Tar's Tactics Manual 

This game is quite simple. Use the strengths of your ship and your opponent's ship's weaknesses to your advantage and you will win. I will begin with plasma ship tactics since we are a Gorn unit. Gorn ships have excellent phaser suites. Think of phasers as your primary weapon and plasma as a deterrent. If you look at the math it is impressive. A Gorn CA has 8 ph 1, 5 of which can easily hit the enemy. These 5 phasers can do good damage every firing cycle: 

Range
Damage per ph1(avg.)
Total Net
After shield repair

0
6.5
33
31

1
5.3
27
29

2
4.8
24
22

3
4.3
22
20

4
3.8
19
17

5
3.5
18
16

6-8
2.2
11
9

9-15
1
5
3

This chart shows how quickly you will get internals. If you stay at a safe range of 8 (8.00 to 8.99) you can get through in just 3 cycles (70 seconds). If you can entice your opponent to retaliate at range 9.00+, you will do 3 times more damage! (Also range 5 vs 6 is an impressive advantage, but a HET can hurt you if you hesitate...) 

Plasma vs Plasma Battle: Your phasers will win this battle. I recommend paralleling your opponent at speed 29 to 31. You need to go fast because the best defence against plasma is speed. It is crucial that all phasers hit the same shield. Spreading fire over shields is a waste. There are 2 shields that are exceptionally important: the front and the rear. If you can keep your front and rear shield strong you will do very well. An opponent with a weak front cannot overrun you, and a weak rear will force him to turn towards you. Therefore you want to attack your opponent's front and rear. If your opponent is good he will not allow you to do this. I recommend attacking the back-right or back-left shields(flanks). Don't fire on the front-right or front-left. Once his flank shields are damaged he will try to either intercept you or turn 180 degrees. An interception will be met by (pseudo?) plasma torpedoes. An evasion will give you time to parallel him again. Then you can begin working on his other flank. Use pseudo wisely. Sometimes I launch one after I fire my phasers to give me time to gain some breathing room. This will do one of two beneficial things: Opponent will flee from plasma or his phasers will fire at it with point defence (PD). I always turn my PD off until I NEED it. Use one point of ECM. If your opponent ignores it, it can save you 5 or more points of damage per cycle! It's an excellent investment. Don't use mines unless they will do internals. They are too valuable to use when shields are green or yellow. Romulans may cloak when vulnerable, you will need your mines to flash him. Be extremely cautious when tailing Romulans. Their NSM is devastating (35 points). 

Hit and Runs are brutal in SFC. I recommend not using them until your shields are weak or you are out of repair. Then it is a good exchange. Nothing is as infuriating as getting internal damage when you have a full shield. Once you are out of repair, go ahead and use marines. Targeting ph 1's is always a good deal. Never target plasma. You can always outrun plasma. I am not sure what effect targeting transporters has. It may disrupt a counter-hit & run. Overall, ph1 are the best targets. 2 transporters per object will have an excellent chance of destroying it. 3 is almost guaranteed to work. Alternatively, target their shuttlebay if they have 2 or more sensor decoys (WW's). Even if repaired, the WW's may not be able to launch. 

Plasma use is simple. If the opponent goes slowly then range 8 plasma and phasers will eventually destroy him. If your opponent is going speed 25 or more you must fire from very close range to do any significant damage. It is approximately within tractor range. So you may as well tractor them! A Romulan cannot compete in a toe to toe match. I try to slap a tractor on plasma opponents. I will spread their plasma torps on my right and left shields as I approach. I can absorb 4 plasma without internals with good steering. Then they will have to remain at high speed and will be unable to charge their weapons quickly without being overrun. If they slow down I will anchor them. If I do anchor them, I fire one pseudo first to eat up phasers, then real plasmas, and then 2 volleys of phaser fire. I launch a suicide shuttle on them too. I keep my speed at 6 so I can spread retaliating phaser fire over a few shields and turn to bring rear phasers into action. I reinforce the front shield (which should be the strongest). Charge plasmas as type F. Type G or S is not worth the energy. Do not hit and run him! You have the advantage. Wait until he fires phasers, then fire all yours 2 seconds later. Your reinforcement will protect you while his shield reinforcement will disappear after he fires. You will do much better in that exchange of fire. 

