NPR Design Philosophies

In Starfire there are certain ways of designing a ship which are more combat effective. Marvin's ship design article in EC15 went into detailed analysis of ship design philosophies. However, if all ships are designed according to the same principles it can quickly become boring as the same tactics are always required. This article has two raison d'être. Firstly to help Spacemasters quickly design NPR fleets which have distinct racial characteristics and secondly to throw in some not-so-perfect ships which may just cause some unusual problems and will certainly provide surprises. It may even be that successful new strategies and tactics become apparent with randomised, radical ships that would not normally occur to anyone using more conventional designs. Your players should become more cautious when encountering new NPRs as they will no longer be able to rely on the same old designs turning up. Could these corvettes be armed with energy beams or is that destroyer armed with capital missiles? How much armour does this battleship have??? Oh no, a superdreadnought armed entirely with box launchers! Ouch! Will this ship slow down when it gets hit or will it run away with full engines but no weapons? I will be adding these NPR philosophies to Starfire Assistant but this is a paper-based version.

When first creating an NPR roll once on each table and record the results. The result of these rolls constitute the NPRs design philosophy. Do NOT reroll for each ship class. Every ship class of the NPR follows the results recorded when the NPR was first created. When designing a new ship class, follow the checklist below, using the recorded results for each table. 

1) Choose hull size according to racially preferred hull types. - Table 1

2)
Add shields and armour  - Tables 2.1, 2.2

3) 
Add engines - Table 3

4) 
Add hold - Table 4

5) 
Add boat bay if specified - Tables 5.1, 5.2, 5.3

6) Determine amount of  point defence - Table 6.1

7) Determine any 'special' systems - Table 9

8) Decide on numbers and types of weapons - Tables 7.1 to 7.6

9) Decide which systems (ECM, Multiplex, AM, etc.) which will be added to ship based on remaining available space.

10) 
Add weapons, magazines and last system

11) 
Add point defences - Table 6.2

12) 
Add life support and crew quarters - Table 8

13) 
Add any additional systems.

Table 1: Hull Size

1-15
Always build maximum size hull only

16-30
Build 50% largest size class and 50% median size class 
31-45
Build equal number of each hull size.
46-60
Build equal number of largest three size classes

61-80
Build equal number, in HS, of the largest size, and the next two sizes that have a speed increase (e.g. for I ships at HT5, this might be BC/DD/CT )

81-95
Build equal number of three randomly chosen hull types. Reroll when new hull type developed.

96-100 Only build corvettes

Certain type of NPR governments already have hull size guidelines such as the Hereditary Imperial Monarchy liking BIG ships. Where SM#2 specifies a preferred hull size that should take priority. In addition, NPR JRill races have very specific requirements for small (EAV) and large (Carrier) ship. Use your judgement in such cases. These are, after all, guidelines not rules.

Table 2.1 - Defence vs Offence

Percentage of hull spaces devoted to Shields\Armour.

1-3 
No Shields or armour – Shields are for wimps!

4-10 
5% Shields\Armour

11-50 
10% Shields\Armour

51-70 
15% Shields\Armour

71-90 
20% Shields\Armour

91-97 
25% Shields\Armour

98-100 30% Shields\Armour

Add 5% to result if Ai and S0 are available

Add 10% to result if Ac and S1 or better are available

Passive defences tend to become more effective as a percentage of hull spaces once the more advanced armour and shields become available.

Table 2.2 - Shields vs Armour (Hull spaces)

1-25 
Equal shields and armour (odd number on armour)

26-50 
Equal shields and armour (odd number on shields)

51-65 
2/3 Shields, 1/3 armour (odd number on armour)

66-75 
1/3 Shields, 2/3 armour (odd number on shields)

76-86 
3/4 Shields, 1/4 armour (odd number on armour)

87-94 
1/4 Shields, 3/4 armour (odd number on shields)

95-97 No armour, just shields

98-100 No shields, just armour

Table 3 - Engines

1-90
Use maximum number of I engines.

91-96
Use maximum number of Ic engines.

97-99
Use I engines but 1 less than maximum

100
Use Ic engines but 1 less than maximum.

Table 4 - Hold

1-90 
First system after armour, shields and datalink

91-98 
First system after first engine

99-100 
First system after second engine (or first engine if there is only one)

Table 5.1 - Presence of Boat Bays

1-80 
Boat bay only Light Cruiser or larger. 
81-90 
Boat Bays on Frigate size or larger

81-100 
Boat bays on all ships

Table 5.2 - Size of Boat Bays

1-70
Always Small

71-80 
Small on explorer, all others Medium 

81-90
Small on corvette or smaller, all others Medium

91-95
Small on explorer, Medium on Escort, all others Large

96-100 Small on corvette or smaller, Medium on frigates and destroyers, all others Large.

Don't forget that small craft can ram. A fleet of cutters can cause the death of a thousand cuts.

Table 5.3 - Position of Boat Bays.

1-60 
First system after Shields, Armour and Datalink, except for Hold

61-70
First position which is not before first engine or first Hold
71-90
Anywhere in first half of ship

91-100
Anywhere in rear half of ship

Table 6.1 Amount of Point Defence (% of hull spaces – FRD). Use latest type

1-10
5%

11-30
10%

31-60
15%

61-90
20%

90-95
25%

96-100
30%

Table 7.1 - General weapon type

1-10
Fleet only ever uses missiles

2-20
Fleets only ever uses beams

21-50
Ships will only ever mount beams or missiles. They will never be mixed. Build 50% each type

51-80
Ships will always mount a 50/50 mix of missiles/beams

81-90
Ships mount a 75/25 mix of missiles/beams

91-100
Ships mount a 25/75 mix of missiles/beams

Table 7.2 - Additional detail - Missiles

1-70 
No special requirements - use any missiles\launchers

71-80 Ships can only mount one type of launcher

81-90
Only use Rc\Wc on new construction once available

91-95
Once available always use Wa 

96-100 Only use Wb on new construction once available, otherwise no restrictions.


Table 7.3 - Magazines

1-20 Allow enough ammunition for 10 turns of combat

21-40 Allow enough ammunition for 15 turns of combat

41-60 Allow enough ammunition for 20 turns of combat

61-80 Allow enough ammunition for 25 turns of combat

81-100 Allow enough ammunition for 30 turns of combat

Table 7.4 - Main beam armament for new construction\refits. Use leftmost available in list

1-25
Energy Beams, Force Beams, Lasers

26-55
Force Beams, Laser Beams other than L, Energy Beams, L.

56-85
Laser Beams other than L, Force Beams, Energy Beams, L

86-90
50\50 Force\Laser Beams, Force Beams, Laser Beams
91-95 
50\50 Force\Energy Beams, Energy Beams, Force Beams, Laser Beams

96-100
50\50 Laser\Energy Beams, Laser Beams other than L, Energy Beams, Force Beams, L

Table 7.5 - Percentage of primaries within beam armament if primaries available

1-40
None

41-65
10% (FRU)

66-80
20% (FRD)

81-90
25% (FRU)

91-97
30% (FRD)

98-100 50% (FRD)

This replaces part of the beam armament determined above. If the main beam armament is multiple types reduce each equally.

Table 7.6 - Weapon layout and last system

1-5
All weapons before engines. Engine as last system

6-10
All weapons before engines. Q as last system

11-20
All engines before weapons. Beam weapon is last system if allowed on ship, otherwise missile/mg

21-40
All engines except one before weapons. Remaining engine is last system

41-60
All engines except one before weapons. Remaining engine is next-to-last system. Beam weapon is last system if allowed on ship, otherwise missile/mg.

61-70
Weapons all between first and last engine, spread equally between engines. Engine is last system

71-80
Weapons all between first and last engine, spread equally between engines, except that beam weapon is last system if allowed on ship, otherwise missile/mg

81-90
Half engines (FRD) before any weapons. Weapons spread equally between remaining engines. Beam weapon is last system if allowed on ship, otherwise missile/mg

91-100
Half engines (FRD) after all weapons. Weapons spread equally between remaining engines. Q as last system.

Table 6.2 – Position of point defence

1-20
PD equally distributed between weapons

21-40
PD equally distributed between rightmost 50% of weapons systems

41-50
All PD just before last weapon

51-60
PD equally distributed between engines

61-75
PD equally distributed between rightmost 50% of engines

76-85
All PD just before last engine
86-95
50% PD just before last engine, 50% PD just before last weapon.

96-100 One PD just before each weapon starting with the rightmost weapon and working leftward

Table 8 – Position of life support and quarters (superseded where applicable by table 7.6)

1-15
Last systems except for systems specified by table 7.6

16-30
Position last Q and Lh just before last weapons system (and after any PD from table 6.2)

31-45
Position last Q and Lh just before fourth from last weapons system (or just before first weapons system if ship has four or less weapons. Position others equally spread throughout the ship, left of this point 

46-60
Position last Q and Lh just before fifth from last weapons system (or just before first weapons system if ship has five or less weapons. Position others equally spread throughout the ship, left of this point

61-75
Position last Q and Lh just before sixth from last weapons system (or just before first weapons system if ship has six or less weapons. Position others equally spread throughout the ship, left of this point

76-95
Spread equally throughout the ship

96-100
First systems after armour and shields, except for datalink, holds or boat bays

Table 9 - Specials

No special

80-85
Always use small craft to ram

86-90
All ships of frigate size or larger carry tractor beams

91-100 
All ships of frigate size or larger carry shear planes

Feel free to add your own lines to table 9. How about O or ECM systems. Maybe all ships should have Xr once available. Be inventive! Send me your ideas and I'll add them to an updated version. If you have any ideas for whole new tables, again let me know. 

Surveying

Many NPR decisions such as the number of WP to explore each month or their negotiations with other races are covered by SM#2. This section covers other areas which will give a racial flavour to operations.

Table 10 – Survey Ships (This is in addition to the hull types specified in table 1)

1-40
Unarmed explorer - standard racial engines (see table 3)

41-60
Unarmed escort - standard racial engines (see table 3)

61-70
Armed escort - standard racial engines (see table 3)

71-80
Armed corvette - standard racial engines (see table 3)

81-85
Armed frigate - Military engines (supersedes table 3)

86-90
Armed frigate - Commercial engines (supersedes table 3)

91-95
Armed destroyer - Military engines (supersedes table 3)

96-100
Armed destroyer - Commercial engines (supersedes table 3)

Table 11 Surveying – Fleet Size

1-20
Each survey fleet must consist of 67 survey ships before another survey fleet can be formed. (34 ships if equipped with X and Xr)

21-50
Each survey fleet must consist of 50 survey ships before another survey fleet can be formed. (25 ships if equipped with X and Xr)

51-80
Each survey fleet must consist of 25 survey ships before another survey fleet can be formed. (13 ships if equipped with X and Xr)

81-100
When a survey fleet discovers WP in a system, the fleet must be split equally between those WP and continue surveying. These smaller fleets can be reinforced by new construction but ships cannot be transferred between survey fleets

Table 12 Surveying - Escorting

1-20
Surveying forces, even if unarmed, are not escorted by warships

21-40
If the survey fleet is not armed it must be protected by warships with a number of hull spaces equal to at least ¼ of the total hullspaces of the survey fleet.

41-60
If the survey fleet is not armed it must be protected by warships with a number of hull spaces equal to at least 1/3 of the total hullspaces of the survey fleet.

61-80
If the survey fleet is not armed it must be protected by warships with a number of hull spaces equal to at least 1/2 of the total hullspaces of the survey fleet.

81-100
If the survey fleet is not armed it must be protected by warships with a number of hull spaces equal to the total hullspaces of the survey fleet.

