STAR TREK ATTACK WING RPG:
Character Creation:

Each character starts with 1 die in each attribute, and may divide 2 points to these Attribute. The Attributes are: Adventurer / Genius / Warrior. 

The Adventurer describes a character’s intuition, agility, and Charisma. It describes quick thinking and quick actions of heroes who rely on their wits charm and reflexes to carry them through tough times.

The Genius attribute measures a character’s creativity, mental acumen, and ability to learn and process information. It describes heroes who overcome problems with exploration and application of knowledge and the ability to apply reason and logic.

The Warrior attribute describes a character’s Strength, toughness, and courage. It encompasses the physical and mental fortitude. 

Attribute Levels:

1 die Average attribute

2 die Good attribute

3 die Excellent attribute

4 die Legendary attribute (only one attribute)

The characters gain…development points to select a specific species, gain skills, and gain talents. Minor NPC characters start with no Talents except for a species talent if it is presented in the Species Description.

Maximum skill level of starting character is level 2.

Skills: cost 0.5 development point

Skill Specialization: cost 0.5 development point (+2 die on specific specialization)

Species: Each cost a number of points (see species creation)

Talent: each talent has a specific development point cost

Skill Levels:

1 die Trained

2 die Novice

3 die Professional

4 die Expert

5+ die Elite

Attributes: costs 2 development points.

Body or Vitality costs 0.5 DVP)

The Attributes are: Adventurer / Genius / Warrior

Starting Body and Vitality = 1+ Warrior Attribute

Starting Initiative
   = 1+ Adventurer Attribute

Starting Courage Points
   = 1+ Genius Attribute

skills:

Sometimes a different Attribute may be used. Example Interaction to intimidate = uses Warrior skill instead of Genius
	Skills:

	Genius

	Awareness
	This skill is a measure of a characters awareness of his surroundings.

	Knowledge
	This skill is actually a set of different skills which must be taken one at a time.

	Psionics**
	This skill is actually a set of different skills which must be taken one at a time.

	Starship Operations
	This skill is actually a set of different skills which must be taken one at a time.


Sensors/Communications


Transporters


Helm/Navigations


Tactical

	
	

	Adventurer Skills:

	Acrobatics
	Training in activities like dancing, dodging, contortion, tightrope walking, tumbling.

	Dodge
	Training to evade all sort of attacks

	Interaction
	Training in bluffing, charming, innuendo, bargaining, diplomacy and performance.

	Ranged 
	Training in ranged weapons like Knifes, Phasers….

	Vehicle
	This skill is actually a set of different skills which must be taken one at a time.

	Thievery
	Training in the roguish arts like picking pockets.

	Stealth
	This skill represents the character's ability to hide and to move unseen or unheard.

	
	

	Warrior Skills:

	Athletics
	Training in climbing, swimming, running and jumping.

	Melee
	Training in melee weapons like axes, swords, and clubs

	Unarmed
	Training with unarmed punches and kicks

	Wrestling
	Training with Grapples, pins and throws.

	Weight Lifting 
	Training in lifting weights

	
	


** Must have the Psion talent

Trained Only 
REWARD:

½ DP for Failed adventure. 

1 DP per successful adventure.

2 DP for a very successful adventure

Skills: cost 0.5 development point. May increase the same skill only after a certain period.


Untrained 
-> Trained 

1 adventure


Trained 
-> Novice 

2 adventures


Novice 

-> Professional

4 adventures


Professional 
-> Expert 

8 adventures


Expert 

-> Elite


16 adventures

Skill Specialization: cost 0.5 development point (+2 die on specific specialization)

Species: Each cost a number of points (see species creation)

Talent: each talent has a specific development point cost (+1 DP to take Talent from another Talent Tree)

Talent Tree Change 2 DP

talents:

Character has access to the general talent tree one other talent tree of your choice plus the talent tree of their species. During any one round only one talent may be active. A character can choose to gain one talent from another talent tree by paying 1 extra DP. A character can change to another Talent tree for 2 DP.  For accessing species talents, the character needs the permition of the GM. Below follows a nr of Talent trees.
Assassin

Commanding Officer (has access to Elite Talent see elite talents in Attack Wing)

Councilor
Diplomat

Engineer

Medic

Merchant

Mystic/Priest
Operation Officer (Transporters, Communications,…)
Psion

Scientist (Science Officer)

Scout

Spy

Starship Pilot

Tactical Officer (Starship Combat)
Warrior (soldiers, martial artists, Spec Ops)

General Talent Tree:

Though:

Development Cost: 1

Prerequisites: None

Benefit: You gain +1 Body point and Vitality point.

Special: You may take this Talent up to 3 times.

Fast Reaction:

Development Cost: 1

Prerequisites: None

Benefit: You gain +2 Initiative

Improved Attribute:

Development Cost: 1

Prerequisites: None

Benefit: You gain +1 Attribute, but you gain no derived stats increase
Special: You may take this Talent up to 2 times.

Courageous:
Development Cost: 1

Prerequisites: None

Benefit: You gain +2 Courage points.

Promotion:

Development Cost: 1 up to Captain then 2

Prerequisites: None

Benefit: +1 Die/rank for characters under your command.
Command:
Development Cost: 1 / 2 For starship Captain or higher

Prerequisites: None

Benefit: 
Game System:

Character throws a number of dice equal to its Attribute or Attribute + skill level

Difficulty depends on the number of hits (() a character gets.


Simple: 

1 (

Routine: 

2 (

Challenging: 

3 (

Difficult: 

4 (

Nearly Impossible
6 (
When by penalties the character gets 0 die, he may throw 1 die but may not achieve a critical result.
Critical result = when the character gets the number of hits but has achieved a number of critical

1 ( = achieved task in 1/2 time


2 ( = achieved task in 1/3 time


3 ( = achieved task in 1/4 time

Taking Time: A character can take more than time than normal to achieve a task. If so, multiply the time by 1 and 1/2, no critical may be activated, but the character my convert 1 ( into a (.
Combat:

Planning Phase: Set Maneuver Dial (or write movement down).
Activation Phase: Move and perform 1 action (if allowed) every character starts with the Scan and Evasion actions
Attack Phase: You may attack one time or use a skill
Use a separate critical hit deck whit 1 description for each type of weapon (Piercing, Bludgeoning, slashing, Energy)


Trip


Disarm


Broken arm or leg


Bleeding wound

Initiative = Rogue + Initiative skill (you can choose to roll for initiative)

Move (stand up, change direction, draw weapon)
Action

Attack / 
Combat Actions:

Scan and Evasion

Damage:

First Vitality points (they work like shields in Star trek Attack wing) then when they are depleted you go to the Body (like the Hull in Star trek Attack wing). No Vitality Points = you gain 1 disadvantage and may not perform any maneuvers.
Healing:

You naturally regain 1 Vitality point per min of rest.
You naturally regain 1 Body point per week of rest.

Knowledge Medicine: Slow, heals more, and can cure everything including critical injuries

Knowledge First Aid: Fast, used to stabilize and heal but can only be used to treat certain critical injuries (stop bleeding, set broken bones).
Successful First Aid = Heal 1 ( 
Successful Medicine = Heal 2 ( + One ( becomes a normal (
Medical Equipment:
Dermal Regenerator You may convert one ( into a cured body point. Once per day, cannot be used to heal (, can only be used if the character doesn’t have more than 2 (.

Autosuture: 
Untrained User = If the treat test is successful, heal one extra (. 

Trained User = If the treat test is successful, heal one extra ( + One ( becomes a normal (.
Disadvantage:

Disadvantage = -1 die

Disadvantages are cumulative

Disadvantage is when one a character is in a disadvantage situation. Example attacking in melee while laying prone, being attacked on lower ground (prone).
Combat Encounter Difficulty:
Add different points together to get the Unit point (like fleet points in Star Trek Attack wing)

Attack = Warrior + The highest of its Combat skills


Ranged 



= Adventurer + Ranged


Throwing 



= Warrior + Athletics


Melee 




= Warrior + Melee


Natural Weapons (Claws, tails, horns) 
= Warrior + Natural Weapons


Unarmed



= Warrior + Unarmed


Wrestling



= Warrior + Wrestling

Agility = Adventure + Dodge

Body

Vitality

Talent Point Cost

Highest Weapon Cost.

Action Dice:

Can be used a number of times equal to its value. You may only use 2 per round. You can regain 1 point for performing a heroic action. And they refresh every game session so use them sparsely.

+1 die
Use a maneuver even when you have no Vitality points left.

1 free Change Talents or remove Disabled Condition.
One extra use of a limited talent use, it comes back disabled (so you need an action to activate it).

Red maneuver becomes White (Pilot only) for 1 round

White Maneuver becomes green (Pilot only) for 1 round

Gain a maneuver your ship cannot perform, that maneuver is considered a Red Maneuver.

Go to the escape pods.

Gain one more interval (radiation, poison, disease, dying)

1 ( becomes a (
Ignore 1 (
Equipment:

Some Weapons give extra dice.
Each Equipment has a Equipment cost to calculate combat Difficulty (They work like upgrades in Attack Wing)

Unarmed:

Punches and Kicks = Disadvantage, and subdual damage
Melee Weapons:
Many melee weapons have certain qualities.

Grappling: Weapon may be used to grapple.


Parry: The weapon gives 1 extra evasion dice to defend.


Subdual: The weapon may be used to deliver subdual damage

Small melee weapon: None
Medium Melee weapon: You may convert one ( into a (
Large melee weapon (need two hands). You may convert two ( into a (
Ranged Energy Weapon:

Phaser
3 Settings
Stun 
Thermal
Disrupt
Armor:

STAR SHIPS:
A starship is controlled by a number of people. A Starship can have only a number of active officer talents equal to the nr of Officers slots it has available.
Initiative = Genius + Starship Tactics (you can choose to roll for initiative)
Attack = Genius + Tactical + Starship Weapons bonus or penalty
Agility = Genius + Helm/Navigation – Starship Agility penalty.
STARSHIP Creation:

Weapons:

Dissection Starships: General crew 5 dice

Primary (Beam weapon) and Secondary weapons:
Low power 
-2 die
Medium power 
-1 die

High power 
+1 die

Very High
+2 die

Agility:

Dissection Starships: General crew 5 dice

If Agility = 0 no dice may be thrown

Low

-5 die

Medium 
-4 die

High 

-3 die
Very High
-2 die
Species creation:

Klingon 
DP
+1 die on Str

+1 die on Warrior

+1 die Body

Rage Talent

Vulcan

Environmental Factor:
Asphyxiation & Drowning:

Carrying Capacity & Lifting:

Cold & Heat:

Disease:

Explosions:

Falling:
1 attack die + 1die per meter fallen.

Character may resist with the Acrobatics (Break Fall) skill, you suffer a disadvantage when you accidentally fall. When a character falls the fall may result in injury. The amount of damage sustained depends on the distance fallen, the gravitational force of the environment, and the surface you are falling on. For environments with stronger or weaker gravity, multiply the distance accordingly. For example, the Vulcan planet (1.4 G), multiply the falling distance by 1.4, rounding up. Falling on yielding surfaces (soft ground or mud) reduces the falling distance by 3 meter. Falls in to the water are treated somewhat differently. If the water is at least 2 meter deep, then the falling distance is considered to be 4 meter shorter. Characters that deliberately dive in the water may use the Athletics (Swim) skill instead.
Fire:

Fatigue & Sleep:
Gravity:

High Altitude:

Radiation:
Traps:

Toxins:

Vacuum:

Starship Dissection
Attack
Agility

Hull

Shields

Personnel

Tech

Weapon

Special Ability

Talents:

See Species for specific Species Talents.
Engineer Talents:
Emergency Repairs:

Prerequisites: Knowledge Structural Engineering 3+ 
Type: Starship Combat

Development Point Cost: 4
Benefit: When performing a green maneuver this round, you may repair up to 2 damage to your hull. You may use this talent again when full repair are performed.
Shield Repair:

Prerequisites: Knowledge System Engineering 3+ 
Type: Starship Combat

Development Point Cost: 4
Benefit: You gain the following ability; Action: If your ship is not Cloaked, you may repair 1 Shield Token.

Ultimate Shield Repair:
Prerequisites: Knowledge System Engineering 3+ 
Type: Starship Combat

Development Point Cost: 5

Benefit: You gain the following ability; Action: You repair up to 2 Shield Tokens, and the ship cannot attack this round. You may use this talent only once a combat.

Energy Efficiency:

Prerequisites: Knowledge System Engineering 3+ 
Type: Starship Combat

Development Point Cost: 5

Benefit: You gain the following ability; ACTION: Disable 2 of your Shields in order to gain +2 attack dice this round.
OR Repair 1 Shield Token and reduce your total attack dice by 2 this round.

Action: If you performed a Green Maneuver this round, repair 1 Shield Token and reduce your total attack dice by 2 this round.
Cost: 2

Action: Disable 1 of your Active Shields in order to add +1 attack die this round.
Cost: 2
Action: Discard this card to disable any 1 Upgrade on another ship at Range 1-3. This ability may be used against a ship that is Cloaked.
Cost: 2
Starship Pilot Talents:

Action: Discard Selok to target a ship at Range 1. That ship cannot attack your ship this round.
Cost: 5

Action: Disable this card to perform an additional "2" Maneuver this round (forward or bank). You cannot attack this round.

Cost: 4
Your ship can remove 1 Auxiliary Power Token after performing a White Maneuver.
Cost: 3
Action: Place 2 {EVASION] Tokens beside your ship and reduce our total attack dice by 2 this round. You cannot perform an [EVASION] Action this round, even as a free Action.
Cost: 3

ACTION: Add 2 to your Agility for the rest of this round. Each time you defend this round, you may convert 1 (Battle Stations) result into a (Evade) result.
Cost: 3

When defending against a ship at Range 1, you may convert 1 of your [Battle Stations] results into 1 [Evade] result. 
Cost: 2

After you move, you may discard this card to place a [SCAN] Token beside your ship as a free Action, If you do so, you may immediately make an additional Green Maneuver.
Cost: 2
Tactical Officer Talents:

Action: When attacking this round, you may convert 1 [BATTLESTATIONS] result into 1 [CRITICAL] result and all of your other [BATTLESTATIONS] results into [DAMAGE] results.
Cost: 4
Each time you inflict a [CRITICAL] on an enemy ship's Hull, you may draw 2 Damage Cards (instead of 1) and choose which one to place beside the enemy's Ship Card, discard the unused Damage Card.
Cost: 4
When removing your target lock from an opposing ship in order to reroll your attack dice, you may re-roll each attack die an additional time.
Cost: 3

Action: Discard this card to target 1 ship in your forward firing arc at Range 1-3. That ship rolls 2 less attack dice this round.
Disable this card to re-roll your entire attack roll. You must re-roll all of the dice and keep the results of the second roll.
Cost: 3
If your ship has a [Battle Stations] Token beside it when you attack, you may convert 1 blank result into a [Hit] result.
Cost: 2
When your ship fires a [Secondary Weapon] Upgrade that requires you to disable it, you may disable Lojur instead of that [Secondary Weapon] Upgrade.
Cost: 2
Science Officer Talents:

If your ship has a (Sensor) Token beside it when you attack, you may convert all your (Battle Stations) results into (Hit) results.
Cost: 5
If your ship has a [SCAN] Token beside it, you may force one ship you attacked this round to re-roll one defense die of your choice.
If your ship has a [Sensor] Token beside it when you attack, you may re-roll up to 2 of your attack dice.
Cost: 3
If your ship has a [SCAN] Token beside it when you attack, you may convert 1 blank result into [DAMAGE] result.
Cost: 2
Operations Officer Talents:

When performing a [Sensor Echo] Action, you may use a [Straight] 1, [Straight] 2, or a [Straight] 3 maneuver template
Cost: 5
Action: Target a ship at Range 1. Discard this card and 1 [Crew] Upgrade of your choice on the target ship (even if that ship is Cloaked or has Active Shields). This Upgrade may only be purchased for an Jem'hadar ship.
Cost: 5

species:

Klingon: DP
+1 die on Str

+1 die on Warrior

+1 die Body

Rage Talent

Vulcan

Skill Levels:

1-2 die Trained

3-4 die Professional

5-6 die Expert

7+  die Elite

