SCS Andromdea Space Combat Simlutaor

CHAPTER ONE

Special Rules

MPD drive system

The MPD drive system is powered right from the AP tanks which is directed though MPD thrusters. 

MPD drive system uses the same rules as the bio drive system and Gravitic Drive System.

Slipstream drive

The slipstream drive uses the same icon as the jump engine.

The slipstream drive uses the same rules as a jump engines in opening, closing, maintaining jump points.

The slipstream drive can opening a slip point up to 8 hexes away from the ship.

Uses the jump engine critical table.

Self repair system

The self-repair system is use by commonwealth, magog and Pyrian ships.

Antigravity field generator (AGF)

When powered the AGF decreases the ships mass which increases acceleration and manoeuvrability.

For every 5 points of power accel/decel, pivot, roll, turn cost and turn delay is at –1 to delay to a minimum of 1. Every 5 points of power counts as a level

Ships with AGF at full power count as agile the full power is when the ship is at full levels on the AGF.

The maximum of levels depends on its accel/decel cost -1.

For example a ship with an accel cost of 4, the total amount of levels is 3.

AG field criticals

1-15: No Critical

16-19: Field Strength Reduced: +1 to all power need to make a level

20-24: Field Strength Greatly Reduced: +2 to power need to make a level

25+: AG Field Offline: cannot use

CHAPTER TWO

Systems Commonwealth

The systems commonwealth before the fall had thousands of races as members of it many of these races were conquered when the systems commonwealth was known as the Vedran Empire. The systems commonwealth is one of the most advanced races next to the pyrians.

The systems commonwealth has been attacked by a race named the magog years before the fall. In CY 9784 the member race known as the Nietzscheans turned against the systems commonwealth by attacking multiple systems at once, in two years the systems commonwealth was destroyed and chaos take its place. In CY 10087 the high guard ship andromeda ascendant sent out to rebuild the systems commonwealth.

Commonwealth Military

The commonwealth military is known as the high guard. The high guard have two divisions the lancers and the Argosy. The Argosy is the space-based part of the high guard and the lancers are the ground troops.

Special Rules

High guard crewing levels

High guard ships are capable of carrying minimum crew thanks to AI’s but the smaller the crew the more it affects the ships weapons.

The smaller the crew on board the cheaper the ship as the weapons fire slower.

Some ships are designed for small crews like the wraith of Achilles.

All crewing levels have their own SCS.

Footprint Magnification System

Also known as the FMS. Used to create the illusion of a smaller ship appearing larger to draw enemies away from other more valuable ships.

When powered replace the ship with another high value ship which can be of the same size or bigger. It can be given to any class of ship. The FMS uses the same rules as the centauri Chameleon Sensors and ships can take the form of ally ships to hide, which ship is the fake and which is real.

Costs 10% of ship points.

High guard Drone controller

The high guard drone controller use the same rules as the hunter-killer control system except that the drones must be used as sensor drones until damaged and then they can be used as hunter-killers remote fighters.

The high guard drone controller can also control slip fighters.

When buying slip fighters you must chose to buy normal slip fighters or remote controlled slip fighters.

Remote controlled slip fighters cost 20 points cheaper.

High Guard Drone Technology:

The high guard developed Drone technology to increase the sensor and weapon range of the ship.

High Guard Drones are a cross between a hunter killer and an sensor array.

Lending OEW:

Drones at their basic level is to provide a remote sensing package for use in identifying and painting a target for their controlling ship. This allows the drone to help paint targets with lending offensive EW in exactly the same way that an elint vessel can lend Offensive EW (including the same restrictions) but every drone must do it independently.

Mine Detection, Ship Identification:

Additionally these drones could use their EW rating for mine location/identification and for ship identification if using tactical intelligence.

Offensive ramming:

Drones may make ramming runs following the exact same rules as the hunter killers of the Orieni Empire. See drone controller.

ARTIFICIAL INTELLIGENCE (AI): 

Sentient computer systems are at the heart of every High Guard starship. AI’s use continuous logic neural network systems with self-enforcing Feynman Influence Processors. During multiple platform operations, AI’s "negotiate" combat responsibilities based on established doctrine, rules of engagement and their commanders' intent.

Uses Hyach computerized fire control system rules except that when for every five boxes are destroyed –1 BFCP and any category can have number of BFCP.

AI’s have the following penalties when C&C is destroyed:

Reduced Initiative Bonus by 2.

Self-repair systems operate at half their rate.

Can fire weapons with –3 to hit roll.

Internal defences

High guard ships have gun turrets and nano bots in side the ship as a defense against intruders.

High guard ships get a bonus for the Internal defences- +3 for internal defences for boarding missions

Lancers
Lancers are the high guard version of marines and ground troops

Lancers get the following advantages in boarding and defending ships

+1 if defenders are lancers

-1 if attackers are lancers

Missile builder
Missile builders are shown as cargo holds.

The missile builder does not get criticals.

High Guard ship are able the built more missile when needed at the end of every turn roll a d10 and on a roll of a 9 or 10 the launcher builds some missiles. To see how many missile are produced, roll a d6*3 that is the number of missiles. These missiles must be given to ELS tubes or batteries with the low missile complement.  

Weapons technologies

Combat blades
Combat blades are designed to take hits in battle to reduce the chance of the hull taking damage.

Combat blades have to be deployed to be of any use.

Combat blades take 2 turns to retract or deploy in battle.

Once deployed the combat blades absorb damage like the thought shield but recharges 5 points a turn.

Unlike the thought shield that uses one icon combat blades use an icon for each facing that absorbs damage.

The combat blades cannot be reinforced.

Must not be deployed at the beginning of the game.

Cold plasma armour (high guard)

Acts the same as the combat blades except-

The ship has a generator and between 2-8 cold plasma armour emitters if the emitter is destroyed that side is not protected by cold plasma armour.

The cold plasma armour recharges 10 points per turn

Takes 2 turns to power.

Must not be powered at the beginning of the game.

ELS tube and batteries
ELS tubes launchers and missiles are the main weapons used by the high guard.

The missiles used are designed for longer-range combat than that used by b5wars.

Missiles launched from ELS tubes and batteries they use the launching ships OEW.

Does not take magazine criticals

There are different types of ELS tubes 

ELS TUBE fires 1 missile

LIGHT ELS BATTERIES are 2 ELS tubes attached together in an array.

MED ELS BATTERIES are 5 ELS tubes attached together in an array, hits using theELS battery hit table.

HVY ELS BATTERIES are 10 ELS tubes attached together in an array, hits using the ELS battery hit table.

ELS battery hit table

0-2 below = 1/5 Hit

3-4 below = 2/5 Hit

5-6 below = 3/5 Hit

7-8 below = 4/5 Hit

9 or more below = All Hit 

Kinetic Kill missile

This is the standard missile type for ELS tubes and batteries.

Warhead: 20. Range penalty: -1 per 2 hexes beyond 10 hexes

Special: Does damage as a matter weapon.

Kinetic Defence missile (ELS tubes and batteries only)

Used to intercept multiple incoming missiles, torpedoes, and matter weapons.

Cost: 5, Warhead and range: N/A

Special: intercept rating: -6  

Standard Anti-ship missile (ELS tubes and batteries only)

Contains an explosive warhead and does damage in standard mode.

Cost: 5, Warhead: 30. Max Range 60 hexes

Long-range anti-ship missile (ELS tubes and batteries only)

Identical to the standard anti-ship, but with some of the warhead replaced with fuel.

Cost: 10, Warhead: 20. Max Range 80 hexes

Ground attack missile 

Used against ground targets only.

Cost: 20, Warhead: 40. Max Range 20 hexes

Laser turret

These are the high guards main defence weapons.

They are in light, medium and heavy

Laser batteries

These are three laser turrets built into an array that is controlled by one control unit.

Each laser turret can fire independently of the others in defence or offensive mode.

When rolling critical hits against laser batteries use normal weapon chart but on a 20 or more one of the laser batteries is destroyed.

AP cannon

This is the high guard main offensive energy weapon for high-powered ships.

AP gun

This is the high guard main offensive energy weapon for low powered ships.

This is a light version of the AP cannon.

Long-range X-ray laser

The long-range x-ray laser is a high yield long-range combat weapon that was used by the high guard for long-range anti-ship work. The long-range x-ray laser is capable of firing 2 med-range x-ray lasers.

Med-range X-ray laser

The short-range x-ray laser does the same work but for short-range combat.

150mm mass driver

The 150mm mass driver is a matter weapon on fighters.

Anti-proton cannon

This weapon is a longer-range version of the light antimatter cannon but is weaker.

Fighter kinetic missile

This is a fighter version of the ship missile.

Fighter anti-ship missile 

This is a fighter version of the ship missile.

Starships and fighters

Glorious heritage heavy cruiser

The Glorious Heritage heavy cruiser is the main fleet leader of high guard ships. The Glorious Heritage is designed for long-range combat, patrol, and exploration. The ship is capable of high endurance in battle. The ship is also capable of first contact.

Righteous fist of heaven destroyer

The Righteous Fist of Heaven destroyer’s main roll is anti-ship work. Design for long range firing. The ship is capable of doing stealth attacks.

Wraith of Achilles dreadnought

The Wraith of Achilles dreadnought is the new ship designed for destroying ships. The Wraith of Achilles dreadnought is classed as a high guard fleet of its own. The ship is capable of doing stealth attacks.

Eternal vigilance scout

The eternal vigilance scout is one of the high guard’s exploration fleet and scout craft.

The ship is equipped with stealth armour.

Pride of kaldera heavy frigate

The Pride of Kaldera heavy Frigate is the first line of defense for a high guard fleet. Designed to destroy incoming enemy missiles and fighters, the high guard fleet relies on the Pride of kaldera heavy frigate commanders to ensure that the battlespace is clear for maneuver and attack operations. 

Siege perilous heavy carrier

Siege perilous heavy carrier serves as the Group Commander for a planet assault fleets. The Siege Perilous heavy carrier primary role is to destroy hostile tactical aircraft and defensive stations on the ground. It ensures that the skies are clear for dropships and other endo/exo-atmospheric craft during beachhead establishment, provides close air support for Lancers on the ground, and destroys hostile ground forces in the interdiction zone.

Victory’s crucible super assault carrier

The Victory’s crucible super assault Carrier is the primary strategic lift platform for the Lancer Corps. Each Victory’s crucible super assault Carrier serves as homes for a light regiment of troops plus their transport ships and equipment. 

To seek, to find endurance scout

The To Seek, To Find endurance scout is the heart of the High Guard's exploration fleet. The To seek, to find research scouts are equipped for the study of any new scientific phenomenon or research opportunity.

Major tom stealth scout

The Major tom stealth scout is a small, lightly manned surveillance and electronic attack platform. Scouts often fly along with fighter craft on strike missions in order to provide additional "eyes and ears" for the squadron, as well as a high-powered jamming capability.

Finger of dawn supply ship

The Fingers of Dawn supply Ship is the primary logistics and mobility support ship for high guard fleets. These assets never operate outside of a high guard fleet. 

Seven pillars minesweeper

The Seven Pillars class minesweeper is designed to seek out and destroy pre-positioned threats to both high guard fleets. Deployed as needed based on the operational scenario, Seven pillars minesweepers run in packs of four.

Asceticism of action recon scout

Asceticism of action recon ship is a small, fast troop insertion and reconnaissance vessel designed to infiltrate behind the forward edge of the battle area or deep inside hostile territory. 

Light patrol ship

Non-Slipstream capable planetary defense craft that supplement and augment Home Guard defensive capabilities. Several sub-classes of Light patrol ship are in use throughout the Commonwealth. Light patrol ships are very fast, highly maneuverable.

Heavy patrol ship

Similar to the light patrol craft, but equipped with more weapons. Heavy patrol ships usually serve as the command ship for a squadron of Light patrol ships.

Alactritous missive courier

The Alactritous Missive class Courier Ship is the foundation upon which timely inter-system military communications are built and maintained. Commander of an Argosy asset conducting independent operations can temporarily commission these vessels into service during an emergency.

Centaur slip fighter 

The Centaur is the premiere space superiority fighter in the Local Cluster. Designed to conduct high speed, fire-and-forget combat maneuvers, it is unmatched in its ability to engage multiple targets at short and medium distances. The Centaur can be piloted either from the cockpit or remotely from a Flight Operations Center.

Shrike slip fighter

The Shrike is a fearsome high-speed attack craft used to support medium to long-range anti-starship strike operations. Like the Centaur, it can be controlled either from the cockpit or remotely, though the Shrike requires both a pilot and a weapons officer in either mode.

Phoenix attack craft

The Phoenix is a combined fighter/attack craft designed to operate in Earth-normal atmospheres and high-orbit. Extremely maneuverable, the Phoenix is the primary Close Air Support and long-range interdiction asset for the Lancer Corps during planetary combat operations.

Ung tae drop ship

A combination armored personnel carrier and a hover-tank. The Ung Tae is the foundation upon which the Lancer Corps has built its reputation. These drop ships are the primary delivery vehicles for High Guard troops on the ground, capable of all-weather operations in up to 20 Gs. Each ship carries a platoon of Lancers and their basic combat gear, plus provisions for short-term accommodations as shelter. Though slow, Ung Tae can take a tremendous pounding due to multiple layers of ablative and reactive armor.

Oracle heavy sensor/attack drone

Oracle is a semi-sentient, autonomous spacecraft that can carry up to four different modular sensor packages, all of which are based on larger shipboard counterparts. It is used to provide medium-to-long range target sensing for offensive and defensive operations, and can lead "packs" of smart missiles on search and destroy missions. In attack mode, the main body of the drone drops its sensor packages for later retrieval and accelerates at relativistic speeds toward a target. The resultant collision can produce an explosion that ranges between a few kilotons and a gigaton of destructive power.

Janus light sensor/attack drone

Janus is similar to the Oracle drone in its mission specifications, but it is half the size and can carry only two of the modular sensor packages. The advantage of Janus is its relative speed and maneuverability, as well as the Low Observability technology it employs to disguise its position during combat operations. Because of its greater acceleration and speed, the relative mass that Janus can bring to bear in an attack can be far greater than the destructive power of Oracle. Janus is also more portable than its larger counterpart and easier to maintain, though it lacks a command and control capability for hunter-killer packs.

Odin atmospheric sensor/ C2 drone

The Odin drone re-packages the Oracle system architecture in a physical structure capable of atmospheric flight. It is used during all phases of planetfall warfare, including surveillance, reconnaissance and C2 applications. The Odin can accept smart missile control hand-off from the originating platform or another drone, and is also capable of leading hunter-killer packs on search and destroy missions. Unlike its spaceborne counterpart, Odin is not an effective choice for attack operations because of its low speed. However, the Lancer Corps records several instances where hostile troops surrendered to an Odin ​ even when no smart missiles or other attack assets were forthcoming. It is a testament to the effectiveness of the system and the Corps that their most reliable eye in the sky can produce victory without bloodshed.

CHAPTER TWO

Magog

The magog are a race made for the destroying of planets and races. Since their catastrophic attacks in the waning days of the Nietzschean uprising, the Magog have roamed through the Known Worlds nearly unchecked, launching devastating raids against populated worlds only to retreat again, leaving devastation in their wake. No military entity has been strong enough to check their depradations, though the worlds of the Than Hegemony and more powerful Nietzschean Prides stay relatively safe. But despite causing widespread death and destruction, the Magog have not expanded their former range in a concerted fashion, aside from turning a handful of former Commonwealth territories. For their own mysterious reasons, the Magog largely prefer to live on their own planets in the former Quarantine Zone. 

Special rules

Boarding missions

Magog ships must attach to enemy ships to do wreaking havoc missions if they have no weapons.

Magog get bonuses for wreaking havoc missions they are:

-2 if attackers are magog

+2 if denfenders are magog

Weapon technologies

Point singularity projector

Point singularity projectors ignore all Armour, shields even ancients and does damage in piercing mode. 

The maximum range is 60 hexes

Ramming claw

Ramming claws are the sections of a magog ship that let it attach to enemy ship like a breaching pod.

Magog ships with all its ramming claws in one piece can attach to ships using breaching pods rules.

Starships and fighters

World ship

The world ship was built about 500 years. It is heavy armed with point singularity projectors

Thousands of swarm ships and carrying trillions of magog.

The world ship is made of a sun and 20 planets that are hollow.

Scenario only ship

Swarm ship

These are the magog’s main attack craft they designed to attach to a ship and the magog on board enter enemy ships killing all the enemy crew in large waves.

CHAPTER THREE

Nietzscheans


Nietzscheans are genetically engineered race that started the fall of the commonwealth. Nietzscheans aren't the most popular denizens of the current post-Fall landscape. The clan wars and general strife that began with Pride Jaguar's betrayal of the Drago-Kazov and continue to this day have proved even more pernicious to the long -term health and survival of the Nietzschean people. Dozens of once powerful prides-Atreus, Kodiak, Al-Sharif, Three Rivers, and Banyamulenge to name but a few-have been all but exterminated by other Nietzscheans, while still others have fallen prey to Magog, Than, or other hostile powers. Meanwhile, those prides which remain powerful, such as Drago-Kazov, Sabra, and Jaguar, spend much of their time defending territory from each other or putting down revolts by restless subjects. 

Special rules

Boarding missions

+1 if defenders are Nietzscheans

-1 if attackers are Nietzscheans

Weapons technologies

Pulsed plasma gun

The pulse plasma gun is a plasma weapon that fires in pulses.

Starships and fighters

Garuda class patrol craft 
The Garuda class patrol craft is one of the Commonwealth's most popular small military vessels. Combining speed and firepower in a low observability spaceframe, the Garuda is especially popular among Nietzschean worlds.

Nietzschean heavy Destroyer 

This ship is just a larger version of the destroyer with more heavy weapons on board.

Nietzschean Destroyer

This ship is the primary ship used by the Nietzscheans in fighting enemy fleets like the commonwealth fleet during the fall of the commonwealth.

CHAPTER FOUR

Pryians

Pyrians are race that lives in a high temperature environment and they are a non-humanoid race. Little is known about them.

Special rules

Boarding missions

Pyrian ships cannot be boarded and they cannot board enemy ships as the pyrian ships have toxic environment.

Weapons technologies

Cold plasma armour (pyrian)

Acts the same as the combat blades except-

The ship has a generator and between 2-6 cold plasma armour emitters if the emitter is destroyed that side is not protected by cold plasma armour.

The cold plasma armour recharges 15 points per turn

Takes 1 turn to power.

Must not be powered at the beginning of the game.

AG mass packets

AG mass packets if successful hit enemy ship +1 to all manoeuvring costs multiple hits are cumulative.

Affects last for 4 turns.

Plasma torch cannon

This weapon is similar to the hyperplasma stream and uses the same rules for that weapon.

Starship and fighters

Pyrian Torchship 

Pyrian Torchship is a design that the pyrians have used for over 300 years.

The torchship is more than a match for a glorious heritage heavy cruiser when it is fully crewed and armed that is before the fall of the commonwealth but the pyrians have had 300 years of advancing.

CHAPTER FIVE

Other races


(Than) 

Of all the major species of the Commonwealth, the Than-Thre-Kull have arguably fared best in the post-Fall universe. Safe in their home systems, most Than have reverted to their pre-Commonwealth existence of hard work, strict caste lines, and indifference toward the outside universe.

Starships and fighters

Brilliant Carapace attack craft 
This Brilliant Carapace class ship is a tough, versatile defensive patrol craft employed mainly by Home Guard units on mostly Than worlds. Headwaters of Invention Shipyards on San-Ska-Re have built over 5,000 of these rugged little vessels, each with a crew of one.

Restorians

The Restorians are radical environmentalists bent on preserving native ecosystems by stopping all space travel. Virtually every organized government in the Known Worlds opposes the Resters. As a result, they are continually on the run, hiding in secret bases and lashing out in ferocious terrorist attacks on starships, drifts, and isolated outposts. It was recently discovered that the Resters were actually founded by the AI of the High Guard warship the Balance of Judgement. Since the Balance was destroyed in a vicious battle with the Andromeda Ascendant and Free Trade Alliance forces, the Resters have been silent. It remains unclear, though, whether the group has been effectively destroyed or is merely in a rebuilding phase.

Version 1.6

ELS missiles tubes. 

ELS missiles are the primary weapons of the Commonwealth Highguard.

The High Guard, some enemies, and allies operate several types of ELS missile weapons:

Missiles fired from ELS launch tubes (not the fighter launch rails) are accelerated like a rail gun’s shell and are classed as  Ballistic-2* weapons. Fighter Launch rail launched ELS missiles are standard Ballistic weapons (Ballistic-1).

(* Ballistic-2 weapons are launched in ballistic phase, hit in direct damage phase if within launch range** or hit on following turn’s ballistic resolution phase if beyond it) Unlike most babylon 5 missiles they do not have a maximum launch range or maximum range. 

They do have an initial launch range which represents the range the launcher can fire a given missile type accurately (giving no range penalty).

ELS Missiles suffer penalties to hit based on range beyond their launch range.

Unlike standard B5W Missiles, they have no built in OEW, but use their launching ship’s OEW and the launcher’s FC like a torpedo. (fighter launched missiles use the launching fighter’s offensive bonus) ELS missiles require a lock-on or suffer doubled range penalties and halved launch ranges (as they also do versus a Jammer)

Light ELS rails are used on fighters and very small craft. These are individual launch rails and are treated as individual weapons and do not accelerate the missiles to nearly the same degree as the full size tubes and thus are  treated as a standard ballistic.

ELS Missile tubes are full sized single tube launchers.

Standard ELS missile batteries have 5 tubes that fire as a single weapon. Its damage acts as a pulse weapon with the quality of the to hit roll influencing how many of the 5 missiles hit the target.

Heavy ELS missile Batteries have 10 tubes that fire as a single weapon. Other than this it acts in all ways like the standard battery.

The Super Heavy ELS missile battery was used on Stations, installations and a few very specialized or test bed ships. It had 20 missiles tubes, but in all other ways acts as a standard ELS battery. 

ELS missiles themselves have the following types:


Kinetic Kill missiles do damage as a matter weapon.


Kinetic Defense missiles are used to intercept multiple incoming missiles, torpedoes, and matter weapons.


Standard Anti-ship missiles contain an explosive warhead and do damage in standard mode.


Long range anti-ship missiles are identical to the standard, but with some of the warhead replaced with fuel


Multiple Independent Kill Vehicle missiles discharge multiple small explosive submunitions which do standard damage.


Ground attack missiles are used against (you guessed it) ground targets.


Standard and Ground attack missiles may be equipped with Nova Bomb warheads.

Anti-Proton guns:

The Commonwealth made use of Anti-proton guns as a close in secondary weapon.

These are largely identical to those used by the Vree though they tend to have less overall structure, power requirements are generally less and ranges are slightly shorter. 

The types used were:

Ultra-light Anti-proton gun: used on fighters. Identical to Vree weapon of the same name.

Anti-proton gun. Identical to that used by the Vree except for structure and power requirements and a shorter range.

Anti-proton Array. An array composed of 2 anti-proton guns which acted much like the dual array for the centauri.

Xray Lasers weapons or Xrasers:

The power requirements for this weapon prevented its use on most fighters and very small craft.

It is a laser weapon that fires in Standard mode and is very similar to the blast laser.

Lt Xraser. A short ranged defensive weapon primarily used for anti-missile and anti-fighter work. Fires 1 per turn.

Lt Xraser array. A paired lt xraser weapon much like the dual array.

Medium Xraser. A heavier, longer ranged version of the light xraser that fires every other turn.

Medium Xraser array. A dual medium xraser that fires once per turn.

Heavy Xraser. A very uncommon heavy defensive/offensive weapon used on Stations of the high guard. This weapon fired once per 3 turns.

Gatling Xraser. Used primarily on screening elements within battle groups particularly on the GDF (group defense frigate). This weapon used large amounts of energy in order to produce an extremely high firing rate coupled with advanced defensive targeting mechanisms and sensors so that it could defend itself and the other ships of it’s group from incoming missiles, fighters and drones. 

High Guard Drone Technology:

The high guard developed Drone technology to greatly expand the engagement range of it’s primary weapons the ELS Missiles and to expand it’s ships’ sensor capabilities. 

High Guard Drones act like a cross between a hunter killer and an ELINT sensor package.

Drone Control:

Drones must be controlled by a ship using a special drone control system which will have the number of drones it can control listed on it just like the Orieni’s device, except that these drones may not be grouped into flights and count individually towards the control limit. 

Lending OEW:

Drones at their most basic level provide a remote sensing package for use in identifying and painting a target for their controlling ship. This ability allow the drone to paint targets with lent offensive EW in exactly the same way that an elint vessel can lend Offensive EW (including the same restrictions). 

Mine Detection, Ship Identification:

Additionally these drones could use their EW rating for mine location/identification and for ship identification if using tactical intelligence.

Offensive ramming:

Drones may make ramming runs following the exact same rules as the hunter killers of the Orieni empire various drone types had differing range penalties on the ramming roll and on initiative.

ELS Missile Control:

Heavier drones if equipped for it can be used to increase the range of ELS Missiles.

ELS missiles may be launched and then tasked to the drone. 

Limitations:

Up to the Drones sensor rating worth of missiles may be slaved to the drone. 

This is determined based on launchers. If a 20 tube battery and a 1 tube battery slaved their missiles to a drone that would require that the drone had EW 2.

Slaved missiles may only be “held” by a drone for 2 turns before they must be “fired” or they run out of fuel and self-destruct (harmlessly).

Kinetic Kill missiles may not be slaved, Kinetic Defense missiles may not be slaved.

Drones may not receive lent EW.

ELS Missile Slaving procedure:

In this case the target drone is announced and the number of missiles being assigned to it is also announced (unless hidden targeting is being used)  (the type of missiles is kept secret, but should be written down) when the missiles are launched. A d20 is rolled against a 20 minus the range modifier for the type of missile as if the missiles were targeting the drone on the launch turn during ballistic resolution. 

If they “hit” they have successfully made it to the drone and been slaved to it’s control.

Slaved Missile in-flight interception:
During the turn missiles are making the roll to come under command of the drone, enemy units able to intercept attacks against units other than themselves may try to prevent this transfer from succeeding in the same way they would intercept for a friendly unit. All the conditions for their particular ability to intercept must still be met with the drone standing in as the defended ship.

Slaved Missile launch:

On the turn following being placed under the drone’s control, these and any other missiles slaved to the drone may be “fired” at any unit targeted by the drone’s OEW. 

The missiles will be treated as having been launched from the Drone’s hex for purposes of range calculations, except that minimum range limitations are removed.

Only the missile’s OEW is counted for slaved missiles’ to hit calculation.

Slaved Missiles’ transfer of control:

Drones may transfer control of missiles to another suitably equipped drone if it is within one hex during the critical resolution phase.  If a drone controlling slaved missiles is destroyed, another friendly drone within 1 hex, may take command of those missiles if it has available control slots (the missiles will not be lost if these conditions are met).

Nova Bombs:

During the height of the Commonwealth Nova bombs were the heaviest weapons and used in a similar way to the Nuclear weapons of earth in the 20th century. 

These weapons may only target “immobile” enormous units (planets, suns, stations). 

The effect is similar to that of the Vorlon planet killer’s main weapon.

Nova Bombs can be launched on their own as a dumb projectile or fitted onto Drones or ELS missiles.

Targets struck by them are attacked as by the vorlon planet destroyer gun.

Few ships in the post commonwealth era have these weapons (thankfully).

Defensive systems:

Cold Plasma Armor. This armor is a field of plasma held relatively close to the hull of the protected ship that provides significant improvements in the ability to dissipate directed energy and kinetic weapons.

It requires a significant amount of energy to keep energized. It acts like a gravitic shield in terms of mitigating damage only (not reducing signature/to hit).

Reactive Armor/shielding: This is a highly advanced sensor net coupled with explosive plasma charges peppering the hull of the protected ship. When an impending or continuing (raking) directed energy or kinetic weapon impact is detected the armor reacts by blasting a spray of plasma in the path of the incoming damage. This can mitigate some of the effects of that damage.

For game purposes this allows ships equipped with it to reduce the damage it takes from every attack by the rating of the reactive armor (typically 1 to 2). This decrease may not be applied to light speed weapons (lasers and typically anything that may not be intercepted) unless they are raking, in which case they may be applied to all “rakes” after the initial. Ex. A medium laser hits for 27 damage on a ship equipped with reactive armor 2. The first 10 damage is applied normally, the second 10 and the 7 are reduced by 2 before being applied. Ex. Blast lasers would be completely unaffected by reactive armor.

Battle Blades:

These structures are composed of highly resilient supporting spines with latices of thermal super-conducting, ultra high tensile strength nano-threads strung between them. These serve to distribute directed energy and kinetic attacks along the nano-threads before they make contact with the hull of the ship. These structures act like shields with the damage absorbed from each sub-volley being applied to their structure. They tend to increase the signature of the craft benefiting from their protection.

Escort Suite:
This set of sensors and fire controls allows the ship equipped with it to fire all of it’s weapons in defensive of other ships. The restrictions and rules covering this are exactly the same as those for the Centauri guardian suite, but can be applied to every weapon aboard the ship with this system.

<NOTE Flesh this out, possibly change ranges>

PSP Point Singularity Projectors:

These massive weapons use extremely advanced gravitic generators to hold micro-singularities in a form of stasis until they are ready to fire. At this point the weapon unleashes one of the micro-singularities at a significant percentage of c towards their target. These weapons have very small arcs of fire and a relatively low fire-control. Critical damage to the weapon can result in catastrophic failure of the containment structure, resulting in usually fatal results for the ship mounting it.

In exchange for these downsides the projectiles from this weapon offer devastating damage that is very hard to defend against. 

PSPs ignore all armor and shields except advanced armor and shields. 

PSPs do matter damage in piercing mode so can be quite devastating.

Seraphim Remote Marauders:

These devices are nearly identical to the limpet bore mine used by the Kor Lyans

AG Mass packets/Strange Matter Torpedoes:

This weapon system is only known to be used by the Pyrian Hegemony Fleet.

These packets of strange matter are attracted to and adhere to large masses of normal matter. They 

increase in mass when in contact with normal matter and take 6 turns to degenerate.  As such each hit by the weapon on a unit should be tracked by turn.

They are treated as a ballistic-2 weapon doing no actual damage to ships.

Their primary effect when striking a ship is to decrease the amount of free thrust available to units struck by them. 

Each successful hit by Strange Matter Torpedoes decreases the targets free thrust by .25 (rounding fractions down when actually calculating the effect). Available free thrust may be brought into negative numbers at which point purchased thrust is also effected.

When  one strikes a Fighter roll for drop out at +4 for each torpedo that hits (cumulative as they take 6 turns to degenerate).

Nietzchean Plasma Throwers:

There are ultra-light, light, medium, heavy, and superheavy versions of this weapon.

It functions like a combination of a matter and a plasma weapon:  On the location struck standard armor is ignored then any blowthrough/left over damage is treated as a plasma weapon attack on the supported system’s structure block.

This weapon is not interceptable by High Guard interception weapons technology.

Pulse cannons:

These are identical to those used in standard B5W except that they do not have the ability to intercept non-matter/ballistic weapons. These are operated by the many governments.

Rail Cannons:

These are standard matter weapons that come in the following sizes Ultra-light, light, Medium, Heavy, Ultra-heavy. There are also rapid firing versions of each called Rail Repeaters.

All of these can be used for interception of Ballistic and matter based weaponry.

These are considered a very low tech weapon and are usually not useful offensive weapons.

Pyrian “Plasma Torches”:

This is the name given by the Commonwealth and others to the Pyrian’s Plasma weapons though they are in fact much more advanced.

The Pyrians operate the following plasma weapons:

Plasma Spear (Light, Medium, Heavy) these fire in standard or piercing mode and do plasma damage.

Obviously in piercing mode these weapons can be devastating. Fortunately they are very short ranged

And their damage drops off quickly with range.

Plasma Burster (Light, Medium, Heavy) these fire as plasma flash weapons. These are the Pyrians primary anti fighter weapons other than the Strange Matter Torpedoes. Doing flash plasma damage they are quite good at their job.

