1.0: SHIP CONSTRUCTION:

1.1: Ship record sheet:

[Ship type/Designation/Name (optional)]([Hull size and type]/[Hull TL])-([Turn mode])[Systems code]

([Tactical movement]/[Strategic movement]) ([Shield generation]) ([Armor generation]) ([Advanced maneuvering]) ([Atmospheric capability]) ([EM masking]) ([Cost in MCr])

1.1.1: Order of system placement: on the ship record sheet, shields (”S”, ”S1”, and ”S2”) has to come first. Then comes all armor (”A”, ”A1”, ”A2”, ”Al”, ”Al1”) in any order. After that any early generation datalink has to be mounted (”Z”, ”Zi”, “Zx”) and then all other systems can come in any order.

Example: CA1 Raven (115/12)-(2)SSSSSSSSSSSSAAAAlAAAAlAAARtRt$(IIIIII)(IIII)C(IIII)OiKc+BDx(N4)(JJ)(JJJ)H

!cM2FiXrW5MgZa?c(J)BDx(JJ)Fi(7/4) (S1) (A1) (Al) (AM2) (AC) (EM) MCr2095

1.2: Fighter squadron record sheet:
	Fighter squadron:

	Type:
	Move:

	Endurance:

	Fighter:
	Load:
	Fighter:
	Load:

	1:
	
	4:
	

	2:
	
	5:
	

	3:
	
	6:
	


Example: 

	Fighter squadron: Eagle red 1

	Type: Fighter3
	Move: 9 (11)

	Endurance: 120

	Fighter:
	Load:
	Fighter:
	Load:

	1:
	fL fR1
	4:
	fL fR1

	2:
	fL fR1
	5:
	fL fR1

	3:
	fL fR1
	6:
	fL fR1


1.21: Missile record sheet:

	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25
	26
	27
	28
	29
	30

	NAME:
	CODE:
	TL:
	SIZE:
	DAMAGE:
	EXTRAS:
	EW:

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


Example:

	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25
	26
	27
	28
	29
	30

	NAME: Phoenix LRM
	CODE: PLM125
	TL: 12
	SIZE: 5
	DAMAGE: 2-La
	EXTRAS: -k
	EW: -2

	0
	2
	4
	6
	8
	8
	8
	8
	8
	8
	8
	8
	8
	8
	8
	7
	7
	7
	7
	7
	7
	7
	7
	6
	6
	6
	5
	4
	
	
	


1.3: HULL COST:
Military hull:
5 MCr/space.

Freighter hull:
3 MCr/space.

Freighters may only use 10% of their total size to mount weapons (i.e. any system that has a ToHit roll), sensors, EW systems, Fighter bays (”V”) and shields at normal cost. Any other systems of these types cost an extra 10 MCr per space (5 for ”V”). Freighters may not have a speed higher than 6. 

Space station hull: 2 MCr/space A space station may not have any armor or any type of drive (it has stationkeeping reaction drives for free). There are several other rules that are special for space stations (se Rules: Space stations).

Ground base hull (benign environment): free

Ground base hull (hostile environment): 1 MCr/space

Asteroid base: 2 MCr/hull space

Ground bases in atmosphere may not have any shields. There are a few special rules for ground bases and asteroid bases (se Rules: Ground bases/asteroid bases).

1.4: SPEED AND TURN MODE:

See “SF-Shipyard”.

1.5: MAINTENANCE:

All interstellar craft have to carry enough spares to last the entire journey to the next supply station

Ship/fighter/small craft: ½ total ship cost per year at alert readiness.

Installations (SS/ground bases/asteroid forts and ships designed as bases that do not move for the entire year): ¼ total installation cost per year at alert readiness.

1.5.1: Freighter maintenance: Freighters and liners in commercial service (i.e. hauling goods - RU & FU  - or passengers) pay less maintenance due to the mercantile interests that use them and pay for their capacity. The rebate is 2 MCr per H and 5 MCr per Q per year (not H used for the ship’s maintenance).

1.5.2: Modifiers to maintenance costs – readiness states: At alert readiness a ships drive and sensors are fully active but all other systems will take 4D10 tactical turns to come on-line (roll for each system, all shields roll as one system). Also roll for command initiative for the force commander if the situation does not warrant a call to battle stations. At standby readiness maintenance cost is cut by 80% but all systems take 6D10 turns to come on-line and some of the crew may be on leave (8 in 10 chance), reducing crew efficiency as per the crew rules. At combat alert readiness shields and point defense systems are constantly active and all other systems take only 1D10 turns to come on-line. Combat alert readiness doubles maintenance cost.

1.6: FIGHTER AND SMALL CRAFT STATISTICS:
	Craft
	Code
	HT
	Cost
	Speed
	Endu-rance
	SC DEF
	LC DEF
	Anti-missile
	Anti-SC
	Weapons (int/ext)
	Notes



	Cutter
	Ct
	1
	5
	7
	12h
	0
	-4
	-
	-
	-
	BbP:1, sensor rating 1

	Military cutter
	Ctm
	4
	10
	8
	24h
	-1
	-5
	4
	2/1
	-
	BbP:1, sensor rating 1

	Cargo shuttle
	St
	1
	5
	4
	12h
	+1
	-3
	-
	-
	-
	BbP:2, sensor rating 1

	Military shuttle
	Stm
	1
	10
	6
	24h
	0
	-4
	3
	2
	-
	BbP:2, sensor rating 1

	Assault shuttle
	Ast
	3
	20
	7
	24h
	-1
	-5
	5
	3/1
	-
	BbP:2, sensor rating 2

	Advanced Assault shuttle
	Ast1
	9
	30
	8
	48h
	-1
	-6
	6
	4/2/1
	0/1
	BbP:2, sensor rating 3

	Recon shuttle
	Str
	5
	25
	7
	96h
	0
	-4
	4
	2/1
	-
	BbP:2, sensor rating 4

	Advanced Recon shuttle
	Str1
	11
	
	8
	144h
	-1
	-5
	5
	3/1
	0/1
	BbP:2, sensor rating 6

	Gunship
	GS
	7
	50
	9
	6h
	-0
	-5
	5
	3/1
	0/4
	BbP:2, sensor rating 4

	Adv. Gunship
	GS1
	12
	75
	10
	12h
	-1
	-6
	6
	4/2/1
	1/5
	BbP:2, sensor rating 5

	Fighter-1
	F1
	4
	10
	12-x
	20’
	0
	NA
	-
	-
	0/1
	Sensor rating 1

	Fighter-2light
	F2l
	6
	15
	14-x
	30’
	0
	NA
	-
	-
	0/1
	Sensor rating 2

	Fighter-2heavy
	F2h
	6
	20
	12-2/3x
	20’
	0
	NA
	-
	-
	1/1
	Sensor rating 2

	Fighter-3
	F3
	8
	25
	14-2/3x
	60’
	0
	NA
	-
	-
	0/2
	Sensor rating 3

	Fighter-3recon
	F3r
	10
	30
	14-x
	150’
	0
	NA
	-
	-
	0/1
	Sensor rating 4

	Fighter-4
	F4
	11
	30
	13-½x
	90’
	0
	NA
	-
	-
	1/2
	Sensor rating 4

	Fighter-4recon
	F4r
	13
	35
	15-2/3x
	180’
	0
	NA
	-
	-
	0/2
	Sensor rating 5

	Fighter-5
	F5
	15
	45
	15-½x
	60’
	0
	NA
	-
	-
	0/4
	Sensor rating 4


1.6.1: Small craft weapon speed/turn mode effects:

	
	Fighter effects:
	Small craft effects:

	Weapon size:
	Speed reduction:
	TM increase:
	Speed reduction:
	TM increase:

	1
	0
	0
	0
	0

	2
	1
	1
	0
	0

	3
	3
	1
	1
	0

	4
	6
	2
	1
	1

	5
	NA
	NA
	2
	1

	6
	NA
	NA
	3
	2


Small craft speeds are only reduced (and turn modes are only increased) once for internal weapons and once for external weapons (use the largest weapon mounted). Fighters total the effect from all carried ordinance (internal and external) and modify the result as noted under “Speed” above (TM is modified by the same number).

1.6.2: Small craft transport capability:

	Small craft
	Personnel capacity
	Cargo capacity

	Cutter (any)
	10 points
	50 points

	Shuttle (cargo)
	75 points
	375 points

	Shuttle (military, assault)
	50 points
	250 points

	Shuttle (recon)
	10 points
	50 points


1.7: SHIP SYSTEMS:
	SYSTEM:
	CODE:
	SIZE:
	COST:
	TL:
	NOTES:

	Armor and hull systems:
	
	
	
	
	

	Armor
	A
	½
	2
	Ind-2
	

	Composite armor 
	A1
	1/3
	3
	7
	

	Ablative armor
	Aa
	½
	4
	10
	½ damage (round down) from lasers.

	Advanced composite armor 
	A2
	¼
	4
	13
	

	Advanced ablative armor
	Aa1
	1/3
	6
	15
	½ damage (round down) from lasers.

	Shield
	S
	½
	4
	1
	

	Improved shield
	S1
	1/3
	6
	8
	

	Advanced shield
	S2
	¼
	8
	14
	

	Integrity field generator
	$
	1
	15
	7
	Removes the penetrating abilities of one primary beam per salvo (primary beams still skip shields).

	Improved integrity field generator
	$1
	1
	35
	13
	Removes the penetrating abilities of two primary beam per salvo (primary beams still skip shields).

	Atmospheric capability
	(AC)
	-
	*
	*
	Cost=(HullSize) MCr, maximum hull size: (10+10*TL) hull spaces

	EM masking
	(EM)
	-
	*
	Ind-2
	Cost=(HullSize) MCr, reduces detection range when drives shut down

	Jump carrier rack
	@
	1
	20
	1
	Carries 20 hull spaces of ships. Capacity may be combined by adjacent “@”.

	Infrastructure systems:
	
	
	
	
	

	Spaceport module
	(SPx)
	-
	0,1x
	Ind-2
	Handles x spaces freight per month

	Cargo handling system
	(CHS)
	15
	100
	Ind-2
	Handles 150 freighter calls per month. Needs a  number of “H” equal to the largest freighter calling on it. Also requires small craft to carry the loads to/from orbit: 1 St ferries 750 “H” per month and 1 boat bay point must be available for each.

	Improved cargo handling system
	(CHS2)
	10
	200
	3
	As above, but serves 250 calls per month.

	Machine shop module
	Ms
	1
	10
	1
	10 construction points per space

	Shipyard (Dry-dock) module
	(Syx)
	1
	2
	1
	x=size. Increases construction points on any ship that fits inside. Collapses: each point of damage destroys 1D10 spaces OR 1 space plus 1 point of damage to any carried vessel.

	Transport systems:
	
	
	
	
	

	Cargo hold
	Hx
	x
	3+x
	Ind-1
	Holds 500 load points per space.

	Quarters
	Q
	1
	5
	Ind-2
	Passenger/troop transport, 50 crew points.

	Fighter support pack
	fLs
	x
	0.25x
	5
	x*25% increase to fighter endurance.

	Boat bay (small)
	(BbS)
	1
	10
	1
	Holds 2 boat bay points, includes the equipment necessary for a command ship. May not rearm fighters

	Boat bay (medium)
	(BbM)
	2
	15
	1
	Holds 4 boat bay points, as above

	Boat bay (large)
	(BbL)
	3
	20
	1
	Holds 6 boat bay points, as above

	Fighter launch bay
	V
	x
	5+5x
	4
	Holds 1 BbP per HS, required to launch/recover fighters. Any fighters stored in “Vb” have to be transferred to a “V” and prepped for 5 turns to launch.

	Hangar bay
	Vb
	x
	5+5x
	1
	Holds 2 BbP per HS. May rearm but not launch/recover fighters.

	Missile weapons:
	
	
	
	
	

	Magazine
	Mg
	1
	10
	Ind-2
	Holds 150 load points.

	Missile launcher
	Rx
	x
	5+10x
	Ind-2
	

	Sprint missile launcher
	Gx
	x
	5+5x
	Ind-2
	

	Gun/missile launcher
	Wx
	x
	20x
	2
	

	Missile Tube
	Rt
	1
	8
	1
	Holds 8 load points of missiles. A ship may launch as many missiles from tubes as it has offensive weapons (including ”T”, ”Pb”, ”Ti”, “Tc” and ”Gf”), drone missiles are free. Other fighter weapons require 2 extra load points but are then turret mounted.

	Fighter light sprint missile launcher
	fW
	x
	1,5+

0,5x
	6
	

	Long-range missile
	LRM
	x
	*
	Ind-2
	

	Short-range (sprint) missile
	SRM
	x
	*
	Ind-2
	Not affected by EDMs.

	Anti-fighter missile
	AFM
	x
	*
	2
	

	Anti-fighter rocket
	AFR
	x
	*
	1
	Not affected by EDMs.

	Enhanced drive field missile
	EDM
	x
	*
	3+
	Remains active throughout the combat phase. May try to intercept up to “max intercept” # of missiles after point defense fire if launched as a reaction to incoming fire (before or after PD rolls). “Max intercept” goes up by 2 if launched in the normal combat sequence.

	Targeting drone
	DTx
	x
	2x
	8
	Drone-type missile ordinance. Maximum range is 5 times size (minimum size 2). Effect as “!a” against one target for 1 salvo of HAWK-equipped missiles.

	Improved targeting drone
	DTix
	x
	4x
	11
	As above, but effect as “!b”.

	Advanced targetting drone
	DTax
	x
	7x
	15
	As above, but minimum size 3 and effect as “!c”.

	Anti-matter warhead
	-a
	-
	*
	10
	Explodes (at 10*damage) if magazine is destroyed.

	Advanced anti-matter warhead
	-a
	-
	*
	15
	Explodes as above.

	Anti-drive missile
	-ADM
	-
	*
	11
	Damages active engines, 1 point (normal) against drive down or stationkeeping targets.

	Self-targeting missile
	-K
	-
	*
	7
	May be fired at targets outside normal firing arc at –2 

(-1 vs/ fighters/smallcraft) per 60 degrees out of arc. May also be fired at targets beyond normal targeting range at –2 (-1) for every 10 hexes out of range the target is.

	Drone missile
	-d
	-
	*
	1
	Can be launched free from “Rt”, with “-r” can be launched from inside an atmosphere. Required for fighter munitions.

	Rocket boosted missile
	-r
	-
	*
	Ind-1
	Required to fire into or out of atmosphere. EXCEPTION: missiles launched from “R”, “G” or “W” in PDCs do not require “-r” (it is included in the launcher).

	Detonation laser warhead
	-L
	-
	*
	5
	EW-2 extra, damage as a laser. Range 0 laser heads does not require “-d” ,

	Antimatter detonation laser warhead
	-La
	-
	*
	12
	As normal laser head, detonation damage x15.

	Plasma gun weapons:
	
	
	
	
	

	Plasma gun
	Pg
	2
	20
	6
	EW-3

	Improved plasma gun
	Pgi
	3
	40
	13
	EW-5

	Cannon-type weapons:
	
	
	
	
	

	Fighter gun
	fG
	x
	0,6+

0,2x
	4
	Defense rating 1+0,5x

	Improved fighter gun
	fGi
	x
	0,7+

0,3x
	8
	Defense rating 1,5+0,5x

	Advanced fighter gun
	fGa
	x
	0,8+

0,4x
	12
	Defense rating 2+0,5x

	Anti-fighter gun
	Gf
	3
	10
	2
	Defense rating 6

	Basic Point defense system
	Db
	2
	15
	Ind-2
	Defense rating 4

	Point Defense system
	D
	2
	20
	3
	Defense rating 6. May protect any datalinked (”Z” or ”Zi”) vessel at –2 ToHit per hex range.

	Improved point defense system
	Di
	2
	25
	5
	Defense rating 7. May protect any datalinked (”Z” or ”Zi”) vessel at –2 ToHit per hex range.

	Escort point defense system
	De
	2
	30
	6
	Defense rating 6. May protect any datalinked (”Z” or ”Zi”) vessel at -1 ToHit per hex range and one other vessel (30 minutes to change) at -2 per hex range.

	Capital point defense
	Dc
	3
	50
	8
	Defense rating 8. May protect any datalinked (”Z” or ”Zi”) vessel at -1 ToHit per hex range.

	Advanced point defense system
	Dx
	2
	50
	11
	Defense rating 8. May protect any datalinked (”Z” or ”Zi”) vessel at -1 ToHit per hex range.

	Datalink point defense system
	Dz
	3
	100


	15
	Defense rating 9. May protect any datalinked (”Z”, ”Zi”  or ”Z2”) vessel at -1 ToHit per hex range.

	Kinetic weapons:
	
	
	
	
	Kinetic accelerators have limited firing arcs: 120 degrees ahead (coded “+”), 120 degrees aft (“-“) or 60 degrees to each side (“>”).

	Basic kinetic accelerator
	Kb
	6
	50
	4
	EW-5

	Kinetic accelerator
	K
	5
	65
	6
	EW-6

	Capital kinetic accelerator
	Kc
	12
	120
	9
	EW-8

	Advanced kinetic accelerator
	Ka
	4
	80
	13
	EW-7

	Laser weapons:
	
	
	
	
	Lasers ignores any shields

	Fighter laser
	fL
	x
	1,5+

0,75x
	7
	

	Improved fighter laser
	fLi
	x
	3+x
	14
	

	Basic laser
	Lb
	4
	15
	Ind-2
	

	Laser
	L
	4
	20
	1
	

	Pulse laser
	Lp
	5
	30
	4
	

	X-ray laser emitter
	Lx
	3
	40
	6
	Requires (DEC)

	X-ray laser detonation chamber
	(Dec)
	10
	65
	6
	Powers 4 ”Lx”, may explode: If any “Lx” rolls a “0” on a ToHit roll, roll 1D10; on a “0” 1 (DEC) is destroyed and another D10 is rolled; on a second “0” 1 (DEC) explodes for 250 points of damage.

	X-ray laser warhead
	LWH
	(5)
	1
	6
	

	Improved laser
	Li
	3
	25
	7
	

	Capital laser
	Lc
	6
	50
	8
	

	Advanced laser
	La
	3
	40
	12
	

	Heterodyne laser
	Lh
	6
	65
	14
	

	Particle beam weapons:
	
	
	
	
	Particle beams ignore armor and cargo holds

	Fighter energy beam
	fE
	x
	4+x
	12
	

	Basic energy beam
	Eb
	4
	25
	4
	

	Energy beam
	E
	4
	35
	6
	

	Capital energy beam
	Ec
	6
	50
	9
	

	Variable-setting energy beam
	Ev
	6
	60
	10
	Fires as “Ec” or “N”.

	Advanced energy beam
	Ea
	3
	50
	13
	

	Advanced capital energy beam
	Ex
	4
	80
	15
	Fires as “Ec” or “N”.

	Needle beam
	N
	6
	55
	8
	If fired at a target w/o shields inside precision fire range (minus one step per effective point of ECM) may target any known system.

	Overload damper
	O
	1
	20
	7
	Reduces damage from particle beam weapons by 1 each or by 4 if burned out.

	Improved overload damper
	Oi
	1
	50
	12
	Reduces damage from particle beam weapons by 2 each or by 6 if burned out.

	Erlisher-effect weapons:
	
	
	
	
	

	Basic force beam
	Fb
	3
	30
	3
	

	Force beam
	F
	4
	40
	5
	

	Capital Force beam
	Fc
	6
	80
	8
	

	Variable-focus force beam
	Fv
	6
	90
	9
	Fires as “Fc” or “P”.

	Improved force beam
	Fi
	3
	35
	10
	

	Advanced force beam
	Fa
	4
	60
	13
	

	Advanced capital force beam
	Fx
	6
	120
	15
	Fires as “Fx” or “Pc”.

	Primary beam
	P
	5
	40
	5
	Ignores shields, armor and cargo holds, hits the n:th possible system (n= 1D6, 1D10 or 1D20). If fired at a target tractor beamed by attacker may target any known system.

	Capital primary beam
	Pc
	8
	80
	8
	As above, but may roll 1D40.

	Advanced primary beam
	Pa
	4
	30
	12
	As “P”.

	Tractor beam
	T
	2
	10
	3
	Max range 5.

	Presser beam
	Pb
	2
	10
	4
	Max range 5.

	Improved tractor beam
	Ti
	2
	15
	7
	May be used as either tractor or presser beam, max range 5.

	Capital tractor beam
	Tc
	3
	25
	9
	May be used as either tractor or presser beam, max range 8.

	Shear plane
	C
	1
	15
	4
	Cuts tractor beams.

	Drive systems:
	
	
	
	
	

	Engine module
	I
	2
	5
	1
	

	½-size engine module
	i
	1
	4
	1
	

	Jump (strategic) engine module
	J
	14
	15
	1
	

	¾-size jump engine module
	y
	3
	11
	1
	

	½-size jump engine module
	j
	2
	10
	1
	

	Navigation computer
	(Nx)
	1
	10x
	1+
	x max=(TL+1)

	Advanced maneuvering
	(AM)
	-
	*
	5
	Cost=(EngineSize*3) MCr

	Advanced maneuvering 2
	(AM2)
	-
	*
	11
	Cost=(EngineSize*6) MCr

	Command/Communication and EW systems:

	Limited bridge
	Bb
	1
	5
	Ind-2
	See 3.2.3, max 3 systems

	Bridge
	B
	1
	10
	Ind-2
	See 3.2.3

	Advanced bridge
	Ba
	1
	15
	6
	See 3.2.3, max 8 systems

	Flag bridge
	Bf
	1
	10
	Ind-2
	Holds 1 BbP, includes the equipment necessary for a command ship. A cutter is required for any admiral present.

	Hyperpulse  transmitter
	(HPG)
	10
	500
	4
	

	Hyperpulse receiver
	(HPR)
	50
	1000
	4
	

	Improved hyperpulse generator
	(HPGi)
	20
	2000
	9
	Integrated transmitter/receiver

	Very large communication array
	(VLCA)
	100
	3000
	13
	May only be mounted on static Installations

	Combat information center
	(CIC)
	4
	50
	1
	

	Improved combat information center
	(CICi)
	3
	60
	7
	

	Advanced combat information center
	(CICa)
	2
	80
	14
	

	Multiplex tracking system
	Mx
	1
	10x-5
	1+
	Maximum level=(TL)

	Improved multiplex tracking system
	Mix
	8
	200x
	9+
	+1 ToHit per level, ½ modifier (round up) versus fighters and (round down) versus missiles. Maximum level=(TL-5)/4 (FRD).

	Fire coordinator central
	(FCC)
	4
	100
	Ind-2
	Allows mounting ship plus any 2 other ships to fire as a datagroup, but they fires last in the combat phase.

	Improved fire coordinator central
	(FCI)
	5
	150
	4
	As (FCC) but links 4 vessels

	Advanced fire coordinator central
	(FCA)
	6
	250
	9
	As (FCC) but links 5 vessels

	2nd generation fire coordinator central
	(FC2)
	8
	500
	14
	As (FCC) but links 8 vessels

	Datalink system
	Z
	1
	20
	3
	Datalinks 2 vessels.

	Improved datalink
	Zi
	1
	40
	5
	Datalinks 3 vessels.

	Armored datalink
	Za
	2
	50
	7
	May be placed as standard system, works like ”Zi”.

	Advanced datalink
	Zx
	1
	60
	10
	Datalinks 4 vessels.

	Command datalink slave
	Z2
	3
	80
	15
	Works like ”Za” (max link 4 vessels), if coordinated by ”Z2c” may link 6 vessels.

	Command datalink master
	Z2c
	10
	250
	15
	Datalinks to 5 ”Z2” .

	Navigation survey module
	Xn
	5
	100
	1
	

	Astrographic survey module
	Xa
	20
	150
	Ind-2
	

	Planetary survey module
	Xp
	10
	120
	Ind-2
	

	Long range scanners
	Xr
	2
	30
	3
	Sensor rating 6

	Improved long range scanners
	Xi
	2
	50
	8
	Sensor rating 7

	Scanner module
	Xm
	6
	40
	1
	Sensor rating 8

	Improved scanner module
	X1
	5
	60
	10
	Sensor rating 9

	Hyperwave scanner
	Xh
	25
	500
	4
	

	Improved hyperwave scanner
	Xhi
	10
	400
	12
	

	Fighter recon pack
	fXr
	(2)
	3
	6
	Sensor rating 4

	Improved fighter recon pack
	fXi
	(3)
	8
	10
	Sensor rating 5

	Advanced fighter recon pack
	fXa
	(3)
	15
	15
	Sensor rating 6

	Fire control ECM
	?a
	1
	*
	2
	-1 to firecontrol (-0 for fighter beams/fW), Cost=(Tonnage/5) MCr.

	improved fire control ECM
	?b
	1
	*
	5
	-2 to firecontrol (-1 for fighter beams/fW), Cost=(Tonnage/3) MCr.

	Advanced fire control ECM
	?c
	2
	*
	9
	-3 to firecontrol (-1 for fighter beams/fW), Cost=(Tonnage/2) MCr.

	2nd generation fire control ECM
	?d
	2
	*
	13
	-4 to firecontrol (-2 for fighter beams/fW), Cost=(Tonnage) MCr.

	Masking ECM
	?m
	1
	*
	3
	Cost=(EngineSize*2) MCr, reduces detection range.

	Communication jamming ECM
	?j
	2
	90
	8
	Jams enemy datalinks within 5 hexes.

	ECCM
	!a
	2
	40
	4
	Negates one ”?a” or reduces the targeting penalty vs/ “?b”, “?bc or “?d” by 1 for carrying vessel and any datalinked vessels.

	Improved ECCM
	!b
	2
	60
	8
	Negates one ”?a”, “?b” or “?2” or reduces the targeting penalty vs/ “?c” or “?d” by 2 for carrying vessel and any datalinked vessels.

	Advanced ECCM
	!c
	3
	80
	12
	Negates one ”?a”, “?b”, “?c” or “?2” or reduces the targeting penalty vs/ “?d” by 3 for carrying vessel and any datalinked vessels.

	2nd generation ECCM
	!d
	3
	100
	15
	Negates one ”?a”, “?b”, “?c”, “?d” or “?2” for carrying vessel and any datalinked vessels.

	Deception ECM
	?q
	3
	*
	10
	Cost=(Tonnage*1) MCr, reduces apparent hull size or engine strength by up to 50% or increases it by up to 100%, and may change apparent hull type, seen through at the same range as cloaked shutdown starships are detected.

	Second generation ECM
	?2
	5
	*
	14
	Cost=(100+Tonnage*1) MCr, any of the above or cloaking (1 turn to change).

	Fighter ECM
	f?
	(2)
	6
	9
	-1 to firecontrol, negated by “!c” or better (one “!c” negates up to 6 “f?”).

	Improved fighter ECM
	f?i
	(3)
	10
	12
	-2 to firecontrol (-1 for fighter beams/fW), reduced to -1 by “!c” or “!d” (one “!c” or “!d” negates up to 6 “f?i”).

	Advanced fighter ECM
	F?a
	(1)
	5
	13
	As “f?” above.


