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Expecting to avoid the more complicated version of ST Combat, I thought there’d be no need for
me to touch this book.  Boy, was I wrong.  Now I know why it was such a pain at the time.

This book is an excellent example of how over-complicated the editorial work got at FASA, if

not this game in particular.  Rules for one thing needs be searched across dozens of pages and relies

on you knowing whether the rule in question was the Basic, Advanced or Expert (or whatev

they called it), then confirming the version of the rule you need is for your situation.  And the

Redundancy leaves you feeling like deja vu with all the repeated and paraphrased paragraphs.

Spread across the book covering the same things has you feeling like deja vu for the redundant

nature of it all.  It’s like they were saying the same thing differently each time, just in another

way.  You know you saw it somewhere, which instance was the one?  Page pad much?

By my count, some 58 pages of rules cut down to 38 before adding content back in to achieve

the final page count you now hold.  The materials are laid out more logically, but will still re-

quire some mental translations here and there by the devoted reader.

Live long and prosper,

Jack Photon, 2023

Made from a fresh 600dpi scan of the original

manuscript, one Dragon and two Stardate

Magazine articles are the only additions, nothing

of my own.  (That is all in Book 2 Space Cbt). 

Some few suggestions on integrating this with

ST:TRPG are scattered here or there. 

All essential material has been fully retained.  

Note: Some skill names changed between

1st/2nd Editions.  This tome has been formatted

for 1st/Jack Photon’s House Rules.  Only this book

and not the other Box Set materials are here. 

The Hex Grid and Counters have been scaled

for a smaller table top experience and not

compatible with standard maps and miniatures.

Use regular settings for regular gaming.

“They tasked me.  They tasked me!

And I shall fix them.  

I’ll chase every redundancy ‘round

the moons of Nibia and around 

the Antares Maelstrom and 

‘round perdition’s flames 

before I give them up!”
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Critical Hit Charts
by Blaine Pardoe

Bridge Hits by
Kevin Keohane

Tholian
Space Craft by
Fantasimulations
A s s o c i a t e s

K’Zinti
Police Cruiser
by Jon Slobins

<--- Spot the FASA typo!  :D
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Save or splurge on ink with 
Jack Photon’s House Rules
White or Black Backgrounds.
Put many maps together for 

A

Jack Photon offers pairs of 11”x17 ”numbered hex grids.

This board is not compatible with ‘standard’
starship or other miniatures.

M A S S I V E
SCENARIO!

If you have no access to standard maps and counters,
this scaled set is provided for your convenience.

The Starfield Map Set and Counters
s e e n  h e r e  a r e  f r e e l y  f o u n d  i n
JPHR’s  Supplement 11, Combat Grids

jackphoton.space



5

Cut the Planets loose

along the guidelines.

Cut each row of ships and
such free from each other

along the guidelines.

Cut between the ships
to separate them from

each other.

Cut the remaining debris

from each ship counter.

Suggested Tools
Razor/X-Acto Blade with Metal Edge Ruler

and/or a Paper Cutter

and/or a Scissors. These Counters are
from the original
1st Edition Box Set.  

Gamemaster
discretion.

Suggested Methodology
Print the files onto full-sheet glossy label

stock.  Or try metallic, Holographic or

other full-sheet labels for cool effect!

If no label, adhere your choice of paper to

0.050” chipboard/cardboard with a thin

layer of wood glue.  Cut from there.

Yes, a pre-punched Counters option would be nice.

To print, affix, align the graphic to cardboard to

punch and get them all in decent tolerance

would be difficult without automation, or robots

as they are known here in the 23rd Century.

That is beyond the scope and my ability.  :(

1. 2. 3. 4.
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The two charts above are the final FASA designs for head-to-head tactical gaming sessions.  Refer to

them as you read along.  The charts below right are 1st Edition’s player panels for  several positions.

Depending on your needs, use the appropriate charts.

You may need to do some translation as these rules

are primarily written for two players doing one-on-one,

head-to-head starship combat.  There are optional

rules here to add more players, but that was not 

the FASA focus on this product.

Between this and the space combat in Jack Pho-
ton’s House Rules Book 2 Piece of the Action,

you the Gamemaster should be able to form a more

perfect union from all this material here than I. 

The Firing Chart
Every weapon has a letter-designation.  Read the 

distance/range  across and get your damage done.

Other useful charts on this sheet are detailed herein.



7



8

The blank form above allows you to create
your own ships in consultation with 

FASA #2204, Ship Construction Manual.
(Refer page 42)

S p e c i f i c a t i o n s :

Hu L L D a t a E n t e r e d  S e r v i c e  

Q t y .  C o n s t r u c t e d

S uP E r S tr u C t u rE P o i n t s

D a m a g e  C h a r t

L a n d i n g  C a p a b l e

L e n g t h

W i d t h

H e i g h t

t o n n a g e

E Q u iP m E n t

C o n t r o l  C o m p u t e r

Subspace transm i tter

Emergency battery  Capac i ty

tractor  beam Em i tters

tractor  Capac i tors

t r a n S P or t E r S

S t a n d a r d  6 - p e r s o n

E m e r g e n c y  2 2 -

p e r s o n

C a r g o

Ha n g a r b a y

D o C k i n g r i n g

S H u t t L E C r a f t

En g i n ES  a nD  P oW Er

t o t a l  P o w e r  u n i t s

m a n u e v e r  P o i n t  r a t i o

W a r P E n g i n E t y PE

P o w e r  u n i t s  a v a i l -

a b l e

S t r e s s  C h a r t s

C r u i s i n g  S p e e d

E m e r g e n c y  S p e e d

i m P u L S E E n g i n E t y PE

P o w e r  u n i t s  a v a i l -

a b l e

W Ea P on S  a n D  S H i E LD S
b E a m t y PE

n u m b e r

f i r i n g  a r c

f i r i n g  C h a r t

m a x  P o w e r

D a m a g e  m o d s

m i s s i l e t y PE

n u m b e r

f i r i n g  a r c

f i r i n g  C h a r t

D a m a g e

S h i e l d t y PE

S h i e l d  P o i n t  r a t i o

m a x  S h i e l d

P o w e r / S i d e

P E r So n n E L

C r e w

o f f i c e r s

E n l i s t e d

P a s s e n -

g e r s

Ca rg o u n i t s

t o n n a g e

Hu L L nu m b E r S a n D n o m E n CL a t u rE

Sm/md/Lg/Expansive

D -

W D f

C
o

m
b

a
t

E
ff

iC
iE

n
C

yC l a s s :
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...as clipped from 1st Edition 

ST:TRPG Rulebook  #2001
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Creating nPC CaPtains and Crews

In consideration of using Victory Points as
an adjunct to ST:TRPG, carefully balance
the awarding of Victory Points to supplant

or supplement Skill Point awards.
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ST ENG

See Book 2, p7 Critical Success/Fail 

ST ENG.

ST ENG

ST ENG.

12
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ST Weapons Operation

ST Weapons Operation

ST Weapons Operation and Technology.
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- See p36
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No rules ever given.  Suggest movement
multiplier x Engine Cost per phase 
kind of thing of some sort maybe.
Refer to:  “Elaan of Troyius”, “The
Ultimate Computer” and still others.
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ST  ENG.
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AbANDoN ShIp!
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CoDE 

zEro zEro zEro

DEStruCt zEro
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A few words on Ship Recognition in this book.

Not all ships on counters are here.  Some here may
not be on the counters.  Substitute as needed
by using the back side of the counter sheet.

This selection is a simple jump start to get those
who are new to the system a quick shakedown
cruise until they can acquire the 1” scale maps and
counters.  There are additional scale counters
in JPHR’s Supplement 11, Combat Grids.

At some point I see myself going through all the
Recognition Manuals to pull era-appropriate ships,
but not now.  Maybe by the time you read this.

I will not be designing new ships or altering construction
rules.  That is a thread that if pulled at, unravels the
entirity.  Nor can you easily downgrade ships as the
Manuals are designed to cover 30+ years of techno-
logical changes while focusing on movie-era designs
almost exclusively.  I include the FJ Designs though
they’ve never been stat’d up (officially or by me lately.)

You can’t simply drop or swap components as the
builds are formulaic.  Tug at one thread and they all
get yanked around to no good ends.

Ship Construction
Manual

FASA#2204

Klingon 
Recognition 

Manual

FASA#2301

Federation 
Recognition 

Manual

FASA#2302

Romulan 
Recognition 

Manual

FASA#2303

Regula I
Orbital Station 

Deck Plans

FASA#2226A

There are other

ships scattered

across Stardate

Magazine, Modules

and Supplements

l ike , ‘The Orions’.



43



44



45



46



47



48



49

This is the only time FASA gave this ship

any heed I’m aware of.  As 1st Edition was

a rushed job, ship stats were pulled from

the air rather than based on a formula as

later refined in the Ship Construction Manual.





S p e c i f i c a t i o n s :
H u L L D a t a E n t e r e d  S e r v i c e  

Q t y .  C o n s t r u c t e d

S u P E r S t r u C t u r E P o i n t s

D a m a g e  C h a r t

L a n d i n g  C a p a b l e

L e n g t h

W i d t h

H e i g h t

t o n n a g e

E Q u i P m E n t

C o n t r o l  C o m p u t e r

Subspace transm i tter

Emergency battery  Capac i ty

tractor  beam Em i tters

tractor  Capac i tors

t r a n S P o r t E r S

S t a n d a r d  6 - p e r s o n

E m e r g e n c y  2 2 - p e r s o n

C a r g o

H a n g a r b a y

D o C k i n g r i n g

S H u t t L E C r a f t

E n g i n E S  a n D  P o W E r

t o t a l  P o w e r  u n i t s

m a n u e v e r  P o i n t  r a t i o

W a r P E n g i n E t y P E

P o w e r  u n i t s  a v a i l a b l e

S t r e s s  C h a r t s

C r u i s i n g  S p e e d

E m e r g e n c y  S p e e d

i m P u L S E E n g i n E t y P E

P o w e r  u n i t s  a v a i l a b l e

W E a P o n S  a n D  S H i E L D S
b E a m t y P E

n u m b e r

f i r i n g  a r c

f i r i n g  C h a r t

m a x  P o w e r

D a m a g e  m o d s

m i s s i l e t y P E

n u m b e r

f i r i n g  a r c

f i r i n g  C h a r t

D a m a g e

S h i e l d t y P E

S h i e l d  P o i n t  r a t i o

m a x  S h i e l d

P o w e r / S i d e

P E r S o n n E L C r e w

o f f i c e r s

E n l i s t e d

P a s s e n g e r s

C a r g o u n i t s

t o n n a g e

H u L L n u m b E r S a n D n o m E n C L a t u r E

Sm/md/Lg/Expansive

D -

W D f
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t
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f
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The original Counters re-scaled to this mini-format along with 

the full 11” x 17” maps and related materials are found in 

Supplement 11, Combat Grids
jackphoton.space
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Supplement 1 4: St i i i St taC Cbt S im

the Expurgated Version.

the original text boiled down for a near-99%

redundancy-free, straight-forward reading.

TM

Star Trek: The Role Playing Game
Jac k  P ho t on ’ s  4 .0 t h  f a n t a v e r s a r y  re v i s i o n

“To explore strange new worlds.
To seek out new life and new ci vilizations.
To boldly go where none a’gone a’fore..”
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