(Z21.0) INDEX

#2d10-: (B2.13)

2d10+: (B2.12)

2d10x: (B2.14)

3d10med: (B2.16)

3D Rules: (C4.0)
Damage Facings: (D3.11)
Firing Arcs: (D2.21)

mmunition Explosions: (D3.253),
1 &(G3.13),(D3.223)

Armor:

Adding to Soak Rolls: (D3.233)

Damaged by Nuclear Weapons: (D5.25)

Skin Armor: (D3.224)

Symbology: (D1.21)
Armor Piercing:

Lasers: (E2.22)

Kinetics: (F3.16)
Atmospheres:

and Laser Fire: (E2.14)
AVID:

in 3D: (C4.2)

Color Bands: (C4.2121)

Explained with graphical examples: (A4.1)

Facings: (C1.13)

Firing Arcs: (D2.1)

Marking & Notation: (C1.13) [2D], (C4.22)

(3D]
Seeking Weapons and (F1.11)
Targeting (F1.11)

allistic Weapons: (F1.0)
B See also: Seeking Weapons, Katyushas,
Large Missiles, Tri-Missiles
Batteries:
Damage To: (D3.35)
Power Contained: (B5.123)
Science Behind: Between (B5.172) and (B5.18)
Beam Weapons: (E2.0)
and Aggregating Fire: (D3.221), (E1.142),
(B6.231)
Armor Piercing: (E2.22)
Downfiring: (E2.21)
and ECM: (D6.131)
and Flex Points: (B6.22)
and HIRTS: (D6.3)
Science Behind: After (E2.24)
and Targets at Rest: (E2.13)

See also: Zone Defence

Bidding Fuel: (H1.15)

Bingo Fuel: (H1.16)

Big Missiles: (F4.0), (F6.22)
Codes: (F6.62)
Constructing: (F6.0)
Exploding in Mount: (D3.253)
Shell Symbols: (F1.22)
See also: Seeking Weapons

Bridge Damage: (D3.32)

Cannibalization; (G2.34)
Cargo:

Damage To: (D3.36)

Discarding to reduce mass: (C3.263)

Endurance From: (G1.112)

Exploding Magazines: (G3.13)

Magazines as (G3.111)

Repairs: (G2.13)

Repairing a Cargo Space: (G2.344)

Shuttles as (G4.41)

Transfer Between Ships: (G4.0)
Close Flying: (C5.43)

Coilguns: (F3.0)

Launching: (F1.1)

Purchasing Shells: (F3.15)

Shellstar: (F1.0)

Shell Symbols: (F1.22)

Special Ammunition: (F3.15)

See also: Ballistic Weapons
Communications Gear: (D6.4)
Core Region:

Penetrating Shot: (D3.13)

Nuclear Damage: (D5.33)

Crew: (G1.0)

Damage Control: (G2.12)

Elite: (G1.16)

Poor: (G1.13)

Radiation Effects: (D5.24)

Surrender: (H1.232)

Transfer Between Ships: (G4.31)
Cylindrical Ships and Penetration: (D3.144),

(D3.13)

D amage: (D3.2)
Aggregating Beam Fire: (D3.221)

Coming In Between Surface Regions: (D3.122)

to Destroyed Systems: (D3.236)

and Involuntary Rolls: (C4.242)

and Involuntary Spins: (C3.322)

Kinetic Weapons as Separate Damage Pool:
(D3.222)

Nuclear Blast: (D5.2), (D5.3)

ATTACK VECTOR: TACTICAL

Numbers Behind: Notes just before (D3.3)

Penetration: (D3.1)

To Weapons: (D3.25)

Victory Points: (H1.231)

Damage Control: (G2.0)

Common system Table: (Z4.0)

During Combat: (G2.2)

Outside Combat: (G2.3)

Depot Repairs: (G2.4)

Decoys: (F6.4)

Vulnerability: (F2.232)
Delays: (B1.23)
Detection: (D6.23)

Die Rolls: (B2.1)
Disengaging: (H1.16)
Displacement: (C2.24)

and Engine Shut-oft: (C2.243)

Ghost (C2.243)

While Pivoting and Thrusting: (C3.241)
Downlfiring Lasers: (E2.21), (F2.331)
Drive Flare as Zone Defence: (F2.37)
Drums: (F3.14), (G3.11)

CM: (D6.1)
EDisabled While Thrusting: (D6.122)
ECCM: (D6.1)
Electronic Warfare: (D6.1)
ECCM with Flex: (B6.25),(D6.126)
And Outstanding Crew: (B6.25)
Power Costs Of: (D6.125)
EMP Warheads: (D5.127), (F6.41)
Encryption: (D6.42)
Endurance: (G1.112)
Engine Damage: (C2.28)
Engine:
Damage From Extended Use (C2.28)
Damage To: (D3.26)
Delay Between Activations: (C2.271)
Firing On: (D3.16)
Nuclear Damage: (D5.26)
Escort, Riding (C5.43)
Escort Zone Defense: (F2.4)
Evading Seeking Weapons: (F2.1)
Excess Heat: (B5.23)

acing: (C1.13)
FShorthand Notation: (C1.11), (C4.212)
Figure C-25 [after (C4.2121)]
Fire Orders: (B3.23)
Fire Sequencing: (B3.23)
and Flex Points: (B6.23)
Flag Points: (B6.3)
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Communications Requirement: (B6.31)
Elite Crews and: (B6.234)

Formation Use: (C5.41)
Poor Crews and: (B6.323)
Regeneration: (B3.293)
Flex Points: (B6.1)
Aggregating Beam Fire: (D3.221), (E1.142)
Communication Between Players: (D6.42)
Generation: (B6.1)
Joining Formations (C5.422)
Not Used For Armor-Piercing Lasers: (E2.23)
Not Used For Downfiring Lasers: (E2.23,
(B6.234))
Not Used to Shift Aim Point of Beams (B6.233),
(D3.132)
Penalties for Losing: (B6.13)
Regeneration: (B3.281)
Riding Escort And (C5.431)
Sniping Weapons Mounts: (D3.17)
Targeting Propulsion Systems: (D3.162)
Use In Ramming (C5.32)
Formations: (C5.4)
Limits on: (C5.41)
Joining: (C5.42)
Fuel:
Bidding: (H1.15)
Cost: (H1.134)
Damage To: (D3.37)
Initial Usage: (H1.14)
Tracks: (D1.13)
Transfer Between Ships: (G4.32)
Usage: (C2.25)
Fragile Systems: (G2.24)
Fragmentation Shot: (F3.17)
Frame of Reference Shifts: (C2.36)

ame Scale: (B1.1)
GGhost Displacement: (C2.243)
Gotcha Rules: Explained Near (C2.257)
Delays Between Engine Activations: (C2.271)
Ghost Displacement (C2.243)

Displacement While Pivoting (C3.241)
Thrusts Greater Than 8 (C2.29)

H alf-Colored Displacement Arrow:
(C2.241)

Half Rations: (G1.113)
Hardening: (F2.22)
Heat Exchangers: (E1.13)
Heat Generation: (B5.21)

by Damaged Reactors: (B5.212)
Heat Index: (B5.23)

Heat Points: (B5.22)
Heat Sinks: (B5.22)

Damage To: (D3.35)

Lithium Heat Sinks: (B5.222)

Sodium Heat Sinks: (B5.221)

Water Heat Sinks: (B5.223)

Science Behind: Page after (B5.242)
Hex Corners, Thrust, and Movement: (C2.234)
HIRTS: (D6.3)

Need flex point to use: (B6.27), (D6.324)
Hit Locations: (D3.23)
Hyperdrives:

Damage To: (D3.332)

Star Relative to Tactical Map: (H1.114)

Intelligence Gathering: (D6.26)

atyushas: (F4.18), (F6.1)

KConstructing: (F6.1)

Exploding in Mount: (D3.253)

Launching: (F1.1)

Shellstar: (F1.0)

Shell Symbols: (F1.22)

See also: Seeking Weapons
Keeping Everybody On The Map:

and Shared Vectors: (C2.36)
Kinetic Weapons: See Seeking Weapons

l asers: See Beam Weapons
Life Support: (G1.11)

Damage To: (D3.331)
Long Orders (B3.24)

Damage To: (D3.26)

Firing On: (D3.16)
Nuclear Damage: (D5.26)
MHD Power: (B5.17)
Damage To: (D3.342)
Missiles: (F4.0)
Codes: (F6.62)
Constructing: (F6.0)
Exploding in Mount: (D3.253)
Hardening: (F2.22)
Launching: (F1.1)
Shell Symbols: (F1.22)
Vulnerability: (F2.23)
See also: Seeking Weapons, Large Missiles, Tri-
Missiles
Movement Grid: (C2.14)
in 3D: (C4.33)

uclear Weapons: (D5.0)
NCosts in Missiles: (F6.42)
and ECM: (D5.126), (D6.132), (D6.134)
and Flex Points: (B6.246), (D5.122)
In the Wrong Shellstar Zone: (F2.14)
and Sensor Damage: (D6.24)
Vulnerability: (F2.23)
See also: Seeking Weapons, Large Missiles,
Tri-Missiles

O rbital Mechanics (C6.0)
Orders Step (B3.22)
Fire: (B3.23)

Long: (B3.24)
Writing of: (B3.22)

ivots: (C3.0),(C4.0)
P Cannot Persistent Spin and also Pivot/Roll:
(C3.36)
Damage To Jets: (D3.265)
and Displacement: Gotcha rules above (C2.26)
Persistent Spins: (C3.3)

uarters: (G1.114)
QDamage To: (D3.36)
adiators: (B5.24)
RDamage To: (D3.35)
and Surrender: Designer’s Note (B5.24)
Science Behind: Page after (B5.242)
Ramming: (C5.2), (C5.3)
Rate of Closure: (F1.213), alternate rounding of
(F1.2131),(F1.24)
Thrusting Toward/Away From Shell: (F2.132)
Reactors: (B5.16)
Activation/Deactivation: (B5.152)
Damage To: (D3.34)
Heat Generation: (B5.212)
Reloading: (G3.0)
Repairs: See Damage Control
Remainder Grid: (B4.44)
Rocket Science: below (C2.29)

Rolls: (C4.24)
and Timing Tracks: (C3.23), (D1.12)

ample Missiles: (F6.63)
SScenario Setup: (H1.1)
Science Behind the Numbers:
Batteries: Below (B5.172), above (B5.18)
Damage: Below (D3.266), above (D3.3)
Detection (A2.3)
Interceptions: (H1.142)
Lasers: After (E2.24)
Laser Heat and Cooling: (E1.15)
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Heat Sinks: (B5.24)
Radiators: (B5.24)

Rocket Science: after (C2.29)
Weapon Failure Numbers:
(D3.252)

Secret and Simultaneous Resolution
(B3.12)

Seeking Weapons: (F1.0)
and Adding Vectors: (C2.3)
Codes: (F6.62)

Coilguns: (F3.0)

Constructing Missiles: (F6.0)

Drums: (F3.14)

and ECM: (D6.133)

Evading: (F2.1)

and Flex Points: (B6.24)

Hardening: (F2.22)

and HIRTS: (D6.34)

Launching: (F1.1)

Missiles: (F4.0)

and Sensor Damage: (D6.24)

Shellstar: (F1.0)

Shell Symbols: (F1.22)

Vulnerability: (F2.23)
Sensors: (D6.2)

Blinding: (D6.24)

Blinding With Nuclear Weapons:

(D5.22)

Damage To: (D6.25), Destruction

of:by Nuclear Blasts: (D5.222)

Repair of: (G2.2)

Sequence of Play: (B3.1)

Shellstar: (F1.0)

Shot Geometry Table: (F1.25)

Shuttles: (G4.4)

Skin Armor and Soak Rolls:
(D3.224)

Soak Rolls: (D3.23)
and Destroyed Systems: (D3.236)
Roll Exceeds Damage Remaining:
(D3.234)
and Weapon Armor: (D3.237)

Split Boxes on Thrust Chart:
(C4.32)

Stacking Tiles:

Size & Color: (B4.53)

Structural Integrity: (D3.31)
Damage from Nuclear Weapons:
(D5.25)

Soak Rolls of Zero: (D3.2321)

Surrender: (H1.232)

and Radiators: Designer’s Note
(B5.24)

System Armor and Soak Rolls:
(D3.233)

actics and Vector Movement:
TNotes on page after (C2.35)
Targeting AVID: (F1.11)
Thrust: (C2.2)
in 3D: (C4.3)
Break Conditions: (C2.25),
(B3.27)
Changing Thrust: (C2.27)
and Displacement (C2.24)
Engine Meltdown: (C2.28)
Evading Seeking Weapons: (F2.1)
Greater Than 8: (C2.29)
and Pivots: (C3.24)
Thrust Chart: (C2.22)
Two-Segment Delay: (C2.271)
While Angled: (C4.32)
Torch Flux:
and MHD Power System: (B5.17)
on SSD (D1.122)
& Zone Defence: (F2.37)
Tri-Missiles: (F4.0), (F6.23)
Codes: (F6.62)
Constructing: (F6.2)
Shell Symbols: (F1.22)
See also: Seeking Weapons

ector Consolidation: (C2.3)
V in 3D: (C4.34)

Victory Conditions: (H1.2)
Points: (H1.22), (H1.23)
Vulnerability: (F2.23)

eapons: (E1.0)
WCodes: (E1.11)
Damage To: (D3.25)
Failure Numbers: (D3.252)
Nuclear Damage: (D5.23)

and Soak Damage: (D3.237)
Targeting Specifically: (D3.25)

one Defence: (F2.2)
ZDownﬁring Lasers: (E2.21),
(F2.331)
Drive Flare: (F2.37)
ECM: (D6.13)
by Escorts: (F2.41)

Fractional Points: (F2.212)
ZDCM: (F2.32)

ZDLS: (F2.313)
ZDPB: (F2.312)

ATTACK VECTOR: TACTICAL

(Z3.0) SYSTEM REPAIR REFERENCE

System Repair Special
Reactor, Standard TSD None
Reactor, Civilian TS,D None
MHD System S,D -3 toroll
Solar Array SD None
Chemical Battery TSD -1 to roll
Battery (any other) TSD -1 toroll
Heat Sink (metal) TSD -2 to roll
Heat Sink (water) TS,D None
Radiator TS,D -2 toroll
Engine Hit, per box TS,D -1 toroll
Mast Hit, per box TSD None
Cargo, Fuel, Quarters TS,D See (G2.344)
Life Support SD None
Sensors, per region SD None
Weapons TSD None
Bridge, Flag Bridge TS,D None
Gamma Hyperdrive SD None
Delta Hyperdrive S,D two repairs
Epsilon Hyperdrive SD -1 to roll, two repairs
Structural Integrity per box D None
Armor, per level/region D None
Communications gear TSD None
Sensor, per box TS,D None
HIRTS, ECM, ECCM T.S,D -3 per roll
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