FIRETEAM: STARSHIP BATTLES

The hulls range from level/size 1 (smallest), to level/size 4 (largest).

Each level/size of hull has Hit Points (HP).

Level/size 1 Hull: HP: 10, COST: 10, Up to Level 2 weapons Armour & Shields.

Level/size 2 Hull: HP: 15, COST: 15, Up to Level 3 weapons, Armour  & Shields.

Level/size 3 Hull: HP: 20, COST: 20, Up to Level 4 weapons, Armour  & Shields.

Level/size 4 Hull: HP: 25, COST: 25.

Each hull also has Capacity (CAP):

Level 1: 20, Level 2: 30, Level 3: 40, Level 4: 50.

MOVEMENT: 

Each level of hull also has a movement capacity (in inches or hexes).

Level 1: 6. Level 2: 5. Level 3: 4. Level 4: 3.

A ship spends Movement Points to move forward 1 inch or hex.

A level 4 hull could have a movement of 4, but it costs 5 capacity extra.

It also cost movement to turn 1 facing: 

Level 1: 0. Level 2: .5 (half). Level 3: 1. Level 4: 1.5

So if a level/size 4 ship turned 2 facings, it would cost 3.

WEAPON FACINGS:

A weapon points towards 1 facing: Port, Starboard, Forward, Aft.

It costs 1 extra capacity to have the weapon face an extra facing:

Example: a beam weapon facing Forward that wants to face Aft, Starboard and Port, would cost an extra 3 Capacity.

ARMOUR: 

Level 1: D4, CAP: 2. Level 2 D6, CAP: 4. Level 3 D8, CAP: 6. Level 4: D8+2, CAP: 8

SHIELDS: 

Level 1: D6, CAP: 2. Level 2 D6+2, CAP: 4. Level 3 D8+2, CAP: 6. 

Level 4: D10+2, CAP: 8

WEAPONS: 

The numbers in brackets are the modifiers to hit for each range increment.

BEAMS:

Level 1: DAM: D6, CAP: 2, RNG: 6/9/12 (+1/+0/-1).

Level 2: DAM: D8, CAP: 4, RNG: 10/15/20 (+1/+0/+0).

Level 3: DAM: D10, CAP: 6, RNG: 15/20/25 (+1/+1/+0).

Level 4: DAM: D12, CAP: 8, RNG: 25/30/35 (+1/+1/+0).

PULSE BEAMS:

Level 1: DAM: D6, CAP: 2, RNG: 5/8/11 (+1/+1/+0).

Level 2: DAM: D8, CAP: 4, RNG: 9/14/19 (+1/+1/+0).

Level 3: DAM: D10, CAP: 6, RNG: 14/19/24 (+1/+1/+0).

Level 4: DAM: D12, CAP: 8, RNG: 24/29/34 (+2/+1/+0).

TORPEDO LAUNCHER: CAP: 5, DAM: D8+2, RNG: 12/18/24

Range Mods: (+1/+1/+0)

Plasma Torpedo: CAP: 6, DAM: D10+2 (D12 at range 16/22), RNG: 10/16/22

Range Mods: (+1/+0/-1)

Plasma Torpedo (Light): CAP: 5, DAM: D6+4 (D8+2 at range 14/20), RNG: 8/14/20

Range Mods: (+1/+0/-1)

COMBAT: 

Each player rolls a D6. Highest goes first by activating one of their ships.

After player 1 movement and combat, player 2 activates one of their ships.

After player 2 has finished, then player 1 activates their second ship, and so forth.

Each player purchases a Ranged Weapon Skill for each ship they own: 

RW: 4 (8+), 5 (7+), 6 (6+), 7 (5+), 8 (4+), 9 (3+)

COST: 4/5/6/7/8/9

The number in brackets is the number on a D10 to hit.

If a hit is made, then the following procedure happens:

If the weapon’s dice roll beats the shield roll, then the defending player rolls their armour dice to deduct that many points off the damage.

If any damage is still left, then it is taken off the hull: 

HULL POINTS: Level 1: 10, Level 2: 15, Level 3: 20, Level 4: 25.

If the hull equals zero, then the ship is destroyed.

TERRAIN EFFECTS: 

Dust Clouds: Ships travelling through a dust clouds, travel at –1 movement.

Also, aiming through a dust cloud at another ship causes a –1 modifier to hit.

Meteor swarm or debris: Large chunks of rock or pieces of ship. This causes 1D8+4 damage to a ship (roll for attack on shields) that passes through it.

Can also cause –1 to hit modifier if aiming through the debris/rocks.

