Star Trek Red Alert Ship Card

  This may come in useful for keeping track of things during ship combat.  You don’t need it, of course, since a little scrap paper would do…but hey, it’s visual props!

Use:

  Print it out.

  Maneuvers:  Use ONE bead or gaming stone for maneuvers that have been successful.  Place the bead after the die roll as follows:


-Defense, Toughness or To Hit bonuses are under ‘Tactical’ in the top read-out.


-Shield bonus is the green ‘+1’ in the middle read-out.


-Repair: use the brown square with the ‘-2’ in the top read-out. The ‘-2’ is a reminder.


-Range: use the gray-blue ‘Course’ square in the top read-out in the Range display.

  Range: Place ONE bead or gaming stone on the +0, -2, or –4 in the Range display in the top read-out.

  Auxiliary Power: Place ONE bead or gaming stone on the 1 to 7 scale in the top read-out. Remove it when you are out of Auxiliary Power.

  Shields: Place ONE bead or gaming stone on the proper 0 to 6 window on the middle read-out. 

  Wounds: Place ONE bead or gaming stone on the proper 0 to 6 window on the middle read-out that is labeled ‘S. Int.’ (for Structural Integrity – I just couldn’t put ‘Wounds’…).  When a ship reaches ‘0’ Wounds, use the ‘INC’ window.

  Damage: if the ship takes a penalty or other special damage, placing a bead or gaming stone can record it in the ‘Damage Control’ section of the upper read-out.  

  Weapon penalties can occur due to Called Shots or massive damage (and –6 is the most).  

  C and C (Command and Control) penalties occur for one round due to massive damage.

  Off Line damage can occur due to Called Shots or massive damage. The three possibilities are (P)ower, (W)eapons and (E)ngines.

So, you need:

(1) Maneuver stone, (1) Shield stone, (1) Wounds stone, (1) Range stone, 

(1) Auxiliary Power stone, up to (3) Special Damage stones
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