CHARTS AND TABLES

SEARCH TABLE d10         

           Search value

Hiding

value
1
2
3
4
5
6
7
8
9-10
11-12
13-14
15-16
17-18
19-20
21+

1-
2
2
3
3
4
4
5
5
6
6
7
7
8
8
9

2
1
2
2
3
3
4
4
5
5
6
6
7
7
8
8

3
1
1
2
2
3
3
4
4
5
5
6
6
7
7
8

4
1
1
1
2
2
3
3
4
4
5
5
6
6
7
7

5
1
1
1
1
2
2
3
3
4
4
5
5
6
6
7

6
1
1
1
1
1
2
2
3
3
4
4
5
5
6
6

7
1
1
1
1
1
1
2
2
3
3
4
4
5
5
6

8
1
1
1
1
1
1
1
2
2
3
3
4
4
5
5

9+
1
1
1
1
1
1
1
1
2
2
3
3
4
4
5

                                                PATROL CHART

Ground Unit
Soldier Type

Conscript
Conscript

1st, 2nd Line
Line

Stormtrooper
Stormtrooper

Guard, Marine
Marine

Militia
Militia

Regular, Irregular
Regular

Elite 
Elite

      BREAK-OFF TABLE

AF Differential
Active/Inactive

-7 or less
8/10

-4 to -6
7/9

-1 to -3
6/8

0
5/7

+1 to +3
4/6

+4 to +10
3/5

+11 or more
2/4

Modifiers: 

Subtract one from the die roll for every previous break-off attempt.

Starships and character spaceships:

Subtract two from the die roll in a warp break off.

Starships:

Subtract the space leadership of any leader stacked with the starships from the die roll.

Add the space leadership of any enemy leader stacked with the opposing force to the die roll. 

                                                      INTERCEPTION TABLE  d10

# OF SHIPS
needed

1 (Battle formation)
1

2
3

3
5

4
7

5 or more
9

RANDOM EVENTS TABLE

p2d6   
Result

11
Accidents will happen, especially in an unfamiliar environs. A randomly selected character performing a mission in the environs receives two hits. 

12
One mission group stumbles on an enemy patrol. If enemy ground units are present in the environs, choose one of them randomly to see which generates the patrol. If no ground units exist but the enemy controls the planet, the mission group stumbles on a militia/conscript patrol. Otherwise, no event.

13
It’s the off-season for the local creatures. For the rest of the mission action segment, ignore any events involving creature attacks.

14
*Civil war breaks out. The planet’s loyalty marker is moved to the neutral space, if not already there (not applicable to planets in rebellion or Rebel control). All Coup, Diplomacy, Summon Sovereign and Start/Stop Rebellion missions are aborted. All Start Rebel Camp, Free Prisoners, Steal Enemy Resources and Sabotage missions receive a bonus dice roll. All other missions are not affected.

15
Local sympathizers raid enemy forces. You may put the planet’s PDB down, or damage an enemy unit (landed starship or ground). If you choose the latter, the unit must be that with the lowest AF.

16 *The Imperial player may commit an atrocity!

21 Lucky strike! For the rest of the mission action segment, ignore any event that would abort one or more missions.

22 Someone recognizes one of your characters in the street. All characters in the environs become detected.

23, 24
Your agents have been compromised. All characters in the environs are detected, and the enemy may conduct a search against one mission group.

25, 26
Local connections expedite missions. Every mission group in the environs receives one bonus dice roll.

31-34 Creature attacks one mission group. If a creature is named in the environs, look it up in the Creatures Chart to determine its attributes. If no creature exists (or it will not appear, e.g. Zops for the Imperial player), roll a d6. 1-5, one sentry robot attacks. 6, two sentry robots attack.

35, 36
A mob of d6 irate locals attacks one mission group. See the Irate Locals Chart to determine the type of local, depending on the race named in that environs. If two races exist, randomly determine which attacks the characters.

41-43 One mission group acquires a possession. Draw one randomly from those out of play. If no possessions are available or you are the Imperial player, draw a mulligan card.

44-46 Friendly locals shelter characters from the enemy. No more searches can be conducted in this environs for the rest of the Mission Action segment.

51 Enemy spy reveals one mission in the environs, which is aborted. All characters in the environs become detected.

52 Would-be Rebels chicken out. Start Rebellion Mission aborted. All characters in the environs are detected.

53 Wrong soldier contacted. If a Subvert Troops mission was being conducted, it is aborted and the mission group is met by a patrol (generated by the ground unit that would be subverted). If the ground unit has a leader, the mission group is captured. All characters in the environs are detected.

54 Controversial political matters argued. If a Diplomacy mission is being conducted and the mission leader does not have at least a diplomacy rating of two, the mission is aborted.

55 Confusing local protocol causes characters to involuntarily insult those that they were trying to persuade. If a Diplomacy mission is being conducted, it is aborted and the planet’s loyalty moves one space in the enemy player’s favor.

56 A beautiful sunset, a mild breeze and a glass in your hand... Your characters really needed a break. One mission group loses one bonus dice roll.

61-63 If something can go wrong, it will. Coup mission aborted. Roll 2d6 and consult the coup aborted table.

64, 65
*Populace goes wild! If a rebellion is started in this planet during this mission phase, the Rebel player will receive double the resource value of this environs (for local builds only).

66
Characters delayed by rumors. The upcoming bonus dice roll segment is canceled; no mission groups will get any bonuses this mission phase.

COUP ABORTED TABLE

2d6
Result

2
Planet loyalty shifted one space in the enemy’s favor. All characters in the coup mission are dead.

3
Planet loyalty shifted one space in the enemy’s favor. All characters in the coup mission are captured.

4 Planet loyalty shifted one space in the enemy’s favor. One character in the coup mission is captured. All characters in the environs are detected.

5 Planet loyalty shifted one space in the enemy’s favor. Mission group met by an enemy patrol (as defined in random event 12). All characters in the environs are detected.

6 Planet loyalty shifted one space in the enemy’s favor. All characters in the environs are detected.

7+
Mission canceled before anything happened. No effect other than the coup aborted. 

                                             MISSION SUCCESS TABLE 


p2d6
Result
p2d6
Result

11
AP
41
SP

12
AI
42
SI

13
D
43
S

14
D
44
S

15
D
45
S

16
DE
46
ET

21
HP
51
CP

22
HI
52
CI

23
H
53
C

24
H
54
C

25
BQ
55
CQ

26
BJ
56
CT

31
BE
61
FP

32
RB
62
FQ

33
R
63
F

34
R
64
F

35
RJ
65
FJ

36
RE
66
FT

FAILED SPACESHIP QUEST TABLE

2d6
Result

2, 3
Spaceship destroyed, characters dead.

4 Spaceship destroyed, characters captured.

5, 6
Spaceship damaged and detected.

7+
No effect.

RECRUITMENT MODIFIERS d10
+/- x
The current loyalty of the planet as applicable to the player’s side (i.e., for the Rebel, patriotic –2, dissent +1; for  the Imperial, patriotic +2, dissent –1, etc.). This modifier does not apply if the planet is in rebellion, rebellion stopped or Rebel-controlled.

+/- y
Environs size minus 4. For example, environs size 5, modifier +1; environs size 2, modifier –2.

–2 
For the Imperial if the planet is Rebel-controlled.

+1
For both sides if the planet is in rebellion.

IRATE LOCALS CHART

Race

Irate Local 
Description                                                                                                   . 

Anons

1/1

A tribe of Yester origin, a discriminated pigmy subspecies       

Ardorats

1/1

A race of rat-like humanoids
Borks

2/1

A tribe of Segunden origin, Arab peoples

Calmas

1/1

A race of toad-like humanoids

Charkhans
1/1

A race of humanoids descended from felines

Cavalkus
1/1

A mixture of many races and tribes, working and living in floating cities 



above a Venus-like planet

Deaxins

1/1

A tribe of Saurian origin, separated because of religious differences

Henones

1/1

A tribe of Rhone origin, descended from peoples of Native American race, 





living in sea platforms and domes in the world ocean of Horon. 

Illias

1/1

A tribe of Rhone origin, descendants of the followers of a peculiar 






religious sect

Jopers

1/1

A tribe of Rhone origin, descendants of the followers of another peculiar 





religious sect

Kayns (
2/4

A star-faring race of canine humanoids, see appendix B

Kirts

1/1

A tribe of Piorad origin, of Japanese descent

Leonids

2/1

A race of feline, lion-like humanoids

Moghas

2/4

A race of furry, tall, bear-like humanoids

Movews

1/1

A race of furry, teddy-bear-like humanoids about a meter tall, not very




advanced technologically, distantly related to the Moghas

Ornotins

1/1

A tribe of Segunden origin, separated because of cultural differences

Phans

1/1

A race of tritons and mermaids, fish-like people with humanoid torsos

Piorads (
1/1 (2/4)

One of the three human star-faring races, see appendix B (parenthesized



strength applies in subterranean environs)

Rhones (
1/1

One of the three human star-faring races, see appendix B

Rylians
2/1

Mud people, a strange humanoid race with pale, slimy skin living in dank 

caves

Saurians
1/1 (1/4)

A star-faring race of humanoids descended from dinosaurs, see appendix 




B (parenthesized strength applies in urban environs)

Segundens (
1/1 (2/1)

One of the three human star-faring races, see appendix B (parenthesized 




strength applies in urban environs)

Susperans
1/1

A tribe of Rhone origin, of Latin-American descent

Suvans (
2/1

A star-faring race of humanoids descended from fish, see appendix B

Theshians
1/1

Blue-skinned humanoids with bulbous heads and great intelligence, 




descendants of the ancient race that dominated this sector of the galaxy 




millennia ago

Thoks
2/4

Neanderthal-like big green humanoids who have been gradually culturized

by their insertion in the Empire, but still somewhat primitive

Ultraks
1/1

A tribe of Rhone origin, separated because of class differences

Urgaks
2/1

A tribe of Kayn origin, separated because of racial differences


Ursi
2/4

A tribe of Piorad origin, of Chinese and Korean descent, the greatest




martial artists in the Empire

Xanthons (
2/4

A star-faring race of humanoids adapted to great heat, see appendix B

Yesters (
2/1

A star-faring race of flying, bat-like humanoids, see appendix B

QUICK REFERENCE CREATURES CHART

Creature
Description

Alweg
Each character d6-2 hits

Arags
d6 (1/1) generic creatures

Batranoban
4/6, surprise

Chantenes
d6+1 (1/1) generic creatures, +1 (1/1) generic creature each round

Chardireeds
4/8, surprise

Chlorofix
Lose one bonus dice roll

Crunge
5-(best intelligence)=hits each character receives

Derigion
4/12

Dindin
7/10, if any hits on character it does not break off

Drants
Each character d6-2 hits

Drusers
Intelligence battle, IN 5 EF 10

Elilad
Each character d6-2 hits each round until break-off, each separately using column 0

Fog
If no intelligence 3+, lose bonus dice rolls

Frost Mist
*

Gach
7/12, may attack itself

Gadhars
d6 (1/1) generic creatures, every odd round starting with third d6-1 more arrive

Gamels
3/4

Gilekite
3/6, surprise

Glane
6/12, does not break off if wounded

Gragg
3/4, surprise

Gyrogos
AF 6, characters don’t fight back, -1 drm for break-off

Hysnatons
d6 (1/1) generic creatures, if any survive the second round no bonus dice rolls

Kinsog
3/4, surprise

Laboroid
3/6, surprise

Lomrels
5/6

Leonus
5/8, surprise

Magron
*

Mish
6/6, no break-off

Morna
If no diplomacy 3+, d6 (2/1) attack

Muggers
*

Namdasn
4/8, surprise

Onflam
6/4, +1 drm to break-off

Propang
5/6, +1 drm to break-off first round

Prox
6/8, -1 drm to break-off

Queemer
3/6, does not break off when wounded and even gains strength

Rotron
*

Sandiabs
No bonus dice rolls

Sekekers
d6+1 (1/1) generic creatures

Sentry Robot
4/4

Snorkas
Each character suffers d6 hits

Snow Giants
d6 (2/1) irate locals

Spithid
6/1

Stromuse
2/4, surprise

Synestins
d6 (1/1) irate locals, if Rebels win, +1 loyalty

Telebots
Intelligence battle, only most intelligent character fights, IN 3 EF 6

Thinagig
8/16, -1 drm to break-off

Thunk
5/8, does not break off if wounded and even gains strength

Valaterix
Lose bonus dice rolls

Verfusier
4/8, +1 drm to break-off

Virus
Fever causes each character EF-1 hits, Dr. Sontag and Medikit can reduce

Vorozion
d6-3 hits to one character, no break-off, combat ends if no hits caused in a round

Vrialta
10/20, Rayner Derban may recruit, unique

Wyths
*

Ym-Barror
8/8, no break-off first round

Zernipak
5/8

Zops
Rebel only, gives possession once

*Details can’t be summarized here, see creatures chart

MISSIONS SUMMARY CHART

A
Level 1=kills target. BDR: + ML’s intelligence; +1 if only one character; +1 if not detected. Mission failure d10: 8-9 characters captured, 10 characters dead.

B
Level 1=Rebel Cell. BDR: + ML’s leadership; +1 in wild environs. 

C
Each level=loyalty shift. BDR: + ML’s leadership; + planet’s coup rating.

D
Each level=loyalty shift (max. 2). BDR: + ML’s diplomacy; +1 for each other character; +/- planet’s current loyalty modifier; +/-2 friendly/enemy sovereign; +1 urban environs.

E
Level 1=friendly sovereign; level 2=neutral sov. BDR: ML’s diplomacy; any character’s leadership; +/- planet’s current loyalty modifier. Mission failure –1 loyalty.

F
Each level=one prisoner freed.

H
Level x 4=force points stolen. BDR: + ML’s intelligence; +1 for each other character.

I
Level 1 detect characters or see starfleets; level 2 learn secret. BDR: + ML’s intelligence.

J
Level 1=all prisoners freed; level=2 kill atrocity. BDR: + evasion value; + spaceship’s AF; +1 spaceship not detected. Mission failure: Failed Spaceship Quest Table.

P
Each level=one possession. 

Q
Level 1=secret revealed. BDR: +3 if no torture; +6 if torture; + interrogator’s intelligence;                  - prisoner’s intelligence.

R
Level 1=start rebellion; level 2=stop rebellion. 

S
Level 1=PDB down, destroy unit with AF 1 or damage unit with AF 2-3; level 2=PDB down and reduced, destroy unit with AF 1-3 or damage elite unit.

T
Level 1=subvert garrison, 2nd line or starship; level 2=subvert 1st line; level 3=subvert stormtrooper. BDR: +ML’s leadership.

BDR: Bonus dice rolls; ML: Mission leader.
POLITICAL STATES OF PLANETS

State
Marker used on Political Track 

Imperial control
Loyalty, any space

Imperial ownership, under occupation
Loyalty, any space

Rebellion stopped
Rebellion Stopped, in the unrest space

Rebellion
Rebellion, in the unrest space

Rebel ownership, under occupation
Rebel Control, in the unrest space

Rebel control
Rebel Control, in the unrest space

BONUS DICE ROLLS CHART(IMPERIAL

Character
A
C
D
E
H
I
J
Q
S

Barca
4
4
-1(-2)
5(4)
4
4
4
4
2

Els Taroff
3
1
0
1
1(1)
3
3
5
2

Emperor Core.
2
4
2
6(2)
2
2
1
2
0

Gelba
2
4
2
6(3)
2
2
1
2
0

Jin Voles
4
1
0
1(1)
2
2
5
2
0

Jon Kidu
3
5
1
4(3)
3
3
1
5
0

Redjac
5
2 
1
3(2)
3
3
5
3
2

Saytar
2
2
1
3(2)
2
4
3
3
0

Sen. Dermond
4
3
4
6
4
4
-
4
0

Telmen
3
3
0
3(3)
3
4
4
4
0

Thysa Kimbo
3
3
1
4(1)
3
5
-
3
0

Vans KaTieA
2
1
1
2(1)
2
4
4
2
0

Spaceship
A
C
D
E
H
I
J
Q
S

Imperial
-
-
-
-
-
-
3
-
-

Redjac’s
-
-
-
-
-
-
6
-
-

Parenthesized values indicate bonuses that the character can give his mission group if not leading it.

BONUS DICE ROLLS CHART(REBEL

Character
A
B
C
D
E
F
H
I
J
P
Q
S
T

Adam Starlight
2
1
1
0
1(1)
0
2
2
7
0
2
0
1

Agan Rafa
4
2
2
0
2(2)
0
1
3(2)
3
0
1
0
2

Boccanegra
2
2
2
0
2(2)
0
5
2
4
0
2
0
2

Bridn Murcada
7
0
0
0
0
0
4
4
3
0
4
0
0

Doctor Sontag
4
1
1
3
4(1)
0
4
6
-
0
4
0
1

Drakir Grebb
3
1
1
1
2(1)
0
3
3
2
0
3
0
1

Drakir Grebb-S
4
2
2
2
4(2)
0
4
4
-
0
4
0
2

Frun Sentel
1
5
1
1
2(1)
0
1
1
3
0
1
0
1

Frun Sentel-F
2
6
2
2
4(2)
0
2
2
-
0
2
0
2

Kogus
2
0
0
0
0
0
2
2
3
0
2
0
0

Kogus-ZA
3
1
1
1
2(1)
0
3
3
4
0
3
0
1

Ly Mantok
4
3
3
1
4(3)
0
4
4
5
0
4
2
6

Odene Hobar
3
2
2
2
4(2)
0
3
3
2
0
3
0
2

Oneste Woada
-
0
0
3
3
0
3
3
1
0
3
0
0

Prof. Mareg
4
0
0
0
0
0
4
4
2
0
4
0
0

Ran Jayma
5
1
1
0
1(1)
0
5
2
5
0
2
0
1

Rayner Derban
4
4
4
3
7(4)
0
4
4
4
0
4
2
4

Scott Rubel
1
1
1
0
1(1)
0
1
1
7
0
1
0
1

Sidir Ganang
3
1(1)
1(1)
2(1)
2(1)
0
3
3(1)
3
0
3
0
0

Tourag
2
1
1
2
3(1)
0
2
2
4
2
2
0
4(2)

Vudot Vodot
4
2
5
4
8(2)
0
4
4
-
0
4
0
2

Yarro Latac
3
1
1
0
1(1)
0
3
3
4
0
3
0
1

Zina Adora
3
2
2
2
6(2)
0
3
5
1
0
3
0
2

Possession
A
B
C
D
E
F
H
I
J
P
Q
S
T

PAM Bomb
-
-
-
-
-
-
-
-
-
-
-
3
-

Helian Drug
1
1
1
1
2(1)
-
1
1
1
-
1
-


Rare Gems
2
2
2
2
2
2
2
2
-
2
2
2
2

Advisor A.
1
-
-
1
1
-
1
1
-
-
1
-
-

Charsot
-
-
-
1
1
-
-
-
-
-
-
-
-

Cervac Mk V
3
-
-
-
-
3
4
5
-
-
1
3
-

HES Rifle
1
-
-
-
-
-
-
-
-
-
-
-
-

Assassin Blade
2
-
-
-
-
-
-
-
-
-
-
-
-

Hunter Seeker
3
-
-
-
-
-
-
-
-
-
-
-
-

Explorer
-
-
-
-
-
-
-
-
6
-
-
-
-

Interstell. Sloop
-
-
-
-
-
-
-
-
4
-
-
-
-

Stellar Courier
-
-
-
-
-
-
-
-
6
-
-
-
-

Plan. Privateer
-
-
-
-
-
-
-
-
6
-
-
-
-

Solar Merchant
-
-
-
-
-
-
-
-
1
-
-
-
-

Star Cruiser
-
-
-
-
-
-
-
-
3
-
-
-
-

S XIII
-
-
-
-
-
-
-
-
7
-
-
-
-

Parenthesized values indicate bonuses that the character can give his mission group if not leading it.

PLANET SECRETS SUMMARY CHART
Casino Galactica*
Rebel character in mission with Intelligence 4 gets possession.

Cloning Complex*
Imperial 3 force points/Resource Phase; Rebel 2 x Resource Track force points.

Dead World

Level 3 Domino effect. Planet no longer exists, units must leave.

Drug World

Characteristics (except EF) +1, 1 hit/Mission Phase, restrictions on hit removal.

Empire Forever*
Patriotic; full taxation w/o loyalty shift; -1 level Rebel C/D mission; no Rebel DE.

Gem World*

Imperial 5 force points/Resource Phase; Rebel 3 x Resource track force points.

Hyper-World

Each mission d6 bonus dice rolls; a 6 means no bonus dice rolls at all.

Imperial Archives*
Rebel level 1 ‘I’ mission reveals all planet secrets. 

Imperial Deltronics*
+2 drm to tracking Rebels. Rebel level 1 ‘I’ mission gains spaceship.

IPOC*


Imperial player turn after rebellion all provinces have no strategic assignment.

Industrial World*
Imperial 3 force points/Resource Phase; Rebel 2 x Resource Track force points.

Lab (Living) Planet*
Rebel level 1 Diplomacy causes rebellion.

Mutant World

Dissent; level 2 DE; +2 force points/environs for Imperial; creatures 2d6+1 generic.

Slave World*

Imperial 5 force points/Resource Phase; Rebel 3 x local build force points.

Trap!*


Captures detected characters when revealed.

Welcome Rebels

Unrest; any taxation Rebel loyalty shift; -1 Imperial C/D mission; No Imperial DE.

* Attribute is lost when the planet goes into rebellion; remove the counter.

DOMINO EFFECTS CHART


Effects on Planets Within the Same Star System
Effects on Other Planets of the Same Race Anywhere

Planet Without Star-faring Race
DE level 1-shift one planet (not at loyalty extreme, Rebel not capital).

DE level 2-shift two planets (not at loyalty extreme, Rebel not capital), or shift only one planet (can be at loyalty extreme or capital)
Not Applicable

Planet With Star-faring Race
DE level 1-shift one planet (not at loyalty extreme, Rebel not capital).

DE level 2-shift two planets (not at loyalty extreme, Rebel not capital), or shift only one planet (can be at loyalty extreme or capital)
DE level 1-shift one planet (not at loyalty extreme, not home, Rebel not capital).

DE level 2-shift two planets (not at loyalty extreme, not home, Rebel not capital), or shift only one planet (can be at loyalty extreme, home or capital)

Planet Home of a Star-faring Race
DE level 1-shift one planet (not at loyalty extreme, Rebel not capital).

DE level 2-shift two planets (not at loyalty extreme, Rebel not capital), or shift only one planet (can be at loyalty extreme or capital)
DE level 1-shift two planets (not at loyalty extreme,  Rebel not capital).

DE level 2-shift all planets (not at loyalty extreme, Rebel not capital), or shift only two planets (can be at loyalty extreme or capital).

DE level 3-same as level 2, can put planets in unrest into rebellion.

FORCE POINT COST CHART

Unit


Cost

Conscript/Militia 1-2
1

2nd Line/Irregular 2-4
2

1st line/Regular 3-6
3

Stormtrooper/Elite 4-8
5

Star Marine 5-10

6

Imperial Guard 6-12*
8

Corvette 1-2

1

Frigate 2-4

2

Light Cruiser 3-6

3

Heavy Cruiser 4-8
5

Rebel Battlestar 5-10
6

Imperial Battlestar 6-12
8

Dreadnought 8-16*
15

Peacemaker 1-12*
25

Suicide Squad

10

Place PDB up

1

Upgrade PDB one level
3

*May only be bought once
     ENVIRONS COMBAT AF MODIFIERS

CAUSE
MOD

Rebel unit in its own environs type
+1

Non-elite Imperial in special environs
-1

Rebel unit in Special Rebellion Combat
+1

Irregulars that successfully ambushed (first round only)
+1

Imperial non-elite units ambushed by irregulars (first round only)
-1

Friendly leadership applied to attacking
+x

Enemy leadership applied to defending
-x

Imperial elite units using Sneak Attack
+1

COMBAT CATEGORIES

UNIT TYPE
DEFINING COLOR
COMBAT CATEGORY
DETAILS

Character
White
Character Combat
Section 5

Character Spaceship
Orange
Character Spaceship Combat
Section 6

Starship
Blue
Space Combat
Section 7

Ground Military
Green
Environs Combat
Section 8

                                                      PDB CHART

PDB Level
AF/EF
Track drm

0
1/2
0

1
4/4
-1

2
9/8
-2

HYPERJUMP TABLE

2d6
(
0
1
2
3
4
5*

2
-
-
-
-
-
-
-

3
-
-
-
-
-
-
-

4
-
-
-
-
-
-
-

5
-
-
-
-
-
-
1

6
-
-
-
-
-
1
1

7
-
-
-
-
1
1
2

8
-
-
-
1
1
2
2

9
-
-
1
1
2
2
2

10
-
1
1
2
2
2
1d

11
-
1
2
2
2
1d
2d

12
1
1
2
2
1d
2d
2e

Results: 

‘(’ 
no effect, unit arrives safely. 

‘1’    
hyperjump is slightly off course, and the unit ends in the Drift 1 area of the destination star. 

‘2’    
the jump is way off course, place the unit in the Drift 2 box of the star. 

‘d’ 
the ship (one ship, for joint hyperjumps) is damaged, in addition to the drift result. 

‘e’ 
disaster; eliminate the spaceship (half, fractions rounded up, of the ships in a joint hyperjump). Any survivors go to Drift 2.

                                                            TRACKING TABLE d10

Evasion
Tracked

0, 1
10

2
9

3
8

4
7

5
6

6
5

7
4

8
3

9
2

10, 11
1

Modifiers: 

Subtract two from the die roll if the character spaceship was already detected before entering the tracking routine.

Starship tracking only:

If starships in blockade dispersal are tracking, add one to the die roll for every starship less than five in the starfleet. Subtract one from the die roll for every starship in excess of five.

If starships in battle formation are tracking, add four to the die roll regardless of number of ships present.

PDB tracking only:

Subtract the PDB level from the die roll.

                                                     FIGHTER SQUADRON TABLE

Starship
Squadron

Dreadnought
d6+2

Battlestar
d6+1

Heavy Cruiser
d6

Light Cruiser
d6-1

Frigate
d6-2

