
FULL METAL THRUST – STAR WARS

MOVEMENT

· Movement is per Full Thrust cinematic with 

Exceptions:

· Maneuver Points (MP) = thrust.

· Fighters can apply their full MP to maneuvering. 

· Turns need not be in the same direction within a given move.

· Turning: 1MP/clock tick

· Slide: 1MP/1” to a max of 2”

· Change Velocity 1MU/1MP 

Emergency Maneuvers (EM)

· Any time during movement

· One clock tick = one EM. 

· One inch move = one EM

· Damage: At the end of movement, add up the EMs x 2. 

· Roll Pilot Quality die > total EMs then no damage. 

· Damage = EMs+1- Pilot quality result

Tailing

· Raises Accuracy die one type when firing at the subject of tail. 
· Multiple fighters may tail the same fighter.

· A fighter who is tailing may be tailed.

Attempting a Tail

1. May attempt to tail a fighter that is in its forward arc (90deg) and in targets aft arc (90deg)  

2. Write orders as normal.

3. Place an “ATTEMPTING TAIL” token next to your fighter.

4. Place “POSSIBLE TAIL” token next to the target

5. Note the distance between the fighters

6. Permit the target ship to move.

7. Roll an opposed roll: (Attempting Pilot die) vs. (Target Pilot die + the number of Emergency Maneuver points spent). 
a. If attempting pilot’s die roll > target total he is successful. The fighter is placed directly behind the target ship by the number of inches noted in step 5. The tokens are flipped to show “TAILING” and “TAILED!”

b. If the attempting pilot fails, he executes his orders as written and the tokens are removed.

Maintaining a Tail

Every turn a fighter must roll to see if his tail is maintained.

1. Steps 2, 5, and 6 as above.

2. Roll an opposed roll: (Attempting Pilot die raised 1 die type) vs. (Target Pilot die + the number of maneuver points spent). Results per 7a and 7b above

Emergency Maneuvers during a tail

· EMs are used to shake a tail or avoid an object. 

· If the tailed fighter uses EMs to avoid an object, the tailing aircraft must make an Emergency Maneuver Damage roll using the same number of EMs-1. 

COMBAT

To Hit
1. Range bands are based on the Weapon die type

2. Roll (Attackers Accuracy die + Weapon Firepower die(s)) vs. (Target Pilot Quality Die). If the Target is an immobile object, it has a base die of d4, use a d8 for small objects, d12 for very small objects, 2 d10 for the vent.

3. When firing at the vent, all ranges are cut in half.

4. One roll covers all linked weapons

5. Result

a. Target beats both attackers dice: no effect

b. One of attackers dice beats the target die (minor success):  All damage taken by shields (if available) or half damage to the hull, but target’s pilot must focus flying, no firing this turn. 

c. Both attacker dice beat the target die (major success): Damage split between shields and hull. Damage/2 (round up) are taken by the shields. If the number of shield boxes is exhausted, that damage goes to the hull.

d. Both dice must be beaten (major success) when firing at the vent. 

Damage
· Roll the Weapon Impact vs against the targets Armor die for each weapon linked together.

· Shields remain in an arc, the armor die gets one shift up. 

· Impact result/Armor result = number of hits (round down).

· After each row of hull points are marked off a system check must be made per standard Full Thrust rules.
· Once a ship is eliminated – don’t forget to roll on the Spectacular Death Chart.
Deflector Shields

· Shield points are in four arcs around a fighter.  

· Shields shift armor rolls up one level per shield point.

· When writing orders a pilot may angle shields to a particular arc.  Only shield points from the diametrical opposite side of the ship (fore & aft / port & starboard) may be used when angling shields

· Only one order per game turn.  

· <= half of the opposite arc’s shield points (round down) may be used.  When angled shields take damage the opposite arc’s shield points are affected first. 

· A shields angle is fixed another shield angle command is issued.

· The shield commands are:

· F – Angle forward

· A – Angle aft

· S – Angle Starboard

· N – Angle none

· P – Angle port

LOS

· Draw a line from base center to base center. 

· Anything that crosses this line interrupts line of site and the target cannot be hit. 

· The interrupting object takes, be it an asteroid or a wingman, takes the damage.

THE FORCE
· Force Points raise may raise all dice in roll by one type per Force Point.

· Force Points may be used to force a die re-roll per point  

· Force Points must be announced prior to the roll. 

· No more than 3 Force Points can be used in any one action

· Force Points are not replenished.

SYSTEMS

Pilots & Gunners

· Each are represented by two system symbols. 

·  Loss of one symbol = wounded. Both  symbols =dead. 

· Wounded gunners lose one Accuracy Skill die type.
· Wounded pilots drop Pilot and Accuracy Skill die one type
· They cannot be “repaired”
Fire control

· Loss of fire con drops = -1 Pilot Accuracy (or Gunner Accuracy) rating die type.

· Fire cons can be repaired 
R2 Unit

· May repair systems by rolling >= 6 on their Droid quality die. 

· An R2 unit cannot be repaired

Shield Generator

· Shield Generators are checked like any other system.

· If a Shield generator is knocked out all shield are down until the generator is repaired.

· If a Shield Generator is successfully repaired, shields are restored but shield points are not.  
Power System

· Blows up in 1D6 turns per FT-FB
· If lost, the fighter cannot accelerate, decelerate, change course, or fire. 
· If a Rebel flies off the board, he is out of the game. Imperials that fly off the board “Respawn”
Laser Weapons

· Beams are all single arc, 60( forward.

· Beam Weapons can be repaired. 

Proton Torpedoes

· Roll to hit and damage in the standard manner.   

· A ship without fire con cannot fire torpedoes at fighters.

· Proton Torpedoes launchers can be repaired.

Ion Cannons


· Roll to hit just like a beam weapon. Only major successes count.

· Instead of rolling for damage, the target ship must make a system check at whatever level they are at.  

· Ion cannon cannot harm crewmen or do no hull damage, but all other systems must be checked.

· Ion Cannons can be repaired

Turbo Laser Towers

Hydraulics

· Hydraulics are what turns the turret. If a Large Tower loses one Hydraulic, it can turn only one click per turn

· Any Tower that loses all it’s hydraulics cannot turn.

Power Couplings

· There must be one working Power Coupling for each laser

Turning

· Tower turret moves must be plotted just like ships.The number of clock ticks the turret can turn is dictated by the size of the tower and the state of its Hydraulics.

The Trench

· Must make a Pilot Skill roll >3 to enter the trench.

· Rebels must enter the trench beyond the markers to give targeting computers time.

	
	Close
	Firep
	Med
	Fire
	Long
	Fire
	Impact

	Type 1 Laser
	0-4”
	3D8
	4-8”
	2D8
	8-12”
	D8
	D10

	Type 2 Laser
	0-8”
	3D8
	8-16”
	2D8
	16-24”
	D8
	D12

	Type 3 Laser
	0-12”
	3D8
	12-24”
	2D8
	24-36”
	D8
	D16

	Ion gun
	0-8”
	D12
	8-16”
	D10
	16-24”
	D6
	Threshold Check

	Proton torpedo
	0-8”
	D16
	8-16”
	D10
	16-24”
	D6
	D16
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