Starship Field Manual
Updated by Kio, 2006
I do not know where this manual came from nor do I know who wrote it in the first place. If someone 

1.0 _ Spacecraft
Spacecraft come in many different sizes. These can vary from one man fighters to large battleships manned by thousands of souls. To help with the rules these have been split into several categories of civilian and military ships. 
Military versions have the following modifiers:- 1/2 passengers, 1/4 cargo, +30% Vitality, +0.5% to the cost multiplier and a base armour of 2. 
Civilian ships are only allowed to spend up to 20% on weaponry. The name of the relevant class is written with the civilian version first. 

· Shuttle / Fighter - Ships of this size are cheap but can carry very few systems. They have a small payload and can usually reach good speeds due to their low mass. Dam Mod = 1

· Freighter / Escort - This includes all smaller cargo ships and small space yachts. They can be adapted to many purposes and make up the bulk of the ships travelling the space lanes. Dam mod=2

· Hauler / Frigate - These vessels are sought after as they can achieve a great deal more than any ship smaller than their class. Dam mod = 4

· Bulk Freighter / Destroyer - The smallest capital ship. The destroyers act mostly as escorts for bulk freighters or liners. Most Houses have a ship of at least this size as their flagship. Dam mod = 6

· Liner / Cruiser - There are actually more cargo ships of this size than military due to their rather large upkeep. Those that are military are heavily armed making them highly dangerous. Dam mod = 8

· Titan / Battleship - These are extremely rare and are virtually unheard of. The imperial fleet is said to contain a few of these but besides these there are no other known vessels of this size. They can have enormous habitat sections the size of towns. It is said that during the Second Republic people could spend their entire lives on one of these monsters. Dam mod = 12

· Monitor / Void - Now merely legend these vessels were moon sized ships that even naturally generated their own gravity. There are no known monitor ships left although there is always talk of monitor ships that have gradually become covered in dust and rocks until they are mistaken for moons themselves. They cannot be attacked per se. They must be attacked and conquered by area. Most of the surface structures count as fortified buildings. They really are on a colossal scale.

· Space stations - Space stations are different from ships in that they have no Man or SOL stats. They only have very weak engines that allow they to maintain an orbit. They cannot dodge or make Evasive manoeuvres. The advantage of space stations is that they have a great deal more power available and plenty of space. As a result they have +50% HP for their class size. As they are immobile there is an extra +1 to hit. They can be of any size. The crew score is the number of personnel needed to keep the station running. Passenger and cargo ratings start at 200%.

Stats
	Size
	Base crew/

Base pass
	Vit
	Cargo
	Man/SOL
	Cost
	To hit
	DM /     Air locks

	Shuttle / Fighter
	1 / 0
	6
	1
	0 / 12%
	20.000
	-
	1

	Freighter / Escort
	2 / 4
	10
	20
	-2 / 10%
	80.000
	-
	2

	Hauler / Frigate
	20 / 20
	15
	50
	-4 / 8%
	500.000
	+1
	4

	Bulk freighter / Destroyer 
	50 / 50
	25
	100
	-6 / 6%
	1.000.000
	+2
	6

	Liner / Cruiser
	150 / 150
	40
	300
	-8 / 4%
	6.000.000
	+3
	8

	Titan / Battleship
	500 / 500
	100
	800
	-10 / 2%
	12.000.000
	+4
	12

	Monitor / Void
	3.000 / 3.000
	600
	4800
	-14 / 0%
	200.000.000
	+6
	16


HP Amount
The amount of equipment on board depends on the tech level of the craft. This is equal or less than the Construction rating of the shipyard it was built in. It can never change.

	Size   \        Tech level ->
	4
	5
	6
	7
	8

	Shuttle / Fighter
	10
	12
	15
	18
	24

	Freighter / Escort
	24
	30
	35
	45
	60

	Hauler / Frigate
	80
	100
	120
	150
	200

	Bulk freighter / Destroyer 
	150
	180
	210
	270
	360

	Liner / Cruiser
	240
	300
	360
	450
	600

	Titan / Battleship
	800
	1.000
	1.200
	1.500
	2.000

	Monitor / Void
	2.400
	3.000
	3.600
	4.500
	6.000


Technologically advanced ships increase in price. Poorly constructed ships are cheaper.

	Tech level
	4
	5
	6
	7
	8

	Cost multiplier
	x 0.5
	x 1
	x 1.5
	x 2
	x 3


These stats are for the standard package that comes with a ship. This includes minimal life support, a standard generator and a standard engine. Ships are not supplied with a jumpdrive.

Armour
The standard civilian ship’s hull has an armour of 1. Military ships have a base armour of 2.

Supplies
The standard vessel has enough supplies to maintain its crew for 2 weeks. Further upgrades are needed for longer periods. 

Min crew/Base Passengers
Base crew is the average crew needed to pilot the vessel. Base passengers is the number of passengers that can live on board the vessel without adding extra habitation modules and upgrading the life support. A ship can also carry people in its cargo hold and in the corridors between sections. A ship can support a further (10 x DM + INT Cargo) extra people on board although it will be very cramped. It also means that the ship cannot leave the atmosphere of a planet. If it does then all on board will quickly suffocate. This method involves opening all the external vents on a ship and exposing all inside to the external atmosphere.

Hard Points/Vit
Hard point represents the space and power available on a ship. This restricts the amount of upgrades that a ships can sustain. If the upgrades increase over the hard points value then the ship becomes immobile and under powered. Most space stations are simply over loaded ships. 
Vitality is the base vitality of the vessel. This value can be increased by strengthening the internal bulkheads and supports.

Cargo
The standard amount of cargo space without upgrades.

Man/SOL
The standard manoeuvrability and speed of light for a ship of this size. They can be upgraded by using hard points to install better engines and inertia fields.

To hit
This represents the size of vessels and, as a result, how easy they are to hit. This cannot be upgraded.

Airlocks
All ships have a number of airlocks equal to their DM. These can be used to connect with other ships in space and transfer cargo or passengers. They can also be used to let up to 5. people leave the ship every round. These people need to wear space suits if released into space.

2.0 _ Upgrades and Weapons 
These are various systems that can be added to a vessel to increase its efficiency. Systems can either be bought or salvaged (See the Combat section).

Standard costs
Refuelling*
Refuelling costs 100 x DM to fully refuel the jumpdrive.

Supplies*
Supplies cost 1 Firebird for 5 man/days of food.

Jump maps*
Navigators can make things easier for themselves by purchasing detailed jump maps of systems. A good map can  make plotting jumps a lot quicker and more accurate. For every level of accuracy the map has the navigator gains a +1 bonus to any Stellar Navigation tests. This does not count for stored Navicom routes or emergency jumps. These maps are expensive and cost Level x 100 Firebirds. The maximum level a map can reach is 4. Using two maps does not give a cumulative bonus. Only the better map gives a bonus.

Shipyards
Manufacturers of ships these days have a very sketchy knowledge of the workings of Second Republic ships and can certainly not recreate such wonders. As such they are restricted in what they can build by what they know. Some shipyards are more advanced than others in certain areas. They are restricted in outfitting systems that exceed their technological ability in that area. The number in the appropriate category represents the maximum tech level that shipyard can construct in that field. Each shipyard also has a figure which represents the maximum DM that can be constructed. E.G. A shipyard with a DM of 4 could construct four shuttles, 2 freighters or one hauler at any one time. A shipyard must also be classed Civilian or Military. Military shipyards can produce any kind of ship whereas civilian shipyards can only produce civilian ships. To be able to construct a ship a shipyard must have at least Tech level 4 in Sensors, Construction, Life support and Propulsion. The other categories can be lower but will mean than none of that type of equipment can be fitted. The actual tech level of the craft does not limit the level of technology that can be added to it, only the design of the actual ship itself. A tech level 6 item can be fitted to either a tech level4 or tech level 6 vessel. The advantage the tech level 6 ship has is that it can hold more than the tech level 4 vessel.

A great deal of the time vessels will travel to different ports to have better upgrades. Various shipyards sell items that only they can build for extra money. A Decados flagship may have Hawkwood built shields and Charioteer built weapons but it will cost the Decados a great deal.

	
	Hazat
	Decados
	Hawkwood
	Delphiat
	Charioteer

	Automation
	5
	6
	6
	5
	6

	Sensors
	6
	7
	6
	5
	6

	Construction
	7
	6
	6
	6
	7

	Life Support
	6
	6
	6
	6
	6

	Propulsion
	6
	6
	5
	6
	6

	Weapons
	6
	5
	6
	6
	7

	Shields
	6
	5
	7
	6
	6

	Stealth
	5
	6
	5
	6
	6


When a vessel is damaged a shipyard can fix any system that is a maximum of one level higher than its tech level. E.G. a ship with Level 7 weapons could have them repaired at a shipyard with only Tech level 6 in weapons. It could not be repaired at a level 5 facility. 

Ship construction time and cost
A ship costs the amount accumulated through purchases. Its tech level is equal or less than the construction rating of the shipyard it was built in. This will affect the cost of the basic ship. Construction time is equal to the DM x 14 + HP used in days. Super tech equipment counts as twice the cost in HP instead of half for the purpose of this calculation. If double the amount of space in the shipyards is used for construction then the time is reduced to 75% of that figure. This is the quickest that a ship can be constructed.
Automation
Autogunner*

The Autogunner package controls and fires any weapon. The cost of outfitting a weapon with an Autogunner is 100 x HP of weapon x The skill of the Autogunner. Autogunners can have a skill level of any number between 4 and 14. An Autogunner takes up 1 HP for each gunner needed to fire it manually. Autogunners can be deactivated and the weapons fired manually at any time. A weapons lock is needed for an Autogunner to function.
	Tech level
	4
	5
	6

	Skill level
	4-8
	9-12
	13-14


Automated systems*

Each HP spent in this section reduces the number of crew needed by 1. This is not an Autopilot and cannot fly by itself, it merely reduces the numbers of stevedores needed to get the ship going. These cost 500 each.
	Tech level
	4
	5
	6
	7
	8

	Crew reduced to

(Round up)
	75%
	50%
	25%
	10%
	5%


Navicom
Gives a bonus equal to its rating when plotting a jump route. Navicoms can also store jump routes. One jump route (for example: between the Jumpgate of Remok and one of the inner planets) can be stored for each level of the navicom. These Jumproutes can be initiated immediately. This is a fairly inefficient way of making a jump as it does not take current sub space fluctuations into account. Instead of having to make a sustained Wits+Science (Stellar Navigation) test the pilot makes a single luck test, using Faith or Ego whichever is dominant. This acts as a normal Stellar Navigation test. Cost 2000 x rating (max 4).  1 HP size.

	Tech level
	5
	6

	Rating
	1-2
	3-4


Sensors   
Sensors are rated on a scale of 1-10 (representing astronomical units) and by type. Sensors require little attention except when trying to discover details, such as whether that ship exiting the jumpgate is a frigate or a scout ship, and if it’s a Church or League ship. This fine observation requires a Tech + Science (Sensors) roll. However, subtract one from the roll for each AU (astronomical unit) distant the ship is. Sensors cannot detect anything useful past their ranges (one AU per rating).

Active transmissions are handled differently; as long as the receiving ship is within range (see Transmissions, below), it can gain whatever details are transmitted. Ships have one or more of the following sensor arrays:
Radar (TL4): The most common type of sensors, using active radio wave transmissions. Radar cannot be rated higher than 5 (planetary signals and space debris interfere with the range). Cost is 500 firebirds plus 200 per rating.

Laser radar (TL5): Light-based radar, sending active light transmissions. While more information can be conveyed than with radar, it can be blocked or confused by debris, gas

clouds, or other obstructions. Cannot be rated higher than 5. Cost is 750 firebirds plus 200 per rating.

Densometer (TL5): Measures the density of surrounding space. Cannot be rated higher than 5. Cost is 750 firebirds plus 200 per rating.

Infrared (TL5): Reads the infrared spectrum for heat sources such as spaceship engines. Cannot be rated higher than 7. Cost is 1000 firebirds plus 200 per rating.

EMS (TL6): Sensors which read a wide array of the electromagnetic spectrum. Cannot be rated higher than 8. Cost is 3000 firebirds plus 200 per rating.

Neutrinos (TL7): The standard sensor array of the Second Republic, using neutrino beam transmissions. Rating can go up to 10. Cost is 5000 firebirds plus 500 per rating.

Psi sensors (TL8): Extremely rare, these psionic devices scan space for neural activity. They can be rated up to 10, but can only read people, not ships. These sensors do not require psychics to operate them. These are used as backup sensors only; a ship with Psi sensors alone would not be able to read large, lifeless space debris. Cost is 30,000 firebirds plus 200 per rating.

Transmissions

Sending information is easier than passively receiving it. The range is potentially unlimited, although in actuality signals are broken up over distance, making them effectively unreadable at extreme ranges. Assume a ship has a transmitter similar to its sensor, but the AU range at which it can send viable signals is 5x its sensor range (level 5 Radar can transmit radio messages up to 25 AU away).
ECM Package
Each rating reduces an enemy sensor test by 1. Communications are jammed at a range equal to the rating (see Sensors: Communications). Missiles get a minus to hit equal to rating. Using an ECM package is active and can instantly be detected by the sensing ship. 2500 x Rating (Max rating 6). 1 HP.
	Tech level
	4
	5
	6
	7
	8

	ECM rating

	1-2
	3-4
	5-6
	7
	8


Construction
Armour upgrade
Armour is anything attached to the hull that is able to resist the various harshness and attacks the ship may substain. Material ranges from old hull pieces to  ceramsteel covering.
	Armour class
	Armour grade
	Tech Level
	HP
	Cost

	Light
	2
	4
	1 x DM
	500 x DM

	Reinforced
	4
	5
	2 x DM
	1.000 x DM

	Combat
 (max for civilian ships)
	6
	6
	4 x DM
	2.000 x DM

	Assault
	8
	7
	6 x DM
	4.000 x DM

	Battle
	10
	8
	10 x DM
	8.000 x DM


Atmospheric aerodynamics*
This allows a ship to move through an atmosphere more smoothly and reduces the penalty for not being aerodynamic to 0. It costs 1 HP x DM and 400 x DM in fb. Must be purchased as part of the original design.

Tech level: 4

Construction bays*
Some larger ships and space stations have areas devoted to the construction of other craft. These bays can be used to either repair vessels or construct new ones. The size of the bay dictates the size of the craft that can be created. The bays can also double as landing bays for ships of the same size. The construction bay will have tech levels of equal to or lower than the shipyard it was built in. A ship can only support construction bays of two sizes smaller but space stations can support equal or smaller sized bays. A construction bay can be used to build several smaller vessels as long as it does not exceed the total DM of the bay.

Normal construction rules apply. The personnel column represents how many trained individuals are need to construct the ships. Without this amount, construction cannot be commenced. The vessel needs to be able to support that many personnel.

	Bay size
	HP
	Tech Level
	Personnel
	Cost

	Character (Vehicle)
	6
	4
	2
	10.000

	Shuttle / Fighter
	12
	5
	10
	20.000

	Freighter / Escort
	24
	6
	25
	40.000

	Hauler / Frigate
	48
	7
	50
	60.000

	Bulk freighter / Destroyer
	96
	8
	100
	150.000


Escape pods

In the event of a disaster these can be used to flee the failing craft. When a ship loses all its vitality it begins to break up. The crew and passengers have 1 round per DM (excluding fighter/shuttle crews whose ships hull very easily and thus cannot be fitted with escape pods) to reach an escape pod and evacuate. In this time they will probably have to avoid burning wreckage and explosions. If they can reach a pod they can safely escape. There are three types of escape pod. All types have reasonable armour and a small sub-light engine that will return them to the nearest planet. 

If the passengers wish the pod can emit a long-range distress beacon. Like the proximity warning of ships in sub-light this will bring other ships out of sub-light if they pass within 1/4 DTJ range.

	Type
	Passengers
	%SOL
	Supplies
	Armour
	Vitality
	Cost
	Tech
	HP

	Single
	1
	4%
	1 Week
	1
	2
	500
	4
	1/2

	Four berth
	4
	4%
	1 Week
	2
	4
	2.000
	5
	2

	Lifeboat
	8
	4%
	1 Month
	2
	6
	5.000
	5
	4


Extra Internal cargo*
By simply using space on the ship to store cargo and fitting loading ramps, cranes and securing equipment  the ship can carry more cargo. The internal cargo is increased by 10 tons per HP. These cost 500 each.
	Tech level
	4
	5
	6
	7
	8

	Max Cargo Upgrade

(respect original value)
	x 5
	x 10
	x 15
	x 20
	x 30


Extra External cargo*
By simply using magnetic cargo clamps the ship can carry more cargo. The external cargo is increased by 20 tons per HP. These cost 500 each.

	Tech level
	4
	5
	6
	7
	8

	Max Cargo Upgrade

(respect original value)
	x 10
	x 15
	x 20
	x 25
	x 30


Landing bay*
These bays allow smaller ships to dock with a larger. A ship can only support a vessel two sizes smaller than itself. Space stations can have landing bays of equal size but no larger. The costs for landing bays are as follows

	Bay size
	HP
	Tech Level
	Cost

	Character (Vehicle)
	3
	4
	4.000

	Shuttle / Fighter
	6
	4
	8.000

	Freighter / Escort
	12
	4
	16.000

	Hauler / Frigate
	24
	5
	32.000

	Bulk freighter / Destroyer
	48
	6
	64.000


Cargo bays and landing bays are very different and cannot be substituted for one another. Two of the next smaller class can fit in a bay. E.G. a Freighter / Escort bay can accommodate 2 Fighter / Shuttles or 4 Character vessels.

Landing gear
This allows a vessel to land on a planets surface. Only frigates or smaller can land. Destroyers and larger ships cannot land. The HP cost is 1 HP x DM. They cost 500 x DM.

Tech level: 4

Reinforced hull*

To increase the amount of damage the hull can sustain bulkheads and supports can be reinforced to give extra vitality. For every HP spent the Vit of the ship is increased by 1. The cost is 500 per point.

	Tech level
	5
	6
	7
	8

	Max Vit Upgrade

(respect original value)
	x 1,5
	x 2
	x 2,5
	x 3


Ramming prow*

By fitting this prow to the front of the vessel the ship causes more damage when ramming other vessels and takes less damage from that attack. Costs: 3xDM in HP and 1500xDM in fb.

Tech level: 4

Life Support
Extended supplies
The length of time the vessel can remain without resupplying can be extended using the following upgrades. These are upgrades to the life support system and are not just extra food.

	Upgrade
	Length
	HP
	Tech
	Cost

	Travel
	1 Month
	1 x DM
	4
	200 x DM

	Cruise
	2 Month
	2 x DM
	5
	400 x DM

	Expedition
	4 Months
	3 x DM
	6
	600 x DM

	Journey
	6 Months
	4 x DM
	7
	800 x DM

	Deep space
	1 Year
	5 x DM
	8
	1.000 x DM


Extra passengers*
By increasing the number of quarters the ship has and upgrading the life support more passengers can be accommodated. The number of passengers is increased by 5 for each HP spent. This costs 1.200 per upgrade.
	Tech level
	4
	5
	6
	7
	8

	Max Passengers Upgrade

(respect original value)
	x 10
	x 15
	x 20
	x 25
	x 30


Propulsion
Engine upgrade
Impulse engine are the standard motion system in space; sublight speed are measured in percentage of the speed of light (SOL). By increasing the power of the sub-light engines the vessel can reach higher speeds.  Each upgrade increases the SOL by 2% at the cost of 1 HP x DM of the vessel. The cost is 1000 multiplied by the DM of the vessel.
	Tech level
	4
	5
	6
	7
	8

	Max Engine Level
	+4%
	+8%
	+12%
	+16%
	+20%


Jump drive
To overcame to limit of the speed of light some spaceships are equipped with a jumpdrive, able to make the transition to the hyper-dimension, where higher speeds are reacheable, and back. To fit a jumpdrive to a vessel is a major operation. The HP cost is also great. 1 HP x DM x number of jumps. 2000fb x DM x number of jumps.

	Tech level
	4
	5
	6
	7
	8

	Max Number of Jumps
	1
	2
	3
	4
	5


Manoeuvring jets/ Inertia fields*
A combination of these increase the Man of the vessel. All vessels can only have a maximum bonus of +3. This cost 1 HP x DM of the ship per +1. The cost is 500 x DM of the vessel per +1.

	Tech level
	4
	5
	6
	7
	8

	Max Man Upgrade
	+1
	+2
	+3
	+4
	+5


Tractor beam

Tractor beams use a variety of electromagnetic and anti-gravity techniques that allow a ship to be pulled toward or repelled away from the beam generator. A tractor beam can be aimed at a ship or mass and then either repel or attract it. A tractor beam can be used on any ship with a DM equal to or less than its rating. A ship with a functioning tractor beam can use it to increase or reduce the damage of a ram attempt. It can be used to pull a ship into the landing bay of a ship or it can be used to reduce the Man stat of a ship by a number equal to its rating minus the DM of the target ship. A ship that is reduced below -10 becomes immobile. The cost of a tractor beam is equal to its rating (Max 20) x 1.500. Its size is 2HP x 1/2 Rating. Several tractor beams can be fitted to the same vessel but each can only aim at one target at a time. If the total levels of tractor beam aimed at a vessel exceeds its DM by x2 then the towing ship can take the other vessel into Sub-light at half speed. The towed craft can prevent this if its Sub-light engines are still active.
	Tech level
	5
	6
	7
	8

	Rating
	1-8
	9-13
	14-17
	18-20


Weapons
	Weapon
	Roll
	Goal
	Dmg
	Shots
	Rate
	Cost
	Tech
	HP

	Anti personnel Blaster
	Dx+Gunnery
	-
	3
	N/A
	2
	1,000
	5
	1/2

	Anti-armour Blaster
	Dx+Gunnery
	+1
	6
	N/A
	1
	5,000
	6
	3

	Lt Laser
	Dx+Gunnery
	+1
	3
	N/A
	2
	1,000
	5
	1

	Med Laser
	Dx+Gunnery
	+1
	4
	N/A
	2
	2,000
	5
	1

	Heavy Laser
	Dx+Gunnery
	+1
	5
	N/A
	2
	3,000
	5
	2

	Light Blaster
	Dx+Gunnery
	+1
	5
	N/A
	1
	3,000
	6
	1

	Medium Blaster
	Dx+Gunnery
	+1
	6
	N/A
	1
	5,000
	6
	2

	Heavy Blaster
	Dx+Gunnery
	-
	7
	N/A
	1
	7,500
	6
	3

	Gatling Blaster
	Dx+Gunnery
	-
	5
	N/A
	3(A)
	6,000
	6
	3

	Lt Meson Cannon
	Wits+Gunnery
	-1
	12
	N/A
	1
	20,000
	7
	10

	Med Meson Cannon
	Wits+Gunnery
	-2
	15
	N/A
	1/2
	30,000
	7
	15

	Heavy Meson Cannon
	Wits+Gunnery
	-2
	20
	N/A
	1/3
	50,000
	7
	20

	Rocket Pod
	Dx+Gunnery
	-
	5
	24
	3(A)
	2,000  (5)
	4
	2

	Torpedo Launcher
	Wits+Gunnery
	-2
	15
	2
	1
	6,000  (100)
	5
	3

	Light Railgun
	Dx+Gunnery
	-1
	6
	12
	2
	1,000
	4
	2

	Medium Railgun
	Dx+Gunnery
	-2
	8
	8
	1
	2,000
	4
	4

	Heavy Railgun
	Dx+Gunnery
	-3
	10
	4
	1/2
	4,000
	5
	6

	Single Ordinance Point
	-
	-
	-
	1
	1
	500
	4
	1/2

	Ordinance Rack
	-
	-
	-
	12
	3(A)
	4,000
	4
	3

	Point Defence Beam
	Wits+Gunnery
	+2
	8
	N/A
	1
	8,000
	7
	4

	Capital Defence Beam
	Wits+Gunnery
	+2
	10
	N/A
	1/2
	10,000
	7
	6

	Light Plasma Cannon
	Dx+Gunnery
	+1
	14
	N/A
	1
	50,000
	8
	4

	Medium Plasma Cannon
	Dx+Gunnery
	+1
	18
	N/A
	1/2
	100,000
	8
	8

	Heavy Plasma Cannon
	Wits+Gunnery
	+1
	24
	N/A
	1/3
	150,000
	8
	12


Ordinance points

Special points can be fitted to vessels to hold a variety of different ordinance. These points can hold missiles or bombs of various types. These can be interchanged depending on availability and mission parameters. The following tables gives information on what ordinance is available.

	Weapon
	Roll
	Goal
	Dmg
	Shots
	Rate
	Tech 
	Cost
	HP

	Sparrow (Light Missile)
	Dx+Gunnery
	+4
	7
	-
	-
	5
	25
	-

	Kite (Medium Missile)
	Dx+Gunnery
	+2
	9
	-
	-
	5
	25
	-

	Eagle (Heavy Missile)
	Dx+Gunnery
	-
	11
	-
	-
	5
	25
	-

	Atmospheric Bomb
	Dx+Wits
	-4
	14
	-
	-
	4
	25
	-

	Cluster Bomb
	Dx+Wits
	-2
	10
	-
	-
	4
	25
	-


The Missiles given here are examples of missiles available. The names are from the Hawkwood range of Space born self propelling ordinance. The smaller Sparrow missile is faster and more manoeuvrable but delivers a lighter payload. The Eagle is at the other end of the spectrum. It has a much more deadly warhead attached but  as a result has a harder time keeping up with more manoeuvrable vessels.
The Bombs are different in that they are not self propelled and as a result cannot be used in space. They can only be used in an atmosphere. The atmospheric bombs are simply large explosive devices. The Cluster bombs are cases carrying many smaller bombs. Whilst striking a larger area than a standard bombs they deliver less damage.
Special Rules For Weapons
Anti-personnel Blaster
A character sized weapons that is not multiplied by 3 when it strikes a character.

Anti-Armour Blaster
Specially recalibrated to have greater impact upon matter, this weapons halves the armour (rounded up) of any ship it fires upon. Whilst this is good for damaging ships it has little impact on shields. Any shields hit by this weapon enjoy a +2 bonus to defend against its effects. This being said, many larger ships still carry these weapons because of their usefulness in the later stages of battles.

Defence Beams

Whereas lasers can only manage short blasts that last less than a second the defence laser is designed to maintain a longer stream that can last up to three seconds. This blast is slightly weaker than a standard laser blast but when properly controlled it will strike the same point of  a ship for the duration of the shot. This can cause terrible damage. If programmed properly it can be highly effective. It is designed to defend capital ships against fighter and escort attacks but some smaller ships have used the technology to good effect. The weapon does rely on the sensors package rather heavily and if the sensors on a ships are not functioning the laser suffers a -3 penalty to hit instead of its usual +2 bonus. The larger version, the capital defence laser, is really a scaled up version but can still be used just as effectively against fighters or escorts.

Lasers
All lasers are affected adversely by dust clouds (-1 damage) and nebulas (-3 damage)

Meson Cannons
Meson Cannons take a crew to function (Light=4 crew, Medium=8 crew, Large=16 Crew). A Wits+Gunnery test is required instead of the usual Dex test. The team leader uses his/her Wits+Gunnery. Medium and Heavy Meson cannons can be used against targets on a planets surface but take a great amount of accuracy and so fire slower (Med=1 per 4, Heavy=1 per 6).

Plasma Cannons
Lethal weapons developed by the Vau. They fire waves of plasma energy that can tear a ship in two. The light and medium versions can be used by a single person. The Heavy version requires a team of 5 to operate. Only the Heavy Plasma cannon can be used to bombard a planet. These weapons are rarely available to human vessels.

Missiles (Ordinance Rack)
Missiles can be launched in three ways, individually, as a volley or as a salvo. Individual missiles fire normally and up to three can be fired per turn. As a volley three missiles are fired simultaneously. This makes the shot more deadly and increases the damage of the blast by +1. As a salvo six missiles are fired in a long stream. This vicious attack increases the damage by +3. Missiles do not suffer from modifiers to hit when automatic firing as they are not affected by recoil.

Gatling Blaster
When firing as a burst the blaster has a -1 to hit but a +1 damage. This has a chance of draining the capacitors temporarily. After the blaster has fired a burst it can only fire after it has succeeded a recharge roll (14 or less). It can attempt these once per round. A long burst  gives a -2 to hit but gives +3 damage. This definitely drains the capacitors and so the recharge roll cannot be attempted the next round after the gun was fired. The gunner must wait until the round after. 

Torpedo launcher
Torpedoes are very powerful but rather slow. They can be shot down. A Dx+Gunnery roll with a -6 modifier hits the torpedo. Torpedoes have an armour of 2 and vitality of 3. The gunner can elect to make a point blank release to avoid this chance of failure. One round must be spent charging the vessel. The next round the torpedo is released way too close to the vessel giving the vessel no chance to shoot the torpedo down. However this does mean the deploying vessel is caught in the blast. The attacking ship takes a 8 damage hit from the blast. This technique is also more accurate giving a +2 bonus to hit. Torpedoes cannot be used on an atmosphere.

Railguns
Largely acknowledged as the poor mans meson cannon, these weapons are still in use and becoming more popular. They are relatively low tech and simply throw large chunks of matter at enormous speeds into other ships. This uses a large amount of energy and drain their capacitors quickly reducing the amount of shots they can fire before being fully drained. They are cheap to run though and can fire any piece of matter. Many ships use their garbage supply as ammunition. The heavy railgun, however, can fire specially designed shells that are heat resistant and can actually be used as space to surface weapons.

Extra ammo
Spending an extra hp on a weapon increases its ammo load by 50%. This can only be done once and costs 800 firebirds.

Shields
The shield rules have been changed slightly. Shields now count as a separate hull with its own armour and vitality. When a shield is struck it is damaged as a hull would be damaged. There is no need to roll for a hit location. When the final point of vitality has gone the capacitors are drained and the shield is inoperative. The last shot is always fully blocked creating the need for “one-shot-wonder” midget shields. These shields have little or no energy and are quite small but allow smaller ships a defensive measure against the first hit to their vessel. Only one shield per ship is allowed. 

	Shield class
	Strength
	Vitality
	Cost 
	Tech Level
	HP

	Midget
	2
	5
	7.500
	4
	2

	Vambrace
	4
	10
	15.000
	5
	6

	Standard

(max for civilian ships)
	6
	15
	30.000
	6
	12

	Assault
	8
	20
	60.000
	7
	30

	Battle
	10
	25
	120.000
	8
	80


The strength of a shield counts as its armour. The vitality works as normal vitality. Shots that leak damage do so normally. Battle shields are notorious for making blaster and smaller weapons obsolete. Most large combats are won by Meson cannon and torpedo attacks.

Engineers are very useful when a shield is under attack. An engineer can attempt to calibrate the shield to better withstand each hit and to make them more efficient. Each time the shield is hit the engineer can make a Tech+Volt test. If successful the strength of the shield is increased by one. A critical success increases the strength by 2. The shield must be recalibrated for each round. Civilian ships can only use shields of up to Standard class. Military ships are unrestricted.

Recharging
Shields recharge at a rate of 10% per hour.

Stealth and cloaking devices
Some ships have access to cloaking technology. This allows a ship to remain hidden from sensors or even visual contact. There are various ways to cloak a ship each having its advantages and disadvantages. The ECM Package does not appear here as it floods space with a great amount of “noise” stopping any sensors or communications. As a result it does not make the ship stealthy as it does hide the ship in white noise. Anyone using an ECM package instantly alerts all other ships to their presence.

Cloaking devices affect different sensor types in different ways. Radar, Laser Radar and Infrared all use light as their main source of information whereas Densometers, EMS and Neutrino sensors work by measuring gravitic anomalies and other less obvious techniques. 

Ships with cloaking devices are widely regarded as being up to something sneaky. Many other vessels will avoid them if possible and some will openly attack them, half because of prejudice and the other half because they want the device. Imperial vessels have taken to arresting those captains whose ships have them.

Field cloaking
This technique involves creating an energy field that conceals the ship in some way. Although these are effective to most sensor types they do affect the ships other systems. They interfere with any system the ship has and also many types of weapons. A torpedo or missile fired from inside a cloaking field will instantly detonate on release. Energy weapons are disrupted and made ineffective. Only kinetic weapons such as Railguns are effective from behind a cloaking field. All fields have a maximum level of 3. Cloaking fields are extremely rare and are viciously protected by their owners. They are always reserved for the best vessel in the fleet and are almost never seen on anything smaller than a frigate. Most space farers will never encounter a vessel with one although there are always stories about fleets of cloaked vessels that wait next to enemy planets.

When travelling in sub-light it is customary to turn off the cloaking device so that collisions do not occur. This is not always the case however. There is always a slim chance that a cloaked vessel travelling at sub-light speeds will not activate another ships proximity warning and thus destroy both ships.

Spectrum field distorter
By bending light around the vessel this field can make a ship visually seem to disappear. A smaller active generator makes the ship simply look like a wavy pattern of stars whilst a larger generator can make the ship vanish entirely. Cannot be used with a Gravitic Field Distorter.

Shields 

 Half strength when active

Weapons 
 Kinetic weapons only

Visual modifier 
-2 to hit per level

R/LR/IR

-3 to detect per level

D/EMS/N
No effect

Size

Level x DM

Cost per level
4.000 x DM

Tech Level
6

Gravitic field distorter
Using an artificial gravitic field this device warps the gravity field and other anomalies around the vessel. By compensating for these factors the ships gives off a very low signature making it harder to detect. Ships with this active appear darker than they normally would even when bright lights are shone on them.

Shields

Half strength when active

Weapons
Kinetic weapons only
Visual Modifier
-1 to hit per level

R/LR/IR

-1 to detect per level

D/EMS/N
-3 to detect per level

Size

Level x DM

Cost per level
5.000 x DM

Tech Level
6

Phasic transfer field
Using very high levels of technology this field allows a ship to cease interacting with its environment. As a result it reduces light reflection and gravitic presence greatly. This field is not strong enough to exclude weapon hits or ramming attacks though. When active the ship looks ghostly as though slipping behind an unseen cloud. 

Shields

Inactive.

Weapons
Kinetic weapons only
Visual Modifier
-2 per level

R/LR/IR

-3 to detect per level

D/EMS/N
-3 to detect per level

Size

Level x DM

Cost per level
10.000 x DM

Tech Level
7
Altering ships to reduce signature

For those who cannot afford or obtain field technology there are other ways to partially cloak a craft. Some can be more effective than cloaking fields.

Hull signature reduction
A long and arduous process that can only be performed at certain stations that are equipped for it. The ship is put into a large space container and various sensors try to detect it. Using this information the engineers reorganise the ships external components, power systems and overall design to reduce the ships signature as much as possible. This can be a costly process or it can be fairly quick. Whatever the result, the ship will be configured for stealth and not for efficiency. As a result there is the loss of some HP until the original configuration is returned. The ship can be configured to a maximum of level 3.

Shields

Full shields

Weapons
All weapons

Visual Modifier
No modifier

R/LR/IR

-1 to detect per level

D/EMS/N
-1 to detect per level

Size

Level x 1/2 DM

Cost per level
300 x d20 x DM

Tech Level
5

Low signature hull coating
Much like today stealth technology this simply covers the hull in a special low signature substance. There are varying qualities of coating but they all perform the same function. This is a very good way of stealthing a vessel but only against light based sensors.

Shields

Full Shields

Weapons
All weapons

Visual Modifier
No modifier

R/LR/IR

-1 to detect per level

D/EMS/N
No effect

Size

No HP cost

Cost per level
1.000 x DM

Tech Level
5

Refractor Hull
This is a very complex technology that was just coming into use at the end of the Second Republic. It covers the hull in an intelligent substance that detects light falling upon it and then simply displays that light on the other side of the hull giving the impression that the light passed through it. This coating is almost all gone now and only an handful of ships have it.

Shields

Full shields

Weapons
All weapons

Visual Modifier
-2 to hit per level

R/LR/IR

-2 to detect per level

D/EMS/N
No modifier

Size

Level x DM

Cost per level
10.000 x DM

Tech Level 
6 

Super technology
Technological marvels can make a big difference to a vessel. Miniaturisation was very popular during the Second Republic and some remnants of this technological level still remain. Any system or weapon can be purchased at super technology level except those marked by an asterisk. The amount of HP needed is halved but the cost in Firebirds is x 5. These items are sought after greatly and so are very expensive. GM’s should allow them sparingly.

Super tech equipment counts as being one tech level higher than usual.
Other special items can be put under this category. All Gargoyle prows count as special devices as well as rare artefacts such as cloaking devices, black hole generators, inductors and EMP weapons. These are all exceedingly rare and should never be available on the market. Their owners would rather die than part with them, most usually do.

3.0 _ Crew
One factor that can really make a difference to a ship is the quality of crew on board. The smallest ship can become deadly in the right hands. Crew comes in three different quality levels; Rookie, green or untrained crew, Veteran, experienced, and Elite, experts in their field.

All Rookie skills for their class are 10. 
Rookie costs are x 1/2.

All Veteran skills for their class are 12. 
Veteran costs are x 1.

All Elite skills for their class are 14. 
Elite costs are x 2.

If totally untrained personnel are used to fly a craft they have a skill of 6. They are counted as Green. Any skill a member of crew does not possess is counted as being green. It is not advised to have green members of a crew.

These stats may not seem very high compared to the PCs but one must remember that the PCs are supposed to be extra ordinary.

When a ship has a mixed crew of different skill levels the entire section is considered to be the same skill level as mode average. If the number is equal then use the higher skill level. e.g. a ship that needs 6 engineers and has  2 rookie engineers, 3 veteran engineers and one elite engineer is counted as having a Veteran level engineering team. If one of the veteran engineers advances to Elite level the engineer crew becomes Elite level.

What crew does a ship need?

This is the minimum crew needed (Any less means a skeleton crew). Automated systems remove the number of Stevedores needed and then the number of Navigators.

	Ships size
	Pilots
	Navigators
	Stevedores
	Engineers
	Pursers

	Shuttle / Fighter
	1
	0
	0
	0
	0

	Freighter / Escort
	1
	1
	0
	0
	0

	Hauler / Frigate
	1
	1
	14
	4
	0

	Bulk Freighter / Destroyer
	2
	2
	39
	6
	1

	Liner / Cruiser
	4
	4
	132
	8
	2

	Titan / Battleship
	6
	6
	472
	12
	4


This does not include any gunners needed. They cost extra.

Skeleton crews
Having fewer people to fly the ship than required makes the job all the harder for everyone concerned. A ship can still function with a crew of half the required amount but the skill level of the crew is dropped one level or (with smaller crews) suffers a -4 skill penalty.

Pilots (50 per month)
Pilots actually fly the vessel. Larger ships have more manoeuvring considerations and so they require more pilots to move. They have the following skills:

· Drive spacecraft

· Science (sensors)

Navigators (30 per month)
Navigators are essential for a large vessel. There are so many factors involved in planning a sub-light jump or going through a Jumpgate that a ships without a navigator or two stands a large chance of getting lost or destroyed. A ship need not make a sub-light test if it has a navigator and is not in an emergency situation. They have the following skills:

· Science (Stellar navigation)

Stevedores (4 per month, Stevedores are not rated Rookie, Veteran or Elite)

A stevedore works as general crew on board the vessel. When the ships is in combat they spend their time adjusting gauges and dials, cranking levers and making minors repairs. These functions can be replaced by automated systems quite easily and so they are the first to be removed from the list when they are added. When the ships is in space dock they are used to load and unload cargo and run errands. The engineers on a vessel usually give them orders. They have no skills as such and can be replaced by any being.

Gunners (10 per month)
A vessel needs one gunner per weapon (with the exception of Meson cannons which require more). If a ship has no hired gunners then stevedores can be used but they fire with a skill of 8. Gunners can be used to man the weapons of a craft. They have the following skills:

· Warfare (Gunnery)

Engineers (60 per month)
Engineers are the most sought after crew members. On larger vessels they do very little of the actual repair work and merely order the stevedores. 

Purser (20 per month)
The clerical duties on a ship are also very important. It is all very well having an elite crew but without a few pursers a ship quickly becomes a mess. Duty rosters are not drawn up, supplies are not ordered, mail is not distributed, there are a thousand jobs for a purser to do. They can hold a great deal of respect among the crew and often serve as mediators in crew / command disputes. They have the following skills:

· Bureaucracy

· Knavery

· Etiquette

· Read Urthish

The command crew
All Pilots, Engineers, Navigators, Pursers and usually one of the Gunners count as officers. They usually have the best quarters and quality of life. Each vessel must also elect a captain. This is usually an Engineer or Pilot but sometimes is not one of the crew at all. Some nobles like to come on board and push their weight around, in which case they count as a rookie purser (unless they have other skills). The captain gets an extra wage of 50 per month. In larger space battles the captains Wits+Warfare (Military Tactics) can be used for the entire vessels initiative.

Experience

For every year or every battle a crew serves on a vessel they get a chance to improve their skills. Roll a d20 for each member of crew. If they roll equal or under the required number they improve to the next level of skill. Of course, it is only a matter of time before they start demanding a higher wage.

	Skill level
	d20 roll required for improvement

	Green
	6

	Rookie
	4

	Veteran
	2

	Elite
	Cannot improve (Unless they become NPC)


4.0 Combat in space
The following rules are used for spaceship combat. Noted between brackets are the people who can perform the action.

Actions
Fire weapon (Gunner)
Fires a weapon at an enemy vessel using the appropriate skill.

Calibrate shield (Engineer)
Calibrates the shield to resist damage.

Scan (Pilot / Engineer)
The ship can attempt to make any type of scan on another vessel or anomaly.

Evasive manoeuvres (Pilot)
The ship twists and turns to make it harder to hit. For every VP the Pilot gets on a Dx+Spacecraft+Man roll anyone firing on that vessel gets a -1 to hit.

Dodge (Pilot)
The pilot can elect to dodge a specific shot fired upon the vessel. This acts like a normal dodge using a Dx+Spacecraft+Man to contest the attack roll.

Ram (Pilot)
The pilot makes a Dx+Spacecraft+Man roll to strike another ship. A ship can only attempt to ram another ship that is at maximum one size smaller. E.G. a destroyer cannot ram a freighter, the freighter is just too fast and agile for it to catch, but it could ram a frigate. There is no restriction on ramming a larger vessel but it is not commonly done due to the massive damage it can cause. This roll can be dodged as a normal attack. A successful hit cause damage using the following formula.

· Without ramming prow:
Damage to rammer = DM of target x 2 - VP of rammer + Armour of target

Damage to target = DM of rammer x 3 + VP of rammer + Armour of rammer

· With ramming prow:
Damage to rammer = DM of target x 1 - VP of rammer + Armour of target

Damage to target = DM of rammer x 4 + VP of rammer + Armour of rammer

· Kamikaze ram - This ram is intended to do maximum damage to the enemy ship and is done at dangerous speeds. The damage multiplier is increased by 2 but the ramming ship is destroyed entirely.
Range
Ships can only engage each other when they close to range 1. This does not apply to Meson Cannons, Heavy Railguns and Torpedoes who can all fire at a range of up to 5 with a penalty of -4. Fleeing craft can be chased. Every round both Pilots make a Dex+Spacecraft test adding their Man bonus. Engineers can complement this test with a Tech+HiTech_Red test. Whoever wins can elect to close or expand the range by 1. Space stations and disabled craft cannot move and so are considered to lose every test.

Damage to ships
When a shot hits a vessel then hit location must be rolled for. The attacker can aim for a specific location then there is a -6 modifier to hit. Aiming purely for the hull is a -2 modifier. In larger battles fighters/shuttles only ever take hull damage.

	d20 roll
	Hit location

	1-10
	Hull

	11
	Engines

	12
	Sensors

	13
	Life Support

	14
	Weapons

	15
	Cargo

	16
	Man jets

	17
	Jumpdrive

	18
	Shield generator

	19
	Think machines (Autogunner / Think machines / Auto systems and Navicom)

If none present - Hull

	20
	Cockpit (Crew)


Damage to locations
If the hull is hit then damage is applied as normal. If a location is struck then that location is damaged. The amount of damage depends on the system and the size of the vessel. Each system has a damage modifier. Whenever the system takes damage equal to this number then it moves up one damage category through light, medium, heavy and finally destroyed. When it is destroyed it cannot be repaired and a new system must be installed, i.e. an Engine on an Escort vessel has two points light, two points medium, two points of heavy and finally two critical points. Every time a system reaches critical damage but is not destroyed it becomes permanently damaged by one level. This means it cannot be repaired to this level ever again, it must be replaced if it is to be used.

	System
	Damage Modifier
	Repair Skill
	Light damage
	Medium damage
	Heavy damage

	Engines
	As ship
	HiTech
	1/2 SOL
	Impulse only
	Inoperable

	Sensors
	As ship
	Volt
	1/2 Range
	1/4 Range
	Inoperable

	Life Support
	As ship
	Volt
	1/2 length
	1/4 Length
	inoperable (24h)

	Cargo
	As cargo
	Mech
	-
	-
	-

	Man Jets
	As ship
	Mech
	-2 Man
	-4 Man
	-6 Man

	Jumpdrive
	As ship
	Hi tech
	1/2 Jumps
	1/4 Jumps
	Inoperable

	Shield generator
	As ship
	Volt
	1/2 strength
	1/4 Str 1/2 Max vit
	Inoperable

	Hull
	-
	Mech
	-
	-
	-

	Cockpit
	As ship
	Volt
	-2 all pilot tests
	-4 all pilot test
	-6 all pilot tests

	Weapons
	HP cost
	Volt
	-4 accuracy
	-6 accuracy
	Inoperable


Repairing

Repairing a ship requires many hours of work and is rolled as a sustained test. The number of successes required is affected by the size of the ship and the damage taken. A number of engineers equal to the ships DM can attempt to fix any system at any one time. Ships hulls can have twice as many engineers repairing them. If a system is destroyed or needs replacing then use the New column. This totally replaces the affected system. An engineer can make one test per hour. If a system takes more damage then all previous successes gained are lost and the engineer must make new repairs. Larger ships take much longer to repair and so have proportionally higher target numbers. Larger ships can be in space dock for months. Repairing hull points uses the light category for expendable damage and medium for vital points. A critical success doubles the number of points repaired, the engineer has come up with an ingenious way of fixing the system. The first two points of damage to the hull do not require patches to fix, it is just a matter of welding a few points. Critical points are automatically repaired when heavy damage is fixed.

	Size
	Light
	Medium
	Heavy
	New

	Shuttle / Fighter
	5
	10
	25
	30

	Freighter / Escort
	10
	25
	50
	60

	Hauler / Frigate
	25
	50
	100
	150

	Bulk freighter / Destroyer 
	50
	100
	200
	300

	Liner / Cruiser
	100
	200
	400
	600

	Titan / Battleship
	200
	400
	800
	1200


· Repairing without appropriate tools = -6 test modifier

· When rolling for larger ships simply use the one roll for all engineers concerned for each hour and work out which ones pass and which ones fail.
Patches
To fix a ships system by one degree needs spare parts. A lightly damaged systems needs no spare parts to fix . A medium damaged system needs one patch of its class x DM to fix to light and a heavily damaged system needs two patches x DM to fix to medium level. Patches come in three kinds; Hi-tech, Mech and Volt.

· Mech patch - 30 firebirds

· Volt Patch - 50 firebirds 

· Hi-tech - 100 firebirds

A functioning system can be cannibalised to get a patch. For every level of damage suffered the system yields a patch. It takes 1 hour to dismantle a system by one level. e.g. a lightly damaged system can be partially dismantled to yield a single patch but would then have medium damage. Alternatively it can be completely dismantled to yield three patches. Each patch takes up 1/2 ton of cargo space.

Salvage

When any ship larger than a fighter/shuttle reaches 0 vitality it is destroyed but some components may still be functioning. A successful space walk or use of a tractor beam can salvage them for later. Roll a d20 for each system on board an consult the table below. If a system is brought to destroyed damage then it can be salvaged for a patch. If it is pushed beyond Destroyed then it is vaporised.

	Roll
	Component salvage level

	1
	Intact - System has taken no damage as a result of the blast.

	2
	Light damage - System damage up by 1 level.

	3
	Medium damage - System damage up by 2 levels (Permanent Light damage).

	4
	Heavy damage - System damage up by 3 levels (Permanent Light damage).

	5
	Blown to pieces - System yields a single patch.

	6+
	Vaporised - System damaged beyond all repair.


5.0 _ Sensors
When using its sensors  a ship can determine a great deal about another vessel or spatial event (such as an asteroid). To successfully use its sensors on something a member of the crew must make a Tech+Science(Sensors) test. The sensor package being used will affect this roll. More Victory points reveal more information.

	Victory Points / Scan level
	Ship Information

	Failure
	No information

	0-1
	Statistics - Mass, size, heading, speed.

The objects dimensions and statistics are revealed giving the user a general idea of what is being tracked.

	2
	General information - Energy readings.

The identity of the vessel can be revealed. I.E. The reading is a frigate or cruiser or so on.

	3
	Detailed information - Active Systems

The class of the vessel can be detected. Also the presence  of weapons and shields can be detected but not specific types.

	4
	Systems readout - Systems status

The name and registration of the vessel can be detected as well as all systems, types and number of weapons and the strength of any shields.

	5+
	Full scan - All details

The user can view the stats of the ship and see how much damage the ship has taken.


Proximity alert

All ships broadcast a signal whilst in sub-light. This is to warn other ships of their presence. When a ship encounters this signal it instantly comes out of sub-light. When the ships drop out of sub-light they will be at a range of d10. They can attempt a primary sensors test when the vessel closes to within their sensors maximum range to try and pick up whatever vessel was in their path. If they succeed then information is revealed as per their roll. If they fail then they must wait until the other ship either leaves or closes in. If the vessel closes to within 1/2 maximum range then a secondary sensors test is made (The crew are considered to be scanning all the time and do not need to actively say that they are using their sensors). If this fails then the crew can only attempt another test if the vessel closes to within visual range. Although at this range the ship can be seen with the naked eye and identified that way. A successful Wits+Jumproads_Lore test will reveal the type of ship and what its probable weaponry is. With 4 or more VP the actual vessel can be identified.

A vessel that closes to visual range without being detected can make a surprise attack on the other vessel having one free round to fire without be attacked itself. 
Visual contact

When the ships close to 1 range the weapons and type of vessel can be identified visually.

Sensor package modifiers
	Sensors
	Bonus to test
	Maximum Scan level

	Radar
	-2
	1

	Laser Radar
	-1
	2

	Densometer
	0
	3

	Infrared
	+1
	4

	EMS
	+2
	5

	Neutrinos
	+3
	5


Other scanning actions
Sub-light tracking

Using the scanners a vessel can trace the route of a vessel that has just entered sub-light. 10 successes are needed. Sub-light tracking must be made within 4 turns of the jump being made or all traces of it will disappear. To evade tracking many pilots make several small jumps to make tracking them more difficult. The tracking ship must detect and follow each jump to find the ship.

Jump tracking
This allows a scanner to detect where a ship has just jumped to. This requires at least 15 successes. Jump tracking must be attempted within 5 turns of the jump or all traces of the jump will disappear. If another vessel comes through or uses the Jumpgate there is no way to track the previous jump.

Tactical scan
A tactical scan can reveal weak points in the scanned vessel and give information about target shield calibration. One test can be made at the beginning of the battle. For every VP gained from the scan the damage of any hits is increased by 1 for the first round of combat only. After this time the targeted ship will have done their best to recalibrate the shield and protect weak areas. A combat scan can be attempted only once on any ship in a battle. After a ship has been scanned (even if it was a failure) it cannot have another tactical scan made upon it  by any other ship. The weaknesses have been exploited already. 

Weapons lock

Unlike the tactical scan, which is simply a structural analysis scan, a weapons lock tracks the target ship, traces its movement and increases the chance of hitting the craft. In the case of most weapons, such as blasters and lasers, it simply gives details of deflection that gives the gunner a +1 bonus to hit. In the case of self propelled weapons, such as torpedoes, it gives the firer a much better idea of where the shot should be fired and allows a certain degree of tracking. This gives an overall bonus of +2. When using an Autogunner facility it is necessary to achieve a weapons lock otherwise the Autogunner cannot fire.

To achieve a weapons lock the ship must scan a ship to Level 2 (This is different from a normal or tactical scan. For the purpose of this test Radar and Laser Radar are allowed to reach level 3). An ECM package can be used to jam a weapons lock. When a Level 2 lock is achieved the targeted ship can make a Science (Sensors)+Tech test. Every VP reduces the lock by 1. If it can be reduced back to 0 then the weapons lock is broken and must be brought back up to 3. The locking ship can be making more sensor tests to counteract this.

Communications
A ships sensors also doubles as their communications link with other ships and planets. A ship equipped with a working sensor package can transmit a message to any nearby ship or any planet it is in proximity to. These can be audio or video messages and data can also be transmitted.

Ships cannot communicate with each other at sub-light speeds. The sub-light wave of the engines garbles the message and renders it unreadable. Ships that travel in convoys use a form of Morse code when travelling together. Instead of trying to send a coherent audio or video message they send slow pulses which appear as periodic white noise. 

Interplanetary messages
If a ship has Laser Radar sensor package or better then it can also transmit to planets in the same system. A ship can transmit a message of range in DTJ equal to half its sensor rating. These messages (unless combined with an encrypting device) can be picked up by anyone in its path. There are many secret listening posts nearby military installations intercepting messages. It can also be stopped by a ship with an ECM package. For every level of the ECM package, the messages range is reduced by 1 DTJ.

Silent running
A ship can try to avoid being detected by going into a mode called silent running. This means turning off virtually all the power to systems. Artificial gravity is deactivated and all lights extinguished. Noise must be kept to a minimum as a vibrating hull is easier to detect than a still one. In this mode a ship becomes harder to track, any sensor tests are made at -4. Unfortunately this also involves deactivating the life support. The crew will now have 24h before the ship becomes uninhabitable. People in spacesuits will be fine. No actions can be taken whilst in silent running mode.

6.0 _ Movement in space
Impulse drive
All ships have an impulse and a sub-light drive fitted. Impulse drives are simple propulsion systems that run off of energy supplied by the generator. These engines are used when orbiting planets or in combat. For larger distances a ship uses it sub-light engines. When ships enter weapons range any ship may fire upon any other. To escape combat the ship must either use its sub-light engines or outrun the enemy ship.

Sub-light drives
The engines using these rules work slightly differently. When they are engaged the ship speeds up to full SOL% within seconds. Travelling at this speed is dangerous though and the sub-light jump must be planned with great precision. 

In any non-emergency situation the navigator simply makes a Wits+Science (Stellar navigation) test. If successful then the jump goes uneventfully. If a critical pass is made then the navigator has managed to plot a fast route using local anomalies and other factors to speed up the jump. The vessel jumps at 2% SOL faster than usual. If failed the ship travels at 2% SOL slower than usual as the navigator has plotted a bad route. A critical failure could result in the ship taking minor damage if the GM desires.

If in a battle situation the navigator needs to plot a sub-light jump with a sustained test of Wits+Science (Stellar navigation) with a target of 15 successes per day of jump. These tests can be attempted once per round. In an emergency situation a mini-sub-light jump can be plotted that simply takes the ship out of danger. This requires only 10 successes.

When two ships pass each other at sub-light speeds a proximity alarm sounds and both ships deactivate their engines. Roll a d10 to determine the starting sensor range. These proximity alarms cannot be deactivated due to the danger of two craft striking each other at sub-light speeds or being affected by each others sub-light waves. 

Emergency sub-light jump
In an emergency situation the sub-light engine can be activated without planning. These short jumps can be helpful to get the ship out of dangerous situations but are dangerous themselves. The chance of hitting particles or larger pieces of matter are great and can cause great damage to the ship. Roll a test against the captains Faith or Ego statistic. If successful the ship makes the jump without problem and the ship finds itself relatively far away from the location in a random direction. This distance is not very far but well beyond sensor and weapon range. If it fails then the ship takes damage equal the difference the test failed by. This damage need not be rolled for, it is the final damage score. Shields are ignored and it is applied directly to the hull. Any armour can protect the ship. A critical failure means a large piece of matter was struck and he ship is instantly destroyed. It is a dangerous practice turning on sub-light engines without planning.

Travel time

Each planet should have a stat of number of days to Jumpgate. This is for a ship travelling at 10% SOL. Use the following table to determine how long it takes for a ship to reach its destination.

SOL*

	Days to Jumpgate
	2%
	4%
	6%
	8%
	10%
	12%
	14%
	16%
	18%
	20%
	22%
	24%
	26%
	28%

	1
	5
	2.5
	1.7
	1.3
	1
	0.8
	0.7
	0.6
	0.6
	0.5
	0.5
	0.4
	0.4
	0.4

	2
	10
	5
	3.3
	2.5
	2
	1.7
	1.4
	1.2
	1.1
	1
	0.9
	0.8
	0.8
	0.7

	3
	15
	7.5
	5
	3.8
	3
	2.5
	2.1
	1.9
	1.7
	1.5
	1.4
	1.2
	1.1
	1.1

	4
	20
	10
	6.6
	5
	4
	3.3
	2.8
	2.5
	2.2
	2
	1.8
	1.6
	1.5
	1.4

	5
	25
	12.5
	8.3
	6.3
	5
	4.2
	3.6
	3.1
	2.8
	2.5
	2.3
	2.1
	1.9
	1.8

	6
	30
	15
	10
	7.5
	6
	5
	4.3
	3.7
	3.3
	3
	2.7
	2.5
	2.3
	2.1

	7
	35
	17.5
	11.6
	8.8
	7
	5.8
	5
	4.3
	3.9
	3.5
	3.2
	2.9
	2.7
	2.5

	8
	40
	20
	13.3
	10
	8
	6.6
	5.7
	5
	4.4
	4
	3.6
	3.3
	3
	2.8

	9
	45
	22.5
	14.9
	11.3
	9
	7.5
	6.4
	5.6
	5
	4.5
	4.1
	3.7
	3.4
	3.2

	10
	50
	25
	16.6
	12.5
	10
	8.3
	7.1
	6.2
	5.5
	5
	4.5
	4.1
	3.8
	3.5


*The science is a little shaky on this point. To get to the sun from earth at 10% takes about an hour. For the purposes of this table we must assume that either there is some effect that ships travelling at this speed encounter or that this does not actually refer to the speed of light in our dimension but whatever dimension a ship slips into at sub-light speeds. Live with it!

Engineers can push engines to their very limits allowing faster speeds. With a roll of Tech+Craft Redemption the engineer can increase the ships speed by one category. If, however, the engineer fails the ships engines take light damage and the sub-light route must be replanned. As such, most Captains do not attempt this although with larger craft it can often be quicker to repair a damaged engine and try again than to travel on at slower speeds.

Catching a ride
People, vehicles or smaller ships can catch a lift on larger vessels. If the ship has sufficient landing bays or room for extra passengers they can carry them through Jumpgate or to planets. The cost of these journeys varies depending on what is being transported, the quality of the cabins and who is being transported.

Passenger costs
If the passenger has the Passage Contract benefice they can travel up to this many days to Jumpgate for free. All Jumps are free. Travelling like this frequently means being in the dormitory. If the passenger wishes to have better accommodation they must pay full price. Other people may accompany someone with Passage Contract but this reduces the days to Jumpgate by 1 per extra passenger. E.g. A player with a Passage Contract of 4 could travel up to 4 days to Jumpgate by himself/herself or 3 days to Jumpgate with a companion. He/she can take up to his/her Passage Contract through a Jumpgate for free.

Sub-light jump
A sunlight jump costs 10 x days to Jumpgate (regardless of ship speed) x Quality level, in fb.

Jumpgate trip
A Jumpgate journey costs 20 x Quality level.

	Quality level
	Accommodation
	Notes

	1/2
	Cargo
	The passenger travels in the cargo bay with no amenities

	1
	Dormitory
	The passenger travels in a cabin with up to 20 other people

	2
	Cabin
	The passenger has a private cabin

	4
	Suite
	The passenger has a private suite with luxurious amenities. These cabins take up 2 passenger spaces and are very plush


Ship passage
A ship can be transported by a larger ship in its landing bays. This allows ships without Jumpdrives to make Jumpgate journeys. The cost depends on the size of the ship. The following table shows the cost for carrying the ship in its Landing bay for a Jump and the cost per day for a sub-light journey.

	Ship size
	Cost for Jumpgate
	x days to Jumpgate

	Vehicle
	100
	25

	Shuttle / Fighter
	200
	100

	Freighter / Escort
	500
	250

	Hauler / Frigate
	1.500
	750

	Bulk freighter / Destroyer
	3.000
	1.500


Docking costs
Docking with a space station incurs similar costs per day. Whilst docked the ship is protected by the stations shields and need not use its life support. The cost of docking is 5 per day x DM.

Landing costs
Using the landing bay on a station costs more but allows external repairs. The cost is 20 x DM per day.

Message courier
Sending a message across the galaxy requires a Charioteer sanctioned messenger. The cost involved depends on the distance travelled. All Charioteer couriers are required to be honest and make sure every message is sent through. They can also be used to deliver small packages at double the cost of a letter. The cost is 2 x No. of Jumps and 2 x No. of DTJ to the delivery point. The time it takes to deliver is usually about equal to the cost in days. It is a slow process to get a message across the galaxy. For three times the cost a data package can be sent instead which is broadcast from station to station and ship to ship. This is a much less secure method but only takes about (12 hours x DTJ) + (12 hours x Jumps)

Hiring a Jumpkey
Ships frequently do not have the appropriate Jumpkey for a route they need to take. There is always, however, a representative of the charioteers guild around who is willing to hire their personal key out. For the cost of 250 to 500 firebirds the charioteer will accompany the vessel through the Jumpgate and then debark at the nearest station or planet. The charioteers keep a very close watch on these trips and anyone trying to steal the jumpkey will have great problems on their hands.

