RED ALLERT:
INTRODUCTION:

The Starship combat rules of the Coda Star Trek RPG line are very abstract, and don’t take in account the positions of different Starship on a grid. To correct his I created a system that takes in account this element. Unlike many other starship combat systems it doesn’t use Facing and Firing Arcs.
STARSHIP COMBAT ROUND:

As with any time-critical situation, Starship combat is measured in rounds. Every round is divided in 2 identical parts called “Sequences”. On their turn each sequence is divided in 2 parts called “phases”, one Movement Phase and one Tactical Phase. Each ship must finish its Phase before they can proceed to the next Phase, and each ship must finish it sequence before they can proceed to the next sequence.

	Round
	Sequence 1
	Movement Phase

	
	
	Tactical Phase

	
	Sequence 2
	Movement Phase

	
	
	Tactical Phase


During the Movement Phase the ship moves on the Grid, and during the Tactical phase each starship can perform two special actions called Maneuvers. The Crew may devote one of these actions to initiate a Maneuver (see “Using Maneuvers”), to a Maximum of their normal action allowance per round (with penalties and professional abilities included). There are three types of Maneuvers: Helm, Tactical, and Command Maneuvers. Many Command Maneuver (See Maneuvers) grant the Starship the ability to get extra Maneuver in excess of the Starship’s action allowance. Some professional abilities will give the ship one extra Helm (Flight Control Officer’s “Combat Piloting”) or Tactical Helm Maneuver per Round (Security Officer “Combat Tactician” professional abilities), these characters can decide in which Sequence to use them.
Initiative:

The order in which starships act during each Phase is determined by the Initiative.

The Initiative is a Tactics skill test preformed bye each Commander of all participating starships.
-In the Movement Phase, ships act in order from lowest to highest test result.

-In the Tactical Phase, ships act in order from highest to lowest test result.

-Characters lacking the Tactics skill add 0 to their skill test and subtract 2 from the final test result.

-Commanders make initiative tests at the beginning of the first combat round and maintain their score 
 throughout the encounter.

-In result of a tie, the commander with the highest level in the Tactics skill acts first. If both commanders have the same Tactics level, the one with a relevant specialty (if appropriate) goes first; otherwise the commander with the largest vessel (by size) goes first. Finally, if the tie cannot be resolved in this manner, re-roll ties between any tying commanders in order to resolve the deadlock.

-Skilled commanders can predict what an opponent will do. If the captain with the highest tactics result achieves a superior success, his opponent must pick and reveal the first maneuver his ship will execute in the Tactical Phase. If the captain achieves an extraordinary success, his opponent must pick and reveal both maneuvers. When combat involves multiple ships, consider each vessel separately for these purposes. Thus, if a commanding officer achieves a superior success against one warbird and an extraordinary success against a second, then the first warbird must reveal its first maneuver and the second must reveal both maneuvers.

Movement Phase:
-In the Movement Phase, ships act in order from lowest to highest test result.

-Starship combat uses a grid; each square represents roughly 60.000 km.

-Each Sequence, a ship may move one square for each 0.10 of impulse power (rounded down).
-A Character at the helm can move one ship as a free action. 

-If he is at the helm of multiple vessels in Multi-Vector Assault Mode, he can move only one ship as a free action 

-You can end your movement in an occupied square, and all ships in the same square are considered to be in short range.

-You can move through an occupied square, but an opponent in that square may initiate the Dogfight maneuver as a reaction, if successful it prevents the targeted vessel to leave the square.

Tactical Phase:
-During the Tactical phase, starships may perform Maneuvers 
-In the Tactical Phase, ships act in order from highest to lowest test result.

-Some maneuvers allow you to close in to the target up to Point Blank range.
-Ships can join together to form Wings, and act as one ship (see Join Wing/Leave Wing).
-The Ranges also give penalties or bonuses on Tactical maneuvers (See table below).
	Ranges:
	Tactical Maneuver Penalty:
	Attack Grid Ranges:

	Point Blank
	+1
	Same Square*

	Short
	+0
	Same Square

	Medium
	-1
	1 Square

	Long
	-3
	2 Squares

	Extended
	-5
	4 Squares

	Only possible with the Close Maneuver


Starship Protection:

A Starships Protection = 5 + Size Modifier + Highest Shield Protection
Shield Protection = Old Protection -5
Maneuvers:
Name (Maneuver Type):

Text

Action: Action = Costs an action for the character performing but not for the Starship.
  Free Action = Costs no action for the Starship and the character performing it, but you can  

  suffer Multiple action penalties if you have already performed additional actions .


  Reaction = Is an Action (see other actions) that the character can perform when it is not his 


  turn in the initiative.

  Starship Action = Costs an action for the Starship and the character performing it.

Prerequisites:

Duration:

TN:
Effect:
Complete Success:

Superior Success:

Extra-Ordinary Success:
Special: 

Dodge (Helm):

The acting ship chooses a vector, begins its movement, but before completing it, changes direction completely in a dodging feint versus one ship.

Prerequisites: Cannot be used after Full Stop (H)
Duration: Instant

TN: 20

Effect: Choose a ship. If the maneuver succeeds, the acting ship gains +8 Protection against the chosen ship; if it fails, it loses -8 Protection against it.

Fire (Tactical):

The basic attack command, the starship fires either its beam weapons, photon torpedoes, or other weapons.

Action: Starships Action.
Prerequisites: Cannot be used after Dodge (H) maneuver

Duration: Instant

TN: Target’s protection

Effect: The acting ship fires one weapon system at its target, using its protection as the TN to hit.

Complete Success: Reduce shield strength by 1D6 +4, or +1 Penetration if shields are down.
Superior Success: Reduce shield strength by 1D6 +14, or +2 Penetration if shields are down.

Extra-Ordinary Success: Reduce shield strength by 1D6 +24, or +3 Penetration if shields are down.

Close (Helm):

The starship closes the distance between it and an opposing vessel, bringing its beam weapons into more effective range.

Prerequisite: Cannot be used after Evasive Attack (C), Fast Attack (C), or Picard Maneuver (C)

Duration: Lasts until broken by the Open Maneuver (TN 10).
TN: 10

Effect: You close in to Point Blank Range and prevent the target form leaving the square.

Complete Success: The Open maneuver to escape gets a +5 TN
Superior Success: The Open maneuver to escape gets a +10 TN 

Extra-Ordinary Success: The Open maneuver to escape gets a +15 TN.
Join Wing/Leave Wing:

A small group of Starships fly in formation, aiding each other efforts.

Action: Starships Action.
Prerequisites: 3 or more ships must be in Short range.
Duration: Each Starship stays in the Wing until one of the Ships uses the Leave Wing maneuver.
TN: 15 / 20 (If Starships of different Sizes)
Effect: Each ship that wants to join/Leave a wing must initiate this maneuver. If successful, you have joined or leaved the wing. If you fail this maneuver then you cannot join/leave the wing. If one of the ships fails disastrously the wing falls apart and all ships suffers a minor collision. A wing is considered 1 ship which acts on the lowest Initiative, uses the lowest System Operation (Helm) skill, and uses the highest System Operation (Tactical) and Tactic skill. The wing gets a +1 on all tactical maneuvers for every ship beyond the first, and when damaged the wing can choose which ship gets damaged by the attack (compare the attack against the new target).
Complete Success: The Tactical bonus increases to +2.
Superior Success: The Tactical bonus increases to +3.
Extra-Ordinary Success: The Tactical bonus increases to +4.

Lock On (Tactical):

The tactical officer locks weapons onto an opposing ship, concentrating the ship’s fire against a single opponent. The ship’s targeting computers give attack priority to the affected opposing starship, making attacks against other vessels more difficult.

Action: Starships Action.
Prerequisites: None

Duration: Lasts until broken by another maneuver

TN: Target’s protection

Effect: Establishing Lock On with a target increases the effectiveness of your weapon systems and allows you to execute more complex attack commands. Once Lock On has been achieved, it lasts until broken by an opposing ship’s maneuver, and until then affects all attack tests made by the acting ship. Lock On provides a +3 bonus to skill tests made to attack the target ship.

Complete Success: +5 TN to maneuvers to break the Lock
Superior Success: +10 TN to maneuvers to break the Lock
Extra-Ordinary Success: +15 TN to maneuvers to break the Lock
Minimal Aspect (Helm):

The starship performs a series of pitches and rolls in order to present the smallest possible aspect (profile) to enemy vessels, making the vessel harder to hit.

Action: Starships Action.
Prerequisites: None

Duration: Instant / Until the next executed Helm maneuver.
TN: 10

Effect: Minimal Aspect allows a ship to break an opponent’s Lock On maneuver. If the attacking ship does not have a Lock On then the defender adds +2 to its protection against all attacks.
Complete Success: +3 protection against all attacks / +1 protection if Lock-On
Superior Success: +4 protection against all attacks / +1 protection if Lock-On
Extra-Ordinary Success: +5 protection against all attacks / +1 protection if Lock-On
Open (Helm):

The starship opens the distance between it and an opposing vessel, often to make attacks by the opposing ship less effective or to leave the battlefield entirely.

Action: Starships Action.

Prerequisites: None

Duration: Instant

TN: Sum of the targets Close TN
Effect: You escape Point Blank Range, allowing you to leave the square.
