STARSHIP COMBAT ROUNDS 
Each round of starship combat is divided up into the three following phases, resolved in order. Each character on-board a starship typically acts in only one of these phases, depending on her role on the starship. The captain can act in any phase. Full rules for starship combat begin on page 317 of the Starfinder Core Rulebook. 
1. Engineering: The engineers can repair the starship’s systems or give one or more systems a boost. These actions occur simultaneously, so they can be resolved in any order. 
2. Helm: Each starship’s pilot attempts a Piloting check. The pilot with the lowest result acts first to move his starship and perform stunts, followed by the next lowest, and so on, until all starships have moved. Also during this phase, each of the science officers act at the same point in the phase as her starship’s pilot, but they can decide between them who acts first. 
3. Gunnery: The gunners can fire their starships’ weapons. Although starships fire in the same order decided upon in the helm phase, the effects of damage are not taken into account until the end of the phase, meaning that all starships can fire, even if they take enough damage to be disabled or destroyed during this phase. 
