
3


FMAPG-5
1,700
50
0.1
4

Klingon


Engine Type
  Mass
Power
SS Req
Cost

KMAPG-2
7,000
144
0.3
22


KMAPG-3
8,000
170
0.3
28

Romulan


Engine Type
  Mass
Power
SS Req
Cost

RMAPG-1
2,000
48
0.2
6


RMAPG-2
4,000
72
0.2
9


RMAPG-4
6,000
120
0.3
12

Orion


Engine Type
  Mass
Power
SS Req
Cost

OMAPG-1
1,200
30
0.2
4


OMAPG-2
1,500
45
0.2
5

© 1994-2003, David Ternes, Fort Wayne, Indiana


