SHIP RULES
Flying

Use the Pilot’s Agility with a max set by the Ship’s MAX Agility PLUS the Pilot’s Skill roll.

· To perform a maneuver, trick, stunt, exercise or tactic the GM sets the DC and the Pilot rolls.

· To chase or evade another object or ship, use opposed rolls. 
Example: Tactical (ship tool) + Tech. Engineering to Target the enemy ship VERSUS the Enemy’s Pilot Agility (Max of the ship’s Agility) + Pilot Skill to evade the Missile.
Ship Tools

Tools are anything on board that has a Die assigned to it including but not limited to: Scanners, Sensors, Robotic Arms, Diagnostics and Weapons.


Use the Tool’s Die PLUS the User’s Skill.  Engineering skills usually apply here but other general or specific skills could also apply.  GM has final word.

Damage and Repair

If the ship is damaged, the GM assigns points to the “Damage Sustained” Column.  Systems can be gauged as to how damaged they are and the GM decides the severity of the damage to the specific system. The GM also assigns the DC to the repair.  To repair, the mechanic must roll the DC assigned.

System Damage is assessed by this formula: The Average of; the Minimum Sub-System’s damage and the Harmonic Mean of ALL the Sub-Systems. (Harmonic Mean lessens the extreme percentages and just seemed to work, so I used it) 
If one of the Sub-Systems is marked as destroyed, then the System gets marked as DAMAGED.
Sub-System Damage is assessed using this formula:
(System Points minus (Damage times Vitality Rating) divided by System Points) [this is to get to the percent].  If the Sub-System takes more Damage than it has system Points, it is marked as DESTROYED.
Example: 
If a Sub-System has 20 points and a Vitality of 1 (the lowest) and takes 1 point of damage, the Sub-System Percentage drops to 95%. (19 of 20 is 95%)
If a Sub-System has 20 points and a Vitality of 5 (potentially the highest) and takes 1 point of damage, the Sub-System Percentage drops to 19%.
((20 – 1 = 19) /20 = .95) / 5 = .19, which is 19%
Maintenance

Maintaining the ship is as important as repairing it.  The GM must assign a certain amount of time and/or money per a period that must be spent to keep the ship in a Black-worthy state.  This can be affected by ship traits such as “Healthy as a horse.”  
If everyone aboard actively contributes to the maintenance and upkeep, the ship can be granted the “Loved” trait.
Vamping Systems
Some systems can be shut down or ‘damaged’ to increase power/effectiveness to or decrease damage to other systems.  Any system boosted in this way becomes fragile and further damage to it is increased (as decided by the GM).  The system that was sacrificed to boost the other system must be repaired in order for it to return to its previous state.  Usually a ‘Hard’ DC is set to repair a Vamped system, but this is up to the GM.

Mutating Systems

Converting the Sensor Array so it disables another ships Comm. or manipulating a pulse beacon to emit tachyon bursts are examples of mutating a system.  The Mechanic must have Skill in ‘Improve’ and the parts necessary to attempt this.
Points – Mean nothing at this point
