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Introduction

These rules are an attempt to provide a simple set of campaign rules for use with FASA’s Star Trek Starship Tactical Combat Simulator.  The primary purpose of this campaign is to generate tactical battles which, being part of a campaign, have repercussions outside of the individual scenario.

The campaign will be set in a part of space beyond the Organian Treaty Zone where the borders of the United Federation of Planets and the Klingon Empire begin to separate.

All rules in these Campaign Rules are subject to change at the discretion of the Campaign Master.

Background

The time is stardate 2/2600.  

In early 2/25 the Klingon Empire has begun a systematic effort to expand its border beyond the Organian Treaty Zone.  The intention was to grab unclaimed worlds in an effort to “turn the flank” on the Federation, and prevent the UFP from expanding towards the Empire.

Unfortunately, in true Klingon fashion, there was nothing subtle about the move, and the Federation quickly responded.  First, Star Fleet began to “guarantee” the independence of unaligned systems in the path of the Klingon expansion, and then began to actively support the rapid colonization of the contested area.  A number of pseudo “free worlds” were established, and some old warships distributed to help friendly systems defend themselves.

In answer to these moves, Klingon squadron commands took it upon themselves to “liberate” independent system of Federation influence.  Numerous minor skirmishes soon occurred.  Both sides reinforced their forces in the area, and began aggressively “patrolling” the threatened systems.

Upping the stakes, the Klingons have begun to make open attacks on independent systems, and have even raided systems within Federation controlled territory.  Star Fleet has ordered its units in the area to respond in kind.

It is now up to the individual unit commanders to see how each is able to gain fame and recognition for his actions.

Sides And Organizations

There will be two sides: the United Federation of Planets (UFP) / Star Fleet and the Klingon Empire.  Up to ten players will be evenly divided between these sides.  If there is an odd number of players, the extra player will be Klingon.

Each player will represent a unit commander in control of a squadron of warships.  There will be no higher organization.  Each commander is on his own to establish his fame or destroy his reputation.

Role Playing

Commanders should be aware that there will be an aspect of role playing in the campaign.  These rules do not cover all the possible situations.  Commanders may put forward ideas and attempt strategies which are reasonably consistent with their personas in the game.  The Campaign Master will resolve each situation on a case-by-case basis.  Commanders who abuse this, will find that the dice rolled by the Campaign Master will suddenly become “unlucky” for them.

Days And Turns

A campaign “turn” will be one day.  All actions, movement, etc. will require a minimum of one day.

Periodic events (replacement rolls, certain types of intelligence, or whatever the Campaign Master decides upon) will occur on days which are multiples of ten.

Campaign Orders And Information

Common Information.  The following information will be made available to all commanders via the internet.  It will be the responsibility of each commander to keep this information up to date.

Campaign Rules - These rules.

Campaign Chart

Campaign Master Ship Listing

Squadron Organizations - All squadron organizations will be common knowledge within a side.

Campaign History - Events known to everyone will be posted.  All events will become common knowledge within two weeks of their occurrence.

Orders.  Commanders will provide the Campaign Master with orders via e-mail.  The Campaign Master will specify a date by which time the commander must provide written orders.  If written orders are not received by this time, the commander’s squadron will remain at its current location.

Commander Information.  Each commander will be provided with a description of what happens to the squadron.  The commander may also receive intelligence reports with limited distribution.

Fame

Squadron commanders seek fame.  The greater the fame, the higher the commander’s status and chance of promotion.  The fame of each commander will be common knowledge within the campaign.

Fame may be acquired or lost in a number of ways; 1) by fighting, 2) by conquering or liberating planets, 3) capturing enemy ships, and 4) from the Campaign Master for exceptional accomplishments (very rare).

-
Battles.  Following any battle the Campaign Master and any other commanders (or even bystanders) who wish to offer an opinion will determine the result of the battle.  A commander will receive fame based on the result.



Others
Klingon

Major Victory
3
2


Minor Victory
2
1


Draw
1
0


Minor Loss
-1
0


Major Loss
-2
-1


The Campaign Master may also award fame for especially notable actions in a battle.


Note:  Use the Klingon column only in the case of one Klingon squadron commander verses another Klingon squadron commander.  Use the Others column for all other engagements.

-
Systems, Conquest Points.  A commander will receive 1 fame point for every time he has ever conquered or liberated a system.  This may be received multiple times for the same system.

-
Systems, Temporary Points.  A commander will receive an additional 3 fame points for every system for which he is the last person on his side to conquer or liberate, and which his side actively controls when the fame is determined.

-
Systems, Liberation Points.  A Federation commander may “liberate” a Klingon held system which was not part of the Klingon Empire at the start of the campaign by not garrisoning it after conquest (an independent garrison will be raised later by the Campaign Master).  The commander  will receive 2 Conquest Points instead of the 1 Conquest Point and 3 Temporary Points.

-
Commander Cooperation.  If two or more commanders cooperate to conquer or liberate a system, neither will receive the Conquest Point(s), and each will receive only 1 (not 3) Temporary Points for current control of a conquered or liberated system.

-
Captured Ships.  Any time a squadron is able to capture an intact enemy ship (intact is defined as not blown up or fallen apart), the commander will receive 1 fame point (an “enemy” ships for these purposes will be only those controlled by the Federation or the Klingon Empire, not Independents).  If the ship is returned to the Star Base, the commander will receive additional points for a total equal to the captured ship’s Class divided by 2 (round up).

-
Base Attack.  Any commander who attacks the enemy Star Base will receive 1 fame point (an engagement must occur).  Any commander who executes a successful attack on the enemy Star Base (the opposing force is defeated) will receive 4 fame points.

-
Base Defense.  Any commander who participates in the defense of the friendly Star Base will receive 1 fame point.

Victory Conditions

The first commander to reach the rank of Rear Admiral (Federation) or Admiral (Klingon) will win the campaign.

Ranks.  There are four ranks which a commander may hold.

Federation
Klingon
Points

Captain
Squadron Leader
0

Fleet Captain
Senior Squadron Leader
5

Commodore
Fleet Squadron Leader
12

Rear Admiral
Admiral
21

Advancement Points.  Each commander will receive Advancement Points based on his position in the List Of Commanders ordered by fame.

Every 30 campaign days the List of Commanders will be published.  There will be one list for each nation, plus an overall list of all commanders.  Advancement Points will be awarded as follows:



Own Side
Overall


1st
4
2


2nd
3
1


3rd
2


4th 
1


Modifiers.  As more senior commanders are naturally expected to perform better, the following modifiers will be applied.

Current Rank

Negative Points

Captain / Squadron Leader
0

Fleet Captain / Senior Squadron Leader
-1

Commodore / Fleet Squadron Leader
-2

Advancement.  After each commander has received the appropriate Advancement Points, promotions will occur.  A commander will be promoted immediately upon attaining the number of Advancement Points required for a given rank (listed above).  Not that it is theoretically possible to win the campaign in 120 days (four advancement periods) if the commander has the highest overall fame each time advancement is determined.

Force Organization

The ships under the control of a commander are considered to be the commander’s “squadron”.

Squadron Integrity.  Once organized at the start of the campaign, a squadron must keep all of its ships with the squadron.  Ships may not be detached, left behind, or ordered to do anything separate from the squadron.

Organizing A Squadron.  Each commander will be allowed to select the ships which will form the commander’s squadron within the following limitations.

-
Ships may be selected from the Master Ship Listing.  New or modified designs will not be added to the Listing prior to or during the campaign (no ... don’t even ask).

-
All ships in a squadron must be from the same side (i.e., all Federation or all Klingon).

-
There must be at least two ships in a Federation squadron and at least three ships in a Klingon squadron.

-
There may not be more than seven ships in any squadron (note the exception to this rule in Adding Captured Ships which applies after the start of the campaign).

-
The total modified Combat Efficiency (CE) of the squadron may not exceed 500.

-
The total modified CE is determined by adding the CE for each ship as shown in the Master Ship Listing and multiplying the total based on the following list.


3 ships
1.0


4-5 ships
1.1


6-7 ships
1.2

-
A ship of Class XII or larger will have its individual CE modified by one of the following multipliers.


Class XII
1.2


Class XIII
1.4


Class XIV
1.6


Class XV
1.7

-
Klingon ships equipped with a cloaking device must have their individual CE multiplied by 1.3.

-
A squadron may contain no more than one ship with an Availability of Very Rare (VR), or Unique (U).  A squadron may contain no more than two ships with an Availability of Uncommon (UC), Rare, Very Rare, or Unique.

-
Squadrons may only include ships which are capable of warp movement (i.e., no monitors, outposts, etc.).

-
Ships with a Combat Efficiency of less than 1.0 will be treated as having a CE of 1.0.

Starting Crew Efficiency.  The initial Crew Efficiency value for all ships will be created using the assignment rule from the Rules Modifications, Clarifications, And Additions, except that all ships will have a minimum initial Crew Efficiency of 45.

A commander may trade unused Combat Efficiency at the start of the campaign to increase the Crew Efficiency of the squadron.  For every two unused points of Combat Efficiency, the Crew Efficiency of one ship may be increased by 1 point.  No crew may have its starting Crew Efficiency increased above a value of 90.

To prevent commanders from “gaming” this rule by taking a Crew Efficiency increase, and then later requesting more ships based on excess Combat Efficiency, a squadron which increases Crew Efficiency at the start of the campaign may not request an additional ship until the squadron has first lost a vessel in combat.

Adding Captured Ships.  Captured ships, with two exceptions, may not be added to a squadron.

-
A repair ship (tender, repair tender, repair facility, or mobile repair facility) which is captured may be added to a squadron above the restrictions listed in this rule.  No more than two ships may be so added.

-
Klingons (and only Klingons) may engage other Klingon squadrons.  Ships captured in such a battle may be added to a squadron, but, if necessary, ships must be detached to keep the squadron within the requirements of this rule.

Marines.  Ships which are able to carry marines do not automatically come with marines.  A commander must “buy” a marine compliment.  Marines may be added to a ship when originally acquired, or the compliment may be increased any time the squadron is at its star base (provided the squadron has excess Combat Efficiency).  The total number of marines acquired for a squadron may not exceed the capacity of the squadron’s ships to carry marines.

Each group of 50 marines have a Combat Efficiency of 1.0 if in stasis, and 2.0 if not in stasis.

Fame Modifier.  After the initial squadron creation, a commander may add his fame value to the maximum limit for Combat Efficiency in the commander’s squadron.

Commander Attributes

Each commander may have a number of “attributes” which modify the commander’s capabilities, the capabilities of his flagship, and/or the capabilities of his squadron.

Commander Attributes are listed in Appendix A.  Limits on the Attributes selected by a commander are:

-
Only one Attribute from any one Group except the Miscellaneous Group from which up to two may be selected.

-
A total of no more than 4 Attribute Points (adding positive and negative points together).

-
No more than two Attributes with negative points.

-
A total of no more than -3 negative points.

Attribute Groups include; Battle Leadership, Sensors, Weapons, Engineering, Training, Career, Administration, Intelligence, Charisma, Luck, and Miscellaneous.

Commander Attributes will be general knowledge within the campaign.  Each commander will be responsible for tracking the effects of his Attributes during play, and informing another commander if his Attributes (ex. Unlucky) affect the other commander.

The Game Master may rule against specific combinations of Attributes which are, in his opinion, inconsistent.  Where appropriate, commanders will be expected to role play their Attributes in order to get their benefits.

Movement

Campaign movement is based on the Campaign Chart.  An Excel spreadsheet will be provided to determine the distance and travel between systems.

All movement will only be between star systems.  A squadron is either at a system or in transit to a system.  A squadron will not be allowed to “hang around” the outer edges of a system to avoid combat.  It must either be “in” the system or leave the system.

Warp Speed.  Interstellar movement is expressed in terms of “Warp Speed”.  For normal movement a ship or formation of ships will specify a speed to be used in transit between star systems.  This will determine the length of time required for the force to complete its movement.

Cruising And Emergency Warp Speed.  Ships are capable of two levels of Warp Speed; Cruising and Emergency.  A ship may move up to its Cruising speed with no penalties.  Furthermore, unless otherwise stated by a commander, a ship is always assumed to move at its maximum Cruising speed if possible.

When ordered, a ship may move at its Emergency Warp Speed.  There will be a 5% chance of damage in any day or part thereof in which a ship uses Emergency Warp Speed.  If damage occurs, the ship will loose all movement in the day of the damage and suffer either;

-
If moving at the ship’s maximum Emergency Warp Speed, 2 points of damage to the warp engine(s).  The commander may allocate the damage as desired.

-
If moving less than the ship’s maximum Emergency Warp Speed, 1 point of damage to a wary engine.

Squadron Movement.  Squadrons are limited to the maximum speed of the slowest ship in the squadron.  Individual ships within a squadron may use Emergency Warp Speed to keep up with the formation.

Impulse Power.  A ship moving under impulse power alone will not have sufficient speed or endurance to move from one system to another.  The only function of impulse engines in the campaign is to explain how a ship without warp movement is able to move within a system at sub-light speeds.

Cloaked Ships.  Cloaked ships may move at warp speeds.  To determine the maximum warp speed of a cloaked ship, subtract the Power To Cloak from the ship’s total power.  The remaining power from the warp engines (and only from the warp engines) may be used for warp movement in the same manner as for tactical movement (i.e., the movement ratio determines how much power is required for each point of warp speed).  A ship which does not have at least its minimum movement ratio in warp engine power is not able to attain warp speed while cloaked.

A ship which wishes to enter a system cloaked must make the entire movement from the start system to the destination system cloaked.  Ships will be allowed to cloak prior to entering a system for combat, however they will be observed doing so.

In all cases, a cloaked ship which moves at a speed of more than warp 3 will be detectable normally (i.e., as if it were not cloaked).

Towing.  A ship suffers a reduction in its movement ability when towing something.


Relative Class Size


From
To
Effect


-5
or less
No effect


0
-4
-1 to Cruising Warp Speed


+2
+1
-3 to Cruising Warp Speed


+4
+3
-5 to Cruising Warp Speed


+6
+5
-7 to Cruising Warp Speed


+7
or more
Not possible

Relative Class Size is the class size of the Towed ship minus the class size of the Towing ship.

If, when the Effect is applied to a towing ship it causes it to have a Cruising Warp Speed of zero or less, then no tow is possible.

Tugs and ships designated as tugs use one line higher on the table than other ships.

Ships may never use Emergency Warp speed when towing.

A ship of Class VIII and below may tow only a single ship.  A ship of Class IX and above may tow two ships.  A tug, regardless of size, may tow two ships.  Up to two ships may tow a single ship.  When towing two ships, add the classes of the towed ships to determine their effect on the towing ship.  When two ships are towing a ship, add the classes of the towing ships when determining the relative class size for the Towing table.  Tandem tows (i.e., one ship towing a ship which in turn is towing another ship) are not allowed.

Operational ships may not be towed by other ships in a squadron just to allow the squadron to move faster.  All such ships must move under their own power.

Ships designated as a “transport” may also act as a tug.  The following ships are tugs or may be treated as tugs for the purposes of the towing rules.

Federation

Alberto Sabella
Deep Space Tug

Kethkin
Transport

MoKal
Transport

Samson
Warp Tender

Klingon

G-5 Tugboat
Transport

G-5 Catapult
Transport

G-10 Cheater Of Death
Fleet Tug

Romulan

J-3 Starlifter
Transport

J-4 Baydron
Transport

J-10 Nurtok
Fleet Tug

Sensors And Detection

Ships in or approaching a star system will be able to detect other ships which are in or are approaching that system on the same day.  The following information will be available before tactical contact is made;

•
The number of ships.

•
The “nationality” of the ships (normally either; Federation, Klingon, or Independent, where “Independent” is any ship which is not part of Star Fleet or the Klingon Space Navy).

•
If more than one group of ships is present, the information will be provided separately for each group.

Shut Down Engines.  Ships which have shut down their engines are not detectable at the campaign level by standard sensors.  Such ships will only be detected at the tactical level.  Scouts or research vessels which perform a successful system probe will detect the number of shut down ships, but no other information.

Detecting Cloaked Ships.  Stationary cloaked ships (i.e., those in a system) cannot be detected at strategic ranges.

If a cloaked ship enters a system, any ships in or entering the system will have a one time chance to detect that a cloaked ship is present.  This detection will only reveal the presence of a cloaked ship, not its exact location, although the information obtained will be considered sufficient to allow an enemy to move into tactical range of the cloaked ship.  Each ship will have a 5% chance of determining that each cloaked ship is entering the system.

Probes

General.  Certain vessels have superior sensors to standard ships.  Such ships may be sent ahead of a squadron to Probe a system or unknown squadron.

To be able to perform a Probe, a ship must be listed in the Master Ship Listing as either; 1) a Scout, 2) a Research Vessel, or 3) a D-9 Seeker class cruiser (Klingon).

Probing.  A probe involves a single ship moving quickly ahead of its unit to gather additional information about a group of ships which have been met.  The probing ship gets just close enough to gain the desired data.

Information Gathered.  A probe will produce the following information in addition to that normally gathered;

•
The general size of the ships probed:

Small = Class I-V

Medium = Class VI-X

Large = Class XI-XV


Very Large = Class XVI-XX

•
The maker of the warp engines on each vessel (Federation, Klingon, Romulan, Orion, or Gorn)

Catching Probes.  It is possible that a probed force will be able to catch the probing vessel.  The chance is equal to the difference in the emergency warp speeds of the ships times 10 and used as a percent.

Example.  A scout with an emergency warp speed of 8 enters a system where there are three ships with emergency warp speeds of 8, 9, and 10.  There is a 20% chance that the speed 10 ship will catch the scout, a 10% chance that the speed 9 ship will catch the scout, and no chance that the speed 8 ship will catch the scout.  Thus, on a percentile roll of 1-10, two ships will fight the scout, and on a roll of 1-20, one ship will fight the scout.  Only one roll is made for all the ships present.

Research vessels, which are assumed to have better sensors and so do not approach the probed ships as closely.  They may reduce the chance of being caught by 4%.

Automatic Probes.  Any unit which has a vessel which qualifies to perform a probe will always be assumed to probe a system or unknown squadron unless explicit orders are given in advance to the contrary.

Encounters

An encounter occurs whenever two forces are at or are entering the same system.  When an encounter occurs each side will have two. and only two options.  The option may be selected after any probe is conducted.

1)
Engage.  The squadron must engage a unit in the system.  All garrisons will always issue an Engage order if the other unit in the system is not friendly.

2)
Move.  The squadron must leave the system for another system.

Locations For A Fight.  There are four general locations in any system at which a fight may occur.

•
Open Space - Away from all planets, moons, asteroids, etc.

•
Near A Planet - A planet and possibly its moon(s) form the center of the battlefield.

•
In An Asteroid Belt - Ships approach from opposite sides of an asteroid belt, or along the length of the belt.

•
Near A Star - Close to the surface of the local star.  One side of the battlefield will be the surface of the star, and cannot be entered.

If the force in the system selects Near A Planet, then that is where the fight will occur.  Otherwise, the force with the higher cruising warp speed will determine the location.  If the cruising warp speeds are the same, the force entering the system will determine the location.  The Campaign Master will make a random selection for any garrison which is engaged.  The Campaign Master will resolve any special situations on a case-by-case basis.

Communications

Communications, according to the source information, normally move at warp 15.  However, it is impractical to track the time required for messages to move between locations.  Therefore, to simplify communications, all messages will be effectively instantaneous (i.e., they will arrive on the same day as they were sent).

Intelligence

Commanders will be provided intelligence as is consistent with the situation of the campaign.  This will be communicated by the Campaign Master as appropriate.

Commanders are also free to gather information from other commanders in the game. Information communicated to a commander outside of the campaign may be used freely within the campaign.  A commander intentionally divulging information about other commander(s) on his or her own side to the other commander’s detriment may be penalized or removed from play by the Campaign Master for having a bad attitude.

Improving Crew Efficiency

Training.  A squadron commander may engage in training the squadron to increase its ships’ Crew Efficiencies.  To qualify for training, a squadron must be stationary at a friendly system (i.e., a system which is under the control the squadron’s side), not be engaged in any efforts to conquer the system, not engage the enemy, and not undergoing repairs.  Ships may only train in the presence of their squadron commander.

For every uninterrupted group of ten days which a squadron spends in training, each ship will advance its Crew Efficiency according to the following table.


Crew
Amount 


Efficiency
of


At Start
Increase

≤50
1d10-1 (min. 0)


51-75
1d10-3 (min. 0)


76+
None

Combat.  A crew may gain in Crew Efficiency through combat.  Surviving crew increase according to the following table.


Major Victory
2d10+2


Minor Victory
1d10+2


Draw
1d10


Minor Defeat
1d10-2 (min. 0)


Major Defeat
1d10-4 (min. 0)

The Campaign Master may also award any vessel up to 10 additional points of Crew Efficiency to acknowledge notable performance in battle.

Repairs

Ships which have received damage will require repairs.

Recording Ship Damage.  Any time a ship sustains damage, that damage must be noted on the Squadron Organization.  This damage is recorded even if the ship performs temporary repairs.

Limit On Temporary Repairs.  Temporary repairs performed during battle are effective only until the end of the battle in which the damage was received.  This means that the repairs last long enough for the ship to complete the battle and move to safety (if necessary).  After this, all of its damage is applied (note that this could result in the ship becoming inoperable and requiring a tow, but will not result in the danger of an explosion).

Repair Methods.  Repairs may be performed in a number of ways; 1) ship’s crew, 2) other ship’s crew, 3) tender / repair tender, 4) planet, or 5) star base.  The following damage repair methods are cumulative for any one ship.

-
A ship which does not move in a system for one day may repair one box of damage.

-
A ship may be assisted by other ships in its squadron (and only its squadron).  If the other ships in the squadron do not move and have a total Class size equal to or greater than the ship to be repaired, then they may assist in the repair of a maximum of one box of damage per day.  Any one ship may assist only one other ship.  A ship may not provide assistance to another ship if it is repairing itself at the same time.  A ship with less than 20% crew onboard may not assist another ship in performing repairs.

-
A ship listed as a “Tender” or “Repair Tender” which does not move for a day may perform three boxes of repair on any non-moving ship or ships in its squadron.

-
A ship listed as a “Repair Facility” or “Mobile Repair Facility” may repair up to five boxes of damage on any one non-moving ship per day.

-
A friendly planet (i.e., one controlled by the ship’s own side) may repair up to two boxes of damage per day.  A planet in the process of being conquered does not count as “controlled” for this purpose.

-
A star base may repair up to ten boxes of damage per day on a ship present at the star base.

Ship Replacements

Replacements.  When a squadron looses a ship in combat, the squadron commander may request a replacement.  The replacement requested need not be the same as the ship lost, but the ship may not cause the squadron to violate the Force Organization rule.

On each multiple of ten day after the request, the Campaign Master will determine if the requested ship arrives at the Star Base.  The odds of the ship arriving are determined by the Availability of the ship.


Very Common
65%


Common
50%


Uncommon
25%


Rare
10%


Very Rare
5%


Unique
1%

The chance of a replacement ship arriving will be increased by 50% of the current fame of the commander making the request (round down, maximum of 20 increase).

Replacement ships will arrive at the Star Base.  The squadron must be at or return to the Star Base to have the new ship join the squadron.

For ships rated as Unique, only one may be in use at any time.

Exchanges.  A commander may request to exchange his ships for other ships.  To do this, the squadron must be at the Star Base.  All ships to be exchanged are detached from the squadron.  The newly requested ships will appear as per the Replacements rule, above.  A commander must always retain a minimum of one ship in his squadron (his flagship) when making an exchange.  The squadron my not leave the Star Base until all of the new ships have joined the squadron.

Crew Replacements

Source.  Crew and marine losses from combat must be replaced.  The only source for replacement personnel is a star base.  A ship must be present and unmoving at a star base to receive replacements (i.e., it takes one unmoving day at a star base to replace crew).

Crew Efficiency Modification.  Whenever a ship receives replacement personnel, a Crew Efficiency for the replacements will be generated in the same manner as for a new ship.  The Crew Efficiency of the receiving ship will be adjusted proportional to the number of new crew and the relative Crew Efficiencies.

Combining Crews.  Following a battle, surviving crews may be combined to increase the size of crews.  Crew Efficiencies will be adjusted proportional to the numbers and former Crew Efficiencies of new crew members added to a ship..  Heavily damaged ships may have their crews reduced to supplement other crews.  In no case may a ship have its crew intentionally reduced below 20% of its original size.

A ship which has its crew reduced below 20% of its original size, excluding any troops, must have its crew supplemented to a minimum of 20% before it may move between star systems other than being towed.

Crews may not be “shuffled” between ships.  A ship may only send or receive personnel, never both.

Commander And Squadron Replacements

Commander Survival.  Should a commander suffer the loss of all ships in his squadron, there will be a percentile roll of 40% plus the commander’s fame to see if the commander survived and was rescued.  If passed, the commander is returned to the side’s star base and may begin to raise a new squadron as of the next day which is a multiple of ten.

A player may forgo this roll and allow the commander to die.

Fame Loss.  Any commander who looses his squadron will suffer the loss of 10 fame points.

New Commander.  If a commander is killed, the player may create a new commander.

If the squadron was destroyed, then the new commander begins his career on the next day which is a multiple of ten at the side’s star base.

If the squadron was not destroyed, then the new commander may take it over when it returns to the star base.  The squadron must abandon anything it is currently doing and immediately return to the star base.  A player may elect to abandon the existing squadron and create a new one.

A new commander will begin with a fame of 0 (zero).

New Squadron.    A commander will create a new squadron as per the Force Organization rule (excluding using excess Combat Efficiency to improve Crew Efficiency).  The ships in the new squadron must be assembled using the Replacements rule.  The new squadron (at least three ships) may not depart the star base until all of its ships are present.

Crew Rescues

The force which holds the battle area following a fight may rescue personnel lost from any ship which was destroyed, including ships which exploded.  The maximum number of personnel which maybe rescued is equal to the crew losses of the remaining vessels plus any passenger or unused marine berthing within a squadron.

Rescue Corvettes and Rescue Vessels (Federation only) may carry double their rated passenger capacity in rescued personnel.

Whenever a squadron returns to its Star Base and does not acquire a new ship, the excess personnel will be transferred to the base.

Crew Loss Reduction

Experience has shown that the loss rates for personnel in the tactical game system are excessive, and, at times, even ludicrous.  For tactical purposes, the rules will be left alone.  However, it will be assumed that the tactical “losses” actually represent all forms of personnel incapacitation (injury, cut off from other personnel, dead, etc.).  Therefore, after a battle a number of “dead” personnel may be recovered.

The losses in a ship’s crew and marines will be reduced by the formula:

Losses x Loss Modifier x D100 / 100

Where the Loss Modifier is:


0.75
if ship never had negative superstructure during the battle


0.50
if the ship had negative superstructure at any time during the battle


0.25
if the ship was destroyed (but did not explode)


0.10
if the ship exploded


-
Add 0.10 to the Loss Modifier for marines in Stasis.


-
Drop all decimal places.


-
If a vessel carries both crew and marines, roll for these separately.

Defaming Commanders

A commander may attempt to reduce the fame of another commander through rumors, innuendo, false press releases, etc.  A commander must expend one point of fame to initiate an attempt to defame someone.  A defaming commander must have at least one point of fame to initiate a defaming attempt.  The defaming commander will make three rolls on the following table.


Odds
Result

Knowledge

1-7%
Defaming commander -2
80E, 90D


8-20%
Defaming commander -1
60E, 80D


21-40%
No effect
30E, 70D


41-60%
No effect
10E, 30D


61-74%
Defamed commander -1
10E, 20D


75-94%
Defamed commander -2
10E, 15D


95-100%
Defamed commander -3
5E, 10D

Knowledge: “#E” is the percent chance every commander (defamed and enemy included) knows of the attempt to defame, and who initiated it.  “#D” is the percent chance the defamed commander knows of the attempt to defame, and who initiated it (assuming the “#E” roll failed).

Star System Control Status

All star systems are either; 1) Federation controlled, 2) Klingon controlled, or 3) Independent.

Conquering Or Liberating A System.  A system is conquered or liberated (note these mean the same thing, they are just different points of view) when a squadron is the only combat unit in the system for ten consecutive days.  This time period is not broken if an enemy force passes by the system or if an enemy force enters the system and is defeated.

Once conquered or liberated, a system is under the control of the side whose force brought about the control.

Garrisons.  All systems will always have a garrison of ships.  At the beginning of the campaign the Campaign Master will assign all garrisons.  When a system is conquered or liberated, the squadron commander will summon a garrison for the system.  A list of Available Garrisons will be provided by the Campaign Master.  The garrison force is assumed to reach the planet at the time the conquering or liberating squadron has completed its conquest.  If for any reason the squadron’s efforts are interrupted, the garrison will not appear.

Garrison will always fight to defend their system.

Scorched Earth.  A commander may declare that he wished to pursue a “scorched earth” policy in any star system.  For each day his squadron does nothing else but attack the planet, there will be a 20% chance that everything of value on the planet will be destroyed along with a major portion of the population.

Each time a commander attempts to use the scorched earth policy, he will suffer the loss of 5 (Klingon) or 10 (Federation) fame points.  This will apply whether the planet is actually scorched or not.  Each time a commander succeeds in the use of the scorched earth policy he will suffer the loss of 10 (Klingon) or 15 (Federation) fame points (this is not cumulative with the penalty for attempting scorched earth).

Tactical Rules Modifications

The following tactical rules will be applied for combat in this campaign.

Speed Limits.  Although combat technically takes place at sub-light speeds, a ship will be limited to a number of movement points equal its warp speed.

A ship may move up to its Cruising Warp Speed with no penalty.

A ship which moves above its Cruising Warp Speed (limited by its Emergency Warp Speed) will be required to check for engine damage.  After the ships moves during the first segment, it will roll a D10.  On a result of two (2) or less, it will suffer damage.  If the ship is moving at its Emergency Warp Speed, it will take two points of damage to its warp engine(s).  If the ship is moving less than its maximum Emergency Warp Speed, it will take one point of damage to its warp engine(s)  A ship with two warp engines may select to which engine this damage is applied, and may split the damage between the engines.  Damage must be applied to a functional warp engine.

A ship which has lost all power from its warp engine(s) may not exceed its Cruising Warp Speed.

Ship Counters.  All games will be played with ship counters revealed at all times (except for ships which are cloaked and/or not detected).  A sensor lock is not required for an enemy to determine the class and type (but not version) of a ship (ex., an enemy may know at the start of a battle that a ship is a Class VIII Klingon D-7, but need not be told if it is a D-7A or a D-7G).

Crew Efficiency.  Crew Efficiency will be the only value used to determine the quality of the ship.  All checks will be against this value.  Captain’s Rating and Crew Quality will not be use.

Commander’s Death.  Any time the bridge of a squadron flagship is hit, a D10 must be rolled.  On a result of 0 (zero), the squadron commander is hit.

Following the battle, the commander must roll to determine his fate due to his injury.  Roll once for each time the commander was hit in battle.  Use the worst result (lowest roll).


1-5%
Obliterated and forgotten before the ashes cool.


6-25%
Dead.  If the body is immediately returned to the star base, the commander will gain 5 fame for a touching funeral held by the squadron.


26-40%
Seriously Injured.  Must return to the star base for 10 days to recover.


41-60%
Moderately Injured.  Squadron may not move for 5 days.  If squadron moves, treat commander as Dead.


61-100%
Lightly Injured. Will recover without further aid and may continue normal operations.

At least one ship in the commander’s squadron must survive a fight for a commander to “only” suffer one of the “Injured” results.

When a ship explodes, a commander may make a single percentile roll with a 25% chance of success to see if he survived the explosion.

Sensor Locks And Shooting.  Ships may engage targets without sensor locks on the target.  Firing without a sensor lock will be at a -3 To Hit.  With or without a sensor lock, a ship may fire at only one target in any one Firing Phase.  A ship firing at a target without a sensor lock on that target will drop any sensor lock it already has achieved.  A sensor lock is still required for a ship to ask another ship a sensor question or to gain any knowledge about the ship.

Warping Out Of Battle.  Once a battle starts (i.e., tactical play begins), it may end in only one of four situations for any squadron;

1)
The squadron wins.

2)
The squadron is wiped out.

3)
The squadron is able to outrun the enemy at sub-light speeds.

4)
The squadron is able to warp out.

To be eligible to warp out of a battle, a side must have sustained at least 50% loss of the total superstructure of all ships in the original force.  Once this occurs, the force may, before the Crew Efficiency Check at the beginning of any turn announce that it is warping out.  All ships of the squadron must warp out at the same time.  If a ship is unable to move at a speed of at least Warp 1 then it must remain behind and continue the fight.  To achieve a speed of Warp 1 a ship must have at least its Movement Ratio in power available from it warp engines.

The commander will inform the Campaign Master of the squadron’s destination.  The squadron will proceed as per normal movement.  If any ship is damaged such that it cannot make at least warp 4, then it may be shut down and towed.

Appendix A - Commander Attributes

Refer to the Commander Attributes rule for the limits on selection.

Group


Attribute
Points
Description

Battle Leadership


Legendary Captain
+2
The commander was a great ship’s captain and it shows in battle.  The flagship is treated as 1 point faster when determining Tactical Advantage (note that the ship does not move more, it just gets +1 to its speed when determining Tactical Advantage).


Tactical Genius
+3
The commander knows how to get the best out of his ships and crews in battle.  All ships are treated as 1 point faster when determining Tactical Advantage (note that the ships do not move more, they just get +1 to their speed when determining Tactical Advantage).


Narcolepsy
-2
The commander tends to “drift off” just as things get exciting (“Look! Enemy Ships!  Prepare to enga ... zzzz”).  The flagship is treated as 1 point slower when determining Tactical Advantage (note that the ship doesn’t move slower, it just gets -1 to its speed when determining Tactical Advantage).


Martinet
-3
The commander is so ridged in his tactical doctrine that his ships cannot maneuver freely.  All ships in the squadron are treated as 1 point slower when determining Tactical Advantage (note that the ships don’t move slower, they just get -1 to their speed when determining Tactical Advantage).

Sensors


Ship Recognition
+1
The commander knows ships on sight or by sensor output.  In a tactical engagement, any ship which is scanned by a ship in the commander’s squadron must reveal its exact version (ex. D-7A, not just D-7).


Sensor Genius
+2
The commander was a great science officer, and knows his sensors.  When scanning at strategic ranges he can determine the Class and engine type of two randomly selected vessels in the scanned unit.


Blind As A Bat
-1
The commander couldn’t tell a positive contact from background static.  An opposing unit may select one ship and misidentify it as desired for an entire battle.

Weapons


Former Weapons Officer
+2
The commander is a former fleet weapons champion and has coached the weapons officers of his flagship.  The flagship may select one beam weapon or bank of beam weapons to receive a permanent To Hit bonus of +1.  The bonus ends if the commander leaves the ship.


Weapons Expert
+3
The commander accepts only the best from the weapon crews on his ships, and drills them daily to keep them at their beak of efficiency.  Each ship in the squadron may select one beam weapon or bank of beam weapons to receive a permanent To Hit bonus of +1.


Overly Cautious
-2
The commander is overly cautious when he should be giving the order to fire (“Maybe they’ll come just a little closer.”).  The flagship must select one beam weapon or bank of beam weapons to receive a To Hit penalty of -1.  The penalty ends if the commander leaves the ship (and immediately starts on the new flagship).

Engineering


Former Engineer
+1
The commander knows his engineering ... something about training under a Commander “Scottie”, whoever that was.  +5 to all Crew Efficiency checks for repairs in battle for his flagship.  For rolls on “boxed” damage, +1 to required value.


Skilled Engineer
+2
The commander requires excellence in his engineers, and drills them constantly to keep them on their toes.  +5 to all Crew Efficiency checks for repairs in battle for all ships in the squadron.  For rolls on “boxed” damage, +1 to target value.


Warp Expert
+2
The commander knows how to push his ships to the limit when moving through deep space.  All ships in the squadron may be treated as moving 1/2 warp speed faster than their rated values for strategic movement (ex. a ship with warp speeds of 7 / 9 may move at warp 7.5 / 9.5).


“Rimmer”
-1
The commander doesn’t know his engineering, but thinks he is great at it (“Of course duct tape will hold a plasma conduit together!  Here, try it.”).  -5 to all Crew Efficiency checks for repairs in battle for his flagship.  For rolls on “boxed” damage, -1 to target value.


Micro Manager
-1
The commander can’t keep his fingers out of the repair efforts (“Wait, Ensign, don’t you torque that to 2.4543 instead of the 2.4544 you have it set for?”).  -1 box of repairs per day when repairs are performed at a star base.  Other ships in a squadron may not aid a damaged ship when performing repairs.

Training


Instructor
+1
The commander is good at training his crews, and trains them fairly often.  +2 to the Crew Efficiency increase results of all crew training rolls for his squadron.


Efficient Instructor
+2
The commander is very efficient at training his crews, and gets the most out of each training exercise.  +4 to the Crew Efficiency increase results of all crew training rolls, and ships with Crew Efficiencies of up to 85 may gain from training.


Boring Instructor
-1
The commander can’t set up a training exercise to save his life (“Ah ... come on ... we fly at each other, and just start shooting ... again!?).  -4 to the Crew Efficiency increase results of all crew training rolls for his squadron (minimum 0).

Career


Propagandist
+3
The commander can toot his own horn over anything, at anytime, for any reason.  Any time he wins a battle he may get extra fame for himself.  Minor Victory 30%, Major Victory 40% chance of 1 extra fame point.


Poor PR
-2
The commander does not know how to deal with the media.  Any time he wins a battle he can loose some of the fame due to poor press coverage.  Minor Victory 30%, Major Victory 40% chance of 1 less fame point.


Back Stabber
+1
The commander is really good at spreading rumors, making suggestion in the right ears, etc.  +5 to Defaming rolls.  -5 to rolls to see if others know about the attempt.


Teflon Coated
+3
The commander is a squeaky clean, wholesome, mid-west type, and no one wants to believe bad of him.  There is a 80% chance that any successful defaming will have no effect on him.  [May not be taken along with any negative Attribute for Charisma.]


Dilettante
-1
The commander is generally disliked by his contemporaries for his haughty and superior attitude.  When a Defaming roll is made against him, read one line higher (worse) on the Defaming table.


Scumball
-3
The commander is hated by everyone who knows him.  When a Defaming roll is made against him, read two lines higher (worse) on the Defaming table.  [May not be taken along with any positive Attribute for Charisma.]

Administration


Admin Contacts
+2
The commander “knows” the right people in personnel administration, and they see he gets the best crew.  The Crew Efficiencies of crew additions or crew replacements are +5.


Inept Administrator
-2
The commander hasn’t got a clue how to fill out a personnel requisition, and the people in personnel administration are tired of helping him.  The Crew Efficiencies of crew additions or crew replacements are -6.


BuShips Connection
+3
The commander “knows” the right people in the bureau of ships, and can get replacements quicker than average.  Add 5 to the required percent roll for any ship Availability except for ships with Very Rare (add 3) and Unique (add 1) Availability.


What’ta Jerk
-3
The commander is thoroughly disliked by everyone in the rear area at least partly due to his constant demands for better ships.  When determining replacement ships treat a ship’s Availability as one worse than it actually is (ex. Common becomes Uncommon).  Unique ships are not available to this commander.

Intelligence


Former Intel Officer
+2
The commander has his own sources of information thanks to a tour of duty in the intelligence branch.  Every multiple of ten days there is a 20% chance he will find out the exact strength of one randomly selected garrison or enemy squadron.


Counter Intelligence
+2
The commander is good at keeping secrets regarding his intentions.  Even his staff has problem finding out what his plans are.  There is a 50% chance that when the enemy gains intelligence, his unit’s data will not be included.


Can’t Keep A Secret
-2
The commander brags way too much, especially over a bottle of good Romulan ale.  There is a 20% chance each multiple of ten days that the enemy will learn the composition, current location, and current destination of his squadron.

Charisma


Likeable
+1
The flagship’s crew enjoys having the commander onboard.  He is pleasant, charming, and not at all like the last commander.  +10 to the flagship’s Crew Efficiency at the start of the campaign and for all crew additions or replacements.  If the commander changes flagships, -12 to the ship being left, +10 to the new flagship.


Charismatic
+2
The squadron’s crews like and work to please the commander.  He treats them right, and, oh ... those liberty ports!  +5 to the Combat Efficiencies on all ships at the start of the campaign and for all crew additions or replacements.


Highly Charismatic
+3
The squadron’s crews adore the commander.  He is thought of as the next thing to the Almighty.  They would fly into hell for him.  +10 to Combat Efficiencies on all ships at the start of the campaign and for all crew additions or replacements.


Libertine
-1
The commander “enjoys” the company of the opposite sex, especially those in the flagship’s crew.  The crew members don’t appreciate the attention.   -5 to the flagship’s Crew Efficiency at the start of the campaign and for all crew additions or replacements.  If the commander changes flagships, +2 to ship being left, -5 to new flagship.


Abrasive Personality
-2
The flagship’s crew doesn’t like having the commander onboard due to his unpleasant attitude. -10 to the flagship’s Crew Efficiency at the start of the campaign and for all crew additions or replacements.  If the commander changes flagships, +10 to ship being left, -10 to new flagship.


Abusive Bully
-3
The squadron’s crews don’t like having the commander around because of his overbearing and abusive ways.  -10 to the Combat Efficiencies for all ships in the squadron at the start of the campaign and for all crew additions or replacements..

Luck


Lucky
+1
Well, things just work out for him.  Once per battle the commander may call for the re-roll of any one roll of dice, or for the re-roll of any one die within a group of dice.


Very Lucky
+2
Fate smiles upon him.  Twice per battle the commander may call for the re-roll of any one roll of dice, or for the re-roll of any one die within a group of dice. 


Unlucky
-1
The elements always turn against him.  Once per battle an opponent of the commander may call for the re-roll of any one roll of dice, or for the re-roll of any one die within a group of dice thrown by the commander.

Miscellaneous


Drunkard
-1
The commander likes his booze, his beer, his hard liquor, and just about anything else with alcohol in it.  Any time the commander returns to the star base, he must remain there for two extra days beyond those otherwise required, or until the next multiple of ten days, whichever is longer.


Tough
+1
The commander is built like a Denubian thorndog on steroids.  The commander will survive the loss of his squadron on a 50% roll.  He has a 35% chance to survive a ship explosion.  If forced to roll for a hit after a battle, he may first make a “saving throw” with a 30% chance to have a result of “Lightly injured”.


Old War Wound
-1
The commander suffers from the after effect of a serious wound received many years ago (“Boy was that an exciting time ... But I got this wound ... Here let me show you ...”).  The commander will survive the loss of his squadron on a 30% roll.  He has a 15% chance to survive a ship explosion.  If forced to roll for an hit after a battle, treat any result as one level worse.

Appendix B - Changes In Recent Versions

Version 1.1
Added fame for Base Attacks and Base Defense.


Changed “Temporary Fame Points” to “Conquest Fame Points”.


Redefined “Captured Ships” for fame purposes as being only those of the Federation and Klingon Empire, not Independents.


Clarified results of Commander Cooperation.


Added restriction on taking Charisma Attributes with Teflon Coated and Scumball.


Added CE costs for marines in squadrons.


Minor modifications to the wording of numerous Attributes.

Version 1.2
Minor spelling correction demanded by Scott.

Version 1.3
Added Victory Conditions and Advancement Points.


Added the use of Scouts and Research Vessels.

Version 1.4
Added Crew Rescues and modified Crew Reductions for destroyed and exploded ships.


Allowed multiple Attribute selections from the Miscellaneous Group.
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