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INTRODUCTION





NUMBER OF SHIPS BY HULL SIZE



	We will start with a simple category, the sheer number of ships available in the game, broken down by Hull Class.  Below u will see the chart with shows each empire in the columns and the number of ships in each hull class in the rows.  For further detail, Police ships and Battleships are given their own rows.  At the bottom u will see a Total row (total number of ships available for each empire) and an Average, which is quite literally, the average number of ships (per hull category on the rows, and per empire on the column).  For instance, the Federation Empire has an average of 7.83 ships per hull class to chose from, while there is an average of 12.71 ships to chose from in each empire.  The Green, Yellow, and Red highlights on the data illustrates 3 general categories of Great, Average, and Bad.  Any Gray box simply means that there are no ships available in that category (ie. There is no Orion BB).





NUMBER OF SHIPS TO CHOSE FROM IN EACH HULL SIZE									

	FED	KLINGON	ROMULAN	GORN	LYRAN	HYDRAN	ORION	Average

POL	2	2	2	2	2	2	3	2.14

FF	12	21	16	13	8	7	12	12.71

CL	14	9	14	8	14	23	18	14.29

CA	14	15	19	15	14	11	21	15.57

DN	4	7	6	3	4	3	2	4.14

BB	1	3	2	1	1	1		1.50

TOTAL	47	57	59	42	43	47	56	50.14

average	7.83	9.50	9.83	7.00	7.17	7.83	11.20	





As you can see by the data here, Romulans, Klingons, and Orions have the greatest number of ships available to chose from in the game, while Gorn and Lyran have the fewest.  Another thing to note is the average # of ships is highest for Heavy Cruisers and Light Cruisers in the game.

	The Romulan Empire is unlike any other empire in the game in that they use 3 very distinct types of ships.  In fact these ships are so dissimilar, that merit their own categories for the rest of this document.  These types are the Kestral Ships (Klingon designed hulls like the KRC), Old Series (Eagle Class ships like the WB+), and New Series (Hawk Class ships like the FHK).  In the remainder of the document, these will simply be titled Rom K, Rom O, and Rom N.  Below, note the absence of Old Series DNs of BBs, and no Kestral or New Series Police ships.  









Romulan by Ship Type				

	ROM Kestral	ROM Old Eagle Class	ROM New (Hawk) Series

POL		2	

FF	7	3	6

CL	1	5	8

CA	9	4	6

DN	3		3

BB	1		1

TOTAL	21	14	24













BPV/STATISTIC COMPARISON





The most accurate overview of ship statistics in StarFleet Command can be attained by simply averaging the calculations for BPV divided by the appropriate category.  For instance, by dividing the number of BPV/Transporters on the F-CADR we get a value of 50 (150 BPV/3 Transporters).  Compare that to the R-KE which has a far inferior value of 152 (152 BPV/1 Transporter), and u can see how this is important.  Now it’s a simple step to average all the BPV/Transporter values for all fed ships, which results in a value of 45.  The lower the number for each of these categories, the better it is (except for Turn Mode).  This number does not reflect the number of ships in each hull class (as does the averages shown on the bottom and right of the charts under AVERAGES further down in this doc.), but rather it reflects what each race tends to invest its ship resources into, and as thus is much more accurate of a measurement.  This yields some predictable, and some surprising results.  In the Overview chart below, Shields, Extras, Shuttles, and HET % are all lumped together, though a more detailed analysis can be found further down.





	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	

BPV/Power	4.2	3.9	4.4	5.3	4.6	3.9	3.9	3.8	4.6	

BPV/Move Cost	174	165	176	160	205	162	166	168	164	

BPV/Turn mode	29	44	50	18	47	29	38	36	53	

BPV/HET %										

BPV/Transporters	45	40	38	80	47	43	41	61	37	

BPV/Tractors	62	62	68	63	61	86	47	57	33	

BPV/Shields										

BPV/Extras										

BPV/Shuttles										









Translation for Each Empire





	So what kind of generalizations can we make about each empires ships from this data.  We will begin with the United Federation of Planets.  A low power curve and poor move cost make Federation ships quite slow going.  To make things worse, Federation ships have a terrible turn rate and HET only moderately.  As a result, Federation captains must compensate for this lack of speed and maneuverability by out-thinking their opponents, possibly lulling them into a false sense of security.  A moderate amount of transporters (couple with a weak array of boarding parties) make hit and run raids less important to Fed tactics, and a moderate amount of defensive tractors necessitate a bit more caution in dealing with drone boats or the anchor and scatterpack tactic.  One thing that the Terran Empire has at its disposal is strong shielding, especially on the back ½ of the ship.  Fed ships have only a modest capacity for carrying extras (mines and spare parts), and will find no real advantage there.  Shuttles can be bought in an abundant fashion (save scatterpacks), though there may rarely be enough BPV to make this area count.  In the end, Federation ships are probably the most challenging race to excel at.

	The Klingon Empire has the benefit of a great power supply on top of a good move cost, allowing their captains a bit more flexibility in deciding when and where the exchanges will take place.  As Klingon ships have the best turn rate in the game, there isn’t much of a need to have a good HET chance (which they do not), yet still maintain a maneuverability edge on most enemies in battle.  An excellent array of transporters and adequate number of boarding parties allow a Klingon to send in his marines and watch enemy weapon systems go!  A fair amount of defensive tractors mean that like the Feds, Klingons must use a bit of caution in dealing with drones.  A moderate shielding array is in place, with front shields generally being very good, and the aft ones very poor.  Klingon ships have a modest amount of mines and spare parts, though not many shuttles can be purchased for long fights (save scatterpacks).  To conclude, Klingon ships have many advantages, and are clearly built for battle, Q’Plah! 





As said before, The Romulan Star Empire has 3 distinct ship classes, Kestral, Old, and New.  We will examine each of these individually.  First off the Rom Kestral, or Klingon hulled ships.  Though similar in many areas to Klingon ships, there are some important differences to note.  Rom K ships have a fairly poor power curve, even worse than Fed ships.  Couple this with a terrible move cost (again worse than Fed ships), and Kestral ships have some serious speed issues to contend with.  The second best turn rate in the game (behind Orions) is needed, because Kestral boats have the lowest chance to perform a high energy turn.  Again coming in second to Orions, captains of Kestral ships enjoy a fantastic number of transporters, even more on average than their Klingon counterparts, though with relatively few boarding parties, they must chose their targets carefully.  Kestral boats are fairly prone to drone attacks, as they are weak in defensive tractors.  They also have the absolute worst shielding in the game, especially on the aft shield.  Weak on the number of mines and spare parts they begin with, Kestral ships must use them sparingly.  The number of shuttles available for purchase are moderate in number (except the few suicide shuttles that can be bought).  To finish, Romulan Kestral ships must use their superior turn rate and transporters to make up for they’re many deficiencies (low speed and weak shields).

Romulan Old Series, also known as Eagle Class ships, have a totally different approach to combat.  They are the most hideously underpowered ships in the game, with some ships only being capable of speed 4 with plasma charged!  Though they have the most efficient move cost in the game, it really isn’t enough to compensate for the lack of power, forcing Old Series ships to “Star Castle”.  Miserable turn modes are compensated for by having the best HET chances of any race (even better than Orions).  Using transporters are a big mistake, as they have far less (and fewer marines) than anyone else.  Defensive tractors are also not that strong, making the slow moving Old Series ships a favorite target of Missile ships.  Old Series ships do have a few perks though, including the best shielding in the game (especially on the rear), the most amount of t-bombs and spare parts per bpv, and the capacity to hold an excellent amount of shuttles (especially ww).  To sum up, Old Series Romulan ships are probably the most difficult to fly well, having ridiculous power shortages forcing them to keep a very low speed.  More than any other ships, Old Series captains must use their various components to survive a battle (shuttles, mines, surprise).

The Romulan Hawk Class, or New Series ships are not like either Kestral or Old Series ships, though have certain similarities.  Though not as laughably power deficient as Old Series ships, the New Series ships are tied for the 2nd most power hungry ships per bpv in the game (tied with Orions).   With the highest move costs, New Series ships have extremely challenging power management and speed concerns.  They have the benefit of great turn modes, and good initial HET percentages, these ships can make maneuverability a real asset.  An adequate amount of transporters and boarding parties make hit and run raids an option for these boats, and they are fairly decent at defending against drone waves with a reasonable amount of defensive tractors.  Shielding of New Series ships is generally inferior to ships at the same bpv, with the front ½ being especially weak.  A similar weakness can be found in the number of spare parts onboard, though the amount of mines is average.  The max number of shuttles is also not up to par, with a noteworthy deficiency in suicide shuttles.  To conclude, New Series captains must use maneuverability to obtain an edge in combat, and though are competent in a number of areas, are certainly lacking in others.









	The Gorn Confederation also have a unique blend of ships to work with.  For starters, they have a good pool of power at their disposal.  Gorn ships also have a low cost to move, making them potentially the fastest ships in the galaxy.  This is important, because they turn and HET terribly extremely poorly.  They have an ok number of transporters, but an abundance of marines to work with, making a long game worthwhile.  One of their central weaknesses is their susceptibility to missile attack.  With the least amount of defensive tractors, and relatively few phaser 3s, a good drone boat captain can make it a tough game for any Gorn captain.  Gorn ships have a moderate and well balance shield array, but lots of hull to absorb damage, making them quite durable.  Though they do not begin with many t-bombs, they have the capacity to purchase and hold more than almost anyone (save Orions).  The shuttle bays on Gorn ships are second to none, and if they can afford it, they can buy and hold more shuttles than any empire in the game.  

The Lyran Confederacy has a shockingly high power supply per bpv, ranking as abundant at Gorn and Klingons.  They have a decent move cost as well, translating into very high speeds, especially when the ESG is fully charged (no hold cost).  Average turn modes and HET percentages are not overly important, as the ESG has an ALL arc.  Though there are a lot of transporters (almost as many as Klingon ships have), Lyrans have only an average number of marines to send over, and as thus, must use them wisely.  There is no better ship to fly vs drone boats than a lyran.  The number of tractors is second only to Orions, and can be used if the abundant number of phaser 3s and ESGs have already been exhausted.  Lyran ships have average shielding and extras.  Though usually able to carry a small to fair number of shuttles, Lyrans can field relatively few wild weasels.  

	The Hydran Kingdoms offer ships with the greatest power supply of any ships in the galaxy, and need it considering the power hungry Hellbores many of the ships field.  Having a reasonable move cost, Hydran ships (which do run on methane farts), can maintain a very decent speed.  Though only having average turn modes, Hydrans can HET quite readily (3rd best in the game).  Hydran starships have a good number of boarding parties, but very few transporters to use them with, making hit and run raids a relatively ineffective strategy for them.  A better than average amount of tractors, coupled with the awesome gatling phaser, mean that Hydran ships are nearly as effective as surviving drone swarms as Lyran ships are.  With the 3rd best shield strengths and a good degree of hull, Hydran ships can take good deal of punishment.  There are a modest amount of extras onboard, though the number of shuttles that can be carried (especially sensor decoys) is dangerously low.  Of course, a great deal of the shuttle bay room is likely taken up by fighter space on most Hydran vessels.  





	Though not intended by the game designers as playable ships, the navy of the Orion Cartels have been made available to us through the fantastic ck_scripts (download it from www.starlance.com/sfc2/ or www.starfleetuniverse.com ).  Orion ships are very power hungry, though having a generally efficient move cost tends to partially compensate for this.  They have the sharpest turn rates in the game, turn rates which often surpass even the smaller ship class of an enemy.  Add to this the second best HET chances in the game, and Orion ships are by far the most maneuverable.  Orions have more transporters and marines than any others, which is no surprise considering their business.  They are able to fend off hordes of drones with an overabundance of defensive tractors and phaser 3s.  With excellent shielding, they can absorb a good deal of damage.  Orion ships come standard with a large amount of mines and spare parts, allowing them a bit of a cushion when tactics don’t work out as planned.  An adequate number of shuttles certainly doesn’t hamper them either.  To conclude, the serious power shortage on Orion ships are more than compensated for by their excellent features in all other areas of the game.





Notes by Category

	Total power (Total Warp + Impulse + Auxiliary) is one of the most important statistics in the game.  A well powered ship can keep speed up while using a bit of ECM, Shield reinforcement, etc, and is thus likely to have a natural edge in any match.  Everyone pretty much understands that Orion and Rom O ships are seriously underpowered, but who would have thought that Rom N had more power management concerns than the Federation?!  Hehe.  Further, Lyran, who are commonly thought to have serious power shortages in the game, are actually as well powered as the Hydran, Klingon, and Gorn!  

	Move cost tends to be higher for Fed, Rom K, and Rom N, while Gorn, Orion, and Rom O are relatively inexpensive to move.  Coupled with power available, Gorn should be the easiest to keep the speed up with, while Rom N should be the hardest.

	Turn Modes yield few significant surprises.  Klingon and Orion turn well, as do Rom K and Rom N ships.  Fed, Rom O, and Gorn turn very poorly.  Note that a higher number in this case is better (since the number used in calculations the lower is better: AA=1, A=2, B=3, etc.).  

	HET percentages are the highest for Orion, Hydran, and Rom N ships, while Klingon, Rom K, and Lyrans tend to HET poorly.  Of course, as Klingon and Rom K ships turn very well, they don’t often need to attempt a HET.  Orion ships, which have the best Turn Mode and HET are by far the most maneuverable ships in the game, while Gorn are the least maneuverable.

	Transporters favor Klingon, Rom K, Lyran, and Orions.  Rom O and Hydran are weak here.

	Defensive Tractors are good on Lyran, Hydran, and Orion ships, while Rom K and Gorn are poor.

	Fed, Rom O, Hydran, and Orion ships tend to have more than adequate shielding, while per BPV, Rom K and Rom N ships are clearly less than par.

	Extras is a bit more difficult to generalize about, as while what one empires ships may excel at in Boarding Parties, they may be equally as deficient in number of Spare Parts.  None the less, the general pattern that seems to come thru is that Rom O, Gorn, and Orion ships are a step above, while Fed, Rom K, and Rom N are lower than average in these categories.

	Fed, Rom O, and Gorn ships have a high capacity for carrying shuttles, while Klingon, Lyran, and Hydran do not.  For a more detailed analysis of Shields, Extras (B.P., mines, and Spare parts), Shuttles, and HET %’s, see below.



�

Categories in Detail

	FED	KLING	ROM K	ROM O	ROM N	GORN	LYRAN	HYDR	ORION	

BPV/Shield Total	0.9	0.92	1.08	0.56	1.01	0.94	0.93	0.88	0.87	

BPV/Forward Shields	4.6	4.2	4.8	3.3	5.3	4.5	4.3	4.1	4.6	

BPV/For L_R Shields	5.3	5.5	6.5	3.3	6.1	5.6	5.6	5.2	4.8	

BPV/Aft L_R Shields	5.8	6.4	7.4	3.3	6.4	6.2	6.2	5.9	5.7	

BPV/Aft Shields	5.9	6.8	7.8	3.3	6.5	6.3	6.3	6	5.8	

										

BPV/Boarding Parties	13.6	10.1	12.5	13.2	12	8.7	10.7	9.7	8.1	

BPV/T-Bombs	52.2	56.1	71.5	33.1	51.9	61.7	59.7	58.1	33.9	

BPV/Max T-Bombs	27.5	28.7	37.2	19.6	31.1	17.9	31.5	30.2	17	

BPV/Spare Parts	32	32	36.6	23.2	40.7	31.5	32.9	31.6	31.4	

										

BPV/Admin Shuttles	33.4	52.1	34.7	46.8	41.7	24.4	45.9	54.6	37.3	

BPV/Scatter Packs	70.3	61.6							69.4	

BPV/Sensor Decoy (WW) Shuttles	57.5	73.4	51.7	36.4	51.6	49.1	68	82.1	62.5	

BPV/Suicide Shuttles	76.8	83.7	95.6	52.2	89.7	48.3	85.6	84	69.4	

										

BPV/Start HET %	1.5	1.6	1.9	0.6	1.6	1.8	1.4	1.1	0.8	

BPV/Base HET %	1.6	1.7	2.1	0.8	1.7	1.5	1.5	1.3	1.2	

BPV/Minimum HET %	2.8	3.4	4	1.2	2.7	2.5	2.4	1.9	1.7	

BPV/Bonus HET %	133	114	145	41	133	212	109	95	60	

										

BPV/Max Internal Damage	0.84	0.83	0.97	0.84	0.99	0.86	0.81	0.81	0.79	

BPV/Explosion Strength	3.94	3.83	4.55	4.61	4.57	4	3.74	3.84	2.67	

Power/Explosion Strength	0.95	0.98	1.05	0.92	1	1.03	0.95	1.01	0.58	

Real bpv/listed BPV	0.996	0.993	0.911	0.911	0.911	1	0.999	0.999	0.924	



Notice above certain contrasts in categories.  Rom O ships have very few boarding parties, yet have an abundance of t-bombs and spare parts in the extras category.  Gorn begin with a low amount of mines, but can purchase more than nearly any empire.  Klingons generally can carry few shuttles, except for scatterpacks. 

A few miscellaneous categories are shown at the bottom of the chart here.  BPV and Maximum Internal Damage are shown first off, and though quite similar in value, Lyran, Hydran, and Orion ships have a bit of an edge, while Rom K and Rom N are less well off.  There is debate among the SFC community whether Max Internal Damage actually has any bearing on the game or not, and though I am uncertain as to its exact role, I have to speculate that it is a tally of all Hull categories (cargo bays, armor, labs, etc.).  BPV/Explosion Strength demonstrates which ships go out with more of a “bang for their buck”.  A more precise evaluation would probably be to compare Power/Explosion Strength.  And finally we have the Real BPV/listed BPV.  The “real” BPV is calculated by adding all of the ship systems together by their appropriate BPV cost (each Phaser 1 costs 3.39, Disruptor 3 costs 4.08, ESG 5.07, Plasma R 22.02, transporters, turn rate, weapons arcs, etc.)  The listed BPV is the shown cost for the each ship in the game.  Ideally each of these should be equal, but clearly they are not.  Though I’m not exactly sure of what things are not tallied into the real BPV column, it appears as if the big one is the cloaking device, as all Romulan ships and to a lesser extent Orion ships have to pay more BPV for an ship of equal value for another empire (8-20% more in fact).  





AVERAGES COMPARISON



While the numbers shown in the BPV/Category charts above may be more accurate, people often find them a bit more confusing to understand than simply averages.  Thus, included for everyones convenience below, is a direct comparison of the average number per category.  For instance, for all the New Series Romulan ships out there, there is an average 3.9 transporters, 2.9 tractors, 31.1 front shield strength, etc.  





Averages Comparison	note-due to the different number of ships in each hull class per race, these numbers may not reflect the actual strengths of each race									

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	

BPV	132.3	136.4	162	80.4	168.3	127.3	132.4	126.4	119.3	

Power	31.9	34.5	37	17.4	37	32.4	33.5	32.9	26.5	

Move Cost	0.8	0.8	0.9	0.6	0.8	0.8	0.8	0.8	0.7	

Turn mode	4.3	3	3.1	4.8	3.5	4.4	3.4	3.4	2.3	

Transporters	3	4.4	5.2	1	3.9	3.1	3.4	2.3	3.3	

Tractors	2.1	2.5	2.7	1.4	2.9	1.5	3	2.4	3.9	

										

Shield Total	144	142.4	145	141.4	159.6	134	139.2	140	135.9	

Forward Shields	28.3	31.1	32	23.6	31.1	27.5	30.2	30.1	25.8	

For L_R Shields	24.3	23.8	24	23.6	26.5	22.5	23.2	23.5	24.4	

Aft L_R Shields	22.4	21.4	21.8	23.6	25.2	20.6	21	21.2	20.5	

Aft Shields	22.1	21	21.4	23.6	25	20.4	20.8	20.9	20.4	

										

Boarding Parties	12.1	15.9	16.2	8.9	17	18	14.5	14.1	15.3	

T-Bombs	2.5	2.4	2.5	2.5	3.2	2.3	2.3	2.2	3.5	

Max T-Bombs	4.8	4.8	4.7	4.1	5.5	7.5	4.4	4.2	7.1	

Spare Parts	4	4.1	4.2	3.4	4	3.9	3.9	3.9	3.7	

										

Admin Shuttles	4.3	3.1	4.9	1.8	4.2	5.2	3.1	2.6	3.4	

Scatter Packs	2.4	2.5							1.9	

Sensor Decoy (WW)	2.3	1.9	3	2.3	3.2	2.5	2	1.7	2.1	

Suicide Shuttles	1.7	1.6	1.7	1.6	1.9	2.6	1.7	1.6	1.9	

										

Start HET %	98.5	108.2	100	138.1	126.4	90.9	117.4	128	161.9	

Base HET %	90.6	88.3	87.3	100	102.8	91.7	100.4	103.9	108.4	

Minimum HET %	57.3	55	54	66.7	69.5	58.4	67.1	70.6	75.1	

Bonus HET %	8	19.9	12.7	38.1	23.6	-0.8	17	24.1	53.6	





It cannot be stressed enough that the numbers above do not indicate the actual strengths of each empires ships, but are simply an average number, which is very highly dependent on the number of ships in each hull class.  For instance, compare the BPV/statistic comparison before with this one for New Series Romulan ships.  From this data, it appears as if Rom N ships should be far superior in many areas, yet on the earlier chart, we clearly know they are not.  This is simply due to the fact that there is a greater proportion of Rom N ships which are BB, DN, and CA than with other races in the game, thus tainting the results.  Note how this “top-heavy” structure also makes the Turn Mode appear to be worse for these ships than it actually is.  Therefor, take those numbers lightly.







GENERAL SHIP STATISTIC COMPARISON





A bit more accurate of an assessment can be made by breaking down the averages into actual hull class.  By comparing the average categories this way, we can not only see the pattern of what each empire is good (or bad) at, but can inspect a bit deeper on the fine details of their ships.  Plus, this way we can keep the actual real numbers, which are easier to understand than the BPV/number method.  Of course, as some ships have ships listed in one hull class, but clearly fit into another (ie. G-CM, R-KHK, H-IRQ, etc.), remember that there is a certain degree of variability here too.  Let us begin by examining move cost.





MOVE COST											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	0.33	0.33		0.25		0.33	0.5	0.33	0.33	0.34

FF	0.41	0.44	0.47	0.25	0.41	0.5	0.45	0.4	0.41	0.42

CL	0.6	0.71	0.67	0.6	0.67	0.79	0.67	0.65	0.67	0.67

CA	1	1	1	1	1	0.87	0.93	1	0.96	0.97

DN	1.5	1.5	1.5		1.5	1.5	1.5	1.5	1.5	1.50

BB	2	2	2		2	2	2	2		2.00

Aver.	0.97	1.00	1.13	0.53	1.12	1.00	1.01	0.98	0.77	0.94





A few comments can be made about the Move Costs for ships.  First of all, most ships in each hull class have the same move cost.  For instance, there’s only a handful of Gorn and Lyran CAs with a lower move cost, but they lower the average move cost in that entire category.  The real divisions seem to occur from Pol to CL hull sizes.  Another thing the averages may be partially tainted by is the total number of ships in each hull category.  Keep this in mind as u read thru the remainder of the document.  One thing that can certainly be ascertained in the chart above is that Rom O ships don’t cost much to move (though they have no power to move them anyways, hehe).





TURN MODE											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	2	2		5		3	2	2	1	2.43

FF	3.5	2	2	5	2	3.5	2	2.4	1.5	2.66

CL	4.1	3	3	4.4	3	4	3.15	3.15	2	3.31

CA	5	3.05	3.1	5	4	4.9	4	2.9	3	3.88

DN	5.75	5	5		6	6	5	5	5	5.34

BB	7	6	6		6	7	6	6		6.29

Aver.	4.56	3.51	3.82	4.85	4.20	4.73	3.69	3.58	2.50	3.94





As I had to numerically quantify Turn Modes, this required a transformation into actual digits, so I used the following: AA=1, A=2, B=3, C=4, D=5, E=6, F=7 (yes, believe it or not there an F, hehe).   A couple things pop out immediately when reviewing this data.  Gorn, Fed, and Rom O turn terribly slow, while Orion, Klingon, and Rom K turn quite sharply.  Orion are by far the best (as u will see their ships being far superior in quite a few categories.  

	Though it would be logical to show the HET percentages now, I shall shave them for later in the document.







TRANSPORTERS											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	2	1		1		2	2	1	2	1.57

FF	2	1.75	1.33	1	2	2	1.67	1.5	2.5	1.75

CL	2.35	3.5	3	1	3	2.5	2.6	1.65	3	2.51

CA	3.3	4.8	5.7	1	3	3	3.6	2.3	3.6	3.37

DN	5	8	6		8	5.33	6	5	4	5.92

BB	8	12	12		10	7	7	6		8.86

Aver.	3.78	5.18	5.21	1.00	5.60	3.64	3.81	2.91	3.02	3.79





With Transporters, we really begin to see the similarities between Klingon and Rom K ships (whish is why I put them next to each other).  They both have a tremendous amount, while Hydran and Rom O both have very few to work with.  





Transporters on Commando Ships											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL										

FF	3	3			3.5	3.5		3		3.20

CL	4	5		1	7	3	3.5	3.3	6	4.10

CA		9	9	1		5				6.00

DN										

BB										

Aver.	3.50	5.67	9.00	1.00	5.25	3.83	3.50	3.15	6.00	4.54





With the number of Transporters, it became important to separate out the Commando ships from the rest and demonstrate their strengths in a new chart.  Note how rare commando ships actually are in the scheme of things, with many races only having them for 1 hull class.









TRACTOR BEAMS											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	1	1		1		1	1	1	2	1.14

FF	1.8	1	1	1	3	1	2	1.6	2.5	1.66

CL	2.1	3.3	3	1.8	2	1.4	2	1.9	3	2.28

CA	2	3.5	3.6	1.3	3	1.6	3.7	3.9	5.4	3.11

DN	3.3	3	3		4	3.3	6	4	6	4.08

BB	5	5	5		6	4	6	4		5.00

Aver.	2.53	2.80	3.12	1.28	3.60	2.05	3.45	2.73	3.78		





Though only useful for catching incoming missiles, defensive Tractor Beams can mean life or death in 2v2 or 3v3 battles.  Orion and Lyran tend to have an abundance of tractors, while Gorn and Rom O have very few.  On an interesting sidenote, see how the average for Rom N frigates is as high as for their CAs.  











SHIELD COMPARISON





SHIELD TOTAL (all shield strengths added)											

	FED	KLING	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	60	62		120		62	56	65	56	68.71

FF	117	96	100	120	116	100	104	94	111	106.44

CL	140	165	160	150	146	152	133	139	139	147.11

CA	151	137	137	158	172	135	146	156	153	149.44

DN	214	219	218		216	225	210	197	198	212.13

BB	293	300	293		293	293	293	293		294.00

Aver.	162.5	163.17	181.60	137.00	188.60	161.1	157.00	157.33	131.40	159.97



The Total Shield Strength for each ship is calculated by adding the front, front left, front right, aft left, aft right, and aft shields together.  Orion and Hydran tend to be weak on shields, where as Rom O have a high average value.  Note here that for the first time we see the influence of the Klingon Super Battleship (B11K) on their BB stats.  The other 2 Kling BB are equal to the other empires values here, but the B11K brings the average up.





FRONT SHIELDS (rounded to nearest whole number)											

	FED	KLING	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	12	12		20		14	12	24	10	14.86

FF	20	23	24	20	19	19	22	21	19	20.78

CL	27	32	30	25	30	31	29	29	26	28.78

CA	31	31	31	26	36	28	33	33	30	31.00

DN	44	44	44		36	47	42	40	40	42.13

BB	68	70	68		68	68	68	68		68.29

Aver.	33.67	35.33	39.40	22.75	37.80	34.50	34.33	35.83	25.00	33.18





FORWARD LEFT AND RIGHT SHIELDS											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	10	12		20		10	10	12	9	11.86

FF	19	17	17	20	19	18	17	16	18	17.89

CL	24	27	26	25	24	26	22	23	26	24.78

CA	26	23	23	26	29	22	24	26	28	25.22

DN	37	36	36		36	36	36	33	34	35.50

BB	45	47	45		45	45	45	45		45.29

Aver.	26.83	27.00	29.40	22.75	30.60	26.17	25.67	25.83	23.00	26.36





AFT LEFT AND RIGHT SHIELDS											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	9.5	9		20		10	8	9	9	10.64

FF	19	13	14	20	19	15	18	13	18	16.56

CL	22	26	26	25	23	23	20	21	21	23.00

CA	23	21	20	26	26	21	22	24	22	22.78

DN	33	34	34		36	36	32	31	30	33.25

BB	45	45	45		45	45	45	45		45.00

Aver.	25.25	24.67	27.80	22.75	29.80	25.00	24.17	23.83	20.00	24.81





AFT SHIELD											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	8.5	8		20		9	8	9	9	10.21

FF	19	13	14	20	19	15	16	14	18	16.44

CL	22	26	26	25	23	23	20	21	21	23.00

CA	22	20	20	26	25	21	21	23	22	22.22

DN	33	34	34		36	34	32	30	30	32.88

BB	45	45	45		45	45	45	45		45.00

Aver.	24.92	24.33	27.80	22.75	29.60	24.50	23.67	23.67	20.00	24.58









SHIP EXTRAS COMPARISON





In SFC1, each ship comes with a number of Boarding Parties, Mines, and Spare Parts.  Additional amounts of these can be purchased in Spacedock.  The maximum number of Boarding Parties is double the initial amount, except for Police Ships, in which case it is 4x the initial value.  The max. Spare Parts is quadruple (4x) the initial value for all ships.  The max. total mines available is not related to the initial value, and as thus has its own chart shown.





BOARDING PARTIES											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	2	4		4		4	6	4	8	4.57

FF	8.2	9.3	7.1	4	6	8.3	6.3	8.6	10	7.53

CL	8.3	9.5	8	5	9.7	13	10.4	11.3	13.6	9.87

CA	11	13.7	13.6	6	14.7	15.7	15.4	16.6	16.6	13.70

DN	15	24	20		20	30	22	18	26	21.88

BB	26	32	30		24	32	30	24		28.29

Aver.	11.75	15.42	15.74	4.75	14.88	17.17	15.02	13.75	14.84	13.70





As we see here, Fed ships have by far the fewest Boarding Parties, while Gorn and Orion are the kings.  







Boarding Parties on Commando Ships											

	FED	KLING	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL										

FF	30.5	26			24.5	31		26		27.60

CL	32	34		24	48	32	31	30	36	33.38

CA		44	48	24		32				37.00

DN										

BB										

Aver.	31.25	34.67	48.00	24.00	36.25	31.67	31.00	28.00	36.00	33.43





As with Transporters, the number of Boarding Parties for Commando Ships has been segregated from the rest, and put in its own chart.





TRANSPORTER BOMBS (T-Bombs or mines)											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	1	1		1		1	1	1	2	1.14

FF	2	1.7	1	2	2	1	1	1	2	1.52

CL	2	2	2	3	3	2	2	2	4	2.44

CA	3	2.5	2.6	3	3	3	3	3	4	3.01

DN	4	4	5		5	5	4	4	6	4.63

BB	5	6	5		8	5	5	5		5.57

Aver.	2.83	2.87	3.12	2.25	4.20	2.83	2.67	2.67	3.60	3.00





Though there is not much variation in the initial number of mines allotted to each ship, it is clear that Orions have more than the other empires.  Rom N tend to have a good amount as well.  Note that all Romulan ships also have a Nuclear Space Mine, which is not tallied in with these results.





Max T-Bombs (mines)											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	2	2		2		2	2	2	4	2.29

FF	3	2.7	2	3	3	4	2	2	4	2.86

CL	5	5	4	5	5	8	4	4	8	5.33

CA	5	5	4.6	5	5	10	5	5	8	5.84

DN	8	8	10		10	10	8	8	12	9.25

BB	10	11.6	10		15	15	10	10		11.66

Aver.	5.50	5.72	6.12	3.75	7.60	8.17	5.17	5.17	7.20	6.04





The 1.03 patch changed the way initial and max mines worked in SFC.  Gorn ships can purchase many more mines (if they can afford it) than the others, which contrasts with their initial value.  Orion ships of course still have a high number.  Lyran, Hydran, and Rom K ships tend to have a lower amount than the other races.





SPARE PARTS											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.

POL	3	2		2		2	2	3	3	2.43

FF	3	3	3	3	2.5	3	2.6	3	3.3	2.93

CL	3.7	4	4	3.8	4	4	3.6	3.6	3.5	3.80

CA	4.3	4.1	4.2	4	4	4.1	4.3	4.2	4.2	4.16

DN	7	6	6		6	7	6	6	5	6.13

BB	8	8	8		8	8	8	8		8.00

Aver.	4.83	4.52	5.04	3.20	4.90	4.68	4.42	4.63	3.80	4.45





The number of Spare Parts is fairly similar among all the races, though there are a few stark variations between hull classes.







SHUTTLES COMPARISON





Though starships in SFC1 do not come with shuttles, they may be purchased in the spacedock.  The numbers listed in the charts below are the maximum amount of shuttles available.  The Admin Shuttle number is usually the same as the Shuttle Bay Size, which should reflect the total maximum number of shuttles available to a ship, but unfortunately doesn’t.  The launch rate (per turn) is almost always 2 for all ships, and is thus not deemed important enough to show here.





ADMINISTRATIVE SHUTTLES (usually also the Shuttle Bay size)											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	2	1		1		2	2	1	2	1.57

FF	2.9	2	2.9	1	3.2	4	2	1.7	2.3	2.44

CL	4.3	2.8	4	2	4	4.5	3.3	2.6	3.7	3.47

CA	4.4	3.1	4.7	2.5	4	6	3.1	2.9	3.9	3.84

DN	6.5	5	9		5	8	4	3	6	5.81

BB	12	10	10		10	12	6	6		9.43

Aver.	5.35	3.98	6.12	1.63	5.24	6.08	3.40	2.87	3.58	4.25





Klingon, Rom K, and Hydran ships are very weak in the maximum number of admin shuttles that they can carry.  Fed and Gorn are the powerhouses in this category.  Admin shuttles are rarely actually used in multiplayer games, due to their general ineffectiveness and the copious amounts of lag that they generate, though this will be an important statistic in SFC2, as it will determine the number of shuttles each ship begins with.





SCATTERPACK SHUTTLES											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	1	1							1	1.00

FF	1.8	1.2							1.3	1.43

CL	2.4	2							1.8	2.07

CA	2.6	2.1							2.1	2.27

DN	2.7	3.9							4	3.53

BB	4	6								5.00

Aver.	2.42	2.70							2.04	2.39





Scatterpack shuttles are only available for the Federation and Klingon Empires, and the Orion Cartels.  As with Admins, Feds have a good value here, except for DNs, in which case they are weak.  Note that on CK-Scripts, any Orion ship can have Scatterpacks, whether they have missile launchers or not onboard their ships.  



SENSOR DECOY (WILD WEASEL) SHUTTLES											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	1	1		1		2	1	1	2	1.29

FF	2	1	2	2	2	2	1	1	2	1.67

CL	2.1	2	2	2.8	3	2	1.6	1.3	1.8	2.07

CA	2.2	2.1	3.6	2.5	4	3	2.5	2.1	2.1	2.68

DN	4	3.1	4		4	4	4	4	4	3.89

BB	6	4	4		4	4	4	4		4.29

Aver.	2.88	2.20	3.12	2.08	3.40	2.83	2.35	2.23	2.38	2.61





Sensor Decoy shuttles (known as Wild Weasels in SFB) can make or break the game in plasma or drone fights.  See above how Romulan and Gorn ships tend to have the capacity to carry many ww.





SUICIDE SHUTTLES											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	1	1		1		2	1	1	1	1.14

FF	1	1	1	1	1	2	1	1	1.3	1.14

CL	2	2	2	1.8	2	2.3	1.6	1.3	1.8	1.87

CA	2	2	2	2	2	3	1.7	2.1	2.1	2.10

DN	2	2	2		3	4	3	3	4	2.88

BB	2	2	2		2	4	3	3		2.57

Aver.	1.67	1.67	1.80	1.45	2.00	2.88	1.88	1.90	2.04	1.92





What kind of sadistic race would excel in carrying an abundance of Suicide shuttles, well the Gorn of course.  The max. numbers carried by the other races is pretty equal and small, though as they only travel at speed 6, it is no surprise not many captains wish to use them.







HET PERCENTAGE COMPARISON









There are 4 categories of HET (High Energy Turns) that are important.  The first is the Start HET %.  This is the number shown at the very beginning of the game, and lets the captain know what his odds are of successfully performing a High Energy Turn.  Note that this “roll” can fail at 100%, but on some starships starts well over a 100% chance.  The Start HET % is calculated by adding the Base HET % to the Bonus HET %.  Each time a HET is performed successfully, it will drain the HET pool by 33.3%.  If this number falls below the Base HET %, it will regenerate until it matches the Base HET value, which is as high as it will ever go again.  The Bonus HET is just a reflection of the “free het points” added to the Base HET in the beginning of the game, and will never regenerate (use em and lose em).  The Minimal HET chance is precisely 33.3% below what the Base HET % is.  As long as the HET roll continues to be successful, your percentage will never fall below this (which is quite nice if u have a minimum chance of 100%, hehe).  Every time a HET roll is failed, it will decrease the Base and Min HET percentages by 16.6% permanently, and subtract 50% from the current HET pool.  Plus, if u fail a HET, odds are your opponent will blow u up in short order.  Due to ship design, some ships are naturally better at pulling of HETs than others are.  See below.







START HET % (Base + Bonus HET)											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	183	167		133		83	117	183	217	154.71

FF	120	120	117	167	167	91	150	143	208	142.56

CL	81	133	133	127	133	100	139	140	167	128.11

CA	100	100	100	133	100	93	95	100	130	105.67

DN	67	67	67		100	83	67	83	83	77.13

BB	50	50	50		67	16	67	83		54.71

Aver.	100.2	106.17	93.40	140.00	113.40	77.67	105.83	122.00	161.00	113.29



As you will notice here, while Hydran ships have an outstanding initial HET value, Orion ships are leaps and bounds ahead of even them.  For instance, Orion  Pol ships have an AVERAGE of 217% starting HET!  Gorn tend to lack good chances.  Small lyran ships are good, while their larger ships (notably the BCH) have a poor HET %.





BASE HET % (will regenerate to this)											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	117	100		100		83	117	117	117	107.29

FF	98	86	83	100	117	91	117	110	117	102.11

CL	81	100	100	100	100	100	106	107	117	101.22

CA	100	100	100	100	100	93	95	100	98	98.44

DN	67	67	67		100	83	67	83	83	77.13

BB	50	50	50		67	50	67	83		59.57

Aver.	85.50	83.83	80.00	100.00	96.80	83.33	94.83	100.00	106.40	92.30



Most ships have the ability to regenerate to a very reasonable number in Base HET % (100% or over).





BONUS HET % (expendable Het bonus added to the Base amount)											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	67	67		33		0	0	67	100	47.71

FF	21	33	33	67	50	0	33	33	92	40.22

CL	0	33	33	27	33	0	33	33	50	26.89

CA	0	0	0	33	0	0	0	0	33	7.33

DN	0	0	0		0	0	0	0	0	0.00

BB	0	0	0		0	-33	0	0		-4.71

Aver.	14.67	22.17	13.20	40.00	16.60	-5.50	11.00	22.17	55.00	21.03



Frigates and Orion ships tend to have a good amount of Bonus HET which is added to the Base HET in the beginning.  On a hilarious sidenote, see how the Gorn BB actually has a negative value for the Bonus HET, meaning that while its initial value to HET is only 16.6%, once it has attempted a roll, the HET pool will begin climbing until it matches the Base HET chance (50%, or 33.3% if the roll was failed)!  Lol.  





MINIMUM HET % (base HET minus 33%.  Will never go below this # unless a HET is failed)											

	FED	KLINGON	ROM K	ROM O	ROM N	GORN	LYRAN	HYDRAN	ORION	Aver.	

POL	84	67		67		50	84	84	84	74.29

FF	65	53	50	67	84	58	84	77	84	69.11

CL	48	67	67	67	67	67	73	74	84	68.22

CA	67	67	67	67	67	60	62	67	65	65.44

DN	34	34	34		67	50	34	50	50	44.13

BB	17	17	17		34	17	34	50		26.57

Aver.	52.50	50.83	47.00	67.00	63.80	50.33	61.83	67.00	73.40	59.30



The coloration scheme to these numbers (green, yellow, red) is identical to the Base HET % chart because these numbers are simply those -33.3%.  Note that CAs actually have a very similar value to the CLs.  Also note the good HET of the Rom N DNs and the Hydran BB.







CONCLUSION



In the end, SFC is an extremely versatile game, having some interesting single player options, as well as giving rise to a score of excellent campaign leagues, interesting new scripts, and countless awesome gaming experiences online.  What I have tried to accomplish in this document is a simplification of this enormously complex game, a way to make certain assumptions and generalizations safely.  Of course, everything depends on the individual ship you chose to fly and more importantly, the tactics a starship captain chooses to employ in each unique confrontation that will determine victory in battle.  As Steven V. Cole once said, “The only valid test is combat, the only valid result is victory.”
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