Finders Keepers

This particular scenario should get a good rouse out of any crowd.  It is designed for simple, easy and fun convention games in which the players should have a blast.  It involves a border dispute between the Klingon Empire and the United Federation of Planets circa 15 years after the Excelsior was commissioned.

WARNING: The following contains spoiler information, If you intend to play in this scenario then do not read ahead.

	Setup & Deployment
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This scenario can be described as only one thing, Capture the Flag!  The story is the Romulans crossed into Klingon space and attacked a resupply base that at the time had a B-10 dreadnought docked for refueling and repair.  Upon destroying the base before word could get out they captured the dreadnought, executed its crew and set it adrift towards the Klingon-Federation border.  The Klingons did not discover the dreadnought was missing until their border sensors detected it approaching.  As of yet they do not know the Romulans are behind its appearance at the border.  The Federation also detected the dreadnought approaching the border, subsequently both sides have sent in whatever ships they could muster to retrieve the dreadnought, while the Romulans wait in hiding to strike at which ever side comes out victorius.  While the Federation and Klingon fleets are intended to be played by players the Romulans should be played by the game master.


Forces

Federation

Squadron A - 1 Federation Class, 6 Miranda Class

Squadron B - 3 Constitution Class

Squadron C - 1 Excelsior Class, 2 Tugs

Klingon
	

	


Squadron A - 1 D-7 Class, 2 D-5 Class

Squadron B - 1 Bird of Prey Squadron

Squadron C - 2 D-7 Class

Squadron D - 2 D-7 Class

Squadron E - 2 D-7 Class

Romulan
Squadron A - 4 Bird of Prey

Squadron B - 1 D-7, 4 D-5

Briefings
	Federation

	Sensors along the Klingon Border have detected what looks like a B-10 class dreadnought.  It is adrift and heading towrds the border.  If we were to capture this ship we would gain signifigant information into advanced Klingon ship design.  Subsequently Starfleet Command has managed to muster together a fleet to retrieve the ship.  However be warned the Klingon's undoubtedly have detected the ship as well and are most likely taking similar measures to insure its safe return.  While crossing the border would be a declaration of war by the Klingons be prepared for your opposing commander to act brashley in true Klingon fashion.  Good luck Commander.


	Klingon

	Sensors along the Federation border have detected one of our B-10 class dreadnoughts drifting towards Federation space.  How it came to be there is unknown, however we  cannot let that ship fall into enemy hands, they would learn far too much.  We have managed to muster a number of ships to retrieve the ship.  Be warned the Federation have most likely detected it as well and are probably attempting to retrieve it.  If you can catch the ship before it crosses the border all the better, however if you cannot you have authorization to cross the border, however this will be an act of war and the Federation is likely to take it as such.  Kaplah!


	Scenario Specific Rules

	Tractor Beams - All Constitutions, Excelsiors, Federations, D-7s and Tugs carry tractor beams.  Every tractor beam a ship carries allows it to make a lock on attempt onto the dreadnought.  In order to do this the ships must roll <= the number assigned to its range band.  Once a lock on has been achieved the ship may change the plot of the dreadnought one inch in any direction ie. the dreadnought has a current plot of 4" towards the Federation board edge, the locked on ship could then change the plot to 3" or 5" or 4"forward and 1"left etc..  However lock on must be re-rolled every turn.   0-6" = 5, 6-12" = 4, 12-18" = 3, 18-24" = 2, 24-30" = 1

The Dreadnought - This ship can be considered to be 16 mass.  If a critical hit is rolled then it may not be repaired.  The starting plot for the dreadnought is 4" turn towards the Federation board edge.

The Tugs - The Federation tugs are 4 mass with no weapons however they carry three tractor beams each capable of independent lock on.  All other designated ships only carry one tractor beam each.

Romulan Cloak - For the purposes of the game only the Romulans have cloak.  They start the game with it engaged and should remain cloaked until the time is right to strike.  While the cloak is engaged they cannot be detected and the models should be left of the board, plotting should be done on a map.

Setup - The Federation starts with squadron A only while B enters on turn 2 and C on turn 3.  The Klingon start with squadron A and B on board while C, D and E come on turn 1,2 and 3 respectively. The Romulans start with both A and B squadrons on board and cloaked with a starting plot of 0".


Victory Conditions
Total Victory - The dreadnought has been towed off the players board edge, along with 75% of the enemies points in ships having been destroyed, after 12 turns.

Marginal Victory -  The dreadnought has been towed off of the players board edge after 12 turns.

Draw - The dreadnought remains on board and less than 75% of the enemies points in ships are destroyed after 12 turns.

Marginal Defeat - The dreadnought has been towed off the enemies board edge after 12 turns.

Total Defeat - The dreadnought has been towed off the enemies board edge, along with 75% of all friendly points in ships having been destroyed, after 12 turns
