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DESIGN THEORY

    There are many, many Star Trek starship combat simulators, and I loved them all: Star Fleet Battles, Starship Combat Simulator, and so forth.  Some are fast.  Some are intensely detailed.  Some are little more than ‘roll your dice, move your mice’.  But none were designed to be really playable within a Fast Furious and Fun RPG like Savage Worlds.  What I wanted was for the players to not worry about anything except what an ‘audience’ might see when they were watching a Star Trek battle. 

  The two design goals for this rule set were greatly dictated by the book ‘The Making of Star Trek’, which gave the background of Gene Roddenberry’s own ‘design process’.  

  First, the battle had to have a point within the story. For example, in ‘Balance of Terror’, the Federation battled against hidden enemies and paranoia, and so the tense Romulan Cloaking Device battle. 

  Next, starship combat should be dynamic and about courage, strategy, and the characters, not about warp propulsion, shield inversion theories or counting Emergency Power Points or checking Field-of-Fire maps. 

  So, with those design goals in place, we set our boundaries for the game.  But: why even write this stuff down?  Why not go straight to the game mechanics?  Well, because this little set of rules greatly departs (in the Savage Worlds tradition) from most ST ship combat games and it helps a new player to get their mind straight on a few things first.  So here we go:


The Basics of Savage Trek Starship Combat

  Before we get into those rules, let’s understand and be clear on a few things: 

  A starship is a well-designed powerful thing. It has many complex systems and can handle (with its trained crew) most of what is required in starship combat.  The engineers and crew understand what the ship needs to be effective in battle and comprehend the nature of damage diminishing the ship’s efficiency. So: there is no Power Allocation or micro-managing Shield Facings and Weapon Arcs.  Only in odd conditions or with severe damage would a crew have to struggle with risky procedures – otherwise, they do what is best for the ship in battle.  So, let’s not worry about such things. The ‘audience’ never held their collective breath watching Chekov operate shield controls.

  Next, Star Trek is a science fiction story.  To wit: this is a game…we want to have fun…let’s keep it simple and not break out the blueprints for deck 11’s phaser couplings.  As much as there is a ‘canon’ of Trek Technology, there are contradictions since none of this stuff has been invented.  Surprisingly, there is a lot less to the ‘canon’ then most fans think and the Trek writer CAN change even those rules with reason (Cloaking and firing has been broken twice so far, for example!). 

  But most important: These are not a full-on board/miniatures game.  Starship battles in Trek RPGs are about the characters and story.  In other words….keep it Fast Fun and Furious!


SCALE 

    Put away that battle-map (Trek minis are too damn expensive, anyway).  The ‘action’ should be on the players around the table – not what’s on the table.

  So, are there any scales and rounds?  Yep.  We still need to keep everything from happening all at once…

  One round is the same as Savage Worlds combat – six seconds. Starship can operate that fast.  Go ahead…prove me wrong! 

  Ranges are simplified into three broad bands: Short, Medium, and Long. Unlike Savage Worlds, range is not determined by each particular weapon (like a Savage Worlds rifle having a range of 15/30/60).  Instead, the distance between target and attacker determines ranges. The exact distances involved are kept vague, because…we don’t really care – space is too huge and it is more about the dynamic story, anyway!  So:

  Short: ‘Damn Close’ (in tens of kilometers), 

  Long:  ‘Far Off’ (hundreds of thousands of km) 

  Medium: in between (ten of thousands of km).

STARSHIPS
  There are so many ships in Star Trek (due to various timelines, shows, races, etc.) that we really have to stay away from varying everything around.  We concentrated on what a starship meant to the story and selected what few attributes needed to be determined.  This was easier than it sounded, since ships simply move, attack and have defenses. Thus we produced a few ‘templates’ for a ship size (‘class’).  This works well, because we don’t have to define each era in the timelines…a small ship is small within its own timeline.  If you need to cross timelines, then you have to adjust the ship that is ‘invading’ the other timeline, but that shouldn’t happen too often (and could someone tell that to Paramount…send a memo or something!).  

  Some elements of a template are included because they are ‘classically’ Trek by nature (Shield Strength, Beam Weapons, Torpedoes, Impulse Drive, etc. are represented).  Hey, it is Star Trek, after all. A template can be adjusted by race to reflect racial tactics and technology and that is included in the notes at the end.    

  Anything else (like the ‘look’ of the ship or any special characteristics) falls entirely on the imagination of the Game Master.  If he wants to have a ship shaped like a donut with a spike through it (see ‘Vulcan’), then so be it – for numbers to write down, we should only care if it is a tough donut or not.


Sample ship template:

  DESTROYER

Shields: 2 

Wounds: 2 

Toughness: 8

Structural Integrity: d6

Defense: -1

Warp Factor: 4/8

Auxiliary Power: 2

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+0
	2d6
	2
	

	Torpedo
	-2
	3d6
	1
	


Notes:

  Let’s break down those values in the template:

NAME: This is the ‘class’ of the starship.  The actual name of the class is particular to the race and time.  

Shields:  Shields are the protection for the ship that can disperse energy of incoming attacks. This value represents ‘Deflector Shields’, ‘Repulsor Beams’, ‘Polarized Hull Plating’ or any many of defense that can be reduced as it defends the ship.  Most of the time, the shield holds up, but heavy attacks can damage the devices and sometimes poke through to the ship inside.  Shields have two common traits:

  Ships classes have different values for Shields.  To keep track of this value (as it can be reduced in combat), the ‘Defenses Officer’ character may place gaming stones or keep a written tally.    

  The Shield value is reduced by one for each Shaken result from an attack. A Wound result gets through the defenses to the hull, while anything less than ‘Shaken’ means the Defenses held and were not reduced.  

  Unlike normal Savage Worlds combat, taking a  ‘Shaken’ result while already ‘Shaken’ does NOT mean there is a Wound!  It does, however, further reduce the Shields value. 

  When a ship runs out of Shields (Shields value of zero or less), then any Shaken results come in as Wounds. 

  Defenses like shields and hull plating are also reflected in the ‘Toughness’ value and in the ‘Structural Integrity’ value (see below). 

  Wounds: A ship may be able to take more than one Wound, depending upon its size.  Small ships have fewer Wounds while larger vessels have more.  A shuttlecraft has one wound.  A Constitution Class starship has three.  

  Wounds affect the ship’s ability to function as systems get damaged and crew becomes casualties.  So, the standard Savage Worlds penalty of ‘-1’ per Wound applies to the ship’s die rolls. Mostly, a ship can only take 1 Wound per attack, but: 

  Because, in Star Trek, we see important systems completely fail, control panels blow up in the faces of personnel and other odd damage effects, each large hit of multiple Wounds must roll a d4 to see if there is any special fun effect upon the ship and bridge crew.  Blam! Sparks everywhere!  Or at least have your players lean from side to side (first right…then left…no, my left!)

  Toughness:  The Toughness of a ship further represents defensive abilities like the strength of a ship’s shields, it’s damage control crew and its overall hull design.  Basically, this is the same as the Toughness value in Savage Worlds, with incoming damage being rolled against it’s value. 

  Structural Integrity:  This value represents the size and durability of a vessel, taking into account the hull metals and such.   In essence, it serves the same function as a Savage Worlds character’s Vigor on the ‘Incapacitation Table’ and is used to determine if a ship can easily be broken apart by damage.  

  Defense: The Defense value for a starship modifies any incoming attack rolls based upon the vessel’s size, ECM/ECCM and maneuverability.  Shuttles are small and hard to target, Starbases are kinda large and just sit and spin, and Cloaking Devices provide a nice penalty to incoming attacks.  

  Warp Factor: The Cruising (the usual speed) and Maximum Warp for a ship.  Though this has little effect on combat, it may be of use if a ship wants to run away!

  Auxiliary Power: In combat, the ship’s power generators are pushed to the top level of performance, but sometimes you need to push harder. Auxiliary Power is the amount of Bennies a ship gets. As in Savage Worlds, they are used to ‘Soak’ damage (increased shield power or evasive maneuvers) or to reroll attacks (increased weapons power) and re-roll maneuvers (enhanced engine power). 

Weaponry Box

  A note on Star Trek weapons: There are many different weapons in Star Trek but because Savage Worlds is such a concise system, anything beyond the basic weapon values (name, damage, and Rate of Fire) really is just a matter of ‘Trappings’ and description.  Most variations kind of wash out (increase the ‘to hit’ can cause extra damage with a ‘Raise’ and vice-versa), so basically we’re talking about size and power.  This is taken into account by linking weapons with Classes in the Starship Templates.  Bigger ships have better weapons.  

  In effect, the Game Master can call a weapon a Tigorian Pulse Beam, a Vulcan High Red Laser, a Numidian Cannon or whatever, but the numbers fall into some basic groups called Beam, Torpedo and Special Weapon just for the Template.   

  A ‘Beam’ is a direct fire energy beam or burst of projected energy used at sub-light/non-Warp speeds and is very accurate. 

  A ‘Torpedo’ is a energy releasing device or containment field that is encapsulated in a warp-bubble to be used in Warp speeds and is not as accurate as beams, but more damaging and explosive.

  Special Weapons: Of course there can be far more odd effects – Gatling Phasers can have a higher RoF;  there are Borg cutters, Tholian Webs, Plasma Torpedoes, and such. These ‘added effect’ weapons can be created by the Game Master as he sees fit, but don’t create every little beam or torpedo for every race: use the templates unless you need to write up some really big and cool dramatic story effect for a weapon! Don’t slow down your story with techno-babble!!!

  The other values in the Weaponry Box are as follows:

  Weapon: This is the name as by the story.

  Bonus: Weaponry has a bonus or penalty due to its power, tech, and such.  This bonus adjusts the die roll to hit. For example, a Torpedo has a ‘-2’, making it effective at shorter ranges.  

  Damage:  Each weapon has a damage value, just like Savage Worlds.  

  RoF: Most weapons have a rate of fire of 1, but some have a higher RoF. This is as Savage Worlds has it.

  Notes: Some weapons have unusual properties. If there is a ‘yes’, look below the Weapons Box for the extra information.

A QUESTION OF SKILLS

  Savage Worlds, being what it is, offers no ‘core’ set of rules for a Star Trek RPG.  This means that players will likely being using a ‘home-brew’ set and may have a variety of skills for their characters. 

  Red Alert requires die rolls to be made by certain starship crew positions.  To make things easier to use a variety of ‘home brew’ rules, Red Alert simply refers to the crew positions in parenthesis and the Game Master can select from his ‘home brew’ set which skills and characters should be utilized as he sees fit.

	Crew
	Function

	(Helm) 
	Positioning ship during battle

	(Defense)
	Operates Shields, Hull Plating, etc.

	(Weaponry)
	Fires weapons at targets

	(Sensors)
	Operates detection/evasion devices

	(Engineer)
	Manages power systems

	(Repair Team)
	Repairs Damage

	(Damage Control)
	Prepares for incoming damage


  Player crews are noted for individual skills, listing the important skills for ease of reference with their ship.  

  All other ships should just list a crew by Rank and by their Crew Dice Type 

Novice (d4), Seasoned (d6), Veteran (d8), 

Heroic (d10), Legendary (d12)

GAME PLAY

  To keep things simple, Starship combat is much like character combat, except that each ship is a ‘character’.  This allows for fleet engagements with the normal Savage Worlds ease while having fun with single engagements. 

  There are some differences (like no battle maps!) to keep the actual players from losing track of their characters individuality.  That’s what it is all about.  

INITIATIVE CARDS

  Just like Savage Worlds character combat, there are cards dealt for Initiative.  The player’s ships should be dealt a card, as should the Major Bad Guy’s ship.  Any other ships should be grouped into ‘squadrons’ and dealt a card, unless a Major Ally or Wild Card directly commands them. 

  There is no ‘Hold’ Action – ships are way too lumbering for such tactical precision.  So, just use the card your dealt, me bucko.  Jokers still have their usual effect.  

DECLARING MANUEVERS

  As stated earlier, ships do not really move on a map or check firing angles, etc.  Your story doesn’t have time to figure vectors and angles and such! Instead we focus on what the commander tries to do with his ship in a general sense, which are called ‘Maneuvers’. 

  When the ship’s time to act occurs, the commander should select one Maneuver from the list below. Each has any number of actual possibilities, but the fundamental thing is that each has a Crew Roll required for Success.  

  Who makes that Crew Roll depends on if a Player is currently commanding the ship (not an Extra, Ally or Wild Card controlled by the Game Master): 

  -If the ship is not, then use the Crew Rating Die Type. 

  -If the ship is player-controlled, use the skill from the crewmember on the list below. What this does is provide a little interaction with all the players on-board

	Maneuver Effect*
	Trappings
	Player Ship:

	-2 Defense (Raise -4) 
	Evasive Action
	(Helm)

	
	ECM
	(Sensors)

	+2 Tough (Raise +4)
	Defense Rotation
	(Defense)

	
	Damage Control
	(Damage Control)

	+1 Shield 
	Reroute Defenses
	(Defense)

	
	Repair
	(Repair Team)

	Repair 1 Wound 

(Roll at ‘-2’)
	Emergency Repair
	(Repair Team)

	
	Triage
	(Medical)

	+2 to Hit 
	Fire at Will
	(Weaponry)

	
	Full Power
	(Engineer)

	
	Out-maneuver
	(Helm)

	Adjust Range by 1
	Chase
	(Helm)

	
	More Speed
	(Engineer)

	Trick
	????
	????


*All effects last until the beginning of the ship’s next turn, with the exception of ‘Adjust Range by 1’. 

  All rolls will suffer the Ship’s Wound penalty (and the Repair maneuver also has a inherent penalty of ‘-2’ in addition)

COMBAT

  No matter what the Maneuver chosen might have been, the ship may still attack. In standard Savage Worlds fashion this a die roll by the Crew Dice Type or (Weaponry) character against the number ‘4’

Modifiers:


-Short Range: +0


-Medium Range: -2


-Long Range: -4


-Ship’s Defense: use the target’s Defense


-Weapon Bonus: use Weapon bonus


-Multiple Weapons Systems: -2 each


-Called Shot: -2


-Maneuver: +/- as by Maneuver

  Multiple Weapon Systems: A ship should only fire one ‘type’ of weapon per action: either a Beam type, a Torpedo type or a ‘Special’ weapon.  If a ship decides to fire more than that, there is a penalty of ‘-2’ per additional type (just like taking ‘multiple actions’ for a character in combat). 

  Called Shots:  When firing, you can attempt a Called Shot on a target’s systems.  This will penalize that attack by a ‘-2’ to score a hit, but if hits and scores a Wound or more, the damage is ignored and the attacker may select one of the following options. This list should be given to any player that is manning the weapons. 

	Targeting

	Weapons
	The target now has a ‘-2’ to attack rolls (maximum of ‘-4’). 

	Engines
	The target loses one Auxiliary Power.  If none are left, then the ship will lose all movement on a ‘6’ of a d6 roll (cannot select any ‘Helm’ Maneuvers). 


   The effects of these Called Shots can be repaired, but only when not in combat (it takes 1d6 hours). However, some Wild Card Engineers have been able to perform ‘miracles’….

  Aiming: This tactic is also allowed: the Weapon’s Officer gets a precise ‘weapon lock’ on the target for a +2 on the ships next weapon fire.  However, this action still requires that the ship not fire any weapons for one round to ‘aim’.  

  Strategy of Maneuvers:  Combat will flow, with the randomness of die rolls altering the patterns of combat.   After several play sessions, you might get an idea of which maneuvers to try when.  

  For example, Shield increases are useful when you have no shields or against equal or smaller ships.  Against larger attackers, it is best to increase your Defense or Toughness.  

  Aces and Raises: All rolls can Ace and Raise, as per Savage Worlds.  Extra damage is +1d6.


ATTACK DAMAGE

Shaken

  A ‘Shaken’ effect occurs as in Savage Worlds: rolling damage equal or up to three higher than the Toughness.  

  If ‘Shaken’, the ship removes one Shield permanently with no further effect.  If no Shields are available to block the ‘Shaken’, then ‘Shaken’ effect is considered a Wound.   

  If an attack does a ‘Shaken and Wounds’, then still follow these rules.  A ‘Shaken’ effect always either removes a Shield or causes a Wound.    

Wounds

  When any ship takes a single attack that produces 1 Wound, then it is recorded as normal in Savage Worlds.  

  However: If the ship takes a single attack that produces 2+ Wounds, then record 1 Wound and have the Damage Control Officer or Game Master roll once on the chart below: 
Multiple Wound Table

	Roll 1d4
	Effect on Target

	1
	Weapons
	-2 to the damage roll from your weaponry

	2
	Command & Control
	The bridge or engineering is hit. There is a penalty of  –2 to all die rolls for its next turn. If a ‘player’ ship, then one character gets a face full of exploding control systems (2d6 damage), sparks included.

	3
	Shield Generator 
	-1 Shields.  If no Shields, then take another Wound 

	4
	Structural Integrity
	It was a BAD hit, triggering a chain of destruction. Take another 1 Wound


Incapacitation

  Each time the ship takes damage that causes the ship to exceed its maximum Wounds allowed, it must check for Ship Incapacitation. 

  If the ship has any Bennies left, it may spend some to earn a ‘+1’ on that roll for each Benny.  If a Wild Card wishes to spend a character Benny for his ship, the same is true.  (That’s why the Enterprise survived so long!!).  

Ship Incapacitation Table

 (Roll Structural Integrity Die Type) 


1: Ship Breaks up and Explodes


2: Power Off-line: No move or fire.


3: Weapons Off-line: No Fire


4: Engines Off-line: No Move


5+: No further effect.

Modifiers:

  -1 per Wound

+1 per Benny spent 


STARSHIP TEMPLATES

  For time-line purposes, everything is relative within the list.  So, that means that a Cruiser of Kirks’ era should use the same base numbers as a Cruiser of Archer’s time or Picard’s era.  If, for some reason, you want to mix the time-lines and have the Enterprise ‘E’ encounter the Enterprise, then understand that earlier timelines just aren’t to scale with later timelines, and battles should be very one-sided to take that into effect – so one-sided as to not really need ‘numbers’. 

SHUTTLE

Shields: 1 

Wounds: 1 

Toughness: 6

Structural Integrity: d4

Defense: -3

Warp Factor: 1/2

Auxiliary Power: 1

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	-2
	2d4
	1
	


SCOUT

Shields: 2 

Wounds: 2

Toughness: 8

Structural Integrity: d6

Defense: -2

Warp Factor: 5/9

Auxiliary Power: 2

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+0
	2d6
	2
	

	Torpedo
	-2
	3d6
	1
	


DESTROYER

Shields: 2 

Wounds: 2 

Toughness: 8

Structural Integrity: d6

Defense: -1

Warp Factor: 4/8

Auxiliary Power: 2

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+0
	2d6
	2
	

	Torpedo
	-2
	3d6
	1
	



CRUISER

Shields: 3 

Wounds: 3 

Toughness: 10

Structural Integrity: d8

Defense: 0

Warp Factor: 4/8

Auxiliary Power: 3

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+0
	3d6
	2
	

	Torpedo
	-2
	4d6
	1
	


Notes:

HEAVY CRUISER

Shields: 4 

Wounds: 3 

Toughness: 12

Structural Integrity: d8

Defense: 0

Warp Factor: 4/8

Auxiliary Power: 3

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+1
	3d6
	2
	

	Torpedo
	-2
	4d6
	1
	


Notes:

BATTLESHIP

Shields: 5

Wounds: 4

Toughness: 12

Structural Integrity: d8

Defense: 0

Warp Factor: 5/9

Auxiliary Power: 4

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+2
	3d6
	2
	

	Torpedo
	-1
	4d6
	1
	


Notes:


DREADNOUGHT

Shields: 5

Wounds: 5

Toughness: 14

Structural Integrity: d10

Defense: +1

Warp Factor: 4/8

Auxiliary Power: 4

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+2
	3d6
	2
	

	Torpedo
	+0
	4d6
	2
	


Notes:

STATION

Shields: 5

Wounds: 5

Toughness: 14

Structural Integrity: d10

Defense: +1

Warp Factor: --

Auxiliary Power: 5

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+2
	3d6
	2
	

	Torpedo
	+0
	4d6
	2
	


Notes:

STARBASE

Shields: 6

Wounds: 6

Toughness: 16

Structural Integrity: d12

Defense: +1

Warp Factor: --

Auxiliary Power: 6

	Weapon
	Bonus
	Damage
	Rof
	Notes

	Beam
	+2
	4d6
	2
	

	Torpedo
	+0
	4d6
	2
	


Notes:


Racial Tweaks

Klingon Tweaks: 

Shields: -1

Wounds: --

Toughness: +2

Structural Integrity: --

Defense: --

Warp Factor: --

Auxiliary Power: --

  Weaponry: +1 Bonus

Romulan Tweaks: 

Shields: -1

Wounds: -1

Toughness: --

Structural Integrity: less one die type

Defense: -2

Warp Factor: +1

Auxiliary Power: +1

Gorn Tweaks: 

Shields: -1

Wounds: --

Toughness: +4

Structural Integrity: add one die type

Defense: -1

Warp Factor: --

Auxiliary Power: --

Andorian Tweaks: 

Shields: -1

Wounds: -1

Toughness: --

Structural Integrity: --

Defense: -2

Warp Factor: --

Auxiliary Power: -1

Vulcan Tweaks: 

Shields: --

Wounds: --

Toughness: --

Structural Integrity: add one die type

Defense: --

Warp Factor: +1

Auxiliary Power: +1


The Cloaking Device

   A ship using a Cloaking device cannot fire, as the power generated by the weapons fire ‘ruins’ the Cloak.  

  Any fire against a Cloaked ship is at ‘-6’. If the vessel is detected by sensors, the attack is at a ‘-2’. The (Sensors) crew may make a roll once per turn if he does nothing else. 

  A ship turns off or on its cloak at the start of its turn and this provides it with ‘Surprise’ (see Savage Worlds) when it de-cloaks. 

Plasma Torpedoes

  When fired, a Plasma Torpedo seeks it’s target, and so this attack roll is Oppossed by the target’s (Helm). 

   If the target cannot move, the (Helm) roll is considered to be a result of ‘2’ (no roll required).

   If the Range is Short, then the (Helm) suffers a ‘-2’ on the roll’s result.  If the Range is Long, then (Helm) enjoys a ‘+2’. 

  For dramatic purposes, the Helmsman rolls first and spends any Bennies, then the Plasma rolls to hit, based upon that result.

  The damage a Plasma Torpedo depends upon that ‘to hit’ die roll:

  Failure: 2d4

  Success: 4d6

  Each Raise: +1d6

 Plasma Torpedoes must wait 2d4 turns after it is fired to recharge.  The Plasma Torpedo (Weaponry) makes the roll secretly.  

FURTHER SUPPLEMENTS?

  If people have any comments, suggestions and additions, please feel free to email me at mscjec@comcast.net. I know there is a lot of possibility, here. I do like the idea of Ship Edges and Hindrances and Crew Edges and Hindrances, but initially I wanted to keep things simple to see if these rules were well-received or not. 

  Though I claim no right to any Star Trek terminology and Intellectual Property, I did do a lot of work on these rules and would appreciate the simple courtesy of ‘credit where credit is due’. Either that or someone can pay me great hordes of cash for the basic framework and I can prove to the wife that ‘Gaming is not childish’. Yeah…right. 

