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Chapter 1 1 1  

This chapter presents a collection 0 
rules that address the use of space- 
ships and starships in your campaign. 
They deal with subjects as varied as 
special tactics, new methods of FTL 
travel. and how ships perform r-51 
unusual circumstances-incluc 
when they suffer damage. 

the sections in this chapter can be 
considered independently of one 
another. This means that the 
Gamemaster can choose to apply cer- 
tain rules while ignoring others. It's 
your game, after all. and even a clev- 
erly-written rule may not add anything 
to the fun of your game session. 
Finally, you can use a pick-and-choose 
method to slowly introduce your play- 
ers to all the diversity that spaceships 
have to offer. 

Begin with a simple reading of the 
chapter. Consider making a few notes 
in the margin about something you'd 
like to expand on, underlining a few 
important sections you like, or even 
striking through something you don't 
want to use. More than any accessory 
that has been released for the game, 

With so many varied topics. most of 

Starships begs for an  active reade1 
and an  active player. 

STVLE 
The first question that comes to mind 
when you bring spaceships into your 
game sessions is how you and your 
players will use them. What role will 
spaceships fill in your campaign? 

Ships can take on any number of 
roles in your campaign setting. They 
can be titans of military strength. pio- 
neers in the field of discovery. or risky 
endeavors into the fields of venture 
capital. These represent just a few of 
the options you have before you as 
you consider what purpose or purpos- 
es ships will perform in your cam- 
paign. Of course. off-stage and off- 
camera they may fulfill many more 
roles than you explore with heroes. But 
what matters most is how you inte- 
grate them into your campaign model. 

While this accessory can't hope to 
consider every campaign model that 
you may use, a few of the more com- 
mon ones bear some consideration. 

' .. . 

. 

- = Remember that spaceships. like guns 
or high-tech gear, are just tools and 
props for the Gamemaster and players 
to advance a fun story. While they may 
be some of the coolest gadgets in sci- 
ence fiction roleDlwina. don't let them . - ". 
become the sole subject of your game. 
In other words, spaceships can make 
fine stages for action-but they can't 
replace the necessary actions of 
heroes. around which all stories 
revolve. 

The most likely sources of inspira- 
tion for how to use spaceships lie in 
science fiction universes of paper and 
celluloid with which you're already 
familiar. Books and movies have prob- 
ably helped to create the setting you 
play in, and they'll have something to 
say about how you use ships in your 
campaign. It's difficult to contemplate 
an exploration-based style without 
thinkina of the classic series Star Trek. " 
The epic battles of Star Wars suggest 
many useful implications of how to 
integrate the actions of heroes into a 
military model. Pick up just about any 
SF book or movie that features a 
spaceship. and you'll find a starting 
point of how to integrate them. 

A H i s t o r i c a l  
Perspective 
That said, thinking about some of the 
analogues to space travel that human 
histoxy already contains can provide 
additional ways of thinking about how 
to add ships to your game. (It might be 
interesting to consider other species' 
history too, hut that information still 
proves difficult to come by at present.) 

Interested in a story that revolves 
around exploration? Consider the dis- 
covery and investigation of the New 
World in the fifteenth and sixteenth 
centuries. These years held many 
intrepid sailors who set out to points 
where mapmakers feared to tread. to 
seas that said "beyond here there be 
dragons!' Your heroes can sail on the 
futuristic descendant of Columbus' 



Sunfa Maria or Magellan's ?kinidad. 
Thi.  mcdd can work especially well 
for a campaign In which exploration 
and etarship. are still in their infancy, 
a anky prospsd dared only by the 
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1= tearless or the desperate. 

Following history's path, after the 
explorers come the protitsen. The New 
World proved hslnt ible  to men meek- 
ing gold, men willing to exploit or even 
exterminate native populaces. While 
your campaign may not have such dark 
consequences, it may still hold many 
similarities to historical events. No 
matter the e r a  the themes of dealing 
with 1.u advanced sentient tapecise 
and with new resources on foreign 
worlds under the light of alien stars 
hold untold adventures. Your heroes' 
spaceship cun take part In such a dol- 
lmdriven call into the unlolown. or it 
could be pari of a government attempt 
to ensure that the eyes of )ustics extend 
to those on distant shores. 

Naturally, with profiteers &ng 
wealth and raw reaources back to 
more civiliwd regions. some will seek 
to make a profit on the work of others. 
Varioully called pirates or privateers, 
the morallty of thew sailors varied 
dramatically, yet their influence on 
popular memory outlmted the three 
centuries when they were most active. 
Fortunaiely for would-be pirate ships. 
the frontier of space is limitless. and 
the opportunities thus endless. 

Mer, the colonist. followed the 
profiteers. All ~orts of models- 
English. Spanish, and French m e  to 
mind-can k mined for ideas about 
how to use spaceships and how well 
the colonlnts get along with native 
populations. The colony tapece.hip 
idea wuld provide especially interest- 
ing stories, with a setting defined by 
the ship's outer hull for months or even 
years. Even an drive capable of ten 
times the s p e d  of light would demand 
long months of tmvel. In this model. 
the ship provides a stage on which the 
Gamemaster can tell many stories 

History alw holds another variant 
of this concept: the pilgrimage. The 
progress of pllgrims from one land to 
another-auch as the exodus of Jews 
from Egypt, the homesteading wag- 
oneers heading west to California, or 
the trail of Native Amsricas forced to 
march from Georgia to Oklahoma- 
may germinate idea8 for your own 
spaceborne caravan on a journey to a 
new home. Batfleatar QaJacUco 
explored such a n  Idea. Whether the 
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voyagers make their journey by 
choice or by force will alw shape how 
they view the spaceships on which 
they travel. 

Still other, more modem times may 
have something to add. For a military 
campaign. conaider the rugged B-52 
bomber, home to several crewmen. 
Their stations of pilot. navigator, radio 
operator, bombardier, and gunner 
could easily mimic those of a twenty- 
fourth-century wanhip. The same 
tales of rugged heroism that circulate 
concerning the crew of the Memphis 
Belle could be the sort of legends your 
own heroes spawn. 

Even more recently, the culture of 
19% America may have something to 
say about the future. Imagine a time in 
which starships are as common as 
automobile& and possess all of the 
magical symbolism of the hot rods and 
cool riders of this time. It's all about 
having the fastest. hottest ride in the 
galaxy.. .maybe even with fins. 

History holds many other models 
that you con follow for using starships. 
Consider the state of tranrportcltion 
after the fall of Rome, or during the 
great d a y  of locomotive dominance in 
America, and how you could adapt 
these to an era of space travel. 
Whether you chwee to take inspira- 
tion from one of the ideas mentioned 
or come up with your own. the impor. 
tant thing is that you consider how 
society deals with spaceships on a 
regular bash. 

Spacerhips or . 
S t a r w h i p m ?  
Throughout the introduction to this 
product, the two terms have bean used 
almost interchangeably. Generally 
"spaceships" refen to ships of an inter- 
planetmy natum-shipa that can trav- 
el between the Earth, Mar& and even 
Neptune, but can't as a practical mat. 
ter reach Alpha Cent&. The typical 
PL 6 vessel ln a spaceship. 

Stmshlps. on the other hand. have 
some means of traveling between the 
stam. ?tpically. this 1s an FlX engine 
that somehow manages to break or 
drcumvent the barrier of light speed. 
In the average campaign. a stamhip is 
at lecnt PL 7 technology. 

h a p i t o  the title of thin accessozy, it 
contains Infonnatlon augmenting both 
kinds of vessels. 

SYSTEMS OF I 
PLAY 
After determining the style you wlll 
use. you must consider how you and 
your players will roleplay the act of 
controlling starship. in your cam- 
paign. When It comes to actually 
using spcrceships and starships during 
your game, you have a few decitaions 
to make. The Gamsmasfer Guide pres- 
ents two reasonable, middle-of-the- 
road options for representing ship 
movement. eapecially as it reganin 
ship-to-ship interaction: narrative 
combat and visual combat. 

In the next mction, a brief discus- 
sion of these two systems highlights 
their differences, and why a player 
might choore one over the other. In 
addition, the section presents three 
new systems for representing space- 
ship Interactions: 3-D vector combat, 
action combat, and off-stage combat. 
Thew represent different points on the 
spectrum of realism. providing 
Gamemmters with a number of 
options for this facet of the game. 

Depending on the circumstancda. 
you may want to use one system dur- 
ing one encounter, then another system 
later on. There'e nothing wrong wiih 
that, as long an your playen can adapt 
to the change. For example, you may 
decide to quickly pass through a akir- 
mlsh between two mutships wlth the 
m i v e  system. m e r ,  when a pair of 
comeltes and a few space fightera 
engage in a more serious battle, you 
could use a more p d s e  sysiem. 

Narrative tombac 
The ncmotive system is  the simpler of 
the two standard 0 p t i 0 ~ .  With broad 
categorleB of movement broken down 
to the choice of whether to break, o m .  
hold, or clone, your herws can give the 
Gamemaater a good wnae of what 
they wish to accomplish. At the same 
time. you won't be encumbred by any- 
thing more than your imagination. 

The narrative system shows its 
weakness when players begin to ask 
about positional relatloluhip. 
between ship. that they can take 
advantage of, or when the 
Gamemaster has difficulty tracking 
the movements of multiple ships in his 
or her memory. It maken no pretenn 

three-dimensional movement in space, 
about ignoring the gmticulara of 



although the Gamemaster. as narrator 
of the scene, can color his speech with 
descriptions of positions above and 
below, in addition to fore. aft, star- 
board, and port. In general. however. 
the narrative system works best for 
players and Gamemasters who prefer 
a fairly casual approach to ship com- 
bat, or who seldom engage in it. 

Visual  Combat 
The visual combat system remains rel- 
atively easy. It offers ten different 
maneuvers to chwse from, with options 
such as roll, half-loop. spin ship, and 
hard bank. The visual combat system 
requires a hex map and either minia- 
tures or cardboard ship figures. 

show the positional relationships that 
a more tactically-minded group of 
heroes desire. This results in a more 
time-consuming exercise for everyone 
involved. That's great, if players and 
Gamemaster have the interest in sim- 
ulating a more realistic battle, but 
even if they do, the Gamemaster 
should ensure that the tactical ele- 
ments don't rule the game. Ship-to- 
ship combat shouldn't distract from a 
roleplaying experience that centers 
around players and heroes. not imagi- 
nary technology. 

Like narrative combat, the visual 
system largely ignores the possibility 
of three dimensions in space. As  long 
as the conflicts involve only two or 
three ships in an  uncrowded vacuum 
of space, the participants can general- 

As  such, its advantage is that it can 

A Reminder About 
Meamun~mmnts 

The megameter (Mm). which 
equals 1,000 kilometers, is the 
standard unit for measurement 
in space combat. Weapon 
ranges are listed in megame- 
tern. Ship speeds are deter- 
mined in megameters per 
phase. (One megameter per 
phase is equal to 1 million kph.) 
Acceleration is listed in mega- 
meters per phase per phase 
(abbreviated Mpp). 

For strategic movement out- 
side of tactical or combut situa- 
tion, the astronomical unit (AU) 
is the standard. An AU equals 
150 million kilometers (or 
150,000 Mm). 

Be warnedl 

A vector system is only for die-hards . . 
ly ignore the inaccuracies in the sys- 
tem: assume the ships involved oper- 
ate on a single geometric plane. 

Players who are fond of and regu- 
larly use the visual system can consid- 
er a modest expansion to deal with a 
third dimension. In addition to the 
maneuvers depicted on page 136 and 
page 159 of the Gamemaster Guide. a 
ship can "climb or "dive." 

As part of any Ordinary maneuver, 
a ship may move up or down one 
megameter (Mm). A Good maneuver of 
any kind allows movement of two Mm 
up or down, and moving a ship up or 
down three Mm requires an Amazing 
maneuver. (Don't forget to divide these 
distances by a factor of 10 for PL 6 
encounters.) On the hex pad on which 
you maneuver ship icons, make a note 
of each ship's "altitude" in space. In 
order to determine the approximate 
range between any two ships, add the 
difference of their ship's altitude to the 
number of the hexes that separate 
them. Of course. this isn't precisely 
accurate; those desiring precision may 
utilize the Pythagorean theorem to 
more accurately determine the dis- 
tance between the two ships. 

al system doesn't take into account a 
ship's speed or the ability of ships to 
alter the heading completely in three 
dimensions, but it can add a touch of 
realism and give you the feeling of 
more accurate movement. 

This optional expansion to the visu- 

3-0 Vector  
Combat 
Be warnedl The vector system is 
intended for players who have a pas- 
sionate interest in representing space 
movement and combat with a wealth 
of accuracy. It's for those who think the 
visual system isn't realistic enough, 
and only the ultimate in realism will 
do. The vector system requires a famil- 
iarity with-r at  least a tolerance 
for-routine use of mathematics and 
multiple calculations. Using the vector 
system calls upon the use of a calcula- 
tor with every round of action; users of 
this system should know that it 
requires a fair amount of labor to 
make it work. 

If this system isn't for you, skip to 

'Action Combat' on page 7. 
What does the vector system offer, 

then? Verisimilitude. Everyone knows 
that ship battles happen in three- 
dimensional space, but for easy reso- 
lution, most systems ignore it. 

In reality, each ship has a single 
characteristic that determines its abili- 
ty to move in all three dimensions: its 
acceleration. As  the system explains, 
using the acceleration given for any 
ship, you can determine all of the char- 
acteristics that allow it to maneuver. 

In preparing to run a vector combat. 
you'll need just a few things. With a 
piece of graph paper or even normal 
lined paper, draw a square Cartesian 
coordinate grid. This will help you see 
where each ship or spaceborne object 
lies. Label one axis of the grid the "x- 
axis" and another the "y-axis." The 
third axis. representing the z-coordi- 
nate, you can draw in or simply note 
with every ship. 

distances, and accelerations are 
measured in tenths of a megameter 
(.1 Mm. .2 Mm. etc.). At PL 7, measure- 
ments, units, and coordinates are in 
megameters (1 Mm. 2 Mm. etc.). 

In each phase, a ship's position 
will be described by its coordinates (x. 
y. z). Its velocity is the change in its x. 
y, and z coordinates since the last 
phase. In a three-dimensional system, 
each of these values may be positive 
or negative. 

Example: A ship is at  x 3. y 0. z -4 
and moves x +3, y -1. z +1 in the phase. 
It ends the phase at x 6. y -1. z 3. 

For PL 6 ship encounters. velocities, 

The grid isn't actually required for 
showing maneuvers, like the hex grid 
used by the visual combat system is. 
but it can help players visualize where 
things are. It can also allow a gwd 
guess at range between two objects. 
although range can be more accurately 
determined through the application of 
trigonometry (see 'Determining Range' 
below). Other than the grid, all you 
need is a calculator (or a deep-seated 
desire to perform a lot of arithmetic.) 

Setting Up the Flght 

In many ways. setting up a vector 
combat works much like the other two 5 



j ' (coardhatei x 0. y 0, z 0) and anothei 
10 01 morp Mm away (orcaa-tonthol 

the start. net the f h i n g  #hip's velocitv 

or 3 megametem per phase In the 
d1mdh-n of Its quany. (It probably a 
has a betta acceleration. dnce it'a 
besn d e  to catch it# prey 

Involved. you can o*o coneider the 
pmunce of moving or otationcrry 
obataclem when you net up the fight. 

thing interferes. their veldtien (unlik 
thwe oi @him) a&blv won't ohanue 

TAELE 51: 
RESOLVING 1 MPP 

ACCELERAT~ON 

X Y 2 
1.0 0.0 0.0 
0.9 0.4 0.0 
0.9 0.3 0.3 
0.9 0.0 0.4 
0.8 0.6 0.0 

0.8 0.4 0.4 
0.8 0.3 0.5 
0.8 0.0 0.6 
0.7 0.7 0.0 
0.7 0.6 0.4 
0.7 0.5 0.5 
0.7 0.4 0.6 
0.7 0.0 0.7 
0.6 0.8 0.0 
0.6 0.7 0.4 
0.6 0.6 0.6 
0.6 0.4 0.7 

0.8 0.5 0.3 

0.6 0.0 0.8 
0.5 0.8 0.3 

0.5 0.3 0.8 

0.4 0.8 0.4 

0.4 0.4 0.8 

0.5 0.7 0 s  
0.5 0.5 0.7 

0.4 0.9 0.0 

0.4 0.7 0.6 
0.4 0.6 0.7 

0.4 0.0 0.9 
0.3 0.9 0.3 
0.3 0.8 0.5 
0.3 0.5 0.8 
0.3 0.3 0.9 
0.0 1.0 0.0 
0.0 0.9 0.4 
0.0 0.8 0.6 
0.0 0.7 0.7 
0.0 0.6 0.8 
0.0 0.4 0.9 
0.0 0.0 1.0 

I 
A-. A liat of valuoa dividu 
UD I M m  into throo mmmnonta (.. Y. 

word.. who d c i d e i  which .hip will 
move fint. See page 135 In Chapter IO: 
VohicIer &I the Gamemwtez Oulde for 
more information on advantage. 

Eoch phase. a ahip has a voloclty. 
Thia is the changs In coordinatr that 

ddering the ahip's onglne. maneuver- 
ability. and its eieo: aoe page 144 in 
Chapter JI: SpucesbIpa in the 
Gamoma~ter Guide.) 

Example: The chaaing ship may 
want to continuo a m l u a t i n g  toward 

&ma. 







interesting to you if the foul alien 
fleet triumphs? Then it does. 
Meanwhile. increase the tension by 
rolling a few dice while you describe 
the doomed battle and pretend to 
consider the results. 

For a more systematic approach. 
allow each side to roll Tactics-space 
tactics skill checks. Apply a bonus or 
penalty for ships of differing sizes and 
functions. For example, a corvette 
might enjoy a 3 step bonus over a 
scout, or even a -4 step bonus over a 
trader ship. 

give the combatants, one method you 
can use is to examine TABLE G26 
SOCIAL STATUS on page 107 in the 
Gomemaster Guide. Make a guess at 
an approximate rank (line officer, com- 
mand officer, flag officer) of the com- 
mander of the vessel (or fleet) and use 
the appropriate social status as the 
skill score. 

Compare the results of the two 
sides using the 'Character vs. 
Character' rule found on page 63 in 
the Player's Handbook. The side with 
the better degree of success wins. You 
can consider just what a victory is 
likely to mean for the two sides. 
Sometimes, it could result in outright 
destruction for one side and victory for 
the other. Or it may mean that the 
smaller ship gets away or bypasses a 
threat; to its crew, survival might con- 
note victory. 

If you don't know what skill score to 

STARDRIVES 
AND 
DRIVESPACE 
Drivespace represents a standard 
means by which FTL travel, through 
the stardrive, and communications, 
through the drivespace relay. can be 
accomplished. 

travel is accomplished are simple for 
game play. No matter how far a mole- 
cule of matter may travel in normal 
space, it takes 121 hours from starfall 
to starrise. No matter how far an  ener- 
gy wave travels through normal space, 
it takes 11 hours from transmission to 
reception. A drivespace jump. or star- 
fall. always takes 5 days (or more pre- 
cisely, 121 hours); the amount of power 
that a vessel can pour into its 
stardrive determines the distance the 
ship can reach. See TABLE G41: STARFALL 

The principles by which drivespace 

. 
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Drivespace At  Progress Level 8 
Manipulation of drivespace continues beyond the Progress Level in which 
it was first discovered and exploited. While the principles which rule over 
drivespace remain unchanged, a greater degree of technological creativi- I ty allows some substantial advances. 

The Orlvewave Generator 

The drivewave generator (see page 146 in the Gamemasier Guide) stands 
out as the leading advance in drivespace-related technology at PL8. 
Though this drive system doesn't extend starfall range. the drivewave 

younounding a driveship with a focused tachyonic field, it allows a 

kes for a drivewave generator to recharge. the Gamemaster can 
1 d4+l hourm (for a quick estimate) or roll 10d20+100 minutes (far 

ct more precise measurement). 
If the Gamemaster allows. an engineer may attempt to decrease ths 

time by analysis of tachyonic density. Allow a System Operation-engi- 
neering skill check. The result reduces the recharge time Ordinary. 
8d2011M) minutes: Good. 6d20+100 minutes: Amazing, 4d20+100 minute 

Obviously. the reduction in both travel and recharge time can open 
whole new vistas of travel. Whereas the typical PL 7 campaign using a 
stardrive may be limited to only one comer of the galaxy. the drivewave 
generator can quickly open the galaxy to interstellar travel. Even nearby 
galaxies-Andromeda and the Magellanic Clouds-may not be beyond 

Starfall Detarrorrr 

Around the same period, a new form of drivespace detection is also devel- 
oped. This second generation of detectors-known typically as starfall 
detectors-can form a real-space-based network around which entrances 
into drivespace are detected only a n  hour after entrance. 

Each starfall detector has a radius of 100 light-years. Like previous 
detectors. the improved model can judge both the destination and mass of 
a starfalling vessel by its starfall. Eventually. a network of these starfall 
detectors. spread out over space, m n  

Drivespace Communication 

Regrettably. despite improvements in transportation and detection tech- 
nology. communication through drivespace remains frozen at the rate of 
11 hours per relay. with a maximum range of SO light-years. This has 
interesting military consequences. With a fleet powered by drivewave 
generators. it may be impossible for the target system to know of the 
arrival of a ship prior to its arrival-and it's certainly impossible for them 
to receive assistance beforehand. Without the existence of a new FTL sys- 
tem-such as the foldsender or something similar-the advantage of the 
new starfall detection system may be lost. 

only the statdrive h t e r ,  mailable in 
the late days of F'rcgrens Level 7 (and 
detailed In 'D~Drive Syntemd on page 
50). allow8 for a ahmar recharge time 
by quickly rephlng the ntardrive with 
one that's already gained a tachyonic 
charge. 

Since t b  stardrive nlkr on a 
manipdutlon of the 5 h t y  plane, it 
hcn the polulbility of being crffected by 
supem&ve objects Sn spa-tarn 
and planeto. Ironlcallu. the stardzivr 
-s to paonem chruaaerinties 
which both pull and pu& it away ftam 
t h e n  large objects. Flmt, there's the 
mild tendency of mmfalling a h l p  to 

mor plmmed-aa 

lh8 t0 ths O f f a  d W  than crbat 0.1 
AU (15.000 km). large obfeds punh the 
stahalllng vcnrsl away fzom the 
object's outer muface. Thia is In nome 
ways convenient for nhgatom hop- 

or mMln or entering the 
to avoid the posllibility of craahlng 

at. 

your campaign to explain why travel 
times work as they do. Some pai t  the 

e of a driveapace hyperaphens 
which clll wsdn pan. Othen 

we that drivespace mwt be a 
dlmmsion sanewhen ln which all 

of spce overlap. and that 
y of five daya in simply to go 

and return from this nema point. 

ion, drivespace it& largely hac- 
B as a featurelesa void through 

hicb Ewnhlp. tmvel. Much like 
intentellar space. it's a cold vacuum 
with Moperaturea near almolute wro. 
It even la& th.  tiny speck. of Inter- 
stellar dust that popuIateintwl.l.llm 

d allow fwion ramfeta to 

ere I) nothlng alive in or natural 
ca to wmunter-unleu the 

Ocuoemastcrr want. to place mmo 
truly nefarious lifeformo out in that 
dl 

vespace even eppomr to 
lack the edstenoe of other vtcrrfalling 
~ ~ e l a .  Once a venme1 unters drive- 
apace. it's completely on its own for 
the five days. It won't ellEMlnter other 
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L With even modeat light-year ranges, 
the ahility of natian-states to Mend 
border. may become Impdble .  
Advunced &Ips will aimply leap 
behind memy linea to wreak havoc on 
undefended worlda and atar eyotems. 

Can FTL t m l  be detected I. there 
in a ship system wch as the drive- 
opace detector. or device that can bo 
mounted on a satellite or op a planet 
that tracks FTL travel? What rang. of 
detwion &at.? ’&pically. the mngo 
of detection should at leaat equal the 

I 

I 

own, hyperapuce offem the prombe of 
a universe in which distance apmutes 
uuder fundamentally &&rent 1- In 
some ways, it‘a aimply a d h r  
d i m d o n ,  in whlch point. tbat lie 

attempt to activate II hwrdrlve quick- 
ly, apply a +2 atep penalty per mlnute 
l e u  than ten apent in pnpmation. 
Note that thia replaces the pnally liat 
ed 09 ‘NavIgatIon Sltwtion ModUim’ 

of time strictly dependent on th. die- 
tance a itrudip movea &. T m  S1 

t m l  can enjoy over othor Pn driw 
may be the lack of secharge ti-. 

PI. Small Medlum Large 
7 5ly 50 Iy 1000 ly 
8 50ly 500ly lOOOOly 
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a talent is require 
rlve. In these cane 

choportiva drive, dwrihed on paga xx, ie juet suc 
it function9 much like a spacefolding drive; the di 
travel, however, 1s determined by the total numbe 

The choice to integ 
tinct, and oven the 
make an interesth 
to consider: 

How common are mindwalkers? Are they 
nation, or more like a an available resource 

Can other beings, whether in another dimens 
in this One. sense these powertul psloaic emana 
d m s  use of a pnionic FPL system gathdr? 

have them? Who k n o w  that they exist? Take a look a t  Chanter 16: 
Optlonaf Ruler in the 0Pmemcr.ter Guide. 

This section has discussed FTL effects 
especially as they relate to starships. 
However, superluminal travel may go 
beyond, or indeed have nothing to do 
with. spaceships. Perhaps planetside 
portals connecting worlds about far- 
flung stars will be the best means of 
cruising the cosmos. Or maybe even 
personal-sized jumpwebs will take 
single individuals-humans. robots. or 
other biological sentients-from one 
world to another. Or maybe the only 
means of traveling from one star to 
another will be completely nonphysi- 
cal, involving either advanced psionic 
discipline or the transference of con. 
sciousness to an electronic medium. 
Imagine two cultures exchanging 
immigrants without physical bodies. 

You can choose to integrate any o 
these ideas, or something of your 
imagination with starships. or com- 
pletely on their own. It's your game. 14 

REALI5M 
IN PLAY 
Realism is a significant consideration 
of the styles and systems described 
above. The decision of how scientifi- 
cally accurate you want your game in 
general, and spaceship rules in specif- 
ic, will cast a long shadow over many 
of your gaming sessions. 

A nod to realism can imply a 
greater degree of complexity, as the 
vector system illustrates. It also 
demands a greater familiarity with 
principles of physics. The A L T ~  
game mechanics allow for a more 
realistic campaign, although to fulfill 
such a goal you may have to alter the 
specifications of certain items of tech- 
nology, ship systems. and the like. 
This section examines a few of the 
topics you may want to consider as 
you construct such a model of play. 

The most common "realistic" space- 
faring campaign limits itself to PL 6 
technology. Thus, it relies on scientific 
principles that are logical extensions 
or manipulations of science under- 
stood today. It leaves behind the more 
outlandish concepts of gravity manip- 
ulation, FTL travel. and artificial intel- 
ligence. 

Decompression 

For a campaign in which spacefaring 
is still in its infancy and limited to a 
single star system. most ships simply 
aren't designed to handle combat situ- 

PL 5 5paceshlpbs - 
Generally speaking. the typical modem-day campaign finds little we for 
spaceships and even smaller concerns involving spaceship combat. 
Spaceships remain incredibly rare. expensive,. and restricted to the hands 
of governments or multinational corporations. Their operators. in turn. 
spend years (if not decades) focusing on their task as astronauts. There's 
no realistic way for hemes to step forward into apacesuits and ride a 
space shuttle into history. 

That said. aome extraordinary campaigns. perhaps toward the end of 
Progress Level 5, may begin tinkering with spaceships and their use by 
heroes. Maybe the first colonies on Mars and the Moon are under way+ 
and the heroes are specialists sent in to investigate an incident. rescue a 
crew, or prevent the impact of a n  a asteroid. 

In that case. consider designing spaceships that can use any of the fol- 
lowing PL 6 systems as PL 5 systems: airlock. command deck, reentry cap. 
sule. standard hatches. chemical reactor. fission reactor, solar cell. con. 
ventional rocket. fission rocket. life support unit. recycler unit. workshop, 
afrlspace radar. radio transceiver, marginal computer cores, craw quar- 
tets. cargo space. fuel tank. and laser cannon. 

I 



DETERMINING GAMMA 

Whour % c 

0.69Dh l.owo2yI 

97.4% 4.4 
98.1% 5.1 
98.5% 5.8 
98.9% 6.7 
9922% 7.8 
99.3% 6.5 
99.5% 9.5 
99.6% 11.0 
99.7% 13.5 
99.9% 10.0 

7.m5 99.93% 26.9 
7z39 99.99% 6Q.a 
7.c4 100% Innn 





A Slmpler 

5olmlon to It All 

Maybe you’re presenting space- 
ship combat casually, and you 
don’t want to get involved with 
the complexity presented even 
by the single chart on Table GSO. 
Consider the following opt 
The result of a System 
Operation-weapons check 
mines the compartment hit. With 
an Ordinary result. the pilot of 
the ship struck can select the 
compartment that suffers dam- 
age. With a Good result. the 
defending pilot muat offer a 
choice 01 two compartments. and 

I 
I 

le to fulfill in this simple sys- 
he can provide a bonus to 

Operation-weapons skill 
and he can do the scan- 

ning necessary to determine 
what kind of systems are in each 
of the enemy compartments. 
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The Engines @re Tough 

It's reasonable to posit that cer- 
tain systems may be tougher 
and more resistant to damage 
than others. This is reflected in 
each system's durability. 

As an alternative to the 
method of determining system 
failure described above, begin 
with the system with the lowest 
durability (including O-durabili- 
ty systems). It has a 50% 
(2-in-4) chance of failure. 

If the reault indicates no fail- 
ure, move to the next-largest 
system and repeat the process. 
The last system to be checked 
automatically suffers the failure. 

neve% know that their distreaa call haa 
never been recelved. 

The Command Deck 

While the command dation# on the 
bridge of a ship aren't actually inde- 
pndent  dyatema, it remains poaslble 
t h a  damage could impair the function 
of thew control computers and w e r  
input device#. When the command 
compartment suffers damage, treat the 
bridae an one of the 0.durabilltv M- 

Whether a remlt of mi&- alga- 
tions or p e ~ n a l  onw. 6ome4imes a 
crew has the need to mpxk a .p.olflc 
system for more than jwi a few min- 
u t e d  the urpncy of thei! tank prs- 
vents complete r e m  of the cornpart- 
msnt. So. the engineer conewtmtm hi. 
efforts on the system he noads. This 
i n d v e s  a complex ddll cheek. 

B e c a w  stun dam- to a compcnt- 
ment can ba repaid in only a matter 
of rounds. there's no reawn to Wmpt  
a s w i f i c  ~ t e m  r d r  for avatems 

tem;aubjd to damage for the&&- 
ea of determining a ayatem failure. 

If a ccmdom detenninaHon result8 
in a bridge Wtem Wun. consult 
TmLB s.1: S m m  FAILUFL~ for the effect.. 

Repslrlng minute oi work. 

Symmam Damage 

There are a few ways to mpolld to a 
dyatem failure. Some failure6 on Table 
S4 Ifit specific n s p o n w .  and o t h e ~  
imply through their effects that the 
system caunot be repaired. 0thewf.e. 

Sptem failure down't nCKmarnily three method. exist. 
l ~ ~ l l l  that the damaged w m  dmply The firbt. dwcribed on page 163 in 
86.. off-linr and a o u s  functionhg. the Gamemaater Guide, Innrlves 
Sometime& a Mure could h m  a Ilm- restoring a mtem to normal fuuction 
ited effect or time, q p l y  a penalty to a tempomrilp. Ualng the Technical 
myatem's wer or create a power ineffi- Science+ryrig #kill, a hero crm 
ciency. More nrious failures could reatore a syatem for a n&r of 

Includbg l a  of contw1, weapons mia- effect of making permanent repairs 
flrea, and ahip-thrddng uplalolu. slightly more difficult later. 

R e f e r r o I x B 1 B s ( : 8 n T B b ~ I n  Generally a hero cannot juryrig a When a compartment takes atw dam- 
the m m  a the btt aide, flnd the t p e  of eystem a second time if It falls again. age that exceed. its total, each addi- 
system (engine, puwer# wecqrol~ etc,) d- although the Oamemaater may allow tional 2 stun points traamlate to 1 p i n t  
ferlno the f&m. "hen ttnd thedumn a desperate engineer to make a of wound damage. Similarly, excea- 

fuzyrig ekill check with a +3 step sive wound damage tmn 
penalty. Despite these reprcusaions. mortul damage. 

cxppoplat.forth.d.gruofd-aw 
thatmrvsdthefallun.looLolerarto 
l a m t e t h e ~ e f b a l o n t h e t a b l e .  many ahipenginee nawearby When a compartment rutfen mortal 

E x a m p l e  After a compaztment sui- juryrigging: bringing a critiaal ays- damage in e- of 1ta total, 
hn 6 polntr of wound damage. the tern online for jwt a minute M two point of mortal damage crawlatea to 1 
Gammndar deiortninea that a Iaaer can make the difference hitween vic- polnt of lpouLlcl dainage applied to the 
tranweiver  ON a sptem failure. tory and extinction. neYt lowernumbered compartment (or 
looking at the row labeled The ucond option. one which every adjamit compcuhnent. if such CQD be 
'Communlwdliona' and rxlou to the good englneer prshn. involves the determined by the Gamemaater). If 
column labeled 'Wound; the time-conaumlng proceis of making necessary, wrap around to the highest- 
ocrmcuncntrr discoven that the l a m  permanent repcdra. On- a compmt. n u m M  cumpartment if the 1-t 
tmnaceiver's mnge han been reduced ment has been npaIred of all its atun, i. destmpd. Amor has no effect on 
to a .Ingle AU. ThIs might caum dim- wound, and mortal damage with damage c d  by internal wander; 
culty if the h e m s  attempt to aall for Technical Scbme-repair, the malfunc- however, further hits on the cornpart. 
help. tfontng or failed ayatems return to nor- ment must still penetrate ita armor. 

mal stcmu. €legrettably, this klnd of Exampie: Comportment I of a ship 
Gamemartn can aaswe that the ship erbcrustive rem opera+ion takes ham 4 dumbility, and thus 4 mortal 
computer report* the effect. Of courw. how, or even daya when wound or points. After suffering 6 points of mor- 
on a .hip wracked with enemy fire, mortal damage la involved. @se page tal damage, the comportment is 
parhap  the crew remains dangema- 163 In the Gamemaaler Guide for exact destroyed. In addition, 2 points of 
ly unuwam of what'. gone wrong. In detail. on adminiatedng t u  onnplex wound damage are applied to 

that have &tiered &I dam&. 
Repairing a system that faUed as a 

result of wounddcrm.rqp Is a tusk of 
Good complexity, requidng a total of 6 
SUCCBM... Repatr attempts to guin 
these successw can be made once par 

Repairi*g a syatem that failed LU 
a result of mortal damage 1s a task of 
Amazing complexity, requiring a total 
of 8 aumesum. In t h h  case. repuir 
attempts can bo made once per hour 
of work. 

Repqking a W t e m  in this mamer 
has no effect on the durabflity mting 
or damage recorded on the aptem's 
compartment. Any wound m mortal 
damage remains in effect, and addb 
tional damage ia just as likely to 
cauae new system failurea 

EpIpectclof 
Syrmm Fallure 

remlt in dangerow malfunctbw. round& with the unfortunate aide Tranmferrlng 
Damage 

For moat aptern failure.. the 

1 8 the emnrpk ahow, the czew might &ill check.) Compartment 3. 



Spacer_--p Death 

When a compartment lows its last mor- 
tal point, it's effectively destroyed. All c 
the mystems within it have h n  demd- 
ished, and each will need to replacec 
Generally, this is the only effect. 

Engineering compartments contain- 
ing reactors and power plants, howev- 
er, may end their serviceable life wi 
a more explosive finale. Assume a 
base 1-in-6 chance that the destruction 
of the engineering comparlment pre- 
cipitates a reactor breach and explc 
sion. This is even worse than the 
result of the worst system failure 
involving a power plant. 

The crew has only 2d4 phases to 
abandon their ship. After this time, the 
annihilation of the power plant com 
pletely destroys its ship. 

Explodve Remultm 

The explosive termination of a ship 
also cause. damage to ships and 
other bodies in the immediate vicinity 
of space (1 Mm or lend 

The amount of damage caused by 
the explosion depends on the size of the 
exploding ship. Divide the former ship's 
total durability by 10. rounding down. 
This is the number of "hits" that the 
explosion cauws. For each hlt, roll mn- 
domly to determine which compartment 
suffers damage: it's possible that a 
compartment suffers more thcm one hit. 
Ead! hit causes d8+2 points of wound 
damage. Annor is applied normally; the 
damage is considered to be HYA. 

Other Dama! 
E f f e c t s  
Spa- combat has the potential to 
become a spectacular display of flashy 
effects. It can also create a tragic 
scene that renders beautifully- 
designed space vessels into twisted. 
smoking ruins. It's up to you to decide 
how clean or mesny you want to repre. 
sent your combats. Still. you should 
consider adding some spice to the sim- 
ple trackhg of stun. wound, and mortal 
points. The impacts of fast-moving 
missiles and energy blast. are likely to 
have a number of interesting effects on 
a ship. Improvise as you desire: a few 
suggestions are listed below. + Interior communications break- 
down. Heroes can no longer communi- 
cate from one section of the ship to 
another. 

+ Lights out1 The standard on- 

+ Damage renders certain cornpart- 
b a d  illumination system fails. 

ments unreachable, or somehow 
divides the ship by closing down ship 
corridors. 

+ Scam and cosmetic damage1 
While the damage is techniwlly unre- 
markable, until the hull is resurfaced 
and repainted, the ship's resale value is 
lowered by 5-1wb. The owner of the ves- 
sel may have a tougher time booking 
contracts or making deals until he fixes 
his ship's damaged appemance. 

Damage to Armor 
Nothing can stand up to one deadly 
barrage after another, and armor is no 
exception. Once a compartment ham 
suffered mortal damage or a serious 
amount of wound damage, its armor 
begins to lose effectiveness. Armor 
degradation doesn't take effect on the 
attack that degrades it, only on subse- 
quent attacks. 

After a ship compartment suffers 
wound damage that exceeds half its 
total wound points, apply a 1-point 

reduction in effectiveneas against all 
categories to its armor. (Rememhr 
that a check for system failure Is also 
required at  this time.) For example. 
once damaged by excessive wound 
damage. moderate alloy armor is 
rated at d#d#d4-1 (instead of the nor- 
mal dl+l/dl+l/dl). 

After a compartment suffers any 
amount of mortal damage, apply a 2- 
point reduction in effectiveness in all 
categories. Armor can have u)ro effect 
on a n  attack, but the result of a nega- 
tive result for armor nevar implie. 
additional damage. 

tal damage aren't cumulative: apply 
only the largest penalty. 

The reduction from wound and mor- 

RepaPrs 

1 

Once the show is over and the fight u 
done, it becomes time not merely to 
spray fire retardant focrm. apply some 
quick sealant, and juryrig a system or 
two. It's aliw time to work out all of tlm 
ship's stun. wound, and mortal damage 
from all of it. compartmentm. For all of 
the relevant &lll check and the fac- 19 



1 
iymtem 

.nglne 

nductlon englnam. 
ind the Ilk0 lFmr 
itablllzmra and 
ilmllar accnsllrlem. 
o h r  to  s6anoral*.l 

Fumlon torchms. C h w m l  C p m v p i  OvIr 

'UPport 
U k  support and 

IutWUppOrt.  mm 
mcludma Intqrutd 
~ccmhratlmn- 
mmlstance l y m t m n m .  bg tly 
For rocyclars. 

Imllar oumswrlam, 
.kr to '6meml'.l 

R C U m U l l M n .  E d  

enmors 

Uch as mdaro and 
mmmlve onas such Itor. knror 

mass. EM, and normal. 
P dCtPCtOrs 

Act lw senaorm Lnww 

a +C nq p.r- 

IWmnses 
Prlmary dofonsem The mystom lomas lmcuvh q p m m  mtb. but 

such a m  Jammers. 
p0lnt-dmfmn.c guns. p l n m i t y  tu Iu upamtor. untll pomr Is rwllocatod 
and ablatlve mhlmldm 
[For dmmage co 
see '6enoral'.l 

nmss. prnvldlng a +ia st.p cmntlnum to draw powor 

bg thm shlp's mnmlnoer. 

mrnmunlcatlmns 

ranscelvmrs wlmh; vldoo and holm- targotlna fallure llmlts t h m  
AII rums ot The system Imsem band- 51gnal degradlnlmn and 

graphk tranmmlsslon I m  
Imposslble. 

cmmunlcstlon'm rangm to  
a m l n g l e  AU I150 Mml. 

Mortal *< 

lhm englnms fall. The mhlp 
cmtlnumm movlng, but can't 
maneuver M accelerate. " 

mnsylnn werlwI(; the mhlp 
accihratn madly In Its 
currant dlrectlon. but no 
hmrhouvrrm may bm 
Irttrmptd. 

MLlrrl Fallurs: Tho 

H thm drtvr unlt Is chargod. 
R YIIVM.. undlng the 
.hip In a m n d m  dlmctlon. 

-1 islNlrr: Half m 
tk m h l p  I m  Hnt to  one 
m. m d  the o t h m r  
VNIr Ilght-yurm away 1 
mtuthor dlractlon. 

fM unit meuunctlom, 
undttlmg t o X l C  chonllcalm 
b m U n . M p ' S s t m o -  
rp lm.  lraat am an A3 
OnMmnrmnt  m a r  d4 
murdr. 

IMtkml F1.Uum: lnartlal 
llunprnlng aymtems fall. 
H tho m h l p  accolmrlnem or 
m m n u w r m ,  tho c r m  dles. 

Thm m y m u m  t r l l m .  If t h a  
mustem was mo only 
H n w w  avallable. the 
crew Im mSctlwly bllni 

W I l C a l  Fsl lvrr:  The 
I.ylMn roturns false 
Put bellovablel data. 

The mystem fmlls. On ouch 
phase. It draws 1 addltlonal 
powor mctnr fmm a 
randomly dlnermlned 
system Icumulatlv-- 

Crltlcal Fdlurm: A 
but pomr draln I- 

,Ye, 
rled. 

Tho tranmcelver fallm. 
Crltlcal Fmllure: The 

communlcatmr replays 
old mesmages. 



TABLE 54: SY5TEM FAILURE5 - - - 
System S t u n  Wount Mortal:' 
Cr,lllpllter core 

The primain) con- The computer no longer The computer occasionally Incorrect  data stream+ tn 

trol coniputer for provides autoniatic reports 11-in-4 chancel refuses tn the attention uf the crew: 

all ship hmcfions. of ship status. Al l  funr- acknowledge commands. In damage relmrts, sysfeni 

regardless of tions must be performed the event Of refusal. the failures. etc. Roll three 

quality manually. command must be repeated fictional system tai1ure.s 

for other Conipartments. 

computer immediately 

shuts down the "daniagerl 

systems as above. 

or the cnmputer taken 

offline. C r i t i c a l  F a i l u r e :  The 

Dedicated Conip. Systems 

Helm. weapons, The assistance programs The assistance programs While appearing undani- 

tactical. etc. become erratic: during cease providing any bonus aged, the computer gives 

each phase, there is a t o  their user. 
1-in-4 chance they provide deactivated. 

no bonus to i t s  user. 

a +1 step penalty until 

Crirical F a i l u r e :  A% ahove. 
but with a +3 step penalty. I 

W e n p a n s :  EMm 

C O M O n l ,  p r t l c l r  It inopera- first, but the weapon 

b m m n 8 ,  m a n  c m -  ses (may overloads if used again. 

Lasmrm. plasma mion in the Nothing appears wrong at  

nons. EM w r p d ~ .  
and t h m  11hl. (For 
non-mffmnalvm .YO- 

toms. mom * f i m ~ r s I ' . l  

ommartment. 

Weapons: Guided 

nwssile tube- 

Missile racks and Guida 

r i  thmm 
thc CI-t 

Weapon-: Projectile 

Rail cannons and 

similar %lug throwers 

The weapon jams and 

requires d4 phases t o  

automatically clear itself 

(may extend into the 

following round). 

The weapon's launch cylin- 

der loses alignment. Use 
of the weapon incurs a 
t4 step penaltg. 

General 

cargo, and other 

sg5tem5 that defy 

standard rategormes requires 0 power factors]. round). 

Includes Crew, The system demands Temporary system failure 

lasts d6 phases [may ex- 

tend into the tollowlng 

double the nornial power 

factors [or 1 it it normally 

A n  overload builds up in 

the system. In d4 rounds. 

an explosion causing d6m 

rocks the Compartment. 

overload begins as above, 

but the explosion occ~mrs in 

d4 phases. 

C r i t i c a l  Failure: The 

Arming protocols fail. and 

one of the missiles in  the 

ammunition locker deto- 

nates, dealing it- Drdinarg 

damage t o  compartment. 

C r i t i c a l  F a i l u r e :  Al l  o f  the 

systeni'b missiles and 

ammunition simultaneously 

detonate, as above. 

A jam prevent- firing the 
gun again. If another shot 

is attempted, the weapon 

destroys itself. 

C r i t i c a l  Failure: The 

weapon 1s destroyed. 

Random malfunctions ann 
activatio.iS are permanent 

until repairs are made. The 

Ganiemaster should come 

up with zornefhing creative. 

C r i t i c a l  F a i l u r e :  The sys- 

tem is destrogic4. 

stations cease funcfiumming. 

C r i t i c a l  Failc,re: No addi- m The data nefworh rhih in~ludes an9 A single station 

bridge control 5ta- ceases t o  function. malfunctions. Ang 

tion. such a5 helm, 5gstems tied to  it must 

engineering. or 1,- I ontrolled n,a,,ua11y tems from bridge stations tional effmct. 

A- L.tllll, hiif all bridge 

shill checks using ship sys- 

W~.3l,Oll-, from the L",n~,art"lenf suffer a +2 step penalty. 



When Ufe Iupport Fellr 

L ship's life support system could fail as the result of damage to the com- 
Bartment holding the system. It's also possible that someone might deac- 
h a t e  life support in effort to gain power factors elsewhere on the ship, or 
n a n  effort to sabotage the ship. 
'he failure of life support doesn't instantly mean death for the heroes 
iboard. They may be able to carry on for hours. even days. before the 
nvasive effects of the cold vacuum outside bring about their end. 

One immediate effect is  the failure of any artifidal gravity systems 
b a r d .  The ship becomes a 00 environment. and the crew should quickly 
belt themselves in. Even more importantly, the ship must maintain its CUE 

ent course and speed. as any change in velocity 01 direction would certain- 
y doom those abcurd (see 'Acceleration and Human Limits' on page 15). 

The second effect is the end of atmospheric recycling. The air within 
he ship will run out 01 necessary oxygen. and the unprocessed carbon 
iioxide that the crew 
Dtal durability by its 
iecomes a n  A3 environment, 

The final effect involves the control of temperature. Interplanetary and 
nterstellcu space are cold. and wlthout life support systems to b a t  the 
hip. the temperature within quickly falls to match that found outside. For 
ach hour. reduce the ship's temperature by one grade on the GRAPH 
cale. After one hour, the ship falls from a n  H2 to a n  H1: after a second 
our, it becomes an HO environment. 

ife support returns. the effecta are quickry felt. Artificial gravity cun be 
d a n t l y  restored. and only ten minutes need pas before the atmosphere 
stums to normal. Temperature rises at the same rate it originally fell. 

oiwnous. Divide t 
er of hours before 

A ship's crew can don envtmnmental suits to extend their vialSlity. Once 

~~upo$iYity pouatu. rt muui k taken to 
port of crt learit miniport quality (we 
'Wports' on pcrge 30. There, after the 
meckage of its predecenlor is careful- 
ly removed. a replacement be put 
in place. 

The exact time to replace a com- 
partment dependm on the compoIt- 
menta sine and type: 

to install the compartment'. aystenur 
al the name time while the compart- 
ment itnelf is refitted. Sin- compo~t- 
ment repair times are always at leaat 
as long, ignore the system replace- 

To sp..d things along, it'n possible 

ment times. 

ost forms of damage and 6ys- 
tom fallure. the crew of a vessel can't 
repair amor damage during combat. 
Annor repairs require that the damage 

trol officers complete repIawment 
d mtoration from outside the ship 

hull. In apace, this can be accom- 
plished wing environmental suits. 
Gmfting on new armor plates and 
bending old ones back into place alm 

complete armor repirs,  uno a 
lex nkill check with the Technical 

tained mortal damage. the task in of 
Amazing complexttyt requiring a total 
of 8 S U C C O . ~ ~ ,  plus 1 suc~8 . s  for every 

Repalr Comts 
A final conslderation fn the repair of a 
ship in the reckoning that cornu afier- 
wards. To determine how much It n n t s  
to repair a ship L sImply a pmceen of 
addition. Ehch system replaced add itn 
list cart. as doen any compartment 

TABLE 5% 
REPLACING 

COMPARTMENTS 

[ T p  C m m la n d T h e  6 weehddur 1 
I 

Engineerlng 10 weehddur 
Weapons 3 weehddur 
Auxlllary 4 weehsldur 
Electronlcm 4 weehddur 
Cargo 1 weeWdur 1 Crew Z weehsldur 



MuIt lp l e  Operatone 

With many ship systems. lt's 
impossible for more than one 
operator to control a system at a 
time. For example. each 
weapon system aboard a ship 
can only be fired by one person 
during a phase. Each weapons 
operator controls his own 

If a weapon has enough 
actions. two characters can 
split time controlling it. The 
same is true for pilots and 
helmsmen controlling ship 
engines. and defenses officers 
manning similar technology. It's 
even true for commanders and 
executive officers who attempt 
to lead their crew with 
Leadership skill checks. 

For a few systems-namely 
communications and sensors- 
however, it's possible for more 
than one crew member to man a 
single system. Modern and 
futuristic comm systems can 
handle thousands. if not mil- 
lions, of message signals. 

rly, the data analysis and 
ng of a sensor system 
used by more than one 



Acrive or Pnsshmi. 

Chapter 2: Space Technalogy 
presents a complete list of 
active and pclssive sensors. 
Generally speaking, radars ara 
active sensors. while systems 
cailed detectors are passive 
systems. 



wlthout tho u u  of euch 8y&e, tho 

round after which tho *hip ham gained 
ita mazImum d o f o ~ i v o  admatage 
(I..., tho atop pmalty haa rotunud to 

. 

etoalth vo.uel togains 1 9t.p of ita 
ooiglnal d.f.n.iV0 advantap. In tho 

Docking 
A8 dooklng tvpiccllly forma an unoxm- 
ing boginning or .ndtn(l to an advon- 
tun, It d y  falla lnto tho crrt.gorg 

it8 a n a l  value), the .nomy UD.OI 
oporator must mako a NmJUlm- 
son akU check (apply normal p o d -  
tba, including that of thc W d t h  .pll- 

tom), or olw contact with the 0lOcrlr.d 
BhiP k loot. 

of ovonta that am boot &ply 
dwdb4 without tho n o d  fa rolling 
dice. Ilm*. may -, me when 

challenge -no In which 
form. an ..Hlltial parr. 8am. .uIIII 

want to mlu mano toMiOn with 

Most weapons systems. from 
particle beams to missiles. rely 
on active guidance systems or 
laser targeting systems. Ships 
that rely on stealth and nonde- 
tection must do without active 
rangefinding radar systems and 
the like; as a result. they suffer 
a + I  step penalty on System 
Operation-weapons skill 
checks. Unless the Gamemaster 
determines that a surprise situ- 
ation is possible. the crew of 
both ships are generally aware 1 when they're being targeted. 



Seneom are 
Afferted Too 

Whenever a sensors operator 
attempts to assist in targeting 
of weapons. his System 

I Operation-sensors skill checks 
are modified by all of the same 
modifiers (target's maneuver, 
speed. conditions. etc.) that the 
weapons officers uses for his 
attack. See 'Spaceship Attack 
Modifiers' on page 160 in th6 
Gamemaster Guide. 

on M y  Tall 
task; lhe mal hull of a *rip e t  
radai exadnation. other mnaor rys 
tsms. however8 am make tk otfempl 
croapreferenclng measummenb an4 
readings with dutalnzrdm of syatw8, 
Example system Include IR ct.2sdOlrz 

wive -*pnd atam detmihsu 
Allow a wnsors akMl oh& at a +2 

step penalty. me sensoIs operutor can 
chooae a compmtment randomly, or 
huve u l w d y  detamiped the b c t i o  
of the target compartment. The num- 
ber of syatems identified de& on 
the result of the uh&. 
system: God, two syst 
three systems. The 1Crrg.rt systems 
(debmined by durability) am the f b i  
identified. A sensors opaator orm 
make multiple .kill check to idmtfiy 
more systems in a compmiment 

defy ident i fwth ,  although a stun 
may ascertain their general ais0 mrd 

Aa mentioned on page 200 in the 
Player's Handbwk. a pilot can gain - some major benefits by staying on the 

Q= enemy's tail. As  long as he maintains 
d e the tailing aituation, the pilot gains a 

bonus to his action check and his 
w Vehicle Operation-space vehicles 

skillcheck. 
D - of an attempt to perform this maneu- 

ver with a w p  dependa on the E system oi presentation you've adopt- 
LI-~ ed. For the V i a d  and the vector sye 

tem. pitions on the hex map or ship 
coordinates should make it dear when 
a tailing situation is in place. In the 
visual or aation combat sptem, a tail- 
ing situation can be achieved simply 
through the successful execution of an 
Extreme maneuver (+2 step penalty), 
assuming that such a maneuver is  log- 
ically possible. given the descrtpt 
of the combat. ac). l imi ta t im 

Just how y w  deternine the success 

(the wscrpwr skill cb.ck) pcslvao a +2 
step penalty, and the acUon 
(targeting with mnaors Wl chscw 
recelveo a +4 step penalty. 
Ambidexterity has no offed on them 
penalties; they have more to do with 
dividing one's attenth than phy.ioal 

Someadmuad m g h t . n @ l .  7 

W y  alien or unkaom sy.at.mcr may 

mrd&ove)lnay mrhirl a?l artifia 
inblligemm progrmn a a robot that 
cmimdcertorur.killEhcluthat 
help the h d c  pilot. 

d On 
etimes. the pilots of two 

want nothing more than to clcm, 
tame between one another. showering 

When it's more impoztant to .hoot 
accurately than often, a weqpmna offi- 
cer can spmd an uction cdmfng betme 

fire and energy blasts down with brute 
efficiency. The Gamemaster can deter- 
mine. depending on the system of play 

an attack is made. Aiming pr&d.. a 
-1 M s p  bonw to the nezt attack. 

Aimina can be combined with the 
being used. jusiwhen such a situ&; 
has developed. (This can ala0 result 
when two ships are both tzaveling at 
high velacity in one dinetion, but in 
their frame of reiereaa, they approach 
one another directly.) 

In addition to the standard bonus to 

standard-de for holding tsn action s 
that the attaek M.d not aeor in the 
phase immediately der ths  hem 
aims; however, if any other actio 
taken between the aiming and .baot 
ing, the benefit b loot. 

a t tach  given by t h .  lack of manou- Called Shots 
Vers (-1 Sted. the WBCIDons officers of ~. 

bath vesseis gaIn a & a d  -1 step 
bonus, much as if they were motion- 
less. for a total -2 step bonus. % 
also ignore any penalty for exceeding 
cruising speed, if traveling at high 
speed in the name frame of zeference. 

It's poasible for a System OpMatae- 
waoa skill check to adjW the rwult 
of a random wmpak%mcmt hit 
(he pxge 161 in the Gumemwter 
Gufde fa more Wormation.) Baa 
a iuceedrrful nsul! 0- the ran- 
dom d2omllby 1.2. or3pOint.. 

Using skill rank bene& prumte 
in the next wtion of this chaptw, 
h e m  wlth several .tlU Msks in telligence represents half the engage. 

ment, and the sexmm offrcsr is  almost 
always the key to getting informcrrlon. 
Before a strategy targeting a nhip's vul- 
nerable points can develep. the .QIBO~ 

operator must llluminabe the +ificn 
of the enemy ship. Using amventi& 
radar, a sensors opautor can idea* 
the function of each compmtment and 
its size in dumbility points. 

Identifying systems within a com- 

System ~ration-.snsocs or weqpons 
can inaeaae their control over the 
result of the compartment hit loll. 

Note that the pilot of a mall .pan 
tighter can attempt to hi. own 
hit Lacotion r d t .  Vra 
Action3 at Oaw' mles 
51 in the Player'a Handbok the p+ 
rolls two sepamta -1 checks d- 
the eame phuee. The primary action 

I 
." 

SHOT PENALTIE5 BY 
COMPARTMENT 

Number of Shlp 
Compmrtmemm Modlfler 

e +2 m t e p  
3 4  +3 .+ep 
543 +4 s t e p  
7-8 +5 stall 
a10 +5 mtep' 
rl-le +5 step. 

Compartment 
Dursbllltty ModUlur 

1 4  +e m t c p  
3-4 +l sup 
5-6 +o .up 
7 4  -E -P 
9-10 -3 .fPp 

' Comparurunt 1 Iumuallty the 
command lhcW Hem deep 
wlthln the hull m n d  can't be 
targeted. 

Compmltmantm 1 and 2 lumu- 
ally the command decM and 
the prlmmry englneertng com- 
Partmentl lie dlep wlthln the 
hull mnd can't be targeted. 



Called Shotm: 
Method B 
The standard rule doesn't really allow 
for the heroic stab at the enemy's 
vitals. You may want to allow h e m  to 
devote thenuelves to hitting a critical 
enemy compartment and the system it 
contains. This may be especially true 
for story r~o(101u; maybe the heroes 
simply must shoot the enemy's &.ad- 
ed superweapon before It releases its 
effect on a helpless population below. 

To achieve this effect, use the -e 
rule as usd for called shots in penon- 
a1 combat. The offimr m d v e e  
a +I step penalty to his System 
Operat ion~nsors  W l  check. 
Assuming that both the ueuwm and 
(unmodified) weapru skill check both 
succtnd, the attack hits the relected 
compcntment. On a fdled WISOZS 

reeult, the location of a s-1 hit 
is determined randomly, as normal. 
(Of COUIM), if the wecrponr *dl1 ch.ck 
fails, the shot mioses regardleas of the 
targeting ansiatance.) 

Called Shotm: 
M e t h o d  C 

The method descrhd above fails to 
take into acmunt the size and ahape of 
the target ship. Aa ship. grow in &a. 
it becomw fnueasingiy difficult to tar- 
get s f l c  parts within them; ship 
deeigners can pian to put critical ship 
components in the heart of the d p .  
away from its outer hull. 

It's alllo possible to comider the 
siza of the compartment itself: com- 
partments of 8 durability are eaaier to 
hit than compmtmentm of 4 durability. 
To consider these effects. the p n a l -  

ty given to the System 0pemUon-m~- 
sozs skill check dependa on the number 
of compcahnents in the enemy .hip 
and the &a of the compmtment. Refer 
to TABLE s6: C l u l s ~  SHOT MALTIS BY 
COWARTMWT below. Follow the m e  
d e s  demuibed for the methad obotn. 
but we the modifier found on TABLE S4. 

I 
I 

tbrgmlng A svmtmn 
Even more difficult than targeting a 
specific compartment i s  the attempt to 
damage a specific system. In order to 
make the attempt, the sensors ojwator 
of the ship must have knowledqe of 
the enemy ship's system allocation 
(aee 'Swnning' on page 25). 

UH any of the celled .hot system 
just decrrlbed and apply an additional 

F r i e n d l y  F:m 

Fortunately for ships that work 
in pairs or groups, it's nearly 
impossible to randomly strike a 
ship in the vastness of space. 
The Gamemaster should only 
consider the possibility when 
unusual circumstances warrant 
it, or for story purposes. 
Possible situations include a 
crowded orbital environment, 
ships that are docked with one 
another or at point blank range. 
or small craft in proximity to 
much larger vessels. 
In such a n  event, have the 
weapons officer immediately 
roll a second skill check for his 
errant shot, just as if he were 
attacking the unintended tar- 
get. Apply modifiers normally. 

+2 step p e d t y .  "hm three &tima 
must be met. FLa and BBcond the sen- 
sura mrd mapow IklllcbcJw must 
s u d .  Third, the attuck must do 
enough damage to force a durability 
chedr for m e m  failure. If the attack 
meets these suclliftcations, ignore the 
random determination of system fail- 
ure; the Imgeted .y.tem i. crutomatlcal- 
lythesubjectof ity check. 

Targeting a 

Targeting a turret (cmd by d.finition 
the weapon it housed invol.ns many 
of the crcrma m h  just darntb.d for 
target& a &tic mys:em HOWWW, 
the expaur. that turrets haw on a 
ship's hull, step 
penalty tot  t h .  
targeting a turret doen not require a 
system allocation acari of the enemy 
vwnel. 

Threaten 
In the complex affaim of interplanetary 
relations and negotiations, sometimes 
all that's needed is the mttbg of a 
saber, and not the shedding of blood. 
Instead of mcrkiag a normal attack, a 

enemy with a bmcEdaut of a ewass-  
ful weapon# lock. The heromakwa 
wecrpoacr &ll check, but inflict. no 
damage. Instead. he immediately 
b.siru holding hi. action until the 
threatened venae1 p.rfomrs acertain 

W w p O M  Officer Cal l  thnata the 

I 
A 

action; for example, 
maneuvering, powering up engines. or 
whatever. At the moment that the 
threatened v e m l  acts, the w e a p r u  
officer immediately inflicts damage, an 
determined by the initial skill check. 

The hem ccm take no actions 
between the phase of threatening and 
firing. I% could. however, aay a few 
word6 over his communicator, such as 
"Sunenderl" or "One move and you're 
dead." 

A hem can combine a threaten 
attack with a ~ l l e d  shot. 

m 
x a 
1D = 
0 - 
a - 
= 5 

4 
Polnt Blank 
The definition of point blank range 
depends on the Rogress Levels 
involved. At PL 6. if two veeasls clme 
within 0.01 Mm (a mere 10 kilometers) 
of one anothes, they're considered to 
be within point blank mnge. At PL 7, 
ships within 0.1 Mm lie within point 
blank range. 

Within point blank range, the 
weapons officer gains a 3 step bonus 
to his Sy.tem ~rat ion-weapons  *dll 
checks. The Hnllors oprator receives 
the same b u o  to his uensozs skill 
checks when attempting to target the 
vesnel for weapona fire. 

Besides Offerfng the same bonuw 
to the enemy, .hip pilot. often avoid 
such clw proximity for foclr of being 
rammed, bwrded, or caught within 
the explosive ~ d i ~  of a dying ship. 

Boarding 
Executmg the hostile takeover of a 
.hip cau prove extremely pditable.  
Valuable cmgo cau be taken. along 
with anythhg el- on board the ship. 
The shtp itself represents a potential 
fortune on the black markct; hence, the 
existence of spaceborne pimtes 
becomes possible. 

As lucrative as the possible 
reward., boarding represents a diffi- 
cult operation. UH the mleo for dock- 
ing (use 'Docking' on pge 24). Unless 
the taxget vessel's engines have b n  
disabled. the attacking ship must 
make an F,xtreme maneuver to match 
airlock-d that's after cloning to 
point blank range (me 'Point Blank.' 
above). As with docking, use of a trac- 
tor beam reduces this to only a 
Wernte  maneuver. 

EMn after a successful docking, the 
potential boarders face the situation of 
proceeding inside a veesel whose lay. 27 



fenses, and internal systems achematic, the defending characters being umed for cover, etc.), that system 
h a w  a significant "homo court" advan- in the compartment is automatically 
tage. The ~ & I U ~ O N  can sneak thmugh the victim of a aystem failure. if a sy.- 
panage8, doubkbcrdr on the enemy, tem f d u r e  ia indicated. . ous: armed defenden would likely and h a w  an advantage in mnburrh eit- Chamcterstakingnpecialcmrnot . urrtions. (If the defendera ut up an to harm delicate mystems or lhlp corn- 
ambush, add a +3 atep penalty to the ponents can rwlrict thetr f h ,  taking a i 

I Flghtlng Aboard a a t t a c h ' s  s w a e  check.) +2 step penalty to the& akill check on L 
the altack. If he m*u& he d a m ?  

donn't need to make a dumbilIty 
check to determine if it sufbn damage. 

1 they probably don't know. P1 
getting out the airlock into the 
ship could prove especially danger- 

guard the airlock entrance tot  

The attackhg charachra mlut ala0 

conalder the status of the -1 
they've in tmdd into. If it h a d  b a n  
completely d i d d .  they may be in 
for a0me surprises. The defenden are 
mure to at  least w control over the 
ship's illumlnation (or lack of it, when 
pmpcutng a oounterattack). The stan- 
d a d  penalties for illumination during 
comM or surprlw apply (up to a +3 
atep penalty to attack. or rurpriu 
checks for total darkness). 

But the besieged ship's crew can be 
yet more rwty, using the environmen. 
tal contds to render sectlanu of the 
ship uninhabitable. For this -n. 
it's not a bad idea for a boording iMrty 
to don h a d  n u i t e  or a0me form of 
protective powered armor. F i ~ l b ,  if 
they're really desperate, the defenden 
could leap into an encape p d  and 
engage their wlfdeatruct. 

where the mllm 

Whereaa the defenden can uw their 
veus l  and knowledge of it to their 
advantage, the attackom may enjoy 
some situational leverage ot their 
own: They may not cam h u t  the 
final condition of the ship they're 
invading. They can fteely &oat up 
their surroundings with only the pmb- 
lema of ammunition to lirntt them. The 
defenden may not share such a care- 
less attitude h u t  the property, 

For woh stray shot in a compmt- 
ment-r intentionally stray shot-the EIeemdc 
compcatment mwt roll a durability 
check (apply normal penalties for QY 
stun, wound, or mortal damage 
already suffered). If the compartment 
falls, the stray shot haa caused dam. 
age. Roll the weapon damage normal- 
ly and then degrade by o m  grade 
(mortals become wounds, wom& 
becorn- st-, and stuna are ignored). 
Apply thin damage to the compart- 
ment aa normal: onm01 ham no efiect. 

This damage has the standard pop 
slbility to aauw ayatem failure. 
Indeed, if a shot io intentlonally fired 
at a specific ship component (or the 
Gamemaster determineo that the sys- 
tem is moat likely to be hit since it's 

strikeanythingandtheaounpartment 
L.l.l = 
Y 

While no ship captain likes to 
ship bcurded, it's a common el 
of futuristic heroic stories, and 
the players. if not the heroes, may 
want to savor the experience. 
al, ranged and clow pumters combat 
h a r d  a starship works normally. The 
Gamemaster may want to take into 
account a few special conside 

First. consider the cramp4 
and tight passages of the average ves- 
w1. Ship designers concern themselves 
with cramming as many +ems and 
component. into a stamhip. and often 
don't take into account comfort or 
roominess. While the drip coluiruction 
eptem p-ted doesn't dew1 pre- 
dse measurements of conidon or 
rooms, no ship will have wide open 
s p c ~  that the h e m s  may be used to 
fighting in on a planet's surfam On a 
tightly packed miutorv .hip. fr- w- 
can be even harder to find. 

huing the fight, pay attention to 
how many people could engage in aun- 
M. In a ship conidor, it might not be 
pmible for two hemes both to engage 
an enemy in hand-to-hand embat. 
Perhap+ no mom than two or three 
characten could attempt to uw ranged 
wqxxm. Moreewer, don't forget to take 
mount  the dem for friendly fin (we 
pge 46 in the Gamemaater oUl$e). 

Another thing to conmider ia cover. 
The typical ship compcatment may be 
filled with parts and components that 
jut out from walls. .F,ven in the most 
elegant organicallydesigned veswh, 
an acceaa -1, mrvioa tunnel, or 
nearby exit may offer an opportunity 
to wek protection from ranged fire. Ks 
long 01 characters haven't h e n  ren- 
dered immobile. assume that they can 
find at least medium cover (+a step 
penalty to opponent's ranged attacks) 
at a moment's notice. 

Oefamalve  Advantage 

A conaideration for the attacking char- 
acten must be the layout of the ship 
that they're bocrrding or invading. 
unless they've managed to procure a 

er bornding, ramming atan& aa the 
next most dlfficult .hip action. U n  the 
rulea for attempting to dock with a 
hostile ahip noted a h  (0.1 Man, 
Extreme maneuver unless uehg a 
tractor h.am. in which c a ~  it's a 
Moderate maneuver). If the helmanan 
sucowds fn the maneuver, ha haa auc- 

the enemy ve lu l .  
da=w--dby 
on the a b  of the 
or each &ips dlvide 
ty by 10, rounding 

dawn. Thi. is the number of ''hits" that 
the ship inflicts to the other veeael 
involved in the ramming d o n .  For 
each hit, roll randomly to determine 
which nompartment d f w a  damage: a 
compartment may suffer more than 
one hit. %Ich hlt cauwa dB poiuls of 
wound damage, plw 1 wound por .5 
AU of total velocity (add the two ship.' 
velocith tcgothu). If the ships am not 
slriklng each other head-on (for 
instance, if one is " d d ~ w i p i n #  01 

"brcudslding" the othor), thla addition- 
al damage can be reduced by half or 
mom. Amor ia applied normally: con- 
eider the damage to be Hyn 

Warfnre 
The previous section illumated the 
importams of electronic aistmrcw in 
targ&ng and weapons auistance. 
However, the elf& of the high-tecb 
gadget. faundon an average apace- 
ahip u t end i  m n  further than noted. 

mic Eountermaaaurm (abbre- 
ECM) form the centerpiw of 

moot electronic warfare. Common 
ECM .y.hms include jammen or ion 
scramblen. Using such a *em, a 
communicatloru offlwr ccm make a 
cammunicatfonr d i l l  check to apply 
p e ~ l t i ~  to the enemy's mnms and 
communiccrtiom &I1 ch.ck.. It a b  1 
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Purchasing 
Rank Benefits 

The sidehar on page 63 in 
Chapter 4: Skills in the Player's 
Handbook describes a method 
by which the Gamemaster can 
allow especially gifted or ambi- 
tious heroes to purchase skill 
rank benefits prior to achieving 
the rank with which they are 
normally associated. You can 
use the same rule for the skill 
rank benefits in this section. hut 
remember that skill rank bene- 
fits marked with the ( '  can only 
be ohtained by characters who 
attain the rank at which the 
benefit becomes automatically 
available. 

tfater. addltlonnl skill mnks In 
spclcerhip ekills play a motor role 
in Increasing a crew's effective- 
ness. Asother part of that can be 
found in the intangibles of a team 
that grow. codoiiabh withone 
another through time, anticiput- 
ing OM another'. needs an& 
awam of each other's strength.. 

Mer a spcerhip crew estab 
tself, begin recording the 
ment points they receive. 

every SO achievement points 
umulated the crew receives a 

-1 step bonus on the skill checks 
when OLIO crewmember attempts 
o assint another. After 150 

achievement points, the bows 
reaches its maximum. 



Overpowemd 5yrrtems 

Despite the damage that it causes to a compartment, ship engineers 
overpower their systems with a disturbing frequency. The advan- 
tages of the practice. listed below, seem irresistible to the cunning 
engineer who likes to take risks. 

Engines: Once all of a ship's engines have been overpowered. 
they operate with a -1 bonus to their maneuver rating. and subse- 
quently increase their acceleration (see page 144 In Chapter 11: 
Spaceships in the Gamemaster Guide.) 

Support: By overpowering a standard life support system. a n  eng 
neer can create more unusual conditions. This include6 any devia- 
tion in air pressure desired. a n  increase in temperature by one grade 
(H3). and the insertion of unusual atmosphere, including toxic (A3) 
atmosphere. At PL 7 and beyond. a n  increase in gravity (up to C4 cc 
ditions) is possible. 

Sensors: Passive sensor systems such as IR detectors receive no 
benefit from additional power. Active systems. however, such as 
radar. can be overpowered to their advantage. All ski11 checks mad( 
by such a system receive a -2 step bonus. 

Defenses: Many defensive systems. including armor. damage COI 

trol. chaff, and ablative shields, gain no benefit from being overpou 
ered. Active defense systems ruch as ]ammers. deflection inducers, 
and displacen (those that require a skill check) can be overpowere( 
in order to provide a -2 step bonus to skill checks involving thelr use. 

Communications: The great advantage that overpowering can offer 
to communications systems lles in preventing them from being 
jammed. When a communications offlcer uses a n  overpowered system 
to send transmission while being jammed he receivee a -2 step 
hanus. ______  

Energy and Projectile Weapons: An overpowered weapon system 
does additional damage with a successful hit. Regardlers d the 
degree of succee.8 of the weapons officer, the effect of the ovetpowei 
is  to add 2 points of damage (stun. wound, or mortal. as appropriate). 
Missile weapon systems. cargo systems. crew systems. and computer 
systems generally gain no benefit from being overpowered. 

Drive: Drive systems generally cm't be overpowered, They already 
require a massiw inh&on of G r g y .  For a n  inkresting twist you & 
allow Fn drive svstems thai affect a sinale vend-the stardrive or tha 
typical hqperdrl& or warp engine-to briefly extend their cgpabilities. 
The repercussion 6hould be levere, involving mortal damage to one or 
more compahwnts, or possibly the complete destruction of reactor. dri 
unit or both. 

TABLE 57: 
OVERLOAD DAMAGE 

5klll Result Overload Omg 
Critical Fallure 4 stun points 
Failure 3 stun points 
Urdlnary 2 stun poimi 
Good 1 stun point 
4mazlng no damage 

news produce mom than the deeign- 
em of a vessal rated it for Learnina to " 
get more out of a ahip-even with the 
stressam it may cuume-is what 
advanced education In System 
Cperation-engineezing is ail about 

b Rank 3 allows the engtneer to 
overpower a ahip system By providing 
the syatem with twice its or- 
requirement in power factors, the engi- 
nom can increase the system's effec- 
tiveness. The exact effect depends on 
the syatem Involved. See the aidebar 
'Operpowand syst0Ina.I 

Operpowering myatema h the 
unfortunate side effect of caustng I 

similar #tun effects in the syatem's 
compartment. In each phasa that the 
system is  overpowend. allow the hero 
a System Operation-engineenng skill 
check to determine the exact amount 
of atun damage that the compartment 

, 



The itun damage from owrpower- 
ing can lm repairad normally, including 

additional powp factor from the reactor. 
For each round in whIch the reactor 

wecrporu officu by -1 atep. For example, 

via a remote npcdr by the engineer. 
- 

However. no repair of this @tun damage 
can lm attempted while a eystem in the 
compartment ia overpowerad. 

@RrmL6incnnwstheeffsctiMneu 
of a Syatem Opmtion-enghearlng skill 
check toouint in pummunt Iu@M 

using Taurlml Sdencwepair: critiml 
Fdum. +1 mten cmalhr: Maroinal. -1 steu 

of the hem's remote repxir ability by one 
point. The reault of the .hill check la OI 

f o l M  Critical Fallwe, d4-1 paints of 
additional damage am d o r d  
Marginal, 1 stun point npcdnd: 
c7dinqry. 2 .tun points npcdnd; Gcad, 3 
.tun points repzimd: Amdng. 4 stun 
podnbnpaired 
0 Rank 12 lets a hem engage in the 

ri* practim of Overdrcrwlng hb ship'. 
power plants and reactor syatema. 
Determine the ship'r total powp factom 
pooduad: foreYery five power facton (or 
portion thereof), the hem can make a uuc. 12 cos& engineadnu ~ h a k  to draw 1 

Alwaya at the center of attention of any 
fight, the wecrporu offlcer haa a d m p b  
O b j d Y O  thal can lm mmplicated b y a m -  
lDn, januuing, &feM€m. and hit loca- 
t iom As a hem gcdns additional rcmL. in 
the skill. he leama toadapt cmd over- 
come the dlftieultin that a buy& 
can present. 

bRonk3powldwaherowlthan 
i n c a w m d ~ t h ~ ~ ~ ~  
abxe),@vhghima-2atepbmuswhen 
p m p i n g a l h o t h a h p h a m .  

bFlank6allowmaweqmnoperukuto 
a k t a n m d o m  hit loocrtionmuch l h a  
.ensma operator does. simply as a d t  
of hb i n d  ddll. Aftera ~~ 



the Mxl dMtfnotiom forth. horoa8. It's 
up to the Gamemaster to piwide such a 
dte. SomotImes. tho dmple task could 
tum intoan Cdywy of ita ownas the 
hema aook out a qualified epacqmt 
on a rugged frontier. M a y a  they have 
to exmh high and low for some rare 
components Luforo a technician can we 
to the repain. 

This wction Frits a method of 
d..eriblng vdous Linda of rpclaportr, 
from the mat a d d  and well- 
equipped to tho amallwt and w d w t .  
Shea th... are @delinu, the 
Gamemaster ahould fael h to make 
-8 that differ In amall way8 
Itom the typ.s pnwnted. 

has its own individual flavor, with an 
intomating if not talented supporting 
colt. It could b a a  milltawrun w m -  

h quwport that the homos visit 

l 

hlorarchy and drwdful bwwwmq Or 
it d d  be an ind.p.nd.nt opemtlon. 
whom tho prioritIom arm alwcry. 
att0Ch.d to tho p d i t  liw. A mpawparl 
couldba m m  by an active dt. 

any kind of mmdl pormonal craft. 
Unlike mo(Pp0rt.. nrpuporh m q  

omnIonally lack a lpci t ic  m o m  a 
component, and they may doploto 

unlvem. 

planetiide. In orbit, or in the deptlm of 
apace. Advantages can be found ln 
each location, and in a far-futuro wt. 
Hng, the horns can vidt all kind.. 

of course. apawparlsuanbo loccmd 

W~OIWOI it's l W  a d  W ~ ~ ~ W O I  OW- 

round. it, forplaypupolm it's what the 
apDx@mt candothatmcltta whatklnd 
ofrepcdncanit handla? b i t  r o p h  
~ ? w h a t c m t h e o d d a d t h e p o p t  
hsrvin(r Wllai ' l  n w d d  what w of 
~ d o t h e r m p l o y m ~ ?  

To a~mr thew q\uniopu. codder 
tho dodpt ion  of tho five typal of 
spawpotts detailed blow. Then exam- 
iru - 88: SP-m and tho CICEOIIL- 

rerge star systems poss 
resent, Tendril has the sol 

t isn't one of the g 
rould construct a f 
&egis, Algamron an 
;tar have superports. O b e m .  
.urnHun, and C o v a l e  havq 
xrseports. Today, most of tha 
emdning etas systems have 
imaller facilities. or none at  all: 
his is quickly changing as more 

stment. trade. cmd lnterest . . .. .. 

I 
I 
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TASLE 58: SPACEPORTS - 
Capltal 5mall %I- lnmtsll Repa 
Shlpr 5hlp8 A m .  Mod. 5hlli 

Megaport [Type 11 C o n 8 t N c t  & C C m r m k t  li 0.m a4 
Repalr 1 Superport ll!dpe E1 Repalr 0.5 20 

Bameport llype 31 Emergency Construct & 14 1 16 

Repalr 10 I 1P Mlnlport Ilgpe 41 - Repalr Only Rapalr 

r 
, Padport [Type 51 - Repalr 5 S 0 

D 

Repair 
Pornti 

lnflnite 

5,000 

so0 

50+6d12 
O+3d12 



and they have no conatruction yard of 
any kind. What they can do as serve 
as the minimum repair yard that a 
technician would want to repair small, 
permnal c ~ f t .  Unfortunately. the liks- 
lihood of a miniport having a specil 
system is only &ut 50%. and sh ip  
ping delay8 could add weeks to ani 
repair time. 

A 

Type 5: Padport 
Even honoring this kind of SpaCepOi 
in the liat may be a waste of time fGA 

catalogers. A padport is exactly what 
it sounds like: little more than a land- 
ing pad where ships can land while 
awaiting repair. There's no great store 
of repair parts to be founded, no 
skilled technician force standing bl 
and no robotic units awaiting orders. 

nlMitarg# & -- 
In a PL 6 setting. heroes find it difficult to procure ships with military hard- 
ware, much less restricted equipment. For hemes without military credentials 
or official eunctim the staudard rules apply for purrhasing military (5 times 
listed cost) or restricted (10 times listed cost) equipment. That's i t  of course, 
the Gamemaster wants to make such systems available. 

At PL 7 and beyond, it becomes a bit easier for hemes to acquire weapons 
and other limited itema While the standard rule from above applies to items 
of the same Progress Level. it's a relatively easy task to acquire items of the 
prevlous Progress Level. (This is the standard rule tha! items of a previous 
Progress level become more available by one grade.) These systems are 
probably still in production and bmnd new, just no longer the state of the art. 
For example, at PL 8 a hero may find it difficult to buy a kinetic lance. but a 
plasma cannon shouldn't really present a great obstacle; it's trickled down 
into wider availabillty. 

When obtaining military or restricted hardware at a spaceport, apply a 
penalty to the availability check on TABLE S8: SPACEPORTS. Military systems (in 
the current Progress Level) m d v  a +2 sten nenaltv. and restricted svstems 
apply a +5 step penal8 

Parts may have to be ordered for even 
!he most common system replacement. 

S8. For example, it's possible to con- 
struct a amall, but highly-mphisticat- 
ed spaceport. Maybe it ham all of the 
characteristics (install modifier, repair 
skill, etc.) of a superpart but f a u s e s  
only on amall ahips. It's your game, 

and you 6hould feel free t 
suggestions h e n  and mal 
game of them. 

SpecIElIZed PmrCS 

The Gamema.ter--rmd wealthy 
heroes, p e r h a p m a n  design individu- 
aliaed upaceports that break the molds 
set by the five typa outlined on Table 
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The previous chapter has discussed 
many of the choices that await players 
and Gamemasters as they brings star- 
ahips into their campaign. In this c h a p  
ter. heroes, aliens, and the supporting 
cast enter the decision-making process. 

This chapter centers around design. 
ing mpaceships and starehips. Here, 
you'll find dozens of new ship systems 
to fit into the vessels of your campaign. 

DEsiIGNlNG A 
S H I P  
Building a space vessel is a timeson- 
suming, arduous process that even in 
the distant future is likely to consume 
months. if not years, of time. It also eats 
away millions or even billions of dol- 
lars. Compare the construction of a 
cruiser, destroyer, submarine, or air- 
craft. and it's possible to understand 
the challenges involved. And yet many 
players do it. Why? 

Fortunately for players. they don't 
have to actually build a s h i p o n l y  
denign it. Then. the magic of roleplay- 
ing fiats the vesael into virtual exis- 
tence. Maybe the ship represents a 
mass-produced model that the heroes 
can purchase off the -rage shipyard. 
or maybe a blur of months can poss by 
with a single sentence from the 
Gamemaster. In any event, the simplie 
tic design system here takes the place 
of the real arduous work that ship 
designers, engineers. and technicians 

Important R u l e  
The most important thing to remember 
about the process of ship design is that 
it should be a role-playing Scene much 
like any other: it can be no different 
than a challenge Scene in which the 
heroes-and through them the play- 
em-must exercise their wits to over- 
come an obstacle. 

itself. is one of the places where play 
Ship design. like character creatio- 

36 

ern dig their hands into the d e s  sys- 
tem. tidwring. spending various point#, 
and doing much of the work them- 
selves. It would mem easy to consider 
ship design as part of a tactical 
wargame. 

Yet for most gaming groups. 
ALTERNITY remains a roleplaying game, 
not a strategy game. In other words. 
players shouldn't forget to involve their 
heroes, and not just themselves. in the 
design of a stamhip. Consider not only 
what the most efficient or powerful sys- 
tems may be. but what the characters 
in the game would want, and what 
they would be able to get. later in this 
section is a discussion of ship purpoa- 
es. and the players should consider 
their characters a s  part of the process. 

The best way to play this out might 
be to involve a whole roleplaying ses- 
sion, during which the hemes interact 
with the managers and engineers of a 
shipyard. The heroes are sure to have 
incredible. even contradictory, 
demands that stretch realism, their 
credit accounts, and maybe even inter- 
stellar law. The scene may be one part 
negotiation, one part technical dia- 
logue. and even one part quest. as 
heroes seek  out the necesnary permits 
for all their dangerous hardware. 

Part of the interaction in this scene 
can revolve around a negotiation 
between Gamemaster (through the 
voice of the supporting cast) and play. 
ers (through their heroes). It's natural 

The 6adc5 

As the introduction to the las 
chapter pointed out, the ship 
rules presented here build on the 
system presented in Chapter 11: 
Spaceships in the Gamemaster 
Guide. There. you'll find informa- 
tion on ship's hulls. compart- 
ments, and durability-all of 
which you need to build any 
ship described in this book. 

I 
that the players will want the bent 
ship poasible, and by roleplaying the 
exercise. the Gamemaster may find it 
easier to moderate their desires with 
play balance and the particulars of his 
campaign. 

Ship Purpose 
Before even the ship's hull 
sidered, the prospeCnve deslgner 
needs a firm concept of the ship's 
intent. Decisions in ship con6t~ction. 
again like character creation, often 
involving choosing one system. advan- 
tage, or trait over another. It would be 
nice lo have the fastest. most heavily- 
armed ship, equipped with the best 
sensors. a mighty power plant, and stiff 
defensive arrays. 

Unfortunately, no such chip exists 
and thus no ship con enthruicmtfcally 
M o m  all purposes that a vessel might 
be put to. The declsion abut what pur- 
pose the vessel serves allows a chamc- 
ter to walk into the design process with 
a clear set of priorities in mind. 

Scoutship 

One of the most well-used models of 
play using starships involves the heroes 
assuming the role of interplanetary or 
interstellar smuts. In genemi. acout- 
shipn share two impartcmt features. The 
first is rpeed; in spaceship terms. this 
indicutes a good acceleration. And 
depending on the kind of campuign. the 
mutehip may demand not only a good 
acceleration when traveling in space 
but also a fairly effective FTL drive sys- 
tem (for example. a stardrive capuble of 
10light-year starfalls). 

The second requirement must be 
eophisticated sensor equipment. A 
Wut serves no pulpose if it jets 
h e e n  worlds but stays bliid to all 
its prospective finds. Scouts should be 
equipped with every sensor array that 
can be squeezed aboard. and should 
even consider having back-up systems 
whenever possible. 

From a heroic point of view, scout- 

be con- 





architect look through all the lhip 
systems on T w  810: Srap Suswas. 
Corutruct and roflne the liat of system 
d..t.d. and then reconsider the quu- 
tion of the hull afteramrds. Some 
adjustment. may be required, of 
c-, am the dumbility coot and effi- 
ciancy of many systoms, such as 
enginu and many defenoive systonu, 
dopond on the s b  of the *lip that 
thv'n in. 

table Is a standard and a mcnlmum, 
but not a requirement. So, a lhip 
designer could build a mhip around a 
trcmrport hull, nonnally a 1ocOmpart. 
ment wnwl, and only constnact 8 com- 
partmenti. E..entially, he's galned the 
advantage of a military lhip with an 

Mllltary or CMllen? 

Tho choiw for a mllitary or dvilian hull 
typically has mom to do with price and 

taw. Muitmy hullm alwaya h a w  mora 
lpoa for thok compartments, and for 
lhip. #paw L .mything. Not only 
does it indicate the nwnh.1 of myatemi 
that cun be wrried, but it also tells how 
tough a ship is. !&amine T m  G34: 
SIIIP H w ~ o n  pag. 139 in the 
Gamemcrrtsr Guide. Military hulls 
a l w q  have more durability, but they 
ale0 coot significantly mom. 

R m ~ m b e r ,  howover, that the num- 
I 1 fl ber of the compartment# lilted on the 

cmdlabfflty than any actual advan- 

But Whet 
About H f f l n i s m ?  

Regardless of a ship's stated 
purpose, all campaigns that 
have a significant focus on 
spaceship interaction share 
something in common. 
Eventually, energy blasts will 
be exchanged, and unless the 
players desire a harshly realis- 
tic model, they should take 
steps to ensure that their vessel 
has at least a modicum of 
defensive and offensive ability. 
After all, it's a heroic roleplay- 
ing game. not a n  prospectus on 
extrasolar discovery or even a n  
economic simulation. 

, 

wueess every iota ;d apace. &d mm 
littlo for the comfort of the crew. 
Crawlspaem may be tiny and res& 
tive, and personal quartem -ally 
mode&. In reality, though, the trmupolt 
hull described above is bigger than the 
attack .hip hull: K) while they hold 
equal systems, the transport hull la 
roomier and mon accommodating. 

Bullding 
Compaltments 
After a hull's bean selected the next 
stop of design is to divide the ship's 
durability point. among a n&r of 
compxhnontm. Obvioluly, this plocus 
must (lo hand-in-hand with the doc-  
tlon of individual ship systems, or o h  
it h m w  Impouiblo to know j lut  
what si- or comparhnent typ.a to 
build. That mid, them am m e  genor- 
al guidelinw worth noting. 

Most of the guidelinr below bogh 
with an eoeential aaumptlon: 
Inevitably, the vessel suffers damage 
in combat. While 110 ship captain 
wants to thii of hi. .hip bcltterod and 
reeling, it's port of the job of a .hip 
designer to mmider the best w q  to 
allow the crew of a stamhip to survive, 
and even succood, in space tuttlo. 

Bigger ia belfer. Tho more durability 
p i n t s  auigned to a compartment. the 
more rosbtant to damage it h m e a .  
Critical myatems should be fitted within 
compartments of at lwmt moderate she 
(4 or more durability pints). This 



compartment. reprewnt the S H I P  SYSTEMS 

t may be important to det 
nine just how long the he 
nust wait before the ship 
hey've designed and ordered 
011s off the msembly line. 
kimemaster can arbitrari 
ielect a time frame that 
xppropriate. or can malt 
fetemination based on 
,f the ship and its durability. 
See the tables below. 

TABLE 59: Snw 
CONSTRUCTION TIME! 
,.w--- 

EivlUan Bhlps 
PL T l m c l n w  
6 our x c o  
7 our X I 0  

e Our x 5  

Mllltary Shrpl 
PI. Timeinday= 
6 Our x30 
7 Our X l 5  

e llur X 7  

'Dur" is the total ship dumbilit. 

Vote that construction times 
uay not mesh perfectly with th 
:ompartment repair times lists 
n Chapter 1. That's because it' 
,ften easier (and faster and 
:heaped to build a starship 
rom scratch than to repair a 
badly-damaged vessel. 

ludw engine@, power p h t a .  ana 
command deck Itwlf. Flomember. 
~partmeatcaubaauignedmom 
n 10 durability point@. 
rakon to an extreme. ahip ddgnen 
chooce to make fewer than tho 

timum number of mmpartmente, 
ply in 0rd.t to build fewer, tougher 
1. For example. an attack hull (40 

t ha8 only 5 comprbnenta meragem 
unpnuiw 8 durability point. pu 

ability, uawlly 10 oompcntmente) 

compartment. 
Command and enginwring an the 

center. There's no reaxon that any ahip 
n o d  build anything but multiple mm- 
mand and engineering mmpartmonta. 
Only oneof the mmmandcomparb 
menta actually ..tw. cm the bridge, 
and one of the engbaering cornpart- 
menta actm M main enginouing. The 

moat expensive to be found. 
Since thwe two wmpartmentm tend 

to contain the moot impaptemr epr- 
t e m m  are the moat likely to how 
the crew during a fight-& .hip 
dedgnem take advantage of T m  050: 
~ARlW2iTHrrlCG4TIONandplaiX 
the c o d  and engineering com- 
partmenta cm the lowset-numbered uniqwbythechoiconofitadaigwr, 
oompartmenta. On larger d a ,  them 
two compartment8 may bo mmpletdy new .hip aymtem that add to the u.t 
impmviou to being hit. alroady available in the Oamunmhr 

This ability to protect a comparb Guide. TABLE SI0 Srm, Sm'rmif~ 
ment and d u c e  ita ch- of bebg a mmplete list of .Y.(rmh now and 
hit reprwents the wuntemrgumont to old, dividd by system tinu and 
making fewer, larger compurtmenta (II Progrwm Level. "he table l n d k t u  
noted aimvo. A good compxomiu, is to which mtoma h e  beendewzibd In 
build @OVOM~ mrall wmpzrtmenta to chapter 11: $@awahip$ In tha 
fill out the compartment hit lccaiiom acurUracahrGUld9andWhiChCmpl, 
For example, a (O-durcmtlity .hip could 
plan 8 mmpartmenh; 4 of them with R.m.mb.rthat v tonuofapmvl -  
only 2 durability point8 each. T ~ w .  tha OU. PI-  LOW^ are gcmrmlly avail- 
lowor numberedapartmenta remain a!& at later Progrm Lev&. and juet 
tough to wound (8 durability point. -th.ynpnunt- 
wch) and still gain the a d v a n t w  of techncllogy, it doun't lluQII t u  the 
being unlikely to b hit with a random system th.mwlvu have k.n around 
roll. Ship designma of larger vewoli for yeam. For example.. the atandard 
have a choice to make, neither of which &lock system ha8 been avdable 
can be wid tobo%tter." ainw thecmaioaofthe flrrl.pcloc 

Plan thesystemr.Inordu,themat . h i p . . W i t h o m l y m l n o r m ~  
important ayateme am command, and improvem&t, it will 
power, engW#. mupport, weaponas 
defames, senmom, wmmwUcationB, 
computer, crew, and cargo. "he -tern tmnlcoivem and s6lurpma wlls. 
appecu In thi. odor  on T m  510 Sm "hey continue t o b  mau-produwd in 
S m   late^ In thin chapter. groainumkn, long aftu t b y f l n t  

PrJmay mmparimenb gef dMrib. m t d  common w. 
ut&. While the mmmand and engi- 
neerlng mmpartmenta h o w  the mwl Redunmm 
critical syatema. weupcum and defen, 
08, and wen d a r y  power plmta. 
ahouldba dietrhted, If aahlp design Chcrmct*nfind anywmkrdmwom 
calla for more than one m a u  reactor8 to build mom than om of a qmi f i c  
divide them betwun onginowing and system Often, a ship simply rudr 
an auxilhy mmpartment. m o r e M c m o n e m a n ~ , u h g b m o r  

The bertha crm d h c  During a fight. Ufe nrppwi unIL On other ocmdoll., a 
the crew's not likely to be lounging In ddgnor  cau elect to irrdud. a WCQd 
their quartom. S h i p .  with crow corn- P ~ ~ ~ - ~ *  
partmentacau leavethemexpmed as extra myetomactm jwt llketheflrrl, and 
one of the higher-numbed compab both hawtion at the . m ~  time. 
menta. It'e alwaya bettn to low your In o t h  bt-, howww a 
bunka than to loae your englnw or pour dodgner cau choou to inclucba 190 

recrctor. ond unft of the MIIU lyrh.m far no rea- 
Ccngo b Jcnt. For all but the mwt h01l other than as a back-up in the 

valuable merchndb.  the .hip crow evont thai the fLrt tcrilr. Examplee 
would rather lome their frdght than an idudo ncond airloch. ecwunuaiccl- 
hpoltant sy l tem-x  thoir live.. *go tom, hul  tanks, and w.ll cammand 
compmtments am thus the lad docka (wn tho .id.har'ASocond 
dwignad and the highoat-numbma command Deck'). The pnlctb ham 

With a QFXI cm, a good bdge and 
fate'e bl.ulag, a .hip may b.come 
motv than the awn of it# norking pur@, 
But the d o t d  of what a ahlp cauand 
cannot do begbu with ita .y.t.n?.. 
Through the addition of tndtridual 
mmponentm. wch ahlp grow# mom 

In thil wctiosl. you'll find Qmr. of 

mnted in this d o n .  

Sycrtems 

mmpartmenta. 



TAHLE 510: S H I P  SYSTEMS 

PL Avail Cost O u r  Pow Notes 
6 Corn lOK 1 0 I unit built Into hull 

Arnwmd ha 6 MI1 lOOK 1 
Command dmch 6 Corn 5OK I 0 1 unlt built into hull 
Cut t fna aIrlnch 6 Con BOK 1 0 
&con &mela 6 Corn 5OK I 0 
Extenmlm m l r l o c k  6 Corn 25K 1 0 
Rmmntr&# copmu& 6 Con 5K 1 0 1 unlt bulk Into null 
i ~ u r & # #  hphhrr 6 Con 5OK 0 0 
lundnrd hmtchn 6 Corn 1OK 0 0 Unlts built into hull 
Boording pod 7 Mil 1OOK 2 0 
Emcapc pod 7 Corn 5OK 2 0 

POW ~ c a l  rrrrmr 6 Con 5OK 3 * Per 2 power factors generated 
Pow cold ~~IMO?I mrtar 6 Con lOOK 1 * Per 1 power factor- generated 
POW FlSrnIrn #mnmwtar 6 Con 75K 4 " Per 5 power factors genarated 
Pow FuaIon 6 C o n  1WK 2 * Per3Powertertors generated 

6 Clm 2 w K  5 Per10 powerfactorr generated 
6 Con eoW 2 0 +a, mystemdescription 
6 C o m  BOOK 0 Icc aymtcrn demcrlptlon 
6 Con I W K  3 Seeaysterndescription 
7 Mil 35OK 3 Par 7 m e r  kctors gemrated 
7 Lm 1OOK 1 0 Sne m y s t e m  dewriptlon 
7 L m Z O O K 2  Pmr 5 power factan generated 
7 MU 4OOK 1 Per 2 power factors generated 
8 MU 300K 1 per 3 -r factore generated 
8 Mil 5xMK 2 * Plr7pamrfactorm generated 

2 M 2 Pa6powertacton generated 

0 PN mpMfnmnt pplnt generated 
0 Per mmmnmm polnt generated 
0 Pmr lnornmm plnt generated 
1 Prrnmwmmntpolntgenerated 
1 PN movrrnrnt PphK generated 
1' h m  mumum dsurlptlon 
1 
1' Icc must- drurlptlon 
* S n  mu.- dCKrlptlon 
1 Pmr e0 d w d i i k y  ot ahlp 
0 Per NmMT point wanerated 
C Per lnornnmnt pplnt generated 
0 PN CO durrbllky ot ship 
3 Pmr mwnnrnt pplnt generated 

I Pmr lnornment point generated 

P m r  l! movemult polnts generated 

B MI1 2 h r  3 mpyenmnt plllnts generated 

6am mctlvara 7 u  I W  1 3 +a, myMm description 
7 EL.. 1M 2 Wan my- descriptlon 

l u r d r k m  7 C o n  1M 3 * 510q~rurnder r lp t lon  
S t a n w W b D a m r  7 Lbn 1.SM 4 * SmmmyrtrnrtlerncrIptlm 
WbnnhDkmC- 7 Lm 1 M 3 5 A.n sy.+lm descrlptlon 
0- B Mll 2 M 1 #ee mumtem de-cription 

1 M 3 10 Sme e y M m  description 
8 CMI 1M 3 * See system descrlptlon 
8 Con a M 4 Seeaysterndamcrlptlon 
8 Mil 2 M 4 See syltem descrlptlon 

C w m i c m  unft 6 C o m  1WK 2 1 PerlZpaimengers 
6 Corn  7% 2 1 Per10 pamiangerm 

5up U h m u p p o r t u n i t  6 Corn 2OK 1 1 Per 20 durabllny iupported 
Recyclmr unit 6 Corn 50K 1 1 

sup worhmhop 6 Corn  20% 2 1 
AccumUiMr 7 Con 4oK 1 See symtern descrlptlon 

Sup Autmuppprt unlt 7 Corn 2OOK 0 1 Per 20 durabllny iupported 
L I ~ m u r p r n r l o n w ~ l C  7 Con 250K I I Per 12 passengers 

5mn Alrmpace mdmr 6 Corn  +OK 0 0 
EM detector 6 Mil (OK 0 0 
IR detmctor 6 Con 206 0 0 
Internal nmnftorn 6 Con 3OH 0 0 
Lsdar 6 Con 5OK 0 0 I 6 Con 80K 1 0 Includes 4 probes Sen Probe 



- 
Type 
Sen 
5sn 
Sen 
Sen 
Smn 
5en 
Sen 
Sen 
Sen 
5 m n  
5en 
Sen 

Oef 
O e t  
net 
l l m f  
OSC 
omt 
net 
omt 
D M  
omt 
omt 
net 
nc4r 
M 
M 
omr 
O M  
net 
Dmt 
omt 

Comm 
convn 
lhmm 
canm 
cormn 
Cmnrn 

Cornp 
Cornp 
Cnrnp 
Cornp 
C M P  
Camp 
c:omp 
Cow 
comp 
comp 

CrSm 
crew 
crew 
crew 
C N W  
crew 
crew 
C R W  
Crew 

Car 
Car  
Car 
Car 
C a r  

TABLE 510: SHIP SYSTEMS 

liystem PL Avall C o m t  Our Pow NI 
Radl-tlon dRtectmr 6 Con 40K 0 0 
Advmncmd prabr 7 Con lOOK 1 0 Iru is4pmbcm 
Moms detector 7 Con 50K 1 0 
Multlbmnd radar 7 C m n  K K  0 0 
R m m m a  netmrh 7 MI1 EOOK 2 E 
5plctrrmnmlyzer 7 con 1ooK 1 1 
CE p l m m l v m  awau 8 MI1 300K 2 1 
Clmhmd wabr 8 MU MoI( 1 o Includn4probem 
orlw detmctnr  S U M C O O K 1  1 
Mmdar 8 MI1 Lww 1 1 
Multlphar radar 8 MI1 p90(( I 0 
S t n ~ l l  rktrcror 8 M I I 3 o o K E l  

Armor . onnor dmrlpt lon 
C h a f f  6 MI1 
C W W  6 MI1 
-v E mi1 ~ O O K  I 
Oernmmm c m t d  6 MU I 1 1 Por 20 durability protected 
m- 6 M U B O K l  1 Per3decoys 
Js-r Rem l W K  0 1 
Plrlnt-drhnsm gun Rem 2OOK 1 1 
stmamhlm M i l z z o o n 1 0  
Itealth shistd 
Oe?lectlon Inducer 
Oetianse nenivwEr 

scrmbler Mil 10OK I c 
Ab- shleld 8 MI1 500K E 

1 M  1 3 
1 M  2 3 PI 

-lrrll- 

1OOK 2 
01- 

500K 1 4 
-rpv- 

8 MU 1 M  1 E 
P MI1 2OOK 0 2 

I Corn EM(  0 1 
E Corn (OK 0 1 
7 C o n  1OOK 1 
B Con 2OOK E 2 
I MI1 B O K  1 

MI1 150K 1 . r dmacrlptlon 
errul r descrlptlon - 
ConUMlnl- 
o c k r w  
EnprW-finp 6 1  
NWlfptron 6 1  %w computer demcrlptlon 
Llencm 6 C o r n  %w umputmr demcrlptlon 

rblwcml 6 MI1 0 0 slrcomputerdemcrlptlan 

crow gurrulr 6 com COK 1 0 

6 r- 

6 -  

m m  6 C p n , i C M ( l O  

mwmo-t ~EII 6 Cmn M K  1 0 
L d I  m e c a m  6 Corn IOOK P 0 
Pasunfpr sukm 6 Corn SOK 1 0 Rrc14pnm...n(prm 
51ch bay 6 C O n H * y ( C O  

7 can MIK 1 0 P . t 4 . m m M l n n m  

nollrnsld byl B I n l w n l  0 Por4mntorcolms 

Cara spats 6 Cum 1OK 1 0 Per b4 CUMC  RON of stormma 
Oodlcmtmd hangar 6 Corn 50K 1 o Per 2 durablllty pt. of vmhkle 
Fuel tanh 6 Corn 1OK 1 0 Pmrp~mrplanWmn@nmfueled 
Hanpar 6 Corn 2SK 1 0 Per 1 durablllty pt. of vehlcle 
Autocmrpo 7 Corn 30K 1 1 Per e4 cublc rnRerm of mtoraga 

Systems Ilstmd In Italk are new mymtcms deecrlbCd In thls booh. 
Symtern llmted In normal font sre dascrlbmd In Chapter I f  of the Gmnemaster Guide. 

--- PSI drtmtlm h&l 7 In 1- 1 0 PU4prl-m 
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Conylrrnana 

Some ship component sys- 
tems-autocargo, hangars, and 
passenger suites, for example- 
all consume a standard amount 
of space and may be considered 
to be Largely independent of the 
rest of a vessel's operation. At 
PL 7. the Gamemaster can 
exploit this fact by allowing 
truder-class ves.els and larger 
craft to employ separable sec- 
tions that can be added or 
removed at port. Thia may have 
an  advantage in that cargo 
loading may never be required; 
instead in a single hour or two, 
CI ship's full cargo spaces can 
be replaced by new ones. 
already loaded for a new desti- 
nation. Triple the cost of any 
ship component that's consid- 
ered separable: all such deci- 
slons must be made with tha 
Gamemaster's approval. 

support oystom back-ups. Si- an 
autoaupprt unit takw nu durability, th 
back-up Cd.0 takes no durability. The 
~ b a c k - u p d o c l . .  howen* and 1 
durability point muat he a l l d .  

standard nyatemo that can be 
installed in any compartment. It also 
intrcduces standard hatches, another 
system that comes free of charge in 
all ship hulls. 

system. only allowed in command 
compartments. See the sidebar 'A 
Second Command Deck' on this page. 

The command deck in a upecialirsd 
Vehlcle-Girade 
Accessorlea, 
Sometimes, a ship dwigner may want 
to include apec ia l id  ac-des nor- 
mallv wen onlv on mound 01 air rehi- 

m o m d  H e h e r  [ p ~  6)  

clei.not on s-~ips .  %re likely 
accwsorieo include excavution gear. 
solvage gear, rerue gear, or a s o w  
qstem. Or, the captab of ves- 
wla may requeet including an anti- 
personnel wecrpon such an a .50 ~ l -  
iber machine gun 01 an antivehicular 
weapon iuch as the a5mm charge 
gun. Them weapons generally won't 

ship combot, but ahipn that frequently 
d e m n d  to a planet's surface may 

nR0 atandard m1w apply when 
vehicular accesclorp. or 

. Fimt. If an  analogour sp 
p system already exists (N& as 

the EM detector, any of the ~ h .  
medical suites, or comm suites), UM 

the spaceship system. Second, some 

Annored hatches reprennt the best 
and the toughest protection that 
designem can take for their veuols. 
They replace itandard hatches, but 
cost 1 point of durability and $ l a .  
(This durability point can be asnigned 
to any compartment.) 

ArmoredhatchwhaveAmadng 
t o u g h  and 6 durability pointn (BW 

Gamemmter Guide). In add~tion, they're 
el.choniccllly naled to p-t O D D E . ~ ,  

pwidhg a +2 step PmCJty to any 
atIempt to bypais with Samriiymcwify 
devices. The command deckcan control 
the opening, cl.mlng. and M & g  of 
annored-. 

have much effectiwnema in ship-to. 'Prope*Damagd onpJes5intb. 

acceioories don't apply: airtight EOII- 
figurations. high-poww enghw, and 
performance pa& are exampbn. 

For nyatems that don't mod any of 
the previous restrictions. a ship cap. 
t ah  can add the accoaory or wwpon 
by paying a cost in ship durability 
equal to one-half (round up) the vehi. 

takes 3 dumbility pofnta. 

that a vehicle accewom 01 weam 
The Gamemaster orm a1.o require 

n on equipping ship. 

Standard Systems 
Airlocks, rwntq capsulw, boclrd- 

g pals, and pods am- 
d a d  systeme introduced in the 
GamemaJter Guide. Tb.y can be 

led in m y  compomnent, regmi- 
f its type. One &lock and reen- 

capsuk are included, at no dum- 

"hi. d o n  introdurn variants on 
bility cost. in every ship hull. 

Much like the airlock the com- 
mpnd deck is one of the '%Id- 
den" ship systems aboard every 
vesrel. It takes no durability 
points. but it performs a neces- 
sary function of allowing the 
crew to interface with all of the 
ship systems-while they don't 
need to he in the same compact. 
ment as the system itself. As 
Chapter I discusses. though. a 
command deck can experience 
system failure or be destro 
(see page 18). 

In larger vessels. c a d  
paranoid ship captains may 
want a fallback measure-a 
iecond command deck that the 
command crew can retreat to 
should the first experience 
tam failure. To design such 
feature. a character has to f 
he sure to include a second 
command compartment. Then, 
he must purchase a second 
command deck for a price of 
$loOK and 1 durability polnt. 



2 ddgn of a .hip, it can be i n c l W a t 0  
durabilitycmtinlltsrdofanormcrlair~ I t ' s  Your Game 

While systems have been divided into what Progress Level they appear. 
thankfully not every PL 7 campaign is the same. Progress Levels represent 
only a guideline of when certain technological advancements may result 
in new technologies. 

In your particular campaign. it's possible-even likely-that history 
took a unique course that didn't result in the availability of every ship 
system listed here or in the Gamemaster Guide. The stardrive may never 
have been discovered in your PL 7 game. and maybe the deflection induc- 
er remained a secret of corporate laboratories. To make things easier for 
you and your players. photocopy Table S10 and note which systems are 
unavailable. 

tem (see the sidebar 'Bringing it into S T A R ' D R ~ '  on page 63). 

precocious development of incredible technologies. So, certain items of a 
later PL may be available in a setting that's generally set an earlier one. 
For example, the inertial flux engine's principles may be understood even 
in the early days of a PL 7 setting. As noted above. you can photocopy 
Table S10 and make notes that indicate which systems are available. 

your players into creations that you can add to your setting. 

ed here to make your game better and more your own. 

I 
I 

For example, the STAR'DR~ campaign doesn't integrate every PL 7 sys- 

Similarly, luck may have blessed the denizens of your universe with the 

Finally the ideas presented for ship systems here may catalyze you or 

It 's your game. Take, subtract. or add from any of the material present- 

uttlng Alrlock IPL 61 air purlflen and antf-bialogical 

If the inclusion of decon airlock is 
planned and purchamd during the 
denim of a ship, it m be included ai 
0 durability ctxt instwd of a normal 
airlock (or in addition to a cutting or 
extension airlocW. 

Srandsrd Hatches A 

As vessels are divided into comport- 

from compartment to compartments. 
While not able to function as airlocks, 
each hatch does isolate one comport- 
ment from another. This safety pre- 
caution prevents the loss or decom- 
pression of one compartment leading 
to the loss of air In all of them. 

During normal mituations. it's 
assumed that hatches are open and 
unsealed. One of the first acts of a 
crew in battle must be to seal the 
h a t c h e m  simple action which can 
be controlled from the command deck. 

Standard hatches offer no sp.oia1 
means of preventing unauthorized 
entry from one compartment to anoth- 
er. The activation of simple door but- 
ton opens a standard hatch. They also 
offer little in the way of physical pro- 
tection. On its own, a standard hatch 

ments. so hatches form the gateways n 
--.I 
m 

=E 
3= 
0 - 
0 
II 
--c 

instruments remove sny threat of 
infection. The system works at near- 
100% effectiveness. although truly 
new biological organisms or chemical 
poisons may reduce this effeaiveness 
until their properties are fully known. 

is coniidered an object of Ordinary 
toughness. with only a few points of 
durability (average of 4) to withstand 
weapons fire (ne 'Prowtty Damage' 
on page 55 in the Gamemaster Guide). 

utting airlocks are common among 
iilitany assault ihips. pirates. and 
ther -1s home to a e w  that 
ttempt boarding clctions. In evetyday 
sage, a cutting afrlock is little differ- 
ut from the extenslon airlock (nee 
elow). However, its forward mating 
rid is equipped with laser cutting 
rills which can alowly cut through an 
nemy hull and allow pawage without 
Ecslrdag the target ship's own airlock. 

A cutting airlock takes 1 round to 
urn through an unarmored hull, 2 
m d s  for a lightly armored hull. 3 
)unda for a moderately armored hull, 
nd 5 rounds for a heavily armored 
ull. For more information on board. 
ig actions. see 'Bwrding' in Chapter 
Expanding Play. 
Unlike other airlocks. a cutting air- 

r k  always comts 1 durability point, 

The extermion airlock finds most com- 
mon use on trade ships that frequent- 
ly dock a i th  other vessels in the 
depths of space. The sealed airlock 
environment is only created when the 
airlock chamber is extended4hus 

oood toughnew and 6 durability 
points (ma 'Propetty Damage' on page 
55 in the Gamemaster Guide). In addi- 
tion. their electronic locks impose a +2 

Fen if its inclusion is plrmnsd and 
u r c h m d  during the design of a ship 

further protecting the .hips from acci- 
dental collision. or even from harm 

step p ~ l t y  on any attempt io bypass 
them with Soourity-security devices. 

Smcurlty Hstcher [PI. 61 

RuchoM of this system indicates that 
all of the ship's standard hatches have 
been replaced by security hatches. In 
most respeas. a security hatch is iden- 
tical to a standard one. Like normal 
hatches, they cost 0 durability; their 
opening. closing. and locking can be 
controlled at the command deck 

However, all security doors ~ S W U  

instead of a normal airlock. 

oecontamlnatlon 
Airlock IPL 61 

Decontamination airlocks are common 
among survey ships and other ve..rla 
that frequently expose their pasun- 
gers to alien environments and bio- 
logical orgauiims. 

that might corn should one of the 
ships sxprience any kind of malfunc- 
tion. In the event of emergency, the 
extendon awenably can be jettisoned 
in order to immediately deny access 
from the airlock to ita target. 

above. extewion airlocks also see 
common use by pirates and other 
.pace criminals. 

For thls reason. and the ones noted 

Power Systems 

After a passenger enters the sealed I f t b e r n c l u d o n o f ~  ' airkckin experienaeadowdeath. 
decontamination airlock, a urles of PLmrUdand-dudngh Fortunately, brilliant men and 



Fuel & Systems 
ide introduce# the need of certain system 
r fuel. Many of the new systems here deman 

some kind. For power and fuel syetem in common use. see TABUS 
CONSUMPTlON on thi. page. 

5ystem Fuel Longevity Fuel C o s t  
chemical mMoI a W w k .  8lOK 
Cold f u m l o n  flactor 5 W k o  PEOK 
Flmolon generator a5 m s k m  *60K 
Furlpn (pneratar 10 m o l r m  8 lK  
(ire~v-r~~nhu, cell IO rnrkr 81K 
Ctmmlcal racket PaOK 
h l m l r m  torch 81K 
Ion angina 1 0  M R k .  8SK 
Pionetory t h r u m t a r  e5 make N S K  

The entry for 'Fuel Longevity" indicates the span of time that a single 
1-durability fuel tank. filled with the appropriate material, will power I 

single unit of this type. For example. each fission generator fueled by ( 
fuel tank operates for 2s weeks. Each tank after the first multlplles the 
duration: each genetator tied to the Mmu tank divides it. 

The entry for %el Cost" lists the cost to refuel a 1-durability fuel tam. 

Certain power systems may not we fuel tanks. but may require eventu-1 
fuel replacement. See TWLE 811: FUEL Rearrcmm below. 

Sgstem Fuel Lungwlty Fuel Cast 
Antlmrtter raMtnr 50 waek. lZOOW*SOK 
Maom reactor 30 &w#ekm P50K 
Oynamlc m m  R~MT 50 m r k o  PZSK 
Blngularltl) ganarstor e50 m r k r  81 M 

" At PL 7RL 8. 

The entry for "Fuel Longevity" refers to the length of time that a fillel 
reactor lasts between refueling. The entry for 'Fuel Cost" lists the total 
cost to refill the reactor. The singularity generator can't be refueled, and 
the cost listed is for a complete redacement. 



F u e l  or No Fuel? 

Only in campaigns that deal 
with extended exploration mis- 
sions or other long expeditions 
should fuel become a signifi- 
cant factor. Otherwise. the 
Gamemaster can freely ignore 
the consideration of fuel and 
assume that the heroes take a 
few moments to fill their tanks 
whenever they visit settled 
planets or star systems. 

Like many thinga in a role- 
playhg campaign, refueling is 
a detail that can often be 
passed o v e r - x  used as a n  
opportunity lor a n  adventure. 
What kind of scam might the lit- 
tle corporation be trying to pull 
on the frontier? Can anyone 
obtuin fuel with the supplies 
lines stretched by war? 

In game terms, the 
Gamemaster can apply a sim- 
ple rule when a ship system 
runs out of fuel: It stops work- 
ing. Depending on how hard the 
heroes have been worklng their 
ship and spending energy. this 
could be several days or even a 
few weeks before the standard 
time listed on TABLE S11: Fuu 
CONSUMPTION. Fortunately, a 
careful engineer keeps track of 
such things .... 

In the week that a fuel tank 
runs empty. roll lds+l to deter- 
mine the day of the week on 
which it becomes empty. 



i m p d  sp tem exhts that ocnrpies 
one fewer durabillty point and cab 
only $SOK to refuel. 

turlw before PL 8. However, hameuing 
that knowledge and the manipulation 
of polnt-bad energy d e m d  tho 
mom complete undentandlng that 
comes with the Energy Age. 

fuel t a d u  or any kind of rofuellng. 
Tho pwntum cell novo1 mqulms 

aggresson from boarding act- or 
Clase-wmM. At other timea. this systei 
of laat mii can repmwnt the d w  
of heroea, the only chance for vlctw. 

When activated, this devlke i n c m  
es the amount of damage c(N..d by a 

Death' on page 18). Double the number 
of "hits" caussd by the #hip's explosion, 

L 
L 
c 
I 3 vessel's explosion (nee 'Spacemhip 
=> 
C 

Ei= and increase the amount oj da > 

If this symtem ever suffers a system 
malfunction, the crew has 2d4 phaaes 
to succeed at disarming the device 
with a Technical Science-repair skill 
check (or evacuate the ship). At the end 
of this time, it detonates. 

Note that although thia ayatem in 
designated aa a power system, this 
only refen to the necessity of pladng it 
in direct proximity to the ship's main 
power system. The nelbdemtruct system 
itself doesn't provide any power (well, 
at least not more than once). 

- 2d6+4 wounds per hit. 
Ly - 
IL-l 
2 

e 

_- - -- 
!mown an duodeclm-in order to h a -  
nesa energy. Wlthin 01th- reactor, the 
dark matter laah for tensof weeks. 
After thla point. the mactom must be 
refueled. This operaion can be 
attempted any modem stcnpapt. 

While ita name may ww -me mis- 
c~pphenaion of thk power low aa a 
w.clpon w t e m  that hurl# . i n f i & t i ~ .  
the lingularity gimerator i., in overall 
prlndple, more of a long-term battery 
or accumulator. Through an e.puutvo 

facility oreatem a .ingularlty-a block 
hoh-which ia then stored and con- 
taSnod within a stamhlp. Tho atrmhlp 
tap# the .infi&Q for onergy aa lt 
undergowa.lowdeacq.Undernozmal 
conditiolu and auumIng a maaonable 

g iounuy#. 

monuy. a dark mattff collector standa 
out aa a viable alternativb. Tho mtem 
constantly collect. and at 
matt% for the reactor, fore 
ing the need for refueling. 

.(nolome p-,aapaialkdcomtruction 

.- - - -  
Antlm 
IPL 71 

ity gonuatiican pow& a rhip tolup to 

Somo lnhorent initability in taming a 
Once tho method. of dowhrating flV0 Vi without a i  n p k d .  
tachyonic matter h a w  boon gnupod. 

A crowning achievement of 
Age, the antimatter reactor 
an incndibl. aawceofpower 
ly oulpucw energy MWSS of the 
With only a few kIlogrcmra of ant 
tor particles. a ship oEIn prcduw vol- 
umw of energy to power the average 
v e d  for yearn of time wlthout the 

mattawhungry slnguhity aa a powor 
unua may r e d t  in addlnonal dam- 
ago If the gunerator luffen a symtem 
fallure. Apply the aame efka. htod 
under tho antlmattu reactor, abw. 

Engine Symmmr 

,a# 

topro 

tachyonic mlllriDn can't provide the 
mcwure of power that -me 0th .yl- 
tern do. but ita cc~mbIlIQ for mlnlatur- 
isation may make It pcpular nonethe. 

need for refuel. 1.398. 
Despite ita e f f i a q  the antlmattu 

reactor- 8uffer undw a few dmw- 
backa. Safeantlmattercontaiment 
mquirwafairly largemdorqaca,and 
a &@cant portiom ofthe onorgy pro- 
duce muat be rdhctedat  an- 
contdnment Held. Even IC, evarf lhip 
deeignerm~ttmmbleatthepwpctof mentof 
anantImattermdoraufforlngdamago ~ m n r . l p i n g o n  
incombat.Ifawm~mentwntabiag mati- 

D ~ n e m l c  M o m  

Whlle the ad- of Identlffc 

tpL ai 

Whatovor p w  a rhip ii to aom, lf 
it b to be anythSng mom than a wbl- 
Ut. or dcubaw lt must k equipped 
with the means to mako it move Thlu 
angina are ofl spoken of aa tho sac- 
ond-mwt important system a b d .  

Gamemaater Guide apply to d of the 
enginem d.lcrib.d hem. EDch engine 
consumw a catah numbor of power 
facton and convert. them into move- 

Tho r u l ~  Introduced in the 

anantlmattffreactor#u%er8mortal nactor that'a both 
damage and a randrun rdt hdiatkm 
that the roactor bthe tarpiof a ay.tsm 
failure eee 'WeCtB of sylltem Pdure'on 
page In. automatidly (1.Nme that tho 

ment point.; b a d  on the a h  of the 
ship. you ccul determino the .hip'. 
maneuver rating (I.. Table 038: S m  

on puge 144 in the 
Gamemastez Guldd. F W v  refor to 

oftlotent than it. 

. 
reactor erplod.. an lf a Critical Failuro 
(not just afailuro). had 0QNII.d (ne 
pago 18 for the dcrmog. .ft.c(l of a nac- 
tm erpldon). 

A wcondaq drawback 1i tho high 
c a t  of producing antimaitor. Whfl. tho 
reactor typlcully r . s u l m  rofud only 
once evety par. nfuellng a roactor 
ca t .  W O K .  

At PL 8. whon it bowmu eader to 
contain and manipulate antimattor, an 4 6 

Tho pOutblUtiw for 
from the aea of fludwtlng quantum 
foam p m t  ep.ergn 
uum. may h been 

TABLE SI5 SHlP --& CFIUWUQ 
3- on page 49, the maneuver 
mtlng and engine type to detennine 
the ship'm movement properties. 

Carmentlonal R o c k e t  
[PL 61 

A strong metastable tripmpllant rock- 
et llyltem offen the k a t  performance 
that convention, Ilquldchemiocll rock- 



eta can &I. Whil 
more compUcated model.. their low 
coot may make them tempting for trav- 
elen or d corporations running a 
tight budget. 

Conventional rocket. can only be 
wed for a constant thnut of thne  days 
before emptying their internal fuel 
caninten. 

A 
Rorkptm 

All of the engine systems 
described in this section are 
reusable: although they may 
eventually need refit or replacs- 
ment after years of use. each 
use doesn't necessitate a near  
immediate replacement. 

Four rocket uystems present- 
ed in this section present a dif- 
ferent approach. The engine 
system is disposable. and can 
only be used lor a short period 
of time. The advantage lies in 
that the rocket doesn't require a 
separate fuel tank and needs 
only a powsr plant to govern 
thrust and maneuvering. not 
actually to power the process. 
This has the unfortunate side 
effect that rockets. when they 
suffer a system failure, can 
explode just as power plants do 
(see page 18). 

In addition, rockets can be 
jettisoned when they run out of 
fuel. Thereafter, their durability 
cost can be ignored for the pur- 
pose of determining a n  
engine's movement potnts and 
acceleration. 

Flrrlan Rocket [PL 61 

Through nuclear mactIonm, a gcrscore 
fission rocket can convert a much 
greater percentage of its fuel mass into 
energy for h t .  Regrettably, though, 
this rocket optem suffer# from its own 
weight, thanks to the neneslity of mny- 
ing hewy, fissionable material. 

The h i o n  rocket h t s  up to two 
week. of constant use before exhaust- 
ing itself. 

Furlan Racket IPL 61 

A fusion rocket ia, in es-, nothing 
more than a W o n  genemtor whose 
plasma containment bottle has been 
ruptured. The exhaust jet that rwults 

TABLE 513: MAGNETIC SAIL5 r Distance Movement Points 
From Star Condition 6enerated 
< 0.5 AU Amazing 3kau 
0.55-5 AU 60Ml a m n i i  
> 5 AU Ordlnary llsall 

from the deuterium/helium-3 m i o n  
propel. the rocket forwmd at a velocity 
that's unmatched by any rdw t  uystem 
of the Fumion Age. 

The fusion rocket lasts for uir weeks 
of mnstant rue More emptying itself 
of fuel. 

Magnetic Sal1 IPL 61 

An engine aptem that reUer on the cre- 
ation of magnetic field to catch and 
PIOpel the vessel on the near-infinite 
field energy of stars and the galazy, 
L i b  the wlm nails, only a malent 
d d o n  is pocl.ible. See TAW 513: 
MmNEllcsAua. 

Declpite its power roquimment, the 
magmil ia judged to be the superior of 
similar syutenu. g l m  its smaller &e 
and itr ability to Dpemte byond the 
confin- of a solar system. Still, pu- 
~ r e m ~ ~ p d v e ~  
the system nccivscr power m(iflcial1y 
from a planet- or orbital-brmd wurce. 
clhis automatically provide3 Am* 
conditions on T m  S13: Mlro~mc S A W  

MlcrofClmlon Pulre IPL 6)  

Although refinement took years, the 
amcept for a microfusion pulse engine, 
known initially as Pro@ct Orion and 
eventually as Project Malus .  goen 
back to the middle of the Information 
Age. Basicully, the system uses a aeries 
of small funion bombs as mocuu topro- 
vide t h t  against a carefully am- 
structed and 6hIelded pusher plate at 
the rear of the vehicle. 

Pertlcle Sal1 IPL 61 

The particle sail functions much as its 
cousins. the magnetic and photon sail, 
offering an alternative to conmtional 
syutemu. Particle rarils have much to be 
said for them; unlike magnetic field. or 
photons. particles have maw. allowing 
the patide sail to be built smaller and 
attain greater accelaration. Unlike the 
others. however, it's impossible for the 
particle sail to attain a significant 

acceleration without artificial m r .  
An a result. this engine system can 01 
be used in settled aptem where art1 
cial power system wn direct a ship 
through space. Without an external 
delivery system, the particle sail 
provides no acceleration. 

ticle sal1 pmtrides 3 maneuver points. 

Antlrnatler Racket IPL 71 

One of the last venturss into the 
field of rocketry is the antimatter rock- 
et. While a true antimatter engine 
never becmne popular due to the riaku 
involved, more dinpanable and aepra- 
ble rocket systems urdng antiproton 
annihilation provide abundant thrust. 
The antimatter rocket lasts for ten 
weeks of constant use before emptying 
itself of fuel. 

Once externally powered. each pm- 

Hypermagnetlc Englne 
IPL n 
Thia kinetic engine works by momen- 
tarily negating the rest mass of a pow- 
erful magnet through moss induction 
technology and then hurling it along 
the path of the engine. By the time the 
magnet reachen the end of the engine, 
it regains It. maw and magnetic prop 
ertieu. clttrcrcti the ship toward it. 
Numeroue such magnets apply an 
acceleration down a unidirectional 
COuIne. 

Ciravltlc F ----tor 
IPL 81 

The gravity induction engine of the 
previous era fabricates a slope in 
spcrce. As underntanding of funda- 
mental forces improves during the 
Energy Age. the development of the 
gravitic redirector allows a vessel not 
only to overcome the natural force of 
gravity nearby, but instead to manipu- 
late the graviton wave backs already 
present. The result is a more efficient 
and more powerful engine that's just 
as maneuverable. 



TABLE S14: HYPER DRIVE^ 

Jumpgate nsuire. a full phan to 
power up. iu a result, ship. mwt be 
careful not to trawl intoa jumpgab at 
Mi& VOlOCIQ. 

The diatance that a jump.hlporm 
trawl not on its lumpgate 
actlvatw but on the Jumpgate itMlf. In 
addttbn. it may k i m m e  to plo- 



TABLE 515: 5HlP ACCELERATION & CRU151N6 SPEED 

chedcd 
Maneuver Rocket 

Acc Cruhs 
.m .os 

Mlcmsion 

.oo5 .a 

.02 .os 

.os -1s 

.oos .1s 
e.5 E 

.001 .Ol 

.Po1 .M 

Mlcmlnductpr Redlreaor 
ACE Cruise 

E 1.9 

-3 5 6 5 E 10 5 6 6 

Ace: A c c s l i r a i m  is numrrd h par phmse per phase (Mppl. 
Cruishg speed is In A M  pcr hour. 



r 
TABLE 517: 

SPACEFOLD DISTANCE 

Power Fold 
Factors Range 
1 4  0.5 light-yearm 

16-30 2.0 llght-years 
31-60 5.0 Ilght-years 
51-70 10.0 ilght-years 
71-100 20.0 light-years 
‘DO+ 50.0 Ilght-years 

9-1 5 1.0 Ilght-yRarr 

I 
ike most engine eyatemn. the mlcr 
~EUVWWBIWN in the Gamemuster 
See the table below. 

Mmgmant Point 

e5 6+ 

ins the acceleratton and cruising e 
o TABLE S15: Snw Acczr,m.mQn Ez CR 

TABLE 518: 

I WARP SPEED 

Power Warp 
Factarm Speed 

I 61-75 
76-90 5.0 lylhour 
loo+ 10.0 lylhour 



TABLE 519: WORMHOLE5 

Power Factorr Range Duration 
5-10 0.1 ly 1 round 
11*5 0.5 ly 1 mlnutc 
E 6 4 0  1.0 ly 5 mlnuwr 
4-55 c.0 ly 20 rnlnutss 
56-75 5.0 ly 1 hour I 76+ 10.0 ly 6 hwrr 

3 

'L Bl 

As the Energy Age explores the rela- 
tionship between energy and mass, 
one result is a device capable of gener- 
ating and controlling short-lived super- 
extreme Kerr objects (wormholes). This 
system. when activated, opens a tem- 
porary portal to another location light- 
years away. Once generated. the worm- 
hole lasts for a number of minutes, or 
even hours. 

The exact range of the wormhole, 
and the length of time before the worm- 
hole collapses, depend on the energy 
devoted to the system when it's activat- 
ed. The engineer must decide how 
many power factors to assign to worm- 
hole duration, and how many to assign 
to wormhole range. See the table below. 

It's impossible to set a wormhole 
destination to less than 0.01 Iy (about 60 
AU) or a duration of less than one 
round. 

Support Systems 
While several other systems exist, the 
standard life support unit, and its suc- 
cessor the autosupport unit, form the 
most important systems available in 
this type. Regardless of its location 
aboard a ship. a life support unit regu- 
lates the air quality. pressure. lighting, 
and temperature aboard the entire 
ship (or at least a number of durability 
points of the ship that it can handle). 
Without it, the crew would either 
freeze. die in a vacuum. or suffocate 
from lack of oxygen, not to mention 
bump into one another in the dark. 
Finally, a PL 6 support system supplies 
a ship with several gelatin couches 
and similar accoutrements so that the 
crew can withstand accelerations up 
to ten times Earth's gravity. 

ro these capabilities. the PL 7 aut 
support unit adds the power to acti- 
vate artificial gravity. The engineer 
can control which compartments have 
gravity (see 'Overpowered Systems' on 
page 31). Most sentients find it more 
comfortable to function when they 
have a reference of "down." and a n  
ability to set objects down without 
them floating away. Artificial gravity 
also conveys the ability to counter the 
extreme accelerations that PL 7 
engines produces-hundreds or even 
thousands of times Eorth's gravity. 
Like the life support unit, the autosup 
port unit affects a number of cornpart- 
ments. not just the comportment in 
which it lies 

This section introduces a new kind 
of support system especially appropri- 
ate for campaigns with an interest in 
telling stories of realistic travel 
through space. without the miracle of 
FTL travel. 

Cryogenic unit (P ;I 

In some societies, cryogenics may be 
developed primarily for medical or 
longevity purposes (as was the case for 
the species known as t'sa. a cryogenics 
leader in the STAR'DRIVE setting). For 
starships, however, the cryogenic unit 
serves another possible: allowing the 
crew to pass yecns of time in sub-light 
travel without dying of old age or bore- 
dom. 

The standard cryogenics unit sup 
ports up to 12 passengers and costs 2 
durability points and one power factor 
in constant use. For each additional 
durability point assigned to a cryogen- 
ics system. an additional eight paseen- 
gers can be accommodated (this costs 
$SO.oOa but requires no additional 
power factors). Unlike many other sys- 
tems. including life support. hutting 
down the cryogenics unit for anything 
more than a few seconds (1 round) has 
the disastrous consequence of causing 
d4 points of mortal damage to every 

inhabitant of the ayochcrmbers. 
Placing biological organisms in, or 

removing them from, a cryogsnic state 
requires hours to accomplish safely. 
The exact time depends on the size of 
the creature: a s s u m  a total of 4 hours 
for freezing and 12 hours for thawing 
for a standard human. Jmger beinga 
require more time, smaller ones less. 

While their bodies lie chilled at a 
temperature not too far above abwlute 
zero, the passengers in cryochcrmber 
age very slowly--about one-fiftieth 12%) 
of normal time. For example, five 
months would age a passenger only 3 
days: and a long joumey of 10 yeam 
would age t b  inhabitants only about 
twoand-a-half months. 

Fuch cryogenics unit cuntains 
enough biologicul materid and sup 
plies to support its 12 pasxengern for a 
complete 5-year span Fewer pawen- 
gem indicate a longer duration (msume 
a static total of 60 passenger-yeam). For 
each additional durability point 
assigned to the clyogenics unit h this 
prupose. it can extend this duration by 
10 yeam for 12 passengers. This costs 
$lO.WO per durability point aesigned. 

--I 
m 

= 
=L: - 

Hydroponlcr Bay tPL 61 

A hydroponics buy offers another option 
during especially long joumeyn. 
Basically, a hydroponics unit is a gar- 
den that p r o d m  edible veptable 
crop without the need for soil. High crop 
yields using advanced biological engi- 
neering allow each hydroponics buy to 
support a total of 20 passengers or crew 
members with food. When coupled with 
efficient management and a recycler 
unit for wate% this unit offers almost 
infinite (1w+ years) mnsumables. 

Hydroponics buys are typically con- 
trolled by characters familiar with both 
System Operation-engineering and 
Life Science-botany. 

L l f e  rurpenrlon unk 
IPL n 
Relying on principles developed with 
the cryogenics unit, the life swpsion 
system adds a better understanding of 
fundamental life interactions-at the 
micraellular, even molecular, level. 
Biological organisms in the life suspen. 
sion unit aren't merely frozen. they're 
suspended. immune to the ravages of 
time or any need for food or any biolog- 
ical matter. Moreover, placing or 
removing an organism to or from stash 



2 t  althouuh thev remain disoriented (+: - 
step pinalty io all actions) for MB m 

4 utenafterward. 
=)- The standard life mapension unii 
a hamthe.crmepalcmgercapucityas 
I==; 
D 
3E: 
I - 
c ~ i v e s p o ~ .  

the crycgenic unit, and ite ccrpclcity 
may be increaaed in the name manner 
(at a coat of $IW.oMI per durability 
point added). The life suspension unit 
can crmy its pawngem am long as it LL.I 

Ly 

5ensor Systems 

TABLE 5Zo: SPACESHIP DETECTION RANGE I 
System 
CE parrive array 
EM detector 
IR detector 

Madar* 
Radar: 

alrlspace * 
multiband* 
multlphare* 

Radlation detertor 

SLIII Check [OmlAI 
50 M M 0 0  M M 5 0  M m  
30 M M O  M M O  M m  
2 M d 4  M M  Mm 
5 M m R O  M M 0  Mm 
1 0  Mm/50 M M O O  Mm 
40 M M O  M-0 M s  

10 MmRO M d 4 0  M m  
30 Mmm(3 M M O  Mrn 
40 M M O  M M 2 0  Mm 
10 MmRO M d 4 0  M m  

* Denmas an active system 

L- The eyen and ~CIIB of a starship, mn- 
son 811 a role that mast rrentient 
spscies take for granted-the ability to 
observe their environment. Just an a 
sentient without an ability to sense and 
interact with its environment inspires 
sympathy, so a &ip that can't detect 
the enemy and survey its m u n d i n g s  M v e  Syatm D&ctar 
d e m m s  pity. Radar ton canals0 be e q u i w w t t h  w.clpon 

previous chapter and the Gxnemastez 

At PL 7 and bayond. internal moni- 

Senson operators, a noted in the Indm Visual detector or detectors or p i  detectom 
CE c a s i v e  cumv 

Guide. may not be as glamorized as Madar Ma&det.ctor 
the average pilot or gunner, but they 
haw an equally important obligution 
abomd a ship. The guns can't shoot 
and the ship can't navigate without a 
view of the space about it. Moreover. an 
excellent m n w n  operator with good 
equipment does more than allow 
opportunities for other .hip systems 
and operators, he augmenhl them, 
improving their chancn of success. 

the kind of energy medtums they 
detect, azch mnsor type can be dimtin- 
gurmhed into twu b r d  types: active 
and paasive. P a ~ i v e  systems. often 

Internal Monltorr [PI. 61 

While mwt BBDSOI systems configwe 
their arrays out into apaw, this ly.t.m 
lines a ship's corridon~ compcahn.nt., 
andsectionawtthcamewandaudio 
recsiven. From the command deck an 
operator can call up a view of jlut about 
any mmer of a vewel with thie .yPtem. 

'Qpfcally, the .msor devi- about 
the ship don't make themselves readily 
men. If a chamcter deliberately look 
for moniton, a m a n f u l  
Investisatwearch check, made with a 

While sensor qat- vary wildly in 

Ladar [PI. 61 

Lam d e t d o n  and ranging iyatem. 
form (wcumlo and rumonabla altsmo- 
tives to mdar ry.tenu. In .tar .ystull. 
plaguedbysolarin~mncsorregioM 
in which eloctromagnsnc !umming hm 
grown oommon, ladarmcry npresent a 
meana to get mound the oppodtion, 

LdaY is wp.cicrlly effective at tm- 
geting of energy w.c~pau;  a uluon 
opemtw wing ladar to cmiat in a 
weapons lock or called .hot nxeWw a 
-2 step bonw to his System 
Openltion-8emE .kill check. 

called detecton, am simply lietenem 
that hope to notice and identify through 
their own mnsitivity They send out no 
signal on the& own, and they can't by 
thenmlves give away a hip's loca- 
tion. Exampla include EM detectors, IR 
detectors. mass detectors. and radio- 
tion detectors. 

Active sen-, by contmst, work by 
sending out an energy signal that 
s ~ o b j . c t . a n d v a n d i a  
returned Ralm atandm out am the mast 
common active system. mliable even i! 
the fardistant futum; other -plea 
include lcalm and madar. Active system 
am mom likely to detect the enemy, bu 
they& automaticallyplwidea -2 
step h u s  to an enemy ae- operator 
when trying to detect the actively sfq- 
ncllllngvea8el,~edthevsMelha€ 52 ancrppropoicd.detectm.~im~ 

+2 steppenalty. is required to find the ~mlpn 
IPL 61 

The radiation detector proves eff.*lm 
against only a mion of .hip. uvcdl- 
able by focueing on hard radiation. 
high-eMgy emiukm. The syBtem can 

v w d  rurlng or cartying any nuclear 
system (fbdon or fusion), whether it'r 
an .neine. power plant. or weapen. It 
remain. blind to other INp. 

The radiation detector can ako bo 
umd to locate natural and unnatural 
aowen of radioactivity such am urani- ,,,,, de,.&t.# stell= tmclment,, and 
fusion mining fadlitten. 

sensor. 

Passlve 5en6orm & 
Weapons Lock 

It's quite difficult to achieve as 
precise a sensor lock on a vessel 
using only passive systems 
when compared io  active s y ~  
tems. Whenever a weapons 
operator aitempts to targe1 using 
only passive sensors. apply a +1 
step penalty to hia attack. An 

a sensors operator attempts to 
assist the weapons officer with 
targeting when using only a 
passive system 

be u d  toattempt dotectkm d a n y  

equal penalty applies whenever 





TABLE 521: SHIP ARMOR 

Cost per 
Armor Type PL LI HI En  Avall 10 durability 

Alloy 6 d6-1 d6-1 d4-1 Con 75K 
Polymeric 6 d4-1 d4-1 d4-2 Corn 50K 
Reflective 6 d4-3 d4-2 d6-1 Corn 50K 
Cerarnetal 7 d6-1 d6-1 d6-1 MI1 1OOK 
Neutronlte 7 d6 d6 d6-1 Mtl 250K 
Reactive 7 d4+1 d6-1 d4-1 Con 75K 
Crystallis 8 d6-1 d6 d6+2 MI1 250K 
Nanofluidic 8 d8-1 d8-1 d8 Res 500K 

Alloy 6 d4+1 d4+1 d 4  ton 150K 
Polyrnerlc 6 d4 d 4  d4-1 COm 1OOK 
Reflectlve 6 d4-2 d4-1 d6 COm 1OOK 
Cerarnetal 7 d4+1 d4+1 d4+1 Mil ZOOK 
Neutronite 7 d6+1 d6+1 d6 Mil SOOK 
Reactive 7 d4+2 d6 d 4  C o n  ZOOK 
Crystallis e d6 d6+1 2d4+1 Mil 7SOK 
Nanofluidlc 8 2d4 2d4 2d4 Re5 1M 

Alloy 6 d6+1 d6+1 66 C o n  300K 
Polymeric 6 d4+1 d4+1 d6-1 Corn 200K 
Reflective 6 d 4  d4 dS+l Com 350K 
Cerarnetal 7 d8 d8 d8 Mil 400K 
Neutronite 7 d8+1 d8+1 dB+l Mil 1M 
Reactive 7 +d4+1 d8 d4+1 C o n  SOOK 
Crysitallis e d8 d8+l 3d4 Mil 1.5M 

Light Armor 

Moderate Armor 

Heavy Armm 

Nanofluldic 8 2d4+1 2d4+2 2d4+1 Re5 2M 
I 
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surtemr two bmp.ar the four ab. Pmlonk Detemtlun 
Faclllty Ipr. 7) Without techniwl equipment or 

&.tame from without It's .urntially 



dmulate. 

Llmmage to Hangared 
Shjps & Vehicles 

As long as the compartment 
that contains a docked ship 
remains intact. it's difficult. but 
not impossible. for a hangared 
vessel to suffer damage. First, 
armor of the parent vessel is 
accounted for and the primary 
damage suffered by the com- 
partment is calculated. Any 
vessel within the hangar suffers 
the same damage, reduced by 
one grade. The type of damage 
(LI. HI, or En) suffered is the 
same indicated by the attack. If 
the vessel possesses armor, it 
may be taken into account. 

a space vessel is completely 
destroyed, it may attempt to 
power up its engines and move 
away. Otherwise it, and any 
other standard vehicle. become 
space debris. 

Example 1: A spacefighter 
lies within a cargo compart- 
ment struck for 10 points of 
wound damage from a matter 
torpedo. The vessels armor 
absorbs 6 wounds. leaving the 
primary ship taking 4 wounds 
(and 5 stuns, for secondary 
damage). Meanwhile, the 
spacefighter inside also suffers 
4 points of stun damage (which 
it may absorb using its stan- 
dard armor rating vs. energy 
(En) attacks). 

Example 2: The same space- 
fighter is  in a compartment that 
suffers 6 points of mortal dam- 
age. The primary vessel armor 
absorbs 2 mortals. indicating 
that the spacefighter within suf. 
fers 4 wound points. which its 
armor may absorb. It also suf- 
fers 2 points of secondary stun 
damage. 

If a compartment containing 



TABLE 523: SHIP WEAPON5 
I 

all Cost Our  Pow Acr Range Type Oamal- Zions 

Mil 150K 1 2 -3 lR13 En [el dWdS+Wd6+2w 4 
Con 15OK 2 1 +1 lR/3 Hi lp) See description 2 
Con lOOK 2 2 0 lRI3 En le) d4ald4w/d4+2w 4 
Mil 2SOK 3 2 0 U4K En le) d4+1r/d4+lwld6+lw 4 
Con 50K 2 1 0 1 A m  load E 
Mil lOOK 3 1 0 1 A m  I& 1 
Mil 1- i2 1 0 1 Am iond 2 
Mil 7 S K  0 0 0 - Hi 1.1 d6+2r/d6+avu/d4+lm 0 
Con 2 5 K  0 0 0 - Hi 1.1 d6+lr/d6w/d4m 0 
Mil 3 0 K  0 0 0 - En le)  d4. /d4+2r /d6+2m 0 
Rem 30011 0 0 -1 - E n l a )  d&3r/dB+3Wd6+2m 0 
con 1011 0 0 0 
MII l 0 0 K  0 0 -1 1MDISD d8.Rd4+1*+i?W 0 
ton SOW 0 0 +I 8/l6/24 de./de+lwldrl+lm 0 
Rem Sow( 0 0 -2 l M M O  0 
Mil loDI( 0 0 -1 18/l6/E4 Hi [@ 
Rem 5ow( 4 3 +1 4/8/12 Hi Ip l  

Progress Level 6: Fusion Age 

Con Eoar 2 0 -1 
con ~ O K  I o o 
Con 15011 0 0 0 
Mil KDn 3 2 0 y6/9 En [e) 

P r o g m m m  Level 7: 6ravlty Age 

Weapon 

Arc cannon 
Cable gun 
Lamer cannon 
IR lamer 
Launch rack 
Launchtube 
Mlnela&fer 
Mlne, ARN 
Mlne, CHE 
Mlne, EMP 
Mlne, NUK 
Mlna. TR5 
Mimmila, ARN 
Mimmlie. CHE 
Mimmlls. NUK 
Mimailo. SMP 
Rail cannon 
Rslrrd turm 
Turret 
Weapon link 
X-ray lamer 

Ammaultnetrvwlc Mli 
Drlvempmce I&. Rea 
6D5 tube Mli 
firapp&i~COR MII 
fireppfer, D€C Mi8 
6 r a p p l m r ,  DIN Rem 
Sreppler. EMP Mil 
Sramler, R4p Mil 
6rappIer. TRA Con 
6ravltlc ram MII 
Mamm cannon con 
Msrm converter Ria 
Mnttertorpedo RES 
Mimmiie. MRB Rmm 
Mlsmlle, PLA Mil 
Particle beam Rem 
Plemma cannon Mli 
P l a m m m n e t w n r h  Rem 
Pmlonlc amp. Rem 
RR launch tube MI1 
Tractor beam Con 

Cloaked networh Rsm 
EM torpedo Rem 
Flux cannon MI1 
Kinetlc lance MII 
Maser cannon Cor 
Tachyonlc acc. MI1 

400115 1 0  
3- 1 4 -Z M M O  E 
a5oni?  I O  
S O K O O O  
7 5 K  0 0 +I 
15M( 0 0 +I 
3 s K o o - 1  
8 O K O O O  
i 1 5 1 ( 0 0 0  
30011 2 5 0 
- 2  3 0  y10/15 Li 
t M  4 6 0 

6- 5 4 +I 
Eo011 0 0 -1 1 
50K 0 0 0 1 W 4 5  EnIgl d6+3w/dE+hh./d6+2m 0 

SOOK 4 S 0 MWlB En Is) dS+3r/d4+lm/d4+3m 2 
400K 3 3 0 4/8/16 En [el d6+2w/de+Zuv/d6+lrn 3 
1 M  5 3 0 1135 Hi Ipl d6+lw/dB+lw/de+3w 4 
I M  2 5 0 U4K En Is1 See demcrlption 3 

300K 3 1 -1 A. load 3 
500K 2 * -1 U6/9 En le) 9ae description 2 

Progrema Level E: Energy Age 
SOOK 2 2 0 2/4/6 En [e) d6+Nv/dB+i?W/d6m 4 
450K 3 1 0 3KiIlS EnIg) d6+3.RdBWd4+2w 2 
SOOK 3 S 0 5/15/30 EnIel d6+4wRd6+2wmd6+2~3 
7-nu 2 I o ~ 1 0 ~ 0  HI [e) d4+lwRd4w/d4+3m 3 

4 3 -1 MU20 En la) d6+2w/d4+lm/d6+2m 4 
1 2 -1 MOR0 En le) Seedemcrlptlon 1 
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7 firalyllers 

One of PL 7's more exotic 
weapon systems is a grappler. 
Equipped with a variety of pay- 
loads, a grappler is distin- 
guished by its deslre to lock 
onto an  enemy hull-either 
through chemical sealants or 
magnetic clamps, designer's 
choice-before activating its 
payload. 

A grappler can be launched 
through a normal minelayer or 
a GDS tube. If dispersed 
minelayer, a grappler activates 
just like a mine. actlvatlng 
when the enemy vessel 
approaches and requiring a 
successful weapons skill check 
to latch onto the enemy vessel 
at that time. If launched directly 
through the ODs tube. a suc- 
cessful hit indicates that the 
grappler has latched on and is 
ready for activation on the hull. 

Typically, the grappler can 
be activated through a simple 
radio message from its deploy- 
er: until that time, it stmply 
awaits orders on the hull. The 
weapons operator can also con- 
figure grapplers for activation 
on contact. 

Determine the compartment 
hit normally: if deployed with a 
mine. it's not possible to target 
the grappler. 

A ship crew can execute a n  
extravehicular activity to 
remove the pests from their hull. 
This activity requires a success- 
ful Technical Science-repair 
skill check to complete. A 
Critical Failure result indicates 
that the grappler activates dw. 
ing the process. The operation 
takes d4+1 minutes to complete 
and is rarely attempted during a 
space battle. 

L 

astrcgdion sklU chock only daw- 
mine. deatinrtion and r h a h . r  the 

inhibitor weapon m t o m  
making it diffblt for a 
~tcdcrl lo~ atrogate IUC- 

e- inkbition wavo, he mu.1 muk 
two drivuprea astrogaffon nkill s inhibition field 

the astrogator can SUCDO 
vate his stmdrlve in the 

the s tandd 5 minutes). 

actlvate hia stardrive and must try 
If the result is a Failure, he fall. to 

m o n d  akU1 check, also with a +4 
pemlty, to determine whether the 

for the vow31 to I 
ex deployment oyme 

stands wt us a refi Illawl in most m n  bearwe of its 
Mity tor m i s w ,  the radlation I 

deployments. Each deployment cloud 
costs $lOoI[. 

A docompremsion grclpplor con.int. 
of a sing10 fmnd char- dodgnod 
to rip a holo through the target vos- 
mol's hull. Tho grapplor muem d4+4 

ltor 
The aimplat or gxuppln aymtom., tho 
t- u m ~ ~ 1 . r  deoait. a .mull 

IPL 71 
- - -  

The drivespacn inhibitor launch.. a point. of wound d radloamfttfna &Ul. 
even a #ingle H n t  of wound dam- 
age Is not ablorbed by the .hip's e r n h i m  periodic emfuion 



stead of the normal range 

Bringing it into 
!?KAR*DRlVE 

The STAR*DRIVE setting is a 
space opera-style universe set 
at the waning days of Progress 
Level 7 (specifically, the dawn 
of the 26th century). In general, 
most PL 6 and PL 7 ship systems 
have entered some level of use: 
PL 7 military and restricted sys- 
tems. of course. remain difficult 

A few PL 7 systems are 
unavailable in the STAR'DRIVE 
setting. First. the only means of 
FTL travel is the stardrive- 
and, in more developed areas. 
the stardrive booster system. 
Drivespace communicators and 
detectors exist. but the science 
of miniaturization has yet to 
make them available to the per- 
sonal-sized ships descrlbed 
here. No other FTL systems 
have been developed. 

The only unavailable 
weapon system is the psionic 
amplifier. Perhaps a fraal ves- 
sel. more established in its 
understanding of psionic ener- 
gies. could possess such a 
device, but human understand- 
ing of psionic energies has yet 
to reach this level. 

Similarly, PL 8 systems are 
beyond the reach of "modern" 
science. Perhaps someday 
those miracles will trickle into 
widespread use: today, howev. 
er, PL 8 systems should stay 
limited to powerful alien 
species and the most secret and 
advanced stellar nation labora- 
tories-if they exist yet at all. 



Chapter 3 
F 

a = - The Onakln Sklff represents the mini- 
mum definltlon of a space.hip, con- 
taining little more than a t h y  englne. 
a reactor, and the m e a s  to rurrrfve the 
depths of o m  at low accelemtionn 
for maeonable pori& of time. Its sin- 
gular advantage lles In that it may be 
OM of the most inexpenehw ships 
around. 
The Skiff requinn only a pllot and a 

copllot (who doubles as navigator and 

annor or a *le weapon, the Skiffs 
paa@engexs mwt rely on the goodwlll 
of others or ham bett.r-prrpclx.d 
mort. to o h  protection. It'a fortunate 
the Skiff 1s easy to replace. 
Small launches such as the Skiff, 

with only modest upgrade8 to the pur. 
ticular sptemr, should remaln com- 
mon an ahuttle craft in many cam- 
pcr i~h  through many proolui Level.. 
It cm be Iwd to few lmpottant cargo 
or pamengem between #hips. stat lo^, 
and plunets. 

=L = 
j3 

.woI OpOMtOd. Without dgnificant 

0- %Iff RRvnch class1 

hament:  None Dehnm: None 
&mor: LIght plymerlc (0 dur) d4-1 (ln. d4-1 (HD. d4-2 0 
Computer: Marglnal computer eon 
Engines: Planetary thnuter 
P a m :  Fiaaon generator raw! for 5 m e r  Iactcun 
Drlve: None Hatchei: Standard (0 dw) 

Roll 
1-6 

7-12 

OIakin Skiff 

.& 



Dernetrlur Outrider 
The first goneration of fighter space- 
craft suffen from needing many aye- 
tern. that requlre high durability at 
this Progress Lovel. It's not aurpristng 
that the flghter craft doesn't really 
come into its own until a later era. 

Equipped with a solar sail. the 
Outrider can sew. as a pat161 crafi for 
planot~ near a star that provides its 
aolar ad1 wlth energy. Mom likely, an 
Outrider will d m  Its onorgg from 
satollites or planetary Inatallations 
that f l n  pulses of l a u r  energy Into it. 
solar cell. A fleet of Outriderr with a 
few such lotellitel can be a cheap and 
effectlve moancl of dofonre. All that'. 
neodod to make the Outrider effectlve 
in offenrivo military actions is a larger 
vessel (mually a capital claaa ahip), 
equippad with laser cannonu modified 
to provide power to Ita emcorta. 

Without crew compmtmonts. the 
Outrfder ha# only enough mom to seat 
two crewmates. 

Domntrlu. Oufrfdor mghtor clau) 

Compcutmonts: 2 Dur: 10 
Maneuver Ratlng: -1 
Cruiu  Sped:  0.15 AUhour 

Armament: NoneDefenrea: None 
Armor: Moderate Alloy (1 dur) d4+l a), d4+1 (Ho, d4 (En) 
Computer: Marginal cornputor core 
Enginea: Ion engine 
Power: Solar wIl (variable power factors, see description) 
Drive: Nons Hatches: Standard (0 dur) 

Acc: .CS Mpp 
Berthing: 2 

Roll Compartment Sy#t.m. (Durlpon) 
1-8 Command Command deck (WO) 

Laser cannon ('E4 
Airispace radar (OM) 
Radlo tranmcdvor (W1) 
Airlock (WO) 
Rwntry capsule (WO) 
Marginal computer core (WO) 

Fuel tank (110) 
Life support (111) 
Solar cell (31') 

7-12 Enginooring Ion engine W1) 1 

Weapon Data 
System Acc RangeMm) lLpe Damage 
L a ~ r c a n n o n  +1 lly3 En (e) dWd4wld4tZw 

"I 

1. L...r euMn 
2. m 

4. Ablack fin 0.d 
3. cqdlol 

L 

a --. 
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bmgmmn Intercepror 
& mlnlatur*ertion advances enter the 
fldd of d i p  d..tgn, thin eM witneenen 

Ir the inm-ing power of m a l l  apace- - craft, including one 01 tweman .pcrce 
EL= flghten. The Langeton Interceptor rep- = ruentn thin new denlgn phIlowphy. a The htemeptor ia unually launched 

from a &-which often has an a Fn unit allowing It to deUvu Its fight- - er See4 from qvtern to mystem. 
Y Design appmaahea Invite dlfferen- 

W o n  within a fighter model. The 
3= Interceptor fonrui on the clauic - mmouwrability. With only moderate 
QL armament d armor, the Jn tep tor ' s  32 pilot munt rely on hi. ability to make - tlght tuna  and maneuven to mold 

being hit. 
"he typical Intemptor haa a tare 

man crew, wltb rmti for the pilot and 
rprtvrrm opemtor-the individual 
mnpounible for locating and firing 
upon enenlien. 

3 

Q= admt- of s m d  creft: a d  

tor Fighter clad 

Maneuver Rating: -1 

Armor: Moderate nactive (1 dud d4+2 &I). dB (HD, 
Computer: Ordincuy computer ordlncrrp 
nennor computers 
Faginem: Microinductor 

rated for 4 power factors. 

t Syntemm(DnriPow) 
Command deck (MI) 
Planma cannon (3/3) 
Jammer (011) 

7-12 E 

Airlock (On) 
Reentry ccrp.ule (ole) 
Ordlnaq computer con 

ng Microinductor (U? 
Autoclupport wit W1) 
Accumulator (V) 

Weapon Data 
System ACC' Range(Mm) h a p  
Plaamacannon -1 8/12/18 En (e) 1Bl 

rlccuracy Includes Ordinazy bcrttle 



CeMlUrl- 
In the Energy Age, fighter aa l t  come 
into their own. Flux technology and 
rniniaturisdtion allom small aoft to 
dml out unprecedented punishment, 
while m w  forms of amor and defen- 
sive technoloofe. complement the 
problems of targeting the easily 
maheuved craft. 

The Centcluri Brand arLb0. a bal- 
anca during this pew between 
affOM0 and defense. Though it hm nei- 
ther the raw powet of a fighter.bombw 
nor the rnaneuvezubility and iacredible 
Bpwd of a multi-engine cmft. this fight- 
BI pmmbaw to do It all-and muviva. 
The displacer unit, puired with a pilot 
who keeps the enemy gueuing with 
unpmdldable maneuvern. makecr the 
Bmnd very difficult to hit d6ud-01~ Alm. 
the fighter'n crystallis armor can abmrb 
signifiamt amounts d energy damage. 
BeccNlle lt'a scrutpped with .o many 
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Lop hi r Herald 

1. Holoproi.ction 
2. Pmsoonqor Sui 
3. Captain‘s Cabin 
4. Olkir Shtoroom 
5. M o c k  
6. Woapon Station 
7.G.U.y 

1 
b. 

8. Life Support Station 
S. Command Dick 
10. Mom Dock 
11. Main Eqin ia i  
12. cnw eirthinq 
13. AuxUia~y hwmr Room 
14. Induction E@M 
15. Hypordrivi Chumha 
16. Campula RDm 

4 

1 spunrs = 1 mota 





(Ctm Guardian 

1. Misda Conhl Room 
2. Command Dack 
3. Capinin’s Cphin 
4. Ollicnr Statsroom 
5. Misda Delnnre Conbd 
6. Enginnariw Station 
7. Lila Supporl Station 
8. Crow Barlhing 
8. Airlock 
10. Marr Dock 
11. h a 1  Control Room 
12. G d a y  
13. ficlronic Station 
14 Mein En&mariw 
15. Computer Room 
16. Fusion Gsnsrator 

e 5 

c 1 muam = 1 mstar 



3 A. manarl-r a practical matter, the cutter can 
eone a numbar of puzpwos beyond A .implo patrol crcrft or miaailo h t .  

v> Thli versatility become. pointed as 
I: spaceahip grow mom advanced. 

The Manari Dagger takes full 
---I e advantage of the durability space 

offered by small power plant., 25 enginea. and life support unit.. With 
LLI only a third of ita space devoted to 
L-. sucb purpaaw, it can afford to include 
n uveral advancud weapons and &fen- 
1= live aystema. The kinetic lance oflop 
E manonabb damage for ita amall sh, 
c/> and the terrifying maser cannon can e demtroy whole compartmenta with a - aolid hit. In combat the Dagger aavea 
c/> uveral power factora for ita ablative 

ahield, even while firing both its 
weapon syatems. 

Despite such fwr-inapiring capo- 
bilities in the typical apaceship-on- 
spacemhip slugfest. the Dugger haa a 
purpame that stspa outside the bound. 
of normal I U ~  of conflict. Included 
within the Dagger's hull is a state-of- 
themi cloaking unit. The cutter's 
ablative shield may never b. put to 
the test if it apprcuch undetected and 
fire firmt. taking the enemy by aur- 
prime. Or. the h g g w  can be assigned 
to watch over and follow an enemy 
f l n t  from afar-uming long range, ita 
clcuking device, and porhqm -me 
form of cover or interplanetary debrim 
to remain undetected. 

At the name time. the Dugger auf- 
101s a few Hmitatiom. Like all stealth 
ahips. the Dagger can't take advan- 
tage of its cloaking unit once it fires 
weapona. engage. active menion (the 
multiband radar), or w s  a communi- 
cations system. Until the crew choomm 
flight over fight, the cloaking unit 
remains unpowered while the shield 
rmivea all the power it can get. 

A second limitation 1. the relatively 
thin armor that coats the hull. Should 
the vowel ever lose u n  of ita energy 
ahield. it could quickly b. put down by 
enemy fire. 

- 

Manad Dagger (Cutter class) 

Compartments: 4 
MCXWMVOI Rating: -1 

Armmonk Kinetic lawar maur cannon 
Defenaea: Ablative shield. cloaking unit. RNR may, jammer 
Armoz Light nanofluidic (0 dur) d8-1 (LIL d&l (HD, d(9 (En) 
Computer: oood compytor can. oood dedicated battle. defenau. 

navigation, and unaor computers 
Engine.: Gmvitic redirector 
Power: Matter converten rated for 14 power facton 
Drive: None 
Hatches: Security (0 dur) 

Roll compatmurt 6pW-a (Duu/por) 
1-4 command Command deck (o/o) 

Cloaking ualt (la) 
Jammer (W1) 
EM &t.otor (OID) 
IR detector (W) 
Multiband mda wo) 
Radio tmnwluer (Wl) 
Crew ~QrtW (lm) 
Airlock (On) 
Reentry cwprule (MI) 
oood aompyter core ON)) 

Matter convertor (U') 
Auto.uppOI1(011) 

M a w  cannon 

CNiU SpOd 2 AUhOUr 

5.7 G~vi t ic  redinctor (3/2) 

8-12 Abldve rhield (2P) 

WecqWnW(Mn 
13-20 Weapons 2 Kinetic lance (Y1) 

RNR unay (M 

W . c l P o n ~  
System Ace' Rmqe(Mm) 'Fype Damage 
m e t i c  lance -2 5/1Mo Ig (e) d4+lw&I4w/d4+3m 3 
Mamrcannw -2 811W En (e) dS+2w/d4+ldd8+2m 4 

Accuracy fncludw Good ba!tle computer ry.t.m 

Option: Make thla wtter into an PIZ hyperabip model by stripping away its 
fine computer systems and adding a byp.rdrlve. Cwt i n c r w e :  sIM),ooO. 

Option: A. obom. but make it a drive.b$ urfng a drivewave generator. 
Downgrade the computer aystemi to Ordinary quality to provide apace. b t  
inmaam: 81.735,aoo. 

and the kinetic lance. Coat incream: W,ooO. 
Optionr A. above. but make i t  a warphip. Rem- both the computer .y.tems 

Option: Ta increau the cmft's sheer combat effectiven+as. add a thlrd matter 
convextor to provide addltional power to the ablative ohleld. The lrhlp should 
become nearly invulnerable; remove the Gwd computer aystem. Cart ipwwm: 
mom. 



Manari Dagger 



ErMoks prfncrrr 

use canying a m a l l  amount of cargo, A prefembly e w n s i v e  or ran, materi- 
ab that make a trader's smaller 

3= freight capacity profitable when com- 
e pared to a larger freighter or bulk 
I-J transport. Other traders have been 

converted to an almost militazy pur- - thew are pirates, whether independ- 
0 ent or given a letter of marque from a 

nation of the future. = The Erbleke Rinceas does none ot 
E them t h i i .  Wipped with only a 
w modest laser cannon and the lightest 
P- of armors, it's not Intended for combat. - Rather, it's devoted to the lunvious 
c/1 comfort of its passengers. With two 

Mctiono of accommcdations, it fits 
mme eighteen pauengen in addition 
to its crew of six. One section is for 
business class, with three suites of 
four passengers each. The other repre- 
sent@ first clam with three suitesof 
two passengers each. Along with the 
spacious moms. up to a third of the 
pwengers can enjoy the Princess's 
entertainment bay at a time. 

The ship's crew is usually made up 
only of a poir of officers who alro 
sene an ship operators. The rest of the 
crew focuees on the dining and per- 
sonal needs of the Princess's guwta A 
chef, a host, a pleasure coordinator, 
and a maid form the typical comple- 
ment. Dining tends to be expwimlve, 
and supplying thin vessel's .hip mtorea 
costs ten times the normal price (SOk 
per passenger suite per 20 wwb). 

Since the Princeas has no ability to 
repel hostiles, it tends to opemte only 
within the safe and patrolled regSolu 
of star .y.tems, or with an emort of 

to protect it. The single laser cannon 
deem't muse much fear within the 
hearts of criminals or unfriendly mill- 
tary vessels. Moreover, as dedicated to 
comfort as it is, the Prlncesd enginea 
don't truly offer an avenw of escape. 
When compared to even the avwage 
Fusion Age vessel, the F'rincem lags 
significantly in accelemtion. 

An interesting situation could 
develop aboard the Princeas, glven 
that it holds some 24 sentients. but its 
escape pod holds only eight and a 
reentry pcd only one. 

3 Theaneragetsods 

=rc pose: equipped with weapon systems. 

- 

better-armed and better-enncnd .hip. 

Erb1bl.L. hlnceu h d a r  clam) 

Comparlments: 6 
bianeuoer Rating: *1 
Cruioe Speed: .OS AUhour 

Armament: Laaer cannon 
Defenses: None 
Armor: Light alloy (0 dux) d$-10, d6-1 N. d4-1 (En) 
Computer: Ordinary computer core. Ordinary d d c a t e d  navigation and 

Engines: Ion engine 
Power: Fusion (lenemtota mted for 6 power fact- 
Drfve: None 
Hatches: Standard (0 dur) 

Roll Gmparkwnt ~tenu(Dur /Pow)  
1-2 Colluncmd Command deck (WO) 

Laimr cannon (2/2) 
EM detector (MI) 
&/Space radar (a/o) 
Radlo transceiver (0/1) 
crew quarters (110) 
E.aape pod (20) 
Extension airlock (MI) 
R w n t ~ y  capsule (MI) 
ordiaary computer core (110) 

3 4  EngMeerIng Ion engtne (W1) 1 
Pusion generator W1) 
--up life support (111) 

S-7 Audllwy Fuslun generator W) 
life support (a/a) 

6-10 Crew 1 Pawetiger suite (W) w4 

11-14 Crew2 Passenger suite (30) 6/8/3 
15-20 cargo U412 

WoapnData 
system Acc RangeMm) ' IYp  h a w  Actions 
Losercannon 0 1/y3 En (e) dWd4w/d4+2w 4 

Optioh. Add Mrme cargo capadty to this liner. Replace an many paemnm 
sultes with cargo spoce as desired; each replacement actvan $lO.oOO. 

Option: Wlth mme modiflccltiws, Uaia veesel can attempt longer runs to the 
edges of slcrr systems. although a v-1 this W could never attempt actual 
interstellar tmvel. Replcrce two pauenger suitea with a oryogenic8 unit, and 
replace the escape pad with two additlond fuel tanka. C b t  savings: =,a. 

dw doddng maneuvers without aasistcmcs. repkroe one of the passenger 
auites with a planetary thruster. Cost Sncrease: $!B,aa), 

senm computers 

Entertafament (imi 

Optfon: In ordw to allow the wane1 to attempt planetmy landings or even pre- 

Option: In regions of space where safety is mom important than capacity, 
additional w e a p n  systems may be desired. Replace tao poclaenger suites with 
a launch rack and 8 CHE missiles. Cost inarease: $2W,WO. 



E r ble ke ,I Princess 
J 



EienaM T r d l b m ~  3 The 30-durability hull hcu enough 
rmm to contain a significant array of 

4 weapons, defenaea, or any kind of ays. 
v> Lema that the denigner call6 for. At the 
1E same time. the ahip nixe is a good one 
e for a balance of mnaon. sped, and a 

reawnable level of mmam 
words. it encourages the p 

.wutclasa ships. 
fa The Gensva RaIlbJazer can be 
0 found in front of flwtn or in patrob of 

young colonired star systems. Make no 
U mistub. it’s a military ve-1 that fills 

almost a third of its ship spam with 
Fs weapon. (tat0 powezful crrnw)  and = defenses (armor and deflection induc. 
c/> erh The ’IkaIlblazer im no elouch in 

combat. Against spaceships of its own 
e h  or smaller, it may do much more 
than just detect a hoatile presence: It  
will neutralhe them. 

Meanwhile. the Tzailblamr’a d e w  
tion ancrysallow it to fulfill its pri- 
mary pu- of finding and tmcking 
enemy targets. Eight sensor systems, 
ranging from dmple mdm and 
infrared detectors to more complex 
maw detecton. remote metworks, and 
proben make it nearly impossible for 
someone to surprise the Railblazer. 
Don’t for@ that them newor mystems 
are coupled with a pair of skilled wn- 
aor 0pemtors-a standard complement 
on thin nhip-md nophiicated dedi- 
cated cornputem. 

Equipped ai it is with reaaonabie 
armaments and senior arrays, the 
Bailblazer haa invited um in military, 
scientific. and varioue civilian roles, to 
the delight of the GenevaConstruction 
Corporation. hewntly, it stands ai a 
bcrlance beween military and non- 
military functions. but with only a few 
modifications, much a# the removal of 
a weapon and the adation of another 
sophinticated mmr (or vice versa), 
the owner of a Trailblazer can find the 
perfect waortment of systems for hi. 
Cmft. 

and it doern’t come standard with an 
!T’L engine. Its probe nystems extend 
Its range to compensate for the first 
fallback, but without modlfication or a 
larger venml to provide transport $om 
one star system to another, the 
‘IkailbIaser’s effectivenew is restricted 
to a ringle star and its planets. 

E of Wurability vemela aerrlng ae 

- 

The lkailblaaer isn’t cHlpeoially fast, 

Compmtmsntn: 6 Dux30 
Pdawuver Rating: 0 
C- Spoed: 2 AUbour 

Armament: Planma cannon, mass cann 
Defenwe: Deflection inducer, jammer 
Armw. Moderate neutronits (3 dur) d 6 + 1 0 ,  d8+1 a), d6 (En) 
Computer: Good computer core. Good dedicated napioemOa 

Englne.nes: Hyp.rmagnetic engine 
Power: Aaimatbr 

Hatches: Security (0 

Aw: 1 Mpp 
Berthing: 9 crew 

science (Physical), 

Reentiy capnule (OD) 
Good computer core (2M)) 

Hypermagnetic engine (YS) 
Autorupport W1) 

Rem& network (uz) 
Advcawd plobe (UU 
Lodm (Mn 
RudIption detector (Mn 

2 4  Engineering Antimatter reator (W7 

5-7 Electronic8 Mcl.8 rktector (111) 

Maw trcmclceiver (111) 
6-10 Wespone 

Mcusoannon 0 5/10/15 

Option: Rededicate the ship’# p M military scouting to scientific 
the accumulator: roplace thorn with 

aavings: $14o,ooo. 

Option: Make this an FTL . Repla- the mwn tKIIueeiver and t b  
accumulator with a hyperdrtsy, wtth a velocity of 2 light-yoardday. C a t  
increase: $88o’Wo. 

Option: Maka thfs cm FTL &ve tImattu nwctorcl with 
three mass reacton. h o v e  the m a n  transceiver, accumulator, and the 
advanced probe nystem. Add a atatdrlve with a 5 light-year p r  mtautall range. 
Cost inueane: $61O,wO. 
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hgwtan Avafar (Scout clam) 

Compartments: 6 
Maneuver Rating: 
CNiW spesd: 2 

Armament: Flux cannow 0 
Defenses: Ablative shield, jammer 
Armor: Moderate crystallii (3 dud d6 (LD, d6+1 (HD, M4+1 
Computer: Magi 
Engines: Inertial 
Power: Matter converters rcit 
Drive: O S  light yearn per hour 
Hatches: Security (0 dur) 

Roll Compazhent 
Engineering 

Augumtan Avmt0r 
! h i n g  the Energy Age, scouting with- 
in a star system. or even a local group 

A of systems. ham given p*c19 to gdactic 
~ 2 3  expondon and exploration. Ifs no 
Z: longer noteworthy merely to keep pace 

with or marginally exceed the speed e of light. Now, it's only impressive to 
leave photons eating one's dust. 
The Augustan Avatar has been u 

LL,I designed with the purpose of moving 
L-.l as faat as possible between the stars. 
y That goes beyond the unusual design 

of placing the engineering section. not 
the command compament, in the 
mod well-defmded area of the ship. 

SL The Avatar's velocity exceeds more - than 4.wO times the speed of light, 
c/1 crossing the distance betwgen two 

stam in the time it onca took people of 
Fhth to travel across town. With its 
speed, even extragalactic movement 
would be possible with time. 

In order to accomplish this feat of 
speed, designers devoted 40 percent of 
the Avafur'a durability apace to its 
power plant and warpdrive. With mat- 
ter converters generating a m d n g  
amounts of p e r ,  when ith not travel- 
ling at PTL velocities the Avafar has 
power going to waste. So. the Avatafe 
builders added many advaned sys- 
tems that could use this energy, 
including flux cannons and an  abla. 
tive shield that can repel mast weapon 
h a g a s .  

The price the Avatar pays for ita 
power plants and weapon systems lies 
in a t.w places. Its in-system engines 
are unimpressive for the Energy Age. 
And although its crystallis armor has 
excellent protection against energy 
attach. if the ablative shield ever 
fails, the Avatar would p m  vulnera- 
ble to kinetic lances and other high- 
impact weapon systems. 
The Avatar also demands an expe- 

rienced and well-qualified qew. 
Withaut a sophisticated computer eys- 
tom to assist, the crew of the Avatar 
must succeed in their tasks on the 
basis of skill alone. 

- 



Augustan 
Avatar 

2. Command Dmrk 
3. Captain's Cabin 
4. Craw Bmrlhino E I 

5. Moss Dock 
6. G&y 
7. Doconlamination Airlock 
8. Fddsmdsr Elechnnics 
9. E ~ n o a i n n  Station 
10. FLUX Cannon Conhnl 
11. Ablative Shiold Control 
12. ConnniDn Pomr Chador 
13. E e n o  Room 
14. Warpllrin 



3 While the average pmJ=ctor 30-durability vessel 
generally falls into the scout class, A there's nothing preventing such a ves- 

03 sel from fulfilling a different objective. 
3E: Among the typical scout-class vessels, 

the Seneca Projector stands out as a 
.....I 
g, ship of unusual design, crew, and mis- 

sion focus. 

E The Projector has the usual opera- 
LU tor core of six or so ship officers who 
LI man its mundane systems: engines, 
~.l..l power plant, and maser cannon. But 
3E: the Projector's more distinctive crew 
CE members are all mindwalkers, special 

individuals who've been gifted-or 
FL cursed-with psionic talents. Based on 

these sentient being-nd a clwking 
~3 unit-the Projector focuses its capabil- 

ities and unusual mission focus. 
In battle, the Projector's crew aims 

to bring it undetected to within a few 
thousand kilometers of the target- 
very close range, in terms of Energy 
Age weapons. Once near its target, the 
Projector can employ its psionic ampli- 
fier to make psionic attacks and plant 
suggestions in the minds of the target 
vessel's crew. At first, these attacks 
focus on the enemy's sensors operator 
to reduce the chance of detection. 
Then, they can freely assault the ves- 
sel's command crew with dangerous 
commands and direct attacks. 

For game purposes. assume that 
the average mindwalker h r d  the 
Projector has a skill score of 14 in sug- 
gesf. tire. and mind blast and twelve 
psionic energy points. (Individuals 
may vaty their skills scores and ener- 
gy points by species and experience). 
In addition to using their mental ener- 
gies for attacks, the mindwalkem 
aboard the Projector usually conserve 
some power to activate its psy- 
choportive drive and psionic trans- 
ceiver. 

In many settings, mindwalkers are 
difficult to control, and prone to men- 
tal aberrance. The typical Projector 
includes a psionic detention boy for 
this reason. 

- 

Seneca Projector (Scout clarr) 

Compartments: 6 
Maneuver Rating: -1 
Cruise Speed 2 AUibour 

Armament: Psionic amplifier, maser cannon 
Defenses: Clwklng unit 
Armor: Moderate neutronite (3 dur) d6+l (LI), d6+1 (HI), d6 (En) 
Computer: Amazing computer core, Amazing dedicated defense, navigation, 

Engines: Gravitic redirector 
Power: Singularity generators rated for 12 power factors 
Drive: Psychoportive drive 
Hatches: Standard (0 dur) 

Roll Compattment Sg.tomm (Dur/Pow) 
1-2 Command Command deck (010) 

and sensor computers 

Psionic amplifier (26) 
Jammer (011) 
Multiband radar (04) 
EM detector (04) 
IR detector (O/O) 
Psionic transceiver (I/2) 
Radio transceiver (011) 
Airlock (010) 
Reentry capsule (010) 
Amazing computer core (3M) 

Psychoportive drive (3/10) 
Autosupport (Oh?) 

3-4 Engineering Gravitic redirector (W2) 12/1m 

5-7 Auxiliary Singularity generator (4P) 8/84 
8-10 Weapons Maser cannon (4/3) 1011015 

15-20 Crew2 Holofield boy (1/0) 4/4a 

Cloaking unit (1/3 
11-14 Crew 1 Crew quarters (go) 8/8/4 

Psionic detention bay WO) 

Weapon Data 
System Acc Range(Mm) '&pe Damage Actions 
Psionic amplifier 0 2/4B En (e) See description 3 
Maser cannon -1 6/12/20 En (e) d6+2w/drl+lm/d6+2m 3 

decisions. the psionic detention bay may be removed in pluca of a second 
holofield bay. Cost savings: $25,OOO. 

Option: If the mindwalkers aboord are trusted, or are the ones making the 

Option: To add additional firepower to the Projector, dow 
computer core to an Ordinary quality one, and add a kinet 
ings: $55,000. 
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While heraldad am aa iacmdlble 
admwe, Man poww demand8 lar 11 &ions of dtp +devoted to con- - W a g  hYdr0g.n fuel. Wlth a suffi- = deai number of fuel tanks. a Funion 5 A g e ~ p c a n p p s z u t e f o r a n  
average of ten woeh  without refuel 
ing. Yet many .hips am designed wi 

LU few fuel tanks, the vessel can hold 
0 mom important ~ e o p o ~ .  
y even emne mprt.ms. 

' 
1 

3y: a .hart longevity in mind. By Emrying 

tikmovw, the Refwl 
need to fill 11. hydmg 

hydroCpn .wop. allow the Refueler 
r e f 4  one of ita fuel tank# in 5 week 

a gm &ant and fill all of its t 
only a single week. 

01LCIQ year. 
AT 1. the case for many Ruion Age 

comrclcucicll meals, the Refueler 
d.utp.. no respect for its combat 
PIOIR.~. When desperate, the erxptcdn 
of the .hipcan use it. am cannon in 
combindon with the -le gun to 
annq a foe. In addition, the RefueJer 
-0LnO spa- and powu by not 
both- to provide its cargo fuel 
compartment. with 1 

Compartments: 8 
Maneuver Rating: +2 
C N b e  Speed: .15 Alf/hOU 

ament: Cable gun, Att cannon 
Defewa:  None 
Armor: Light polymeric (0 durl 
Computer: Marginal ccmputer 0011 
Engin= Fusion torch, 
Poner: Fisiion rrenezutor mtad - 
Drive: None 
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continw to spdaliso even when able A to load a large veinel with numemue 
w myetama. Focwing on a specific obfec- = tive allows a small fleet of vessels to 5 p.rionm admirably at their t d s ,  a ratber than sinklng into mediocrity at 

.mything. 

Ly toward the intact capture of enemy 
0 -1s near its sine or smaller. With 
n qxus for a amall plat- of sixteen 
3c a a d t  troopcl, it haa enough penon- 
E nel and firepower to overpower the 

crew of the average freighter, cutter, or 
EL even corvette. The Invuder wielda 

excellent deliveq systems for its 
v> M l y  armed and armored troops 

with a cutting airlock, boarding pod, 
and a tiuctor beam. Important offlcers 
crboard the target v e n d  can be held 
clbwrd the Invader's brig. Finally, the 
Invader fit. an omrator crew of 
twelve; thus. it can afford to sand over 
a crow of four or more officers to take 
over an enemy vessel. 

Before bwrding actions can k 
attanpted. however, the Invader must 
disable itr target. Agalrut civilian ves- 
sel& the Invader is usually up to the 
tad, between its two mami cannons 
for dense and deflection inducer for 
defmme. When forced to deal with 
equal-sized mffltaty craft. however, 
the Invader must acknowledge a need 
for ru.i.tance. The auault .hip i m  mi- 
ther espcially faat nor well-mnrond. 
Ofton, thir means that against military 
targeti the Invader wrkm as part am a 
fleet. The Invader's escorts help to dis- 
able a target and then the invader 
m m e  in tw the capture. 

The most common ellcorte me a 
pcdt of Lungaton Interceptors (see page 
66). They provide enough firepower to 
turn a battle, and the Invadez'a mais 
maoton have just enough power to 
dlow the drivenlhip to dock with a pair 
of spacefighten and still a tdal l .  

In addition to ih ntrictly militcuy 
uu. the Invade2 makes a fine choice 
for a pirate or privateer. 

-ton Invader devotes itself 

- 

I 
I 
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~ 
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I 

Langiton Invader (Attack c h i ,  I 
Compartments: 8 
Maneuver Rating: 0 
Cruise Speed: 1.5 AUhour ---- 

Armament: Maw copo~ll(2), tractor beam 
Defenses: Deflection inducer, jammer 
Armor. Light neutronit. (Odur) d6 (ID, d6 0. d6-1 (En) 
Computer: Coos compute% core, oood dedicated battlo, ddenab, navi 

science ClechnIaaU, WIUM. and tactical computers 
hgines: Induaion engine 
Powel: Mam reactm rat& for 
Ixive: 5 light- per ataxfall 
Hatchu: Ann& (1 dur) 

Roll Com I 

r factom 

1 
Maim cannon (2/3) 
D.fl.am fnducvr 
Iummer (011) 
Mul ar (am 
Maw detector (110) 
RadiotraMca~ver (011) 
Internal monitors (010) 
Est.nrion airlock (afo) 
F h n q  capsule (M) 
oood mmputer care (N) 

1-2 Enqhwering 1 Induction engine (U4) 

I*rtowp* 0 
3-4 Engineering2 InducHonenglne(2D) 

Maan reactor (6P) 
5-6 crew1 Paaun(pr euite luo) 

-naPOd(110) 
Cutting airlock (1/0) 

7-9 W.clpons hlam cannon (213) 
'ItrrctOrkomW) 

10.12 Crew2 P e n g e r  suite W) 
me (1/0) 

M a u c o M o n ( 2 )  -2 5/1[v15 
lkwtorbeam -331619 
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pcnnngers, or more for ehort lengths 

Age, interstellar Mploration and colo- 
aimtion can Mmetimes leave the 
realms of fiction and sp+culation and 

w step into reality. Massive ships. kilo- 
L-.. meters in length, can de- for Alpha 
y Ceatourl and other nearby stars, cities 
1E in space ready to colonize a new 
E tomorrow. 
~3 The Gulix Wayfarer stands out am 

obmrver while the Wayfarer relies on 
a modest but steady oaelemtion, 

Equipped with only a h g l e  
engine and power plant, the Wayfarer 
is neither maneuverable nor power- 
ful. Furthermore, in its travel through 
space. the Wayfarer is likely to travel 
at an acceleration 04 only a few gravi- 
ties. a fraction of its capabilities. 
Thus, it conserves fuel for the k g  
trip. Moreover. the hydrogen collec- 
tori abocnd the starship allow it to 
refuel m it gees, .lowly collecting 
hydrogen atoms in the vacuum of 
interstellar spa-. 

While the vensol has space for air 
crew members, under normal condi- 
tions the vessel's crew apeads the jour 
ney in cryogenic stomge along nlth 
the rest of the -era. The 
WMrer's computers monftor course, 
thrust, and b l  aoasumptfon. and ~ r m  

awaken the crew in the event of trou- 
ble. At regular monthly intervals. a 
ship officsr is wakened to perform 
diagnostics, inspect the vessel, and 
make any minor adjustments or 

To conserve space and power, half 
of the vend-including the fuel tanks, 
cargo space. hydrogen collectors, and 
the cryogenics chamber-have no life 
support. 

Comportments: 10 Dur: 40 
Naneuver R a t h g :  t 2  
Cruise Speed: .OS AUhour 

Armament: None 
Defenses: None 
Amor: Light alloy (0 dur) d W  (LD, d6-1 MI). d4-1 (En) 
Computer: Ordinary computer core. Ordinary dedicated navigation, 

Engin-: Ion engine, Planet 
Power: Orav-fusion &Y rat 
Drive: Non 
Hatches: S dur) 

Roll Compwtmont 
(<-1) ComlRcu3d 

Acc: .02 Mpp 
BerthLtlg. 6 crewP72 cryogenic 

mience (Techniwl), and mwor computers 
ster, Hydrogen collector 

IR detector (WO) 
Radio transceiver (W1) 
Internal monitors (o/o) 
h c o n  airlock (OD) 
Reentry capsule (OD) 
ordin- computer core (l/O) 

Planetary thruster (111) 
Life support (111) 

(-1) Enginsering 1 Ion engine (211) 

0-1 Auxiliary1 Grav-fusion cell (V) 
2-3 Aurfliary2 Cryogenics unit (W1) 
4-5 Auxi l iq  3 Cryogenics unit (54) 
Pr7 Auxiliury4 Hydroponics buy (W1) 

8-10 crew Crew quarters (1B) 
Extra stores) (ID) 

Workshop (211) 
Recycler unit (111) 

Sick buy (20 
Lab section (20) 

11-13 Engineering 2 Hydrogen collector (UO) uua 
14-16 Cmgol Fuel tank hydrogen] (m) w4 
17-20 C-2 Cargo spoce (3/0) 816/3 

Option: If used merely to travel to an interstellar colony, not establish one, 
IB~OV(I the lab sectiou,pkmetq thruster, and workshop mrd replace them 
with another 5 durability points added to the cryogenics units, adding 40 addi- 
tional cryogenic pansengers. Cost increase: $3O,WO. 

Option: For jcumeys likely to be measured in decades. not years, increase the 
vesfml's odds of succass by adding another bydqen collector and 2 durability 

durability points of cryogenic units. xdudqg the 

points of 
to modsmte 

. Cost decrease: se0,oOO. 

thin oniy helpm if the Wayfazer 
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3 Lorrld- 
k r t  and Corvette claw vemla stanc 
out an the princes of the amall-ship A universe. They're generally the largeat 

c/3 vesaels that a wealthy independent 
rC citizen or small corporation can afford, 5 and they may b. the largest vessels 

with any kind of armament that the 
governments of the day will allow. 
These princes also serve important 

LY rolop as a port of a fleet or task force: 
Y they can act as picket ships, and 
y deapite the modest size in compurieon = to cruiners and destroyers. they can 
E carry firepower that larger ships can't 
c/3 ignore. 

The Lonid Deathrewl was designed - to act a8 a defender in lightly settled 
v> systems where ships are at a premium 

and can't be .pored for pot101 duty. To 
accomplish its task, the Deathseed 
relies primarily on its capability an a 
minelayer. Acting alone. this vessel 
can quickly place a ring of mines 
around a planet. #pa- station, or any 
other important point in apace. With 
the wpacity to carry and deploy fifty 
mines. the Dearbreod's ability to proj- 
ect a defensive blanket extends 
beyond tho range of its two plasma 
cannons. 

The Deathaeed is seldom out of 
mines or grapplers; swn after deploy- 
ing Its munitions, it returns to its bane 
to receive additional mines. With its 
hyperdrive. it can travel from star s p  
tem to star syntem, laying out its dan- 
gerous fields of death. 

In c o d .  the Deathmed boasts 
average p e r .  aa ita dovotion to 
mines limlh its dlrsa firepower. 
Particle beanar am imprwive 
weapons. but the two abocud the 
-seed are ita only two weapon 
systems. With only lIght crrmor, the 
Dwihaeed profess to draw its ensmiea 
a c r m  its own minefield. to cruure 
victory Perhap thim is why the 
deeigners included a full kuckup life 
support system. If forced into toe-tetoo 
combat with a fully armed escort or 
corvette, the crew of the Deathseed is 
strongly advised to make use of ita 
hyperdrive. 

- 

b n l d  Doatfaseed (Escort dam.) 

Compartments: 10 
Maneuver Rating: 0 
CNise speed: 1.5 AU/hour 

Armament: Particle beam (2). minelayer (2) 
(10 ARN. 20 CHE. 5 NUK mines) 
(10 COR, 5 EMF' grapplers) 

Defenses: Deflection inducer, stealth shield, jammer 
Armor: Light neutronite (0 dwl d6-10 ,  d&l (HI). d4-1 (En) 
Computer: Ordinary computer core, Ordinary dedicated battle. 

Engines: Induction engine 
Power: Antimatter reacton rated for 21 power factors 
Drive: 1 light-year per day 
Hatches: Security (0 dur) 

navigation. and sensor computers 

Roll Comparhnoat Sptemm (Durlpow) 
k-1) Command Command deck (M)) 

Mass detector (1M) 
Stealth shield (22) 
Jammer (W1) 
Multiband radar (M)) 

EM detector (OB) 
Radio transcelver (Wl) 
Airlock (M)) 
Reentw ccmsule (M)) 

(-1) Engineering1 

0-1 Engineering2 

2-3 Auxiliazy 
4-5 Wecrponsl 
8-7 Weapon. 2 
8-10 Weapons 3 

14-16 Weapons 5 
11-13 Wecrp~ns 4 

17-20 Crew 

Ordin& computer core (MI) 
Induction engine (U4 12/1218 
Autosupport (ols) 
Hyperdrive (Y.1 
Induction engine (U4) 1Uly7 
Antimatter reactor (W) 
Autosupport (w3) 
Antimatter reactor (W) 12/1m 
Minelayer (31) 1W10/5 
Minelayor (31) 10/1O/S 
k e t  (lm, particle beam (US) 1WlW 
k e t  (XI): particle beam ((IS) 1O/lW5 
Deflaction inducer (3/6) e/8/3 
Crew quarten (a/o) 4/4a 

Weapon Data 
system 
Particle baw~ (2) 
Minelayer 
ARN mine (5) 
CHE mine (10) 
NUK mine (5) 
COR grappler (5) 
EMF' Bmppler (5) 
Minelayer 
ARN mine (5) 
CHE mine (15) 
COR grappler (5) 

ACC' 

-1 
-1 
-1 
-1 
-2 
-1 
-1 
-1 
-1 
-1 
-1 

Actions Range(Mm) ~ Damage 
6/12/18 &(e) d6+3dd4+lm/d4+3m 2 

1 as load 2 
- LI 0 d6+Wd6+2w/d4+lm 0 

0 - LI (7 dB+ldd6w/dbr 
- En ('1 d&Wd&3w/d6+2m 
- EnN $eede.cription - En (7 6ee description 
1 an l w d  - II (7 d6+2dd6+2w/dl+lm 
- II 0 d6+ldd6w/d4m - En (9 See description 

* Accumcy includes Ordinazy battle computer system 

Option: To allow direct fire launches of grapplers. replace one of the vessel's 
ninelayers with a GDS tube. Move all mines to the other minelayer. Cost 
ncrease: $15O.ooO. 

Option: Alter the configuration of mines or grapplers an desired. Change in 
cost depends on final paylwd. 
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Creek Sqmrllner 1 The image of the medium faighter-a 
large, bullry, and slow space~hip A loaded down with mcusive cargo - 1 npaws and little elm-has become 

: typical because it ia common. The hig- ' ger the veeael, the more cargo a ship e can carry and the more profit its own- 
em c c ~ l  show. Along safe and well- = u d  shipping lanes. there's llttle rea- - son to include annor* weapons. or 

L-.l defenses. Often, there's no reason to 
0 load down the frelghter with powertul, 

expensive engines when doubling the 
E amount of cargo space has the same 
w results in traffic efficiency. 

The Creek Superliner meets few of - the qualifimtionn of a typical medium 
C/J freighter. A fine mix of breakthroughs 

of the Energy Age and accepted s p  
terns of the earlier era. about the only 
thing it shares in common with the 
medium freighter described h e  is 
that it's relatively dow and wmaneu- 
verable. Ironically, the Superliner'. 
rpawfold drlvs is also generally con- 
sidered a difficult system to navigate 
wlth, so thia adds to the perception of 
the Superliner as a troublesome vessel 
to helm. Eventually, it hecame stan- 
dard to include an excellent naviga- 
tion computer aboard to amellorate its 
deficiendes. 

With three kinetic lances and an 
ablative shield. the Superliner in nome 
ways resembles a slow and weak bat- 
tleahip more than a freighter. Given 
that its important .hip d o n s  enjoy a 
healthy coat of nanofluidic annor, 
damaging anything on this ship but 
cargo sections may prove dffflcult. 

- 

Wlth ita armument, the Sypdiner 
can crmy only &ut half the cargo of 
a more mcdest medium freighter. Its 
designer conceived it working on the 
edge of space. moving important curgo 
to well-paying coloniw. it holds a 
large crew of eighteen permanel. 
While many of them have some tolmt 
as ship opraton. fully half work as 
laborers. contract crew, or mercenar- 
ies. Their job is to ensure the quick 
and unmolested delivety and pickup 
of ccrrgo. 

C m k  Suprliwr Medium M g h t e r  dau) 

Compartments: 12 
Maneuver Rating: +3 

Armament: Kinetic lance (3) 
Defenses: Ablative shield, jammer 
Armor: Non-cargo compcntmenta 

CNfSS Speed: 1.5 AUlhOUI 

Moderate nanofluidic (3 dur) 2d4 (LD, 2d4 (HI). 534 (En) 

Light neutronite (0 dux) d6-1 &I). d€-1 W), d4-1 (En) 
Cargo compartments 

Computer: Good computer core, Good dedicated navigation computer 
Engines: Inductioh engine 
Power: Singuldty genercrton rated for 18 power factorn 
Drive: 2 light-ywn per epacafold 
Hatches: ard (0 dur) 

Roll comp't Syatunr @hlur/pow) 
k-3) Command Command deck (00) 

Kinetic lance (2/1) 
w.crpOn link (00) 
Multlphaae radar (1M) 
EM detector (OD) 
Rad10 transceiver (W1) 
Alrlock (om 
Eseclpe Pod (all) 
Rwntry capsule (&KO 
oood computer core (all) 

(-3) crew Crew quarters (3/0) 
(-1-4 Engineering Singulmity generator (24 

Induction engine (ZZ) 
Autwupporl~o13) 
Spacefold drive (W) 

0-1 Auxiliary Singularity generator (4P) 
2-3 Weapons1 Ablative shield (W) 
4-5 weoposlsa I[inetlc lance (2/1) 

wecrpon Ilnk (om) 
Kinetic lance (2.4) 

6-7 Cargo1 A u t o c m  (%3) 
0-9 cargo2 Autoccngo (%3) 
10-11 Cargo3 Autocargo (zla) 
12-14 Cargo4 Autoccnga (2%) 
15-17 Cargo5 Autocargo ("2) 
l e 4  CtugoS Autocargo ("2) 

w4 
12/1m 
w 4  

Option: Convert this curgo hauler into a pcrmnger freighter. Euch autoccngo 

Option: In more uttled atar syatems. the well-armed freighter can abandon 
two of ita kinetic lances and ita ablative ahield. replacing them with an addi- 
tional ten durability points of cargo apace. Coot savings: $2,7W,Wo. 

#pow awitched to a parwnger suite ad& $20,000 to the veasel'a total cost. 

Option: Make thii ship a warpship by replacing the spacefold drive wlth a 
warpdrive unit. Remove one unit of cargo apace to make room for the larger 
warpdrive. C a t  increase: $970,Wo. 



l l !  I .  

Lawar 
Lam1 

\ 1 rqupra = 2 matern 91 



3 Poh'ovAw-r Corvettes are designed for two stan- 
d a d  purpous: alone. they cast watch. A ful eyes as patrollers, able to defeat 

m moat criminals, pirates. and organized 
3E military threats presented by ecouts 
E and even small fighter squadrons. 
--I 
51, Since the neceedties of power. 

engines. and life suppozt represent a E unaller fraction of larger ships' dura- 
L.L,I bility, the corvette repreamti not 
E merely a lineol incream in firepower 
y over mailer craft, but an exponential 
31= one. 
E The Pohlov Avenger fits into the 

standard role of a c o m e  with ease. 
51, Relying on antimatter reactom to offer 

power and antimatter rockets for 
c/9 thruet, it represent6 a well-balanced 

arwnal of destructiveness. The 
Avenger'. main b a t t a b . . .  three plan- 
ma cannons placed in turret., allow a 
complete covaage of deadly power. 
The matter torpadoes prom* to 
punch through hardened target. with 
their greater damage potential, and 
the missile system delivere plamma 
rain upon targets that try to evade or 
keep their distance. 

Accompanied by a fine battle and 
tactical computer, the ship has a 
strong mew of eighteen, of which at 
least four atand on duty at any time. 
The rest can quickly be called to duty 
should the Avenger detect any trouble. 
Off hours, they can enjoy the luxury of 
a holoprojection entertainment facillty, 
a privilege uncommon aboard most 
military craft. 

The Avenger'. chief weakness lien 
in ita weak armor coating. The vessel 
relien on a skilled defensw operator. 
using a deflection inducer, jammer, a 
defense network. and a dedicated 
computer. to omrt moat incoming 
enemy fire. Most of the time. the trade 
for spedallacK1 eyatems works in the 
Avenger'. favor. Another problem for 
the Avenger may bo it. lack of sophis- 
ticated sensor syetema 

The Avenger relies on jumpgates 
for FTL travel, equipped only with a 
gate activator, and not an independent 
PTL Vstem. 

- 

Pohlor Avenger (Corvette claur PL7 Cmt 616,675,000 

Compartments: 12 Dur: 60 
Maneuver Rating: +1 
Cruise S p e d  1.5 AU/hour 

Armament: Matter torpedo, plasma cannon (3). RR launch tuba 

Defenws: Deflection inducer, defense network. jammer 
Annor: Moderate neutronite (6 dur) d6+1 (LD, d 6 + 1 0 ,  d6 (Fa) 
Computer: Good computer core. Good dedicated bottle, defenses, 

Enginem: Antimatter rockets 
Power: Antimatter reactors rated for 21 m e r  factom 
Drive: Gate activator 
Ifatches: security (0 dud 

Roll compcutnunt Systenu (Dw~Pow) 
(e-3) Command Command deak (OD) 

Multiband radar (OD) 
EM detector (010) 

Maw detector (1/0) 
Radio transceiver (011) 
Airlock (W) 
Reentry cclprule (am) 
Good computer core 0 
Antimattes reactor (3P) 
Autonrppd (OBI 
Gate activator (lr) 

Aco: 1.3 Mpp 
Berthing: 18 craw 

(10 PLAmiesiles) 

navigation, mnm and tactics computers 

m detector (OD) 

(-3) 

(-1-3 Auxiliary Antimatter react= (64 la1118 
0-1 Engineering a Antimatter rocket (MI) IUlM 
2-3 Engineering 3 Antimatter rocket WU) lYl118 
4-5 Weapons 1 Deflection induwr (W) 6/6/3 

Jammer (011) 

Matter torpedo(U5) 

Weapon link (OD) 

We- lInk (OD) 

8-7 Weapons 2 Defense network (W 12/1M 

e 4  Weapons 3 RR launch tube (W1) m 
10-11 W-ns 4 Rura (IKIh plasma cunnon (3/3) W4 

12-14 Weapone 5 k e t  (10k plasma cannon (3/3) W4 

15-17 Weapons 6 (I&): plasma cannon */3) W4 
iazo craw w4 

Weapon Data 
System Acc' Range(&) lLpe Damage Actione 

En (e) 2db&l6w/d8+3m 2 Mattartorpedo -2 
Pkaema ccl~on (3) -2 (3 d6+2w/d8+Zw/d6+lm 3 
RRlaunchtube - 3 
PLAmipsIle(10) -3 1 W 4 5  g) d8+3w/d8+3w/dS+Zm 0 

' Accuracy includes Oood bcrttle computer q t e m  

missiles with nuclear paylcudm. Cwt  increase: $2,5W,aoO. 
Option: For planetary or installation bombing mieelone. replace tha plcuma 

Option: To further increase battlefield effectivenerr. remove the lunuy that 
the holoprojection bay offers the crew and upgrade the -1's computer core 
and dedicated computer systems to Amazing quality (thus providing an addi- 
tional -1 step bonus to the we of the ship's weclpon rymtemr). Cost inwecure: 
$1,550,000. 
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A strength of a corvette. ~ r m  as 
turlpntion has allowed for tha 

- The Cantauti Devadator h a  every- = thing that a military design could ask 
E for, making no compromir in any 

department or section. It haa a power- = ful, maneuverable engine, Mmethhg 
E that earlier corvette design8 often 

laclad. It ha8 a drioencns genemtor 
c1 that can allow travel ot dozeru of Sgmtemr (Dur/pow) = light-years in a few Bhort weeks. Command deck (OB) 

Kinetic lance (20) 
Weapon link (O/O) 
Multibcrnd radar (WO) 
Drive detector (1/1) 
Internal monitors (OM) 
EM detector (WO) 
Jammer (W1) 
Drive transceiver (24) 
Radio transceiver (W1) 

- 
When it reachen its destination, the 

vessel doesn't d i s a p m t .  The 
Devastator offem up five direct fire 
cannons. any of which haa the men- 
tial to destroy whole l p  oections in 
the #pan of a few ncrmds. For ease of 
urn, both the pair of maser QmnrmD 
and the three kinetic lancecl are linked 
together for dmultanooui barrage. For 
deferm. the Devaatater containa both 
an ablative shield to dofled incomins 

holo array keeps enemy sensor mem 
guessing while a tachyonlo accelera- 

amic mass reactor (V) 8/8/4 

tic redirector (3/2) a 1 3  

wwpon system, instead adding a 
hangat bay perfect for keeping a 
space fighter Imcb an the Centcnui 

Tachyonic accelerator (1/2) 18/18/9 
lbrret WOh kinetic lance (3/1) 
Weapon link (WO) 
lbrret (1D): kinetic lance W1) 

Weapon link (NO) 
k e t  (1Dk maser cannon ( 4 3 )  

Devastator's wemll f i~epwer,  it can 
act an scout. felq, decoy, OF bait In a 
variety of miuiolu Turret WOh maser cannon (Q13) 10/10/5 

Thanks to ltl fanh~.llc electronin 
systems. the D.vmrcrtor ~ p ~ a t ~  with 10/10/5 
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INDEX 
This Index references the Starships accessory 
@age numben in italiu). the Gamemader 
Guide (in blue). and the Plopr’s Handboak. 

Acceleration 6 
Advanced skill remults 29-32 
Advantage in combat 135 
Aiming 26,49,57 
Airlock8 43, 140 
Armor. general M.14a149 

damage to 19 
layering 54 
partial M 
repairing 19 

Astrcvation drivespace specialty 86 
Antrogation, system specialty 87 

Boarding 2748,160 

Called .bot 26-27,50 
Capital ships 162 
Cargo 

mmpamnent 140,209 
system.58, 151 

Cloaking 24 
COmbot 4-9, 157-163. 209-211 

3-D veclor style 5-7 
abmrd spaceshipm 27-28 
action style 7-8 
bmrding 27-28. 160 
intentions I58 
modifien lo skill c h e c b  160 
narrative style 4, 135. 158 
ofl-stage Styl. 8-9 
surprise 25, 158 
taclica 25-29 
vinual style 4-5. 135. 1%&l59 

Command deck 
second 42 
system failure of I8 

Communications 
station 161.108 
systems 56-57, 150 

advanced skill results 30 

auxiliary 140.209 
cargo 140.208 
command 140. a05 
crew 140,209 
damage to 162-163 
eIeclmnics 140, 209 
engineering 140, Z08-109 
rewh’lng 22, 163 
replacing 22 
systems allowed 140.205, 108 

Computer systems57, 150-151.169 
Copilot 

crew 

Baseport. 33 

Communicatfona spscialty 88.161 

C o m m m e n t s  384,140,  w)5-2(19 

W-s 140,109 

advanced skill results 30 
Station 159,208 

compartment 140,209 
quantity required 23 
switching stations 13 
systellu 57-58. 151 
team experience 30 
undermewed .hips 23 

CNidng S p d  49, 144 
Customi.lng spacssh~p. 15615s 

Damage 17-22. 161-l63.21&211 
control 32. 149. 163,209 
repairing 19.22 
spaceship dealh 18-19 
to armor 19 
to hangar4 vessels 58 
to passenger. I63 

Decampreuion 14 

Defenses 
comparlment 209 
syetems 54-56, 149-150 

Defenses specialty 88.160 
D e t d o n  24.52, 157 
DocHng24-25 
Drive systems 48, 14S146 
DrivWPZCe 

nee Stardrives 
Durability 39. 139 

Eleclronic wastare 28.30 
Electmnics compartment 140,209 
Engine systems 4748. 146145 
Engineering 

compartment 140,209 
station 209 

Engineering apecialty 88,163 
advanced &ill results 30-31 

Evasion 24 

Faster-than-light travel 9-14, 146, 
Friendly fire 27 
Fuel 15,44,45 

Grapplers 62 

Hangan SZ49.151 
Hatches 43-44 
Helpless targets 28 
Hit lwation 2627.31, I61 
Hulls 37-28, 139 
Hyperspace 12 48 

Intentions 158 

Jumpgates 12 48 
luryrig npciallq 18. 77.89 

advanced SLill rmults 31 

failure of 21 
Life suppolt 51, 147 

Lying low 24 

Mnneuvembilliy 144 
Maneuven 15aisg. 210 

spsclalislng in 23-39 
Measurements 5. 155 
Megaports 33 
Microinductor 50 
Minm E561 
w m s  34 
Miwiles 16. 62 
Movement 

interplanetary 156 
intentellar 155. 185-186 
%ale 5. 158 

Multiple aynem operaton XX 
Numwnition specialty 232 

Ovwmvering systems 30-31 

Padports 34 
Pilot 
advanced .kill rwult. 2930 
station 159.208 

Point blank 27 
Power systems44-47. 141-144 
Robe 53 
Rogress Level 5 I4 
Fmnrms Level9 16-17 
Psi& -el 14 

Radiation 15 
Ramming 28.20l. ZM 
k g 9  5,7,52, 156. 157 

p i n t  blank 27 
Realimn 14-16 
Relali~ity 1 M 6  
Repair 19.22, 163 

m o r  22 
cost. 5- 
time r e q u i d  22 32, 34 

Repalr specialty 77-76. 163.90 
a d v d  sklll results 32 

165-186 

Rockets 47-48 

Self-destruct 28-29,46 
Sonurn 

station 160.161.108 
syetems 52-54, 142-146 

%morn specialty 89. 160-161 
advanced skill results 31 

Shadowing 24 
Space Iolding 12-13.5QSI 
Space tactlcs spcial ty  89 
Space vehicle npcialty 76 

SWN vehicle etatistias I87 
SwcoAIp cornhot 

Spanshi~  comwrtments 

Scoutship 36-37 

a d v d  skill renults 2930 

M. -hat 

-ma ComparGenta 
Spaowhip conntruclion 3839.139-1 

sample dn lgns  64-95.2W207 
time mDIL.a 39 

~pucesh ip  neord form 154.255 

in S r m * D m  setting 33. €3 
Standard myntems 42-44, 141. 143 
STAR’DRM campaign setting 33.63 
StmdriWm8-11, 146. 155,ffi.ZIO 
Style of play 3-9 
Superport. 33 
Support systems 51-52, 146-147 
Surprlr 25.158 
System aatrogotion spciallq 87 
Sptem Operation broad &Ill 77.88, 
Spteme 3srz. 141 

spucev3335 

cmPo58-?3, 151 
communimtlon 56J7.150 
COmPutu57.150-151 
crew574-9, 151 
damage to 17 
defense 56-38, 149-150 
drive4.9-51. i45-I46 
engin. 4 7 4 .  144-145 
i d w e  of 17-18.20-21 
military k mathtad 35 
multiplo 0p.mtm of 23 
werpowuinp 3031 
pwer44-47. 141-144 
dundant  42 . ._ 
repairing damage to I8 
sm- S 2 4 4  147-lAR ~~~~~.~ .. ... _ _ _  
standard 42-44 
Support S I J X ,  146-142 
targeting m p l f l c  26 
weapms 59-S.3.15215rl 

T a h l ~ .  list of 2 
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combot 2539 
Team axperiance 30 
M n f c a l  knowledge sprlalty Bo 
Technical Sd- h d  skill TI. 88 
Thrwten (armbat tactic) 27.50 
nme dilation 16 
?tactor h a m s  25,27. 153 
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lhuponders 23-11 
b e t s  7. 80, 153 
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Warp 13.51 
w m p . 3 7  
Weapons 
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aystsma 53-83, 152-154 209 
using without emms 15.53 
v*hidegrade 42 

advanced skill remultn 3132 
Wormholes 13.48. SI 

brow tmlning spscialty 71 

WwPOna Specialty 89, 160 

h gmvity 62 56.218 
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Inside this 96-page book you'll Rnd: 

C Rules on starship design, including many ship aystems never seen before. 

b New material that integrates heroes into starship combat and keeps everyone involved. 

+ Starship combat rules, including information on how to run three-dimensional combat. 

* New means of FTL travel, including hyperspace, jumpgates. spacefolding. and more. 

Rules for the construction of starships and the use of starports. 

Eighteen predesigned starships, complete with deck plans. ready for use in - campaign. 

Visit our webs& at n 

ISBN 0-7868-1 31 9-3 


	Introduction
	Chapter 1:Expanding Play
	Chapter 2:Ships & Deck Plans
	INDEX

