D20 Space… Ships!

By Bill Palecek

What’s a space game without ships?  Nothing, that’s what.

These rules are primarily an adaptation of the old Alternity ship rules, changed for use with the d20 Modern vehicle combat rules.  Any feedback is appreciated.

Section One- Ship Rules

All else being equal, standard d20 Modern vehicle combat rules apply.  (Page 155 D20 Modern.)  (Vehicle Combat rules to be henceforth referred to as ‘VC’.)

Characters in Starships:

A character in a ship fills a role depending on what kind of system he is operating.  The system allows the character to use his actions to operate ship systems.

*Pilot:  Similar to the role of the Driver in VC.  On the Pilot’s action, the ship moves, using up the Pilot’s move action.  Should the pilot make one or fewer stunts, he has an attack action available.  Being a Pilot requires the skill of the same name, and the Aircraft Operation: Spacecraft feat is highly recommended.  A ship can have one and only one pilot.  Being a Pilot requires the use of a Pilot station.

*Co-Pilot:  Exactly the same as in standard VC, except requires a Co-Pilot station.

*Gunner:  Ship weapons can be configured to fire from Pilot or Gunner positions.  Each gunner requires a separate Gunner Station, but there may be more than one Gunner Station.  Each individual weapon is configured to fire from a specific station (ex: Pilot, Gunner 1, Gunner 2, etc.)  Gunner may also use Active Defense systems, provided they are keyed to his Station.  Doing so requires the use of a Readied Action.

*Sensors Operator:  A sensors operator may use the Aid Another action to help the attacks of Gunners, or may use Target Locks.  A Target Lock requires a Readied Action, and will allow the Sensors Operator to change the section of the ship hit by the gunner.  Multiple Sensors Operators may aid the same Gunner, but must be using distinct sensors systems.  Each Sensors Operator requires a Sensors Station.

*Commander:  The Commander may make a Knowledge: Tactics check, DC 10 to aid +2 to another character’s action (similar to aid another).  On a DC of 20, the +2 is added to the actions of all crew members for the duration of the next round.  A commander requires a Commander Station, and a ship can have at most one Commander.

*Engineer:  A character with an Engineering station may take an action to reallocate the ship’s power systems.  This requires an Engineering station.

*Passenger:  Those characters without stations are passengers, and get no special use of ship systems.  They may still take actions, such as using First Aid or Repair, or class abilities that add bonuses to the actions of others.  Everyone should have something to do in every combat.

A station can be reconfigured to be another type of station as an attack action by making a Computer Use check, DC 15, assuming you have access to the system.  Defeating security may be required, and stealing use of a station from an unwilling user on the other end requires an opposed Computer Use check.  (As if they were using the Defend Security ability of the Computer Use skill.)

Space Scale

Space scale uses three different scales:

Mini scale is really only appropriate for the slowest ships.  In mini scale, one square equals 4 kilometers.

Standard scale is generally used the most common ships.  One square equals 40 kilometers.

Speed scale is used for the common ships that are set up for speed.  One square equals 400 kilometers.

Large scale is used only for the fastest of ships, those with Induction Drives and made for speed.  One square equals 4000 kilometers in large scale.

Note:  I’m still tinkering with the exact rules for ship movement.  While I don’t intend for ship combat to be the focus of the campaign, I do want to get it right.  I’m trying to find an acceptable balance between the two extremes of keeping track of momentum and acceleration, and just treating ships like any other vehicle.

Driving a Ship is the same as driving a vehicle.  The bootleg turn and jump stunts are not applicable for vehicle use.  Additionally, two new stunt are available:

Loop:  A spacecraft attempting a very sharp turn may wish to loop- the maneuver is exactly the same as a bootleg turn, except the spacecraft does not cease movement after the maneuver, and continues moving.  The ship’s speed category does not change from the results of a Loop.

Spin Ship:  The ship continues moving in whatever direction and speed it originally had, however the facing of the ship changes to point in a direction of the pilot’s choice, thus allowing weapons to be brought into firing arcs.  The Spin Ship stunt requires 1 square of movement, and until the stunt is performed again (to bring the facing of the ship in line with the direction of the ship), the ship may not do any other maneuvers.  This stunt may only be done once each round.

The Spin Ship maneuver requires a Pilot check based on the size of the turn (in degrees):

45- DC 5

90- DC 10

135- DC 15

180- DC 20

A failed check results in the facing only changing 45 degrees, and a check to lose control.

Ramming- Ramming requires a stunt.  It is not recommended, as most Spacecraft will be Colossal or larger size, and Space Collision damage will always be high enough speed for the damage dice to be d20s.  Thus, most ramming will deal 20d20 to both vehicles, modified for relative speeds somewhere between 5d20 and 40d20, with the target vehicle saving for half.  (DC 15).

Losing Control- Spacecraft that lose control do not stop movement at the end of their Spin or Roll, and do not take damage from losing control.  They still might hit large obstacles and thus take damage from ramming.  (Stations, Destroyers, the Sun, etc.)

Ship Damage and Weapons:

When a ship is hit by a weapon, roll 1d20 and cross reference the roll with the number of compartments the ship has to determine the compartment hit.  

A Sensors operator with a ready action to get a target lock may make a Computer Use check to shift the result up or down on the chart.  For every five points by which the check exceeds 10, the result may be shifted one number, to max of 3.  (With a check result of 25.)  Should the compartment already be destroyed, go to the next lowest numbered, or to the top if all lower numbered compartments are also destroyed.  Excess damage overflows to lower numbered compartments in the same way.

When a ship is damaged, it must make a Durability Check, DC 15 or suffer the temporary shut-down of a random system in that compartment.  A person in that compartment with the Repair skill may jury-rig a repair to get the system online with a Repair check, DC 20.

Traditionally, the important compartments are the lowered number ones.

D20 Roll     Number of Compartments
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