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s across the rift, fight Vargr corsairs, or drop from orbit in
meteoric assault on a pirate base. If you can conceive i,
URI S Traveller lets you play it.

i s URPS Traveller: Humaniti
GURPS | il !nthe ﬂ-aveller world, ahcns come in al] shJPﬂ‘S ﬂnd sizes.

s:Homo sapiens, all look pretty much the same. Looks,
rse, can be decelvmg

Servmg as trade centers, customs offices, and
sts of civilization in far-flung systems, they play a
mle in the livcs of starfarem and are a crmial source

G URPS Traveller. Modular Cutter

- Often dubbed “the workhorse of the Imperium,” the

F: “modular cutter is the primary ship design for intrasystem

Y,  transport. Its flexibility made it popular its durability made it
\ essential. In Modular Cutter, you'll find dozens of designs for
- ship modules that can be swapped out at a moment’s notice.

~ You'll also find new ideas for using the modules, from space

" stations to interstellar cargo ships. Traveller fans have been
askmg for this book for years!

.GURPS Traveller: Rim of Fire

The Solomani Rim sector lies at the rimward edge of the
. Third Imperium. It is an ancient, densely populated region.
GURPS T ~ For 6, 000 years, the Solomani Rim has been a place of epic
| femluuons and wars. Today it remains a flashpoint for galactic
R I l‘r’l‘” F I R E - conflict . . . The Third Imperium occupies hundreds of worlds,
3 ~including Terra, the human homeworld. But much of the sector
~ 15 under the control of the despotic Solomani Confederation.




GURPS Traveller

By THOMAS L BONT, ROBERT PRIOR,
AND CHRISTOPHER THRASH

Based on the award-winning Traveller
science-fiction universe by MARC MILLER

Design and Design Verification by JOHN BUSTON,
BRANDON COPE, AND KENNETH PETERS

Additional material by JoEN M. FORD,
MARTIN HEIDEMANN, THOMAS JONES-LOW,
PHIL MASTERS, THOMAS SCHOENE,
PATRICK SWEENEY, AND JON F. ZEIGLER

Modular Ship Design System by DAVID PULVER

Edited by GENE SEABOLT AND JON F. ZEIGLER
Illustrated by AARON CAMPBELL, JESSE DEGRAFF,
AND GLENN GRANT

Deck plans by ANDY AKINS

Cover by DoOUG CHAFFEE

Other Contributions by Andy Akins, Matthew Ashley, William Barnett-Lewis,
Kurt Brown, Juliean Galak, Thomas Karpf, Erik Manders, Paul May,
Dominic Mooney, William Prankard IV, David P. Summers, Fred Wolke.

GURPS System Design 1 STEVE JACKSON
Managing Editor l ANDREW HACKARD
GURPS Line Editor 1 SEAN PUNCH

GURPS Traveller Line Editor 1 JON E. ZEIGLER
Project Administrator l MONIQUE CHAPMAN
Art Director 1 LOREN WISEMAN

Design and Production 8 GENE SEABOLT

Page Design 1 JACK ELMY

Print Buyer 8 MONICA STEPHENS

GURPS Errata Coordinator F ANDY VETROMILE
Sales Manager FROSS JEPSON

Playtest Coordinator: Shawn Fisher

Playtesters: Frederick Brackin, Terry Carlino,

Harold Carmer, Nelson Cunnington, Peter Dell’ Orto,
Charles Gray, Volker Greimann, Anthony Jackson,
Jim MacL ean, James Maliszewski, Onno Meyer,
David Morgan-Mar, Nana Yaw Ofori,

Hans Rancke-Madsen, Mark Turnage, Eric Ueber,

Ian Whitchurch, Bolie Williams IV, and Kenneth Witt.

GURPS, Warehouse 23, and the all-seeing pyramid are registered trademarks of Steve Jackson Games Incorporated. GURPS Starships, Pyramid, and the names of all products
published by Steve Jackson Games Incorporated are registered trademarks or trademarks of Steve Jackson Games Incorporated, or used under license.
GURPS Traveller: Starships is copyright © 2003 by Steve Jackson Games Incorporated. All rights reserved.
Traveller is a registered trademark of Far Future Enterprises and is used under license.

The scanning, uploading, and distribution of this book via the Internet or via any other means without the permission of the publisher is illegal, and punishable by law. Please
purchase only authorized electronic editions, and do not participate in or encourage the electronic piracy of copyrighted materials. Your support of the author’s rights is appreciated.

ISBN 1-55634-475-9

12345678910

STEVE JACKSON GAMES



INTRODUCTION .......4

About GURES .o ol o i 4
1. STARSHIPS .......5B
THE STARSHIP ENVIRONMENT . .. ........ 5
Starship Stedetare Silct oo w0 6
SizeRanigh: ol o minins e e 6
Common Ship’s Systems . .......... ... 6
Internal Appearance ... ..ol o ool 0y 7
Nomse o i s ey 7
Smely = o N Ui 7
VIPWDORS D s s o 7
GV e e s SO 7
Shipboard Information Service ........ 8
Eomitiients L ol e 8
Werketationei 2 10 B :)
HrespBry. st L e L, 10
Culture and Naval Architecture .. ..... 11
2. STARSHIP DESIGN AND
CONSTRUCTION ... 12
SHIPBEIEDING 00 v = - (L W 12
Termmology s ... 1. ... .o oLl 12
WorlinigtheYards. ... ......ice 0 12
Shipyard Facilities . .5t iae ool 13
Standard Designs . ...... ..o .. ... 14
Building Better Ships From the
Ground (Clearance) Up ......... 14
CustomBuilding .. ... ...l ... i5
STARSHIP DESIGN SEQUENCE .......... 16
Naval Ship Classes.. .. :.ciioi .. 16
Step 1: Concept and Tech Level .. . .. 17
Streamlining oo n Tl Sl L 17
Step 2 HullDesipn .o o o0 o0 oot i8
Step 3: Turrets, Bays,
and Spinal Mounts . ............ 19
Evolution vs. Revolution .......... 20
StepdArmor. oo Lo 20
Step 5: Other Surface Features ..... 21
Step 6: Component Modules ....... 21
Cargo SpaceinTurrets . ... ... 0. 21
Step 7: Turret and Weapon Bay
ATIAMENt i i i 21
Step 8UStalisHes vt vl 22
Step 9: Performance
and Design Finalization ......... 23
G-Round Calculations ............ 23
UnderwaterAction oo i, 24
Directions and Numbering . .. ... ... 24
CREW AND PASSENGERS .............. 25
Crews on Large Ships ............ 25
Gunnery SecHOm «i ... s 25
How Many Medics Do I Need? . ...... 26
BICTINGOUT S0 =i e e n iy 26
Additional Expenses ............. 26
Outittingthe Ship . 0= .00 27
Patsand Storesii= bt s s i 27
Hiting Crew . o i & v i o 217
S.HULLS ... .0, ... .B8
STREAMLINED
AND UNSTREAMLINED HULLS ........ 28

STANDARDHULLSIZES =0 .. ... ... 28
Customn HulkSizesi i = na iy 29
Options - i o Gaian 29

COMPARTMENTALIZATION ............. 30
Robotic SHips . w00 i, 30
DISPERSEHUILS ol o e i 30
PLaNETOIDHULES &, o .ol ool 30
ARMOR &0 -0 o s e 31
SURFACE FEATURES:. 0 oo o000 31
: Sealing & .. 5.5 SHELE L e 31
Sensor Masking .......... SR 31
Additional Shielding ... .......... 32
Turrets G Coe S e 33
Weapon Bays..... ... 5 T SCEEEE 33
ModulazSoeketsia oo vl L 34
External Store Mountings ......... 34

4. PROPULSION,
POWER, AND FUEL . 36
ENGINEERING COMPONENT MODULES . .. 36

Engineering Modules ............. 36
Aiflocks: e B T 36
Small-Craft Bridge Add-Ons . ...... 36
Power-Plant Cores .0t v oo oo 36
PowerPlant Slices . _». ool 000 36
Enerpy.Banks . Su s bR 37
HMePDmIvES(TLY) 5 oo oo 37
SHORT-TERM SYSTEMS . .............. 37
REACTION AND MANEUVER DRIVES ..... 37
Nanenver Drives: fi g oo 37
Solab Safls @ ol i 38
Reaction Peives: rhmiie o 38
AtmosphericDrives ... .o 39
GRAVITIC SYSTEMS (TL8) ............ 39
Maneuvering Without
Grav Compensation ............ 39
Utility Systems (TL8) ............ 40
Contragravity Systems (TL8) ...... 40
Can My Vessel Really Fly? ........ 40
Combination Gravitics Systems
PRl B e e 40
BoEL TANKS = oo s i ih i s 40
Jump-Fuel Tanks - c oo dea Dl 41
Collapsible Tanks . -~ .= o000 41
Demountable Tanks . ............. 41
BrrepTankssi s ool Daln e 41
Reaction:Masg. .00t o s 41
FuEL COLLECTION AND PURIFICATION . .. 41
Fuel Processors: .. i vl aiee 41

5. CONTROLS, SENSORS,
AND ELECTRONICS . 42

BRIDGESYSTEMS . .. .. ..o B2
Cockpit/Systems: Lo ool oin L oal 42
Basic Bridges ....... e )
Command Bridges ...............42
Bridge Opfions -2 2. 2 0 e oaia 42
Auxiliary Control Stations

{Duplicate Controls) ........... 43

BRIDGE SYSTEMS MODIFICATIONS TABLE . . 43
Information Centers . ............. 43
COMMSYSTEMS i s a6 43

Communications Suites . .......... 43
Communications Modules (Xboat) . .44

SENSOR:SYSTEMS; lu= st s i 44
SensorSues . b oo i 44
Long-Range Sensors (TL8) ........ L
Densitometers (TL11) .......... .. 44
Underwater Electronic Systems . . . .. 45

ELECTRONIC WARFARE SYSTEMS ....... 45

JAMMER SYSTEMS © 0l o ity 45

COMPUTERSYSTEMS . ... .ocvvurennen 45

6. WEAPONS AND
DEFENSES .......486

TURRET WEAPONS ... ....-cc.uunionn 46
Miasstle Racks:: o oo iR 46
Energy Weapons: o ndoe. ol L. 47
Sapdeasters > Sl pdm LS| | | 48

BAYWEAPONS . .. e, ... 49
Missile Bays = . ... o ov o tiba. .. .- 49
Energy Weapons ................ 49
Repulsor Bays (Late TL9) ......... 49

SPINAL WEAPONS .0 v wvie e e o o ciiiee e 50

SCREENSYSTEMS .. ..covvniiuaenauns 50
Nuclear Dampers (TL10) .......... 50
Meson Screens (TL10) . ........... 50
Force Fields (Late TL12) .......... 50

7. LAUNCHED
ORDNANCE ......5B2

WHSSHES & b o L 52
MissilePesionie i s L. . 52
Standard Missiles . .. ............. 53
Missile Warheads ... .. ... ... 53

DEADFALL ORDNANCE . .. .......connn. 53
Spike Submunitions (SSM) ........ 53
Glide Bombs oyl il oo T 54

PROBES/DRONES i poe s o o 55
Stealth Surveillance Drone (TL12) .. 55
Electronic Warfare (EW)

Dirane CIL O e b et T
Short-Range Probe (TL12) ........ 55
Probe Launchers: ......... .. 0. 55

JuMP TROOP SYSTEMS . .............. 55
Standard Drop Capsule ........... 55
CapspleRacks & o0 sl ool i G 55
Drop-Capsule Launchers .......... 55
Battledress Ready Rooms

Moerpesi Tl e 55

8. CREW AND
PASSENGER

ACCOMMODATIONS 56
MODULES FOR CREW AND PASSENGERS .. 56

LifeSopport- oo it Tl 56
Alien Environment Suites . ........ 56
Bunkyooms o s ool 56
Small-Craft Cabins . ... 0 00 57
fEraveline s Dol s el D 57
TowBerths (TLO). - .o o0l o 57
That's Entertainment ... ............ 58
Passenger Couches ... ..oooii. 0 58
Stateroonis sl g Sl 58

CONTENTS



@ittt e 58
Life Support and Provisions. ....... 59

Luxury Fittings
and Entertainment Facilities .....359

Gymnasiums/Exercise Rooms . .. ... 59
Halls, Bars, or Conference Rooms . . . 60
Holoventures (T1.9) vt ies o 60
ShootingRanpes’ - i 0 & 60
Stages:ioios ol s SR e i 60
Swimming Pools ......... Ll 60
‘Eheaters i uio e .. 60
Null-G Handball Courts (TL8) ... .. 60
ShiplsGalleys oo, ool 00t 60

9. ACCESSORIES AND
UNUSUAL ITEMS ... 61

CARGO. i iar i L e 61
CargorHoldssln e o 0 e g o 61
SmupglerisHolds o0 e 61
ShipisEOCKErs s v oo L iin g 61

WEAPONSTORAGE .= Lo 61
Anti-Blast Magazines ............ 6l
Damper Boxes (T ol ooy 61
Antimatter Bunkers (TL12) ........ 61

CARGO-HANDLING GEAR ............. 62
Gravitic Manipulators (TL11/13) ...62
Mass Gatchers (TL8). .. .. "0 4 62

Optional Detail: Hatches
and Clperihps Ui b s e 62
Additional Equipment .. .......... 63

VEHICLESTORAGE " ... .. oo ol 63
VehicleBays o) nimssnninsan 63
HangarBays, ... il vl 64
Spacedocks . O 64
Launch Tubes/Mass Drivers (TL8) .. 64

LABS AND WORKSHOPS .« .oooucinnion 64
Laboratoriessliitins i d 8 64
Isolation Laboratories ............ 65
Simulation Labs (TL9) . ........... 65
CompaterBahs ol il 0 i 65
Workshops: iios il d s i 65
Shipyards (B9 o0 = a5 65

MEDICALFACOTIES . - ... ... .. o 65
Emergency-Aid Stations .......... 65
SickBays (- Lol 0 sl 65
Military Sick Bays/Aid Sianons seo 60
EvacuationBays ... ... ... .. .= 6b
Operating/Theatersinias ol oo 66

HABITAT MODULES . ... .. ........ .66

SECURTEYASYSTEMS: e Jioe o 2l o 66
Cells/Armories/Safes ............. 66
Brigsaio oo e o nane 66
Double-GellBrigs .0 s i 66

MISCELLANEOUS SYSTEMS & .. ......... 67
Turreted Mining Lasers (TL§) ... ... 67
Ore PTOCESS0IS i e i 67
Passage-Tybesisisiiel vt i oy 67
Entry: Modules i il aeiimeiie mn s 67
Escape Capstles ol bl s o i 67
Boarding Clamps = . oo i ... 67
Survival Shelterst i iviiiam a0 67

Optional: Zero-Space Systems ........ 68

COMPUTERS AND PROGRAMS . ......... 70
Using Programsic oot sesan, 70

FUTURE DEVELOPMENTS . ... ivuveanin. 72
Reactors and Energy Banks ...... .. 73
Anitmaties s ciin g 73
Megathrusters (Late TL13) ........ 73
Wedpons s et sl e 73
Telepotersi(Eate bl 3y e i £i s 73

10. STARSHIP
DESIGNS .......749
SMALL CRART . il stina iy 74
StarsmpWrtleups -0 il 74

10-ton Launches .. ...... R 1 75
20 tonGupsi o Sl Ll 75
20-ton Customs Gigs ............. 75
DECK PLAN: QUATERMAIN-CLASS
10-TON HUNTING LAUNCH . ... ..... 77
DECK PLAN: CONNOR MCBANE-CLASS
20-ToN CUSTOMS GIG ... ......... 17
30-ton Ship’sBoats .............. 77
A0-ton:Pimnaclesic - onas s e 77
100-ton Interplanetary Shuttles .. ... 78
BiohierSSinct vool s il oo e 79
DEcK PLAN: VALOR-CLASS
HEAVVEIGHTER ot ale s o 79
System Defense Boats . ........... 80
DECK PLAN: DRAGON-CLASS SDB
ANDJUMPSHUTTLE . ............. 82
System Defense Boat Jump Shuttles . 83
Type I Patrol Cruisers . anoaio, o0 84
DECK PLAN: Vayu-CLASS
PATROLICRUISER: . . ... .0 . os 85
SatarkShips o hoa o 87
DECK PLAN: SAFARISHIP: .. ... ........ 88
Container Ships ....... SosiE 90
Jod-1l-Jagd Vessels . ......c.cnvinn 91
Common Starships . .............. 92
DECK PLAN: KUGASHIN-CLASS LAB SHIP . . 94
‘Warships and Dreadnoughts ....... 98

DECK PLAN: TIGRESS-CLASS

IERADNOUGHT & 100
11. STARSHIP

OPERATIONS ... 102
MOVEMENT 08 102
Jump Points
and Jump-Point Masking ....... 102
Jump PoINT MASKING TABLE
(MAIN SEQUENCE STARS) ........ 102
FREE JUMP-POINT TABLE ............. 103
DeepNavigation ... ... . 00000 103
CoMBAT - it o 104
Missilee s e o e e 104
HEME e 105
Boarding Operations ... .. S 105
MAINTENANCE AND SUPPLIES ......... 106
Routine Maintenance ............ 106
Annual Maintenance ............ 106
Refitting and Starport Repairs ... .. 106
: HeldRepaiis: . oo 107
WILDERNESS REFUELING OPERATIONS . . 107
Refueling Classifications ......... 108
Refueling Options .............. 108
Gas Giant Skimming ............ 109
How Far Is That Gas Giant? ........ 109
HhehiGuard: - - o o0 109
12. LIFE ABOARD ... 110
EINDINGABERTH ..o . o 110
Recruiting Organizations ......... 110
Starship Superstitions . .. .. ....... .. 111
CrewingaShipos o000 0 0000 112
Incident-Free Voyage .............. 112
BASICDUTIES ... ... e 113
CDEIESRIfE e s e 113
ShipisArticless 113
Tirover i e oo 114
Duty Types ...... e 115
Staving Alives . = o o S ollel
Career Planning ............ ot AR
OFFICER’S DUTIES . ... .. e oo TR
Bilot o0 snies
GAstomator S too ol o0l 118
Flight Confroller. ... o 119
SenserOffieer 0 -0 . 100 119
Communications Officer ..... L 11O
Weapons©Officer .. ... o 120

ChEEENGINEET . ccoviowide camias ans 120

TR o moth ye e L P 120
MeAICALOETICET - 4. . viv vie waralaoin s 120
CAPTAIN'S DUTIES - ... oo v ov vv vviionais 120
SEEShID Skellsos. Bousl: oL LRt 121
e T R Ry R e O 122 122
ASSENGRRS I L e b e 123
Your Attention, Please . . . ........... 123

APPENDIX A:
MODULE TABLES .. 124

EN L g SR |l e U S 124
ENGINEERING AND POWER PLANTS ... .. 124
PHEBIRNKS £ 0500 o ol v S e 124
Gravitic Systems ............... 124
EnBroyeBanks 3w, . ... .. .. vt 125
Hydrogen-Fueling Units ......... 125
Misc. Engineering Systems ....... 125
SEGURITY . it~ -5 piap it o 125
QUARTERS AND LIFE SUPPORT ........ 126
NEDICAEE b = - kg o 126
RECREATION FACILITIES ............. 127
SURVIVAL SHELTERS .. .0.o. i, 127
HABITATS & 5 iy o 127
MISCELLANEOUS SYSTEMS . .......... 128
Jump-Troop Systems . ........... 128
Ore:Processors:. oo, . i 129
Teleportersas ==~ o it do il 129
Escape Capsules .. .. oiiocin 129
Beacons: skl i Se s 129
WEAPONSE &r il ih i nte o 130
TorreCEasEIS 60 Son a0 130
Turret Missile Racks ............ 130
Turret Sandeasters &5 oot o 130
High-Energy Turret Weapons ..... 130
Bay Weaponsi =seamnn ol 130
MissileBayst i e i 131
Missiles o s aninnE e st e 131
EWSDones - fhisomnmtine s i 131
Sand:-Canistersis s Bt et e 131
Weapon Storage &m0l Lo Lnl 131
PrrrefSiiisesaii Taabenmiin s 131
50-ton External Bays ............ 131
100-ton External Bays ........... 131
mtemat Bays iois, i i s s 131
Spinal Mount Weapons .......... 132
COCKPITSAND BRIDGES . ............ 132
ELEECTRONIC SYSTEMS . .. oo 133
SensonSystems fonn oo i 133
Sereensi sl b 134
Electronic-Warfare Systems . . . .. .. 134
Long-Range Sensors ............ 134
Special Sensors and Add-Ons ..... 136
Communications Suites .......... 137
Computer and Scientific Systems .. 137
PRIVEST o e et s 138
Reactionless Thrusters .. ......... 138
ReachonDrives iini 0.8 e 138
Atmospheric:PDrivesy o i i 138
Short-Term Reactionless Thrusters . 139
Short-Term Reaction Drives ...... 139
Short-Term Atmospheric Drives ... 139
SolamSailss isiinge = e 139
Jimp Bevessis s o sl 139
APPENDIX B: WEAPON
TABLES .. . . .. . =« 140
Turret Energy Weapons .......... 140
Bay Enerey Weapons . ........... 141
SpinaliMounts ==~ .. L0 141
MiEsTies: o o o 142
CivillapiMissiles. = ool 142
DeadfallOrdnance ... ... .. ..... 142
INDEX . ... .......143

CONTENTS

3



ut GURPS

Steve Jackson Games is committed to full sup-
port of the GURPS system. Our address is SJ
Games, Box 18957, Austin, TX 78760. Please
include a self-addressed, stamped envelope
(SASE) any time you write us! Resources include:

Pyramid (www.sjgames.com/pyramid/). Our
online magazine includes new GURPS rules and
articles. It also covers Dungeons and Dragons,
Traveller, World of Darkness, Call of Cthulhu,
and many more top games — and other Steve Jack-
son Games releases like In Nomine, Illuminati,
Car Wars, Toon, Ogre Miniatures, and more.
Pyramid subscribers also have access to playtest
files online!

New supplements and adventures. GURPS con-
tinues to grow, and we’ll be happy to let you know
what’s new. For a current catalog, send us a legal-
sized or 9”x12”” SASE — please use two stamps! —
or just visit www.warehouse23.com.

Errata. Everyone makes mistakes, including us
— but we do our best to fix our errors. Up-to-date
errata sheets for all GURPS releases, including this
book, are available on our website — see below.

Gamer input. We value your comments, for
new products as well as updated printings of
existing titles!

Internet. Visit us on the World Wide Web at
www.sjgames.com for errata, updates, Q&A, and
much more. GURPS has its own Usenet group,
too: rec.games.frp.gurps.

GURPSnet. This e-mail list hosts much of the
online discussion of GURPS. To join, point your
web browser to www.sjgames.com/mailman/
listinfo/gurpsnet-I/.

The GURPS Traveller: Starships web page is
at www.sjgames.com/gurps/books/traveller/
starships/.
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Introduction

As the name implies, Traveller is about traveling — heading
toward new adventures, shaking pursuit from old adventures, and rev-
eling in the freedom to explore the galaxy. Travelers who possess a
starship have more control over their destinies, because it gives them
more independence and freedom of movement than a group without a
ship. An adventuring group that lacks its own starship will find buy-
ing, building, finding, or stealing one to be an important goal.

GURPS Traveller: Starships is intended as the ultimate guide to
starships in its universe. This book contains extensions to the starship-
design rules found in GURPS Traveller, fully compatible with those
rules and with GURPS Vehicles. It also provides rules for starship
operations, and details of what life aboard a starship is really like.

So sign on the roster, grab your dutfel, and get ready to lift ship!

ABouT THE AUuTHORS

Thomas L Bont has been a gamer for over 20 years. This is his
first foray into printed media, aside from a few collaborations from a
gearhead perspective. He is the lead programmer for GURPS Vehicle
Builder and has over a dozen articles to his credit in the Journal of
the Travellers’ Aid Society. Currently, he is the president of Bont
Software & Control Systems Inc., based out of Hickory Creek, TX.

Robert Prior has played Traveller since it was first published. He
has written for Digest Group Publications, Heliograph, the Canadian
Space Agency, and Steve Jackson Games, including more Journal of
the Travellers’ Aid Society articles than any other mortal. When not
dreaming about the future, he nurtures it, one mind at a time.

Christopher Thrash is a serving military officer and a qualified
helicopter pilot. He has spent far too much time away from his family,
and has learned a fair amount about ships and shipping in the process.
He has been playing roleplaying games since March 1976, Traveller
since December 1977, and GURPS since 1991.

ABouTt THE LINE EDITORS

Loren Wiseman was one of the founding partners of GDW Inc.,
original publishers of Traveller, and spent more than 20 years there as
a game designer, developer, typesetter, and editor. After GDW closed,
Loren freelanced for a time, then came to SJ Games, where he is the
GURPS Traveller senior line editor and Traveller expert in residence.

Jon F. Zeigler has been a science-fiction fan since the cradle
(literally). He and his wife and two children live in Maryland, where
he works as a computer-security consultant. He has written several
past books for GURPS and GURPS Traveller, and currently serves
as the GURPS Traveller line editor for Steve Jackson Games.

JournaL oF THE TRAVELLERS® AID SOCIETY

The long-running Traveller magazine is now online at
jtas.sjgames.com. It supports all versions of Traveller with news,
articles, discussion areas, and reviews. Subscriptions are $20 per two
years, for 52 biweekly updates and full access to archives.

The Traveller News Service is updated weekly, chronicling the life
and times of the Imperium, and is viewable free at
www.sjgames.com/gurps/traveller/news.html. The SJ Games Tray-
eller links page (www.sjgames.com/gurps/traveller/links.html) links
to the Traveller Web Ring, which includes most of the major Traveller-
oriented websites. For information on subscribing to the Traveller
mailing list, go to tmltravellercentral.com.
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Consider how often we take the parameters of interstellar
technology for granted. It’s true that the workings of the jump
drive are so perplexing that very few civilizations have ever
developed it independently. Aside from that obstacle, however,
almost everything about interstellar travel is easy. Once the
Jump drive is known, it can be built by relatively primitive cul-
tures. It requires no extraordinary skill to maintain or use. It
can be installed in ships small and simple enough to be oper-
ated by a single crewman. Its operating costs are well within
the reach even of individual entrepreneurs.

As a result, interstellar travel is within the reach of com-
mon individuals everywhere in Charted Space. We can afford
to use it for the most prosaic purposes: warfare, trade in
basic commodities, migration, even idle tourism.

There’s no obvious reason why this had to be the case.
Suppose interstellar travel cost the equivalent of billions of
credits per ton-parsec, could not be accomplished by ships
smaller than flying mountains, and required skills only a tiny
fraction of Humans could master. History would have been
utterly different — assuming that an interstellar civilization
could be built at all, under such circumstances.

— Sir Shamash Thomas,
An Overview of Imperial History

Starships bind the Imperium together. Millions of star-
ships are registered within Imperial space, carrying cargo and
passengers, protecting the trade lanes, helping Imperial citi-
zens go about their business. Most citizens will never travel
from one world to another — but starship sto-
ries fill the Imperial news and entertainment
channels, giving every citizen a picture of
what life aboard is like. Every citizen knows
something about the ships that carry goods
and passengers, protect the trade routes, or
explore new worlds. Starships are romantic,
promising the freedom to travel widely, visit
exotic places, take part in a millennia-old
tradition, and make one’s personal fortune.

Traveller revolves around starships.
Almost every adventuring party will spend
much of its time making its way from one
world to the next via starship. Perhaps only
one member of the group will own a ship
(or at least control it, in the case of a
detached Scout). Or the adventurers may be
part owners in a merchant starship. Or the
GM may turn the acquisition of a ship into
an adventure, making would-be starfarers
earn their wings.

Y

Adventuring without a ship is possible, but the campaign
takes on a radically different nature (which some players may
prefer). The focus changes from interstellar to interplanetary
(or single-planet) situations, and the group tends to linger in
one system or on one world. The group can take passage on
NPC-operated starships, stow away, or otherwise arrange to
travel from world to world — but this cannot always be done
freely, at the will of the adventurers.

THE STARSHIP
ENVIRONMENT

In Traveller, a starship is defined as a spacecraft capable
of faster-than-light travel. Because there is only one means
of FTL travel in Traveller, this specifically means any
spacegoing vessel that has a jump drive. Slower-than-light
generation ships can engage in interstellar travel, but are not
called starships because they do not use jump drives. Such
vessels are obsolete. Battle riders are large, extremely pow-
erful ships of the line, but they have no jump drive, and thus
are not starships.

A starship presents an artificial environment which
spends much of its time utterly isolated from the wider uni-
verse. Crewmen and passengers coming aboard for the first
time will find much of it unfamiliar, despite efforts to make it
safe and comfortable.
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A starship must displace at least 100 dtons (see
p. 12) in order to use a jump drive. The most common
starship of this size is the Suleiman-class scout/courier,
used by the IISS and by detached scouts throughout the
Imperium and beyond. Coming in a close second is the
100-dton express boat (Xboat).

The upper limits of starship size have yet to be
reached, but current theory places the maximum size of
a starship between 1.5 million and 2.5 million dtons —
although some engineers claim that there is no real
upper limit.

STARSHIP STRUCTURE

Every starship has a hull, a main body or shell which
acts to contain the ship’s components and payload. The hull
always carries some armor to protect against meteor impact
and other natural hazards. It may or may not carry extra
armor to protect against combat damage.

The hull is internally divided into compartments, each of
which contains some of the ship’s components or provides
space for payload. Compartments are separated by
bulkheads, decks, and partitions. Decks are usually perpendi-
cular to the onboard artificial gravity’s “down” axis, while
bulkheads and partitions are parallel to it. More intuitively,
one walks on the decks and opens doors set into the bulk-
heads and partitions.

Bulkheads are structural elements of the ship and can
withstand differences in air pressure on either side. A com-
partment which is sealed by bulkheads will maintain its inter-
nal environment even if there is a hull breach in an adjacent
area. Bulkheads are used to surround very important or dan-
gerous areas of the ship, such as the bridge, the engineering
compartment, or the block of crew quarters. Bulkheads can-
not be moved around the ship without a significant amount of
work at a shipyard.

Partitions are simple walls, serving to divide compart-
ments without being airtight. They can easily be moved from
place to place by a mechanic-and-electrician team. As a
result, different ships (even of the same class) can have dif-
ferent internal arrangements.

 ComMoN SHIP?

A variety of equipment and systems will be found
inside the hull of any starship, all designed to provide basic
support to the vessel and help fulfill its intended function.
Each ship’s internal design is different, but certain systems
are common to almost all starships.

Almost all starships will have one or more power
plants. In the present-day Third Imperium, these are usual-
ly reliable, long-lasting fusion installations. There may be
backup power plants or energy banks using other technolo-
gies. The power plant is the basic energy source for all
other ship’s systems.

Most starships will have a maneuver drive. This sys-
tem permits the vessel to travel under power through nor-
mal space. Maneuver drives can make use of a variety of
technologies (see Chapter 4), but most Imperial starships
use reactionless thrusters. Thrusters require no fuel, instead
converting energy from the ship’s power plant directly into
motive thrust.

By definition, all Traveller starships will have a jump
drive. The jump drive is the key to interstellar travel. It per-
mits starships to traverse interstellar distances in reasonable
time, by taking “short cuts” through an alternate dimension
called jumpspace. Jump drives use power-plant energy, but
they also use hydrogen fuel which is expended in the course
of the jump. Jump drives are rated according to their operat-
ing range; a jump-1 drive can move its starship one parsec at
a time, while a jump-6 drive can make six-parsec jumps. A
controlled jump of more than six parsecs is theoretically
impossible, although starships occasionally jump further as a
result of “misjump” accidents. High-rated jump drives are
very expensive and use vast quantities of fuel, so only couri-
er and military vessels routinely use higher than jump-3.

5 SYSTEMS

Starships usually mount communications and sensor
equipment. Most of this equipment uses very old technolo-
gy for manipulating the electromagnetic spectrum: radios,
communication lasers, telescopes, radar, and so on. More
exotic electronics, such as meson communicators and
gravitic sensors, are available on high-technology worlds.
In Traveller, all sensors and communications in normal
space are restricted to lightspeed; as a result, interstellar
communication is usually handled by courier starship.

Many starships are armed. Starships can use a variety
of beam weapons such as laser cannon, particle accelera-
tors, meson guns, plasma guns, or fusion guns. Many star-
ships also use missiles. Small weapon systems can be
mounted in furrets on a starship’s hull. Large warships are
often designed around spinal mounts, gigantic beam
weapons that are aimed by turning the entire ship.

To defend against attack, starships use a variety of
techniques. Sandcasters can be used to fill nearby space
with prismatic particles, providing some protection against
laser weapons. At high levels of technology, a ship can use
force screens such as meson screens or black globes to pro-
tect against beam weapons. Ships’ beams weapons also can
be used in a defensive role, to shoot down any incoming
missiles. Very advanced ships can use repulsors to deflect
missiles or nuclear dampers to prevent nuclear explosives
from working.

Many starships carry smaller craft on board as auxil-
iary vehicles. Auxiliaries give a starship greater flexibili-
ty, permitting cargo, fuel, or passengers to be carried
where the starship itself can’t go. Some starships (such as
fighter-wing carriers) are designed entirely around their
carried craft.
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INTERNAL APPEARANCE

In Imperial starships, most spaces have carpeting on the
floor; some have carpet on the walls as well (for greater com-
fort, and for safety in case of violent maneuvers). This carpet is
usually in a neutral color, and is always designed to be easy to
clean. The carpeting in crew or passenger living areas will usu-
ally be softer and more plush. Compartments which normally
contain heavy machinery or cargo (especially the engineering
compartment) will have gratings or bare deck plating, instead.

Living quarters will usually have “programmable walls,”
large vision screens that can display any pattern or image
desired. The default setting for such walls may be “bare deck
plating,” but they can also simulate wood paneling or other
attractive surfaces if desired. Programmable walls are tied into
the Ship’s Information System (p. 8) and can serve as elabo-
rate display systems for games or passive entertainment. They
also serve an important function during ship emergencies, dis-
playing critical information or evacuation directions.

Most spaces have light panels recessed into the ceiling,
providing soft indirect light. Emergency lights are also set
into the ceiling, ready to activate using internal battery power
should the ship’s power grid shut down. A few compartments
are normally set to “low lights,” in order to make holographic
imagery stand out more clearly.

Most compartments on any starship are kept bare and
uncluttered — a messy area is inefficient, and can become a
safety hazard in an emergency. Living areas will usually have
a few pieces of furniture, often permanently fixed to the
walls or floor. Some starships provide small hanging baskets,
potted plants, aquaria, or other items to give a sense of nature
amid the blatantly artificial environment. These are often
affixed to stable surfaces using adhesive patches which have
the strength of welds until released with a specific tool.

Noise

Starships are inherently noisy places, especially when
certain areas are busy (such as cargo bays, flight decks, or
weapons compartments). A ship’s drives are particularly loud.
In the drive compartments, engineers and mechanics normally
wear soundproof ear protection with active noise suppression
and built-in communications gear. Elsewhere in the ship, baf-
fling and soundproofing tend to deaden the noise of the
drives; experienced crew and passengers can still
tell something of how the ship is maneuvering if
they listen carefully.

SMELLS

Although life-support systems at TL.10
and up are quite good, the problem of pro-
viding clean air is never-ending. Providing
the proper gas mix is relatively easy, and the
gas mix can even be varied from one airtight
compartment to the next, if necessary. Making
sure the ship smells pleasant can be much harder.
No matter how much the air is filtered, no matter
how well crew and passengers observe cleanliness
rules, stale and unpleasant smells tend to build up throughout

a voyage. Some ship classes (notably the Suleiman-class
scout ship) are notorious for this, while others (especially
passenger liners) are designed to minimize the problem.

A few ships use special measures to keep the air pleas-
ant. Plant hangings and hydroponics equipment can provide
some “natural” recycling. Some ships (notably those with
K’kree crews) use artificial scents. Others use ionizers to
push negative ions into the circulating air; most oxygen-
breathing sophonts, especially Humans, find that this makes
the air more bracing and agreeable to breathe.

civilian ships include viewports, constructed
- of a high-strength polymer designed to be almost as
- rtesistant to damage as the hull (DR 80). This material is
not strong enough to equal the protective armor used by
military starships. All viewports are installed with
opaque shutters, so that they can be closed while the
starship is in jump space. Exterior displays in passenger
compartments are usually electronic (and on some ves-
sels are prerecorded in case weather conditions do not
allow a perfect view of the takeoff).

On military vessels, viewports are unnecessary and
dangerous weak spots in the vessel’s hull. Views of the
outside are provided by electronic displays, instead.

GRrRAVITY

All modern starships use artificial gravity plates in the
decking. These systems can be very finely controlled, to the
point of permitting every compartment to set the strength of
its own gravity field. Most ships rarely make much use of
this feature; indeed, crew and passengers are discouraged
from changing gravity settings frivolously.

Sudden changes in gravity can be extremely dangerous.
In fact, they can be used as a weapon in shipboard combat.
Boarders or hijackers can be injured or effectively immobi-
lized by being intermittently pulled to the floor, ceiling, and
walls (this is sometimes called “grav pong” by Marines). Of

course, if boarders gain control over ship’s gravity,
they can use the same tactic against the crew.
As a result, the artificial gravity controls
in each compartment usually include
safety interlocks to prevent rapid
changes in setting. These can be
overridden from the bridge or other
crew strongpoints, but the overrides
themselves are carefully protected
by access codes.

Merchant ships will often slow-
ly adjust the internal gravity during
the week of a voyage, matching that of
the world of departure at first, then mov-
ing to match that of the destination world at
journey’s end. Imperial military ships usually
maintain a consistent 1 G field at all times.
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SERVICE

Every starship is run by computer, from the pow-
erful mainframes that act as the ship’s “main comput-
er,” to the swarm of small dedicated processors that are
built into every workstation and stateroom. All of these
computers are networked, and the entire network sup-
ports a software structure called the “Shipboard Infor-
mation Service.”

The SIS is a set of protocols and software applica-
tions that permit flexible information interchange among
computers, crew, and passengers. Using it, those on
board can call up a tremendous variety of information:
systems readouts “‘echoed” from the bridge or engineer-
ing compartment; text or voice messages from other
crewmen or passengers; information about scheduled
events, entertainment programs, library data, or corre-
spondence courses; and so on.

Whether the starship is a vast Imperial dreadnought
or a small tramp trader, the SIS is a vital part of ship
operations. It acts as a primary interface for ship’s con-
trols — but more importantly, it has a significant effect
on crew and passenger morale. It can help a ship’s
inhabitants form a viable community. It can also keep
them occupied, a critical factor when a dozen (or a
thousand) sophonts are forced to live with one another
in a tiny container for a week in jump space.

COMPARTMENTS

A new crewman aboard any starship will soon learn how
to find his way around. Within the Imperium, even the small-
est starships use an alphanumeric system to “name” individ-
ual compartments, corridors, and other spaces. This system
originates in the Imperial Navy, but is also maintained by the
Imperial Ministry of Commerce as a standard for privately
owned starships. As a result, even a new spacehand will soon
find himself able to glance at a wall or door plate, determine
where he is, and guess how to get to where he needs to be.

On any starship, many of the compartments are “gener-
ic” in nature, corridors or spaces that serve only as storage or
as a means of moving around inside the hull. Other compart-
ments serve special purposes of their own.

Bridge

The bridge is the primary control center of the starship,
the place where all orders regarding the ship’s movements
and routine originate. It contains workstations for the pilot,
astrogator, sensor officer, communications officer, and possi-
bly a variety of other officers depending on the ship’s size
and function. (For instance, military starships often will have
at least one weapons officer on the bridge.) The ship’s com-
puter and almost all of its important instruments will all have
controls on the bridge.

When a starship is underway, the captain will spend
most of his time on the bridge. When he can’t be there, he
will usually designate a watch officer (or “officer of the
deck™) to keep an eye on the controls and readouts. Other
officers may be present, depending on the ship’s current situ-
ation and how many workstations must be manned full-time
(see Watchbills, p. 113).

Access to the bridge is often restricted. On large or mili-
tary ships, non-watch crewmen must usually request permis-
sion to enter the bridge. Small private vessels are sometimes
less formal, but even they usually avoid having too many
unnecessary people on the bridge at any one time.

The captain usually maintains an office somewhere on
the starship, either adjacent to the bridge or near (or in) his
own quarters. On large ships, other senior staff will also have
their own offices. Ordinary crewmen who don’t have busi-
ness on the bridge are more likely to seek out the senior offi-
cers in their offices.

While in theory the bridge functions could be decen-
tralized, fast personal communication in emergencies out-
weighs any advantage of a decentralized nervous system.
Large starships may decentralize somewhat by installing
auxiliary bridges, either as a backup to the main bridge or
to serve similar command-and-control functions. Large
warships designed as command vessels may have a flag
bridge, from which the admiral in command of a whole for-
mation can work. Some ships also have a combat informa-
tion center where large amounts of tactical information can
be gathered, processed, and handed on to the captain or
admiral in command.

At any time when a starship is manned but not under
way, the bridge may be left empty while control shifts to
another part of the ship. In such cases, a quarterdeck is
defined — a marked-off area which is manned by the current
watch officer and his staff.
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~ Every starship has one or more workstatzons on
board. Critical ship’s systems are controlled from work-
stations on the bridge and in the engineering spaces.
Large starships may have workstations in many differ-
ent compartments.

A workstation consists of a single acceleration
couch and a set of displays and control panels, permit-
ting a crewman to operate one or more ship’s systems.
Most workstations will be found in control areas like
the bridge, auxiliary bridges, weapons stations, and the
drive compartment. Large ships may have workstations
dedicated to minor functions that are not treated inde-
pendently on smaller ships.

Dynamic Configuration

Most starship workstations in the Imperium (at
TL9 and up) use dynamic configuration. Such worksta-
tions do not have actual buttons or switches; instead, the
entire control panel is a touch-sensitive pad, layered
over a back-lighted display on which individual con-
trols are marked. Some control areas or displays can
also be projected holographically above the control
panel. The placement of controls is managed by the
workstation’s local dedicated computer, and can be
changed at will.

Under this system, each workstation panel has a
default configuration, but each crewman can rearrange
the controls and telltales to suit his own preferred work
style. The goal is to make the controls as intuitive as
possible for the crewman involved, minimizing mis-
takes and permitting him to watch the displays instead
of his hands. Personal (or racial) preferences can easily
be accommodated. Each configuration can be stored
and called up at a moment’s notice.

For example, the communications board may nor-
mally have radio tuning controls on the left, transmis-

& sxon coutrols in the center, and aiming controls for a

Engineering

Every starship’s engineering department is responsible
for maintenance and repair of systems all over the ship (and
even outside the hull). As a result, many of a ship’s compart-
ments may be designated as “engineering spaces.” The work-
ing heart of any starship, however, is the compartments
containing maneuver-drive, jump-drive, and power-plant
components. There can be several of these compartments,
especially on large starships which may have multiple maneu-
ver drives or power plants. All of them are under the control
of the engineering department, and share similar features.

Drive and power-plant compartments are quite austere.
Instead of carpeting, there will be bare deck plating or grill-
work, with plenty of panels providing access to machinery in
the decks themselves. There will be ladders and catwalks,
giving access to hard-to-reach parts of the drive or power
plant. The lighting will be bright and harsh, in comparison to
the soft, indirect lighting found elsewhere on board. Aside
from any workstations which are present, there will be no
place to sit or lie down, and no extraneous furniture. The
walls will be thick bulkheads, with soundproofing to help
reduce noise; they will be broken up by tool bays, storage for
spare parts, fire extinguishers, vacc suit lockers, and other
utilitarian items.

Like the bridge, the drive compartments are usually off-
limits to personnel who have no legitimate business there.
The chief engineer (and his senior mates, on ships with large
engineering crews) will maintain offices somewhere on the
ship for routine business. On large starships, the engineering
department will have whole compartments devoted to electri-
cal shops, machine shops, and so on. These compartments
will normally be more accessible to casual visitors.

Cargo Hold

Cargo holds are also very spartan places. The decks are
bare plating, marked with guide lines for the placement of
cargo containers. Ceilings are usually lattice-work, with
lighting panels well inset so that mishandled cargo will not
crush them. There will be plenty of mechanical fixture
points, permitting cargo containers to be firmly locked to the
deck or walls. An empty hold is a large space, full of echoes
as sounds reverberate from the bare surfaces. A full hold is
occupied by rows (or even stacks, on large freighters) of stan-
dardized cargo containers, each bearing its own corporate
logo, handling markings, and manifest pad.

Each cargo ship usually has at least one “cargo office,”
placed close to the most likely entry point for cargo contain-
ers. This small office will contain a workstation, permitting
the cargomaster to register cargo and plan how to place it in
the hold. The cargo office is often designated as the quarter-
deck (p. 8) when a ship is in port and the bridge has been left
unmanned. In this case, the most critical readouts from the
bridge are “echoed” to the cargo-office workstation, so that
the captain or watch officer can deal with situations as they
arise.

Cargo holds are rarely placed off-limits to any crew.
Indeed, new apprentices on a merchant ship are likely to
spend more time there than they would like!
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' design ---starshaps a “fresher
be present in each stateroom off each crew or pas-
senger lounge, and in some other compartments, as
well. A standard starship fresher is remarkably compact.
Although it provides all the necessary equipment for a
full-body shower or the relief of biological needs, it is
rarely bigger than a coat closet. One person in a fresher
will feel cramped. Two will feel crushed.

Although most Imperial starships have superb
water-recycling systems, their water-storage capacity is
limited. Freshers are usually engineered to use as little
water as possible. Long, hot showers are usually possi-
ble, but actual bathing is out of the question except on
the most luxurious (and expensive) passenger liners.

Crew Quarters

Crew members will spend almost all their off-duty time
in crew quarters. In the Third Imperium, only the most
cramped military starships will require crew to use
bunkrooms. Most enlisted or apprenticed crewmen will live
two to the stateroom, while senior officers will have their
own staterooms (often with attached office space). On large
ships, crewmen who work in the same department and are at
about the same rank are usually assigned to bunk together.

In a crew stateroom, each crewman will have a single bed
with a storage locker built into the base, and a computer ter-
minal that can be used either for entertainment or for author-
ized access to ship’s systems. (Of course, authorization varies
widely depending on the crew position held.) There will be no
loose furniture, but there may be at least one chair bolted to
the floor, and there will probably be fold-down tables and
locking cabinets set into the walls. Every crew stateroom will
have a locker with vacc suits and other emergency gear.

Even a small starship will usually have at least one crew
lounge, with tables, chairs, entertainment consoles, and exer-
cise gear. Crew lounges are critical for crew morale, and
often provide the best venue for formal meetings. If there is

e

more than one crew lounge, each may be dedicated to a spe-
cific subset of the crew — an officers’ lounge, a petty officers’
lounge, an engineering department lounge, and so on. On
military vessels, the largest officers’ lounge is usually called
the wardroom.

On small ships, a crew lounge may have an attached
kitchen area. On larger ships, whole compartments are set
aside for food storage and galley equipment. Away from the
crew lounge, crewmen can still get small snacks or drinks, as
needed. For example, the bridge and engineering spaces will
often include small refrigerators and drink-making equip-
ment for the convenience of crewmen on duty.

All but the smallest ships have a sickbay, usually
attached to the crew quarters. If a starship has a bank of low
berths, these are usually close to the sickbay (or to the crew
lounge if there is no sickbay).

As one might expect, access to crew quarters is almost
unrestricted. This is the crew’s living space, and aside from
the basics of onboard protocol, few social restrictions apply.
Even passengers may be invited into crew quarters under cer-
tain circumstances.

Passenger Quarters

Passenger quarters are like crew quarters, but more —
more spacious, more elegantly decorated, more devoted to
entertainment, containing more storage space and more furni-
ture. Instead of a pair of single beds, many passenger state-
rooms contain a single larger bed for the convenience of
traveling couples.

The passenger lounge is the social center of any small
starship, and is the space most often customized. Even if the
crew lounge has no more than a small kitchenette, the pas-
senger lounge will usually have a full galley. Large passenger
ships may set aside large spaces for passenger entertainment
and comfort: theaters, game rooms, exercise rooms, even
swimming pools.

Access to passenger quarters is also unrestricted. Indeed,
starships that carry passengers often encourage crewmen to
visit the passenger spaces (although they insist that crew
members present a good appearance and behave with cour-
tesy when they do).
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’I‘he fundamentals of Ll e constant
throughout Charted Space. Cultural traits can’t change the
laws of physics, so any civilization which manages star trav-
el will build starships loosely similar in structure and appear-
ance. On the other hand, the aesthetic values of a given
culture will have an effect on the details of starship design.

Aslan Starships

The unique Aslan aesthetic shows clearly in their star-
ship design. Aslan ships tend to be highly rounded, with
almost no visible sharp angles or edges. Hull sections tend to
be oval or circular in shape, and many designs make use of
pods. Inside, the effect is even more pronounced. Almost all
internal spaces are rounded and cave-like. Crew quarters are
divided among many small spaces, so that every crew mem-
ber can have his own enclosed room. Internal spaces tend to
be more austere than on Imperial ships, although even work-
stations and wall space will sport subtle decoration.

Droyne Starships

Droyne ships tend to resemble those of their neighbors;
Droyne ships in the Imperium follow Human conventions,
in the Aslan Heirate they tend to mimic Aslan designs, etc.
The main difference in internal arrangement involves the liv-
ing quarters. Droyne ships have fewer staterooms, but they
are up to three times the size of the Imperial standard state-
room, and several Droyne live in each. Quarters are arranged
around a central area, which serves as both working area and
crew lounge. All of these spaces will be connected with
doors, even permitting Droyne to go directly from one state-
room to the next. These features are comfortable to the gre-
garious Droyne, but bother visitors who prefer privacy.

Hiver Starshfps e -
Hive Federation ships exh1b1t an aesthetic opp031te that

of the Aslan. They tend to be blocky, even: cubistic, and

very utzhtanan in appearance. Unlike most other major

are built on a ﬂattened disk shape

The entire working space of a K’kree starship is one
big chamber, with consoles and equipment arranged
around the rim. The crew lives and works in this space at
all times, and uses robots if there’s any need to work alone
or in enclosed spaces. The working chamber is usually
equipped with smart walls, holographic generators, and
scent in the air circulation, all to give the illusion of being
outdoors on a pleasant K’kree world.

Solomani Starships

Solomani Confederation ships are very close to the
Imperial norm. They lack Vilani influences in their internal
design and sometimes show Aslan touches, although they
are always arranged to be comfortable for Humans. Solo-
mani ships are rich with security features, and many of them
have extensive internal-monitoring equipment.

Vargr Starships

Vargr starships have been described as “like Human
ships, but with spiky bits.” Although Vargr culture is too
diverse to make general statements, most Vargr shipyards
do tend toward angular designs, with plenty of radiator fins
or sharp-edged projections. This is especially common in
corsair or military vessels, which are intended to project an
image of ferocity. Internally, Vargr ships can have widely
varied arrangements and aesthetic styles, although they
tend not to be too outrageous to a Human perspective.

Vilani Starships
' Starships built to traditional Vilani designs have an
aesthetic (or a lack thereof) all their own. Vilani starships

Internal spaces
class distinction will
Passenger spaces are

STABSHIPS

11




CHAPTER TWO:

o kay now, p’ldontknowwhereyoucameﬁvm and I
don’t care. You're workmg at the Mora yards now, and we do things a
little differently here.

“My name is Eirene Sennit, and for the next 30 days I'm your moth-
er, father, and best friend. You may call me ‘ma’am.’ You may also call
me ‘sir’ if you were in the military or think you've got the hackles to
back up your attitude. If you're lucky enough, and good enough, you can
call me Eirene when your orientation period is over. If not, you won’t be
around to call me anything.

“I know what you're thinking — ‘What a hardcase!’ You're right, and
there’s a reason for it. Look out that window, and what do you see?
Girders. Forges. Deck plates. Work pods. The skeletons of starships.
Looks like God’s own erector set just went critical all over the place.
This is the big league, boys and girls.

“You think you can build starships? Maybe you can, but that’s old
news. We don’t build starships here, we produce them. They’re a com-
modity, a crop we harvest from asteroids and comets, the moons, and
Mora herself. We give birth to dreadnoughts, freighters, fighters, SDBs —
we crank out more copies of some designs in one year than some yards
do in a decade.

“Just because we can crank out the hulls does not mean we skimp on
quality! You will be a part of the best-trained, best-equipped, most profes-
sional shipbuilding team this Imperium has ever seen. We build ships that
will outlive me, you, your kids, their kids — I fully expect some of our bat-
tlewagons to be in service when the next millennium rolls over. Your work
is your legacy to the Imperium — make sure you give your best!

“Once your orientation period is over, you will be assigned to your
own work crews. You might get assigned to a destroyer squad, or one of
the far-trader teams. We rotate assignments once every six months, so
you won'’t get bored, and you'll gain experience working on every major

design we produce here. We need well-rounded workers, girder monkeys
who can lay a keel on any design in our inventory. You might pull duty
on a specialty hull, a one-shot for some rich hunter or hush-hush corpo-
rate project. If you do, count yourself lucky. If not, we’ll keep you so
busy you won't notice.

“One thing — your head had better be screwed on tight 100% of the
time. Qut here, there’s no margin for error. The workload is beyond any-
thing most of you have ever experienced, and there are accidents all the

5 time : fl%ere are na mi:mr acczdents here. If you screw up, you will die,
and I doi f paperwork.
except the hardpoints on the

r h_ow strong the urge, do
justment. If you do, you're
ies for 30 days.”

This chapter presents a comprehensive
set of tools for designing and constructing
vessels of virtually any type found within the
Third Imperium and its predecessors. (The
peculiarities of alien naval architecture are
covered in their respective sourcebooks; see
the GURPS Traveller: Alien Races series.)

SHIPBUILDING

Centuries of starfaring tradition have cre-
ated a rather distinct set of definitions for some
terms that are used in a much more general
sense outside of the starship-building world.

TERMINOLOGY

Vessel: Any spacecraft.

ston: A measure of weight and (conven-
tionally) mass: a short ton; 2,000 pounds.

Displacement: Based on long-standing
tradition dating back to the Ramshackle
Empire, spacecraft are customarily recorded
in official documents by their hull’s “displace-
ment.” This refers to how many short tons of
liquid hydrogen (the most common fuel) they
would displace. One short ton of liquid hydro-
gen has a volume of 500 cf, which is referred
to as one displacement ton, or dton. In this and
other GURPS Traveller books, the word “ton”
is used when the context makes it obvious that
dtons are being discussed.

To avoid confusing these tons with the
more familiar measures of mass and weight,
these rules will call displacement tons
“dtons.” A short “ton” in this book generally
refers to srons, above.

Note that a “space” in GURPS terms is
also assumed to be about 500 cubic feet. The
common names of ships often include the
nomenclature /00-ton, like the Kugashin-
class 400-ton lab ship. In this example, the
Kugashin has a displacement (or hull class —
see below) of 400 dtons (but the ship’s total
mass is considerably more than 400 stons).

Total Displacement: The total volume
of the ship, including the volume of all exter-
nal stores (but not turrets and external bays)
and vessels carried in cradles.
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Hull Class: The volume of the main hull itself. Often
simply called “displacement.” Vessels are normally classified
and referred to by their hull class, as in 200-ton Beowuif-class
free trader. '

Ship: A vessel of hull class 100 or larger.

Small Craft: A vessel of hull class below 100.

Starship: Any ship with a jump drive.

Non-starship: A vessel lacking a jump drive. Small craft
are also non-starships.

cf: cubic foot or cubic feet.

Cr: A credit, the unit of currency in the Imperium. Dol-
lar costs in GURPS Vehicles convert to credits on a 1-for-1
($1 = Crl) basis at the TL of the design. See p. T:FT48 for
exchange rates between differing TLs. KCr is a thousand
credits; MCr is a Megacredit, or a million credits. Because
space vessels cost so much, they usually are priced in MCr.

HPs: Abbreviation for “hit points.”

MW: A megawatt, or a thousand kilowatts; MJ is mega-
joule or megawatt-second (MWs); a thousand MW is a
gigawatt (GW); a thousand megajoules is a gigajoule (GIJ)
also known as a gigawatt-second (GWs). Similarly, a million
megawatts is a terawatt (TW); a million megajoules (a mil-
lion million joules) is a terajoule (TJ). These last terms are
normally used only in the description of extremely powerful
ship’s weapons.

Power Slice: Part of a power plant included in a module
to simplify the design process.

Turret mount: A turret-mount weapon is a weapon built
into a turret with a universal mounting system. It has a 180°
arc of fire, though the turret itself allows a full 360° arc. This
combination allows a full hemisphere to be covered.

Hull mount: A hull-mount weapon is a weapon built
into the hull but with a casemate swivel-mount system. It has
a 90° arc of fire (45° to either side). All weapons except
spinal mounts can be hull-mounted.

Fixed mount: A fixed-mount weapon is a weapon built
into the hull, with a 15° arc of fire. The only fixed-mount
weapons in the Module Tables are spinal mounts as they are
typically the only weapons to use this mounting system. See
Spinal Mounts, p. 19, for more information.

SHIPYARD FACILITIES

All worlds with sufficient population and TL are capable
of constructing space vessels within their indusirial sector;
such vessels cost double, due to limited production. Worlds
with Class IV and V starports have shipyards attached to them,
capable of turning out vessels in quantity (or at least able to
take advantage of standardized production methods to keep
costs down). Shipyards are also extensively used for annual
maintenance, refits, upgrades, and overhauls (see p. 106).

Starports and their respective facilities are listed below.
For more detail, see GURPS Traveller: Starporis.

Class V Starport

Installation of excellent quality. Annual maintenance
overhaul available. Shipyard is capable of constructing star-
ships and non-starships.

Class IV Starport

Installation of good quality. These also offer annual
maintenance-overhaul services. Shipyard is capable of con-
structing non-starships.

Class /Il Starport

Shipyard facilities are standard or average. Reasonable
repairs can be accommodated.

Class Il, |, O Starports

No repair or shipyard facilities are present.
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STaNDARD DESIGNS

Most starships are built to order from existing hull plans.
Many standard classes (scouts, free traders, far traders, etc.)
are centuries old and their designs are in “the public
domain.” These are included in the Imperial Data Package of
industrial standards provided to member worlds. If the
requirements are neither outlandish nor locally illegal, a
builder can usually find plans for an appropriate ship; a set of
plans would be about a 1 gig database costing Cr1,000. Some
shipyards offer use of their standard plans, at a discount.

Buyers may specify reasonable variations from the plans
on armor, surface features (stealth may be decreased or
removed, but not improved), weapons, and non-vital interior
components. Changes in hull size or drives should add con-
siderably to the cost, at the GM’s discretion.

The usual time to build a ship at a Class V port is calcu-
lated as (hull surface area in sf/2,000 days) with a minimum
of six months due to ordering, lead time, and shipyard config-
uration. GMs may rule that if the vessel is common and pro-
duced locally, it takes a minimum time of one month. Both
the actual and minimum construction times can be reduced by
paying extra: doubling the price divides these times by 2,
tripling it divides these times by 3, and so on. The absolute
minimum time is 1/4 the standard time (never less than
6 weeks unless produced locally), costing four times the stan-
dard price and working around the clock. Military shipyards
on a war footing use this speed; civilian shipyards require a
reaction roll of Very Good or better (using influence and
bribery as necessary). Anything not available locally must be
imported, and special items might take extra time to install.
For really radical new design concepts, refer to p. VE201.

Smaller shipyards also take longer. A Class IV port will
take twice as long on any hull class over 400 and three times
as long on anything over 2,000 dtons (if they will handle it at
all). A Class IIT port isn’t really equipped for shipbuilding at
all. Tt can build a craft of up to 20 dtons, but takes four times
as long. It can’t build larger vessels.

The price for a ship built to standard plans is simply the
sum of the prices of all its systems and components, plus labor.

BuiLDING BETTER SHIPS
Frovi THE GROUND

(CLEaARANCE] UpP

Why have construction guidelines? Few (if any) naval
vessels are produced by a single designer working in isola-
tion, without constraints on resources or fitness for purpose.
Instead, they are designed by teams, to specifications drawn
up by committees, to meet conflicting requirements of mis-
sion, flexibility, lethality, survivability, and cost. Creating an
entirely new class of vessel requires extensive space trials to
identify and to fix problems (see pp. VE201-202); even so,
there is a limit to how much testing any organization will tol-
erate. Every vessel flying is the result of hundreds of com-
promises, large and small.

These guidelines represent the procurement standards
published by the Imperial Navy’s Bureau of Ships (BuShips).
BuShips expects new ship designs that are offered in
response to Requests for Proposals to adhere to these stan-
dards. Designs that do not meet these standards are consid-
ered “inadequate.” Anything more is likely to be rejected as
“excessive” or “not cost effective.”

In game terms, this keeps the balance between naval
weapons and armor within playable bounds, making for a
faster, more interesting game. GMs are free to construct ves-
sels with the modular design system that exceed these guide-
lines if they wish. It is entirely possible to construct vessels
within the GURPS Traveller modular ship design system
exceeding these guidelines.

The Modular System

While the GURPS Traveller starship design system is
modular, in most cases the skips it produces are not. The com-
ponents forming a specific module might be spread throughout
a ship, rather than forming a compact bundle of the appropriate
volume. The reverse is true of the ship’s power plants, which
are specific devices with controls in the requisite engineering
compartment, but their volume is incorporated into many other
modules for bookkeeping purposes only. That errant volume is
termed a “power slice” or simply, “slice.”

Hull and Armor Materials

The various classification societies (e.g., Lloyd’s Regis-
ter, Traveller’s Aid Society, etc.) have determined through
long experience that “Medium Frame, Standard Materials,
Expensive Metal Armor” is the optimal combination of safety,
utility, and economy for a particular TL. Anything more gets
expensive, though some designs justify their cost. Anything
less, however, is not going to meet the agreed-upon standards
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(i.e., HP and structural HT). Bank financing will be nearly
impossible to obtain, insurance rates will be astronomical, and
government charters will be unavailable for such a shoddy
operation, (Substantive differences between TLs are already
factored into the exchange rates.) This sort of conservative
approach is entirely consistent with the slow rate of techno-
logical progress within the Imperium and its neighbors.

How Big Is My Hull?

A ship’s actual dimensions can vary greatly. For a rough
idea of the hull’s length, look up its Size Modifier in the Size
column on the table on p. B201. This assumes a fairly aver-
age cylindrical ship, or a collection of disks, pods, and cylin-
ders. Length varies from 1.5 to three times that in yards if it
is long and skinny, dart-like, or a flattened disk or wedge.
Diameter will be 2/3 that if the ship is ovoid or spherical. For
examples, refer to Suggested Hull Sizes, p. S108.

How Big Is My Reactor?

When drawing deck plans, it is sometimes difficult to
visualize just how large the reactor is. After all, you have all
these neat modules but no information on just how large the
power slice is other than a MW rating.

@ Add up the total power (in MW) consumed by all
modules included in the ship design.

® Determine the TL of the reactor (it’s the same as the
ship’s overall TL unless specified otherwise).

® Multiply the total power (in MW) by the appropriate
factor: TL7 = 0.96, TL8 = 0.48, TL9 =0.12, TL10+ = 0.024.

The final answer is the reactor size in dtons. 1.5 dtons for
TL7, 1/2 dton for TL8/10+, and 2.5 dtons for TL9 reactors

should be added per core (there is one included in the Engi-
neering modules, see p. 36). If a ship has more than one reactor
core of the same TL, this final answer can be divided amongst
them in any fashion desired to represent redundancy. Some-
times it is useful to include a secondary power core without the
other elements of a complete engineering system. Installing a
power plant core from a TL different from the ship’s primary
TL allows mixing systems from both TLs, for example. If a
vessel has two reactor cores of different TLs, the power
requirement for each TL must be determined separately.

CusTomv BuiLDING

If plans are not available, it will take (the square root of
the final cost in MCr) days to draw up complete documents
(regardless of ship size — although a very complex design
may take more time, at the GM’s option). The fee for this is
usually Crl per dton of final displacement, with a minimum
of Cr10,000. Triple the cost if the designer will not have the
right to sell the plans ds “standard” after he finishes.

New plans can be produced with Shipbuilding (Starship)
skill. A shipbuilding program (see p. 70) will help! The GM
makes a single skill roll. A failure wastes the effort for the
time calculated above, but designers can start over. A critical
failure produces a plan so subtly flawed that the builders
won't notice . . . but the GM can provide a catastrophe as
soon as the ship is first used.

An advantage of custom-built ships is their anonymity;
one cannot judge their capability from casual observations. A
successful roll on Shipbuilding (Starship) skill will allow a
determination of capacity and a good guess about power
plant and weapons.

STARsSHIP DEsIGN AND CONSTRUCTION
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STARSHIP DESIGN

SEQUENCE

GURPS Vehicles offers a complete design system suit-
able for all types of vehicles including starships, but it is
complex. To make GURPS Traveller more accessible, this
book expands upon the modular-design system in GURPS
Traveller, enabling players to assemble ships from standard
hulls and components.

A starship “module” represents a collection of compo-
nents usually scattered throughout the entire vessel. The
“power slice” will actually be in the engine room, control sta-
tions might be located in the bridge, and so forth. They are
not necessarily homogenous systems found in the same loca-
tion on a vessel.

These hulls and modules were all created using GURPS
Vehicles or GURPS Ultra Tech, so experienced GMs may use
those books to design their own modules or to create custom-
built designs, but see Building Better Ships From the Ground
(Clearance) Up, p. 14, for some important considerations.

SRR BRI NT I ]

gnrcfce N re

DesicNn OVvERVIEW

The next several pages provide a systematic spacecraft-
design process. Calculations are simple and can be easily
done on scrap paper. A calculator is useful but not essential.
Many of the steps below have a corresponding chapter in this
book to explain more details.

Step 1: Decide on the ship’s concept and TL.

Step 2: Design the hull and record its characteristics.

Step 3: Designate turrets and/or bays.

Step 4: Select armor. Calculate mass, cost, DR, and PD.

Step 5: Select surface features.

Step 6: Fill all internal spaces with systems.

Step 7: Add turret and bay weapons (optional).

Step 8: Calculate basic statistics.

Step 9: Calculate performance and finalize the design.

As design choices are made, keep a running total of the
vessel’s weight (in stons), cost (in MCr) and power require-
ments (in MW). Power requirements are very useful if deck
plans are to be created, but are not integral to the design
process itself.

NavaL SHIP CLASSES

The starships operated by the navies of the galaxy range
from 100 to 1 million dtons. There are no known ship designs
larger than that, but that doesn’t mean that they don’t exist.
Ship types of one TL tend to be smaller than their higher TL
counterparts, sometimes by as much as 20% per TL.

Five broad types of warships are registered in service
with the Imperial Navy: Scouts, Escorts, Cruisers, Carriers,
and Battleships.

Seouts: The Scout Service controls a wide variety of
craft up to cruiser class, but scouts proper are vessels up to
200 dtons designed for exploration, survey, and courier work.
In times of war, such ships are pressed into military service
but have negligible combat value except in reconnaissance.

Escorts: Escorts are small ships of up to 5,000 dtons and
are meant to be light support craft for larger ships, primarily
cruisers. Escorts are also widely used for convoy protection
and commerce raids.

Cruisers: Cruisers are the smallest ships to carry the
large spinal weapons needed to cause serious damage to
armored ships. Most are too lightly armored to withstand
heavy battle action. They form the cadre of task forces that
raid commerce and provide fire support for planetary inva-
sions. Hull sizes range from 20,000 to 100,000 dtons. Cruis-
ers serving with a battle fleet are generally grouped in cruiser
squadrons of four to eight ships, while individual ships or
pairs of cruisers are used to form scouting or raiding teams.

Carriers: Carriers are designed to transport large num-
bers of combat boats (termed either “fighters” or “system
defense boats™). The small ships are used in the screen of the
battle fleet or in support of a planetary invasion. Given the
limited weaponry of fighters and light boats, they are little
more than a distraction in a major fleet action, but they can
be extremely effective against ships of cruiser class or less.

Bartleships: As their name suggests, battleships are
jump-capable vessels, which are, due to their armament and
protection, capable of standing in the line of battle. Also
often called “dreadnoughts™ (because their crews theoretical-
ly dread no opponent . . .), battleships generally have little
better in the way of primary armament than cruisers, but their
extensive secondary batteries render them virtually immune
to missile and small-craft attack; their bulk also provides
tremendous damage absorption, allowing considerable
endurance in pressed attacks and long battles.

Other Naval Vessels

A wide variety of supporting ships and boats of the
Imperial Navy are deployed in the Spinward Marches. Many
don’t fit into the five categories presented above, and they are
commonly classed as auxiliaries. A battle rider is a non-jump-
capable combatant generally carried on a large (up to 1 mil-
lion dtons) fleet tender. A typical tender carries a complete
battle squadron (BatRon) of six to eight vessels.

Commercial ships of 50,000 dtons or more are unknown
in the Spinward Marches as of 1120, although 10,000- and
20,000-ton bulk carriers are fairly common.

Cruisers (including carriers) and battleships together are
considered capital ships, a designation with historical and
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social, as well as tactical, significance. Battleriders may or
may not be considered capital ships, depending on who is
doing the considering . . .

STEP 1: CONCEPT AND
TeEcH LEVEL

First, come up with a general concept and mission for
the vessel. Who's building it and for what purpose? Is it an
interplanetary craft or a starship? A merchantman or a war-
ship? This design system can also be used for space stations
and satellites; just read “ship” as “station” and do not install
maneuver or jump drives.

Next, decide on the vessel’s TL. The design system pre-
sented here allows vessels to be designed at any TL from 7 to
12, with some items of TL13 supertechnology included for
GM use. Crude and limited spacecraft are possible under spe-

cial circumstances at TL5-6; these are best approached on a’

case-by-case basis using GURPS Vehicles. Higher TLs are the
realm of Ancient artifacts and alien superscience: GMs are
encouraged to refer to GURPS Space or use their imagination.

When designing the vessel, do not install components
higher than the vessel’s TL without good reason (e.g., a TL10
hull upgraded with TL12 electronics and weapons); be sure
to include an engineering module or a power core for the
additional TL.

The strangest ship design | ever saw
was some wealthy loon who wanted a
yacht that duplicated a Terran surface
ship named Henry Grace a Dieu. The
inside was normal (as much as any
spaceship with black powder cannons
can be called “normal”], but the outside
had masts and sails with internal wires
so they "billowed.”

— Loni Watt-Tukera,
Principles of Starship Design

1L/ Vessels

Generally homegrown for local conditions, TL7 vessels
might service nearby markets or serve as an alternate to
depending on foreign imports. TL7 will support routine space
operations, but each vessel must normally be optimized for
its specific role and/or mission profile due to the tight con-
straints imposed by the less robust technology base. Fission
reactors are most often used to provide power.

TL8 Vessels

TL8 vessels are markedly more capable and versatile
than TL7, primarily because they employ gravitic technology
— contragravity (p. 40) — and reactionless thrusters (p. 37),
but they are constructed for the same reasons. Fission power
is standard.

TL3 Vessels

These ships use fusion power and are capable of mount-
ing jump drives. The fusion power plants are crude and
expensive, however; the capabilities and prices of TL9 ves-
sels follow suit.

Naval vessels at TL8 and early TL9 are often equipped
with dual maneuver drives: reactionless thrusters for long-
haul operations, and reaction thrusters (or even reactionless
thrusters powered by energy banks) for short-duration, high-
thrust maneuvers (i.e., takeoffs and landings, and combat).

Historically, the First (Vilani) Imperium was TL9 for its
entire history, as were the early Terran Confederation (-2431
to -2210) and the few remaining starfaring planets and poli-
ties during the Long Night (-1776 to -150).

TL10 Vessels

TL10 vessels are average for the present-day Imperium,
often used by merchant lines, independent traders, and plane-
tary and subsector navies. Many TL7-9 worlds also use TL10
designs, ordering them (and spare parts) from shipyards else-
where in their sector, just as Third World nations of Terra’s
20th century ordered ships from Europe, Russia, or the Unit-
ed States.

The Terran Confederation’s achievement of jump-3 (early
TL10) in -2210 was the edge they needed to finally defeat the
Vilani Imperium and establish the Rule of Man (Second
Imperium). After the technological regression of the Long
Night, the Sylean Federation (precursor to the Third Imperi-
um) was able to re-establish TL10 by around -150 and was
fully TL10 following the upheavals of the Civil War (604 to
622). Empress Arbellatra (then still Regent) used the new
jump-4 capability to establish the Xboat network (624 to 718).

TL11 Vessels

These ships are more advanced with improvements over
TL10 in several areas. They serve as the “front line” vessels
for most of the Imperium’s potential adversaries: the Zhodani
Consulate, the Solomani Confederation, top clans in the Aslan
Hierate, and exceptionally well-equipped Vargr corsairs.

TL12 VVessels

These represent the cutting edge of naval architecture.
The Imperial Navy is equipped at TL12, with a few TL10-11
vessels in service in backwater areas or as auxiliaries. Ship-
ping lines and corporations use TL12 vessels as fast couriers
and liners.

The Solomani Rim War (990 to 1002) provided the
impetus the Imperium required to develop TL12.

STREAMLINING

Streamlining specifies how much attention was paid to
airflow over the hull, and affects the ship’s performance in an
atmosphere. Although many different configurations and
streamlining options are available, spacecraft streamlining can
be grouped into three broad categories: streamlined, unstream-
lined, and other (dispersed structure and planetoid hulls).

STARSHIP DEsIGN AND CONSTRUCTION
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Streamlined

Atmospheric performance and airflow over the hull were
prime considerations in the design of the hull. All protuber-
ances were kept to a minimum and aerodynamic lifting and
control surfaces are incorporated into the hull. The spacecraft
has full atmospheric maneuverability, and generates lift so it
can take off from worlds with a surface gravity greater than
its G-rating. Streamlined hulls may skim gas giants for
hydrogen fuel and can safely re-enter any atmosphere.

Unstreamlined

Airflow over the hull was considered as an afterthought,
if at all. Sharp edges were rounded off and protuberances
may have been covered by fairings. However, the hull does
not generate lift and no aerodynamic control surfaces have
been provided. Unstreamlined ships can skim for fuel and
can enter a world’s atmosphere but they do not have landing
gear or any other facilities to relieve the stresses on the hull
when set on the ground. This typically means that they can
land once — and stay there indefinitely.

Other Hulls

Dispersed structure hulls are not designed to operate in
an atmosphere. Sharp edges, antennae, bracing, and all kinds
of other things stick out from the frame at various places.
These hulls are extremely vulnerable to wind turbulence;
they should never land on any planet and should never enter
an atmosphere greater than trace (0.1 atmosphere), even with
contragravity.

Planetoid hulls are not stable enough for atmospheric
operations and are not normally designed for any type of
planetary landing, but can land on airless worlds in extreme
circumstances. Hulls intended for planetary landing are nor-
mally equipped with contragravity units.

Dispersed structure and planetoid hulls may not skim gas
giants under any circumstances.

STeEP 2: HuLL DESIGN

The hull is the frame of the ship, but it is more than just a
metal shell. It includes decks, cables, stress bracing, and
other elements.

Streamlining

Decide whether the ship is streamlined (SL), unstream-
lined (USL), planetoid (PL), or dispersed structure (DS).
Streamlined ships are sleek lifting bodies (often dart-,
teardrop-, wedge-, or disk-shaped) and may fly within a
planetary atmosphere. Unstreamlined ships are usually
cylindrical, spherical, or some other non-aerodynamic
shape. Planetoid hulls are nickel-iron asteroids, hollowed
out and mounted with ship systems. Dispersed structure
hulls are open tubular frameworks, with some components
in separate subhulls.

Hull Classes

Select a standard hull class from the Hull Table on p. 28
or design a custom hull (p. 29). See How Big is My Hull?
(p. 15) to approximate ship dimensions. Multiply the listed
weight, cost, and hit points by the factors shown under
Options, p. 29. Record hull mass, hull cost, and Size Modifi-
er (SM; p. B201). Hull areas and volume are for reference
and will figure in later calculations.

SPACES

Calculate the vessel’s internal spaces. An unstreamlined
vessel has spaces equal to its hull class. A streamlined vessel
has spaces equal to the volume factor (from the Streamlining
Table) x hull class. Standard hulls with Very Good streamlin-
ing have spaces equal to 0.8 x hull class. Internal spaces will
be used up by equipment and other options. Keep a running
total of how many spaces remain; when they are all gone,
nothing else can be installed in the vessel.
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STEP 3: TURRETS,; BAYS,

AND SpPiInNAL VMIOUNTS

Decide how many turrets and/or bays the vessel has.
Their mass, cost, and internal spaces are shown on p. 131. As
with the hull, mass varies by TL and cost varies depending
on whether the hull is streamlined or not.

See Batteries, p. 24, for a way to increase firepower by
linking turrets or hull-mounted weapons. Batteries should be
considered after the actual weapons are installed.

Turrets

Turrets are standard mounts for shipboard weapons.
They have the most flexibility in terms of arc of fire because
the entire turret is turned to aim it, along with all the
weapons mounted in it, of course. They have effectively
unlimited arcs of fire — as long as the ship’s hull or
appendages aren’t in the way, the turret can fire at any target,
independent of the attitude of the ship. For most configura-
tions, that means the arc of fire is 180° in any direction — a
complete hemisphere. For game purposes, assume turrets
can fire at any vessel within range.

In ordinary 1-second combat turns, weapons in turrets
may not fire on targets on the opposite side of the ship, and
may be further restricted by the configuration of the hull
(GM'’s decision). GURPS Traveller space-combat rounds
(see p. GT163) represent 20 minutes, so GMs may ignore
this targeting restriction due to ship maneuvers in zero gravi-
ty during that time scale.

A ship can have a maximum of one turret per 100 dtons
of hull class, or it can have fewer or none at all. A small craft
of at least 3 dtons may have one turret.

Instead of a turret, weapons can be built directly into a
hull. A vessel can have 3 spaces of turret weapons installed in
hull mounts in place of one turret. Hull-mounted weapons
have reduced range of tracking due to the lack of a turret
mechanism. Since they are inside the hull’s armor belt, the
degree of protection is greater than for turrets, but they can
only fire on targets within a 45° arc to either side of the direc-
tion the mount is facing. Each hull-mounted weapon must be
installed on one of the six faces of a ship (forward, aft, port,
starboard, dorsal, or ventral).

The figures in the Module Tables (p. 124) are for medi-
um frame, standard materials, with very good streamlining
(VGSL) and unstreamlined (USL) prices (the two most com-
mon). Multiply turret weight by the same frame and material
factors used to design the vessel’s hull. To select a streamlin-
ing level other than VGSL, multiply the USL turret cost by
the appropriate factor (3.6 for SSL, 6 for ESL, or 12 for
RSL). Then multiply this cost by the same frame and materi-
al factors used to design the vessel’s hull. (Use the USL cost
if the turret is unstreamlined.)

Optionally, turrets purchased as unstreamlined can be
placed on streamlined hulls, but they make the vessel
unstreamlined as a result. Turrets on planetoid hulls may use
any materials and have a frame strength equal to the hull.
Turrets have 800 sf of surface area each and must be armored
separately (see Step 4).

Pop Turrets

Pop turrets are identical to ordinary turrets, except they
can be fully retracted into the hull when not needed. They are
only protected by the hull’s armor while retracted, but may
still be separately armored. Pop turrets are often used on
planetoid hulls to preserve the appearance of a natural aster-
oid. If a pop turret takes more than half of its HP in damage,
it is locked in whatever its position was before the damage
was inflicted. (It may still rotate.) Pop turrets are treated as
hull-mounted when not extended.

Weapon Bays

Weapon Bays are large weapon mounts. They come in
two varieties: external or internal. External bays are treated
exactly like turrets, above (though they have the same surface
area as a vessel of their size; see p. 28). Internal bays are
treated exactly like hull-mounted weapons, as above. Bays
on planetoid hulls are usually internal. Weapon bays may not
be grouped as batteries.

Bays are available in large and small sizes (for 100-ton
and 50-ton weapons, respectively). Bays must be installed
during construction (though their weapons may be installed
later). Weaponry in internal bays is easily removed and
replaced at a suitable shipyard or spacedock as the need aris-
es. It takes about two hours to replace a small internal bay
weapon; double this time for large bays, and triple it for
external bays. The 50-ton bay is the bay in the GURPS Trav-
eller core book. It is referred to as a 50-ton or small bay here
to prevent confusion with the 100-ton or large bay.

Empty internal bays may store cargo or hold small craft.
External bays may not store cargo or craft — they are only
capable of holding weapons due to a honeycomb structural
arrangement designed to hold either missiles for the multiple
missile racks or the components used to build energy weapons.

Vehicles and craft may be carried in otherwise unused
internal bays at 50% space wastage (a 100-ton bay holds
50 dtons of vehicle or craft); a bay may launch one craft per
turn (see p. 64).

An internal bay may carry deadfall ordnance (p. 53);
such a bay is useless in battle, but is used to bombard worlds.

A ship can install one bay for every 10 turrets not
installed. For example, a ship with Hull Class 10,000 may
have up to 100 turrets, but the designer could instead install
80 turrets and two bays. This effectively limits bays to ships
of 1,000 dtons and larger.

Spinal Mounts

Spinal mounts are large enough to require special plan-
ning; they are considered fixed-mount weapons and basically
become the main structural member for the ship. They have
limited arc of fire — no more than 15° to either side of the
direction the vessel is facing. Spinal mounts require that the
entire ship be pointed in order to aim the weapon, but they
have no overhead for mounting.

Spinal weapon mounts reduce the number of turrets pos-
sible by 1 for every 100 dtons they occupy. Other surface fea-
tures (external grapples, etc.) also affect the number of turrets
and bays that can be mounted; see p. 31.
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EvoLuTiON VvSs. REVOLUTION

Warships are expensive investments, especially large
warships. This simple fact drives much of the design conser-
vatism for which navies are notorious. Any officer who sug-
gests radical design changes is placing his career on the line
(especially after a victorious war). Navies tend only to adopt
new technologies after they have been thoroughly proven and
tested on smaller, less expensive vessels. It is a common
naval paradigm that more than 25% novelty in a new design
will lead to disaster. Therefore, new designs should be evolu-
tions of older vessels rather than revolutions in design prac-
tice. Assume Imperial Navy ships last 80-100 years before
undergoing a major overhaul/refit, and then are good for
another 80-100 years before retirement. There will be
instances where some ships last longer and some retire quite
quickly, but on average, 180 years is the life expectancy of a
warship due to HT loss (see below).

Aging Ships

So what happens at 180 years? Does the ship sponta-
neously combust? Not likely, but its chances of being fully
operational are slim. When making a Structural HT check,
make an extra check for every 50 full years that the ship has
been in continuous service. This means that a ship 50 years
old makes two HT checks, one 100 years old makes three HT
checks, etc. Reset this to one check if the ship has had a
major rebuild (see p. 106).

For every 200 years of service, a ship’s HT permanently
drops by 1; ships of that vintage are normally retired or used
for light duties. TL.13+ ships multiply the intervals by TL-10.
However, regardless of how many times a ship is rebuilt,
overhauled, prayed for, or glued back together, the maximum
theoretical lifespan is 60 years at TL7 and doubled every TL
after that. This puts a TL10 vessel at around 500 years and a
TL12 vessel at around 2,000 years.

How Much Armor Do | Need?

Armor in GURPS Traveller can be divided into four
types: Recommended Minimum (DR 100), Turret Invulnera-
ble (can ignore hits from standard turret-mounted weaponry),
Bay Invulnerable, and Spinal Mount Invulnerable. What is
invulnerable at one TL may not be at the next. Depending on

a ship’s mission, it may only need enough to keep the dust
off. When designing a warship, make a determination as to
what class of weapon this type of vessel will be able to
ignore or shrug off.

STEP 4: ARMOR

Vessels are armored to protect against cosmic rays,
micrometeors, and enemy weapons. Adding heavy armor
will slow a ship down (due to the extra mass) but make it
more “survivable.” Choose both armor material and DR.

Most starships use expensive armor. Bulk transports and
ore carriers may use cheaper materials as an economy meas-
ure, while prototypes might use advanced materials.

To figure out how much armor is needed, calculate the
ship’s Total Surface Area: This is the number shown in the
area column of the Hull Table (p. 28) plus the surface area of
all turrets and external bays. Each turret has an area of 800 sf.
Each external bay has an area of 6,500 sf (small) or 10,000 sf
(large). Internal bays, hull-mounted weapons, and spinal
mounts do not take up surface area.

The minimum armor for manned vessels is generally
considered DR 100 — military starships will have consider-
ably more. As a rule of thumb, a light military vessel will be
able to withstand a hit by turret lasers of its TL at 1/2D range,
while a ship of the line will be completely impervious to tur-
ret beam weapons — and will frequently shrug off bay particle
and plasma/fusion weapon hits as well! See How Much
Armor Do I Need?, above.

Optionally, armor for the turrets may be calculated sepa-
rately from hull armor. Turrets and bays are often designed
with lighter armor than the hull itself. For a fast way to
design this, just add half the turrets’ and external bays’ area to
the vessel’s area; afterward, they can be assumed to have half
the DR the hull has. Military vessels also have suggested
minimum and maximum armor requirements for turrets. The
GURPS rules don’t normally track armor volume because it
is negligible, but placing huge amounts of DR on a relatively
tiny turret will use up the space for weaponry (and would
slow rotation speeds below the standards assumed in the
space-combat system). To reflect this, turrets have maximum
DR. They should have an absolute minimum of DR 100, and
not exceed DR 250 at TL7, doubled every TL after that, or
half the ship’s armor, whichever is less.
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Passive Defense (PD). Armor PD depends on DR, as fol-
lows: 1if DR 1,2 if DR 2-4, 3 if DR 5-15, 4 if DR 16+.

Step 5: OTHER

SURFACE FEATURES

Sealed: Vessels must be sealed. Dispersed structure hulls
are unsealed; instead, individual subhulls are sealed separate-
ly. GMs may wish to ignore the cost of sealing on large,
high-TL vessels, as it is so low as to be negligible.

Sensor Masking: Warships are usually the only vessels to
use sensor masking. A ship may optionally be given stealth,
making it harder to detect by active sensors (like radar),
and/or emission cloaking to mask it from passive sensors
(like infrared). Each type comes in three levels: “Modest,”
“Basic,” and “Radical.” A third type of sensor masking,
sound baffling, is used only when in an atmosphere.

STep 6: CoMPONENT
MobuLEs

A component module is a set of components grouped
together into a system, like a bridge or a jump drive. Each
module is rated for the spaces it takes up. Select modules
whose total spaces are sufficient to fill the ship’s hull spaces.
Weapons and magazines are placed in turret spaces unless
hull-mounted. Keep a running total of remaining space; when
it’s gone, no more modules can be installed inside the hull.

CaArGo SpPACE IN TURRETS

Although turrets aren’t designed to carry cargo,
they can — with great difficulty. Maintenance hatches
must be removed, exposing wiring and conduits, and
the cargo must be carried by hand. Safety regulations
prohibit the use of turret access space for cargo storage.
Players choosing to ignore safety regulations can store
small cargo in them. This requires dismantling the tur-
ret from the hull side and most cargo in standard ship-
ping format can’t even be put in there without a major
engineering chore. This is also backbreaking labor —
imagine stowing cargo in the front seat of a hatchback,
going in through the trunk — and the GM should roll for
mishaps which may result in anything from static on
the intercom to leaks in the turret’s jump field causing
jump fluctuations.

Carrying cargo in turrets is not normal practice. If
crew members do risk the difficulties and the malfunc-
tions, customs inspectors might decide to examine
every access hatch and crawlspace, which could easily
take days. GMs take note: While the volume of turrets
is not counted as part of a ship’s total volume when cal-
culating jump, that is a simplification for accounting,
not a loophole through which ships can get an extra 3%
external cargo space “for free.” Just the opposite, in
fact: Starship owners often pay the price when stuffing
things into areas where they don’t belong.

So | get settled on the ship and the
pilot calls me up to the bridge to sign
autographs for the crew. While I'm
there, | notice that one of the buttons
has a light that says “Press to Test.” |
resist for about ten minutes, then |
press it, and the light changes to
“Release to Detonate.”

Everybody's a comedian.

— Anton Wilson Peale

Every ship should have a bridge and an engineering or a
cockpit/systems module. Other modules are more or less
optional, although drives and quarters should be installed in
nearly all vessels.

Where modules are available at different TLs, the TL is
given after the name; for instance, “Maneuver Drive/10”
means a TL10 maneuver drive. If no TL is given, assume the
system is available at TL7+. If a series of modules tops out at
a TL lower than the vessel’s TL, assume the highest TL mod-
ule is available at the vessel’s TL. Modules are also rated for
other statistics:

Spc: The spaces the module takes up.

Mass: The module’s mass in stons.

Cost: The module’s price in MCr.

Pwr: The module’s power requirement in MW.

In some cases, a module is partially designed by the
ship’s builder: select a size in spaces, which then determines
mass and cost. Some modules have additional statistics like
thrust, power output, and fuel consumption; see the individ-
ual description for details.

Balanced Arrays

A balanced array of one missile rack, one laser, and one
sandcaster per turret is normal for commercial vessels. On
average, two sandcasters will buy a ship an additional laser hit
before it takes major damage. Lasers are useful offensive/
defensive (anti-missile) weapons, while missiles are the most
effective purely offensive weapon. Because small ships in
combat rarely have urgent tasks for all five bridge crew sta-
tions (the Pilot and Gunner certainly will be busy, and the Sen-
sors station also should be, but a distinct Communications
station and the Navigator may have time available), one useful
technique is to hand off missiles after they are fired to another
crew station, using the bridge’s lasercomm for guidance and
allowing gunners to concentrate on anti-missile/anti-ship fire.

STEP 7: TURRET AND

WeaPON BAYy ARMAMENT

Add each weapon’s mass and cost to the running total of
vessel mass and cost. Turret weapons may occupy a turret
space (up to three spaces per turret) or take up space inside
the hull (up to three spaces per turret not installed).
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Bay weapons may occupy an entire external bay or take
up space inside the hull (in an internal weapon bay).

Spinal mounts always take up space inside the hull.

See Module Tables, p. 124, for more information.

STEP 8: STATISTICS

Once the various components that make up a vessel have
been added together, it will be necessary to figure out what
they cando. ..

Payload

Payload is:

» The weight of cargo carried. Assume 5 stons per dton
of cargo hold (i.e., about 20 Ibs./cf) unless you want to recal-
culate every time these vary. Exceptionally dense cargo may
weigh up to 25 stons/dton; this is the maximum the holds can
handle without special reinforcement.

» The mass of vessels carried in spacedocks, vehicle
bays, and external grapples.

¢ The mass of all ordnance: missiles, sand canisters, etc.

* The mass of all non-jump fuel.

Total Empty Mass

Total the mass of hull, turrets/bays, armor, surface fea-
tures, chosen modules, and weapons. This is the vessel’s
empty mass.

Total Loaded Mass or Weight (LWE.)
This is equal to empty mass plus payload.

Volume

This is the volume of the vessel in dtons, excluding tur-
rets and external bays.

Maintenance Requirements

For any complete module (drop tank, cargo pod, etc.)
that is unpowered and has no systems requiring power, an
annual maintenance overhaul is usually sufficient to ensure
peak performance. However, starships and small craft have
different maintenance requirements. Starships require main-
tenance in an ongoing fashion, while small craft and non-
starships not normally in continuous operation require
maintenance only on a periodic basis.

To calculate a starship’s maintenance requirement, use:

Maintenance = 4.8 x original purchase price in MCr
/ [square root of actual purchase price in MCr).

The result is number of man-hours per day required for
maintenance.

To calculate the maintenance requirement for a small
craft and non-starships in temporary service, use:

Maintenance = 20 x (square root of actual purchase
price in MCr) / original purchase price in MCr.

The result is the maintenance interval, or the number of
operating hours between 4-hour maintenance check-ups.

Customized Maintenance Requirements

Some ships also require more maintenance than other
ships. Some require less. For every percentage more mainte-
nance required by a vessel, increase its original purchase
price by an equal percentage in the above formula. The
reverse is also true. For every percentage less maintenance
required, decrease the original purchase price of the vessel by
an equal percentage in the above formula. Note that the actu-
al purchase price remains unchanged for purposes of use in
the formula. If the point system is used via the Ship’s Patron
advantage from GURPS Traveller: Far Trader, increase or
decrease the ship’s point cost by the same amount, rounding
up. Note that some shipyards (or even
whole polities) may produce ships that
require more or less maintenance than nor-
mal. Terran ships from early in the Inter-
stellar Wars are known to have required
20% more maintenance.

Example: A particular shipyard pro-
duces ships that are known for their low
maintenance. The GM decides these ves-
sels require only 95% the normal routine
maintenance. The team decides they want
one of these vessels — it costs MCr25 as per
the design sequence in this book. Using the
formula above, 4.8 x (25 x 0.95) / (square
root of 25) = 22.8 Man-Hours per day of
maintenance. Normal maintenance on a
ship costing MCr25 is 24 man-hours per
day. GMs may also decide to increase the
cost the players have to pay for a ship such
as this, but the original purchase price and
the actual purchase price must be based on
what the ship normally costs as per the
rules in this design system.
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Total Cost or Price

Add together hull, turret/bay, streamlining, armor, surface
features, modules, and weapon costs to get the vessel’s cost.

Fitted-Out Cost or Payload Cost.

This is equal to the final cost of the ship once it has been
fitted out (p. 26).

Structural Health (HT)

Ships in GURPS Traveller have a structural Health (HT)
statistic to reflect their general condition and resistance to
wear, fatigue, and breakdowns. Used ships may have reduced
HT due to age and wear (see p. 20). If the purchase price was
discounted to 50% or less, reduce HT by 1; 10% or less,
reduce by 2.

A ship’s basic HT is [75 x (internal space in dtons /
loaded mass in stons)] + 5, rounded to the nearest whole
number. Maximum HT is 12 or the ship’s overall TL,
whichever is higher. Multiply “internal space in dtons” by 0.1
for super-light frame, 0.25 for extra-light frame, 0.5 for light
frame, 1 for medium frame, 2 for heavy frame and heavy
asteroid frame, 4 for extra-heavy and extra-heavy asteroid
frame, and 8 for super-heavy asteroid frame. See p. T-FT75
for more information.

Hit Points

Record hit points for the hull and each bay or turret. A
hull, bay, or turret’s hit points are its area x 1.5. Multiply this
result by 0.1 for super-light frame, 0.25 for extra-light frame,
0.5 for light frame, 1 for medium frame, 2 for heavy frame
and heavy asteroid frame, 4 for extra-heavy and extra-heavy
asteroid frame, and 8 for super-heavy asteroid frame.

Damage Threshold

This is the point at which the ship takes major damage.
Vessels designed with medium frames suffer a Major Dam-
age result every time cumulative damage to the hull reaches
a multiple of 10% of their hull points (HP), as per
p. GT169. For vessels with other frame strengths, this
“damage threshold” is different. It is equal to the hull’s HP
multiplied by 1 for super-light frame, 0.4 for extra-light
frame, 0.2 for light frame, 0.1 for medium frame, 0.05 for
heavy frame and heavy asteroid frame, 0.025 for extra-
heavy and extra-heavy asteroid frame, and 0.0125 for
super-heavy asteroid frame.

STEP 9: PERFORMANCE AND

DeEsiGN FINALIZATION

The final step in starship design involves computing per-
formance and miscellaneous statistics. These bits of informa-
tion will be handy during game sessions, where pilots will
need them to fly their vessel!

Jump Number, Air Speed,
and Space Acceleration

These statistics are determined as on p. GT159. To deter-
mine drag for airspeed calculations, divide surface area by 10
for superior streamlining, 20 for excellent streamlining, or 40
for radical streamlining.

Space Acceleration and Reaction Drives

If a vessel uses a reaction drive, it can only accelerate
for a limited amount of time before running out of fuel. The
accounting unit used to determine how long a vessel can
accelerate is called a G-Round, or GRd for short. Calcula-
tion of GRd formulae is only necessary if a vessel uses a
reaction drive; most vessels use reactionless thrusters. The
GRd formulae determine the average acceleration over the
complete burn time afforded by the available fuel on board.
See G-Round Calculations, below, for the formulae used to
calculate GRds.

G-Rounbp CALCULATIONS

For reaction-drive ships only, this statistic measures how
long a ship can accelerate without running out of fuel. The
format is A G R GRds. A is the vessel’s maximum space
acceleration in gravities; R is the number of gravities of accel-
eration that can be used before the vessel runs out of fuel.

A is reaction drive thrust in stons divided by (ship loaded
mass in stons minus half the mass of reaction drive fuel in
stons). This reflects the fact that drive fuel will be burned
away as the ship accelerates, and thus gives an average result
without much complication.

R is the spaces of fuel carried for the reaction drive
divided by the drive’s fuel consumption in spaces per hour,
multiplied by A times 3.

Each space combat round, subtract the acceleration in G
used by the ship from its remaining G-Rounds. When G-
Rounds reach zero, the ship is out of reaction drive fuel and
can no longer accelerate.
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Example: A ship has a reaction drive with a thrust of 54
stons and a fuel consumption of 188 spaces/hour; the ship
has a loaded mass of 600 stons. It carries 282 spaces of
hydrogen fuel for its reaction drive; hydrogen masses 1 ston
per space, so the fuel masses 282 stons.

A is 54 divided by [600 — (282/2)] =0.12 G.

R is 282 (fuel spaces) divided by 188 (fuel consumption
per hour) times 0.12 (A) times 3 = 0.54.

Its GRd statistic is written as 0.12 G 0.54 GRds. If the ves-
sel accelerates at 0.1 G for two rounds, its GRds drop to 0.34.

Missiles are also rated in GRds; instead of fuel, they use
electricity stored in power cells.

Underwater Performance

There may be occasions where the underwater perform-
ance of a spacecraft will be relevant (System Defense Boats
hiding deep in the ocean, for example). In GURPS
Traveller, ships with vectored reactionless thrusters capable
of more than 2 G of thrust, very good or better streamlining
(see p. 29), and total compartmentalization (see p. 30) are
assumed to have the equivalent of a submersible hull. A sub-
mersible hull is required for most underwater operations, but
ships without one may still be able to function in this envi-
ronment. For more information, see Submerged Perfor-
mance, p. VE132.

There are two key parameters for underwater perform-
ance: Maximum Speed and Crush Depth.

To calculate Maximum Speed underwater (uSpeed),
first determine:

Hydrodynamic Drag = 944 x cube root of (Total
Displacement x Total Displacement].

Then:
uSpeed in MPH = 76 x cube root (Thrust,/Drag).

Total Displacement is in dtons and Thrust is in stons.

Crush depth in yards is 10 plus the DR of the hull or tur-
rets (whichever is lower), multiplied by 0.75 for super-light
frames, 1.5 for extra-light frames, 3 for light, 6 for medium, 12
for heavy, and 24 for extra-heavy. Divide this final result by
the size modifier of the ship (p. 28). If the ship does not have a
submersible hull or the equivalent, divide again by 2. In
GURPS Traveller, this supersedes the formula on p. VE133.

UNDERWATER ACTION

UV and rainbow lasers have 1/500 their listed range
underwater, X-ray lasers 1/1,000, and plasma and fusion
guns are useless. TL8+ missiles use their uSpeed statistic as
calculated above and can travel for one hour (though their
crush depth is quite shallow). If combat occurs in this envi-
ronment, GURPS Traveller: Ground Forces is recommend-
ed for the shorter combat rounds and distances involved.

Batteries

Up to 10 turrets, or 30 spaces of hull-mounted
weapons, may be linked together to form a battery, aimed
and fired by a single gunner. This is normally done to
increase firepower and reduce crew requirements. All tur-
rets must be on the same side of the ship and carry the same
weapons. Each time the number of weapons is doubled, the
battery’s effective rate of fire is increased by 1. Battery
assignments may be changed at will, so long as sufficient
gunners are available. Batteries may not mix turrets and
hull-mounted weapons. Weapon bays may not be grouped
as batteries.

DirecTioNs AND NUMBERING

Directions on shipboard can be both relative (“forward
of bulkhead 30”) and absolute (“the aft airlock™).

Direction Terminology

Drive Axis — the principal direction on a ship is its drive
axis, a line from the center of thrust of the primary drives
through the center of mass of the ship. Some ships may have
both a primary and a secondary drive axis if they have more
than one drive configuration; if so, the primary drive axis is
almost always meant.

Deck Orientation — Ships are defined as belly-landers if
their main deck is parallel to the drive axis, or tail-landers if
perpendicular. Belly-lander designs are common among
freighters; this configuration maximizes the area for cargo
hatches in proximity to a dock. Belly-landers are also suited
to lifting-body designs for streamlining. Military and scientif-
ic vessels, and those designed purely for zero gravity, are
often tail-landers (e.g., the Laboratory Ship, p. GT145, and
Mercenary Cruiser, p. GT139).

Fore and Aft — Forward (fore) is in the direction of the
drive axis (toward the nose); after (aft) is in the opposite direc-
tion, toward the “tail” of the vessel.

Port and Starboard — The left and right sides of the ship,
respectively, always determined while facing forward. The
term “port” refers to the Solomani custom of placing the pri-
mary airlock (and hence, access to the starport) on that side;
Vilani-influenced designs show no particular preference.

Dorsal and Ventral — the top (back) and bottom (belly)
of the ship, while facing forward and with port to the left. On
tail-landers, port is arbitrarily defined by the location of the
main airlock; ventral, starboard, and dorsal subsequently are
defined from there.

Outboard and Inboard — Outboard is away from the
drive axis; inboard is toward the drive axis.
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Numbering

Starships have many identical components located
throughout the hull; when it is important to distinguish them
clearly, a standard numbering system is used. Odd numbers
are used on the port side, even numbers on the starboard.
Numbering is consecutive, in order from inboard to outboard,
fore to aft, dorsal to ventral. Items on the drive axis are num-
bered after any others of the same type.

For example, the cabins on a Beowulf-class free trader
(pp. GT132-134) are numbered thusly: starting on deck 1,
from top to bottom on the deck plan, numbers 1-3-5 on the
left (port) side and 2-4-6 on the right (starboard). On deck 2,
the captain’s cabin on the port side is #7, while the double
occupancy cabin is #8 and the remaining crew cabin #10 (the
low berth compartment could be called #9). The two drive
units are #1 on the left and #2 on the right; the dorsal turret is
#1, the ventral turret #2.

Different ships may have slightly different conventions,
and all components should be clearly labeled in any case to
prevent confusion. But when the chief engineer tells a crew-
man to “cut off power to the #3 drive, and hurry!” he should
at least know where to look!

CRrREW AND
PASSENGERS

All (non-sentient) starships require a crew to operate and
maintain the ship. In general, the crew of the ship must pro-
vide enough personnel to operate all machinery and man all
weaponry. The actual number of crew personnel required for
the ship is based on the drives, weaponry, and other equip-
ment carried by the ship. If the ship is under 1,000 dtons, then
the rules on pp. GT149-150 should be followed. For vessels
1,000 dtons and over, see Crews on Large Ships, below.

In general, crew should have a skill level of at least 12 in
the skill(s) appropriate to their positions. Good computers
can make up for a lot (especially at high TLs); a luxury yacht
may be capable of interstellar travel even though nobody
aboard knows anything about piloting, astrogation, or the
engine room!

If the GM feels a ship is under-crewed, he should assess
penalties to appropriate skill rolls, especially in stressful situ-
ations when one spacer has to be in three places at once. See
p. GT165 for rules on penalties due to additional duties.

CrEwWs ON LARGE SHIPS

Typical crew requirements are given below, but these
are averages; actual requirements can vary a great deal. Mil-
itary ships will have larger crews to allow for multiple shifts
and to replace losses in combat. Transports often run with a
bare minimum of crew to save money. A civilian yacht
might not have anyone with the titles listed below, but some-
body needs to do the job. Ships with minimal crews call for
talented people since several jobs are doubled up.

Command Section

The ship should have a commanding officer, an execu-
tive officer, a computer officer, two navigation officers, and a
communications officer. The section should also have some
support personnel, ratings equal to 50% of the total officers
in the section. On ships over 20,000 dtons, the number of
personnel in the command section should amount to
five per 10,000 dtons of ship.

Engineering Section

Engineering crew requirements are listed in the
descriptions of each drive and power module. Addi-
tional mechanics and technicians (life support, elec-
tronics, etc.) may be required to meet maintenance
man-hour requirements (see p. 106). The section
should include a knowledgeable chief engineer, a
second engineer, and several petty officers. There
should be 10% officers and 20% petty officers.

GUNNERY SECTION

The ship should have a chief gunnery officer
and at least one petty officer for each type of
weapon aboard. A spinal mount should have a crew
of one per 100 dtons of weapon (round to the near-
est whole number); bay weapons should have a crew of at
least two; turret weapons should have a crew of at least one
per battery. The gunnery section should have 10% officers
and 30% petty officers.

A weapon cannot be fired in combat unless it has an
operator. However, this may be a gunner, a non-gunner oper-
ating at default, or a computer. Some weapons may be
manned by ship’s troops during combat operations.

Flight Section

If the ship has any small craft, it should have a flight-
contro] officer, crew for each craft, and at least one technician
per craft. Launch tubes should have a crew of at least 10,
which will include a flight-supervision officer and a prepon-
derance of petty officers.

Stewards on passenger liners are often given minimum
certification as lifeboat operators for emergency evacuations.
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' How MANY MEDICS
- Do 1 NEeD?

If a ship is 1,000 dtons or larger, see Medical Sec-
tion, below. For smaller ships, here is a review of the
different rules and guidelines.

® GURPS Traveller: Far Trader says one Certi-
fied Medical Technician is required for ships 200 dtons
or larger and carrying paying passengers.

® GURPS Traveller states one Sickbay is required
for every 120 staterooms, rounded up. It is recom-
mended that the first Sickbay have two medics and
then one medic for each additional one.

® GURPS Traveller states a medic with First Aid
should be carried on ships without Sickbays but carry-
ing passengers. This medic may be a steward with the
required training.

® GURPS Traveller states a medic with Electronic
Operations (Medical) at 10+ should be carried on ships
to oversee cryogenic freeze capsule (low berth) opera-
tions. This may be a steward with the required training.

To sum up: If a ship is carrying paying passengers
(awake or in low berth) and the ship is 200 dtons or
larger, a certified medical technician is required with
Electronic Operations (Medical) at 10+. If the ship
doesn’t have a Sickbay (or Emergency Aid Station) this
medic can also be a steward. One full-time medic for
each 60 people aboard is highly recommended.
Automeds and chrysalis machines (p. S91) can replace
medics, but a ship should retain at least one live medic
per sickbay, military sickbay, or per two Emergency
Aid Stations (see p. 65).

Medical Section

A chief medical officer, plus one full-time medic or
assistant per additional 50 people aboard. Automeds and
chrysalis machines (p. S91) can replace medics, but a ship
should retain at least one sophont medic per sickbay or mili-
tary sickbay, or per two Emergency Aid Stations (p. 65).

The rate at which low-berth passengers can safely enter
or awake from cold sleep is critically dependent on the num-
ber of skilled medics available: one medic at Physician 10+ or
Electronic Operations (Medical) 10+ can assist the entry of 12
or revival of 16 passengers per hour (p. GT108). Passenger
ships with large numbers of low passengers often cross-train
stewards to minimum standards to expedite this process.

Service Crew

The ship itself may have a requirement for additional sec-
tions which provide basic services including shops and stor-
age, security (especially if there are no ship’s troops aboard),
food service, and other operations. Allow two per 1,000 dtons
of ship or 100 other crew, whichever is more; three per 1,000
dtons or 100 crew if there are no ship’s troops.

Luxury liners often have extensive housekeeping and
service staffs for the comfort of passengers; see p. 56.

Ship’s Troops

Most ships 1,000 dtons and over have a marine (or mili-
tary) contingent aboard which ranges in size from a squad to
a regiment. The size of contingents can range from three per
1,000 dtons of ship to three per 100 dtons. Such forces are
organized according to the standards of the service from
which they are drawn, but are assigned to the ship; their
equipment should be consistent with the TL of the ship.
Ship’s troops often fill the role of security forces aboard the
ship and are used for military exercises by the ship’s com-
manding officer. They are also used for damage-control par-
ties, manning of some weapons, and boarding actions.

Ship’s troops often get bunkroom accommodations,
though this is avoided whenever possible. They also require
approximately one armory per 20 troops, in addition to spe-
cial facilities for storing battledress (p. 55) if so equipped.

Specialists

Large ships, especially military vessels, will have full-
time officers and specialists for intelligence, liaison, electron-
ic warfare, etc. There may also be science crew, cargo
specialists, etc.

Optional Crew

Entertainers of various sorts will be found on luxury
liners — sometimes more entertainers than passengers. They
may or may not have any actual “‘crew” skills.

Frozen Watch: If low berths provide enough places for a
50% overage in personnel (including ship’s troops, if any),
then the ship may have a “frozen watch.” Fresh personnel are
kept available in low berths for continuous replacement of
casualties and battle losses; between battles, the frozen watch
can be revived and used to restore lost crew.

FirTing OuT

Once a ship has been designed, it is far from ready for
flight. A variety of consumable supplies must be acquired, first.

ADDITIONAL EXPENSES

Vessels may require these additional expenses not
included in their cost:
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@ Computer programs (p. 70).

@ Missiles (p. 52).

® Sand canisters (replacements cost Cr400).

® Spare parts: assumed at 0.1% of original purchase
price of vessel per year.

@ Berthing costs: Cr100 x hull class per week (or frac-
tion thereof) to land or dock at any starport. For more
detailed costs, refer to GURPS Traveller: Far Trader.

® Fuel: depends on required type. See the table below:

Fuel Type Cr/dton Abbreviation
Refined LHyd 350 = H e
Unrefined LHyd 50 H
Hydrogen/Oxygen 333 HO

Jet Fuel 10,000 J
Metal/Oxide 50,000 MOX
Rocket Fuel 6667 R

Water 0 W

@ Fresh provisions: cost Cr60+ per person per week;
required for high-passage accommodations. Also refer to
p. 59.

® Annual maintenance: costs 0.1% of original purchase
price and two weeks at any Class IV or V starport. See p. 106.

OUTFITTING THE SHIP

A starship costs tens of millions of credits, yet some
owners will begrudge a few tens of thousands to keep their
investment in top shape. Here are a few points to consider
when outfitting a new ship.

Auxiliary Equipment

Auxiliary equipment includes every item not part of the
ship’s basic design. Freight-handling equipment (p. 62) is an
investment — a self-sustaining ship is one that can make a
profit where others can’t. Environmental gear for the ship’s
locker (see p. 61) and survival gear for the crew and passen-
gers (especially sufficient rescue balls in every compartment)
can make the difference between life and death (see p. 116).
Finally, buy shotguns and snub pistols enough to equip the
crew, for repelling boarders and hijackers without frying the
bulkheads (see p. 105).

PARTS AND STORES

Spare parts cost 0.1% of the ship’s original purchase price
per year; their volume is included in engineering. This is in
addition to parts required for annual maintenance (p. 106).

Although ships’ life-support systems can produce edible
food from algae and mycoprotein, it is not too tempting; the
product is a bland-tasting, dry, flaky paste or cake, often gray
or brown. Flavor additives (100 single-meal packs weigh
5 Ibs. and cost Cr 50) make it more palatable. Vats that pro-
duce fauxflesh (a product of artificial tissue-engineering tech-
nology) provide real animal protein, but ships with less than
50 staterooms may have room to grow only one variety
(“Beef again? I'd kill for lamb!”).

Fresh provisions are the alternative of choice, and a
necessity on any ship intending to carry high passengers. Pre-
served provisions are 2 lbs., 0.04 cf, and Cr6 per person per

man-day. Fresh real food ranges from two to four times the
price (and up, although at the high end the quality of the
product depends more on the Cooking skill of the chef), and
has twice the weight and volume. Both are carried as cargo:
2,000 man-days of preserved provisions or 1,000 man-days
of fresh food per dton; fresh provisions are also perishable.

Ammunition

Not all merchant ships need to be armed; in the core sec-
tors of the Imperium, armed turrets are not only a waste of
space, but attract unwanted attention as well. Ships operating
on the fringes or contracted to carry mail, however, need
some form of armament. Some captains elect not to buy
ammo while they pray their weapons alone will act as a
deterrent. Others swap out weapons in bays and turrets when
available at starports or planetside.

There is no magic formula for how many missiles and
sandcasters to buy. In general, the ship with the most ammo
wins; buy as much as possible.

Cash

Don’t forget to maintain a cash reserve. Ideally, this
should be enough for three months’ expenses — but no one
ever manages to save that much. Just set something aside for
quick speculations, battle-damage repairs, unforeseen equip-
ment requirements, “contributions” to local economies and
their officials, and so on.

HiriIng CREW

As in most business ventures, personnel can represent
the single top expense of a starship operator.

Salaries and Shares

Crew members must be paid monthly, usually at the first
port of call each month. Non-player characters must be paid
according to the Job Table on p. GT106. Player characters
may bargain for better pay rates or elect to accept worse. In
addition, crew members may participate with the owners and
accept shares in the proceeds of the ship’s activities in lieu of
all or part of their salaries. Salaries (and shares) should be
noted next to names on the crew manifest, though this detail
might be neglected on pirate ships.

Working Passage

A starship captain with a crew shortage may fill the
vacancy by offering passage instead of wages. Working pas-
sage may not continue for more than three jumps or the indi-
vidual is considered “hired” for standard salary — retroactive
to the date he joined the ship. Crew members that work for
passage do not sign the ship’s Articles; instead, an entry is
made in the ship’s log detailing the circumstances and terms
of the contract. In order to sign on for working passage, the
individual must have some expertise in the position for which
he is hired (but might not be fully certified). Baggage totaling
2,000 Ibs. or one dton is allowed. Working passage costs the
individual nothing; he receives passage, room, and board in
lieu of salary.

STARSHIP DEsIGN AND CONSTRUCTION
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There are four types of hull: streamlined, unstreamlined
(the hull type that Traveller calls “partially streamlined”),

dispersed, and planetoid.

STREAMLINED AND UNSTREAMLINED HuULLS

Many vessels previously seen in the GURPS Traveller
universe used standardized hull designs, either TL10 or TL12

STaANDARD HuLL Sizes

The following table is for TL10, non-streamlined hulls:

Standard hulls are constructed according to the hull
tables below; custom hulls make use of several options for
more efficient or specialized design.

medium frames with standard materials, and either a non-
streamlined hull or very good streamlining with a lifting body.

Hull Class Volume Area Hit Mass Cost Size
(dtons) (CF) (SF) Points (stons) (MCR) Mod
10 5,000 2,000 3,000 o) 0.1 +6
20 10,000 3,000 4,500 3 0.15 +6
25 12,500 3,500 5,250 3.5 0.175 +7
30 15,000 4,000 6,000 4 0.2 +7
40 20,000 5,000 7,500 5 0.25 +7
50 25,000 6,500 9,750 6.5 0.325 tir)
60 30,000 7,000 10,500 7 0.35 7
80 40,000 8,000 12,000 8 0.4 +8
90 45,000 9.000 13,500 9 0.45 +8
100 50,000 10,000 15,000 10 05 +8
200 100,000 15,000 22,500 15 0.75 +8
300 150,000 20,000 30,000 20 1 +9
400 200,000 25,000 37,500 25 125 +9
600 300,000 30,000 45,000 30 15 +9
800 400,000 40,000 60,000 40 2 +10
1,000 500,000 45,000 67,500 45 295 +10
1,200 600,000 50,000 75,000 50 2.5 +10
2,000 1,000,000 60,000 90,000 60 3 +10
3,000 1,500,000 80,000 120,000 80 4 +11
4,000 2,000,000 90,000 135,000 90 4.5 +11
5,000 2,500,000 110,000 165,000 110 55 +11
10,000 5,000,000 170,000 255,000 170 8.5 L
15,000 7,500,000 230,000 345,000 230 11.5 +12
20,000 10,000,000 280,000 420,000 280 14 +12
30,000 15,000,000 360,000 540,000 360 18 +13
50,000 25,000,000 510,000 765,000 510 25.5 +13
60,000 30,000,000 580,000 870,000 580 29 +13
70,000 35,000,000 640,000 960,000 640 32 +14
75,000 37,500,000 660,000 990,000 660 33 +14
80,000 40,000,000 700,000 1,050,000 700 35 +14
90,000 45,000,000 760,000 1,140,000 760 38 +14
100,000 50,000,000 810,000 1,215,000 810 40.5 +14
110,000 55,000,000 870,000 1,305,000 870 435 +14
120,000 60,000,000 920,000 1,380,000 920 46 +14
130,000 65,000,000 970,000 1,455,000 970 48.5 +14
140,000 70,000,000 1,020,000 1,530,000 1,020 51 +14
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StTaNnDARD HuLL Sizes (CoONTINUED)

Hull Class VYolume Area Hit Mass Cost Size
(dtons) (CF) (SF) Points (stons) (MCR) Mod
150,000 75,000,000 1,070,000 1,605,000 1,070 53.5 +14
175,000 87,500,000 1,180,000 1,770,000 1,180 59 +14
200,000 100,000,000 1,290,000 1,935,000 1,290 64.5 +14
250,000 125,000,000 1,500,000 2,250,000 1,500 75 +14
300,000 150,000,000 1,690,000 2,535,000 1,690 84.5 +15
400,000 200,000,000 2,050,000 3,075,000 2,050 1025 +15
500,000 250,000,000 2,380,000 3,570,000 2,380 119 +15
750,000 375,000,000 3,120,000 4,680,000 3,120 156 +15

1,000,000 500,000,000 3,780,000 5,670,000 3,780 189 +16
1,250,000 625,000,000 4,390,000 6,585,000 4,390 219.5 +16
1,500,000 750,000,000 4,950,000 7,425,000 4,950 247.5 +16
1,750,000 875,000,000 5,490,000 8,235,000 5,490 274.5 +16
2,000,000  1,000,000,000 6,000,000 9,000,000 6,000 300 +16
3,000,000  1,500,000,000 7,860,000 11,790,000 7,860 393 +17

CustTom HuLL Si1ZESs

Hulls can be constructed to any size. If a hull class falls
between two classes on the table, treat it as the larger class
for area, hit points, cost, mass, and size modifier. The volume
(in cf) of the new hull is calculated by multiplying the Hull
Class (dtons) by 500 (the number of cubic feet assumed to be
in a space).

OpTIONS

The naval architect can vary several structural factors,
depending on the vessel’s intended purpose.

Frame: Most GURPS Traveller vessels use medium
frames, but other types are possible: racing vessels are often
super-light, while warships are frequently reinforced. Multiply
cost, mass, and HP by the values on the table. Ships with high
accelerations, external cradles, or other abnormal loads should
have heavy or extra-heavy frames to handle the additional
stress this places on their hulls if gravitic compensation is
below the acceleration the engines can provide. Hit point
thresholds for determining major damage is not affected by
frame strength (this means vessels with heavier frames will
typically take more major damage before becoming disabled).
See Chapter 2.

Materials: Most GURPS Traveller vessels use standard
materials, which represent the optimum balance between
mass and cost. Where one of these factors is overwhelmingly
important, different materials can be used. Multiply mass and
cost by the values on the table. All starports have standard
materials readily on hand and are tooled to work with them.
Starports may not have other options available; it will add to
the construction time (and thus cost, at GM’s discretion) if
they have to retool for it.

TL: Improving materials technology reduces structural
mass, as indicated on the table. TL10 hulls are the standard
against which all others are measured.

Streamlining: Standard GURPS Traveller vessels have
either no streamlining or very good streamlining. All stream-
lined vessels are lifting bodies (like the Space Shuttle or
“flying wings” — see p. VE11). Better streamlining increases

a vessel’s atmospheric speed. Multiply hull cost and internal
spaces by the values from the table.

Tech Level
7 8 9 10 11 12+
Mass 3 2 155 1 0.75 05
Frame
Super Extra Light Med Heavy Exira
Light Light Heavy
Cost 0.1 0.25 0.5 1 2 5
Mass 0.1 0.25 0.5 1 1.5 2
HPs 0.1 0.25 0.5 1 2 4
Materials
Cheap Exp. Advanced
Very Cheap Standard Very Exp.
Cost 02 0.5 1 2 5 10
Mass 2 1.5 1 0.75 050375
Streamlining
Unstream. Superior Radical
Very Good Excellent
Cost 1 2.4 3.6 6 12
Spaces 1 0.8 0.77 0.74 0.71
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COMPARTMENTALIZATION

Vessels are already divided into airtight compartments
with interior walls and pressure doors. For extra weight and
cost, vehicles can have Heavy Compartmentalization (adds
10% of hull mass to total weight) or Total Compartmentaliza-
tion (adds 20% of hull mass to total weight). Either type costs
MCr0.01 per ton of weight added. Effects of compartmental-
ization are outlined on p. 31.

RoesoTic SHIPS

For a ship that can be run completely by computer, dou-
ble hull cost (cumulative with the above modifiers) to include
the necessary systems and internal data highways to enable
the vehicle to be controlled entirely by a robot brain (see
pp. VE61-63). A robotic ship still requires routine mainte-
nance which can be performed by a human crew or with a
crew of generic tinker-bots as described in GURPS Robots.

Robotic vessels are severely restricted by Imperial safety
regulations (starships cannot legally be operated on interstel-
lar flights without a crew, for instance). There is nothing to
prevent robotic provisions being added to a crewed ship,
however; this represents a high degree of automation in the
ship’s systems. Robotic ships are commonly used as in-
system gas and ore haulers on routine runs.

Other major powers and most independents have similar
restrictions. The Hiver Federation is the notable exception:
Hivers make extensive use of robotic vehicles and spacecraft.

In situations where a crew is required on a robotic ship,
add up the total crew required to operate the maneuver drive
as per the individual modules. The number of crew needed is
the square root of the total, rounded up to the nearest whole
number. This should also be done for the jump drive and the
combination gravitics system if installed.

DisPpERSED HuULLS

A dispersed hull is a structure with a minimum of open
frame armor, to which components are attached. The hull
itself cannot be sealed or pressurized; instead, separate sub-
hulls are constructed and attached to the frame to provide
pressurized environments. Dispersed hulls are common at
low TLs (to save weight) and for military and commercial
jump tenders, because a dispersed hull can launch and recov-
er all carried craft at once.

Select a hull from the hull table; this provides the
framework. Dispersed hulls cannot be streamlined or
have any sensor masking or radiation shielding.

A maximum of (DR 100 x structural hit point
factor) of “‘open-frame” armor may be added. Open-
frame armor protects normally against collisions but
provides no protection against explosions, beams,
bullets, or other small projectiles (optionally, there is
a 2 in 6 chance of hitting the frame). Open-frame
armor has 20% of normal weight; since cost is based
on weight, this makes it 20% as expensive.

All inhabited portions of the ship (bridge, engi-
neering, staterooms, and any component with a
power requirement) must be installed in pressurized
sub-hulls. Turrets and weapon bays need not be
included, as they already constitute separate compart-
ments. Total all pressurized systems and design a sin-
gle “hull” to contain them. This “hull” is framed
(often of super-light strength), armored, and sealed
normally. Total Compartmentalization allows this
“hull” to be divided into as many sub-hulls as
desired. The sub-hulls may be stealthed and cloaked
at basic or lower levels (though it is pointless because
the rest of the hull cancels any benefits gained). Sub-
hulls may not have any other external surface features
(hardpoints, external cradles, etc.) or streamlining, as they are
contained within the primary hull. This sub-hull is still con-
sidered part of the overall vessel and not removable. It there-
fore does not require any special mounting hardware.

PLaANETOID HuLLS

A planetoid may be used as a hull; they are available for
the finding in any system with an asteroid or planetoid belt.

Planetoid hulls must be sealed, but may not be stream-
lined, nor have any sensor masking above basic. The inex-
pensive nature of planetoid ships would appear to be their
major attraction, but they do provide other benefits, such as
relatively inexpensive (though bulky) armor protection.

Hull: Select a hull from the hull table (or design a cus-
tom hull) using Medium Frame, Standard Materials. Multiply
by the following factors:

Frame

Heavy ExtraHeavy Super Heavy
B 24 i B0
Super-heavy frames are only available for planetoid

hulls. They represent a hull that is mostly solid nickel-iron
with compartments hollowed out of it.
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Armor: Multiply DR by (surface area x 0.00035)
to get armor weight in stons; planetoid armor is free.
Minimum DR is 100; maximum DR = surface area.

Alternatively:

Planetoid DR = (armor weight in stons x
2,857) / surface area.

Planetoid hulls must still be sealed.

Cost: Starports charge a higher fee for “wran-
gling” a suitable planetoid, especially if it is located in
a remote or dangerous system. Finding and moving a
planetoid can kick off an adventure revolving around
ship construction! Cr100 per space for hollowing, plus
Cr2.5 to Cr40 per space for bringing in the planetoid.

Compartmentalization: Heavy Compartmental-
ization weighs 10% of hull mass; Total Compart-
mentalization weighs 20%. These don’t have to be
hollowed out (obviously), but they do count against
the transportation cost. Their weight counts against
the empty weight of the ship.

Volume: Unlike most vessels, the structural
framework, armor, and compartmentalization of a
planetoid hull are too bulky to ignore. Add up the
total weight of the frame plus compartmentalization,
divide by 125, and round up to get the number of
internal spaces occupied by solid nickel-iron; these spaces
are not available for other systems. Divide the total weight of
armor by 125 to find its volume in spaces. Again, these
spaces are not available for other systems.

ARMOR

Standard GURPS Traveller vessels use expensive metal
armor. Select the DR level and material for the vessel’s
armor, then calculate the mass and cost. Metal armor is
assumed to occupy no volume; planetoid armor is treated dif-
ferently (see p. 31).

SURFACE FEATURES

Surface features are components and options applied to
the outside of the hull. They generally do not consume inter-
nal space, but almost always add to the vessel’s cost and
often add to weight.

SEALING

Vessel hulls must be sealed to retain internal atmos-
phere; crew and passengers will require vacc suits and their
own oxygen supply in the very few classes of vessel that do
not possess this feature. Multiply total surface area by
MCr0.00004 to determine cost. Halve this

Armor Type at TL Expensive Cheap cost at TL8 and halve it again at TL9+.
Advanced Standard Mass
Steel or Aluminum Alloy - - T 8§ 000025 SeENsSOR MASKING
H}gh—Grade Steel = o s 9 0.0002 Warships are generally the only vessels
'orA.iummum Alloy = ' ' to use sensor masking. A ship may be given
Titanium Alloy 7 8 9 10 0.000125 o001 making it harder to detect by active
Durasteiel 8 9 o 10 11 0.000075 sensors (like radar) and/or emission cloak-
C;ysta_h_ron 9 1050 1L o 12 0.00005 ing to mask it from passive sensors (like
Superdense : 10 S 12 =B 0.00003 infrared). Infrared cloaking is an earlier ver-
Bonded Superdense 1 2= 13 = 00000 sion of emission cloaking. It is effective
Cost (MCr/ston) 0.04 0012 0004  0.002 only against infrared, thermograph, or a

Tech Level: The TL shown on the table is the TL at
which each type of armor is considered Advanced, Expen-
sive, Standard, or Cheap, respectively. A dash “—* means the
armor is not available at that TL.

Mass: Multiply the figure in the table by total surface
area and desired DR to get total mass of armor.

Cost: Multiply the cost factor for material and TL by
total mass to get cost.

PESA using thermograph mode but not any
other type of PESA. Each type comes in
three levels: “Modest,” “Basic,” and “Radical.”

Stealth systems at TL8+ may incorporate, at no extra
cost or mass (GM’s discretion), a color-changing liquid crys-
tal coating centrally controlled by the ship’s computer. Civil-
ian ships sometimes add this feature to their hulls separately
and use it for camouflage (-2 to Vision rolls), decoration, or
advertising.
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Sensor Masking Feature Mass Cost Power
Modest Infrared Cloaking/7 0.0005  0.00003 0
Basic Infrared Cloaking/7 0.001 0.0003 0
Radical Infrared Cloaking/7 0.002 0.003 0
Modest Stealth/7 0.0005  0.00003 0
Basic Stealth/7 0.001 0.0003 0
Radical Stealth/7 0.002 0.003 0
‘Modest Emission Cloaking/8  0.0005  0.00003 0
Basic Emission Cloaking/8 0.001 0.0003 0
Radical Emission Cloaking/8 0.002 0.003 0
Modest Sound Baffling/7 0.0005  0.00001 0
Basic Sound Baffling/7 0.001 0.0001 0
Radical Sound Baffling/7 0.002 0.001 0
Liquid Crystal Skin/8 00001 000004 Neg

Weight and cost are each equal to the vessel’s total sur-
face area times the number shown on the table above. Weight
and cost are halved the TL after the system’s introduction,
and halved again 2 or more TLs after introduction. A vessel
may not have two different versions (i.e. basic and radical) of
the same feature.

Each level of cloaking, stealth, or sound baffling has a
bonus associated with it. Modest is (TL-4) / 2 (round up).
Basic is (TL-4). Radical is 2 x (TL-4). The bonuses for IR
Cloaking and Emission Cloaking while in space are halved.

Infrared (IR) Cloaking subtracts its bonus from rolls to
determine the success of IR sensor scans. Emission Cloaking
subtracts its bonus from rolls to determine the success of pas-
sive sensor scans. IR and Emission Cloaking have no effect
on vessels propelled by fusion air-rams or any other rocket.

A vessel with modest stealth has rudimentary smooth
contours, but can pass as an ordinary design. A vessel with
basic stealth has more smooth contours, but can also pass as
an ordinary design. One with radical stealth always looks
stealthy; think of a contemporary B-2 bomber or F-117 strike
fighter. Either kind of stealth loses its effectiveness if the ves-
sel has loaded external hardpoints (although empty hard-
points are fine); the vessel regains its stealth bonus after
dropping its load. Stealth subtracts its bonus from rolls to
determine the success of active sensor scans.

A vehicle with sound baffling is less noisy — system
defense boats (SDBs) acting underwater or in a gas giant
and atmospheric fighters often have sound baffling to make
them harder to detect, but it can also reduce noise pollution!

Sound baffling represents a variety of internal and surface
measures to reduce the vehicle’s noise level. Care is taken to
mask sounds emitted from the vehicle, especially those of
the engines. Equipment is carefully mounted so its vibra-
tions are reduced. A vehicle with sound baffling may have
modest, basic, or radical levels. Radical sound baffling is
even more obsessive in its quest for noiselessness: the vehi-
cle’s surface may be covered with special tiles designed to
degrade sonar detection. At higher TLs, the vehicle surface
may actually be shaped to absorb sound. Sound baffling sub-
tracts its bonus from rolls to hear the vehicle or detect it with
any form of microphone, sound detector, or passive sonar.
Radical sound baffling also subtracts TL-4 from attempts at
active sonar sensing.

Each of these Sensor Masking options produces the
ship’s Detection Modifier. If a vessel is attempting to scan a
ship with AESA (or another active sensor), its Detection Mod-
ifier is its Stealth Modifier. Likewise, its Detection Modifier
against passive sensors is its Emission Cloaking Modifier.

Typically, sensor masking can only be installed when the
ship is designed. However, GMs may rule that Modest levels
of sensor masking can be retrofitted to existing designs. This
includes enhancements such as radar-absorbing paint, smooth-
ing out some edges, and various tune-ups to the ship’s systems.

ADDITIONAL SHIELDING

Vessels likely to face certain hazards may have addition-
al shielding installed. Alternatively, individual compartments
may be shielded (brigs, bridges, staterooms, etc.). Find the
surface area of individual compartments using the formula
(spaces x 500) raised to the 2/3 power, multiplied by 6. The
following types are available:

Electrified Surface: This feature is used to keep animals
away or discourage people from tampering with the vessel.
Conductive wires are embedded in the vessel’s hull. The sys-
tem can be set for “stun” or “kill.” When turned on, any unin-
sulated object touching or touched by the outside of the hull
takes 2d damage (if set to “stun”) or 10d damage (if set on
“kill”). Complete metal armor protects with only DR 1
against electrocution. A HT roll is required if any damage
penetrates DR and the victim is still conscious; failure means
he passes out for 25-HT turns (seconds). Electrical damage is
covered more fully on pp. CII138-139.




Turning an electrified surface on or off can usually be
accomplished from the bridge or main security station; it can
be disabled from engineering or when the vessel loses power.
An electrified surface can be designed to activate when an
alarm system detects tampering with the locks or (if appro-
priate) by an operational Anti-Hijack program.

Radiation Shielding: Radiation shielding is typically
ignored in GURPS Traveller but included here as an option.
Detailed radiation rules are given on pp. S104-106. A vessel’s
hull has a natural radiation protection factor (PF). This is
based on the DR of the hull facing the radiation. DR less than
100 gives PF 2. DR 100 gives PF 10 and every doubling of
DR after that increases PF by a factor of 10 (e.g., DR 800
gives PF 10,000). In addition, double the PF if the vessel has
superconducting armor, and the radiation is primarily X-rays,
UV, or gamma rays.

Additional radiation shielding may be added if desired.
PF for one layer is 10 at TL7, 100 at TL8, 1,000 at TL9-10,
10,000 at TL11-12, and 100,000 at TL13+, which adds to the
natural PF above. Architects can add as many layers of shield-
ing as desired, subject to the limitations of weight and cost.

Psi Shielding: Interferes with the use of telepathy
(friendly or hostile) through the hull of the ship. Psi shields
protect exactly as if it were a Mind Shield used by a telepath
with a skill of 3 and a Power of (TL-2) x 2 (see p. B167).

Thermal Superconductor Armor: This coating may
only be added over armor. It doubles DR up to an additional
+DR 250 against shaped-charge (HEAT and HEDP) explo-
sive warheads, lasers, X-ray lasers, and high-energy (plasma
and fusion) weapons.

Shielding Feature Mass Cost
Electrified Surface - 0.0001 10.00001
Radiation Shielding - 0001  0.00003
Psi Shielding/8+ 0.00005 0.0001
Thermal Superconductor Armor/11+  0.000125  0.00025

Multiply mass and cost by the total surface area of the
vessel. Weight and cost are halved 1 TL after the system’s
introduction, and again 2 or more TLs after introduction.

TURRETS

Turrets come with a roomy built-in crew station (seat
and console) with computer terminal and a Heads-Up Dis-
play/Weapon Aiming Computer (HUDWAC); at TL8+ they
include a pupil scanner. Note that even though batteries of
turrets (p. 24) do not require crew stations, naval experience
has shown it is prudent to include them, anyway. If central-
ized battery control falls victim to battle damage, the only
thing that might save a warship is crew members rushing to
the turret stations and manning the weapons the old-fash-
ioned way . . .

Turrets have three spaces available for weapons external
to the main hull and consume one space internally for rota-
tion room and the crew station. Pop turrets consume four
spaces internally and three spaces externally when extended.

See p. 19 for more information on turrets. Turrets are
Size Mod +5.

WEeEAPON BAYs

Weaponry in bays may be of five different types: meson
guns, particle beams, high-energy weapons (plasma and
fusion guns), repulsors, and missile racks. Bays don’t come
with crew stations — these crew stations are built into the
actual weapons installed in the bay.

Small external bays have 50 spaces available for 50-ton
bay weapons external to the main hull and consume 10 spaces
internally for rotation space. Large external bays have 100
spaces available for 100-ton bay weapons external to the main
hull and consume 20 spaces internally for rotation space.

If used as a sort of pop turret, small external bays con-
sume 60 spaces internally (weapon space plus rotation space)
and 50 spaces externally when extended. Large external bays
consume 120 spaces internally and 100 spaces externally
when extended.

Small internal bays have 50 spaces available for 50-ton
bay weapons and consume 50 spaces internally. Large inter-
nal bays have 100 spaces available for 100-ton bay weapons
and consume 100 internal spaces.
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See p. 19 for more information on weapon bays.
Weapon bays have a Size Mod equal to that of a vessel of
their volume.

MobuLaR SOCKETS

A modular socket is a space in a vessel designed to
accept different component modules, and to allow them to
be changed as needed without a shipyard facility or exten-
sive reconstruction. A modular socket is rated for the exact
volume of the module it can accept. It has no weight but
costs MCr0.25 per dton. Its volume is exactly equal to its
capacity. Modular sockets are available in half-space incre-
ments. The modular component (what fits in it) costs 20%
more than its base cost.

ExXTERNAL STORE MOUNTINGS

External stores are anything carried outside the main hull
and not stored in turrets or external bays. If a vessel does not
have grav compensation, install enough mountings to hold
the expected “weight” of the stores. This is determined by
multiplying the mass of the stores by the expected accelera-
tion of the vessel. This could result in small cradles capable
of fitting large stores if the vessel is quite slow.

Hardpoints

Hardpoints are reinforced points on the exterior of a ves-
sel’s hull to which external stores such as drop tanks, mis-
siles, or equipment pods are attached and jettisoned.

Each hardpoint (which is actually a set of related fittings)
is rated for the maximum weight it can carry — its load

capacity. Within these weight limits, a single hardpoint can
be loaded with one drop tank, weapon, or equipment pod.

If a vessel will have hardpoints, determine how many it
will have and the load capacity of each. Control over all of a
vessel’s hardpoints (which includes firing weapons) must be
assigned to one of the vessel’s crew stations, typically the
pilot’s.

The total weight of all hardpoint loads may not exceed
(0.01 x the ship’s hit points) in stons. Each hardpoint weighs
0.05 stons and costs MCr0.0002 per ston of load capacity.
Hardpoints are assumed to be “tapped,” allowing the vessel
to draw liquid hydrogen from drop tanks and provide power
to pods containing electronics.

Performance (jump number, acceleration) for ships
with hardpoints must be calculated separately with and
without external stores. Each 100 spaces of external stores
on hardpoints obscures the arc of one turret. Each 1,000
spaces obscures the arc of one bay or 10 turrets. In either
case, the weapons may be hull-mounted in lieu of losing
their arcs completely.

Because hardpoints are generic and can carry any store
within their weight limit, the stresses associated with atmos-
pheric flight are unknown. Ships mounting loaded hardpoints
may not enter an atmosphere without destroying the hard-
point and the stores attached. For atmospheric flight with
external stores attached, see Modular Couplings, Intrinsic
Couplings, and External Cradles/Grapples.

Modular Couplings

Modular couplings are linkages commonly used to affix
a module to a modular craft. These linkages are simple con-
nectors, far less elaborate and expensive than the robotics
found in an external grapple. Conversely, modular couplings
are not automated; a freight handler usually performs manual
attachments and detachments. Modular couplings are also
“dedicated” — only a module of the same “standard” can be
attached to a given modular coupling. The most common
standard in the Imperium is the “cutter coupling,” used by the
30-ton modules for the modular cutter. Coming in a distant
second is the “freight coupling” used by the standardized
containers described on pp. T:FT56-57.

Modular couplings are designed exactly as hardpoints
except they are dedicated to a specific external store.

Any couplings installed on a small craft take up the space
normally available for a turret (but see Intrinsic Couplings, p.
35) due to the strengthened mechanical connection. For ships
of 100 dtons or greater, each 100 stons of modular coupling
capacity takes up the space usually available for one turret.

The standard coupling includes data and power leads. A
“dead” coupling can be installed for half the cost of a linked
coupling. For double cost, a linked coupling can be remote-
controlled, allowing the modular ship operator to detach (but
not attach) a module from his crew station. A linked coupling
can be made explosive for 5 times normal cost; this allows the
module to be released by remote control, though this disables
the coupling until it is repaired.

The modules themselves require no extra cost or weight
to fit a given coupling standard.
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Intrinsic Couplings

Standard modular couplings simply tack the module to
the hull of a ship, much like a TL7 fighter plane attaches
weapons under its wings. An intrinsic coupling makes space
for the module within the general outline of the modular ship
itself; the module is “inserted” into its coupling like a battery
into a radio.

Intrinsic couplings quadruple the weight of module a
given coupling can carry because the module is held more
snugly by the hull of the ship carrying it.

Several factors offset this advantage. First, an intrinsic
coupling must be rated for dtons as well as stons of capacity.
Thus, the standard modular cutter’s intrinsic coupling must
carry a 30-ton module. Modules of smaller size may be car-
ried, but the coupling will have only one-quarter its usual
weight capacity.

Second, a ship with intrinsic couplings may have restric-
tions placed on its sAccel rating when it is not carrying mod-
ules. The ship’s structural integrity is just as dependent on the
module as the module’s fastening is dependent on the ship’s
structural integrity. To determine the sAccel limit of a ship
with intrinsic couplings, divide the dton capacity of all intrin-
sic couplings by the displacement of the ship before the cou-
plings are added. Look up the result on the table below:

dton Ratio sAccel Limit
0.01 or less None
0.011-05 3
0.51-1 2.5
1.01-1.5 2
1.51-2 1.5
2.01-2.5 1

2.51 or more 0.5

Each time the vessel exceeds its sAccel limit, the pilot
should make a Piloting roll at -3, with a further -1 per 0.2 G
over the limit. Roll once per hour for extended periods of
high acceleration. Every failed roll does 6dx50 damage to the
vessel’s hull, bypassing armor.

Ships with two or more intrinsic couplings will have sev-
eral sAccel limits, depending on whether all or some mod-
ules are missing. Modules in place count as host-vessel
displacement when comparing empty intrinsic capacity to
host-vessel displacement.

Third, in almost all circumstances ships with intrinsic
couplings are considered to displace their own hull displace-
ment plus the displacement of their intrinsic couplings.
Therefore, the 50-ton modular cutter rates as 50 dtons of
small craft when carried by another ship, whether or not the
cutter is carrying a module. Standard Imperial practice is to
even call the ship by this expanded displacement.

Intrinsic couplings must be added when a ship is
designed; they cannot be retrofitted. They do not displace tur-
ret capacity as do standard modular couplings.

Example: The 50-ton module cutter is designed as a 20-
ton small craft. This gives it 4,500 hit points. Its maximum
intrinsic-coupling capacity in weight is up to (4,500/100x4) or
180 stons. We calculate that its intrinsic coupling will have the
maximum 180 stons of capacity with (of course) 30 dtons of
volume capacity. The coupling adds 2.25 stons to the cutter’s

weight and MCr0.009 to its cost. The craft now will be desig-
nated as a “50-ton” modular cutter, even though in combat it
will be targeted as a 20-ton vessel (the 30-ton module would
be targeted separately, unless using the alternate rules from
GURPS Vehicles, p. 177). Dividing its 30 dtons of module
capacity by its 20 dtons of hull size gives a dton ratio of 1.5,
which limits sAccel to 2 G when a module is not carried. The
cutter also takes up space as a 50-ton craft in all circum-
stances, unless a generous GM allows crafty space hands to
stack cargo carefully around its odd configuration.

f &

External Cradles/Grapples

These are multi-functional grapples capable of holding a
wide variety of items — asteroids, small craft, cargo contain-
ers, etc. (for external craft in recessed vehicle bays, see
p. 63). Each cradle consists of strong electromagnets,
gravitics, or soft clamps attached to cables and winches,
matched with articulated buffers to protect the hull. One cra-
dle module holds an object of up to 125 stons on the outside
of the ship’s hull; total cradle capacity can be divided among
as many actual cradles as desired but a cradle assembly can
only hold one object. Cradle systems can be installed in
increments of 1/2 space. Objects in cradles are not counted
against the ship’s internal spaces, but must still be included in
jump drive requirements. They are also not protected by the
ship’s armor.

Grapples can also be used remotely, launched by a low-
powered gas jet and attached to their target using Profession-
al Skill (Grapple Operator). This provides rated force to pull
objects toward the ship. Acceleration is pulling force divided
by the mass of the smaller object (thus it is rarely necessary
to have more capacity than the weight of the ship on which
grapples are mounted); maximum speed is 4 yards/second.
Stopping the grappled mass in zero-g is another matter,
requiring the cradle’s buffers or (for properly aligned, stream-
lined vessels) landing gear.

External cradle systems count against the turret-mounted
weapons limit at a rate of one turret per three spaces.
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Propulsion systems are the heart of any vessel — without
them, a hull is just a cold, immobile hulk. Drives move the
ship through space (or jump space). The power plants in
engineering provide energy in the form of electricity; engi-
neering and life-support systems also maintain a habitable
environment inside the ship. Fuel systems collect, process,
and store fuel used for jump and maneuver drives.

The number of engineering personnel on a vessel
depends on the quantity and type of these sys-
tems installed. Specific crew requirements
are noted in the Module Tables, p. 124.
Add up all requirements (retaining frac-
tions) and then round up to the next
whole number. For systems that come in
half-sized or small versions, divide all
statistics by 2 unless otherwise noted
and round any fractional spaces to the
nearest 1/2 space.

ENGINEERING
CovipONENT MODULES

Engineering systems package the basic requirements for
power and life support into a single module. The power-plant
and life-support cores are only the beginning, however. In the
modular ship-design system, every module includes a “slice”
of power plant sufficient to meet its own energy requirements
(crew and passenger accommodations include a similar
“slice” of life support). These power-plant slices must be
taken into account when computing the total size of a ship’s
engineering spaces if designing deck plans. See How Big Is
My Reactor? on p. 15.

ENGINEERING VIODULES

All ships require a single engineering system (or equiva-
lent); naval vessels often have more than one for redundancy
and to allow for maintenance. Each system has a power core
(the base “startup” weight, cost, and volume for a power
plant) appropriate to the TL, total-life-support core, full fire-
suppression system, and a six-man airlock. Included with the
airlock is an inflatable 100’-passage tube (armored to DR 20)
that can be erected in 30 minutes to connect two airlocks for
passenger boarding, cargo transfer, and so on. Some smaller
vessels have the same power requirements as larger vessels
but have a much more limited volume requirement for their
airlocks. The small modification (see Module Tables, p. 124)
reduces the six-man airlock to a one-man version.

AIRLOCKS

All TL13+ modules containing airlocks are assumed to
have membrane airlocks to add a bit of a “wow” effect (see
Future Developments, p. 72). Membrane airlocks are cell-like
“curtain” membranes made of bioplastic that are selectively
permeable to atmosphere. They work like normal airlocks but
take only 2 seconds to cycle. GMs who feel this is too futur-
istic may assume standard airlocks, instead.

Any airlock rated for more than one person may be
divided up into smaller units as needed. For example,
a six-man airlock could consist of two three-man

airlocks or one two-man airlock and four one-man

airlocks. These divisions must be specified at
design time (or when designing deck plans) if this
level of detail is desired.

SMALL-CRAFT

Bribce App-OnNs

This system includes a startup power plant, full life
support for five, and a two-man airlock. The TL12+ version
also includes one bunk. The design is compatible with the
hardened bridge option (p. 42). It uses some of the waste
space in the bridge systems. A craft with one of these add-ons
still requires a Basic Bridge, but does not need an engineer-
ing system; this replaces the engineering module.

Power-PLanT CoRes

These modules are used when installing modules of dif-
ferent TLs in a single ship. The engineering module will, of
course, provide the power-plant-core needs of whatever other
modules are installed at the same TL as it, but a power-plant
core will be required as the basis for the alternate-TL energy
sources for other modules of higher or lower TL.

Each module includes one power core appropriate for
the TL (fission at TL7-8 and fusion at TL9+) with long-term
access space. The TL10+ versions may contain two cores for
twice the cost and mass, with no additional volume.

Power PLANT SLICES

This module contains a power-plant slice of the type
appropriate for the TL (fission at TL7-8 and fusion at TL94)
with long-term access space. They are used when a larger
plant than the one built by adding the various modules to a
ship is desired. A power-plant core of the same TL as this
module must be installed. This core comes from either the
engineering module or a power-core module.
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Naval designers may install extra power capacity for
several reasons, including emergency backup capacity, but
usually this is done to improve the performance of lasers or
other energy weapons. The higher a weapon’s RoF, the better
chance it has of hitting a target. Each doubling of the RoF
increases hit probability by +1 without loss of range or dam-
age capabilities (however, see Double Fire program, p. 72).
The simplest way to determine how much extra energy is
required is to add up the power requirements for each
weapon and multiply by the desired RoF doubling. No RoF
may be faster than 1/2.

Example 1: To take a 250-MJ Turret Laser from RoF
1/60 to RoF 1/30 (a single doubling), its energy bank requires
recharging twice as fast. P. GT157 points out that the usual
60-second recharge takes 11.1 MW, so doubling will require
11.1 x 2 = 22.2 MW. The weapon already has a power slice
rated at 11.1 MW, so it requires an additional one rated at
11.1 MW (22.2—11.1).

Example 2: To take a 250-MJ Turret Laser from RoF
1/60 to RoF 1/8 is a triple doubling (from 1/60 to 1/30 to
1/15 then finally 2/15, which rounds to 1/8). An energy bank
requires recharging eight times as fast: 11.1 x 8 = 88.8 MW.
The weapon already has an energy bank rated at 11.1 M, so
it requires another one rated at 77.7 MW (88.8 — 11.1).

ENERGY BANKS

A rechargeable energy bank is used to provide energy to
systems whose transitory power requirements far outstrip the
capacity of ordinary power plants. Energy banks are also
used to store excess energy that is absorbed by black globes
(see p. 50). Ships with any of these systems should be built
with energy banks. Energy banks are available in full- and
half-sized versions.

JumvpP Drives (TLS9)

A ship requires a jump drive to make interstellar jumps.
Each system includes the jump-drive machinery and power
slices. Decide on the ship’s Jump Drive number to a maxi-
mum of jump-1 at early TL9, jump-2 at late TL9, jump-3 at
early TL10, jump-4 at late TL10, jump-5 at TL11, and
jump-6 at TL12.

The number of jump-drive modules required is based on
the ship’s total displacement. See Terminology, p. 12, for

information on total displacement. Whenever the total dis-
placement changes (when jumping without craft carried
externally or without other external stores, for example) the
jump number must be recomputed based on the new dis-
placement. The number of jump drive modules required is:

number of jump drive modules =
0.01 x total displacement x (jump number+1].

In some circumstances, this formula indicates a fraction-
al value. Round up to the nearest space in those cases.

SHORT-TERM SYSTEMS

Small craft are generally used solely as short-duration
vessels. Short-term modules utilize short-term access space
instead of long-term access space. Vessels built with these
modules are only serviceable groundside or from within a
spacedock, and only when the craft is not in use — there is not
enough access space within the vessel to get to the required
systems. Small craft do not have to be built with these sys-
tems. They can be (and usually are) built with the normal
long-term access modules, instead. Short-term systems start
with “ST” to differentiate them from the long-term systems
(see Module Tables, p. 124).

REACTION AND
MANEUVER DRIVES

There are two kinds of normal space drives: reaction
drives and reactionless maneuver drives. A vessel needs some
type of normal space drive to adjust its course through space;
even “immobile” space stations and platforms will often have
weak drives to make small corrections in their orbits. All nor-
mal space drives are available with long-term access and most
are available with short-term access for use with small craft.

MANEUVER DRIVES

A maneuver drive (M-Drive) is a reactionless thruster
that produces thrust without fuel or reaction mass. Each mod-
ule has a vectored reactionless thruster and a power-plant
slice to run it. Install as many M-Drive modules as desired.
Short-term and half-sized modules are available, as well. See
Ships Without Vectored Thrust Engines, p. GT174, for more
information.
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SoLar SalLs

The solar sail, though not really a standard maneuver
drive, is a low-thrust space drive that uses the pressure of
light (usually sunlight) for propulsion. Its main advantage is
it requires no fuel. A solar sail is essentially a very large,
ultra-thin steerable mirror. Unlike normal sails, it does not
require a mast subassembly.

Light pressure is very slight and varies inversely with the
square of the distance from the system’s star. As such, a solar
sail is most useful within the inner part of a star system. A
solar sail can maneuver and propel the vessel in any direc-
tion, by tilting the sail and using stellar gravity to assist in
changing course.

Solar sails are very fragile. A ship with an unfurled sail
cannot use any other form of thrust without damaging the
sail, nor can it come within 200 miles of any world with an
atmosphere. Furling or unfurling a solar sail is a difficult
maneuver requiring one hour to accomplish. A successful
Piloting (Solar Sail) roll will cut this time to 15 minutes.

ReacTioNn DRIVES

The reactionless maneuver drive is the most common
form of slower-than-light propulsion in the Traveller uni-
verse, but far from the only one. At low TLs, reaction drives
(rockets) of various sorts may be a better option or the only
option available. Short-term modules are available for all
except the HEPlaR drives and Solid Rocket Boosters. The
Solid Rocket Booster has no access space, as it is disposable.

“Reaction drive” is a general term for any drive that
involves throwing something out the back of the ship to make
it go forward. The limiting factor on reaction drives is reaction
mass — the material ejected as exhaust. A drive that uses a lot
of reaction mass has limited acceleration, since carrying the
reaction mass itself slows down the ship. But a ship which
uses little mass, or which can pick up more while traveling,
could in time accelerate to speeds approaching light speed.

GMs that feel reaction drives are too archaic or too real-
istic may choose to ignore them completely. Alternatively,
they may feel reactionless thrusters are too “super-science”
and decide to use reaction drives exclusively (though this can
substantially change the flavor of a Traveller campaign).
Early discussions of campaign style can avert the use of inap-
propriate technologies.

Thrust, mass, cost, and fuel consumption (in dtons per
hour) are per module of drive. All drives are vectored thrust
(except the Bussard ramjets). Most are already in half-
space increments.

Liquid Fuel Rockets are rocket engines that burn a mix-
ture of fuel and oxidizer, and expel the resulting hot gas
exhaust to create thrust. Liquid-fuel rocket engines are quite
lightweight, but they are extremely fuel-thirsty.

Fission Rockets utilize a built-in fission reactor opti-
mized to heat reaction mass and expel it to produce thrust.
They are heavy and expensive. Their exhaust is also some-
what radioactive. Fission rockets require a Power Core
appropriate for the drive TL (see p. 36).

Solid Rocket Boosters (SRBs, or solid fuel rockets) differ
from the more advanced models of chemical rocket in that
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the fuel is part of the rocket engine. Each module installed
either adds 20 minutes burn time or the rated thrust (in stons).
Alternatively, the thrust may be doubled, halving burn time.
In either case, once the rocket fuel has burned away, the rock-
et is useless. The remaining weight of the rocket casing is
15% of the fueled rocket and is usually jettisoned. SRBs may
be externally mounted in any of the available external mount-
ings (see p. 34). Cradles are generally not used because guid-
ance of the rocket requires control connections. Hardpoints
may be mounted on a larger assembly containing the SRBs,
to hold the actual spacecraft itself.

Example: Tf a ship is using a TL8 SRB (providing 7 stons
of thrust for 20 minutes) and it requires 14 stons of thrust, cut
the burn time of the booster by 10 minutes or add another
SRB module. If a thrust of 28 tons (4x) is required, cut burn
time to 5 minutes (1/4X) or add three more SRB modules.

HEPIaR drives (High Energy Plasma Recombustion) are
an advanced and efficient fusion drive. They add a heat
exchanger/recombustion chamber to any existing fusion
power plant. Hydrogen injected into the chamber is heated to
a plasma state, and then magnetically accelerated further to
produce a high-velocity stream of reaction mass. HEPIaR
thrusters do require input power. They are not available in
short-term versions. They incorporate crude, first-generation
elements of the technology that eventually becomes reaction-
less thrusters.

Total Conversion Rockets are a total conversion drive;
see Reaction Drives Table, p. $117. They convert fuel direct-
ly into energy. It is marginally “harder” science than a reac-
tionless thruster, since it does not violate the conservation of
energy or momentum. It also requires ships to refuel occa-
sionally even when the jump drives are not used.

Metal/Oxide Rockets burn a watery mixture of metal
powder in liquid oxygen (Metal/LOX). The performance is
substantially lower than other types, but they are sometimes
used because fuel can be obtained by processing asteroids or
lunar rocks.

Metal/LOX fuel (MOX) is a cryogenic slurry — the metal
element may vary, though aluminum and magnesium per-
form about equally and are common in asteroids. It is a tricky
fuel to burn, requiring tougher pumps and engine parts to
resist abrasion from both the metal powder and the exhaust,
which is essentially hot, fine sand. The advantage of
Metal/LOX is that it can be produced from material com-
monly available on waterless vacuum moons and asteroids,
where hydrogen is scarce.

ATvosPHERIC DRIVES

Atmospheric drives are typically used at lower tech lev-
els to allow spacecraft access to ground facilities. They are
not able to function in a vacuum, so are only useful on
worlds with an atmospheric pressure of 0.5 or higher. Short-
term modules are available.

Turbo-Ramjets are turbojets with variable geometry inlets
allowing them to function as ramjets once the vehicle is mov-
ing faster than sound, considerably increasing their thrust.
TL8+ turbo-ramjets include turbo-scramjets (supersonic com-
bustion ramjets, designed to operate at very high speeds).

Hyperfans are advanced, hydrogen-burning turbofans.
They are common in places where petroleum-based jet fuel is
unavailable or too expensive.

Fusion Air Rams are fusion rockets that suck in air, heat it
using fusion reaction, then expel it as reaction mass. They
operate for 2.5 years on an internal fuel supply. While they
only work in an atmosphere, its type or density (beyond a mere
trace atmosphere) is irrelevant. The air-ram includes a high-
efficiency fusion reactor that serves only to power the engine.

GRrRAVITIC SYSTEMS
(TLS)

Gravitic systems are the product of scientific insight into
the nature of the force of gravity, and the technical ability to
manipulate the gravitic force to achieve specific effects, par-
ticularly counteracting the felt effect of high-G acceleration.

ManNEUuVvERING WITHOUT

Grav COMPENSATION

GURPS Traveller vessels, if equipped with artificial
gravity, are assumed to have compensation for transient high-
G maneuvers (see p. GT107). This relieves many of the
stresses on the structure of a vessel, allowing it to perform at
the fantastic accelerations found in the Traveller setting. But
what happens when a ship suddenly loses this capability?
Typically, external stores (cradles, drop tanks, and cutter mod-
ules) are at the highest risk as their mountings are usually only
sized for the mass of the carried item under 1-G acceleration;
exceed this and the mounting has to hold more “weight” than
it was designed for. Cargo and stored vehicles may also sud-
denly “fall” against a bulkhead. The hull can also be affected
(dented or even crushed) if acceleration is too high. Crew
members may find it difficult to operate, as they are thrown
against bulkheads and/or hit with “falling” objects.

A few guidelines:

® Can the crew operate under the high G? G-seats and
G-suits help to reduce the effect of high-G maneuvers. See
pp. CIT131-132 or pp. VE152-155 for more information.

® Each time the vessel exceeds its “safe acceleration
limit” (as imposed by the external mountings, p. 34), the pilot
should make a Piloting roll at -3, with a further -1 per 0.2 G
over the limit. Roll once per hour for extended periods of
high acceleration. Every failed roll does 6dx50 damage to the
external mountings, bypassing armor. Note this assumes a
fully loaded mounting. Once HP have been reduced to 0, the
mounting breaks and its payload is lost. The GM should
determine if there is further damage caused as it bounces
down the hull. External mountings are assumed to have a
volume equal to mass/50 unless otherwise specified. Use the
method under Additional Shielding, p. 32, to determine sur-
face area, then multiply by 1.5 to get HP. Assume cargo con-
tainers and vessels stored in spacedocks or hangars are
mounted with clamps that can hold twice the “weight” of the
item contained; then apply the penalties above, if necessary.
Should the item break free, treat this as a collision between
the itern and any bulkheads that it hits.
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@ The ship’s structure itself has limits on how much
stress it can take. The actual calculations and theory are quite
intense and not appropriate for this book. As a guideline, if a
crew can endure the acceleration, then the vessel can, as well.

UTtiLiTy SysTEMS (TL8)

This is an artificial-gravity generator that can vary gravi-
ty from 0 G to 3 G over a 500-dton volume via deck plating
and other similar means. Artificial-gravity units include auto-
matic compensation for transient high-G accelerations (sepa-
rate “grav compensators” aren’t needed) to 3 G at TL8-9, 6 G
at TL10-12, and 9 G at TL13+ throughout the same volume.
It also includes a two-person airlock. Utility systems are also
available in half-sized, or small, versions, covering half the
rated volume and only including a single airlock. Small craft
normally omit utility systems, though there are also short-
term versions presented covering 120 dtons (300 dtons at
TL13) with a one-man airlock.

The grav compensation covers the total volume capacity
of the module, permitting no more than 1 G of stress on
structures fitted to the hull. This allows cradles, hardpoints,
etc. to be rated at a minimum of 1 G without fear of undue
stress from high acceleration. (See p. 39 for information on
ship performance without grav compensation). Certain
designs will still have other limits, such as those with Intrin-
sic Couplings (see p. 35).

CONTRAGRAVITY SYSTEMS
(TL3)

Contragravity systems cancel out all natural gravitational
forces acting on an object up to their rated lifting capacity, as
discussed on pp. GT107 and S120. In GURPS Traveller,
where reactionless thrusters are common, such technology is
available but only necessary in very specialized applications.

Each module counteracts 450 stons of weight at TLS,
1,500 stons at TL9, and 5,000 stons at TL10+. The module
provides no lateral thrust.

CAaN My VEsseEL ReaLLy FLy?

For extra detail, a ship required to fly in an atmosphere
must have enough lift to compensate for its weight. This lift
can come from three different locations: the hull (via stream-
lining), contragravity, or vectored drives. One or both of the
latter two are required if unstreamlined ships want to move
around in an atmosphere — they don’t get any lift from the
hull (see Streamlining, pp. 17 and GT119).

The minimum required surface area to keep a stream-
lined ship in the air if its contragravity and/or vectored drive
cannot totally compensate for the weight is 10 x LMass X
square root of (LMass / Thrust), where LMass and Thrust are
in stons. This formula indicates how much surface area is
needed to stay in the air given the thrust of the vessel in one
Earth atmosphere. If the CG or vectored drives can’t keep it
in the air and the hull’s surface area is below this value, the
design needs a bigger hull or to add more CG or drives.

CoviBiINATION GRAVITICS
SystTEms (TL8)

These systems combine contragravity, artificial gravity,
and grav compensation in one module. These can be substi-
tuted for standard utility modules on most existing designs to
provide contragravity lift on a 2-for-1 basis (two of these
replace one existing Utility Module, above). Each module
covers 250 spaces and provides 400 stons of lift at TL8. This
decreases to 300 stons at TL9 (where each individual module
becomes more compact, see above), then increases to
450 stons of lift at TL10+.

FUEL TANKS

These systems consist of a tank and appropriate pump
mechanisms. They store the liquid hydrogen (H) used by
jump drives and the reaction mass used by reaction drives.
Strictly speaking, tanks should be required for all bulk liquid
or gaseous cargoes, as well.
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A ship with a j-drive requires a volume of H equal to its
total displacement X jump number x 0.1. Typically, ships
have enough fuel tanks to accommodate this volume.

Jump-FUEL TANKS

Ultralight self-sealing internal tanks permanently
installed as part of a ship’s design, these are available in half-
sized versions. If the tank is designed to carry hydrogen, it
includes the cryogenic equipment required; if the tank is car-
rying something other than hydrogen, this additional mass
and cost is required to strengthen the tank structurally. Jump-
fuel tanks are assumed to have fuel scoops for frontier refuel-
ing whether installed in a streamlined or unstreamlined ves-
sel. Mass includes 1 ston of hydrogen fuel, so be sure to
subtract it before using other fuel sources.

CoLLAPSIBLE TANKS

A 400,000-gallon collapsible self-sealing tank made of
light folding polymers, this expands into an empty Hold or
Spacedock module (which are required, to provide support
and stability). It holds 120 dtons (and only 120 stons) of fuel
when full. It can be installed in half-sized increments. A full
tank will rupture and spill during maneuvers at least 1.5 G
greater than that compensated by the utility systems.

Fuel from collapsible tanks must be pumped into the
normal fuel tanks before it can be used; thus, a jump made
with collapsible tanks may not use more fuel than the capaci-
ty of the normal interior fuel tanks. Pumping fuel before a
jump takes about three hours. A typical use for collapsible
tanks is to allow a short-jump ship to cross a long-jump
“gap” in two or more jumps.

DEMOUNTABLE TANKS

Additional tankage can be installed or removed from
cargo holds or space docks as required; the process takes 10
man-hours per dton at a suitable maintenance facility, at a
cost of Cr10 per man-hour. Unlike the collapsible tanks, fuel
stored here does not require pumping to the main tanks
before use.

DrorP TANKS

Disposable fuel tanks may be added to the ship. These
jump-fuel tanks are fitted to the outside of the ship on hard-
points (see p. 34). The result is more interior space available
for cargo and passengers, or increased jump number for mili-
tary vessels. Such tanks may either be retained throughout
jump or jettisoned just before jump (assign a -2 penalty to all
jump checks if they are jettisoned, due to jump-field interfer-
ence). Jettisoned tanks can only be replaced at a starport,
base, or spacedock, so this operation is only practical on runs
to civilized areas or for naval operations.

Drop tanks are constructed as sub-hulls; choose a hull
from the hull table (or design a custom hull) and fill it with
internal jump-fuel tanks. They need not be armored, but are
very vulnerable to damage if not; military drop tanks normal-
ly carry at least DR 100. Drop tanks are often constructed for
half price (using the “Cheap” quality option) if designed to

be disposable. (The tanks themselves may be recovered, but
are often irreparably damaged during the drop operation.)

Because drop tanks must be attached to hardpoints to jet-
tison properly, there is a built-in limitation on the amount of
fuel carried this way. This limit is highly dependent on the
mass of the tank. See Hardpoints, p. 34.

ReAacTiION MASS

A ship that uses a reaction drive requires fuel tanks in
addition to those required for the jump drives.

To determine how many hours a particular reaction drive
will operate, add up the total consumption of the drive in
dtons and multiply it by the desired duration in hours. This is
the total size of the fuel tank required (see Module Tables,
p. 124). To increase the drive’s endurance, add additional
tankage. Liquid hydrogen from a starship’s jump-fuel tanks
can be used as reaction mass (and vice versa), but using too
much may mean the ship cannot jump!

R-Mass Type Cr/dton ston/dton Fire Abbrev.
Refined LHyd 350 1 13 H
Unrefined LHyd 50 1 13 H
Jet Fuel 10,000 10.8 13 1)
Metal/Oxide 50,000 20 13 MOX
Rocket Fuel 6,667 16.7 13 R
Water 0 15 0 \''4

Fire is explained under Damage Control, p. 116.

FUEL COLLECTION AND

PURIFICATION

The hydrogen that starships use in their jump drives may
be the most common element in the universe, but it isn’t
always the most accessible. Specialized equipment is often
necessary to procure liquid hydrogen for a jump, or to refine
it to remove destabilizing impurities.

FueL PROCESSORS

This module purifies raw fuel (skimmed from a gas-
giant atmosphere or from another source), turning it into
refined fuel. Fuel processors use catalytic grids and molecu-
lar filters to extract the hydrogen from gas-giant atmos-
pheres. Each system can process 1 dton (TL8), 3.5 dtons
(TL9), or 8 dtons (TL10+) of raw gas-giant atmosphere every
hour. Half-sized versions are available.

Some ships install combination electrolysis/processor
modules that can more efficiently “crack” water and ice.
Each module cracks 1/3 dton of water into 1/2 dton of liquid
hydrogen (H) and 1/4 dton of liquid oxygen (LOX) and it
refines 3 dtons of unrefined fuel per hour (1 dton at TLS8).
When finished, the ship should jettison the water or the
hydrogen — or store each in separate fuel tanks.

Dedicated fuel-electrolysis systems are also available,
though they are not as common as fuel processors except at
low TLs due to their power consumption. Each module cracks
2/3 dtons of water into 1 dton of H and 1/2 dton of LOX.

Each system also includes necessary power components.
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Spacecraft require sensors, controls, computers, and
communicators. For safety, most spacecraft carry three
redundant computer systems; these are included in Bridge
and Cockpit components. Select the required electronics
from this section and add them to the design.

BRIDGE SYSTEMS

The vessel’s control, navigation, sensor, and communi-
cation systems are in the Bridge. All ships require at least one
bridge system; larger vessels sometimes have an auxiliary
bridge. Three types of bridge system are available:
Cockpit/Systems, Basic Bridge, and Command Bridge.

CoCcKPIT/SYSTEMS

A Cockpit/Systems component module is used on small
craft instead of separate Bridge and Engineering modules. It
provides two crew stations with computer terminals and
HUDWACs, compact fire suppression, two advanced
radar/laser detectors, one laser communicator, one radio com-
municator, a flight data recorder, one IFF, one inertial-
navigation system, three microframe computers (Complexity
TL-4), precision navigation instruments, active and passive
sensors, a radscanner on all TL9+ versions, power startup,
and a one-person airlock and two man-days limited life sup-
port.

The Command version is used on long-range fighters; it
includes one hardened computer (Complexity is TL-2) and
two hardened backup computers (Complexity is TL-3). It
also has sensors and communications as listed for a Com-
mand Bridge of the same TL, except that it has only one
communicator of each type. Full life support for two and two
bunks are included for extended-patrol missions.

The Light version is a smaller, cheaper cockpit, with
reduced sensor ranges. It is designed for short-duration com-
mercial roles where sensor ranges and long-term pilot activi-
ty are not a key factor (e.g., orbital interfaces, runabouts,
lifeboats, small private crafts). It occupies a niche between
grav vehicles and full spaceships, as normal cockpits tend to
cost far too much for private ownership of spacecraft.

Basic BrRIDGES

A Basic Bridge is typical of civilian ships. It includes
five crew stations with computer terminals and HUDWACs,
full fire suppression, two advanced radar/laser detectors, one
laser communicator, two radio communicators, a flight data
recorder, two IFFs, two inertial-navigation systems, three

mainframe computers (Complexity is TL-3), precision navi-
gation instruments, and active and passive sensors. A rad-
scanner is included at TL9+; one meson communicator is
part of the system at TL11+.

CovivanD BrRIDGES

Some ships, especially military ships, will install a larger
and better-equipped Command Bridge. It includes 10 crew
stations with computer terminals and HUDWACs, full fire
suppression, two advanced radar/laser detectors, four laser
communicators, 10 radio communicators, two flight data
recorders, two IFFs, two inertial-navigation systems, three
macroframe computers (Complexity TL-2), precision naviga-
tion instruments, and active and passive sensors. At TL9+,
the Command Bridge includes a radscanner; at TL10+, one
meson communicator is included.

Bripce OPTIONS

Throughout the Imperium and beyond, there are many
different bridge configurations. Below are just a few.
Compact: Bridges can be made more compact by
removing crew stations. This is often done with command
bridges on smaller military vessels to save space. For every
two crew stations removed, reduce the size of the bridge by
0.5 spaces and the mass by 0.04 stons. There is no reduction
in cost. If desired, bridges can add additional seating by
increasing space and mass at the same rate.
Thermograph/LLTV: This option replaces the PESA sen-
sor system in any of the above (except Command Cockpit/Sys-
tems) with Thermograph and LLTV of the same rating. This
modification is common on low-end commercial ships.
Thermographs are high-resolution infrared sensors. Treat
a thermograph as Infravision (p. B237) but there is no -1
penalty for night combat (or the darkness of space) and an
extra +1 to Tracking bonus.
Dumb: This reduces complexity of all computers by 1.
Genius: This increases the complexity of all computers
by 1. As this is an expensive option, it is typically only used
by the military for high-precision targeting systems.
Hardened: All bridge/cockpit comput-
ers can be “hardened” (e.g., fiber-optic

TL Rads

backup), making them immune to radiation 7 100
(see Radiation Shielding, p. 33, and Turret 8 200
Farticle Beam Weapons, p. 48). The higher 9 500
the TL, the more resistant even unshielded 10 2,000
electronic gear becomes, though. Rad lev- _11+ 10,000

els equivalent to an EMP kill are as shown:
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INFORMATION

BrIDGE SysTEMS MODIFICATIONS TABLE
Genins Hard Hard CENTERS

System Th/LLTV ThJ/LLTV Dumb
Mass Cost Cost
Cockpit/7 0 0 -0.114
Cockpit/8 -0.2 -1.63 -0.228
Cockpit/9 -0.187 -1.14 -0.057
Cockpit/10 -0.188 -0.838 -0.029
Cockpit/11 0.125 0375  -0.029
Command Cockpit/10+ 0 0 (=
Light Cockpit/7 0 0 -0.114
Light Cockpit/8 -0.017 0235 -0.114
Light Cockpit/9 -0.02 0294  -0.057
Light Cockpit/10 -0.019.  -0293 -0.029
Light Cockpit/11 0013  -0.127 -0.029
Basic/7 0 0 -0.48
Basic/8 -0.338 -2.17 -0.48
Basic/9 -0.375 -1.68 -0.24
Basic/10 -0.425 -1.38 -0.12
Basic/11 0.187 0512 012
Basic/12 0.188 0512 012
Command/7 0 0 48
Command/8 -0.525 -2.7 4.8
Command/9 -0.9 -2.76 2.4
Command/10 -0.937 -2.99 -1.2
Command/11 0.662 -1.47 -1.2
Command/12 0.65 -1.47 -1.2

Cost
2.28
4.56
1.14
0.57
0.57

494

2.28
2.28
1.14
0.57
057

- 114

11.4
5.7
2.85
2.85
2.85

114

114
57
28.5
28.5
285

Mass Cost A high-tech military-style opera-
0.6 0.48 tions room for 10-20 people, this has
0.3 096 workstations, a sophisticated array of

03 0.24 electronic mapping and display tables
0.15 0.12 (which function as a fire direction cen-
015 012 ter, p. VE58), plus several dozen digi-

. tal cameras for video teleconferencing.
0 0 The system also includes a hardened
0.6 048 Complexity TL-2 macroframe com-
0.6 048 puter and 10 terminals for running
03 0.24 high-end analysis programs like
0.15 0.12 Expert (Tactics), Transmission Profil-
015012 ing, and Traffic Analysis. It may also
15 94 be called a Command Center or Tacti-
15 24 cal Command Center.

0:75 1.2

0375 06 Covim
0375 06
0375 06 SYSTEMS
12 24 All Bridges include a standard
12 24 package of basic communications
6 12 equipment, adequate for routine opera-
3 6 tions. Separate communications sys-
i 6 tems are available for applications
3 6 with specialized requirements. The

AuxiLiIArYy CoONTROL STATIONS

(DupLiIcaTE CONTROLS)

This is a simple auxiliary control station with duplicate
controls and a one-person airlock, but no fusion startup, navi-
gation, nor independent life support. Various uses include:

@ As another piloting position, similar to a cockpit, for

docking the craft or other delicate maneuvers.

@ As a security station.

® As a training/auxiliary workstation used to provide
training on, or extra assistance with, an already installed

module (e.g., Engineering).

Underwater Electronics System (see
p. 45) also has a radio.

COMMUNICATIONS SUITES

Communications suites are designed for vessels requiring
additional communications longer-ranged than those included
in the Bridges or Cockpits. These are generally found on war-
ships (particularly carriers and flagships) but also have civil-
ian applications.

Communications suites come in enhanced and advanced
packages, and require that some form of bridge be installed on
the vessel, as well. The bridge contains the crew stations,
which the communications suites lack.
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A maser is also known as a tight-beam radio. This is an
ultra-high-frequency directional signal or an actual
microwave beam. Only receivers within a 20° cone can pick
up the signal. Maser signals are often sent up to satellites and
then relayed down again. They also have military uses where
a radio signal sent in all directions is not desirable.

COVMMUNICATIONS SYSTEMS
Module/TL.  Number of Sets/Range (Millions of Miles)

Radio Maser Laser Meson
Enhanced Comms/7  3/03 13 106 -
Enhanced Comms/8 51 210 22 -
Enhanced Comms/9 5110 4/100  5/20 =
Enhanced Comms/10  5/50  2/500 1/100  1/1
‘Enhanced Comms/I1 ~ 5/50 4/500 3/100 1/1.5
‘Enhanced Comms/12+ 10/50  6/500 6/100 172
Advanced Comms/10°  10/50  9/500 97100  1/10
Advanced Comms/I1  10/50 9/500 97100  1/15
Advanced Comms/12+ 10/50 9/500 9/100 1720

CovimunNICcATIONS IMIODULES
(XBoAT)

This system consists of a single massive laser communi-
cator, three hardened computers, hardened mass-data storage
capacity with double backups (5 TB at TL7, 50 TB at TL8-10,
and then x10 per TL after that), and an independent energy
bank (5-hour supply). It is designed for high redundancy: the
three computers check each other’s results and three sets of
data are stored in different locations. The laser communicator
is used because of its very high bandwidth. Even with the
usual high level of encryption and error correction on the sig-
nal, the system can upload or download its entire storage
capacity in about an hour. It is used on the Xboat couriers of
the Imperial Interstellar Scout Service as well as related
ground and space-support installations. See GURPS Trav-
eller: First In for further details.

The TL10+ versions have Imperial-grade high-security
encryption systems. Reduce volume by 1.5 cf, mass by 12.1
stons, and cost by MCr2.44 for systems without the encryp-
tion equipment.

SENSOR SYSTEMS

All Bridges include a package of standard sensory equip-
ment, adequate for routine operations. Separate sensor sys-
tems are available for vessel applications that have
specialized requirements.

A ship cannot use a sensor system which has a Scan
value greater than the ship’s Size Modifier +36, because the
ship isn’t big enough to mount a large enough sensor array. (It
may still install a system this powerful, as long as the actual
lesser Scan is noted.) Dispersed hull structures are an excep-
tion — they may mount any size of sensor system. The draw-
back is that their Size Modifier is increased to (Scan value
-36) for detection purposes, due to the inclusion of booms,
masts, or periscopes required by the oversized sensors.

SENSOR SUITES

Sensor suites contain a full array of sensors that extend
the capabilities of standard bridge equipment. Some of these
systems have a crew requirement that can be filled by regular
bridge personnel, instead.

Enhanced and Advanced sensor suites each contain large
PESA, AESA, and radscanner sensors. They are used to sup-
plement the systems on existing bridges.

Survey Module/Traffic Control contains four sets of
10,000x astronomical instruments, four high-resolution
planetary-survey arrays (medium resolution at TL7), a
macroframe computer available at TL7-9, a mainframe com-
puter at TL10+, eight crew stations with computer terminals,
and a “survey center” featuring sophisticated holographic-
projection devices (small movie screens at TL8-). This
allows survey specialists to create elaborate visualizations of
incoming data. Use of the survey system is detailed in
GURPS Traveller: First In and the traffic-control system in
GURPS Traveller: Starports.

Planetary Survey Add-on modules contain one medium-
resolution planetary survey array at TLO9- or high-resolution
at TL10+. Both fit within the waste space of a sensor system.

Astronomical Add-on contains one 200x astronomical-
instrument array that fits in the waste space of a sensor system.

Lonc-RANGE SENsORS (TLB)

These are military-grade sensors typically used on picket
ships (vessels that patrol the edges of a fleet). Scan rating and
nominal range in miles (divide by 10,000 to get number of
combat hexes) is given for each. The PESA and Radscanner
systems require negligible power, so they include nothing but
the sensor. The AESA systems have the listed sensor and a
slice of power plant. They are not mounted in a turret; thus,
the ship must be pointed in the direction that they will scan.

DeENnsSITOMETERS (TL11)

This device uses gravitic-imaging technology to map the
interiors of objects. Effective range is 500 miles at TL11,
1,250 miles at TL12, and 2,500 miles at TL.13. A successful
Electronics Operation (Sensors) roll is required to make a
clear scan, which takes 1 second per 27 cubic feet (18.5 sec-
onds per dton). Failure means the scan must be repeated.
When an object has been scanned, the data is stored as a 3D
plan on standard computer media (0.037 gigs per cubic foot or
1.85 gigs per dton) accessed via a computer for a “cutaway”
view of the object. More powerful versions of this device are
available. For each +6 to scan, multiply range, cost, mass, and
volume by 10. Power consumption is negligible.

Densitometers are very susceptible to disruption by arti-
ficial gravity fields (especially those under constant manipu-
lation). They require special shielding to prevent the artificial
gravity field in their own vessel from interfering with them. If
a vessel is attempting to foil a densitometer scan by varying
artificial gravity or contragravity, treat it as Basic Emission
Cloaking (see p. 31) for defensive purposes. They are consid-
ered passive sensors for all practical purposes, but other den-
sitometers can detect their use at 20X range.

G
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Legitimate users might be very interested in a civilian
ship carrying such equipment. Some GMs may opt to disal-
low densitometers in their games as they might too easily
detect important clues in an adventure.

UNDERWATER ELECTRONIC

SyYysTEMS

This component includes one active sonar system with
the active/passive option, one passive system with the towed
array option, one passive dipping array with the active/pas-
sive option, one roomy crew station, one hardened
macroframe computer (a mainframe instead at TL9-), and
one computer terminal.

A receive-only very-low-frequency (VLF) radio is also
included. Ranges are 300,000 miles at TL7, 1 million miles
at TL8-9, 5 million miles at TL10+. Divide ranges by 10 dur-
ing atmospheric use. Divide ranges by 1,000 during under-
water use and decrease capability to 10 characters per
second. Typical operations call for the base station to send
out a request for a communications link. The underwater
craft then initiates a link when conditions permit, via either
meson comms or tight-beam laser.

Each module also has a reactor slice to power it and a
power cell permitting 5 hours of silent running at TL7-8
increased by 2.5 hours at each successive TL.

System Range Scan
Active/Passive/Towed  Active/Passive/Towed

Sonar/7 21/42/140 19/20/23
Sonar/8 24/48/160 19/21/24
Sonar/9 27/54/180 20/21/24
Sonar/10 30/60/200 20/21/25
Sonar/11 33/66/220 20/21/25
Sonar/12 36/72/240 20/22/25
Sonar/13+ 39/78/260 20/22/25

Ranges are in miles.

ELECTRONIC WARFARE
SYSTEMS

Space combat takes place in more dimensions than sim-
ply the physical plane. Naval vessels must be able to attack
and defend themselves from enemies using the electromagnet-
ic spectrum. Electronic-warfare suites provide a wide range of
offensive and defensive capabilities. At the ranges of most
space battles, the effects of these systems are largely ignored.
Let one side neglect its preparation in this arena, however, and
their opponents will be quick to exploit the error.

Each suite consists of advanced radar/laser detectors,
area jammers, blip enhancers, hardened macroframe comput-
ers (Complexity TL-2) with terminals, radio direction find-
ers, radio jammers, 24-hour rechargeable power cell, and two
crew stations. The listing for area jammers gives jammer rat-
ing/range in miles; the other listings are range in miles. See
p. VE59 for further information on electronic-warfare sys-
tems. All area-jammer ranges are divided by 50 for use in an
atmosphere; other ranges are divided by 10. See the table

below for a list of what is included in each module. All
ranges are in miles. ’

Electronic Warfare Systems Tables

System TL7-8 TL9 TL10+
Adyv. Radar/Laser Detector 1 1 20
Area Jammer 1 1 2
Blip Enhancer 1 1 2
Macroframe Computer 1 2 2
Radio Direction Finders 2 4 4
Radio Jammer 1 2 2
System Area Jam. Radio DF Radio Jam.
Rating/Range Range Range
Electronic Warfare/7 271.5 30K 300
Electronic Warfare/8 4775 10M - 1,000
Electronic Warfare/9  6/750 10M 10,000
Electronic Warfare/10  7/2,250 50M 50,000
Electronic Warfare/11  7/2,250 500M 50,000
Electronic Warfare/12. 7/2,250 500M 50,000
Electronic Warfare/13 7/2,250 500M 50,000

JAMMER SYSTEMS

This component is a smaller version of the Electronic
Warfare module. While the general Electronic Warfare com-
ponent can extend its protection to other vessels, the jammer
unit is designed to cloak the carrying vessel alone. It contains
a laser/radar detector, area radar jammer, deceptive radar
jammer, chaff-decoy discharger (with 40 decoys), infrared
jammer, and batteries. See p. VES9 for further information
on area jammers. All area jammer ranges are divided by 50
for use in an atmosphere; other ranges are divided by 10. See
the table below for specific information on capabilities. All
ranges are in miles.

System Duration All Jammers
Hours  Rating/Range
TLT - 1.5  6/1,500
TL8 3 6/1,500
TL9 6 7/2,250
TL10 12 7/2,250
TL11 18 72,250
D  TR.250
TEIS 28 712,250

CoOMPUTER SYSTEMS

High-speed, high-complexity computer systems are at the
heart of any naval vessel, particularly its fire-control network.
This is common in large ships, which have a lot of weapons to
control and want to be able to run numerous advanced target-
ing programs. Sophisticated computer systems are also vital to
cutting-edge research and numerical analysis.

This system contains eight high-capacity (+50% to num-
ber of programs) computers for use in ships requiring more
computing resources than the bridge can provide. Complexi-
ty of the computers is equal to TL-2.
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The universe is a dangerous place, and most ships mount
some form of armament.

Each ship’s turret has room for up to three spaces of turret
weapons. Each bay has room for a single bay weapon of the
same size; a 50-ton bay mounts a 50-ton bay weapon. Mount-
ing a smaller 50-ton bay weapon in a 100-ton bay is feasible,
but the remaining 50 dtons are lost due to the additional brac-
ing required to hold the smaller weapon in place. The
“portable” design of bay weapons just doesn’t allow the possi-
bility of mounting two 50-ton bay weapons in a 100-ton bay.

Armament need not be specified when a vessel is
designed, as shipyards can leave turrets or bays empty for the
owner to customize. Merchant ships in safe subsectors or on
a tight budget may have empty turrets or mount only one or
two rather than the full three weapons. (Crews often find cre-
ative uses for the unused 500-1,000 cf, like illicit stills.)

Hull-Mounted Weapons: Turret and bay weapons can be
built directly into the hull. Such a hull-mounted weapon takes
up space just as if it were a component module. If it is a
turret-sized weapon, it is fired from the bridge/cockpit crew
stations (often by the pilot). Hull-mounted turret and hull-
mounted bay weapons (also called Internal Bays) are
assumed to be installed in casemate swivel-mounts enabling
them to fire in a 90° arc on one side of the ship (specified
during construction).

Spinal Mounts: Spinal mounts are huge weapons built
into the centerline of the vessel (sometimes called a fixed
mount). They are limited to firing directly forward, and
aimed by pointing the ship. A ship can only have one spinal-
mount weapon (but multiple fixed-mount weapons).

Pulse Mode: A beam weapon’s gunner can use a special
computer program called Double-Fire to adjust the pulse rate
of his weapon to fire at a higher
rate at lower power. This “pulse
mode” gives an increased
chance of hitting a target, at the
expense of decreased range and
damage. There are three addi-
tional rates of fire available
beyond the default 1/60; 1/30
(RoF Bonus +8) for 2/3 dam-
age and range, 1/15 (RoF
Bonus +9) for 1/2 damage and
range, and 1/8 (RoF Bonus
+10) for 1/3 damage and range.
The last rate is mainly used for
point defense. All fractional
values are rounded down. Each

weapon firing in pulse mode requires a running copy of the
program Double-Fire (see p. 72). If pulse mode is used for
the entire round (instead of just for point defense), the pulse
rate must be specified at the beginning of the round.

TUuRRET WEAPONS

Turret weapons are the universal tools of space combat.
Even on large vessels, they still fulfill valuable point defense
and close-defense roles vs. missiles and small vessels.

The Imperial Navy, in an attempt to make battlefield
swaps between partially damaged and inoperative ships easi-
er, has made 1,500-cf (3-ton) turrets their standard size.
Imperial ships only mount turrets of those sizes, and most
weapons manufacturers follow suit by only producing
weapons to fit the standard Imperial sockets. Custom designs
are possible using GURPS Vehicles.

MissiLE RACKS

Missiles are launched from standardized launchers;
250mm missiles are launched from 250mm tubes, while
heavy missiles (500mm) are launched from 500mm tubes.
These are Imperial standards, and there is no reason to expect
other polities to use the same weapons. An easy way to repre-
sent this is to decide that a Vargr world (for example) uses
253mm missiles — these are functionally identical to their
Imperial counterparts, but will not fit in Imperial launchers
(and vice versa, of course). However, the actual diameter of
the launch tube itself does not affect its mass, cost, or vol-
ume. The same statistics could easily be used to represent a
Vargr missile rack of a different diameter.
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250mm Missile Racks

A slow autoloading launch tube, rated to fire 250mm,
700-pound, 6 cf (0.35 stons, 0.012 dtons) missiles. Missiles
as light as 290 Ibs. can be launched from the launcher. The
system also includes a laser communicator used to control
operator-guided missiles, plus magazine space for 70 missiles
at TL7, 75 at TL8, 76 at TL9, and 77 at TL10+. Range of the
launcher’s laser communicator is six hexes at TL7, 20 hexes
at TL8, 200 hexes at TL9, and 1,000 hexes at TL10. Divide
ranges by 10 for use in an atmosphere and by 1,000 for use
underwater.

Reloading missile racks on any ship smaller than 800 tons
is a chore, as the missiles are 11’ long. Military vessels, if
expected to carry reloads, are usually designed with the cargo
hold near the missile magazine to facilitate the transfer of the
missiles. Civilian ships usually restock missiles when ground-
ed dirtside or docked at an orbital facility.

The 250mm Missile Rack is the missile rack as
described in the GURPS Traveller core book.

500mm Missile Racks,/
EW Drone Launchers

A slow autoloading launch tube, rated to fire
500mm, 4,000-pound, 30 cf (2 stons, 0.06 dtons)
missiles. Missiles as light as 2,000 lbs. can be
launched from the launcher. The system also
includes a laser communicator used to control opera-
tor-guided missiles, and magazine space for 10 mis-
siles (8 at TL7). As these missiles are 15° long, the
restrictions on reloading 250mm missiles usually
apply here, as well. Range of the laser is the same as
on the 250mm missile rack. The 500mm missile rack
and missile are Legality Class O within the Imperi-
um.

This module also doubles as an Electronic War-
fare (EW) Drone Launcher. Any number of 500mm
missile racks may be grouped together as a dedicated
EW Drone Control Center — if used as such they are
not counted as hull-mounted weapons and cannot be used as
such. If used in a turret, the 500mm rack may double as a
combat launcher and drone controller, but not both simulta-
neously.

ENERGY WEAPONS

Lasers emit powerful beams of coherent light. Most
ships mount them as a missile defense; they are the most
common weapons on civilian ships due mostly to their long
range and high penetration. All versions are available in stan-
dard (1 dton) and heavy (3 dton) versions.

Turret Laser Weapons (TLE)

All turret laser weapons are constructed with a cyclic
rate of 1/2 and the extreme-range option. A rechargeable
power cell provides power for each shot while fusion-reactor
components (fission at TL8) generate the power required to
maintain the listed rate of fire. The laser is fully stabilized
and installed in a universal mount (for turrets) or a casemate

mount (if hull mounted). Turrets can fire in all directions, the
casemate only to the side on which it is mounted.

Most weapons take up 1 space; the Imperial Navy also
uses 3-ton “Heavy” Lasers on some ships to provide more
power, range, and damage.

The UV Laser is one of the first ship-mounted energy
weapons developed. Its range is very short by GURPS Trav-
eller standards, being able to reach only 2,800 miles before
its full energy dissipates by half. Most TL8 planetary navies
mount lasers only as point-defense weapons because missiles
are more effective as offensive armaments.

At TL9, lasers are designed to adjust their wavelength
for optimal performance in various conditions such as
adverse planetary atmosphere, dense fog, obfuscatory smoke,
and even underwater. Such lasers are known as “rainbow”
lasers. These become the first truly effective starship laser
weapons. Their ranges measure in tens of thousands instead
of just thousands of miles.

At TL10, lasers capable of X-ray wavelengths are devel-
oped. X-Ray lasers are able to penetrate through most condi-
tions that hinder lasers at lower tech levels such as smoke,
fog, bad weather, etc. X-Ray lasers can penetrate armor at
least twice as thick as armor that can absorb a rainbow laser’s
damage, which makes them formidable weapons and the
standard for most modern vessels.

At TL11, advances in optics technology produce a more
powerful beam, and the costs of production are reduced; com-
pact components become reliable and economically viable.
TL11 lasers were used extensively by the Zhodani during the
Fifth Frontier War, although they were not known to use the
“heavy” versions adopted by some fleets in the Imperial
Navy. The TL12 lasers used by the Imperial Navy utilize
advanced optics and compact components so that they are the
most powerful turret-mounted lasers in the Imperial arsenal. A
few merchant companies and civilians who can afford them
have been mounting TL12 lasers on their ships as well. The
heavy version of this weapon is reserved exclusively for the
Navy and is not for sale to civilians (Legality Class 1).

WEAPONS AND DEFENSES

a7



Turret High-Energy Weapons (TLS]

High-energy weapons are incredibly powerful. Plasma
guns fire bolts of superheated gas, contained in a magneto-
dynamic “bottle.” Fusion guns are similar but heat the plas-
ma until it is actually fusing — getting touched by a fusion
bolt is like skimming a star! Although their magnetic contain-
ment decays in a relatively short time, making them viable
only as defensive weapons, the powerful bolts are strong
enough to blow any missile or drone into slag. They are also
very useful in ground attacks — some of these weapons could
even give a grav tank a rough time.

Plasma and fusion guns do Spc! damage (burn with no
damage modifier) to anything they hit. In addition, anything
within two yards takes one-quarter the listed damage from
splattering hot plasma, and flammable objects will usually
catch fire. (This usually isn’t a concern on the scale of star-
ship combat, but for ground attacks it may be.) They are
identical to the plasma blaster weapons described on
p. UT58, except when the output is below 6,400 kJ, the cost
multiplier jumps from x1.5 to x15.

Turret Particle Beam \Weapons (TL8]

This development at TL8 places a particle-beam weapon
in a turret or casemate mount. The purpose of this weapon is
to provide heavy firepower to patrol or escort craft. Particle
beams have the ability to disable electronics (like unhardened
computers) due to the radiation they produce. Unhardened
electronics are automatically disabled (EMP Kill) when they
receive too many rads of radiation. The rads delivered are
equivalent to the damage done by the weapon. See Radiation
Shielding, p. 33, and Hardened Computers, p. 42, for more
information. The main drawback to this weapon is its short
range when compared to lasers of the same tech level.

These particular weapons come standard at 3 tons. How-
ever, at TL9+, they may be reduced to 1.5 tons by cutting
power, volume, mass, cost, and price in half, cutting damage
and distance by 1/3, and dropping Accuracy by 1. This series

of modifications was implemented on the Gazelle-class close
escort, but tests revealed the weapon was rather ineffective
except at extremely close ranges.

Particle beams accelerate hydrogen nuclei to relativistic
velocities, strip them of their charge, and fire them. P-beams
have less range but are more powerful than lasers; plus, sand-
casters don’t affect them. Neutral particle beams are
absorbed by atmospheres; particle beams that have been con-
figured to fire charged beams aren’t absorbed, but will dissi-
pate in space. This makes p-beams useless as orbital
bombardment weapons — except against vacuum worlds!

SANDCASTERS

Sandcasters launch tiny reflective/ablative crystals,
commonly called “sand,” as a defense against lasers. These
crystals are distant relatives of the tiny transparent spheres
used to make street signs, reflective paint strips, and the like.
Such a sphere will bounce a beam of light back in the direc-
tion of the source with a small amount of spread. The
advanced crystals used in “sand” work similarly. When the
laser first hits the crystal, part of the energy is reflected back
in the general direction of the firing ship and the rest is
absorbed. As the beads absorb more of the pulse, they heat
up and melt quickly. However, in free fall a liquid will keep
its spherical shape, so the liquid bead continues to reflect a
portion of the energy away. Eventually, the bead will start
boiling, the energy absorption jumps dramatically, and it
flashes into vapor. This vapor continues to absorb more of
the laser pulse until it ionizes and forms plasma. How much
the vapor absorbs, and how easily it ionizes, will depend on
the composition of the bead.

Once it becomes a plasma, it may be very transparent or
very absorbent depending on the composition and the laser
wavelength. Proper selection of crystal composition causes
the plasma to be very opaque at common weapon-grade-
laser wavelengths. At higher TLs, the efficiency of the sand
continues to increase.
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The crystals are shot out of the sandcaster so that a cloud
is placed between the ship and enemy vessels that might fire
on the ship. A single canister of sand provides the listed
“effective DR” against laser attacks coming from a single
enemy ship; defending against multiple ships requires multi-
ple clouds of sand. As the sand absorbs an attack, its DR is
reduced until it’s gone. After each attack, the defender may
choose to replenish the sand.

An enemy ship must be detected to be able to properly
position the sand cloud. If the enemy isn’t located before
shooting, the ship won’t be able to have sand in place. How-
ever, after the first hit, the defenders should know where the
enemy is and be able to launch sand to protect against subse-
quent attacks.

Sandcasters must be targeted vs. a particular enemy ves-
sel (or a group of vessels in very tight forma-
tion). A sandcaster adds an extra DR 400 vs.
all laser fire originating from the targeted ves-
sel, cumulative with armor DR. X-ray laser
fire halves sandcaster DR just as it halves the
DR of ordinary armor. Multiple sandcasters
can concentrate on a single vessel’s fire, but
each extra ’caster only adds +50 DR. Each
sandcaster holds 200 sand canisters.

Sandcasters also have useful melee
applications. A sandcaster is treated as a
grenade (albeit, a very large one) and does
10d fragmentation (cutting) damage to any-
one in range — 300 yards, 30° cone. The base
attack roll at point blank range (in front of the
nozzle) is 24, -1 per hex distance.

Bay WEAPONS

Besides the weapon, power supply, and

any ammunition, each bay weapon also includes a pair of
roomy crew stations for two gunners (though the weapon can
be fired by only one person), two hardened and dedicated
mainframe computers (Complexity TL-3), a computer termi-
nal, and a HUDWAC with pupil scanner. One of the main-
frame computers runs a TL-2 Targeting program, the other
runs a skill TL+5 Gunner program (pp. 71 and GT162).

MissiLE BAays

250mm Missile Bays

A 50-ton bay weapon housing 50 250mm missile racks
plus magazine space for 3,500 missiles at TL7; 3,700 at TLS;
3,800 at TL9+. The missile bay can launch and control 50
250mm missiles per turn. This is the missile bay from
GURPS Traveller.

500mm Missile Bays

A 100-ton bay weapon housing 100 500mm missile
racks plus magazine space for 800 500mm missiles at TL7;
1,000 at TL8-9; and 1,100 at TL10+. The 500mm missile bay
can launch and control 100 500mm missiles per turn.

ENERGY WEAPONS

Bay weapons come in small (50-ton) and large (100-ton)
varieties. Typically, only particle beams, plasma guns, fusion
guns, meson guns, and repulsors are mounted in bays.

Particle Beamm Bays (TL8)

This is a much bigger version of the turret particle-beam
weapon (see p. 48). This powerful weapon is used on most
large military ships to support their spinal weapons.

Particle beams were one of the first bay weapons to be
deployed in space combat before the advent of meson guns.
They are available starting as early as TL8 and improve con-
tinuously until TL.11, where levels reach their peak and com-
pact components are used to pack more weapon into a
smaller space

Plasma Gun Bays (TLS)] and
Fusion Gun Bays (TL117)

High-energy-weapon bays hold larger, bay-mounted ver-
sions of the high-energy plasma and fusion guns. See p. 48.

Meson Gun Bays (TL12)

Meson guns use nuclear-damper and particle-beam tech-
nology to generate and aim a beam of high-energy mesons
(subatomic particles that carry nuclear force). Mesons pass
harmlessly through normal matter, but soon decay explosive-
ly in a storm of other energetic particles — with precise calcu-
lation a meson beam may be created and aimed so this
explosion occurs inside an enemy vessel.

RepuLsor Bays (Late TLS9)

In order to supplement sandcasters and point-defense
lasers, some large ships mount repulsor bays for point
defense. These bays generate a beam of gravitic energy that
can knock missiles off course. Repulsors are bay-mounted
weapons and are capable of dispatching multiple missiles in a
single round.
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When the missile is around 400 miles
away, the controller activates the beam
and uses it to press against the mis-
sile. The missile is forced to rotate
and thrust at an angle to the ship,
causing it to bypass the defend-
ers. These beams are only effec-
tive in the Collision and Point
Defense Phase of the combat
turn, as their range is extreme-
ly limited.

Repulsors are built as a
GURPS Vehicles deflector
screen, but their use is slightly
different. See Combat, p. 104,
for information on repulsor use.

SPINAL
WEAPONS

The most powerful beam weapons are mounted along
the spine of a vessel — in many cases, the ship is literally built
around the weapon. Spinal weapons are aimed by pointing
the entire vessel, which may limit movement options (see
p. 19). Spinal mounts include the weapon, a power slice (usu-
ally quite large), a rechargeable power cell (also quite large),
one roomy crew station, a HUDWAC with pupil scanner, and
two dedicated and hardened macroframe computers. One
macroframe runs a TL-1 Targeting program; the other runs a
skill TL+6 Gunner program (pp. 71 and GT162). Spinal par-
ticle beams are introduced at TL8, while spinal meson guns
are introduced at TL10.

SCREEN SYSTEMS

In addition to targeted defenses like sandcasters and
repulsors, large warships mount screens that protect against
all attackers.

NucLeEar Dampers {(TL10)

A nuclear damper focuses a field that subtly interferes
with the strong nuclear force, causing nuclear warheads to
fail to detonate. A spacecraft damper field protects a 10-mile
radius, increased by 5 miles each time the number of mod-
ules installed is doubled. A nuclear damper system requires
four crew members to operate, regardless of the number of
modules installed.

MesonN Screens (TL10)

A meson screen disrupts incoming high-energy mesons.
The system includes a screen generator and fusion-power
components. The vessel’s DR vs. meson guns only is
20.8 million times the number of meson-screen modules
divided by its total surface area in sf. A meson screen
requires four crew members regardless of the numbers of
modules installed.

ForceE FieELps (LATE
TL12)

Classic science fiction “force
fields” or defensive screens come
about at high tech levels because

of an increased ability to
manipulate subatomic particles
and forces. Force-field genera-
tors project an energy-absorb-
ing shell around a ship, and
are known as black globes.
The Third Imperium didn’t
acquire force-field technology
until the late 11th century, when
a cache of Ancient artifacts was
discovered. Based on those, Imperi-
al scientists were able to generate
crude duplicates and gain some under-
standing of the technology involved. Black
globes are either artifacts installed on a makeshift
basis or temperamental experimental models installed on
TL12 Imperial warships. The acquisition of any force-field
generator is probably the result of a lucky find on the part of
a government, individual, or corporation.

Since a black globe absorbs all energy, a ship with its
field on is protected from all fire. Black globes store this ener-
gy in a capacitor bank. Unfortunately, the force field works in
both directions; the ship may not fire, maneuver, or even see
anything beyond the opaque darkness (except a few feet of
light from the vessel if the GM thinks it’s pertinent). These
limitations would make the black globe of limited value in
battle if not for the ability of the field generator to flicker —
switch the field on and off many times per second — giving the
ship part-time protection while still allowing it to fire, maneu-
ver, and track enemy ships during the “off” intervals.

Using a black globe: Choose a flicker rate in multiples
of 10%, up to the maximum listed for the globe installed.
When flickering, the vessel can see normally, but sAccel is
reduced by a percentage equal to the flicker rate. A flickering
black globe increases the vessel’s PD against all attacks,
including meson guns, by (flicker rate/10%). If the globe’s
PD is responsible for an attack missing the vessel, the attack
strikes the globe instead. See p. 104 for information on using
a globe in combat.

Damage points from attacks that strike the globe are
absorbed by the globe’s capacitors as hit points. The size of
the capacitor bank is critical, as the globe will discharge cata-
strophically when it overloads. Stored hit points may be
drained and converted to energy and stored in other energy
banks or used to power the ship’s systems (see Energy Banks,
p. 37). Maximum conversion rate is 1% of capacity per sec-
ond (240,000 HP or 960 MJ per dton per turn. See Power
Plant Slices, p. 36, for information on increasing an energy
weapon’s RoF). Ships that do not have separate energy banks
may use their jump accumulators. Each jump-drive module
includes accumulators capable of storing 24 GJ (or 6,000
HP). Black globes come with a rudimentary capacitor bank
able to store 10,000 HP worth of energy.

S0
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If the capacitors ever absorb more HP than their capacity,
they discharge, releasing all their accumulated hit points at
once against the ship as damage. Hull DR does not protect!
The black globe and capacitor bank are automatically
destroyed in the explosion.

Invisibility: Since a black-globe field absorbs all energy,
a ship with its field turned on without flicker is, at any range
over a few miles, effectively invisible. In battle, this will
have little immediate effect, since a ship that suddenly disap-
pears from enemy sensors in this way will have its current
course predicted with 100% accuracy based on its last known
position, speed, and facing. If the defenders maneuver to con-
fuse the enemy, it is up to the GM as to how or when attack-
ing ships can detect them. (Of course, the black globe would
still show up visually if it had a backdrop of the system’s
main star, a planet, or even a particularly dense star cluster.)

However, the advantages to a team that has not yet been
detected by the enemy are immense. Suppose that a task
force were to jump into a system with its black globes on. It
could drift unseen past an enemy fleet and drop its screens at
a preplanned moment, to bombard a planet or to engage
enemy squadrons by surprise. (Of course, this would require
some precise pre-jump navigation that the GM might rule is
particularly risky to pull off, in order to keep this from
becoming a standard tactic.)

Quick Play Option: The preceding expands upon the
description of black globes found in Alien Races 3, p. 117. 1t
adds more detail to use this cutting-edge technology. In so
doing, it converts the globe’s DR value to an ability to absorb
hits of damage. GMs who don’t desire this extra detail may
continue to use the “quick and easy” version of the rules
described there.

WEAPONS AND DEFENSES




Launched ordnance includes a variety of small, usually
unmanned spacecraft. Other than as missiles, these also are
used for roles in which larger vessels are unsuitable.

MISSILES

The TL10+ 250mm missiles described in this book are
usually only found in the hands of the military. All 500mm
missiles are reserved exclusively for the Imperial Navy and
are not for sale to civilians (Legality Class 0). The missiles
from the GURPS Traveller core book (see pp. GT158-159)
are legal for civilian usage within the Imperium.

All TL9+ missiles are semi-autonomous vehicles guided
to their target by a gunner to within the range where the ter-
minal guidance system takes over (anywhere from 400 miles
to 1,000 miles depending on TL). TL7-8 missiles are handled
as on p. GT169. While fire-and-forget missiles are possible,
the technological limitations and sheer size of the required
sensor system make a guided missile more practical than a
completely robotic one. Missiles can cause damage by either
exploding close to the target or by impacting the target at a
high relative velocity. While some missiles are designed only
for impact (or kinetic) kills, most missiles contain an explo-
sive charge, giving the gunner two ways of causing damage —
this flexibility outweighs the slight performance advantage of
a purely kinetic-kill missile. (See pp. VE115-116 for more
information on “terminal guidance.”)

Missiles at TL7 use reaction thrusters and only have one
round of thrust; at TL8+ they use reactionless thrusters and
have three rounds of thrust.

Extra missiles can be carried as cargo. Missile ammuni-
tion loaded as cargo will not be accessible during combat, but
can be reloaded into missile launchers between battles (this
takes about one man-hour per eight 500mm or 20 250mm
missiles). Stored as cargo, each 250mm missile takes up
about 9 cf (55 per dton of cargo), and each 500mm missile
takes up 45 cf (11 per dton).

MissiLE DEsIGN

Missile design has evolved over the last few thousand
years. Although there are more highly optimized designs, the
designs presented in this book have proven to be the most
effective. They are cheap enough to be a viable weapon
either singly or in mass quantities, and their performance sta-
tistics are optimized in order to accomplish their mission:
killing the enemy. However, most importantly, the specifica-
tions are generic enough to be built on nearly any planet in
the Imperium. This doesn’t mean there aren’t other designs
available. Keep the following guidelines in mind when
designing custom missiles:

Nuts and Bolts

All missiles are built with GURPS Vehicles rules with
the exception of the +3 DX boosters on the terminal guidance
systems (see p. R10). All TL8+ missiles have the following
options: Very Good streamlining, lifting body, standard metal
armor and materials, robotic medium frame, basic emission
cloaking, basic stealth, sealed, one small dedicated hardened
robot-brain computer, one long-range receive-only laser
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communicator, a rechargeable power cell for one hour of
operation, and a vectored-thrust, reactionless thruster. TL7
missiles are identical except they use IR cloaking, a short-
range laser, an advanced battery, and a 20-minute solid-fuel
rocket. Missiles are either 250mm or 500mm. TL7-10 mis-
siles use small High Explosive Armor-Tapping (HEAT) war-
heads; TL11-12 use modest HEAT; TL13 uses normal HEAT.
All warheads have the self-destruct option.

All TL9+ missiles have terminal guidance systems con-
sisting of two small hardened robot-brain computers (one
with a +3 DX reflex booster) running Electronics Operations
(Missile Sensors) and Piloting (Missile), and a cheap Passive
Radar Homing (PRH) guidance system. One copy of each
program must be purchased for the ship (then copies are
downloaded to the missiles) if the terminal guidance system
is to be used (program TL must match missile TL). Other-
wise, the missiles must be guided manually (p. GT167). The
combined programs cost: Cr6,000 at TL9-10, Cr10,500 at
TL11, Cr43,000 at TL12, and Cr123,500 at TL13.

STaANDARD MiIsSSILES

In the GURPS Traveller space-combat system, standard
missiles maneuver like spacecraft under the control of the fir-
ing gunner. In a 20-minute combat round, a missile rack can
fire and control one missile; a small missile bay may control
as many as 50 missiles, while a large bay can control as
many as 100.

When a missile ends its turn in a target vessel’s hex, it
may intercept and ram the target (doing impact damage) or
detonate its warhead — which is typically an explosive-shaped
charge. The 250mm missiles have 30 HP and Size Modifier 0;
500mm missiles have 90 HP and Size Modifier +1.

MissiLE WARHEADS

Missiles can be given one of the following warheads:

High-Explosive Armor-Tapping (HEAT) (TL7): This is a
specially constructed and shaped explosive-charge warhead.
It consists of a cone-shaped charge of high explosive which —
detonated moments before impact by means of a remote con-
trol, fuse, or probe on the tip of the round — will explode in
such a way that it transforms the metal liner of the round into
a pencil-thin jet of hyper velocity metal traveling at up to the
25 times the speed of sound. The kinetic energy of this jet
enables it to penetrate deep into very tough armor. Although
the penetrating jet’s diameter is very small, it is lethal by
virtue of setting fire to fuel or ammunition, boring through
vital components, or killing crew members. All missiles
come equipped with HEAT warheads by default. Use the
base cost on the Module Tables, p. 124.

Kinetic (TL9): A basic space-missile warhead; this is
simply a dense rod that smashes into a target. A kinetic mis-
sile relies on the high relative speed gained from its own
motor or from the launching ship’s maneuvering. If reaction-
less thrusters are not available, kinetic weapons get most of
their speed from the launching ship’s maneuvering; their own
drives are used mainly for steering. All TL9+ missiles come
equipped with kinetic-kill capability in addition to any other
warhead installed.

Nuclear (TL8): A fission, fusion, or antimatter explosive
(the latter are not strictly nuclear, but possess equivalent
effects), nuclear weapons are usually fused for proximity
bursts. Typical yields are in the 10-kiloton range (250mm
warhead) or 1-megaton range (500mm warhead). Nuclear
weapons are of limited utility against capital ships equipped
with nuclear dampers. Against smaller vessels (and spreads
of missiles), their “one hit, one kill” capability can be devas-
tating. Add MCr0.042 per 250mm missile, or MCr0.064 per
500mm missile to the base costs.

Concussion damage at the point of detonation for conven-
tional nuclear munitions is 12dx20,000 for a 250mm warhead,
and 12dx2 million for a 500mm warhead. In an atmosphere,
quarter damage for every 256 yards (250mm) or 1,024 yards
(500mm) from the point of detonation. In space, divide dam-
age by the square of the distance to the target in yards.

X-ray Laser (TL9): These warheads detonate a small
nuclear weapon in order to energize an X-ray laser beam —
in fact, this is the only way such weapons can be built in the
foreseeable future. The warhead consists of a nuclear bomb,
an array of beam-generating laser rods, and a targeting sys-
tem. Instead of physically intercepting the target, the missile
stands off at a distance of several hundred miles, orients
itself on the target, and detonates. The nuclear blast destroys
the missile but also pumps energy into the laser array; as the
rods vaporize, they produce powerful X-ray laser beams
directed at the target. Consequently, X-ray laser warheads
free missiles from having to close on their target and risk
being shot down by point-defense weapons or suppression
by nuclear dampers. This warhead is only available for
500mm missiles; add MCr0.11 at TL9, MCr0.064 at TL10,
or MCr(0.041 at TL11+.

X-ray laser warheads do 5dx200 (2) at TL9, 7dx200 (2)
at TL10, and 9dx200 (2) at TL11+.

Nuclear and X-ray laser warheads are very hard to find
(Legality Class -3) within the Imperium, but their use is not
prohibited outright if restricted to space-to-space combat.

DeAaDFALL ORDNANCE

Missiles for planetary bombardment have different
requirements than those intended for space combat. (For
worlds with vacuum or trace atmospheres, use regular space
combat missiles and rules.) Because they depend on some
combination of gravity and aerodynamic braking, they are
collectively referred to as deadfall ordnance.

SpiIKE SuBMUNITIONS (SSV)

Spikes are “smart” bombs — narrow (80mm) depleted
uranium, superdense penetrators with a guidance package
and steering fins strapped to their back. They are launched in
clusters of seven (250mm) or 38 (500mm) using a standard
space-combat missile as a delivery vehicle. The gunner
maneuvers the missile to the release point, burns out its rock-
et motor to accelerate it toward the designated target area,
and releases the spikes. The spikes fall the rest of the way to
the target using their onboard sensors to lock onto and
attempt to hit particular targets.
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Guidance: Spike submunition missiles are laser
command guided to their release point; they maneu-
ver in the same manner as space-combat missiles.
Standard spikes come equipped with infrared or
optical homing sensors. Other options are available
at additional cost (per missile, 250mm/500mm):
imaging infrared (+MCr0.004/0.019), semi-active
laser homing (+MCr0.021/0.12), or neutrino hom-
ing (TL10+, +MCr0.019/0.10).

Procedure: The launching vessel must be in
low or high orbit over the target world. The gunner
aims at a point on the ground called the target ref-
erence point or TRP. He attempts to fly the missile
to a position 11 miles (20,000 yards) above the
TRP, and releases the submunitions; this takes one
space-combat turn (20 minutes). He rolls against
his Gunner (Missile) skill (p. B116) to hit, adds the
target size modifier as well as the weapon accura-
cy modifier and subtracts -23 for range. If the
attack is successful, the submunitions are distrib-
uted around the desired TRP. If the attack missed,
refer to the Size and Speed/Range Table (p. B201).
Take the amount by which the attack roll was
missed and look it up on the Speed/Range column,
then read over to the adjacent Linear Measurement
column. This is the distance by which the spread
of submunitions will scatter from the TRP, to a
maximum of 9,000 yards. For example, a miss by
16 would be a -16 on the speed/range column, and
hence a miss by 1,000 yards. Determine scatter
direction randomly (p. B119). Once the submuni-
tions are released, each one may make one attempt
to lock on targets according to the homing-missile
rules (p. VE193), starting from the point to which
they scattered. If the lock is successful, the spike
will maneuver to impact the target. If not, it will
impact the ground somewhere within a radius around the
scatter point: 1,000 yards for 250mm missiles, 3,000 yards
for 500mm.

GLiDE Bomves

Glide bombs are precision munitions. They are designed
to be launched from the 250mm or 500mm missile launchers
of a ship in close orbit, using a small booster motor to enter
the upper atmosphere. Once there, the missile automatically
glides to the target area, aerobraking all the while to kill its
considerable orbital velocity. The aerobraking phase ends
with the missile in a near-vertical descent over the TRP at an
altitude of 5,000 yards. The missile then activates its onboard
sensors and searches for a target as it continues to fall.

‘What happens in the terminal phase depends on the type
of missile. Kinetic kill (KK) missiles fire a terminal rocket
motor, accelerating to their maximum velocity in a matter of
seconds before impacting on the target. Explosive and
nuclear munitions use steering fins and a small motor to
maneuver to the target, where they detonate. In either case,
ground range is 8 miles (14,000 yards) from the original tar-
get reference point.

Guidance: All glide bombs are “brilliant™ (p. T:GF119 or
p- VE195) and use inertial guidance (p. VE195) to reach the
target area. Standard glide bombs come equipped with either
infrared or optical homing sensors. Other options are avail-
able at additional cost: semi-active laser homing (+MCr0.02),
PESA homing (TL8+, +MCr0.03), or neutrino homing
(TL10+, +MCr0.015).

Procedure: The missile must be launched from a vessel
in low or high orbit. The selected target reference point must
be 1/4 of the planet’s circumference (3/4 planetary diameter)
ahead of the vessel along the vessel’s ground track (the path
its orbit traces over the ground) at the time of launch, plus or
minus 500 miles in range and 250 miles left or right of
ground track.

The flight time of the missile is one space-combat turn
(20 minutes). (See p. VE193 for rules on “homing missiles.”)

Nuclear Ordnance: Nuclear warheads may be substitut-
ed on HEAT missiles, as discussed above (p. 53). At TL7-8,
add MCr0.042 per 250mm missile or MCr0.064 per S500mm
missile. Halve this extra cost at TL9-13.

Saturation Nuclear Cluster (SATNUC) munitions are
also available at TL9+. Add MCr0.5 per 250mm missile, or
MCr2 per 500mm missile.
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ProBes/DRONES

An IISS long-range probe is a 6-cf missile with an
instrument package instead of a warhead. They are used for
many purposes: soundings of planetary atmospheres, close-
range photographic sweeps of planetary surfaces, asteroid
flybys, and wide-aperture astronomy.

STEALTH SURVEILLANCE
DronNnE (TLL12)

This is the most common orbit-to-ground drone used by
IISS exploration vessels. It comes with robot brain (Com-
plexity 6), acute vision +3, night vision, peripheral vision,
telescopic zoom (16x), thermograph, super-hearing, long-
range radio, radiation shielding, intruder chameleon system,
stealth and IR cloaking, flashlight, self-destruct device with
1 Ib. of explosive, and inertial compass. A rechargeable D
cell powers all systems, with endurance of 10 hours.

Statistics: Design weight 20.58 Ibs., total volume 0.275
cf, price Cr7,745, aSpeed 77 mph, PD 4, DR 20 laminate
armor, 5 HP, and Legality Class 2.

ELecTroNIC WAaRFARE (EW])
DronNnE (TLS)

An EW drone is a small robotic jammer node that runs
alongside a larger vessel, projecting an area-effect jamming
field. EW drones are based on the 500mm missile, with the
warhead and power cell replaced by smaller engines, an area
jammer, and a nuclear power unit (NPU). Drones are typical-
ly no faster than the ships of their respective TL. The jammer
rating is 3 at TL9, 4 at TL10, 5 at TL11-12, and 6 at TL13.
(See pp. VE59, VE171, and T:GF112 for further information
on “area jammers” and “radar.”)

Any 500mm operator-controlled missile launcher can
launch the drone. There’s no benefit to having more than one
drone jamming the same area.

SHOoRT-RANGE Prose (TLL12)

This probe is based on an advanced variant of the SIM-12
missile (p. GT159) with the warhead removed and an
improved sensor suite added. A modular socket carries custom-
built scientific packages. It comes with a receive-only, very-
long-range laser communicator (1 million miles), passive
electromagnetic sensor array (PESA) (20-mile range), an
inertial navigation system, a modular socket with 0.2 cf
capacity, and radiation shielding. Additionally, a rechargeable
E-cell supplies enough power for one hour of operation.

Statistics: Ewt. 265 lbs., usual payload is 70 Ibs., Iwt.
335 1bs. (0.17 stons), volume 6 cf, Size Mod +0, price
MCr0.070, HT 12, PD 4, DR 120, and 30 HP.

Water Performance: wSpeed 150 mph, wAccel 180
mph/s, wMR 1, wSR 4, wDecel 5 mph/s (100 mph/s), and
draft 0.63 feet.

Aerial Performance: aSpeed 740 mph, aAccel 180
mph/s, aMR 6, aSR 3, and aDecel 24 mph/s.

Space Performance: sAccel 9 G.

ProBe LAUNCHERS

This system is designed for the launch and control of
short-range probes (but it is not an EW drone). A probe-
launcher systemn consists of three launchers, each including a
launch tube, laser communicator, computer terminal, and
crew station for probe control. There is storage space for 13
probes, and 40 modular instrument packages. Depending on
the exact composition of the
load, the module with a full
complement of probes would
weigh roughly 4 stons and

Why do they call

cost MCr2. This module may it @ morgue

also be placed in a turret and anyway?

operated remotely. — Anton Wilson
Peale

JUMP
TROOP SYSTEMS

Jump troops are lightly armed infantry equipped with
Reardon medium battledress (T:GF86) and either PGMP-11
plasma guns or FGMP-11 fusion guns (p. GT110).

Their purpose is to assault from orbit, penetrating plane-
tary defenses in small, one-man drop capsules.

STANDARD DroP CAPSULE

This is a generic, disposable atmospheric-reentry cap-
sule. It has a compartment for 10 cf of specialized equipment
including ECM gear or cargo; this equipment must be
designed to fit the limited space. With additional buffers and
padding, just about any size battledress can also be used in i,
turning it into a meteoric assault capsule. There is an addi-
tional 5 cf (250 lbs.) of space for generic cargo. The standard
drop capsule includes primitive controls and has Fair stream-
lining. (See p. T:SM62 for the “assault capsule” statistics
used by the Imperial Marines.)

CaAaprPsuLE RaAacks

This module stores up to 16 capsules (with mass of up to
2,000 Ibs. each) in ready racks with room for maintenance and
(machinery for) launcher-loading operations. The component
statistics do not include the mass or cost of the capsules.

Drop-CAPSULE LAUNCHERS

A pair of 700mm missile launchers in a fixed mounting.
Rate of fire is 1/10 each, so in one space-combat phase the
pair can launch 240 capsules. This system can also function
as a pair of one-man airlocks.

BATTLEDRESS READY
Rooms (*"MoRGUES?”)

This module includes space for 20 sets of battledress
(weighing up to 1,000 Ibs. each) and accessories such as
flight packs, with room for minor maintenance and loading
equipment. The component statistics do not include the
weight or cost of the carried suits.
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When creating a ship, the designer must consider how
many beings the ship will carry, and how much space and
luxury they need. Quarters are not strictly necessary, even for
long voyages — if there is sufficient life-support capacity, pas-
sengers can be carried in the hold. This is uncomfortable, and
illegal within the Imperium. Captains only resort to this in
emergencies or when shipping refugees, slaves, or animals.
Most of the time, passengers travel in a combination of the
modules described in this chapter.

For systems that come in half-sized or small versions,
divide all statistics by 2 unless otherwise noted and round
any fractional spaces to the nearest 1/2 space.

MobuLEs FOR CREW
AND PASSENGERS

There are many different ways in which the various
sophonts of the Imperium travel. Everything from steerage to
palatial multiroom suites are available — for a price. Typical-
ly, there are only three different levels of comfort: low, mid-
dle, and high passage. See GURPS Traveller: Far Trader for
the various costs and requirements associated with these dif-
ferent modes. In addition to staterooms, there are also recre-
ation facilities: gyms, swimming pools, large lounges and

bars, and theater entertainment. Only the larger liners are
capable of maintaining anything other than a simple lounge.

LiIFE SUPPORT

Limited Life Support provides basic lights, air condition-
ing, heating and also provides additional “bottled” oxygen
and water for as long as power and supplies last. This is the
most commeon kind of life system on small craft. Its
endurance is measured in man-days; i.e., 100 man-days of
endurance sustains one man for 100 days, two for 50 days,
three for 33.3 days, etc. Life support can be turned on or off,
thus conserving it when not needed; a shuttle flying through a
breathable atmosphere would have no need for it. At TL11+,
these systems become obsolete in favor of full life support.

Full Life Support is a self-regenerating oxygen and water
purification plant typically found on long-duration non-star-
ships with minimal crew requirement. Full life support does
not provide food, so supplies must be carried if the sophonts
are to eat.

Total Life Support has all the benefits of full life support
but also provides food (see Parts and Stores, p. 27). This is
the standard aboard all starships and large non-starships in
the Imperium.

ALIEN ENVIRONMENT SUITES

This is an individually controlled environment designed
for the comfort of up to two passengers (or livestock) with
exotic atmospheric requirements. It includes a full life-
support system for two (four at TL11+, with half of the stan-
dard capacity as backup), separate from and independent of
the starship’s main life system; a two-man airlock; and 24
hours of battery power (as a backup) to keep the occupants
alive should repairs be required. As rotal life support is not
provided, rations sufficient for the journey will have to be
carried as cargo. At TL10 or less, two man-days of limited
life support is provided, instead.

Note that alien races with different metabolisms, such as
the Inheritors (see GURPS Traveller: Alien Races 3), would
consider quarters designed for humans to be “alien environ-
ment suites.”

Bunkrooms

This type of room has bunks for six personnel at TL7;
nine at TLR; 14 at TL9; and 16 at TL10+. All include total
life support. Conditions are very cramped. Imperial protocol
is to only load up to 25% capacity per bunkroom, except for
missions of very short duration or emergencies.
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SMALL-CrRAFT CABINS

Also known as “small-craft staterooms,” cabins are
much like staterooms (see p. 58), but more basic and spartan
— some would say cramped. In the Imperium, cabins are not
considered suitable for passengers or crew on interstellar ves-
sels (including Imperial Navy starships) due to these
“cramped” conditions, but are often employed on interplane-
tary vessels and small craft (however, see Traveling, below).

TRAVELING

Aside from the bridge, the cargo deck, and engineering,
passengers are normally allowed the run of the ship during
the week in jump, although smaller vessels encourage them
to remain in the staterooms or in the passenger lounge. Food
service is provided as part of the passage, and is served in
the lounge.

Low Passage is the fiscal and social equivalent of travel-
ing steerage in a 19th-century passenger liner. Low passen-
gers spend the entire trip in suspended animation, and thus
have no life-support requirement other than a trickle of
power to run the low berth (see below).

Middle Passage is a step up from low passage, and is
substantially more expensive. On large passenger liners, mid-
dle- and high-passenger staterooms are segregated on differ-
ent decks, each with separate lounge areas, galleys, and so
on. Smaller vessels often mix the two types of passengers on
the same level.

High Passage is more expensive than middle passage,
and is virtually identical except for a higher standard of serv-
ice and food. On large liners, high passengers have their own
decks, lounges, and food service. Some ships give high pas-
sengers larger, more luxurious staterooms. On smaller ships,
the main difference is in the quality of food and the behavior
of the stewards. Converting middle-passage accommodations
to high passage usually involves simply upgrading the fit-
tings. Luxury fittings are available for just about any crewed
compartment at 5X cost.

Some ships also have much more room than others.
Some are crowded. To determine exactly how much room
your vessel has for the crew, perform the following calcula-
tions. Divide the total number of dtons devoted to a crew’s
comfort (staterooms, bunkrooms, rec facilities, etc.) by the
total crew not in low berths. Spartan accommodations are 2
to 2.25 dtons per person, average is 2.26 to 3, above average

is 3.01 to 4, and luxurious is over 4. Anything below 2 dtons
per person is considered cramped and results in a -1 penalty
to all shipboard operations. For passengers (including troops)
not in low berths, divide the total number of dtons devoted to
passengers’ comfort (staterooms, bunkrooms, rec facilities,
etc.) by the total passenger count. Use the same descriptions
as above.

Note that luxurious high passage may demand a higher
price than average high passage . . .

Low BerTtHS (TLS)

A low-berth system contains four cryonic freeze cap-
sules, each containing power components, and capable of
holding one person in suspended animation (“low passage™)
and 10 cf of personal belongings. See pp. UT103, S91, or
BIO115 for detailed rules. Low berths are often used to
carry replacement crews (see Frozen Watch, p. 26) aboard
naval vessels, or as emergency life support for disaster sur-
vivors or severely injured crew members. Also see Low
Berths, p. GT108.

To convert a Low Berth to an Emergency Low Berth,
add MCr0.004 at TL9 or MCr0.003 at TL10+ and
0.01 stons to the mass for both. It has an integral radiother-
mal generator or “RTG” (see p. VE85) providing enough
power for 14 years. The RTG is usually refurbished during
the annual maintenance overhaul. Each module also includes
four dedicated, hardened, small computers to control the
immersion procedure, allowing an occupant to enter unassist-
ed at assisted speed (5 minutes). Emergency low berths do
not have storage space for personal belongings.

Another form of low berth is used to transport livestock.
Instead of four capsules, there are only two. Each is rated for
1,000 Ibs. (1/2 stons). No supervision is required to put the
animals in cryo-sleep, but anesthesia might be a good idea
depending on circumstances. Animal Empathy or Animal
Handling should give bonuses, if appropriate. Reviving live-
stock is the responsibility of the colony’s veterinarians (usu-
ally recruited as professionals). Revival is very similar to the
process for standard cryonic freeze capsules, but failure indi-
cates that the livestock is dead (all occupants share the same
revival roll). Whether the results of a failed revival are still
suitable as food is left to the GM.

When sizing livestock berths, determine the mass of ani-
mals to be transported and refer to the following table.

- BMEO3 4
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EF TAINMENT

3 75 best advice if you want to be a shipboard
- entertamer don’t. You’re in for long hours of high-stress
performance with no chance of getting away from your
audience, even if they hate you — and believe me, after a
week in jump some will. Still, nobody ever listens to that
little nugget of wisdom, so here’s my next-best advice.

“First, make sure you're doing it for the right
reasons. Don’t do it just because you want to travel —
though you need to like traveling — and don’t do it for
the money. Do it because you like meeting new people
and making them happier.

“Second, generalize. It doesn’t matter if you're not
the best singer in the Marches or the funniest comedian,
so long as you can do a bit of both and half a dozen
other things, and make them all entertaining. A week is a
long time in jump space, and you can’t get away with the
same act every night.

“Third, know your audience. Check the manifest
before launch; it’ll tell you how many family groups
you'll be dealing with, what races are on board, things
like that. You don’t want to be making Aslan jokes in
front of one! Mingle during the flight to jump point and
try to gauge the mood. Pick up every scrap of
information you can.

“Fourth, make friends with the crew. Help them out
and they’ll come to your rescue when things get rough.

“I could go on, but those are the most important
points. There’s always too many of them and not enough
of us, no matter how big the ship is — the only thing you
can do is practice. Or quit.

“Don’t say I didn’t warn you.”

— Enli Rivera, in an interview
for the Spinward Times, 137-1119

Livestock Stowage Table

Size Mass Live Cold LS Examples
VeryLarge 10,000 05 nfa 15 Elephant
Large 1,000 2 el Horse, Cow, Camel
Medium 100 15 10 07 Pig, Goat, Dog
Small 10 30 100 0.1 Chicken, Duck, Cat
Very Small 1 160 1,000 0.03 Rat Quail, Dove

Mass: Given in pounds.

Live: Animals that can be stowed per dton when not
transported in a low berth.

Cold: Animals that can be stowed per low berth.

LS: Human-equivalent life-support needs per animal.

Generic livestock is worth approximately Crl/Ib.
(Cr2,000/ston), but this may vary greatly (see pp. B140-145).

PasseNnGeERr CoucHES

This system is only available for small craft. It incorpo-
rates 11 (TL7-9) or 12 (TL10+) roomy seats and one man-
day limited life support per passenger, plus the necessary

power components to operate the life-support system. All
seat bottoms can be used as a flotation device in case of
water landing or as a rescue bubble in the case of a vacuum
evacuation. All seats fold up into the bulkhead, reducing their
volume by 50%, and allowing the passenger compartment to
be used as an ad-hoc cargo hold (at 20 cf stowed per seat).
For systems without the added safety/fold-up features, divide
cost by 10. Half-Sized versions are available; round down the
number of passengers.

STATEROOMS

Staterooms are the long-term quarters called for by inter-
stellar flight; they include 50% additional space for access
and other facilities (galleys, rec areas, etc.). Standard passen-
ger comfort demands a certain level of amenity in the state-
room. In order to meet this standard, staterooms are
self-contained living areas which need never be left during a
voyage. The stateroom contains a bed, a fresher, entertain-
ment consoles, a small kitchen, and miscellaneous furniture.
All basic items in the stateroom retract into the floor, wall, or
ceiling when not in use.

Staterooms provide a standard bed which folds into the
wall at a command. Grav plates (from a utility module, p. 40)
can be adjusted to provide a range from 0 to 3 G for personal
comfort, plus an intercom and controls for light and heat.

Meals may be taken on a collapsible table and storable
chair. The stateroom is large enough for four people to eat
around the table comfortably. Meals must be delivered by
hand from the galley; there is no automated delivery system.
A small refrigerator stores snacks and a small quantity of food
for immediate availability. See Ship’s Galley, p. 60, for anoth-
er design option on vessels that have more than 20 staterooms.

Sanitary necessities are handled by the fresher, which
includes a multifunction shower, a toilet, a sink, and a small
washer/dryer (for the benefit of middle passengers). All com-
ponents fold unobtrusively out of the way when not in use.

Storage of personal necessities is handled by several col-
lapsible compartments and cabinets. Passengers can store up
to 10 cf of baggage in their staterooms; high passengers can
store an additional 500 cf in the cargo compartment. Note
that stowage in cargo and access thereafter requires the assis-
tance of the crew.

Install enough staterooms for the estimated crew and pas-
sengers — crew or middle-passage passengers often endure
double-occupancy; high-passage passengers and (some) offi-
cers should have a room of their own. The staterooms them-
selves take up only about 50% of the rated volume; the rest is
used for common areas (lounges, kitchen, meeting rooms,
etc.), total life support, a power slice, and access ways. State-
rooms are not available on small craft unless the craft is
designed with bridge and engineering systems — not a cock-
pit/systems module.

OFFICES

Each office module holds four offices, with room for
three visitors each, or 16 cubicles with no room for visitors.
Includes full life-support for 16 and space for conference
rooms, office supply storage, etc.
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LIFE SUPPORT AND

PRrovisiIONS

A manned ship should have at least one space of life sup-
port if it is intended to operate for more than a couple of days
— unless it contains other systems that include life support
(i.e., staterooms). Thus, short-range shuttles or fighters do not
require life support.

A life-support system can be overloaded if necessary.
Roll 3d after each day of overloading, at +1 per full 10% by
which the number of people aboard exceeds current capacity.
On an adjusted roll of 13 or more, the system begins to break
down, losing 10% of its current capacity for each point by
which the roll was missed. A Mechanic (Life Support) roll
can be attempted once per day; if it succeeds, it will restore
10% of full capacity. Once the life-support system begins to
fail, the effect snowballs. If the ship remains overloaded, life
support will eventually reach 0% and fail. At that point, all
the oxygen in the air will be used up within a few hours, and
everyone will die. Those in cold sleep are unaffected if life
support fails . . . as long as the power stays on.

Life-Support Module

This module contains extended accommodations for craft
equipped with bridges but no staterooms. Includes full life
support for five personnel, one folding bunk at TL7-8, two
folding bunks at TL9, two bunks at TL10+, the associated
power plant slice, and 9.5 cf of storage for personal gear.

Luxury FITTINGS AND

ENTERTAINMENT FACILITIES

Leisure activities are considered a necessary part of
stateroom life. They relieve the boredom of long jump voy-
ages by providing entertainment, research facilities, and com-
puter access. The wide range of entertainment activities
includes holographic theatrical productions, video shows,
interactive drama, and audio programming. There are also
games (played against a computer or against other passen-
gers). The computer terminal also allows access (on a
restricted basis) to the main computer for data processing,
word processing, and library data inquiries.

While the phrase “entertainment facilities” conjures
images of passenger liners, these modules are also useful in
military vessels. The value of exercise rooms and shooting
ranges are obvious, but even theaters have their place — not
only for entertainment, but as briefing rooms and a place to
stage activities between combat.

GyYyMNASIUMS/EXERCISE
Rooms

A gym usually contains a wide variety of exercise
machines and facilities for both strength and aerobic training.
The standard gym can be used by up to four people at once.
Gyms aren’t necessarily a luxury — long voyages cooped up in
a small starship can cause a significant loss of conditioning.
Exercise is also a good way to relieve stress and deter psycho-
logical problems. Military ships usually have sufficient gym
facilities to support 5% of the crew at once.
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ConNnFERENCE Rooms

A large room with tables that can serve as a restaurant,
bar, conference room, casino, etc., this can comfortably
accommodate 50 people per module (smaller lounges and
conference rooms are included in stateroom volume). Weight
and cost include furnishings.

HoLovenTurEeEs (TL9)

Civilian: A 1,200-square-foot holoventure zone with a
roomy operator’s crew station. The computer terminal at the
station runs holoventure programs on a dedicated mainframe
computer. It includes a fusion power slice to run it.

Military: As above, but with DR100 composite armor
for training with live ammo.

SHOOTING RANGES

A 25-yard sighting/training range for two men with a sin-
gle computer terminal. It is armored to DR100 and is most
often used with plastic bullets. Troop ships use it to provide
traveling soldiers some time on the trigger. Combining multi-
ple ranges could provide a longer range or even a mock village
for rehearsing house-clearing and hostage-rescue missions.

STAGES

A 20°x20’ stage area for dancing, plays, nightclub acts,
and so on, this includes sophisticated electric lights and
sound systems. Normally attached to a Hall or Theater con-
taining the audience.

SwivminGg PooLs

Large commercial ships (or those catering to aquat-
ic sophonts) will often have swimming pools. Includes
100 square feet of pool (10’ deep), 100 square feet of
deck area, and overhead clearance. Multiple modules
can be combined to make larger pools. The finished
design should add one Space Dock system (1 ston,
MCr 0.005) per complete pool, to contain the water in
case of loss of artificial gravity. The module only
weighs 1.5 stons when empty.

THEATERS

A small auditorium with 100 seats for the audience,
a large holoprojector (can be stowed), and an operator’s
workstation. Can be used for entertainment, for presen-
tations, or as a briefing or situation room. A stage is not
included — a Stage module may be attached if needed.

NuLL-G HaNDBALL
CourTs (TL8)

While artificial-gravity generators eliminate the
need for space travelers to experience zero-G condi-
tions, some travelers nevertheless like the challenge of
experiencing those conditions for recreation. Null-G
handball is typical of any number of null-gravity games
that have become popular in most space-faring cultures.
It is played in a court 20'x20"x40’ by either two persons or
two two-person teams. Players wear a lightly padded and
webbed glove extending their reach by several inches, with
which they strike a small resilient ball. The object of the
game is to bounce the ball off of any three surfaces of the
court (walls, floor, or ceiling) without the opposing player or
team touching it. The Null-G Handball Court includes sepa-
rate artificial-gravity generators to maintain the zero-G envi-
ronment, a locker room with shower and facilities for the
players, and a gallery for an audience of 12 (larger audiences
require Theater seating).

SHIP’s GALLEYS

A compact food-preparation area with capacity for up to
770 lbs. of food (385 man-days if a life-support system is
installed, 64 otherwise). Mass and cost both assume a full
pantry at the appropriate TL. Each module provides cramped
but usable space for preparation of up to 28 meals at a time.
Exact features will depend on TL and may include rough-
weather options for low-tech ocean vessels, zero-G options for
pre-CG space vehicles, and/or refrigerators and freezers. Gal-
ley modules may be stacked to create a much larger facility.

This module should only be purchased for ships requir-
ing more food preparation area than is included in staterooms
(see p. 58). A galley may be consolidated from the total
kitchen space provided by multiple staterooms. If a ship is
designed and built in this manner, the “galley” is considered
a common area separate from the staterooms. It would take
20-40 staterooms to make such a galley, depending on level
of service and spaciousness desired.
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In addition to all the equipment crew and passengers see
just walking through the ship, ships require many more sys-
tems to operate smoothly and/or fulfill its mission: every-
thing from cargo holds to weapon-storage lockers to medical
systems is needed.

CARGO

Virtually every starship needs some cargo space. Even
the most optimized military vessel will have a ship’s locker
to store equipment.

CArGco HoLDs

Each Hold module has space for 500 cf (18.5 cubic
yards) of cargo. Multiple modules may represent a single
large hold or a number of smaller holds. Holds in half-size
increments (250 cf) may also be installed. Holds normally
carry 5 stons per dton; maximum rated load is 25 stons per
dton. See pp. 57-58 for information on transporting livestock.

SMUGGLER’s HoLDs

If a vessel has cargo space, some or all of it may be
divided into one or more concealed compartments (called
smuggler’s holds, after their most common use). If someone
searches the vessel, a smuggler’s hold can be found on a roll
vs. Holdout or Shipbuilding (Starship) skill, whichever is
lower. Subtract 10 from skill; add +1 for every 2% of
the ship’s hull class hidden. Smuggler’s holds cost MCr0.005
per 1/2 dton.

SHIP’s LOCKERS

The Ship’s Locker is a catchall name for the miscella-
neous stores and supplies a ship maintains to support its oper-
ations and crew. On small ships, it may be a physical locker;
on larger ships, it is a storeroom or hold. Contents of a ship’s
locker may include environmental and survival gear, personal
convenience items and consumables for the crew (the slop
chest), and medical supplies. Most equipment is issued as
needed and remains the property of the ship’s locker.

Slop chest items (junk food, mild recreational drugs and
alcohol, toiletries, entertainment or education chips, T-shirts
and even uniforms sometimes) are purchased in bulk by the
Purser and sold to the crew at cost or charged against their
unpaid salaries. On small merchant ships or those carrying
only a few passengers in addition to their cargo, the passen-
gers may have access to the slop chest through the Purser, but

.

on a cash-only basis. Large liners run separate concessions
for the convenience of their passengers.

See Zero-Space Systems, pp. 68-69, for more informa-
tion on Ship’s Lockers.

WEAPON STORAGE

Small arms and most other conventional weapons are
easily stored in cargo holds or the ship’s locker. However,
some weapons and accessories require special handling and
storage if a vessel is to remain safe from accidents and terror-
ists. Nuclear warheads, antimatter warheads, and even con-
ventional explosives all pose a serious risk to a ship’s
integrity if not handled correctly.

ANTI-BLAaAsT MAGAZINES

These magazines are special compartments used to store
missiles and other hazardous goods. They are designed to
channel the blast of an ammunition explosion away from
other internal systems, reducing the severity of accidents. A
magazine holds 55 250mm missiles, 11 S00mm missiles, or
500 cf of other weapons. They should be installed near the
outer hull of the ship to operate effectively.

DamvPER Boxes (TL11)

Damper boxes prevent radioactive decay of unstable iso-
topes. They weigh 80 Ibs., take up 1.6 cf, cost kCr40 and
require 0.16 MW for each cf of cargo capacity that they pos-
sess at TL11. Halve all attributes at each higher TL. The
Module Tables contains a TL11, TL12, and TL13 box capa-
ble of holding 55 250mm or 11 500mm missiles equipped
with nuclear warheads; each provides a nuclear power unit
(NPU) to run it, allowing containment even when the ship
loses power. Smaller units (holding no more than a couple of
warheads) should be constructed using the Zero Space Mod-
ules (see pp. 68-69).

AnNnTIMATTER BUunkeERs (TLL12)

Antimatter cannot be produced or stored in useful
amounts until TL12, and is not used in engines or reactors
until late TL13. Antimatter bunkers (or “traps”) each hold up
to 50 grams of antimatter (usually anti-hydrogen). Since anti-
matter is worth several million credits per gram (assuming
one could find it on the open market), larger bunkers are
rarely required. They include a dedicated internal nuclear
power unit; containment will be maintained even if the vessel
loses power.
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An antimatter fuel bunker will explode on a roll of 16 or
less if it or the vehicle location containing it is disabled or
destroyed. It can be made to self-destruct by turning off the
containment system. Failsafe systems, each with the volume,
mass, and cost of the original system, can be added. These
backups make a damaged trap less likely to explode (-1 to
explode per extra module). Damage from a bunker explosion
is equal to 6dx25 million points per gram — enough to vapor-
ize any ship in GURPS Traveller and pose a significant haz-
ard to vessels nearby. (The crew’s personal armor does
protect normally if they are wearing it . . .)

CaAarco-HANDLING GEAR

All but the most primitive starports have equipment and
facilities for loading and unloading cargo, available for a
price. Large ships, or ships designed to access primitive star-
ports, may include their own cargo-handling equipment. Usu-
ally, this will consist of winches and hoists, but very
advanced ships may choose to include gravitic manipulators
(see below).

ExXTERNAL CRADLES/GRAPPLES
See Surface Features, External Cradles/Grapples, p. 35.

GraAaviITIC MANIPULATORS
(TL11/13)

These devices generate a gravity field at a distance,
pulling objects toward or pushing them away from the ship.

Repulsor Beam (TL11): Each repulsor-beam system gen-
erates a ST 8,500 repulsive force. Multiple systems can work
together, adding their ST together.

Tractor Beam (TLI13): As the repulsor beam, but gener-
ates a ST 8,500 attractive force, instead. Multiple systems
can work together, adding their ST together.

Combination Beam (TL13): Usable as either a tractor
beam or a repulsor beam, but not as both simultaneously. In
either mode, the beam generates a ST 8,500 force. Multiple
systems can work together, adding their ST together.

Mass CatTcHERS (TL8)

A large cargo net and arrestor system designed to catch
up to 625 stons of mass (typically shot by the Mass Driver,
p. 64) as long as it is less than 1,500 spaces in size and travel-
ing at less than 600 mph. Multiple units will either increase
the speed, mass, or volume (choose one per additional unit).

It is designed for zero-G operations by producing a
strong counter-force (usually thrusters) to catch a load with-
out moving off its stationary position and axis. This system
must be mounted on some other structure (at a minimum, a
2,000-ton vessel or platform of some type), as it is not a
stand-alone unit.

PTI _ijéﬁﬂﬁ:
HAaTcHES AND OPENINGS

cargo-handling equipment described here may benefit
from information on standardized cargo hatches in the
Imperium. Cargo vessels with 7 dtons of cargo space or
less have a small cargo hatch, which is 12’ wide by 12’
high. Larger ships have one standard hatch per 25 dtons
(or fraction) of cargo space; standard hatches measure
24’ wide by 12’ high. Very large ships may combine
several hatches into a single opening that is a multiple
of these dimensions.

Alien or unusual ship designs may have radically
different cargo hatches, requiring some on-the-scene
thinking for quick loading or offloading of cargo.
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ADDITIONAL EQUIPMENT

While too minor to be individually purchased or invento-
ried in the starship-design process, the following items are
commonly found at starports or in large cargo vessels
throughout the Imperium. See pp. T:SP102 and T:FT77 for
more information. Any starport employee should know
where to find one, and they’ll often be lying about in the
cargo-handling areas. Travelers should be able to get their
hands on most of these without much difficulty.

Hand Truck: A two-wheeled dolly that carries up to
1,000 Ibs. or 4 cf of breakbulk product. The speed at which it
can be pushed depends on the user, but the weight is normal-
ly divided by 10 or 20 (see p. B89) for encumbrance purpos-
es. $50, 30 Ibs.

Dock Cart: A four-wheeled cart than can hold up to
4,500 Ibs. or 180 cf of breakbulk product. The speed at which
it can be pushed depends on the user, but the weight is nor-
mally divided as per the hand truck, above. $100,
300 Ibs.

Bulk Liguid Pump: A rugged pump used to
move liquids such as water, gasoline, milk, etc. For
double cost and weight, a heavy-duty version can
move cryogenic fuels. For quadruple cost and
weight, increase transfer rate by 50%.

A TL7 unit can move 3,000 gallons per hour at
a distance of up to 150 feet (multiply rate by 1.5 per
TL after TL7). Multiple pumps may be connected
in-line to move a liquid a longer distance. There are
usually 4-6 of these pumps operating during ship-
board cargo operations. The pump’s price includes a
short-range communicator and a dedicated comput-
er so operators can control the pump at a distance.

The pump with hose weighs 185 lbs., costs
$600, and takes up 5 cf. Both pump and hose have
DR 5, HPS5.

The pump uses a D cell (or equivalent
advanced battery at TL7) for every 12 hours of
operation. It takes 15 minutes and a Freight Han-
dling skill roll to set up.

Dry Bulk Auger: As above, but uses a screw mechanism to
move bulk dry goods like beans, wheat, rice, etc. A TL7 unit
can move about 4,000 cf of bulk product per hour at a distance
of up to 50’ (multiply rate by 2 per TL after TL7). Multiple
augers can be connected in-line to move a product a longer dis-
tance. These are often used during shipboard cargo operations.
The auger’s price includes a short-range communicator and a
dedicated computer so operators can control the auger at a dis-
tance. An auger with hose weighs 320 Ibs., costs $1,700, and
takes up 10 cf. Both auger and hose have DR 5, HP 15.

The auger uses a D cell (or equivalent advanced battery
at TL7) per 6 hours of operation. It takes 15 minutes and a
Freight Handling roll to set up.

Conveyor Belt: A 15"x2’ (or a multiple thereof) motorized
conveyor belt. A TL7 unit can move up to 625 cf of breakbulk
or bulk product per hour (multiply rate by 2 per TL after
TL7). There are usually four to six of these conveyors operat-
ing during shipboard cargo operations. The conveyor’s price
includes a short-range communicator and a dedicated comput-

er so operators can control it at a distance. Non-powered roller
conveyors are half weight and one-tenth cost, but are obvious-
ly limited in utility.

The conveyor weighs 70 Ibs., costs $500, takes up 3 cf,
and has DR 5, HP 15. It uses a D cell (or equivalent
advanced battery at TL7) per 12 hours of operation.

Portable Hydrogen Fueling Unit: This handy unit often
supplements or replaces starship-standard fuel-processing
modules for starport fuel-refining needs. Each unit produces
its rated gallons per hour x 1.58 in liquid hydrogen and its
rated gallons per hour x 0.76 in liquid oxygen. The TL7 unit
uses a 4C55/7 container and the TL8 uses a 4C55/8 container
(see p. T:FT57 for information on standard cargo containers).
The TL9+ units each use a 4D55/8 container. The TL7-8 ver-
sions use a fission reactor, the TL9 version uses a NPU, and
the TL10+ versions use a fusion reactor. A cutter can carry
two HFUs (one at TL8-) and eight empty 4A70/8 fuel tanks
in one trip.

VEHICLE STORAGE

Starship designers have several options for storing small-
er vessels within a larger one.

VEHICLE BAYs

A vehicle bay is custom-designed to snugly hold a sin-
gle, specific small craft within the skin of the ship. It is not
usable for other sorts of vehicle, except an externally identi-
cal variant of the original small craft.

To simulate the way that many small craft were carried
in Traveller, vehicle bays may be considered partially
recessed into the hull. The full volume is still subtracted from
available volume. The mass of any craft carried in this
recessed vehicle bay plus any external stores still may not
exceed the limits as imposed by hardpoints (see p. 34). Total
volume of all recessed vehicle bays may not exceed 20% of
hull class due to structural limitations. Use intrinsic modular
couplings instead (p. 35) to overcome that limitation.
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Example: A 100-ton ship has 12,150 HP and a recessed
20-ton vehicle bay. The external-store limit is 121.5 stons,
therefore, the vehicle bay can only store a craft that does not
exceed that mass. There would be no limit if the vehicle bay
was fully enclosed.

Vessels in vehicle bays can only have maintenance per-
formed that can be accomplished from within the vessel itself
— since these vehicles often are short-duration small craft,
that means they often cannot have large repairs made except
at a starport or other dock facility.

HANGAR BAYSs

A vehicle can be given a large bay in which other small-
er vehicles can be stored, ready for instant launch. Unlike a
vehicle bay, a hangar bay is not specific to a single vehicle
type; any vehicle can be carried in it. The weight of a hanger
bay includes all necessary elevators or ramps to move the
vehicle or vehicles into launch position. Each module pro-
vides hangar space for 500 cubic feet (1 hull class) of vessel;
decide if multiple modules form one large or several smaller
hangars. Hangar bays are not sealed against vacuum and thus
have very limited use in space.

Hanger bay mass and cost is paid only once per hangar,
regardless of the number of modules from which it is formed
— it mainly represents the mass and cost of the elevators and
ramps. Hangar bays may be purchased in half-sized incre-
ments, but cost and mass remain unchanged.

SPACEDOCKS

This is an airlock hangar bay; it is treated as a hangar
bay, except that it can be totally evacuated or filled with air
(or water if this is specified during construction) with doors
or landing-pad elevators opening into space. Each module
provides hangar space for 250 cf (1/2 hull space) of vessel;
decide whether multiple modules form one large or several
smaller spacedocks.

Spacedock mass and cost is paid only once per space-
dock, regardless of the number of modules forming it — it
mainly represents the mass and cost of the hangar doors and
air pump. Spacedocks may be purchased in half-sized incre-
ments, but cost and mass remain unchanged.

LAuncH TuBes/
Mass Drivers (TL8)

A launch catapult (electromagnetic or gravitic) can be
installed in any vessel intended to launch spacecraft (such as
a carrier). They allow the fast deployment of fighters or other
craft (40 per 20-minute space combat turn); see p. GT169 for
information on recovering small craft. (The craft does not fly
back into the launch tube, but is instead docked in its appro-
priate storage location.) Craft launched from one of these
may use their full acceleration on the turn they are deployed
(e.g., a 5-G fighter’s vector is 5 hexes longer than the vector
of its launching ship). One Launch Tube module is required
for every 25 stons of the heaviest craft to be launched from
the facility, then add enough spacedock/vehicle bay modules
to contain the largest craft accommodated by the launch tube

to make a complete launch tube. This additional bay is used
to store the vessel until launched and contains the feeding
mechanism to move the second and subsequent vessels into
the launcher. When a vessel is launched, another vessel is
moved into the bay.

If used as a mass driver, the tube can launch up to 25
stons per module at 60 mph. Multiple modules will either
increase the speed by 60 mph or increase the maximum mass
that the tube can launch by 25 stons. Usually, a mass driver is
designed for use in conjunction with a Mass Catcher (p. 62).
Their performance should reflect one another’s capabilities.

LABS AND WORKSHOPS

A laboratory provides workspace and equipment for sci-
entific research. A workshop includes workspace, tools,
diagnostic equipment, raw stock, and bench parts for per-
forming minor repair and construction work. Small parts can
be made from scratch and medium-sized parts can be
repaired or modified.

LABORATORIES

A laboratory dedicated to one scientific skill (e.g., Geol-
ogy) as well as room for one or two scientists to work. For
larger teams, multiple labs are a necessity! It gives +2 to skill
in situations where the lab equipment would be beneficial;
the GM can also rule a lab is required for a task — it gives no
bonus, but work would be impossible without it. Physics lab-
oratories are identical, but also include provisions for the
increased power requirements of high-energy research.
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IsoLATION LABORATORIES

A large, sealed laboratory with an airlock and other
equipment certified to provide P4 protection (see p. BIO21).
There is room for up to five people to work. It can be used for
any sort of dangerous experiment: genetic engineering, chem-
ical warfare analysis, psionics, nanotechnology, and so forth.
Only in extreme cases (almost always the result of skilled sab-
otage) would any contamination spread beyond the lab.

SimuLAaTION LaBs (TLS9)

In scientific research and engineering design, the ability to
visualize and manipulate data is often key to understanding
and solving problems. The Simulation Lab is designed to assist
in this visualization. It consists of a stand-alone holographic-
imaging tank, a powerful macroframe computer (Complexity
TL-2)to run it, and an operator’s terminal. Although it can cre-
ate images directly using data coming from onboard sensor
systems, it is intended to accept and integrate large amounts of
data from numerous science labs or design teams, and display
it in a coherent, fully realized 3-dimensional picture. Multiple
Sim Labs can be combined to create a much larger holograph-
ic-display volume (and more workstations) or enhanced dis-
plays may be added (see Computer Lab, below).

CovipuTER LABS

These modules are designed for applications where reli-
able high-capacity number-crunching is needed. With a large
number of associated workstations, they may also be used for
archive and library functions. Each trio of macroframe com-
puters is built as Compact, Genius, and Hardened with one
level of High Capacity. Complexity is TL-1. Only dedicated
scientific installations routinely use this costly module.

The Enhanced Display option consists of a 100 sf
holoventure zone used to display the data instead of using flat
screens (terminals are still included). These displays may be
used with any of the listed laboratory modules as long as it
has access to a computer of Complexity 7+. The required
holographic program is included in the cost of the display
system. Enhanced Displays may be also be used with Sensor
Suites or Sim Labs to increase the display volume.

WORKSHOPS

Starships intended for long-range operation need to be
somewhat self-sufficient, able to manufacture their own spare
parts from found materials. The complete workshop contains
all the tools needed for the Armory, Electronics, Engineering,
and Mechanic skills, plus storage space. Workshops all have
the same statistics though higher-TL shops will have better
equipment. Up to three people can work in the workshop at
the same time; one workshop should be provided for every
60 maintenance personnel onboard. Two of these workshops
together make up the Logistics Module from p. T:FI35. Mini-
workshops are similar, but not as capable; they are designed
for vessels where space is at a premium (such as small craft).

Each complete workshop provides a +2 to repairs, while
a mini-workshop negates the penalty for not having a work-
shop when making repairs.

AN

SHIPYARDS (TL7/9)

A shipyard or dry dock is capable of building or repair-
ing 100 dtons of vessel at a time. It operates efficiently with
100 workers or robots and contains warehouses, workshops,
offices, minifacs, etc., as well as a power element. There are
two versions of this module, one for non-starships at TL7 and
one for starships at TL9.

MEebDpicaL FACILITIES

A normal sick bay provides workspace for medical per-
sonnel to treat wounds and illnesses on an outpatient basis.
Other versions are dedicated to performing surgery, provid-
ing intensive care, or boarding inpatients.

EMERGENCY-AID STATIONS

Emergency-aid stations are designed for use in small
ships where a full sick bay is not needed or space is at a pre-
mium. At TL7, it includes two bunks and a stretcher; at TLS,
two bunks with emergency support units (ESUs) and a
stretcher; and at TL9-13 one automed, one diagnosis table,
one ESU, and one stretcher. All systems have a computer ter-
minal and reactor slice to power it. See pp. UT94 or S87 for
medical-equipment statistics. On ships without sick bays, one
of these should be installed for every 60 staterooms or frac-
tion thereof not covered by Sick Bays, below.

Sick Barys

Sick bays vary considerably by TL, as medical science
advances. At TL7, each module consists of two beds, one
operating table, and one stretcher; at TL8, an operating table
and two beds equipped with ESUs; at TL9 and higher, an
operating table, a diagnostic table, and either two (TL9-10)
or three (TL11-13) automeds. All models include a computer
terminal and sufficient power components to run all features.
Ships should have one sick bay per 120 staterooms or
fraction thereof.
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MiLiITARY Sick Bays/
AID STATIONS

Naval vessels are often depressurized, either deliberately
or because of battle damage. In order to maintain a habitable
volume, military sick bays come with their own life support.
This system is a sick bay as above (except the operating
rooms are fully stabilized), with two 6-man airlocks, radia-
tion shielding (PF 10 at TL7, x10 for each additional TL),
room for 10 ambulatory or two litter patients, and limited life
support and energy banks for 15 man-days. A full fire-
suppression system is included to augment those in the engi-
neering spaces. Military sick bays are used individually as
aid stations (often carefully placed along main corridors to
act as blow-out shelters), or added to conventional sickbays
to form a larger ward.

EvacuaTioON Bays

Basic: Contains 12 stretchers and 12 Emergency Support
Units (TL8+) with plenty of access space to move people in
and out of them. Also includes 12 man-days of limited life
support and a power slice. It is mostly used by small craft for
medevac to a waiting starship.

Advanced (TL9): This contains 12 automeds and plenty
of access space to move people in and out of them. Also
includes 12 man-days of limited life support (full at TL11+)
and a fusion power slice. Mostly used by small craft for
medevac to a waiting starship.

OPERATING THEATERS

This contains two complete, fully stabilized operating
tables, two Emergency Support Units, 50 cf of storage space
for medical supplies, and two computer terminals.

HaBITAT MODULES

Some large vessels (such as colony ships and space sta-
tions) contain large urban or green areas inside them. Each
module described below is about the size of a city block and
includes lighting, temperature control, air recycling, and a
power slice to run it.

Housing: This module contains one or more apartment
buildings or a few dozen houses, plus grounds, walkways,
etc., providing long-term accommodation for up to 100 peo-
ple (half that many in luxury, twice that many in cramped
conditions). Life support is not included. It should be sup-
plied by a farm module (below).

Factory: A large industrial park capable of operating effi-
ciently with a few dozen workers or robots. Contains ware-
houses, minifacs, etc.

Farm: An acre or so of open space with a few buildings
devoted to agriculture and food processing. Up to 10 people or
robots can work it effectively; each worker can grow food to
feed 10 people. Using crop rotation, the farm can serve as total
life support (providing air, food, and water) for about 100.

Park: A landscaped green space, possibly with entertain-
ment or exercise facilities (pool, stream, playground, etc.). In
a pinch, it can provide camping grounds for about 100 people.

Plaza: A mall or concourse area with about a dozen
medium establishments, plus open space for several hundred
people to congregate.

Null-G Handball Arena: Like a Null-G Handball Court
(see p. 60) but represents either multiple courts or larger
courts for bigger games (most often aboard stations rather
than ships). For example, grav-ball (played by teams of seven
armored players) uses a court 120°x 60°x60’ (i.e., 27 hand-
ball modules, 20,000 Seats, 900-person Hall).

SECURITY SYSTEMS

Civilian vessels require security measures against theft;
exactly how many and what type will depend on the owner’s
paranoia and Imperial liability laws (no system is completely
error-free). Warships often have lethal security measures,
especially when on duty. ’

ELECTRIFIED SURFACE
See Surface Features, pp. 31-35.

Locks, ALARMS,; AND

SECURITY SYSTEMS
See p. 69.

CELLS/ARMORIES/S AFES

This is a single cabin with reinforced walls (DR 200),
restraints, and barred door — a place to hold unruly passen-
gers, crew, etc.

The same module can be used to construct an armory for
secure storage of small arms and ammunition, or a safe for
high-value cargo. These versions are not interchangeable,
however, and their use must be specified at the time of con-
struction. All versions include an independent high-security
alarm and an observation camera. Each module normally
holds 1-2 people (up to 25 for a limited period), 4,000 Ibs. of
racked weapons and ammunition, or 400 cf of valuables.

Dedicated mail carriers should install as many safes as
required for the service.

Brics

This is an ordinary stateroom equipped with reinforced
walls and door (DR 200), restraints, and a high-security
alarm and observation system. It normally holds 1-2 people.
Up to 50 could be crammed in for a limited time, but this will
overwhelm the two-person life support. A ship or starport
with one or two brigs usually will monitor them from the
bridge. A larger number of brigs probably will have its own
dedicated security station (see Auxiliary Control
Station/Duplicate Controls, p. 43).

DouBsLE-CELL BRIGS

As per the brig, above, but does not contain the security
station. Multiple double-cells are usually installed together
with one or two security stations to form a much larger
secure area Or prison.
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MISCELLANEOUS
SYSTEMS

These round out the many equipment
needs of a starship, though many are use-
ful only in specialized applications.

TurRRETED MINING
Lasers (TL8)

This is a powerful mining or cutting
laser used by ultra-tech mining, engineering,
and rescue vehicles. Mining lasers are sized for
continuous fire, so no energy bank is required. All
mining lasers are constructed with the following
options: close range, universal mount (or casemate if hull-
mounted), energy drill, and no stabilization. All TL11+ min-
ing lasers are built with the compact option to represent the
advances in laser technology found in normal shipboard
weapons. See p. B125, Arracking Inanimate Objects, for
more information.

Although the mining laser can be used as a shipboard
weapon, it is impractical to do so because damage is so low
and range is so short. If a mining laser is used as a weapon,
damage is calculated somewhat differently; the target is no
longer a big dumb rock, but is theoretically trying to avoid
being hit. All damage ratings are divided by 4 and the RoF
becomes 4, subject to the laser-autofire rules. More damage
is not possible; indeed, just the opposite, as all four shots
must hit to do listed damage. The modified damage ratings
thus become 6d at TL8, 12d at TL9, 5dx5 (2) at TL10,
7dx5 (2) at TL11, 9dx5 (2) at TL12, and 5dx10 (2) at TL13.

ORrReE PROCESSORS

This is a multi-stage facility for extracting valuable
materials from raw ore and concentrating it for transportation
or further processing. Fed a steady stream of ground rock, it
produces bars of metal, glass rods or fibers, and tanks of con-
densed volatiles for storage. The system’s power plant is self-
contained for greater efficiency, and hold space for several
hours’ feedstock is provided.

Capacity is in dtons of ore processed per hour, for hard
rock. For soft rock, rate is doubled. Products depend on con-
centrations present in ore: multiply input volume by concen-
tration, and reduce by 10% for wastage.

Crew is per shift; three shifts are required for full-time
operations.

PassaAaGE TuBES

This flexible tube connects the airlocks of two ships in
space. It holds pressure, permitting occupants to move
between the vessels without space suits. A standard tube is
600’ long and 8’ in diameter, and hooks to generic fittings
around external airlocks. It normally takes an hour or so to
rig in free fall (30 minutes with two or more people work-
ing) — this requires a Mechanic (Starships) roll. A standard
tube has PD3, DR 12; the armored tube increases to DR 20.

Engineering and entry modules each con-
tain a 100’ armored passage tube as
standard equipment.

ENTRY MODULES

An entry module consists of a
100° armored passage tube and
either a four- (small module) or
eight-man (large module) airlock.

EscarPeE CAPSULES

Escape capsules are common on
military vessels, which typically have a
limited number of ship’s boats and a crew diffi-

cult to assemble under combat conditions (commer-
cial vessels use lifeboats, instead). Each capsule holds four
crew members at TL7, six at TL8, eight at TL9, or nine at
TL10+ and provides three days of limited life support at
TL7-9, four days at TL10, or full life support at TL11+. They
have 0.03 G and 0.003 GRds of thrust at TL7, 0.05 G at TLS,
0.6 G at TL9, 0.8 G at TL10, and 1 G at TL11+. A capsule
also provides contragravity for landing at TL8+, plus survival
packs as defined on p. T:FT70.

Escape capsules are installed under panels in the vessel’s
hull; to launch, explosive bolts blow the panel clear and the
thrusters accelerate the capsule away from the ship (rockets
at TL7). Reconditioning and reinstalling escape capsules is
only possible at a shipyard or spacedock; they are used only
in emergencies! There are normally 25% more seats provided
in the capsules than a ship’s regular personnel capacity not
otherwise provided for in the ship’s small craft or lifeboats.

BoAarDING CLaAMPS

This is an advanced grapple designed to latch onto an
enemy ship for boarding purposes. It differs from an ordinary
grapple in its reach (12), strength (ST 800), and the method
in which it attaches to the target vessel. The boarding clamp
does significant damage to the hull of the target vessel, where-
as normal grapples are designed to attach without damage.

SuRvivaL SHELTERS

Survival shelters are reinforced and shielded rooms
intended to protect occupants from environmental dangers
(such as sudden decompression, fire, radiation, and extreme
temperature). Each shelter provides limited life support and
power for its rated number of occupants: eight days at TL7,
20 days at TL8, 25 days at TL9, 30 days at TL10, and unlim-
ited duration at TL11+. A medium-range radio is provided to
contact rescue personnel. In addition, at TL8 every multi-
person shelter has a number of ESUs. At TL9-13, these ESUs
are replaced with automeds.

Model Capacity Airlock Size =~ ESU/Automed
Locker 1 1 0
Small 4 2 1
Medium 8 4 2
Large 25 6 5
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: The modular shlp -design system presented in this
book is intended to be simple; efficiency is a secondary
consideration. In particular, many modules contain vary-
ing amounts of empty space to bring them up to half- or
full-space size. It is certainly possible to simply ignore this
fact and assume the extra space makes GURPS Traveller
starships more roomy and livable. It is also possible to
infer that some of this space is taken up by items that, by
their nature, are too small to add up to even half a dton on
any but the largest ships, but are nevertheless important
enhancements of the ship’s capabilities.

This section details a selection of such items. On small
ships — generally less than 1,000 dtons — one zero-space
system (about 10 cf) can be added per dton of internal space
not devoted to cargo holds, fuel, or vessel storage, at addi-
tional cost and mass but no extra volume. Remember that
streamlining reduces internal volume.

This option is completely at the GM’s discretion,
however, due to its potential for abuse. Most systems are
rated for the number of “units” that will fit in a 10-cf “zero
space” or a 250-cf half-space module. Larger vessels
should simply purchase these systems in half-space lots.
The GM can justifiably insist that small ships do so, too.

SHIP's LOCKERS

Normally, the ship’s locker (or slop chest) should be
separate from the ship’s cargo holds. It contains things that
the crew may need during flight or in an emergency, but
aren’t used every day. The cargo holds are inconvenient to
dig through during an emergency and may be entirely
inaccessible depending on the nature of the problem. The
ship’s locker usually contains small tools, vacc suits,
equipment, survival gear, hull patches, etc. On small ships
without an armory, it may also serve as a storage space for
weapons, although it is not intended to be secure. (It’s sup-
posed to be easy to get into, for emergencies.) Each ship’s
locker is 10 cf, and holds up to 200 lbs. of gear.

_TIDNAL. Zeno SPACE

tool kits are 15 cf, 300 1bs., Cr800. Armory or electronic
tool kits are 7 cf, 100 Ibs., Cr1,200. A half-space module
contains five tool kits of each type, for a total of 20.

Daviace-CONTROL

LOCKERS

A damage-control locker contains the various equip-
ment used to perform emergency repairs to the ship: hull
patches, environment suits, testing and sensing gear,
emergency-power conduits, short-range radios, portable
emergency-power generators, fuses, etc. An unstocked
damage-control locker might as well be used for cargo; it
won’t help the crew at all in an emergency.

A standard damage-control locker is 50 cf, weighs
1 ston stocked, and costs MCr0.25 in equipment and parts,
which must be replenished for every 2,000 HP restored.
See pp. 106-107 for information on repairs.

SurvivaL KiTts

Imperial safety regulations require commercial ships
to carry one survival kit per passenger in lifeboats
designed for surface landings. They are a good idea on
any craft that may be forced down on a planet with a
(more-or-less) breathable atmosphere. Survival kits are
standardized at TL10; any vessel in the Imperium will use
the same type, regardless of TL. Their contents are
described in detail on pp. T:FT69-70. Nine kits are 10 cf,
450 Ibs., and cost Cr24,300.

ComvPUTER TERMINALS

Each crew workstation includes a computer terminal;
each cabin or stateroom also comes with a monitor and
keyboard to access the ship’s computer (though access is
typically restricted to library, communications, and enter-
tainment functions). Additional terminals may be added
for redundancy or to facilitate certain types of research.
Five terminals are 10 cf 200 Ibs., and Cr5,000 at TL7-8;
this becomes 10 termmals TL9, and 20 at TL10+. :
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SECURITY SYSTEMS

All ships come with electronic locks. Some starship
owners install after-market intruder defenses (including
digital cameras, motion sensors, and weapons) and a high-
security alarm system (Cr3,000; effective skill 20).

All vessels also come equipped with an internal com-
munications and security system, consisting of a micro-
phone, loudspeaker, optical-data cable jack, and short-range
radio repeater in each compartment. Each compartment also
has its own pressure, temperature, smoke, and radiation
detectors; these are connected through the communications
system to the bridge. The microphone and radio pickups
can be activated from the bridge, providing some additional
information on events in other parts of the ship. Each door,
including the external airlocks and sensitive-area access
panels, has an electronic lock opened by a keypad, electron-
ic card, or biometrics sensor (chosen before construction).

Communications and security systems are installed
on the basis of one “unit” per compartment (room). For
ships without detailed deck plans, a good rule of thumb is
three compartments per crewman (quarters, workspace,
and corridor), not including ship’s troops or frozen watch.

The electronic locks cannot be picked. Bypassing the
security system requires a contest of skills vs. the security
system’s skill of 15, using Electronics Operations (Securi-
ty Systems)/TL or Traps/TL, with modifiers as per Lock-
picking skill (p. B67). If the roll fails, the ship’s computer
alerts the crew and takes other actions as programmed.

Hardened Communications: Military vessels are nor-
mally equipped with a fiber-optic backup communications
network. This can be assumed (at negligible weight and
cost) unless the ship is low-tech or very large. Twenty-five
units are 10 cf, 50 Ibs., and Cr20,000 at TL7; 100 units are
10 cf, 100 lbs., and Cr16,000 at TL8. This becomes 200
units at TL9 or 400 at TL10+ at 10 cf, 50 Ibs., and Cr800.

Basic Security: Internal sensors can be added for
additional security. The basic security package upgrades
the ship’s intercom and internal sensors to include mono-
cular color, low-light television (1x) and imaging ladar.
An integral rechargeable B cell provides (TL-6)x360 uses
for the ladar in the event of loss of ship’s power. The secu-
rity system’s skill is improved to 20. The additional sen-
sors allow the use of the Anti ijack program (see p. 71).

The basic package also includes a spray tank, capable
of creating a cloud of any standard gas or liquid chemical
3 yards in diameter at a range of 10 yards. The spray auto-
mancaliy ts and lasts for 2 minutes in atmosphere (less in
‘ / loaded with sleep gas
: 0 per 600

: 'I‘Wenty units are 10 cf, 230 1bs and Crl15,
10 cf, 190 Ibs., and Cr57 (X)B at TL9 'I‘wenty-ﬁ

. Large Beacon/11 256 5
: L_Large Beacon!l2+ _ 254 ) S

computers. In addition fo a]l the systems listed for the basic
package, each unit incorporates a hardened, high-capacity,
Complexity 4 robot brain running Targeting, Gunner, Inter-
nal Security, and Optical Recognition programs and a con-
cealed snub revolver (p. GT110) on a retractable mount.
Each chamber can be loaded with a different type of ammu-
nition (ammo cost and mass is not included) and individual-
ly selected for firing. Sixteen units are 10 cf, 200 1bs., and
Cr470,000 at TL9: 20 units are 10 cf, 220 Ibs., Cr70,000 at
TL10; or 10 cf, 190 1bs., and Cr28,000 at TL11+.

Automated defenses are of dubious legality within the
Imperium (LC 0 or worse). Under laws modeled on the
Shadusham Accords (p. GT59) and common throughout
the Imperium, the owner of such a system is responsible
for its actions as if he had performed them himself.

WinDow BoxEs

These are greatly scaled-down versions of Total Life
Support (see p. 56), designed to provide some greenery
aboard ship as well as supplemental fresh vegetables and
herbs for the galley, or to support a small pet (up to 2 Ib.).
Each window box (sometimes called a terrarium) includes
an underpressure filter kit to prevent airborne contami-
nants from escaping into the general ship’s environment.
One window box is 10 cf, 100 Ibs., and Cr1,000.

BeEAcCcONS

A small sphere dotted with solar panels, a beacon holds
a tiny battery/capacitor and transmitter. It is designed to
emit a 1-second pulse each 10 seconds at 1 AU from a stan-
dard star, with both pulse length and interval varying if the
beacon is closer or farther. Along with basic data on the
local star, this yields the beacon’s location; a receiver can
intersect signal direction with indicated orbital path. (Tech-
nically, a receiver farther out than the beacon has fwo poten-
tial locations to choose from, but a skilled radio operator
usually can determine which is correct by signal quality.)

A beacon can be set to transmit on emergency or stan-
dard navigation radio channels. They come in two sizes:
small and large. The range depends on the size of the bea-
con and the TL at which it is built.

Size/TL

Small Beacon/7
Small Beacon/8
Small Beacon/9 B e
Small Beacon/10 2617 0S5 ST aia00
Small Beacon/11 26.3 0.5 519 500

Small Beacon/12+ 259 0.5 519 500}
Large Beacon/7 2,091 40 12315 30
Large Beacon/8 1,040 20 6,170 1007

Large Beacon/9 518 .10
Large Beacon/10 257 5

1578 :
1,578 5000
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CoOMPUTERS AND
ProcramMms

This section expands upon the computer rules on
p. GT161, describing new programs and explaining what
programs are usually used. A dedicated computer may only
run one program, the one for which it is designed.

Using PrRoGrRaAMS

All ships in GURPS Traveller have bridges or cockpits;
each has three computers. These computers run everything
on board from the environmental controls to the weapons to
the drives. Experienced captains know that it doesn’t pay to
skimp on good programs! A complete package for a free trad-
er costs KCr240 (at TL10), and consists of three Datalink
programs (one for each communicator), three Targeting (skill
+8; one for each turret and one for a missile fire director on
the bridge), Damage Control with ship’s specifications in a
database, Autopilot (normal space, skill of 12, Cr 2,000,
Complexity 2), Astrogation (Jump-1), and Library Database.
Add a Limited (Cr 2,000, Complexity 4) or Full (Cr 5,000,
Complexity 5) Personality Simulation to make the ship more
user-friendly, if desired.

There are four different types of programs that run on
shipboard computers:

Utility Programs are used to perform many of the day-to-
day operations of the ship. They usually require no input from
the user and run autonomously in the background, consuming
minimal resources. They are not scalable, but they can be tied
to RVO programs or Bonus Programs (see below) to swap
and/or enhance data. Only the ubiquitous programs or the
ones most likely to be interfaced with the crew are included.

Routine Vehicle Operation (RVQ) Programs are the pro-
grams that actually operate the ship and perform the “day-
to-day” operations. They are scalable; more advanced
versions of the programs are available, but at higher cost and
higher computer complexity requirements. For each increase
in skill level above the base level, double the base cost of the
program and increase Complexity by 1.

Example: Anti-Hijack has a base Complexity 5 and
Criminology-14. If the owner wants a skill level-16 program
(an increase of two levels), he pays 4x the cost and increases
the complexity of the program by 2.

RVOs do not enhance a user’s skill. If equipped with a
database, they can also be used as an Expert System, but
take twice as long to arrive at a solution as a human being
would and are subject to the same flaws (e.g., incorrect
assumptions). They also are not very good at “thinking out-
side the box.” Databases can be shared between programs
that are running concurrently. For more information on RVO
programs, see pp. VE63 and T:FT68.

Skill Bonus Programs add a bonus to some skill a user
possesses. Skill bonus programs, like RVO programs, are
scalable. For each increase in bonus above the base level,
double the base cost of the program and increase Complexi-
ty by 1. GMs are advised to prevent these programs from
generating bonuses that may be too high.

Example: A Targeting program gives a +1 bonus to a
human gunner. If he wants a +2 bonus (1 extra level) he pays
2x the cost and adds 1 to the Complexity.

Robot Skill Programs are used by ships equipped with
robotic hulls and robotic brains. Considering their rarity in
the Traveller universe, they are not described in detail here.
See p. VE63 for more information.

GMs should be advised to not let RVO programs do the
work of robot skill programs. The line between them is fine
but distinct. The major difference between robot skills and
RVOs is RVOs are a lot less forgiving if they encounter a sit-
uation even slightly outside their programming. For example,
an Autopilot skill program will fly a fairly straight course,
making minor corrections to ensure it arrives at a predeter-
mined spot. In an emergency, it is capable of landing or dock-
ing the ship, but simple failure results in a mishap, and
critical failure results in disaster. Wilderness landings are typ-
ically outside the range of “known circumstances” for autopi-
lots, for example. Meanwhile, a robot piloting program is
treated as a sophont pilot. Almost any RVO program can also
be a robot skill program and vice versa — just remember the
differences in capabilities.

GM s should also be advised not to let RVOs do the work
of good, old-fashioned die rolls against the adventurers’
skills. Anybody trusting his ship’s Astrogation (Jump) pro-
gram without checking the results first is asking for trouble.

All programs have a base TL. This is the earliest TL at
which the program is available. For instance, a jump-5 Astro-
gation program is not available until TL11, whereas a jump-1
program is available at TL9.

The cost of all TL6-8 programs is halved at TL9 and
halved again at TL10+.

The cost of all TL9-10 programs is halved at TL11 and
halved again at TL12+.

The cost of all TL11-12 programs is halved at TL13+.
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Utility Programs

Program TL  Cost Complexity
Astrogation (Jump-1) 9 10,000 2

Astrogation (Jump-2) 9 20,000 3

Astrogation (Jump-3) 10 30,000 4

Astrogation (Jump-4) 10 40,000 5

Astrogation (Jump-5) 11 50,000 6

Astrogation (Jump-6) 12 60,000 7

Astrogation (Normal) 7 3,000 2

Cartography 7 5,000 3

Computer Navigation 7 500 2

Datalink 7 400 1

Double-Fire 8 1,000 1

Library Data 7 100,000 1

Personality Sim (Full) 8 20,000 5

Personality Sim (Ltd.) 8 8,000 4
Transmission Profiling 7 8,000 3

RVO Programs

Program TL  Cost Complexity Skill
Anti-Hijack g8 10,000 5 14
RVO Astrogation (J-1) 9 10,000 2 12

RVO Astrogation (J-2) 9 20,000 3 12
RVO Astrogation (J-3) 10 30,000 4 12
RVO Astrogation (J4) 10 40,000 5 12
RVO Astrogation (J-5) 11 50,000 6 12
RVO Astrogation (J-6) 12 60,000 7 12
RVO Astro. (Normal) 7 3,000 2 12
Autopilot (Jump Space) 9 8,000 2 12
Autopilot (Normal) 8 8,000 2, 12
Autopilot (Tactical) 9 200,000 3 12
Gunner 7 45,000 4 12
RVO Routine Skill (E) 8+ 3,000 2 12
RVO Routine Skill (A) 8+ 6,000 3 12
RVO Routine Skill (H) 8+ 12,000 4 12
RVO Routine Skill (VH) 8+ 24,000 5 12

Skill Bonus Programs

Program TL  Cost Complexity Bonus
Damage Control 8 2,000 2 +2
Fire Direction 6 2,000 1 +2
Targeting 7 1,000 1 +2
Routine Skill (E) 8+ 3,000 2 +1
Routine Skill (A) 8+ 6,000 3 +1
Routine Skill (H) 8+ 12,000 4 +1
Routine Skill (VH) 8+ 24,000 5 +1

Anti-Hijack: This program constantly monitors condi-
tions within the starship and automatically locks the access
doors to the bridge and controls when a hijacking occurs
(usually by accessing the various utility programs controlling
the different subsystems). Because this system is not fool-
proof, would-be hijackers may gain access in spite of the pro-
gram. Whenever a situation arises where the program must
act or notices “suspicious activity,” it alerts the captain. It
requires the Basic Security package (see p. 69).

Astrogation (Jump Space): This program comes in two
different versions. The RVO program is needed if the

computer is to plot an interstellar jump course. The Utility
program is required if the navigator is doing it himself. This
is similar to the Navigation program in Traveller.

Astrogation (Normal Space): This program comes in two
different versions. The RVO program is needed if the com-
puter is to plot a normal space course. The Utility program is
required if the navigator is doing it himself. This is similar to
the Generate program in Traveller.

Autopilot (Normal Space): This RVO program enables
the ship’s computer to control the vessel in normal opera-
tions, especially en route to/from the jump/breakout point.
The program will avoid obstacles and respond to simple
instructions from traffic control, but will not perform danger-
ous maneuvers, “push the edge,” or Dodge in combat. If a
situation arises beyond its capacity to handle or at preset
intervals or events, the program will sound an alarm and
rouse the pilot to take over.

Autopilot (Tactical): This RVO program is a much more
advanced version of the Autopilot (Normal) program. In
addition to the basic version’s capabilities, it will perform
dangerous maneuvers, “push the edge,” and Dodge in com-
bat. If a situation arises beyond its capacity to handle, the
program will attempt to flee, engaging targets with any
weapons given it to control (via the gunner programs) if they
try to prevent it from leaving the area; it has Tactics (3D)
equal to its skill level. It borders on a true robot program and
is Legality Class 0.

Autopilot (Jump Space): Needed for the computer to
pilot the ship into jump.

Gunner: In conjunction with a Targeting program
(required), it lets the computer act as a gunner. The bonus to
skill is nor cumulative with a Targeting program — use the
lower of the Targeting bonus or Gunner program skill. One
program is required per gun or battery.

Routine Skill: This is a placeholder for any skill pro-
gram not covered. It comes in four different levels of com-
plexity, depending on the GURPS skill it is emulating:
E for easy, A for average, H for hard and VH for very hard.
This program comes in two different versions; the RVO pro-
gram is needed if the computer is to perform the skill itself,
while the skill-bonus version provides a bonus to a sophont
using the skill.

Damage Control: Monitors systems status and gives
bonuses to repairing ship damage. One is required per dam-
age control (DC) party performing repairs. Also requires ship
blueprints (1 gigabyte and Cr1,000 per ship). Multiple DC
programs may share the same blueprint database.

Fire Direction: This is used to calculate trajectories for
indirect-fire weapons, enabling more accurate aiming of
artillery barrages or naval gunfire. This program is typically
only found on ships carrying ballistic-type weapons (see
GURPS Traveller: Ground Forces for more information).
One copy per gun or battery is required.

Targeting: Predicts target positions and helps aim
weaponry, adding a bonus to a gunner’s skill equal to the pro-
gram’s Complexity+1. One is needed per human or computer
gunner. Due to the long ranges at which spacecraft engage
their opponents, a targeting program giving a +7 to +10
bonus is strongly recommended for all armed spacecraft!
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Cartography: This is a package enabling aircraft
equipped with radar or planetary survey arrays to map areas
over which they fly. It also allows spaceships or satellites to
produce entire planetary maps if orbiting within sensor range,
provided they make enough orbits. See GURPS Traveller:
First In for more information on mapping and surveys.

Computer Navigation: This software allows a computer
to determine its position by comparing input from a high-
resolution sensor with a map database of the region. It
requires a LLTV, radar, ladar, AESA, thermograph, or PESA
(if underwater, a ladar or active sonar), plus an accurate map
database of the local terrain. Combined with a robot brain,
this allows the vehicle to pilot itself to a specified location on
the map automatically.

Datalink: Used to share real-time data with other com-
puters, sensors, missiles, etc. One is required per active com-
municator (e.g., laser, radio, missile laser, maser, meson).

Double-Fire: This program allows any energy weapon to
be fired at a much higher RoF. See Pulse Mode, p. 46. One
copy must be running for each weapon so configured.

Library Data: An encyclopedia program containing
detailed non-classified information on the Imperium. Not
always up to date for all worlds, but licensed owners can often
download supplementary data at local starports. 100 gigs.

Personality Simulation: A “persim” enables the ship’s
computer to simulate emotions, quirks, etc., and use highly
idiomatic speech. The “limited” version gives the computer a
simple personality (up to five quirks and a single mental dis-
advantage are appropriate). The “full” version gives the com-
puter a simulation of a real or made-up personality with the
same behavior (and quirks and mental disadvantages) as the
person it simulates.

Transmission Profiling: This program takes input from a
communications receiver, radar detector, or radscanner and
compares it with a database to determine what sort of

equipment produced the signal. This can be fairly detailed if
the GM desires — e.g., “The transmitter is a Zloukalev Indus-
tries 500-kW Air Search Radar, from a lot with model num-
bers beginning with XJ3K4. It isn’t using the frequency-shift
pattern used by the Zhodani, which means it is probably one
of the four sold to the Sword Worlds.” Of course, information
is critically dependent on the database!

FuTurE DEVELOPMENTS

“These aliens are just as fragile as we are. You just have
to work through their technology, which is, I'm sad to say, far
in advance of our own.”

— anonymous scientist from old Solomani 2D movie

Most people assume the Ancients had technology bor-
dering on magical. In reality, Ancient technology is far in
advance of the best the Imperium has to offer. One Imperial
think-tank, upon being tasked with determining the Imperi-
um’s chances of resisting an incursion by a TL13 society,
responded after much deliberation, “A full TLI13 society is not
to be trifled with.” GMs should be aware of the extremely
game-unbalancing effects of introducing even one of these
higher tech fields into the game. GURPS Vehicles, GURPS
Space, GURPS Ultra-Tech, and many world books all con-
tain many different technological marvels not common to the
Traveller universe. That doesn’t mean they don’t exist . . .

TL13+ components (if they are available at all) could be
artifacts, experimental prototypes, or in limited production;
many are classified. Their prices should be increased by 100-
400% to reflect this. Components purchased on the black
market will cost at least 500% of this increased price.

Here are some guidelines for introducing TL13+ vessels
into an existing campaign. In general, most ships are 50-
100% faster, weapons do 50-100% more damage, and
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metallurgical sciences have produced lighter armor and struc-
tural materials (or perhaps vessels don’t use metal at all; new
plastics or “living ships” may be the norm). Of course, the
computers are much more powerful as well, enabling and
controlling this new technology while changing many
aspects of shipboard life, as well. Medical technology is
capable of rebuilding a person from just a few scattered brain
cells (see Chrysalis Machine, p. S91). The Emergency Aid
Station/13, Sickbay/13, and Evacuation Bays/13 are built
using these machines. GM may freely ignore these and use
the TL12 versions of the modules, instead.

Aside from the typical “wow” effect surrounding TL.13+
equipment, there is also the issue of survivability and
endurance. The only fleet known to possess TL13 ships
belongs to the Darrians in the Spinward Marches, and they
are not new designs. The Imperium does not expect any of its
TL12 warships to remain in service nearly as long as the
Darrians’ ships, even with heavy maintenance. The Darrian
TL13 starships apparently have very advanced characteristics
for survivability and endurance that are currently unknown to
the Imperium.

REACTORS AND

ENERGY BANKS

There isn’t much improvement in fusion reactors past
TL11 other than less maintenance. However, at TL14 anti-
matter reactors become available (see below) and possibly
cosmic power or total conversion at TL16. Both of these
halve the size of most power-hungry modules.

Energy banks at TL13 and each successive TL pack
more power in them for the same mass and volume but other
differences are negligible.

ANTIMATTER

Antimatter plants generate energy through the mutual
annihilation of matter and antimatter (usually anti-hydrogen).
A gram of anti-hydrogen powers a 1-MW plant for 2.5 years
and costs MCr0.001 at TL14 (though in a TL10 society like
the Imperium, 1 gram can run into the millions of credits). At
TL15+, 1 gram powers the plant for 5 years. It is more
expensive to run an antimatter power plant, but they are
slightly smaller and cheaper to build. They are much more
deadly to the crew if the reactor is injured.

Antimatter bombs (or warheads) are something to be
feared; anyone with a magnetic bottle and a gram or two of
antimatter is a threat to the safety of everyone and every-
thing around him for miles. Antimatter bombs are simple to
build — so simple in fact, that they tend to go off during their
construction and are thus rarely used.

MecaTHRUSTERS (LATE TL13)
At late TL13, megathrusters come into being. The Darri-

ans, being an early TL13 society, have yet to stumble onto
the megathruster secret. Past TL13, GMs should feel free to

WEAPONS

Meson-weapon technology tops out at TL14. Other pos-
sibilities are grasers and disintegrators at TL13. Missiles
become so deadly and move so fast that ships of lower TL
don’t stand any chance of shooting them down or surviving
more than a few hits. The late TL13 versions presented move
at 55 G. Sensors may not even detect them until too late.

Turret Meson Gun, 1.39-GJ (TL13): An experimental
weapon design based on the TL11 particle-beam turret
weapon. This weapon was developed in order to produce
small ships and fighters with meson capability. Results from
testing the prototype have been favorable so far. It is rumored
a few megacorps have produced a top secret “advanced”
fighter using this weapon as its main gun. This unit consists
of a TL.13 meson gun with a 1,390-MJ output, cyclic rate 1/2,
extreme range, and the compact option. A TL12 2,780-MJ
rechargeable power cell provides the energy for each shot,
and TL12 fusion-reactor components generate the 46.3 MW
required to fully recharge it every minute. The weapon is
fully stabilized and installed in a universal mount (for turrets)
or a casemate if hull-mounted.

TeELEPORTERS (LATE TL13)

Teleporters in the Traveller universe are based on “cir-
cumvention,” using an alternate dimension or pocket uni-
verse to bridge the gap between two points. Circumvention
does not violate the law of conservation of energy, but usual-
ly the pocket universe used for the transport contains a large
mass, capable of absorbing or providing the extra energy. See
pp- T:ARIIT114-116 for more information about teleportation
and portals. A portal is a circular frame, ranging from about
1-10 yards across. Portals are connected in a network of
between two and 60 portals, all attached to the same pocket
universe. Transport is allowed only between these portals.
There is a control pad on each portal to select the destination
portal. Changing the portal destination takes 1 minute.

Once connected, the portals remain open, allowing traf-
fic in either direction. At TL13, the pocket universe is unsta-
ble, requiring a vast expenditure of energy to recreate it. The
pocket universe lasts for a few days, never longer than one
week. The generator module contains a fusion-power slice
(antimatter at TL14) to recharge the power cells in 1 day.
Generating the pocket universe requires 1 hour and a full
power-cell charge. Charging the power cell takes a full day,
and cannot be done while the portal is open; the pocket
universe is inaccessible during cell recharges.

At TL14, the pocket universe is stable, no longer requir-
ing the expensive generator modules. The stable pocket
allows 95% of the portal machinery, including power supply,
to be located in the pocket universe, but the remainder must
be located on the ship or station where the portal is located.
The remaining 5% is subsumed in the cost of the portal.

Item

Capacity (cf) Range (miles)
Teleport Portal, Personal : e

200,000

make them even more efficient (requiring less power) with  Teleport Portal, Small Cargo 500 200,000
each successive TL. Teleport Portal, Large Cargo 5,000 200,000
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CHAPTER

This chapter contains some of
the more common (or more inter-
esting) vessels that ply the space
lanes of the Third Imperium. The
Traveller universe is a vast setting;
the ships in this chapter are only a
small sampling of the ship classes
available to be encountered. Alien
starships can be found in the
GURPS Traveller: Alien Races
series; warships in GURPS Trav-
eller: Star Mercs, GURPS Trav-
eller: Ground Forces, and the
upcoming GURPS Traveller:
Imperial Navy; merchants in
GURPS Traveller: Far Trader,
and scout ships in GURPS Trav-
eller: First In. Other sources
include the online magazine Jour-
nal of the Travellers’ Aid Society,
which publishes new starship
designs on a regular basis, and
BITS, which has a free compendi-
um of starships on its web site at
www.bits.uk.org.

 STARSHIF Wnrrsups
" GURPS Traveller starships are presented in a standardized format. Subassem-
blies describes the basic hull and any attachments with their size modifiers; VGSL
indicates very good streamlining while USL means unstreamlined. Powertrain
describes the motive systems. Fuel describes hydrogen tankage; it is not listed for
vessels without tanks. Occ, or occupancy, gives crew/passenger capacity other than
in the cockpit or bridge. Cargo indicates volume available for storage of goods.

Armor is listed by facing; often the hull will have one value across all faces
with turrets and bays having another value across all faces. Weaponry describes
any arms carried, with notes on facing or battery groupings. Equipment describes
the gear installed in the vessel other than that described elsewhere in the writeup.

Size gives the vessel’s length, width, and height. Payload is the weight of crew,
consumables, and cargo, with cargo assumed to weigh 5 stons per dton. Lwt., or
loaded weight, is the final weight of the vessel in service; subtract payload from
this figure to determine empty weight. Volume describes the hull’s size. Maint., or
maintenance, either gives the number of hours that the vessel can safely operate
before a service checkup, or gives the man-hours of maintenance required for each
day in operation (mh/day). Price is the cost of a new vessel.

HT is the vessel’s Health in game terms, and HPs gives the hit points of its
various subassemblies. Finally, performance data is listed below these.

A component listed without a quantity means quantity is 1. Those with capaci-
ty measured in dtons list their capacity, not their own size. Unless noted, vessels
are sealed with medium frames and expensive metal armor. Also see pp. 12-13.

SmvaLL CrRAFT

Shuttling between planets, small non-starships run
errands, make deliveries, and generally do much of the dirty
work that larger craft can’t or won’t do. Small craft displace
less than 100 dtons and are thus incapable of interstellar flight.
They are classified as starships are, by tonnage and accelera-
tion, although minor variations can make identification diffi-
cult. By tradition, “launches™ are

members in the cockpit or bridge, in practice it is usually pos-
sible to operate the craft with only one crewman (the pilot); the
other couch may be used by a co-pilot or flight engineer, or it
may be allocated as an additional passenger seat.

The 50-ton Modular Cutter is explained in great detail in
GURPS Traveller: Modular Cutter, so is not detailed here.

small craft in the 10-dton range,
“gigs” in the 20-dton range, “‘ship’s
boats” in the 30-dton range, “pin-
naces” in the 40-dton range, and
“cutters” in the 50-dton range. ““Shut-
tles” may vary from 30 to 100 dtons.

The small craft described here
are typical interplanetary vessels.
They should not be construed as the
only types available, as shipyards can
construct almost anything that can be
designed. Though most small craft
have stations for two or more crew
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10-TOoN LAUNCHES

The launch is a 10-ton vessel intended for routine
errands. The first TL9 launches were designed as lifeboats. As
thruster technology improved, more space became available,
permitting more advanced launches to take on a variety of
short-run tasks.

Launches are typically unarmed.

Harper-Class 10-ton Launch (TL9)

The Harper class is an obsolete design, derived from a
Terran launch of Interstellar Wars vintage. It is still encoun-
tered in backward star systems off the main Imperial trade
routes. An airlock and fresher are behind the bridge.

A typical two-man crew consists of pilot and steward,
assuming that important passengers are carried. In other cir-
cumstances, the extra cockpit seat can be used to carry a total
of 23 passengers.

Subassemblies: VGSL Hull +6.
Powertrain: Contragravity, Maneuver.
Occ: 2 Passenger Couches Cargo: 1.5 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: Light Cockpit.

Statistics
Size: 30'x15°x15"  Payload: 9.9 stons
Volume: 10 dtons  Maint.: 7.17 hours

HT: 12 HPs: 3,000 [Hull].
sAccel: 0.6 Gs/0.8 Gs empty

Lwt.: 46.9 stons
Price: MCr7.78

aSpeed: 1,060 mph

Quatermain-Class 10-ton
Hunting Launch (TL10])

A standard design found in much of the Imperium, this is
often used as an auxiliary craft by most variants of the Safari
ship (pp. 87-89). It is divided into three sections: bridge and
seating forward, a cargo bay amidships (for the short-term car-
riage of specimens), and the engineering section aft, which is
generally inaccessible from within the craft.

The typical crew is a single pilot.

Subassemblies: VGSL Hull +6.
Powertrain: 3 Short Term Maneuver.

Occ: Half-Sized Passenger Couch Cargo: 5.5 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: Liquid Crystal Skin; Electrified Surface; Light Cockpit.

Statistics
Size: 43'x20°x8’ Payload: 28.2 stons
Volume: 10 dtons Maint.: 14.9 hours

HT: 12 HPs: 3,000 [Hull].
sAccel: 2 Gs/4.5 Gs empty

Lwt.: 51.5 stons
Price: MCrl1.8

aSpeed: 1,985 mph

20-Ton Gics

The gig is a larger version of the launch. Most Imperial
gigs are primarily designed for cargo, carrying up to seven
dtons; they can also carry 24-36 passengers for a duration of
24 hours or less. The gig is also seen on occasion as a fighter
with a single forward-mounted laser. This is becoming
increasingly rare as better thrusters are manufactured, making
dedicated fighters cheaper to build. Other gig designs are
equipped with low berths and pressed into service as lifeboats.

Faun-Class 20-ton Gunned Gig (TL11)

The gunned gig is designed as a general-purpose small
craft. It can act as an improvised fighter using the laser, a
lifeboat (carrying the crew in low berths), or a utility boat car-
rying passengers and cargo. It is most often seen as an auxil-
iary for the Gazelle close escort (p. 97); it is carried under the
Gazelle in a partially recessed docking bay.

The typical crew is a single pilot. The vessel uses TL11
standard metal armor.

Subassemblies: VGSL Hull +6.
Powertrain: 5 Maneuver.

Occ: Passenger Couch, 3 Emer. Low-Berths  Cargo: 6.5 dtons
Armor F RL B T u
All: 4/200 4/200 4/200 4/200 4/200
Weaponry

390-M1J Turret Laser [Hull:F].

Equipment

Hull: Basic Emission Cloaking; Basic Stealth; Cockpit.

Statistics
Size: 59°x43'x8’ Payload: 35.1 stons
Volume: 20 dtons Maint.: 6.9 hours

HT: 12 HPs: 4,500 [Hull].
sAccel: 4.6 Gs/6.9 Gs empty

Lwt.: 108 stons
Price: MCr8.41

aSpeed: 3,540 mph

20-ton CustToms Gics

Designed to complement the Type T patrol cruiser (p. 84),
the 20-ton customs gig can carry a security squad with pow-
ered armor — usually Colom light-duty battledress at TL12 (see
p. T:GF86), standard battledress at TL10-11 (see p. GT118), or
simple sealed combat armor at TL9. Personal weapons must be
taken from the armory on the patrol cruiser. While it may seem
strange to keep the battledress in the gig, fully suited troopers
are not used for normal customs inspections — and neither is
the gig. Usually, the patrol cruiser directly connects to the ship
to be inspected (see p. GT123). The customs gig is primarily
designed as a support vehicle for boarding actions.

Seating is provided for up to 24 (22 at TL9); half the seats
include restraints for any prisoners. Apart from some light
scouting, the customs boat does not normally leave the cruiser
except during boarding actions (when the target ship is dis-
abled and the boat is protected by the cruiser’s guns) or to ferry
landing parties (when it is not advisable to land the cruiser).
The spacedock on the boat is normally used for seized cargo,
but can be used to hold any grav APC the patrol cruiser carries.
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Harvey Walbash-Class 20-ton
Customs Gig (TL3]

The Harvey Walbash gig is a TL9 design, but was devel-
oped comparatively recently; the first examples were built in
the century just before the foundation of the Third Imperium.
It is unusually reliable for its type, and remains fairly popular
on backwater worlds.

The typical crew complement is two — a pilot/gunner and
a navigator/sensor operator — with the craft also carrying up
to 22 troops. The vessel is heavily compartmentalized.

Subassemblies: VGSL Hull +6.
Powertrain: Small-Craft Bridge Add-On, 4 Maneuver.
Oce: 2 Passenger Couches ~ Carge: 4 dtons (in Spacedock)

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Weaponry

225-MJ Plasma Gun [Hull:F].

Equipment
Hull: Modest Emission Cloaking; Modest Stealth; compact,
hardened Basic Bridge; 2-dton Spacedock.

Statistics
Size: 507x25'%8’ Payload: 229 stons  Lwt.: 104 stons
Volume: 20 dtons  Maint.: 4.59 hours Price: MCr19

HT: 12 HPs: 4,500 [Hull].

sAccel: 1.2 Gs/1.5 Gs empty aSpeed: 1,730 mph

Connor McBane-Class 20-ton
Customs Gig (TL10)

The Connor McBane is the standard customs gig across
much of the Third Imperium. The typical crew is again
pilot/gunner and navigator/sensor, but carrying up to 24
troops. The vessel is heavily compartmentalized.

Subassemblies: VGSL Hull +6.
Powertrain: Small-Craft Bridge Add-On, 4 Maneuver.
Occ: 2 Passenger Couches  Gargo: 5 dtons (in Spacedock)

Armor F AL B T ]
All: 4/200 4/200 4/200 4/200 4/200
Weaponry

430-MJ Plasma Gun [Hull:F].

Equipment

Hull: Modest Emission Cloaking; Modest Stealth; Battle-
dress Ready Room; compact, hardened Basic Bridge;
2.5-dton Spacedock.

Statistics
Size: 50’x25°%x8’ Payload: 37.9 stons
Volume: 20 dtons  Maint.: 6.98 hours

HT: 12 HPs: 4,500 [Hull].
sAccel: 1.4 Gs/2 Gs empty

Lwt.: 117 stons
Price: MCr8.21

aSpeed: 2,000 mph

Blain Virishii-Class 20-ton
Customs Gig (TL11)

The Blain Virishii was first developed in the rimward
provinces just after the Solomani Rim War. Examples of the
class were widely deployed in occupied Solomani territory
and have often played a part in thwarting anti-Imperial activi-
ty. Crew and troop capacity are as for the Connor McBane
class. The vehicle is heavily compartmentalized.

Subassemblies: VGSL Hull +6.
Powertrain: Small-Craft Bridge Add-On, 4 Maneuver.
Occ: 2 Passenger Couches  Cargo: 5 dtons (in Spacedock)

Armor F RL B T ]
All: 4/400 4/400 4/400 4/400 4/400
\Neaponry

700-M1J Fusion Gun [Hull:F].

Equipment

Hull: Modest Stealth; Modest Emission Cloaking; Battle-
dress Ready Room; compact, hardened Basic Bridge;
2.5-dton Spacedock.

Statistics
Size: 50'x25°x8’ Payload: 37.9 stons
Volume: 20 dtons Maint.: 6.29 hours

HT: 12 HPs: 4,500 [Hull].
sAccel: 3.3 Gs/4.8 Gs empty

Jared Al’Kaseel-Class 20-ton
Customs Gig (TL12)

The Jared Al’Kaseel is a new and somewhat untried
design; most starports and planetary navies are retaining
older models while the class proves itself in action. It, too,
has the crew and troop capacity of the Connor McBane class.
The vehicle is heavily compartmentalized.

Subassemblies: VGSL Hull +6.
Powertrain: Small-Craft Bridge Add-On, 4 Maneuver.
Occ: 2 Passenger Couches ~ Gargo: 5 dtons (in Spacedock)

Lwt.: 121 stons
Price: MCrl0.1

aSpeed: 3,160 mph

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Weaponry

700-MJ Fusion Gun [Hull:F].

Equipment

All: Modest Stealth; Modest Emission Cloaking; Battledress
Ready Room; compact, hardened Basic Bridge; 2.5-dton
Spacedock.

Statistics
Size: 50°x25°%x8”  Payload: 37.9 stons
Volume: 20 dtons  Maint.: 6.35 hours

HT: 12 HPs: 4,500 [Hull].
sAccel: 3.5 Gs/5.3 Gs empty

Lwt.: 113 stons
Price: MCr9.91

aSpeed: 3,160 mph
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SviaLL CRrRAFT

ONE HEX
EQUALS 1 YARD

SCALE IN YARDS
1.5 3

Quatermain-Class
10-ton Hunting Launch

30-TtoNn SHIP's BoATs

The ship’s boat, as it is known today, is a holdover from
Vilani conservatism. During the First Imperium and the Rule
of Man, it was the most economically viable non-starship in
production and was used almost exclusively by commercial
firms as their main passenger and cargo lifter. As is so often
the case where this conservatism is concerned, it was modi-
fied instead of redesigned when new technology became
available. It is a comfortable, familiar design that looks to
stay around for a long time to come. If you are looking for a
vessel to start a small planetary courier business, it is unlikely
that you would find a better candidate.

Fuego-Class 30-ton Ship’'s Boat (TL11)

The Fuego-class ship’s boat is the most current incarna-
tion of the venerable design; TL12 variants are beginning to
appear, but have not yet attained wide acceptance. The typi-
cal crew consists of pilot, engineer, and steward.

Subassemblies: VGSL Hull +7.
Powertrain: Engineering, 4 Maneuver.

Occ: 8 Passenger Couches Cargo: 8.5 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: Basic Bridge.

Statistics
Size: 84'x15°x15"  Payload: 52.6 stons
Volume: 30 dtons  Maint.: 7.44 hours

HT: 12 HPs: 6,000 [Hull].
sAccel: 4 Gs/8.6 Gs empty

Lwt.: 99.1 stons
Price: MCr7.23

aSpeed: 2,740 mph

Connor McBane-Class
20-ton Customs Gig

Cargo Area

Troop Seating

Note: Drives and Power Plant
mounted under hull.

40-TtoN PINNACES

Pinnaces are primarily used by unstreamlined starships in
a planetary-interface capacity. Highly configurable, they carry
an assorted mix of passengers and cargo. They come in many
different designs, from the extremely fast to the overloaded.

Tiger-Class 40-ton Slow Pinnace (TL10])

This is a very reliable transfer vehicle with a proven
design. The typical crew consists of pilot, co-pilot, engineer,
and up to four stewards if passengers are carried.

Subassemblies: VGSL Hull +7.
Powertrain: Engineering, Combination Gravitics System, 3

Maneuver.
Occ: 17 Passenger Couches Cargo: 8 dtons
Armor F AL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: compact Basic Bridge.

Statistics
Size: 84'x24°x15"  Payload: 60.7 stons
Volume: 40 dtons Maint.: 7.46 hours

HT: 12 HPs: 7,500 [Hull].
sAccel: 0.9 Gs/1.8 Gs empty

Lwt.: 128 stons
Price: MCr7.18

aSpeed: 1,340 mph

Variants

A variant popular among mercenary companies replaces
cargo and passenger capacity with a vehicle bay or spacedock.
Some versions include one or two “stern-chaser™ or turret-
mounted weapons for repelling pirates (or law enforcers), or
for helping the pinnace deliver its payload into a combat zone.
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100-ToN

INTERPLANETARY SHUTTLES

In every civilization, the dawn of the reactionless thruster
age extends the high frontier. Thrusters shrink the size of a
planetary system in the same way that jump drives shrink the
distance between the stars. Thruster-equipped vessels can
make interplanetary voyages faster and cheaper, by several
orders of magnitude each. Planets that were months or years
away by rocket are only days or weeks away by thruster drive.
As a result, the invention of the reactionless thruster has prob-
ably ushered in more industrial revolutions and colonization
programs than any other invention except the jump drive.

When the second generation of reactionless thrusters
arrives, space becomes open to all. The cost of comfortable
interplanetary space travel falls until it comes within the
reach of most citizens. For example, when the Terran Con-
federation developed second-generation thrusters, the price
of a one-way ticket to Mars dropped by a factor of ten to
around Cr500, and the outer reaches of the solar system were
reachable for no more than twice that amount.

The invention of jump drive also placed an added expec-
tation in the mind of the public — that the trip would take no
more than a week. (“Why should a trip to Mars take two
weeks, when I can go to Proxima Centauri in one?””) It was not
economic to make in-system voyages by jump craft, but shut-
tles were made faster to match expectations. Later, the expec-
tation was that the trip would be as short as comfort allowed,
and shuttles were made that worked at the limits of grav com-
pensation. They could now reach Mars in less than three days.

Interplanetary shuttles (or IP shuttles), thrusting continu-
ously, can reach enormous speeds relative to the system. A3 G
ship on the Earth-Mars run can achieve a relative velocity at
turnover of about 2,000 miles per second. To protect the shuttle
from micro-meteorites at these velocities, is it usually
equipped with heavy armor protection at least twice as thick as
that of normal commercial craft.

TL12 shuttles are so expensive that they are very rarely
encountered except for very specialized (and possibly covert)
applications. TL11 shuttles, though much more expensive
than the TL10 version, are the most economic. Many high-

TL worlds prefer to import their small craft from lower-TL

systems, leaving their shipyards to concentrate on higher-
specification military ships.

Macla-Class 100-ton IP Shuttle (TL8)

The Macla-class shuttle is a very widespread design,
most often found in backward systems in the coreward
regions of the Imperium. It has seen centuries of improve-
ment within the constraints of its low technology basis, and is
now extremely reliable. Similar shuttles are found every-
where, although designs developed independently tend to be
more crude. Typical crew count is 11 and consists of pilot,
co-pilot, eight engineers, and a steward.

Subassemblies: VGSL Hull +8.
Powertrain: Engineering, Combination Contragravity Sys-
tem, 22 Maneuver.

Occ: 12 Staterooms Cargo: 2.5 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100

Equipment
Hull: compact Basic Bridge.

Statistics
Size: 90°x48°x18"  Payload: 14.9 stons  Lwt.: 350 stons
Volume: 100 dtons  Maint.: 26.2 mh/day  Price: MCr29.8

HT: 12 HPs: 15,000 [Hull].
sAccel: 0.1 Gs

Tikuma-Class 100-ton IP Shuttle (TL3]

The Tikuma class dates to the Sylean Confederation, and
was the “standard” IP shuttle design in the earliest years of
the Third Imperium. Advanced thruster technology soon ren-
dered it obsolete. Today, it is found in service only in very
out-of-the-way star systems. The usual crew of four is pilot,
co-pilot, engineer, and steward.

Subassemblies: VGSL Hull +8.
Powertrain: Engineering, Combination Contragravity Sys-

tem, 5 Early TL9 Maneuver.
Occ: 14 Staterooms

aSpeed: 500 mph

Cargo: 12.5 dtons

Armor F RL B T U
All: 4/200 4/200 4/200 4/200 4/200
Equipment

Hull: compact Basic Bridge.

Statistics
Size: 90’x48°x18’  Payload: 65.3 stons Lwt.: 317 stons
Volume: 100 dtons ~ Maint.: 22.6 mh/day Price: MCr22.1

HT: 12 HPs: 15,000 [Hull].
sAccel: 0.1 Gs

Liris-Class 100-ton IP Shuttle (TL11)

The Liris-class shuttle appeared just after the Civil War,
and was one of the new designs that first brought the firm
General Products to megacorporate status. It is still very
widespread. It usually has a crew consisting of pilot, co-pilot,
engineer, and steward.

Subassemblies: VGSL Hull +8.
Powertrain: Engineering, 6 Maneuver.
Occ: 16 Staterooms Cargo: 6.5 dtons

aSpeed: 435 mph

Armor F RL B T ]
All: 4/200 4/200 4/200 4/200 4/200
Equipment

Hull: compact Basic Bridge; Small Utility.

Statistics
Size: 90°x48'x18”  Payload: 35.7 stons
Volume: 100 dtons  Maint.: 14.9 mh/day

HT: 12 HPs: 15,000 [Hull].
sAccel: 3.4/4.3 Gs empty

Lwt.: 176 stons
Price: MCr9.62

aSpeed: 2,120 mph
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FIGHTERS

Even in an era of massive battleships, small armed ves-
sels — fighter craft — have a role to play. Fighters permit
unparalleled force projection. In a matter of minutes, a carrier
can deploy scores of independent weapon platforms that
must be eliminated one by one. No single shot, no matter
how lucky, can erase the threat posed by a swarm of fighters.

While a fighter individually carries a smaller comple-
ment of weapons than a full starship, a finely tuned fighter
squadron acting in concert can still deliver a punishing blow
to the enemy. A squadron of fighters has little hope of taking
out a battleship, for example, but could well turn the tide of a
battle by destroying its primary weapons or weakening its
point-defense grid in a key spot.

Fighters are also well-suited to long-range reconnaissance
or scouting missions. A handful of fighters can efficiently
check an asteroid belt for lurking pirates, or take a close-up
lock at a seemingly deserted moonlet for powered-down sys-
tem defense boats. Any vessel on such duty is at great risk of
attack far from help, but the potential loss of a fighter pales in
comparison to the prospective loss of a kiloton-sized, fully
crewed starship on the same task.

Finally, fighters are very versatile. Varied missile load-
outs can customize fighters for particular tasks. They can be
deployed to counter missile fire, engage enemy fighters, con-
duct bombing runs, escort shuttles or other small craft, deliv-
er pinpoint attacks, and complete other missions as necessary.

Valor-Class 50-ton Heavy Fighter (TL12)

The Valor-class heavy fighter is an attempt to provide a
powerful, fast, agile, armored, and dependable small craft for
space combat. It has bunking arrangements (integral to its
Command Cockpit, per p. 42) that allow the craft to remain
on station for long periods at a time.

The weaponry on the Valor is variable, and can be altered
by service crews to fit a specific situation. Courier versions are
known to carry three sandcasters and no offensive armament.
Specific versions may also carry all missile racks, or all lasers,
with appropriate alterations in acceleration for the craft.

Heavy fighters are not usually named, although crews
may adopt unofficial names based on sweethearts or common
themes. Imperial fighters do bear tail numbers assigned by the
Navy. These currently reach into the six digits, and generally
the craft will be referred to by the last two or three digits.

The heavy fighter is reasonably standard in the Imperium,
and most (though not all) Imperial warships with launch tubes
can handle small craft in the 50-dton, 600-ston range.

The usual crew is pilot and gunner. This vessel is built
with an extra-heavy frame.

Subassemblies: VGSL Hull +7.
Powertrain: 34 Maneuver.

Occ: (only in Cockpit) Cargo: 0.5 dtons

Armor F RL B T u
All: 42,900 4/2900 4/2,900 4/2,900 4/2,900
Weaponry

1.3-GJ Heavy Laser [Hull:F].

Equipment
Hull: Radical Emission Cloaking and Stealth; Command Cockpit.

Statistics
Size: 93’x23’x12’  Payload: 2.7 stons
Volume: 50dtons  Maint.: 2.76 hours

HT-12 HPs: 39,000 [Hull].
sAccel: 6 Gs

Lwt.: 571 stons
Price: MCr52.5

aSpeed: 6,265 mph

VaLor-CLAss HEAVvY FIGHTER

Dynamic Systems
ARJ-78b
Fusion

Naasirka KL-17
Hardened Computer

Environmental

Bunk Systems

MilTech RP-8 700-MJ
Fusion Weapon (2)

Stealth

Dorsal Airlock
roc Radiators

Thruster Unit
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SvysTEM DEFENSE BOATS

Non-starships can allocate more tonnage to power plants
and arms, thus should defeat a starship of equal tonnage. From
this principle has evolved the concept of the system defense
boat, a small non-starship built for battle. Fleets of such boats
are stationed in star systems and charged with their defense.

All of these vessels require the crew to share accommo-
dations. Because of this, and the lack of other crew amenities,
they are given the nickname “pig boat” in many services.

Deployment

In most systems, SDBs are
deployed in five general areas:
the cometary halo, the gas
giants, the planetoid belts, on the
major world, and near the major
world. Only the last mission
type doesn’t involve long peri-
ods spent at isolated stations.

SDBs in the cometary halo
are in deep reserve, committed
to attacks on invading ships if
possible and to guerrilla-type
raids if the invader succeeds in
seizing the star system.

Local gas giants provide
another site for SDB deploy-
ment. Boats are actually placed deep within the gas giant, and
are poised to attack enemy ships in the process of refueling.
Even if invaders take the region of the gas giant and establish-
ing a refueling foothold, they must contend with SDB raids.

The asteroid belt also provides concealment for SDBs.
‘When enemy ships present themselves, the boats can dash out
for the kill and then retreat quickly to the protection of the belt.
Caches of SDB supplies are often pre-positioned in the belt.

If the world has any large bodies of water, some SDBs
take long-term station beneath their waves, because deep water
is reasonably opaque to sensors. They are often connected to
in-place sensor arrays or alert systems if not equipped with
their own sonar. They remain hidden until needed, and are
ready to act at a moment’s notice. By necessity, most SDBs are
built to take the pressures of ocean depths, but some require
auxiliary equipment to operate without problems. All of the
versions presented here have submersible hulls (see p. 24).

The remaining SDBs in a system are positioned around
the major world. Many of them occupy close orbits and are
routinely committed to anti-smuggling duties, augmenting
any customs cutters that run into trouble. Additional boats are
assigned to far orbit and maintain safety or rescue operations
when a dedicated emergency-response team is unavailable.

Variants

SDBs can, of course, carry weapons other than those
modeled here. Some basic designs also lack full equipment
for underwater stations, or use a cheaper bridge system. These
are usually sold to worlds whose loyalty may be in question,
or who don’t have the need for more expensive electronics.

Bandersnatch-Class 400-ton SDB (TL9)

From its earliest beginnings, the Imperium found it nec-
essary to standardize on certain designs. Even though better
technology was available, existing production facilities,
infrastructure, crew familiarity, and military intelligence all
dictated that the basic SDB design change as little as possi-
ble. The ubiquitous Dragon-class SDB is the most common
such vessel. The Dragon is an
evolutionary descendant of
the Bandersnatch class, a late-
TL9 design that utilized inno-
vative (for the time) thruster
technology.

The Bandersnatch class
was first developed in the last
century of the Sylean Federa-
tion. The original goal of
design was piracy suppres-
sion, system defense, and
whatever else a local govern-
ment might need done. Con-
sidering the length of time
these vessels were expected to
stay on station, long-duration
crew fittings were installed.

As technology advanced,
the venerable Bandersnatch design was updated, producing
the Dragon class (p. GT144). Better armor, better electronics,
more thrusters, and a modern fusion reactor make a more
deadly warship, more than adequate against pirates and Vargr
corsairs, but slowly left behind in the military arms race.

Typical crew count is 22 and consists of four command
personnel, 14 drivehands, and four gunners.

Subassemblies: VGSL Hull +9, 4xTurret +5.
Powertrain: Engineering, 2 Combination Contragravity Sys-
tems, 2 Contragravity, 250 Late-TL9 Maneuver.

Dce: 13 Staterooms Cargo: 2.5 dtons

Armor F RL B T U
Hull: 4/600 4/600 4/600 4/600 4/600
Turret: 4/300 4/300 4/300 4/300 4/300
Weaponry

4 Turrets with 4x303-MJ Heavy Turret Lasers [1 per Turret].

Equipment

All: Radical Emission Cloaking, Sound Baffling, and Stealth.
Hull: Emergency Aid Station; compact X3, hardened
Command Bridge; Underwater Electronics Package.

Statistics
Size: 104°x42°x29°  Payload: 15.1 stons  Lwt.: 2,507 stons
Volume: 400 dtons  Maint.: 86.7 mh/day Price: MCr326

HT: 12 HPs: 150,000 [Hull], 4,800 [each Turret].

sAccel: 3 Gs aSpeed: 4,470 mph uSpeed: 40 mph
Crush Depth: 830 yards
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Variant Dragon-Class 400+ton SDB (TL10)

The Dragon class was once the cutting-edge SDB
design; it is still found everywhere in the Imperium and in
many Imperial client states. Planetary navies that can’t wait
for a more advanced unit to be decommissioned out of Impe-
rial service will usually order the tough and reliable Dragon.

The “standard” Dragon can be found on p. GT144. This
version is a somewhat more advanced variant, used by the
Imperial Navy. This variant generally is not released to the
service of planetary navies or Imperial client states, unless
they are of undisputed loyalty and can prove a need for
“uprated” SDBs.

The typical Dragon crew is 11: captain (who serves as
pilot and navigator), second officer (who handles sensors and
commo), five engineers, and four gunners.

Subassemblies: VGSL Hull 49, 4xTurret +5.

Powertrain: Engineering, Contragravity, 2 Combination
Contragravity Systems, 283 Maneuver.

Occ: 6 Staterooms Cargo: 2 dtons

Armor F RL B T U
Hull: 4/1,000 4/1,000 4/1,000 4/1,000 4/1,000
Turret: 4/500 4/500 4/500 4/500 4/500
WWeaponry

4 Turrets with 4x810-MJ Heavy Turret Lasers [1 per Turret].

Equipment

All: Radical Emission Cloaking, Sound Baffling, and Stealth.
Hull: Emergency Aid Station; Underwater Electronics
Package; compact X3, hardened Command Bridge.

Statistics
Size: 104°x42°x29° Payload: 11.2 stons  Lwt.: 2,584 stons
Volume: 400 dtons Maint.: 60.5 mh/day Price: MCr159

HT: 12 HPs: 150,000 [Hull], 4,800 [each Turret].

sAccel: 4.4 Gs aSpeed: 5490 mph  uSpeed: 45 mph
Crush Depth: 1,290 yards

Wyvern-Class 400-ton SDB (TL11)

The Wyvern-class SDB represented the pinnacle of
Imperial technology when it was first used during the Third
Frontier War. Four times the armor, 6 Gs acceleration, faster
missiles, and a heavier laser often provided a nasty surprise
to Zhodani raiders assuming they were up against a Dragon.

The usual crew of 15 includes four command officers, five
drivehands, four gunners, and two maintenance personnel.

Subassemblies: Hull +9, 4xTurret +5.

Powertrain: Engineering, 2 Combination Contragravity Sys-
tems, Contragravity, 271 Maneuver.

Occ: 8 Staterooms Cargo: 2.5 dtons

Armor F RL B T u

Hull: 4/4000 4/4,000 4/4,000 4/4,000 4/4,000
Turret:  4/2,000 4/2,000 4/2,000 4/2,000 4/2,000
Weaponry

4 Turrets with 4x1.3-GJ Heavy Turret Lasers [1 per Turret].

Equipment

All: Radical Emission Cloaking, Sound Baffling, and Stealth.
Hull: Emergency Aid Station; Gym; compact %3, hard-
ened Command Bridge; Underwater Electronics Package.

Statistics
Size: 104°x42°x29° Payload: 14.1 stons  Lwt.: 4,548 stons
Volume: 400 dtons  Maint.: 85.3 mh/day Price: MCr316

HT: 12 HPs: 150,000 [Hull], 4,800 [each Turret].

sAccel: 6 Gs aSpeed: 8,490 mph uSpeed: 60 mph
Crush Depth: 5,370 yards

Wyrm-Class 400-ton SDB (TL12)

The Wyrm class is the newest addition to the line, first
deployed during the Fourth Frontier War. Although not much
of an improvement over the Wyvern, it takes advantage of the
latest TL12 metallurgical and electronic advances. It also
introduces an electronics warfare suite. Room for this system
was taken from the engine compartment.

While the Wyrm class mounts more armor than ever
before seen on a 400-ton SDB, it is still not enough to allow it
to go toe to toe with a real warship. Crew members sometimes
refer to a Wyrm-class SDB as a “scalpel,” because its strikes
must be lightning fast and surgically precise; it can’t stand up
to heavy bombardment. Considering most pirates are not
armed or armored to military specs, it is more than a match for
them. It is also used in a picket role as a hunter-killer.

Many Wyverns and Dragons, and a few Bandersnatches,
still serve in the Imperial Navy, but the Wyrm is slowly replac-
ing them. The high cost of the Wyvern and Wyrm means plane-
tary forces usually wait for one to retire from Imperial service;
those that can’t wait order the low-cost Dragon.

The usual crew of 14 has five command personnel, two
drivehands, four gunners, and three maintenance personnel.

Subassemblies: VGSL Hull 49, 4xTurret +5.

Powertrain: Engineering, 2 Combination Contragravity Sys-
tems, Contragravity, 268 Maneuver.

Occ: 8 Staterooms Cargo: 2.5 dtons

Armor F RL B T u

Hull: 4/6,000 4/6,000 4/6,000 4/6,000 4/6,000
Turret:  4/3,000 4/3,000 4/3,000 4/3,000 4/3,000
Weaponry

4 Turrets with 4x1.3-GJ Heavy Turret Lasers [1 per Turret].

Equipment

All: Radical Emission Cloaking; Radical Sound Baffling;
Radical Stealth. Hull: Emergency Aid Station; Gymnasi-
um; compact X3, hardened Command Bridge; Electronic
Warfare System; Underwater Electronics Package.

Statistics
Size: 104°x42°x29"  Payload: 14.1 stons  Lwt.: 4,559 stons
Volume: 400 dtons Maint.: 85.6 mh/day Price: MCr318

HT: 12 HPs: 150,000 [Hull], 4,800 [each Turret].

sAccel: 5.9 Gs aSpeed: 8,445 mph  uSpeed: 60 mph
Crush Depth: 8,180 yards
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Dracon-CLass SDB AND JuMP SHUTTLE

In order to deploy SDBs
outside of their home
system, Jump Shuttles
are used. The shuttle
connects to the aft of the
SDB and clamps on,
allowing its jump bubble
to encompass the boat.
While slow, it allows for
SDBs to be transferred
between systems.

1. Forward Lock
2. Port Lock

3. Bridge

4-9. Staterooms
10. Engineering

1. Storage Closet

2. Forward Lock
3-4. Staterooms

5. Common Area
6-9. Staterooms

10. Missile Magazine
11. Turret Access
12. Bridge

13. Gunnery Control
14. Engineering

15. Aft Lock

ONE HEX
EQUALS 1 YARD

SCALE IN YARDS

1.5 3
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SysTEM DEFENSE BOAT JUMP SHUTTLES

System defense boats have no jump drives. Transferring
them to new star systems is most easily handled by a dedicated
jump shuttle, essentially a tender with a large jump drive and
fuel and intrinsic couplings (p. 35) for holding the SDB.

When mated, the two craft have crew access to one
another. At TL10 and higher there is spare berthing to give the
SDB crews some additional privacy. The primary drawback to
the coupling system is that a period of several hours is neces-
sary to connect or disconnect the craft; the jump shuttle is not
an ideal way to transfer SDBs to active combat theaters.

In practice, most fleets maintain one jump shuttle for
every 10 SDBs in situations where interstellar capability is
required. All of the jump shuttles can carry any of the gunboats
designed on the Bandersnatch-class hull configuration. Shut-
tles are unable to enter any atmosphere, even for gas-giant
skimming; refueling requires a tanker or similar arrangement.

Note that, when empty, the jump shuttle behaves as a ship
of 300 tons (its actual hull size), which improves its sAccel,
jump number, and fuel endurance. All the shuttles here have
extra-heavy frames and total compartmentalization.

Bandersnatch/S8-Class 70O0-ton
SDB Jump Shuttle (TLS)

The usual crew of 10 has three command staff, two jump
and three maneuver drivehands, and two maintenance crew.

Subassemblies: USL Hull +9.

Powertrain: Engineering, 14 Jump Drive, 59 Late-
TL9 Maneuver.

Fuel: 180 Jump Fuel Tank.

Occ: 6 Staterooms Cargo: 1.5 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: compact Basic Bridge; Utility; 4,800-ston Intrinsic
Coupling (400 dtons).

Statistics

Size: 63’x90°x29’  Payload: 2,516 stons Lwt.: 3,420 stons
Volume: 300 dtons  Maint.: 60.8 mh/day Price: MCr160
HT: 9/12 empty HPs: 120,000 [Hull].

sAccel: 0.5 Gs/2 Gs empty

Dragon/S-Class 700-ton
SDB Jump Shuttle (TL10]

The usual crew of six has three command staff, an engi-
neer, and two maintenance personnel.

Subassemblies: USL Hull +9.
Powertrain: Engineering, 14 Jump Drive, 59 Maneuver.
Fuel: 180 Jump Fuel Tank.
Dcc: 6 Staterooms

Armor F RL B T u
All: 4/100 4/100 4/100 4/100 4/100

Jump: 1/2 empty

Cargo: 19 dtons

Equipment
Hull: compact Basic Bridge; Utility; 4,800-ston Intrinsic
Coupling (400 dtons).

Statistics
Size: 63’x90°x29°  Payload: 2,680 stons Lwt.: 3,417 stons
Volume: 300 dtons Maint.: 46.3 mh/day Price: MCr93.1

HT: 9/12 empty HPs: 120,000 [Hull].
sAccel: 0.7 Gs/2 Gs empty

Wyvern/S-Class 700-ton
SDB Jump Shuttle (TL11)
The usual crew of eight has three command staff (gener-

ally commander/pilot, navigator, and sensors/comm operator)
a single engineer, and four maintenance personnel.

Subassemblies: USL Hull +9.
Powertrain: Engineering, 14 Jump Drive, 59 Maneuver.
Fuel: 180 Jump Fuel Tank.
Oce: 6 Staterooms

Jump: 1/3 empty

Cargo: 19 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: compact Basic Bridge; Utility; 4,800-ston Intrinsic
Coupling (400 dtons).

Statistics
Size: 63°x90°x29"  Payload: 4,644 stons Lwt.: 5,361 stons
Volume: 300 dtons  Maint.: 52.5 mh/day Price: MCr120

HT: 9/12 empty HPs: 120,000 [Hull]
sAccel: 1.1 Gs/2 Gs empty

Wyrm/S-Class 700-ton
SDB Jump Shuttle (TL12)

The usual crew of seven has three command staff, an
engineer, and three maintenance personnel.

Subassemblies: USL Hull +9.
Powertrain: Engineering, 14 Jump Drive, 59 Maneuver.
Fuel: 180 Jump Fuel Tank.
Occ: 6 Staterooms

Jump: 1/3 empty

Cargo: 19 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: compact Basic Bridge; Utility; 4,800-ston Intrinsic
Coupling (400 dtons).

Statistics
Size: 63°x90'x29"  Payload: 4,655 stons Lwt.: 5,340 stons
Volume: 300 dtons Maint.: 52.4 mh/day Price: MCr119

HT: 9/12 empty HPs: 120,000 [Hull]

sAccel: 1.1 Gs/2 Gs empty Jump: 1/3 empty
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TYPE T PATROL

The 400-ton patrol cruiser is used for customs inspections,
piracy suppression, and normal safety patrols, especially in
frontier regions. Unlike an SDB, which attempts to remain hid-
den to maximize effectiveness, a patrol cruiser (like a police
car) attempts to be highly visible — the ship’s primary value lies
in deterrence, not combat. If required, however, the Type T is
capable of defeating civilian ships much larger than itself.

The Imperial Navy uses the TL11 and TL12 versions.
Local forces often use the TL9 and TL10 versions, with a
noticeable decline in efficiency. There will usually be about
one patrol cruiser for every six SDBs present in a system.

Type Ts spend most of their time patrolling the space
between a main world’s 100D limit and its highport’s orbit.
They are sometimes sent on longer patrols to other planets, if
there appears to be activity where there should be none. To
some extent, the patrol cruiser provides an efficient way for the
Imperium to “show the flag,” as Imperial cruisers tend to rotate
from one system to another every few weeks.

A patrol cruiser has one crucial edge over the SDB — it can
pursue fleeing ships to another system and quickly strike pirate
or smuggler bases up to three parsecs away. It often is impossi-
ble to single out the destination of a fleeing starship, unless
jump masking and the verified jump range of the ship leave
only a single candidate. Still, dispatching a single patrol cruiser
to each possible destination often is effective. Even if the flee-
ing ship is not found, the news that it is wanted quickly spreads
through channels both official and unofficial.

The patrol cruiser carries a 20-ton customs gig (p. 76)
designed for combat boardings. The cruiser will only dock
with another ship if the captain feels it is safe. If the other
ship’s crew is suspected of serious crimes, or the ship was
just subdued in combat, the customs gig is dispatched under
the protection of the patrol cruiser’s weapons. Some cost-
conscious users substitute a civilian gig for this job, however.

The security detail usually consists of eight troops. These
will be local forces except in Imperial cruisers, which deploy
Imperial Marines. If the troops use battledress (at TL10 and
up), it is stored on the customs gig.

While technically a warship, the Type T is not intended to
fight anything more formidable than a corsair vessel or, per-
haps, military scout craft. Actual defense of a system is left to
SDBs and larger warships. Type Ts have been used with fair
success as scouts in time of war, being more capable than the
smaller Sulieman-class vessels in a purely military role.

Patrol cruisers are usually commanded by a junior officer
(Rank 4), often in his first independent command. Given their
small crew and semi-autonomous duties, these ships are well-
suited for campaigning. Each player could have two PCs (one
for boarding actions and another for normal ship operations).

All of the patrol cruisers presented here have a heavy
frame and are heavily compartmentalized.

Variants

Some cruisers have the jump drives removed in favor of
larger thrusters or more troops and another gig. The former
encroaches (poorly) on the duties of the SDB, while the latter
makes for a good in-system troop transport and assault vessel.

CRUISERS

Rudra-Class 400-ton Patrol Cruiser [TLY)

One of the first starship designs standardized by the Third
Imperium; the Rudra class was often found guarding commer-
cial traffic in the Core. Today, it is rarely encountered. The typ-
ical crew of 27 consists of captain, pilot, sensor/comm
operator, navigator, 10 engineers, medic, four gunners, two
small-craft crewmen, and an eight-man security detail. The
captain has a single stateroom; everyone else double-bunks.

Subassemblies: VGSL Hull 49, 4xTurret +5.
Powertrain: Engineering, 2 Combination Contragravity Sys-
tems, 8 Jump Drive, 136 Late-TL9 Maneuver.

Fuel: 40 Jump Fuel Tank.

Occ: Low-Berth, 14 Staterooms  Garge: 20 dtons

Armor F RL B T u
Hull: 4/400 4/400 4/400 4/400 4/400
Turrets:  4/200 4/200 4/200 4/200 4/200
Weaponry

2 Turrets with 6x250mm Missile Racks [3 per Turret].
2 Turrets with 6x101-MJ Turret Lasers [3 per Turret].

Equipment

All: Basic Emission Cloaking and Stealth. Hull: Armory; Brig;
Emergency Aid Station; Auxiliary Control Station;
Enhanced Communication System; Enhanced Sensor Sys-
tem; hardened Basic Bridge; 2 Fuel Processors; Utility
Grav Sled; 2 5-ston Exo-Skeletons; 2.5-dton Spacedock; 20-
dton Vehicle Bay (for Harvey Waibash-class Customs Gig).
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Vavyu-CLass PATROL CRUISER

. Port Lock ONE HEX
. Engineering EQUALS 1 YARD
. Starboard Lock SCALE IN YARDS
. Sensor Bay
. Backup Bridge
. Ship Stores
. Ventral Turret Access
8-18. Staterooms
19. Bridge
. Sickbay
. Low Berths
. Vehicle Bay
. Brig
. Dorsal Turret Access
. Armory
. Cargo Bays

1.5 3
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Statistics
Size: 115'x30°x20° Payload: 217 stons ~ Lwt.: 2,072 stons
Volume: 400 dtons  Maint.: 73 mh/day  Price: MCr231

HT: 12 HPs: 75,000 [Hull], 2,400 [each Turret].
sAccel: 2 Gs/2.2 Gs empty aSpeed: 3,295 mph

Vayu-Class 400-ton Patrol Cruiser (TL10]

The Vayu class is the standard design used by most Impe-
rial member worlds. Usual crew count is 20: captain, pilot,
sensor/comm operator, navigator, engineer, medic, four gun-
ners, two small-craft crewmen, and eight-man security detail.

Subassemblies: VGSL Hull +9, 4xTurret +5.
Powertrain: Engineering, 12 Jump Drive, 118 Maneuver.
Fuel: 80 Jump Fuel Tank.

Occ: 11 Staterooms, Low-Berth

Jump: 1

Cargo: 17.5 dtons

Armor F RL B T u
Hull: 4/600 4/600 4/600 4/600 4/600
Turrets:  4/300  4/300  4/300  4/300  4/300
Weaponry

2 Turrets with 6x250mm Missile Racks [3 per Turret].
2 Turrets with 6x250-MJ Turret Lasers [3 per Turret].

Equipment

All: Basic Emission Cloaking and Stealth. Hull: Armory; Brig;
Emergency Aid Station; Auxiliary Control Station; hard-
ened Basic Bridge; Enhanced Communication Suite;
Enhanced Sensor System; 2 Fuel Processors; Utility; 2 5-
ston Exo-Skeletons; Grav APC; 2.5-dton Spacedock; 20-
dton Vehicle Bay (for Connor McBane-class Customs Gig).

Statistics
Size: 115'x30°x20° Payload: 220 stons  Lwt.: 1,926 stons
Volume: 400 dtons  Maint.: 57.9 mh/day Price: MCr145

HT: 12 HPs: 75,000 [Hull], 2,400 [each Turret].
sAccel: 2.5 Gs/2.8 Gsempty Jump: 2 aSpeed: 3,545 mph

Skanda-Class 400+ton Patrol Cruiser (TL11)

The Skanda class was only in service about 40 years before
being superceded by the Dyaus. Its primary claim to fame is the
ligashir, a Skanda-class patrol cruiser which engaged in an epic
(and ultimately tragic) two-subsector pursuit of a Vargr corsair
in the Third Frontier War. Afterward, the final voyage of the
ligashir was documented in an extremely popular war novel
which remains one of the classics of Imperial military fiction.

The usual crew is 20, with captain, pilot, sensor/comm
operator, navigator, engineer, medic, four gunners, two small-
craft crewmen, and an eight-man security detail.

Subassemblies: VGSL Hull +9, 4xTurret +5.
Powertrain: Engineering, 16 Jump Drive, 65 Maneuver.
Fuel: 120 Jump Fuel Tank.

Oce: 12 Staterooms, Low-Berth ~ Carge: 21.5 dtons

Armor F RL B T U
Hull: 4/800 4/800 4/800 4/800 4/800
Turrets:  4/400 4/400 4/400 4/400 4/400

Weaponry
2 Turrets with 6x250mm Missile Racks [3 per Turret].
2 Turrets with 6x390-MJ Turret Lasers [3 per Turret].

Equipment

All: Basic Emission Cloaking; Basic Stealth. Hull: Armory;
Brig; Emergency Aid Station; Auxiliary Control Station;
hardened Basic Bridge; Enhanced Communication
Suite; Enhanced Sensor System; 3 Fuel Processors; Util-
ity; 2 5-ston Exo-Skeletons; Grav APC; 2.5-dton Space-
dock; 20-dton Vehicle Bay (for Blain Virishii-class
Customs Gig).

Statistics
Size: 115'x30°x20°  Payload: 244 stons ~ Lwt.: 1,669 stons
Volume: 400 dtons  Maint.: 66.2 mh/day Price: MCr190

HT: 12 HPs: 75,000 [Hull], 2,400 [each Turret].
sAccel: 3.9 Gs/4.6 Gsempty Jump:3 aSpeed: 4,160 mph

Dyaus-Class 400+ton Patrol Cruiser (TL12]

The Dyaus-class patrol cruiser has become the high-end
standard for the design, common in the service of the Imperi-
al Navy as well as in the planetary navies of high-population,
high-technology worlds. Particularly against TL10 civilian
designs converted to pirate or smuggling purposes, it is quite
capable of putting up a fight against ships that are several
times its own size.

A typical crew complement is 20 and consists of captain,
pilot, sensor/communications operator, navigator, engineer,
medic, four gunners, two small-craft crewmen, and an eight-
man security detachment.

Subassemblies: VGSL Hull +9, 4xTurret +5.
Powertrain: Engineering, 16 Jump Drive, 65 Maneuver.
Fuel: 120 Jump Fuel Tank.

Occ: Low-Berth, 12 Staterooms ~ Carge: 21.5 dtons

Armor F RL B T U
Hull: 4/1,200 4/1,200 4/1,200 4/1,200 4/1,200
Turrets:  4/600 4/600 4/600 4/600 4/600
Weaponry

2 Turrets with 6x250mm Missile Racks [3 per Turret].
2 Turrets with 6x405-MJ Turret Lasers [3 per Turret].

Equipment

All: Basic Emission Cloaking; Basic Stealth. Hull: Armory;
Brig; Emergency Aid Station; Auxiliary Control Station;
hardened Basic Bridge; Enhanced Communication
Suite; Enhanced Sensor System; 3 Fuel Processors; Util-
ity; 2 5-ston Exo-Skeletons; 2.5-dton Spacedock; Astrin
APC; 20-dton Vehicle Bay (for Jared Al’Kaseel-class
Customs Gig).

Statistics
Size: 115°x30°x20° Payload: 241 stons  Lwt.: 1,654 stons
Volume: 400 dtons Maint.: 65.6 mh/day Price: MCr187

HT: 12 HPs: 75,000 [Hull], 2,400 [each Turret].
sAccel: 3.9 Gs/4.6 Gsempty Jump: 3 aSpeed: 4,160 mph
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SAFARI SHIPS

Ships accomplish a great many different missions, and
not all of them are designed for military or trade activity. In a
class along with the yacht and the personal touring ship is the
safari ship — designed for expeditions to strange or far-off
worlds in search of adventure or excitement. The general pre-
text for the ship is the hunt; its passengers are in search of
animal or plant life to be found, photographed, captured, or
killed. In practice, the ship supports a wide variety of activi-
ties aside from hunting: scientific expeditions, treasure hunts,
salvage missions, and even simple vacations or retreats.

The vessels described here are variants of the widely
available Animal-class safari ship (see p. GT137).

Safari ships are typically built and operated by large cor-
porations as yachts for entertainment. When a company’s
public-relations department makes such a ship available to
clients for excursions, billion-credit deals are often sealed
during the journey. However, because such ships are not con-
stantly used in the public-relations role, they are also hired
out or chartered instead of being allowed to stand idle.

Eventually, safari ships become surplus to the corpora-
tion’s needs and are sold. They have little commercial use, so
they end up as cheap yachts for those who can afford them, or
continue as safari ships in the hands of private outfitters.

At large corporations, the cost of operations is often
ignored, or concealed in advertising or public-relations budg-
ets. Such corporations generally pay cash for the vessel, and
maintain crew salaries and operating expenses as normal costs.

Peculiarities

Because a safari ship is designed to support expeditions
into unknown or wild territory, it is fitted with a variety of spe-
cial features to help it accomplish its purpose. These include
streamlining for appearance and efficiency, a special hunting
launch for on-planet excursions, an air/raft for hunts or cruises,
and luxurious appointments throughout for creature comforts
and diversions. The ship also boasts a pair of holding tanks for
handling and storage of carcasses or live trophies.

Leaping Snowcat-Class 200-ton
Safari Ship (TL10)

The Leaping Snowcat is a sleek flying-wing shape with a
transparent front screen. Maneuvering fins project from the
upper surface, and retractable landing pylons support it while
on the ground. The ship comfortably carries a party of seven
on expeditions; various double-occupancy arrangements can
boost total capacity to 20, including crew. The ship is not
economical for commercial passenger service.

The main distinguishing feature of this vessel is the pres-
ence of a trophy room/lounge, looking out through a large
viewing window (protected by a sliding shutter) onto what-
ever planetary vista presents itself. Of the seven luxury state-
rooms, two are merged to form a suite for the owner. Five
more luxury staterooms are set aside for guests of the owner.
The four standard staterooms are allocated for the crew,
which invariably requires most of them to double-bunk.

The hall includes both the internal lounge space and an
external retractable porch. The five alien-environment suites
installed are grouped into two capture tanks with environmen-
tal control to maintain the exotic conditions required for some
specimens. The armory represents the arms locker; the other
lockers in the design are easily factored into either cargo space
or as ship’s locker zero-space add-on modules (p. 61).

The usual crew is eight (forcing even the captain to
double-bunk) with a captain/pilot, navigator, sensors/comm
operator, two engineers, two medics, and a steward.

Subassemblies: VGSL Hull +8, Turret +5.
Powertrain: Engineering, 6 Jump Drive, 10 Maneuver,
Combination Gravitics System.

Fuel: 40 Jump Fuel Tank.

Oce: See above. Cargo: 7.5 dtons

Armor F RL B | U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

All: Electrified Surface; Liquid Crystal Skin. Hull: Armory;
Luxury Hall; Basic Bridge; Fuel Processor; 10-dton
Vehicle Bay (for Quatermain-class Hunting Launch);
2.5-dton Spacedock.

Statistics
Size: 59'x167'%x12" Payload: 92.2 stons  Lwt.: 367 stons
Volume: 200 dtons ~ Maint.: 28.7 mh/day  Price: MCr35.8

HT- 12 HPs: 22,500 [Hull], 1,200 [Turret].
sAccel: 1.1 Gs/1.5 Gsempty Jump:2 aSpeed: 1,380 mph

Prancing Poni-Class 200-ton
Charter Yacht (TL10)

A few minor variants of the safari ship have been built as
luxury passenger ships, sometimes called charter yachts. Typi-
cally catering to a high-class clientele, these remove the cap-
ture tanks and weapon-storage lockers in favor of four more
luxury staterooms, a small emergency aid station, and
4.5 dtons of extra cargo space for more passenger baggage.
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SAFARI SHIP

This particular model of the Leaping Snowcat- 1. Airlock and Ship Stores . Retractable Porch
class safari ship has been ouffitted with luxury 2. Guest Stateroom . Holding Tank/Cage
accommaodations. The hunter is given a double- 3-4. Crew Stateroom . Guest Stateroom
sized suite, while the other guests enjoy 5. Bridge . Storage
comfortable rooms decorated with the finest- 6. Turret Access . Trophy Lounge
qua“ty materials. 7. Computef 1 Primary Lock

8. Vehicle Bay . Guest Stateroom

9. Engineering . Holding Tank/Cage

10. Hunter's Suite

11-12. Crew Stateroom

Launch
Bay

ONE HEX
EQUALS 1 YARD

SCALE IN YARDS

1.5 3
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The usual hunting launch is often replaced by a standard
launch in this variant.

This variant is seldom profitable simply going from
planet to planet as a pure passenger ship. Instead, it offers
some additional services that allows it to demand top credit
for passage and to recoup its costs. For example, these ships
are sometimes used for sightseeing tours to archaeological
digs, famous architectural works, historical locales, etc. (all
rife with opportunities for PCs to get into trouble, of course).

The Prancing Poni is also found as a private yacht. The
usual crew is as for the Leaping Snowcat.

Subassemblies: VGSL Hull +8, Turret +5.

Powertrain: Engineering, Combination Gravitics System,
6 Jump Drive, 12 Maneuver.

Fuel: 40 Jump Fuel Tank.

Occ: 4 Staterooms, 11 Luxury Staterooms  Garge: 10 dtons

Armor F RL B T u
All: 4/100 4/100 4/100 4/100 4/100
Equipment

All: Liquid Crystal Skin; Electrified Surface. Hull: Armory;
Luxury Hall; Emergency Aid Station; Basic Bridge; Fuel
Processor; 10-dton Vehicle Bay (for Launch, see
p- T:139); 2-dton Spacedock.

Statistics
Size: 59'x167°x12’  Payload: 90 stons Lwr.: 367 stons
Volume: 200 dtons ~ Maint.: 28.9 mh/day  Price: MCr36.3

HT: 12 HPs: 22,500 [Hull], 1,200 [Turret].
sAccel: 1.3 Gs/1.7 Gs empty  Jump: 2 aSpeed: 1,510 mph

Baso Rita-Class 200-ton

Small Survey Ship (TL10)

Although the Donosev-class survey scout (see p. T:FI36)
is the principal survey vessel of the Imperial Interstellar
Scout Service, the service is almost always short of vessels.
To help fill the gaps, the Scouts have developed a version of
the safari ship as a less expensive survey and exploration
ship. Used by both the Imperial Grand Survey and the Explo-
ration Office, this model dispenses with the luxury fittings
and the large lounge found in the basic safari ship. Instead, it
carries a comprehensive array of sensors, two laboratories for
basic scientific research in the field, and an enhanced display
system for displaying and collating data. A probe launcher is
installed in the turret; other armament (if any) varies with the
ship’s mission and location. An emergency aid station is fit-
ted to treat injuries in the field. The capture tanks are
retained, but are often used as general cargo space. Occasion-
ally, this variant is assigned to a detached Scout — or group of
Scouts — with an exceptional service record.

A typical crew numbers 15: five bridge crew, a flight
tech, three engineers, medic, three service crew, and two mis-
sion specialists.

Subassemblies: VGSL Hull +8, Turret +5.
Powertrain: Engineering, Combination Gravitics System,
6 Jump Drive, 11 Maneuver.

Fuel: 40 Jump Fuel Tank.
Oce: 11 Staterooms, 5 Alien Environment Suites  Gargo: 7.5 dtons

Armor F RL g T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

All: Electrified Surface; Liquid Crystal Skin. Hull: Armory;
Emergency Aid Station; Planetary Survey Module; Astro-
nomical Instruments; Small Survey Module; 2 Labs;
Enhanced Display; Basic Bridge; Fuel Processor; 10-dton
Vehicle Bay (for Quatermain-class Hunting Launch);
2.5-dton Spacedock. Turret: Probe Control Center (actual
control is from the bridge).

Statistics
Size: 59°x167°x12"  Payload: 96.2 stons  Lwt.: 400 stons
Volume: 200 dtons ~ Maint.: 35.4 mh/day Price: MCr54.5

HT: 12 HPs: 22,500 [Hull], 1,200 [Turret].

sAccel: 1.1 Gs/1.5 Gs empty Jump:2  aSpeed: 1,450 mph

Sea Animal-Class 200-ton
Aquatic Safari Ship (TL10]

Most hunters are content to concentrate on land animals,
but a few hardy souls prefer to hunt the denizens of the deep.
The Sea Animal-class is a major modification of the basic
Animal-class, designed for just such underwater expeditions.

The Sea Animal differs from the basic Animal in several
key ways. It has a reinforced structural frame with integral bal-
last tanks, it is totally compartmentalized, and has more power-
ful engines to propel it while submerged. It also has sonar to
locate and track aquatic life forms, and an enlarged airlock
(sometimes called the lock-out chamber) to give hunters easy
access to the ocean while the vessel is submerged. It loses 2.5
dtons of cargo space and two luxury staterooms.

The usual crew is as for the Leaping Snowcat.

Subassemblies: VGSL Hull +8, Turret +5.
Powertrain: Engineering, Combination Gravitics System,
6 Jump Drive, 19 Maneuver.

Fuel: 40 Jump Fuel Tank.

Occ: See above. Cargo: 5 dtons

Armor F RL B T u
All: 4/100 4/100 4/100 4/100 4/100
Equipment

All: Liquid Crystal Skin; Electrified Surface. Hull: Luxury
Hall; Armory; Underwater Electronics Package; Basic
Bridge; Fuel Processor; Large Entry Module; 10-dton
Vehicle Bay (for Quatermain-class Hunting Launch);
2.5-dton Spacedock.

Statistics

Size: 59°x167°x12°  Payload: 79.3 stons  Lwt.: 409 stons
Volume: 200 dtons  Maint.: 33.4 mh/day Price: MCr48.5
HT: 12 HPs: 90,000 [Hull], 4,800 [Turret].

sAccel: 1.9 Gs/2.3 Gsempty Jump:2 aSpeed: 1,900 mph
uSpeed: 20 mph Crush Depth: 290 yards
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CONTAINER SHIPS

These ships carry standardized cargo containers from one
world to another. Many of those seen in the Imperium belong
to the Birdsong class. The original Birdsong was laid down at
Terradyne Yard #7 in Earth’s L4 Lagrange point on May 29,
2028 (old Terran reckoning). A few starship designs have been
in service longer — the genesis of the lifting-body Siigiizuni-
class free trader (ancestor to the Beowulf class) is lost in antig-
uity — but none can claim an earlier date with such exactitude.

During the Interstellar Wars, hundreds of TL8 Birdsong
OTVs were retrofitted to TL9 with jump drives and the new
reactionless thrusters, and hundreds more were built. They
served as cheap “liberty ships™ carrying much-needed war sup-
plies. After the fall of the Ziru Sirka, they became ubiquitous,
synonymous with and emblematic of the Ramshackle Empire.

The class has endured the centuries, receiving numerous
upgrades but retaining its characteristic tapered-dumbbell hull
form. (Technically, each variant should have a new class name,
but the countless variants over the millennia can’t be kept
straight, so they are all referred to collectively as Birdsongs.)

Birdsongs are tail-landers, laid out with decks perpendicu-
lar to the main drive axis. They were originally designed for
microgravity. Accessways, particularly the main shaft through
the fuel tankage, are inconvenient if not impossible to use
under full G. Crew stations on the bridge are recumbent; crew-
men lie on their backs, facing forward toward the main view
port. Experienced crews often maintain normal gravity only on
the quarters (#2) deck, and leave the rest of the ship in zero-G.

These ships can carry six 30-ton standardized cargo con-
tainers arranged around the fuel deck (giving the class the
nickname “six-pack”). In the initial design, containers and aux-
iliary fuel tanks attached to hardpoints; modern versions carry
LSP cutter modules (see GURPS Traveller: Modular Cutter).
This also makes the ship an excellent (if slow) rift-runner. Car-
rying six fuel tanks, a Birdsong can cross a gap of nine parsecs
in eight jumps, discarding each tank as it is emptied.

Birdsong-class ships are named after folk or popular songs.
Some names have been used so many times that they have
become traditional, including Casey Jones, Witchcraft, Danny
Boy, Hound Dog, Walizing Matilda, Sakura, and Stellar Blue.

The ships have extra-heavy frames, heavy compartmental-
ization, and metal armor: expensive at TL8, standard at TL9,
or cheap at TL10. The high back (tail) DR originally protected
the ship from its own fission rockets and during reentry.

Birdsong-Class 100+ton Container Ship (TLE]
Typical crew is captain/pilot, engineer, and medic/steward.

Subassemblies: VGSL Hull +8.
Powertrain: Engineering, 30 dtons Water, 57 Fission Rocket.
Fuel: 30 Fuel Tanks.

Occ: 3 Staterooms Cargo: 4 dtons

Armor F RL B T U
All: 4/20 4/20 4/50 4/20 4/20
Equipment

Hull: Basic Bridge; Galley; 100-PF Radiation Shielding on
crew areas; Sickbay; 6 100-ston Hardpoints.

Statistics

Size: 81'x45°x45°
Volume: 100 dtons  Maint.: 30.9 mh/day
HT: 11 HPs: 60,000 [Hull].

sAccel: 0.5 Gs 2.8 GRds/1 G 2.8 GRds empty  aSpeed: 1,990

Birdsong-Class 100ton Container Ship (TLS)

The introduction of jump drives and reactionless
thrusters at this TL turns this class of container ship into a
much more wide-ranging vessel.

The usual crew consists of captain/pilot, two engineers,
and a medic/steward.

Subassemblies: VGSL Hull +8.

Powertrain: Engineering, 2 Combination Gravitics System,
6 Jump Drive, 13 Late-TL9 Maneuver.

Fuel: 30 Jump Fuel Tank.

Occ: 3 Staterooms

Payload: 1,071 stons Lwt.: 1,335 stons
Price: MCr41.4

Cargo: 2.5 dtons

Armor F RL B T U
All: 4/20 4/20 4/50 4/20 4/20
Equipment

Hull: Basic Bridge; Galley; 1,000-PF Radiation Shielding on
bridge, staterooms, galley, and sickbay; Sickbay; Fuel
Processor; 6 100-ston Hardpoints.

Statistics
Size: 81'x45°x45"  Payload: 613 stons  Lwt.: 901 stons
Volume: 100 dtons  Maint.: 38.7 mh/day Price: MCr65.1

HT: 12 HPs: 60,000 [Hull].
sAccel: 0.4 Gs/1.4 Gsempty Jump:1/2 empty aSpeed: 1,710

Birdsong-Class 100+on Container Ship (TL10]

This is the highest TL at which the vessel class is built.
The typical crew count is three and consists of
captain/pilot, engineer, and medic/steward.

Subassemblies: VGSL Hull +8.

Powertrain: Engineering, 2 Combination Gravitics System,
6 Jump Drive, 19 Maneuver.

Fuel: 30 Jump Fuel Tank.

Occ: 3 Staterooms  Carge: 5.5 dtons, 0.5-dton Smuggler’s Hold

Armor F RL B T ]
All: 4/20 4/20 4/50 4/20 4/20
Equipment

Hull: Basic Bridge; Galley; 1,000-PF Radiation Shielding on
bridge, staterooms, galley, and sickbay: Sickbay; Fuel
Processor; 6 100-ston Hardpoints.

Statistics
Size: 81'x45'x45"  Payload: 631 stons  Lwt.: 879 stons
Volume: 100 dtons ~ Maint.: 29.8 mh/day Price: MCr38.5

HT: 12 HPs: 60,000 [Hull].
sAccel: 0.9 Gs/3.1 Gsempty Jump: 1/2 empty aSpeed: 2,385
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JGD-LL-JAGD VESSELS

The gas-giant-dwelling Jgd-1l-Jagd do not build jump-
capable ships, for reasons that humans find obscure (see
GURPS Traveller: Alien Races 4). Their worlds remain fully
capable of constructing impressive STL craft, such as the
7,000-dton ore hauler described below.

The Jgd-11-Jagd do not use ship or class names in any
sense that humans can grasp. Officially, Imperial records refer
to the ore hauler as a “Large Jgdi Transport.” Merchants and
scouts often informally refer to this general type as a “Big
Blimp.” Continuing with this usage, those Jgdi transports
known to be operating in a particular system are given num-
bers, counting in millions (on the grounds that “smaller num-
bers don’t seem right™). For example, a scout might comment
that “Big Blimp Nine Million is out in the belt at the moment.”

Jgd build robust and versatile craft, which can go almost
anywhere. Jgdi “generation ships” used for some interstellar
journeys can be huge, but humans are unlikely ever to see one.
Jgd construction technology is necessarily very different from
the Human pattern, using complex non-metallic compounds
and very large crystals; terms and concepts used in describing
their vessels may not correspond exactly to human equivalents.

Jgdi hull material is a dark, glittering substance with both
sharply defined “facets” and some smoothly curved stream-
lined surfaces. It is “advanced materials” for game purposes
(p- 29). All habitable modules have their volumes multiplied
by 8, as the Jgd-11-Jagd are large beings. Many module
descriptions represent a Human’s best guess at observed func-
tions, based on equipment installed. Communications difficul-
ties between Humans and Jgd make these guesses unreliable;
for example, the “sickbay” may actually have as much to do
with feeding or recreation. All controls are treated as hardened
to represent sturdier electronics that are built to survive in gas
giant’s magnetic fields and immense pressures.

Costs are hypothetical, reflecting what Humans would
need to spend to build anything comparable. Jgd social sys-
tems, while obscure, seem to incorporate something analogous
to trade and economics. A vessel like this must represent a sig-
nificant use of even Jgdi resources, but Jgdi populations are
large, and they seem content to build relatively few large ships.

All the vessels here use heavy frames, advanced materials,
advanced metal armor, and heavy compartmentalization.

150-ton Jgd-ll-Jagd Launch (TL11)

This vessel is attached to the Jgdi Ore Hauler (see below);
very similar craft may be seen anywhere that Humans may
encounter the Jgd-ll-Jagd. Again, its size reflects the size of its
Jgdi crew and passengers, and the Jgdi need to build to survive
conditions anywhere from gas-giant atmospheres to deep
space; it is actually comparable to a Human 10-ton launch.

This particular vessel has a distorted spherical shape,
with the bridge sections projecting from the front, and a pair
of stubby nacelles at the back apparently housing thruster sys-
tems. Like most Jgdi craft, it has no detectable view ports; Jgd
have limited visual senses, which they do not use for piloting.
Informally, Human spacers may refer to this sort of vessel as a
“Baby Blimp,” but rarely try to keep track of individual craft.

The usual crew consists of a single pilot.

Subassemblies: VGSL Hull +8.
Powertrain: 7 Maneuver, Contragravity, Combination Con-

tragravity System.
Occ: 3 Passenger Couches Cargo: 24 dtons
Armor F RL B T u
All: 4/200 4/200 4/200 4/200 4/200
Equipment

Hull: hardened Cockpit.

Statistics
Size: 147°x37'x18"  Payload: 124 stons
Volume: 150 dtons  Maint.: 2.95 hours

HT: 12 HPs: 45,000 [Hull].
sAccel: 3 Gs/6.3 Gs empty

7,000C-ton Jgd-ll-Jagd Ore Hauler (TL11)

Despite its size, this particular Big Blimp appears to be
the equivalent of a Human 500-ton ore hauler. Ships of this
type spend most of their time transporting raw materials
between asteroid and planetoid mining operations and inhabit-
ed gas giants. The Jgdi can travel quite comfortably in any
large pressurized space filled with their natural atmosphere, so
this vessel could easily be converted into a short-haul passen-
ger transport. This ship resembles a bulbous teardrop with a
truncated tail.

Though the equivalent of a civilian craft, the vessel
mounts heavy fusion weapons. The Jgd are obsessed with
maintaining symmetrical relationships with the universe in
numerous ways, and sometimes this requires application of
high levels of energy. PCs encountering a Jgd ship may be
able to trade, but they should always proceed carefully.

The usual crew numbers 46: three bridge crew and two
other command personnel, a flight technician, four gunners,
five engineers, a medic, and 30 service crew.

Subassemblies: VGSL Hull +12, 2x100-ton External Bay +8.

Powertrain: Engineering, 220 Maneuver, 28 Combination
Contragravity Systems, 10 Contragravity.

Occ: 23 Staterooms Cargo: 2,580 dtons

Armor F RL B T U

Lwt.: 234 stons
Price: MCr46

aSpeed: 1,870 mph

Hull: 4/2,000 4/2,000 4/2,000 4/2,000 4/2,000
Bays: 4/1,000 4/1,000 4/1,000 4/1,000 4/1,000
Weaponry

2%46.7-GJ Fusion Gun Bay [1 in each External Bay].

Equipment
Hull: Sickbay; compact Basic Bridge; 150-dton Spacedock
(for Jgd-11-Jagd Launch).

Statistics
Size: 546'x137'x68" Payload: 13,139 stons Lwt.: 23,651 stons
Volume: 7,000 dtons Maint.: 170 mh/day ~ Price: MCr1,249

HT: 12 HPs: 526,324 [Hull], 30,000 [each External Bay].
sAccel: 0.9 Gs/2.1 Gs empty aSpeed: 2,910 mph
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1,600-ton Jgd-ll-Jagd Seeker (TL11)

The Jgdi Ore Hauler mostly shuttles between established
extraction operations and Jgdi worlds. Like anyone else, this
species must locate resources before it can exploit them. This
vessel represents the relatively uncommon Jgdi craft that per-
form this task; it could be considered the Jgdi counterpart of
the 100-ton Suleiman Il-class seeker. Once again, its size is
dictated by Jgdi physiology and engineering philosophy, and
all terms and design concepts used are the nearest Human
equivalents to Jgdi systems.

The Jgdi Seeker takes the form of a stubby, bulbous cylin-
der, with a pair of rectangular “wings” that mostly seem to
serve as mounts for instruments and sensors. While it mostly
consists of the usual Jgdi dark and glittering hull material, with
no identifiable viewports but an especially large number of
facets in this case, most craft of this type have one or two large,
flat, featureless, oval panels along the “spine,” bright red or
orange in color. When asked, Jgd refer to these as “identifica-
tion plates.” The fusion gun bay is mounted in the “belly.”

The Human nickname for this vessel is a “Seeker Blimp”
or “Miner Blimp.” If individual crafts can be identified and
tracked, they are usually numbered in multiples of ten. (“Go
careful out there; Miner Blimps 30 and 70 are in that area.”)

The standard crew is 16, consisting of three bridge and
two other command personnel, two gunners, three engineers,
and six service crew.

Subassemblies: VGSL Hull +10, 50-ton External Bay +7.

Powertrain: Engineering, Contragravity, 64 Maneuver,
6 Combination Contragravity Systems.

Occ: 10 Staterooms Cargo: 306 dtons

Armor F RL B T u
Hull: 4/1,000 4/1,000 4/1,000 4/1,000 4/1,000
Bay: 4/500 4/500 4/500 4/500 4/500
\Weaponry

23.3-GJ Fusion Gun Bay [50-ton External Bay].

Equipment

Hull: compact Basic Bridge.

Statistics

Size: 320'x80°x40°  Payload: 1,532 stons ~ Lwt.: 3,619 stons
Volume: 1,500 dtons  Maint.: 88.4 mh/day  Price: MCr339

HT: 12 HPs: 180,000 [Hull], 19,500 [External Bay].
sAccel: 1.8 Gs/3.1 Gs empty aSpeed: 2,690 mph

CovMON STARSHIPS

The following ship designs represent vessels encoun-
tered in many regions of the Imperium. Many are variants of
ships presented in the GURPS Traveller core book.

liken-Class 100-ton Scout Courier (TLS)

This is the predecessor to the Suleiman-class Scout, used
by the Sylean Federation Scout Service. It has nearly the same
performance but requires a much larger crew. It would be com-
mon in the First Imperium, during the Long Night, or in cur-
rent non-Imperial regions (such as the Sword Worlds).

The usual crew of six is pilot, co-pilot, and four engineers.
One highly skilled person might be able to crew the ship.

The vehicle is heavily compartmentalized. Variants are
as numerous as for the TL10 version, maybe more so.

Subassemblies: VGSL Hull +8, Turret +5.

Powertrain: Engineering, 3 Jump Drive, 20 Late-TL9
Maneuver, Combination Contragravity System.

Fuel: 20 Jump Fuel Tank.

Occ: 4 Staterooms Cargo: 7.5 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

All: Basic Emission Cloaking and Stealth. Hull: 2 Fuel
Processors; compact Basic Bridge; 0.5-dton Spacedock.

Statistics
Size: 123°X79°x25°  Payload: 38.3 stons
Volume: 100 dtons  Maint.: 34.5 mh/day

HT: 12 HPs: 15,000 [Hull], 1,200 [Turret].
sAccel: 1.9 Gs/2.1 Gsempty Jump:2 aSpeed: 2,040 mph

Lwt.: 323 stons
Price: MCr51.7

Siigiizuni-Class 200-ton Free Trader (TL3)

The Siigiizuni-class Free Trader is the predecessor to the
Beowulf class (see p. GT'132). Its origins are lost in antiquity;
examples essentially identical to the modern model have been
dated as far back as -5000 Imperial. The class was used by
many Vilani traders during the First Imperium. It is rumored
that it was a Siigiizuni the Terrans first detected on their sen-
sors when they jumped to Barnard’s Star. Terrans later adopted
the design for their own use, as the technology was well within
their grasp. It may find use in lower-tech sections of the galaxy
even today, as it is a well-known and extremely reliable design.

The interior details are nearly identical to those of the
Beowulf class, with a slightly smaller cargo hold due to the
larger and less efficient fusion reactor. The Siigiizuni is also
equipped with contragravity generators to assist in takeoffs as
its acceleration is well below 1 G.

Variants are as numerous as they are for the Beowulf
class and follow the same patterns.

Typical crew count is six and consists of captain/pilot,
navigator, sensor/commo operator, steward, and two engineers.
One of the crew doubles as air/raft pilot, if one is carried.

Subassemblies: VGSL Hull +8, 2xTurret +5.
Powertrain: Engineering, 4 Jump Drive, 9 Late-TL9 Maneu-
ver, Combination Contragravity System, Contragravity.

Fuel: 20 Jump Fuel Tank.

Dcc: 10 Staterooms, 5 Low Berths Cargo: 68 dtons
Armor F RL B T u
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: 2 Fuel Processors; Basic Bridge; 0.5-dton Spacedock.
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Statistics
Size: 149°x37°%x19’
Volume: 200 dtons

Payload: 344 stons ~ Lwt.: 665 stons
Maint.: 33.9 mh/day  Price: MCrd9.8

HT: 12 HPs: 22,500 [Hull], 1,200 [each Turret].
sAccel: 0.4 Gs/0.8 Gsempty  Jump:1

aSpeed: 1,105 mph

Colresh-Class 400-ton
Subsidized Merchant (TLS9]

The Colresh-class Subsidized Merchant is the predeces-
sor to the Akkigish (see p. GT146). The original design is of
Terran rather than Vilani origin; the vessel was used by many
Terran traders during the latter Interstellar Wars and well into
the Rule of Man. It finds use in some low-technology sec-
tions of the galaxy to the present day.

Interior details are nearly identical to those of the
Akkigish, with a slightly smaller cargo hold and maneuver
drive, due to the larger and less-efficient fusion reactor. The
Colresh is also equipped with contragravity generators to
assist in takeoffs, as a fully loaded hold reduces the ship’s
acceleration below 1 G.

Colresh-class vessels make good Q-ships, which can be
found working both sides of the law.

Typical crew count is nine and consists of captain, pilot,
navigator, sensors operator, communications officer, steward,
medic, and two engineers.

Subassemblies: VGSL Hull +9, 4xTurret 45.

Powertrain: Engineering, 32 Late-TL9 Maneuver, 8 Jump Drive,
Contragravity, 2 Combination Contragravity Systems.

Fuel: 40 Jump Fuel Tank.

Occ: 13 Staterooms, 2 Low Berths Cargo: 153 dions

Armor F RL B T ]
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: Sickbay; Basic Bridge; 2 Fuel Processors; 10-dton
Vehicle Bay (for Harper-class Launch).

Statistics
Size: 153’x105°%49’ Payload: 815 stons  Lwt.: 1,394 stons
Volume: 400 dtons ~ Maint.: 46.1 mh/day Price: MCr92.1

HT: 12 HPs: 37,500 [Hull], 1,200 [each Turret].
sAccel: 0.7 Gs/1.7 Gsempty  Jump:1 aSpeed: 1,600 mph

Kugashin-Class 400-ton Lab Ship (TL10)

Research is an unending pursuit within the Imperium. A
constant effort to further understand the universe produces
more than understanding; it creates products, markets, jobs,
and profits. As a result, the research efforts of individuals and
corporations are constantly moving forward. Given many
continuing research projects, it is only natural that mobile
research platforms be designed and made available at reason-
able prices. The laboratory ship is one example.

The lab ship is built as a ring structure, which is rotated to
provide centrifugal gravity simulation. Although the standard
grav plates and inertial compensators are installed, they may
be turned off and centrifugal force used, instead, in order to
remove grav forces as a variable in experiments. The ship has
minor thrusters along the ring to institute spin or stop it.

Two drive pods are mounted on the ring; they contain
drives and the power plant. On the forward face of the pods
are hardpoints for turret weaponry, if called for.

Upon approach, the most striking feature of the lab ship is
the rotation of the ring. The play of light and shadow constant-
ly reveals new facets of the exterior hull. Not rotating, howev-
er, is the pinnace and its docking ring. The structure at the end
of the single spoke is mounted to counteract the rotation of the
ship, making docking easier for pilots of modest skill.

This vessel is used by governments (both Imperial and
others) and private-research organizations. The ship is normal-
ly delivered with the laboratories empty (except for standard
power, environmental, and data ports). The owner fits out the
labs with equipment appropriate to its intended research func-
tion. Other possible installations are various specialized sensor
suites, anti-contamination protocols, shielding, and so on.

Despite its jump capability, a lab ship often spends a lot of
time in one locale, working through a regime of experiments.

The ship carries two air/rafts, used for routine errands,
and a fuel-skimming pinnace, which also performs heavier
transport chores or those requiring greater speed. The two
air/rafts are carried in compartments on the ring hull.

A typical crew complement of 21 includes a captain, pilot,
navigator, Ssensors operator, commo operator, two medics, two
engineers, 10 scientists/lab techs, a small-craft pilot, and a
small-craft engineer.

Subassemblies: USL Hull +9, Turret +5.
Powertrain: Engineering, 28 Maneuver, 12 Jump Drive.
Fuel: 80 Jump Fuel Tank.

Dcc: 20 Staterooms, Low Berth  Gargo: 31 dtons

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: Utility; Sickbay; Basic Bridge; 10 Labs; 50-dton
Spacedock; 40-dton Vehicle Bay (for pinnace).

Statistics
Size: 186'x47'%23"  Payload: 263 stons
Volume: 400 dtons ~ Maint.: 41 mh/day

HT: 12 HPs: 37,500 [Hull], 1,200 [Turret].
sAccel: 1.3 Gs/1.9 Gs empty

Lwt.: 842 stons
Price: MCr72.8

Jump: 2
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KucasHin-CLass LAaB SHIP

AS —connects to DT

The Laboratory Ship has a unique
layout that is designed to allow the ship to
operate without grav plates (which may
interfere with an experiment).

1 Quadrant

The ship is constructed in the shape of a
giant ring, with the deck flooring against
the exterior wall of the ring. This allows
the craft to spin to produce gravity.

The ship is divided into four quadrants,
lettered A through B, with each end of a
guadrant labeled either spinward or

6. Turret Hardpoint 26. Maneuver Drive 2
7. Maneuver Drive 1 27. Jump Drive

8. Power Plant 28-29. Labs

9-10. Labs 30-34. Staterooms
11-15. Staterooms 35. Lounge

16. Bridge 36. Airlock

17. Sickbay 37. Low Berths
18. Vehicle Bay 38. Ship Stores
19. Cargo Bay 39. Vehicle Bay

20-24. Staterooms 40. Cargo Bay
41. Pinnace Access
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\
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< / EQUALS 1 YARD
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SCALE IN YARDS
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AT —connects to BS
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KucasHin-CLass LAB SHIP

In order to ease docking, the pinnace
dock is located in the direct center of
the ring, mounted on a long “spoke.”
During docking, the docking sleeve
rotates counter to the rotation of the lab
ship, causing the dock to be effectively
non-rotating.

Unfortunately, the vehicle bays are not
mounted in such a fashion, and thus
docking an air/raft while the lab ship is
in rotation can be quite challenging, and
even dangerous for the unskilled.

Drive Pod B
Upper Deck

Pinnace Dock
Cross-Section
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Fang-Class 400-ton Corsair (TL11)

The Fang-class Corsair (Type P) is based on a 300-ton
VGSL hull. This is not readily apparent, as an extra 160
dtons of cargo hold and other spaces have been added, ruin-
ing any streamlining by introducing a bulging underbelly.
The Fang performs far better than it looks, however.

Most important to this ship are the two pop-turrets and
one standard turret. The standard turret holds only one 390-MJ
laser to lure wary prey within range of the 1.3-GIJ lasers in the
pop-turrets. Eight staterooms serve as crew quarters; 16 low
berths can hold captives for ransom or provide emergency aid.

The ship features large clamshell doors that can open wide
to reveal the entire spacedock, capable of storing a 100-ton
ship. (More commonly, up to 200 dtons of cargo can be stuffed
inside.) The Fang also has several centrally controlled alterable
identification features, which can change its shape and config-
uration at a moment’s notice; primitive robotics allow fins to
retract or extend, modules appear or disappear, and radio emis-
sions alter frequency and content through an EW system. The
ship’s transponders can be altered to identify the vessel as hav-
ing any of several missions and identities. (In the design, the
alterable features are handled via a robotic hull, but it is not a
true robot as GURPS usually defines the term. A small, dedi-
cated robotic brain computer is also installed to configure the
different hull surfaces, at negligible cost and mass.)

“Book” value for the Fang would be hard to obtain on
the open market, as it is of a non-commercial type and usual-
ly will possess lineage and paperwork of uncertain pedigree.

A typical crew of 14 consists of captain/pilot, navigator,
sensors/commo operator, engineer, medic, four gunners, and
five “troops.” Given the primary occupation of this vessel,
extra “troops” often are crammed aboard. This might even
result in some crew functions being maintained by quite
unqualified personnel.

Subassemblies: USL Hull +9, Turret +5, 2XPop-Turret +5.

Powertrain: Engineering, 12 Jump Drive, 53 Maneuver,
2 Combination Contragravity Systems.

Fuel: 80 Jump Fuel Tank.

Occ: 8 Staterooms, 4 Low Berths Cargo: 0.5 dtons and see above.

Armor F RL B T u
Hull: 4/200 4/200 4/200 4/200 4/200
Turrets:  4/100 4/100 4/100 4/100 4/100
Weaponry

390-M1J Turret Laser [Standard Turret].
2x1.3-GJ Heavy Turret Laser [1 per Pop-Turret].

Equipment

All: Modest Stealth; Modest Emission Cloaking. Hull: Emer-
gency Aid Station; compact, hardened Basic Bridge;
Electronic Wartare System; 4 Fuel Processors.

Statistics
Size: 187°x47'x23 Payload: 1,006 stons  Lwr.: 1,710 stons
Volume: 400 dtons Maint.: 52.1 mh/day  Price: MCrl18

HT: 12 HPs: 37,500 [Hull], 1,200 [each Turret, either type].

sAccel: 3.1 Gs/7.5 Gs empty Jump: 2

Ocklosh-Class 400-+ton Salvage Ship (TL11)

The Fang-class Corsair can only go about its business
because it’s based on a legitimate design: the 400-ton Ock-
losh-class Salvage Ship, also based on the Type P. Ocklosh-
class ships are used to bring home smaller ships, or parts of
them, too damaged to do it themselves. Their standard turret
contains a mining laser to cut through damaged bulkheads.

This ship is not a rescue ship. It is usually brought in
afterward, to clean up the mess.

The Ocklosh was never common, but enough have found
their way into the private sector in their original configuration,
or refitted as bulk-transport freighters or mining ships, that
possessing one does not automatically brand the owner as a
pirate (not quite, anyway). Regardless, given the number of
Ockloshes in illicit occupations (and the title role given one in
the popular Space Pirate Ship Tsunami trideo series), officials
usually give their papers a particularly thorough going-over.

The usual crew of seven includes captain/pilot, navigator,
sensors/commo operator, engineer, medic, and two small-craft
crew (one of whom usually handles the gunner role, too).

Subassemblies: Hull +9, Turret +5.

Powertrain: Engineering, 12 Jump Drive, 53 Maneuver,
2 Combination Contragravity Systems.

Fuel: 80 Jump Fuel Tank.

Occ: 5 Staterooms, 4 Low Berths ~ Cargo: In Spacedock only.
Armor F RL B T u
Hull: 4/200 4/200 4/200 4/200  4/200
Turret:  4/100 4/100 4/100 4/100  4/100
Weaponry

46.5-MJ Mining Laser [Turret].

Equipment
Hull: Emergency Aid Station; compact Basic Bridge; 4 Fuel
Processors; 112-dton Spacedock (holds 10-ton Launch).

Statistics
Size: 186'x47°x23"  Payload: 1,157 stons
Volume: 400 dtons ~ Maint.: 47 mh/day

HT: 12 HPs: 37,500 [Hull], 1,200 [Turret].
sAccel: 3 Gs/8.9 Gs empty

Lwt.: 1,752 stons
Price: MCr95.9

Jump: 2
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Liverpool-Class 20,000-ton
Dispersed Hull Bulk Freighter (TL11)

While tramp traders may delude themselves that they are
carrying the Imperium’s lifeblood, bulk carriers really do. The
Liverpool can slowly carry nearly 15,000 tons of cargo along a
jump-2 main far cheaper than the scruffiest free trader.

Bulk freighters are too large to profit from incidental
trade; their routes are carefully planned, sometimes years in
advance. Coupled with the lack of troublesome “live freight”
(passengers), this makes them favorite berths for married spac-
ers. It also makes them choice targets for pirates, even hijack-
ers. In 947, a gang placed cutter modules as cargo on the
Kommeran Star, including a quarters module in which they
hid. During the voyage, they looted valuables from the forward
cargo hold, stowing them in their cargo modules. When the
Kommeran Star reached Deneb, it was met by a Naakil-class
Jump Cutter. The thieves attached two cargo containers loaded
with valuables and jumped for an unknown destination.

The main hull is a long open-frame slab, divided into
holds by support girders. Cargo is floated into these holds and
secured, but is otherwise exposed to space. For this reason,
Liverpool-class ships usually carry containerized cargo. At the
rear of the overall ship sits the single pressure hull. It contains
all systems except fuel and cargo (though it does contain 0.5
dtons of cargo space primarily for crew and ship needs). On a
fully loaded ship, the only visible parts of the pressure hull are
the thruster plates and flying bridge. The fuel tanks are situated
aft, beside the engineering decks of the subhull, but not in it.

The flying bridge, perched on a support pylon that pro-
trudes from the main hull, gives the crew an almost complete
view of the ship’s dorsal reaches. Also on the pylon is a small
lounge where off-duty crewmen can relax and enjoy the view.

The ship’s armor is open frame. The subhull has a super-
light frame and total compartmentalization. The freighters are
usually unarmed. Armed escorts usually provide any security,
though some operators install weapons in self-contained sub-
hulls within the cargo area. Several Vargr corsairs have had a
nasty surprise when their easy target suddenly grew teeth!

Typical crew count is 37 and consists of five bridge per-
sonnel with five additional command slots, 21 engineers, a
medic, and five service crew.

Subassemblies: Dispersed Hull +12, Subhull +10.

Powertrain: Engineering [Subhull], 600 Jump Drive [Sub-
hull], 390 Maneuver [Subhull].

Fuel: 4,000 Jump Fuel Tank.

Occ: 21 Staterooms [Subhull] Cargo: 14,881 dtons and see above.

Armor F RL B T U
All: 4/100 4/100 4/100 4/100 4/100
Equipment

Hull: 40 Utility; Basic Bridge; Sickbay.

Statistics
Size: 697174’ <87’
Volume: 20,000 dtons  Maint.: 252 mh/day

Payload: 74,412 stons Lwt.: 84,616 stons
Price: MCr2,756

Gazelle-Class 300-ton Close Escort (TL11)

The Gazelle is an inexpensive ship for anti-piracy and rev-
enue patrols. Its particle accelerators can disable civilian or
other lightly armored ships at close range. Against real combat
vessels with hardened systems, the Gazelle fares poorly.

The ship is widespread because it’s easy to build. The hull
and many systems could be built at TL10 (using a standard
frame and expensive armor) or TL9 (expensive frame and
advanced armor). Drives and other systems usually would be
imported, but could be made locally with a performance loss.
TL10 thrusters would provide about 1.6 Gs with tanks, 2 Gs
without. TL9 thrusters give 1.2 Gs with tanks, 1.5 Gs without.

The ship’s internal fuel tankage provides jump-2. It often
carries drop tanks giving jump-4, or jump-5 if the tanks are jet-
tisoned (see below). Dropping the tanks adds about 1 G to
sAccel, making this common practice during pursuits.

The Gazelle has a heavy frame built from cheap materials
with standard metal armor. It is heavily compartmentalized.

The usual crew of 13 includes four command personnel,
four engineers, four gunners, and a medic/cook.

Subassemblies: USL Hull +9, 2xTurret +5.
Powertrain: Engineering, 143 Maneuver, 20 Jump Drive.
Fuel: 60 Jump Fuel Tank.

Occ: 8 Staterooms Cargo: 8.5 dtons

Armor F RL B T u
Hull: 4/1,700 4/1,700 4/1,700 4/1,700 4/1,700
Turrets:  4/850 4/850 4/850 4/850 4/850
Weaponry

6x390-M1J Turret Lasers [3 per Turret].
2x700-MI Turret P-Beams [Hull:F].

Equipment

All: Basic Emission Cloaking and Stealth. Hull: Emergency
Aid Station; compact Basic Bridge; Enhanced Sensor Sys-
tem; Utility; 2 Fuel Processors; 20-dton partially recessed
Vehicle Bay (for Faun-class Gig); 2 300-ston Hardpoints.

Statistics
Size: 158°x75'x28" Payload: 152 stons  Lwt.: 3,484 stons
Volume: 300 dtons  Maint.: 70.9 mh/day Price: MCr218

HT: 11 HPs: 60,000 [Hull], 2,400 [each Turret].
sAccel: 4.1 Gs with tanks/5 without/5.2 empty Jump: See above.

50-ton GAZELLE Drop Tank (TL11)

The tank is built with heavy frame, cheap materials, and
standard metal armor. It is heavily compartmentalized.

Subassemblies: Hull +7.
Fuel: 50 Jump Fuel Tank.

Armor F RL B T U
All: 4/600 4/600 4/600 4/600 4/600
Statistics

Size: 50’x25°x25"  Payload: 0 stons Lwrt.: 272 stons

HT: 12 HPs: 420,000 [Hull], 7,500 [Subhull]. Volume: 50 dtons Maint.: 6.6 hours Price: MCr9.18
sAccel: 0.5 Gs/3.8 Gs empty Jump: 2 HT: 12 HPs: 19,500 [Hull].
STARSHIP DESIGNS Q7



Fiery-Class 500-ton Gunned Escort (TL11)

This is a more refined, streamlined version of the
Gazelle. The external drop tanks are replaced by internal fuel
tanks, limiting the ship to jump-4 without the possibility of
the extended-range jump-5. Few navies regard this as a major
shortcoming, but many don’t like the fact that the Fiery is
slower than a tankless Gazelle.

The Fiery is much less common than the Gazelle
because it cannot be built at less sophisticated shipyards like
its ancestor can (p. 97).

It has a heavy frame and heavy compartmentalization.

The typical crew of 13 includes four command personnel,
two engineers, four gunners, and three maintenance crew.

Subassemblies: VGSL Hull +9, 4xTurret +5.
Powertrain: Engineering, 25 Jump Drive, 104 Maneuver.
Fuel: 200 Jump Fuel Tank.

Occ: 8 Staterooms Cargo: 3.5 dtons

Armor F RL B T U
Hull: 4/1,700 4/1,700 4/1,700 4/1,700 4/1,700
Turrets:  4/850 4/850 4/850 4/850 4/850
Weaponry

2 Turrets with 2x1.4-GJ Turret P-Beam [1 per Turret].
2 Turrets with 6x390-M1J Turret Lasers [3 per Turret].

Equipment

All: Basic Emission Cloaking and Stealth. Hull: Emergency
Aid Station; compact Basic Bridge; Enhanced Sensor
System; 2 Fuel Processors; Utility; 20-dton Vehicle Bay
(for Faun-class Gunned Gig).

Statistics
Size: 138°x90°x28" Payload: 127 stons  Lwt.: 2,754 stons
Volume: 500 dtons  Maint.: 76.6 mh/day Price: MCr255

HT: 12 HPs: 90,000 [Hull], 2,400 [each Turret].
sAccel: 3.8 Gs/4 Gsempty  Jump: 4  aSpeed: 4,850 mph

WARSHIPS AND

Large starfaring services such as the Imperial Navy usu-
ally organize themselves around “capital ships,” massive war-
ships whose primary armament is a spinal-mount beam
weapon. During wartime, these ships serve as the primary arm
of battle. In peacetime, they provide command-and-control
services for routine patrols and other non-combat missions.

Azhanti High Lightning-Class
60,000-ton Frontier Cruiser (TL11)

Conceived as a fleet intruder, the Azhanti High Lightning
was designed with unusual mobility and defenses; at the time,
jump-5 capability and meson screens were very unusual for
warships below the capital class. The first members of the
class were built in the years just before the Solomani Rim War,
and many of them saw valiant service during that conflict.

The original Azhanti High Lightning class presented here
has long since been declared obsolete by the Imperial Navy.
Examples can still be encountered in IISS service, or (with

Condor-Class 2,000+on Belt Surveyor (TL7)

The Condor-class belt surveyor represents what a lower-
tech society committed to exploring its solar system can
achieve. It is designed with long-term comfort in mind for the
crew, with single-occupancy staterooms, an oversized recre-
ation facility, and two gymnasiums. Its acceleration is nothing
to be proud of, but it can make the Earth-Mars run in around
five months (coasting most of the way). It would require refu-
eling at the end of its journey, and thus would not normally
travel to a destination without a guaranteed supply of water.

It carries five triple-missile racks. They are for point
defense against rogue asteroids and for making smaller aster-
oids out of larger ones, enabling easier study.

A standard crew would be 33: 13 command personnel, a
medic, 14 lab technicians, and five gunners/maintenance crew.

Subassemblies: Hull +10, 5xTurret +5.

Powertrain: Engineering, Power Core, 476 Fission Rocket.
Fuel: 1,290 dtons Water, 1,290 Fuel Tanks.

Occ: 33 Staterooms Cargo: 172 dtons

Armor F RL B T u
All: 4/100 4/100 4/100 4/100 4/100
Weaponry

5 Turrets with 15x250mm Missile Racks [3 per Turret].

Equipment

Hull: Sickbay, 2 Gymnasiums, 6 Isolation Labs, Hall, Com-
mand Bridge, Advanced Sensor System, Planetary Sur-
vey Module, Enhanced Communication System, 2 Large
Entry Modules, Complete Workshop.

Statistics
Size: 318'x80°x40°  Payload: 20,217 stons Lwt.: 25,636 stons
Volume: 2,000 dtons Maint.: 113 mh/day  Price: MCr554

HT: 11 HPs: 90,000 [Hull], 1,200 [each Turret].
sAccel: 0.13 Gs 0.81 GRds

DREADNOUGHTS

most or all weapons removed) in commercial service. A
number of the original model have also been transferred to
local or allied service (notably to the Darrian Confederation
and Vegan Autonomous Region).

In the 1080s, 28 Azhanti High Lightnings were taken out
of mothballs and refurbished to reenter frontier service. A
spinal meson gun replaced the particle accelerator, with parti-
cle accelerators replacing most of the missile batteries, and a
black-globe generator and meson screen were installed. The
refurbished cruisers were deployed to the Imperium’s most
dangerous “trouble spots,” the Spinward Marches, the Solo-
mani Rim sector, and the turbulent client states along the Gate-
way frontier to trailing. Although several of the refurbished
ships have been lost, most remain in active Imperial service.

The ship has an extra-heavy frame.

A standard crew of 662 includes 30 bridge, 10 counter-
measures, 196 flight, 106 gunnery, 136 engineering, four
medical, and 180 service personnel, with 150 troops and up
to 52 non-crew personnel often carried, as well.

STARSHIP DESIGNS



Subassemblies: USL Hull +13, 360xTurret +5.

Powertrain: 3 Engineering, 3,600 Jump Drive, 11,241
Maneuver.

Fuel: 30,000 Jump Fuel Tank.

Dcc: 416 Staterooms, 50 Bunkrooms, 155 Low Berths

Cargo: 400 dtons

Armor F RL B T u
Hull: 4/24,000 4/24,000 4/24,000 4/24,000 4/24,000
All Else: 4/8,000 4/8,000 4/8,000 4/8,000 4/8,000

Weaponry

1.6-TJ Spinal P-Beam [Hull: F].

21x250mm Missile Bay [Hull: 4F, 3L, 3R, 4T, 4B, 3U].

10 Batteries w/ 100x700-MJ T. Fusion Gun [10 Turrets/Guns each].
26 Batteries w/ 780x390-MI T. Laser [ 10 Turrets/30 Lasers each].

Equipment

All: Radical Emission Cloaking and Stealth. Hull: 10 Armory;
Brig; 2 Conference Rooms; 5 Halls; 2 Safes; 4 Military
Sickbays; 8 Gymnasiums; 86 Escape Capsules; Advanced
Communication Module; Advanced Sensor Suite; 6 Extra-
Heavy AESA Arrays; 6 Extra-Heavy PESA Arrays;
6 Ultra-Heavy Radscanners; 2 hardened Command
Bridges (one used as backup); 2 Computer Systems; Elec-
tronic Warfare System; 2 Enhanced Displays; Information
Center; 10 Complete Workshops; 750 Fuel Processors;
120 Utility; 2,000 Meson Screens (meson DR 47,926);
16 Nuclear Dampers; 5 Military Holoventure Suites;
10 Drop Capsule Racks; Drop Capsule Launcher;
8 Morgues; 80 10-dton Vehicle Bays (for Iramda-class
Fighters); 2 10-dton Launch Tube Staging Areas; 2 75-
ston Launch Tubes; 2,202-dton Spacedock (for 4 550-ton
Fuel Skimmers).

Statistics
Size: 992'x248'x124° Payload: 9,181 stons  Lwt.: 662,347 stons
Volume: 60,000 dtons Maint.: 1,067 mh/day Price: MCr49,404

HT: 12 HPs: 3,480,000 [Hull], 4,800 [each Turret].
sAccel: 1.7 Gs

Kokirrak-Class 200,000-ton
Dreadnought (TL12)

The Kokirrak-class dreadnought is one of the oldest TL12
designs in Imperial service; the first examples were built just
after the Solomani Rim War. While the class is slowly being
phased out, many examples still remain on active duty in the
Navy. In the past few decades, a number of Kokirraks have
been transferred to the IISS, or to sector or client-state navies.

The design remains popular with Imperial flag officers
because it makes an excellent flagship, with extensive admi-
ral’s quarters including communications and entertainment
facilities. A Kokirrak is capable of controlling a large fleet
engagement even while participating in front-line combat.

Each border sector still has 3-5 BatRons of Kokirraks —
the Spinward Marches has four (posted at Rhylanor, Regina,
Jewell, and Mora) and the Solomani Rim has five (Shululsish,
Muan Gwi, Dingir, Terra, and Huy Braseal). In peacetime,
Kokirrak BatRons are normally dispersed as independent

Jump: 5

ships with escorts. Such task forces combine training opera-
tions with routine patrols and quick-reaction missions.

The Kokirrak does not normally carry troops. The cargo
hold can carry modular quarters for up to 2,000 troops; usually
only 1,000 are carried to avoid crowding. A BatRon of eight
Kokirraks with troop quarters installed can carry 8,000-16,000
soldiers, or a reinforced division. The statistics below assume
the ship is carrying 200 troop modules (see GURPS Traveller:
Modular Cutter) rated at 30 dtons and 300 stons each.

The design includes a black-globe generator and capaci-
tors. When built, the Kokirrak was intended to carry black
globes. Over the years, the technology has proven unreliable;
many ships have suffered black-globe failures and the
devices have not been replaced. There is a 50% chance that a
given Kokirrak will possess a functioning black globe.

A standard crew complement of 1,848 includes 30 bridge
and 46 additional command, 24 countermeasure, 409 gunnery,
724 engineering, 15 medical, and 600 service personnel.

Subassemblies: USL Hull +15, 720xTurret +5, 20x100-ton
External Bay +8.

Powertrain: 5 Engineering, 10,000 Jump Drive, 62,382
Maneuver, 35 Black Globe Capacitor.

Fuel: 80,000 Jump Fuel Tank.

Occ: 1,016 Staterooms, 10 Luxury Staterooms, 100 Low Berths

Cargo: 4,000 dtons and see above.

Armor F RL B T u
Hull: 4/75,000 4/75,000 4/75,000 4/75,000 4/75,000
All Else: 4/8,000 4/8,000 4/8,000 4/8,000 4/8,000

Weaponry

2.9-TJ Spinal Meson Gun [Hull:F].

50x250mm Missile Bay [Hull:10F, 8L, 8R, 8T, 8B, 8U].
50x23.3-GJ Fusion Gun Bay [Hull:10F, 8L, 8R, 8T, 8B, 8U].
32 Batteries w/ 320x860-MJ T. P-Beam [10 Turrets/P-Beams each].
100 Batteries w/ 1,200x405-M1J T. Laser [4 Turrets/12 Lasers each].
Heavy Repulsor Bay [20xLarge External Bay, see p. 49].

Equipment

All: Radical Emission Cloaking and Stealth. Hull: 6 Armory;
2 Brigs; 2 Conference Rooms; 15 Halls; 2 Safes;
10 Stages; 10 Theaters; 15 Military Sickbays; 24 Gymna-
siums; 234 Escape Capsules; 6 Advanced Communication
Modules; 6 Advanced Sensor Systems; 6 Extra-Heavy
AESA Arrays; 6 Extra-Heavy PESA Arrays; 6 Ultra-
Heavy Radscanners; 2 genius, hardened Command
Bridges (one serves as backup); 6 Computer Systems;
6 Electronic Warfare Systems; 10 Enhanced Displays;
2 Info Centers; 34 Complete Workshops; 2,000 Fuel
Processors; 400 Utility; 253 Black Globe-4; 14,000
Meson Screen (meson DR 140,949); 256 Nuclear
Damper; 800-dton Spacedock (various crafts by ship).

Statistics
Size: 1,484’x371'x185" Payload: 80,245 stons Lwt.: 2,829,497
Volume: 200,000 dtons  Maint.: 2,509 mh/day Price: MCr273,126

HT: 10 HPs: 7,740,000 [Hull], 4,800 [each Turret], 60,000
[each Bay].

sAccel: 2.2 Gs/2.3 Gs empty Jump: 4

STARSHIP DESIGNS



Ticress-CLASS DREADNOUGHT
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Tigress-Class 500,000-ton
Dreadnought (TL12)

Although some older warships of greater displacement
remain in service, the Tigress-class dreadnought is the largest
vessel currently in service with the Imperial Navy in the
Spinward Marches. Each eight-ship BatRon of Tigress-class
vessels is virtually a fleet unto itself, particularly given that
each ship carries thirty squadrons of Valor-class heavy fight-
ers (p. 79). At 10 fighters per squadron, a Tigress BatRon car-
ries 2,400 fighters.

Tigress-class BatRons are usually assigned one per sec-
tor. In the Spinward Marches, one BatRon is assigned to the
212th Fleet, at Rhylanor. Another is assigned to the 294th
Fleet, based at Muan Gwi in the Solomani Rim sector.

In peacetime, individual Tigress-class ships are often
scattered throughout a region on peacekeeping missions. For
example, several individual Tigresses have been deployed
among the worlds in the Five Sisters subsector to enforce the
Amber Zone blockade of Candory and Andor.

Tigress-class dreadnoughts are particularly useful in
“show the flag” exercises, peaceful but intimidating demon-
strations of Imperial power. A single Tigress outclasses
many entire planetary or client-state navies in terms of sheer
tonnage. Imperial Navy news releases are often designed to
improve the propaganda value of the class, stressing its
mass, crew size, and firepower. These releases have made
the Tigress instantly recognizable (and feared) throughout
Imperial space and beyond.

A prominent recent example involved Pantheress, which
was dispatched (to the chagrin of the Zhodani government) to
receive the body of the Imperial Ambassador to Chronor upon
her death by assassination in 1104. Given the circumstances
of her death, it was difficult for the Consulate to object. The
ship’s weaponry was ceremonially sealed, but that would
have meant little in an actual fight. Imperial newsreels treated
it as a propaganda coup for months.

Construction

The Tigress class is produced using a totally compart-
mentalized, armored, extra-heavy spherical hull, with the
2.9-TJ spinal meson gun mounted centrally. A large armored
port protects the gun during non-combat operations; the port
itself contains focusing equipment for the weapon beam.

Within the sphere, layered decks hold the various on-
ship functions such as quarters, computers and electronic
equipment, fuel treatment, and maintenance areas. Appended
to the back of the sphere is a large heavy-fighter launch and
recovery installation, consisting of three launch tubes and a
large spacedock for recovery. Fighters are launched to the
rear, to starboard, and recovered from the rear, to port; this
arrangement prevents them from entering the meson beam
when it is in use, as well as providing some armored bulk
between the fighters and the enemy during vulnerable stages
of their flight operations.

The ship has a standard complement of 5,603, including
60 bridge and 172 additional command, 18 countermeasure,
930 flight, 1,017 gunnery, 1,859 engineering, 47 medical,
and 1,500 service personnel.

Subassemblies: USL Hull +15, 400xTurret +5, 22x100-ton

External Bay +8.
Powertrain: 8 Engineering, 25,000 Jump Drive, 160,814
Maneuver.
Fuel: 200,000 Jump Fuel Tank.
Occ: 3,082 Staterooms, 100 Low Berths ~ Carge: 3,150 dtons
Armor F RL B T U
Hull: 4/130,000 4/130,000 4/130,000 4/130,000 4/130,000

All Else: 4/8,000 4/8,000 4/8,000 4/8,000 4/8,000

Weaponry

2.9-TJ Spinal Meson Gun [Hull:F].

430x250mm Missile Bay [Hull:80F, 70L, 70R, 70T, 70B, 70U].
10 Batteries w/ 100x860-MJ T. P-Beam [10 Turrets/P-Beams each].
10 Batteries w/ 300%405-MJ T. Laser [10 Turrets/30 Lasers each].
10 Batteries w/ 300xSandcasters [10 Turrets/30 Casters each].
50 Batteries w/ 100x700-MJ T. Fusion Gun [2 Turrets/Guns each].
Heavy Repulsor Bay [22xLarge External Bay, see p. 49-50].

Equipment

All: Radical Emission Cloaking and Stealth. Hull: 15 Armory;
5 Brigs; 5 Conference Rooms; 30 Halls; 5 Safes;
15 Stages; 15 Theaters; 47 Military Sickbays; 60 Gymna-
siums; 773 Escape Capsules; 5 Advanced Communication
Modules; 5 Advanced Sensor Systems; 6 Super-Heavy
AESA Arrays; 2 genius, hardened Command Bridges (one
serves as backup); 5 Computer Systems; 5 Electronic
Warfare Systems; 3 Enhanced Displays; 6 Super-Heavy
PESA Arrays; 6 Ultra-Heavy Radscanners; Flight Control
Bridge (built as hardened Command Bridge); Information
Center; 115 Complete Workshops; 5,000 Fuel Processors;
1,000 Utility; 43,000 Meson Screen (meson DR 306,186);
25 Nuclear Dampers; 3 600-ston Launch Tubes; 3 50-dton
Launch Tube Staging Areas; 300 50-dton Vehicle Bays
(for Valor-class Heavy Fighters); 665-dton Spacedock.

Statistics
Size: 750'x500°x500°  Payload: 187,706 stons Lwt.: 8,131,673
Volume: 500,000 dtons Maint.: 3,297 mh/day  Price: MCr471,843

HT: 10 HPs: 14,280,000 [Hull], 4,800 [each Turret], 60,000
[each Bay].

sAccel: 2 Gs Jump: 4
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CHAPTER ELEVEN

The following rules extend (but are compatible
with) the rules for starship operation given in GURPS
Traveller and other supplements, notably Far Trader.
They may be used or ignored at the GM’s discretion,
although the expanded starship-design sequence in

Jumvpe-PoinT MAsSKING TABLE

(MAaIN SEQGUENCE STARS)
Spectral Diameter

100D Free Time to Jump Point (Max)*

Chapters 2 through 10 of this book assumes the use of glsass (Solz;g%am) 1(2?4 (R:lllltgd) Atz() "i G Alt 01 dG At72 dGS
S S BO. 740 0692 amo  9d  63d 454
B5 3.80 3.56 auto 6.4d 45d 3.2d
A0 2.50 234 17 52d 3.7d 2.6d
MOVEMENT A5 T70. 159 16 =i 3d 3d 2.1d
One of the most significant considerations in  Fg 2130 o192 S 38d 274d 45h
interstellar travel is the time it takes to complete a  E5 120 1.12 14 36d 26d 43 h
voyage. This is the result of two factors: time in jump-  GQ 1.05 098 12 344d 244d 40 h
space and time spent traveling to and from the jump G5 093 087 no 32d 224 38h
and breakout points. Time in jumpspace is fixed by the g 0% . 030 1o 3d 21d 36 h
nature of jump travel: 168 hours (+/-10%), regardless K5 074 069 no 28d 2d 34h
of the distance jumped (see p. GT44). Time to and M 0.63 059 o 26d 44 h 31h
from the jump and breakout points depends on the M5 032 030 1o 45h  32h 22h
time to reach the 100-diameter (100D) limit. This M9 03 012 no 20h  20h 14h
would be a straightforward calculation based on the  Unknown n/a B 2 26d 44 h 31h

size of the main world and the g-rating of the ship’s
maneuver drives were it not for one problem: jump-

* In weeks (w), days (d) or hours (h).

point masking. The following discussion of masking
appeared originally in Far Trader, and is repeated
here for convenience.

JumpP POINTS AND

Jump-PoinTt MASKING

Jump-point masking occurs when the 100D limit of
another astronomical body blocks (rmasks) the jump point of
the main world. Since a ship trying to jump in through the
100D limit would be precipitated out of jumpspace well
short of its destination (see p. GT120), and since jumping out
from within that radius runs the risk of misjump, astrogators
must plot a course that just skims the 100D limit and begins
or ends as close to the main world as possible (see illustra-
tion). Masking occurs about 78% of the time at either origin
or destination, making completely free (unmasked) jumps
less than 5% of the total. This adds 30 hours to the average
voyage length.

Determining Masked Jump Points

Before jumping into a system, the GM should roll to
determine whether the main world jump point is free; other-
wise, the characters will have to jump to an unmasked break-
out point and travel in. Use the following table to determine
masking and travel time:

Free is the chance (on 3d) that any point on the main-
world 100D limit will be unmasked by the jump limit of the
stellar primary, based on its spectral class (see pp. S98-105).
If spectral class is unknown (or the GM doesn’t want to
keep track of it), use the “Unknown” value. “Auto” means
the main world jump point is automatically free; “no”
means the jump point will always be masked (too close to
the primary). Roll separately for origin and destination, and
add +1 to the target number for a main world that is the
satellite of a gas giant.

The travel times on the table are the maximum values for
each type of star. To find the actual time required, the GM
can simply multiply the maximum time by 0.7; this method
should also be used when spectral class is unknown. Alterna-
tively, the following more detailed method can be used.

First, determine whether the main world is sometimes
free (spectral class G4 and higher) or always masked (G5 and
lower). For planets that are sometimes free, roll on the follow-
ing table and multiply travel time by the listed factor. The
adjusted travel time will not be less than the time to reach a
free jump/breakout point (see Free Jump Point, p. 103):

Travel Time Factor Table I
Roll(1d): 1 2 3
Factor: 0.2 04 0.6

4
0.8

5
0.9

6
1.0
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For planets or other destina-
tions that are always masked, roll
1d. On a 1-3, the jump/breakout
point is on the near side of the star
system, and the actual travel time
depends on the spectral class of the
system'’s primary star:

Travel Time Factor Table I1
Star: G5 K0 K5 M0 M5 M9
Factor: 04 05 08 0.8 08 09

On a 4-6, the jump/breakout
point is on the far side of the system.
Roll on Travel Time Factor Table I
and compare the factor generated
with that from Travel Time Factor
Table IT, the result will be the higher
of the two.

Information about jump-point
masking for known systems is readi-
ly available from common naviga-
tional databases as far in advance as
the spacefarers might require. This
information changes with time,
however. Specific travel times are
good for about a week. Ships retrac-
ing their voyage should use their
previous results, unless they have

JUMP MASKING

[BREAKOQUT

STAR'S 100D LIMIT

STAR

been on planet longer than a week.

For stays between jumps longer than a week but
shorter than a month, reroll the actual travel time (if
required). If more than a month has passed since
the previous jump, a new roll should be made for
jump-point masking.

Free Jump Point

If the main world jump/breakout point is free,
travel time depends on the main world’s diameter
(or that of the gas giant it orbits, if a satellite). Use
the following table:

Free JumvpP PoINT TABLE
Main World Time to Jump Point (hours)

Diameter At05G At1G At2Gs
Asteroid 0.9 0.7 0.5
1,000 miles 27 1.9 1.3
2,000 miles 3.8 2.7 1.9
3,000 miles 4.6 33 23

4,000 miles 54 38 2

5,000 miles 6.0 42 3.0

6,000 miles 6.6 4.6 33

7,000 miles 7.1 5.0 35

8,000 miles 76 54 38

9,000 miles 8.0 5.7 4.0

10,000 miles 8.5 6.0 42

Small Gas Giant 14.7 10.4 7.3
Medium Gas Giant 190 13.4 9.5
Large Gas Giant 24.0 17.0 12.0

portion of the galaxy, such as the Zhodani Core Expeditions,
pulsars are the best reference points. Stars for the most part are
not readily distinguishable, so identifying a star uniquely when
you're not sure where you are is difficult.

Quasars are extremely faint objects visually, so even finding
one when you are not sure of your location or orientation is diffi-
cult. Some have significant radio emission, but you still need
very sensitive optical-detection gear to pinpoint them. Even if
you can find quasars, they are so far away that from all places in
the galaxy they appear in essentially fixed positions, so you
can’t use your position relative to quasars to locate your position
much more accurately than “yes, we’re still inside our own
galaxy.” Quasars might be useful for intergalactic travel, but not
within a single galaxy.

Pulsars are spread throughout the galaxy, but are considerably
less common than stars. They are very easy to detect by their radio
emission, and their position can be located precisely. The pulse
rates are known with great accuracy, and slow down at a pre-
dictable rate, so it is possible both to identify a pulsar uniquely
across a distance of most of the galaxy, and also to know how
long it has been since the last recorded observation of that pulsar
(which solves the time-keeping problem). Given a fix on four
known pulsars — which is relatively easy with standard radio
detectors — it is possible to determine your location within the
galaxy and the time relative to when you left on your journey.
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ComBAT

The basic rules for space combat are on pp. GT163-174.
This section details some additional rules that work with the
new combat-oriented equipment in this book.

MissILES

The following rules affect how missiles are operated and
deal out damage. See pp. 52-53 for information on the differ-
ent warhead types and their damage capabilities.

Auto-Miss

A missile which must travel a long distance to the target,
or which does not have a maneuvering advantage over its tar-
get, has a much lower chance of striking for damage. The
space combat system in GURPS Traveller reflects this
(p. GT169) but GMs may wish to apply the following rule to
cut down on dice-rolling in complex situations.

If a tracking missile’s sAccel is equal to or lower than
the sAccel of the target ship, then the target automatically
dodges the missile. For this purpose, the sAccel of the missile
is considered to be 1 G lower for every five hexes of range
from the missile’s controlling gunner to the target ship.

For example, Ship A fires a missile at Ship B. The missile
has sAccel of 8 Gs. Ship B is 10 hexes away from Ship A. If
Ship B’s sAccel is at least 6 Gs, the missile will automatically
miss (the ship can dodge faster than the missile can be told to
correct its trajectory). Additionally, if Ship B was 15 hexes
away, then it would only need an sAccel of 5 Gs to dodge.

Ordnance Frangibility

A kinetic-kill missile ramming its target at high relative
velocity loses some of its effectiveness in doing damage. To
reflect this, GMs may choose to rule that missile damage
resulting from ramming attacks is limited to no more than
three hexes of relative velocity.

Without this optional rule, large salvoes of missiles are
the most potent attack in GURPS Traveller space combat;
this means that most vessels translated from other Traveller
resources will not be “optimized” for combat performance in
this environment. With the rule in effect, a more classic bal-
ance of power emerges; heavily armored warships generally
can ignore the worst damage that a non-nuclear missile can
inflict (although their turrets can’t), making spinal weapons
the one sure means of destroying these dreadnoughts.

Repulsors

Repulsors add a bonus to the ship’s Piloting skill in the
Quick Contest during the Collision and Point Defense Phase
to check whether ramming succeeds (see p. GT169). This
bonus is variable and depends on the size and TL of the bay
(see pp. 49-50). Regardless of the size, however, a single bay
can deflect no more than 50 missiles. Each time the number
of bays is doubled, add +1 to this bonus or double the num-
ber of missiles that can be deflected.

For ease of play, vessels may not mix repulsor bays of
different sizes or TLs, unless one is designed solely as a
backup for use when the main bay is disabled or destroyed.

Black Globes

Missile defense does not normally allow the use of the
ship’s PD. A black globe allows a ship to use its modified PD
against missile attacks. When resolving missile attacks
against a globe-protected ship, resolve the attack during the
Direct Fire Phase as a standard beam-weapon hit, comparing
against the ship’s PD. If the attack was successful, the missile
will get through the black globe and impact the ship (unless
the Point Defense and Collision Phase indicates otherwise).
The missile damage should be resolved normally.

For a large number of missiles (20 or more), simply
assume that the globe absorbs a percentage of missiles equal
to its flicker rate. Resolve damage normally for those
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missiles; this is the number of hit points absorbed by the
globe. The rest got through and should be resolved normally
in the Point Defense and Collision Phase.

Instead of flickering, any black globe may be turned
completely on. No enemy fire will affect it, but the ship may
not fire or maneuver (although it may still jump). While the
black globe is on, the ship counts as a stationary target (Size
Mod +17); all enemy fire automatically hits the globe.

Sandcasters

Sand may be used to deflect the controlling lasers for
missiles. Each round that a sand cloud is between a missile
and its launcher, that missile may not maneuver (it continues
on its previous trajectory).

Nuclear Explosions

DR is squared against nuclear explosions (impact or
proximity). Damage is applied to all externally mounted
stores, turrets, and sensor systems individually as well as the
main hull. The sensor system is assumed to have the same
DR as the hull but will only have hit points equal to a vessel
of its size (for bridge sensors, assume 20% of bridge size).
GMs may optionally assume that stores on the opposite side
of the ship from the explosion are unaffected (unless, of
course, the entire vessel is destroyed).

OrBITAL BOMBARDMENT
See Deadfall Ordnance, pp. 53-54.

ECM

See p. 45 and pp. VE168-174 for information on sensors
and jammers.

Blip Enhancers add +1 to +4 (owner’s choice) to the
ship’s Size Mod for detection purposes, so a small ship can
appear to be bigger to distract or bluff an enemy. TL10+ blip
enhancers also affect ladar.

BoarDING OPERATIONS

Boarding operations range from a simple courtesy visit
from a lonely customs agent to a full-scale assault by Imper-
ial Marines. While two friendly ships will simply use a
docking tube (p. 67) to link airlocks, contact between neu-
tral, enemy, or unknown vessels will use some type of
boarding procedure.

Inspections

The most common type of boarding procedure is the
customs inspection. A small craft is used for boarding, to
protect the inspecting vessel. If that is not possible (as for
SDBs that have no small craft) the inspecting team will
either transfer in vacc suits (see p. GT118) or escort the tar-
get vessel to a place where it can be inspected by another
vessel. If transferring in vacc suits, they would expect a
member of the ship’s crew to meet them outside the airlock
(in a vacc suit).

Standard procedure is for all members of the ship’s crew
(except for the bridge crew) to assemble in a lounge or
empty hold, somewhere that they can be accounted for by the
inspecting team. Passengers are assembled in the lounge on
small ships, or requested to stay in their cabins until the cab-
ins have been searched.

Most inspections follow a standard procedure. A team
proceeds to secure the bridge, and possibly engineering. This
team demands access to cargo and passenger manifests as
well as crew listings. This also includes legal “papers” the
ship should be carrying in the way of certifications, inspec-
tion records, and so on. Producing these documents is usual-
ly the purser’s responsibility.

Once the papers have been examined, inspection teams
commence whatever level of inspection is deemed appropri-
ate. Most often, the inspectors will be satisfied with a remote
download of transmissions from the ship’s transponder; this
takes only a few minutes and will not even require a board-

ing party. A cursory “papers only” inspection will take no
more than 40 minutes even for a very large vessel. If the

Space ComBaT MaDE EAsy

Space combat requires many modifiers. Rather than stop
the game while everyone adds up numbers for every shot,
GMs and players should pre-compute the adjusted skill for
each character involved in the combat.

Important skills are: Gunnery for each weapon, includ-
ing weapon accuracy and targeting software; Electronics
Operation for all sensors, communicators, and screens; Pilot-
ing for all dodge attempts, including size modifiers and
cloaking; and Engineering for all damage control.

The range and damage of all weapons, sensors, and
communicators should be listed as well, to save time looking
them up. The effects of ship size and cloaking can be com-
bined into a single defensive DM against detection (and
another against weapons fire).

TAS Form 3A (p. FT141) provides a convenient place to
record these adjusted skills and DMs.

boarding party wishes to perform an actual inspection of
ship’s spaces, this will usually take 5 minutes per dton
divided by the number of inspectors. If contraband or a
wanted individual is believed to be aboard, a thorough
inspection can be performed, taking three times as long.

Combat Assaults

Sometimes boarding parties must enter a ship
against opposition. The essential rules for running a
boarding mission can be found on pp. T:GF45-47.

Every missed shot eventually hits something; on a
starship, that something is often breakable. A firefight on
board a vessel can have devastating consequences, rang-
ing from major breakdowns to catastrophic failure of the
fusion core. While GMs can plot the trajectory of every
missed shot, and resolve it as an attack on the equipment
it eventually hits, this is tedious. An easier method is to
total up the average damage inflicted by each shot and
apply that to the ship as a whole.
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For example, suppose a hijacker is firing an ACR on
board the players’ Empress Marava-class far trader. An ACR
does 7d-1 damage per shot, averaging 7 X 3.5 - 1 = 23.5 dam-
age. Interior walls are DR 8 (see p. GT151), so the average
damage per shot is 15.5, or 155 for a burst of 10 rounds. A far
trader has HP 22,500, so 15 bursts from an ACR will pass the
2,250 HP threshold for a major damage result. A FGMP-12,
doing 8dx20, takes a mere four shots to trigger major damage!

If the GM desires, he could choose the result from the
Major Damage Table that is most appropriate to the location
of the firefight. Shooting up engineering will knock out
drives and the power plant, while gunfights on the bridge are
likely to affect sensors or communications.

GMs who don’t wish to keep track of the damage from
every shot can simply estimate it and impose major damage
results at appropriate intervals.

MAINTENANCE AND
SUPPLIES

The Imperium requires at least 50% of all maintenance
(including annual maintenance) on Imperial registry shipping
be performed by shipyards on member planets. Not only
does this provide a check on illegal modifications, but it also
supports Imperial shipyard capacity. Any ship performing
maintenance outside the Imperium must report its nature and
amount to the Imperial Legate at the port of entry when arriv-
ing from foreign territories. Foreign maintenance (other than
bona fide emergency repairs) over 50% annually is subject to
a fine equal to the amount in excess.

RouTinNE MAINTENANCE

Ships require routine maintenance to keep them at peak
performance. See p. 22 for information on calculating a
ship’s maintenance requirements. Used ships (those bought at
a discount) will have higher maintenance requirements,
reflecting greater age and wear.

The required maintenance is divided among all engineer-
ing personnel (at 8-12 hours per person per day); additional
man-hours can be provided by equipment operators (commu-
nications, sensors, weapons, etc.), or other crew members if
qualified. As a rule of thumb, assume 2/3 of the crew (as
determined by the Crew requirements for each module) can
contribute to routine maintenance.

Maintenance is cumulative over a voyage (port call to
port call); maintenance shortfalls may be deferred until the
ship is in port. This deferred maintenance can be performed
by hired mechanics as in Refitting and Repairs, see below, if
the crew is unable (or unwilling) to do it. The use of robots
can reduce the number of mechanics needed, though at least
one sophont is typically needed to supervise.

For every four man-hours of maintenance not made up
before the ship lifts, roll randomly against the average Mechan-
ic skill of the engineering department (-4 for every missed
check after the first). If that roll fails, roll against the ship’s
Health (HT). Failure indicates a minor breakdown; critical
failure indicates loss of 1 point of HT and a major system

breakdown. (The GM may pick one, or use the Major Damage
Table on p. GT174.) Repairs are conducted using the Damage
Control rules on p. GT170; regaining a point of HT lost in this
way is equivalent to repairing major system damage.

Make one roll against HT after any combat in which the
ship Dodged, exceeded its rated load capacity (don’t forget to
recalculate HT for the new loaded mass), or was otherwise
stressed in ways for which it was not designed. Apply dam-
age as described above.

Routine maintenance is not the same as operating the equip-
ment. It is the boring task of performing preventative mainte-
nance on equipment like greasing bearings and hatch seals,
changing the oil, scanning for microfractures, checking the jump
grid for continuity, and so on. Crew requirements for operating
the ship are covered in Crew and Passengers, pp. 25-26.

ANNUAL MAINTENANCE

A ship should be given a complete overhaul once a year
to ensure that it is kept in good working order. Annual main-
tenance restores HT lost due to poor maintenance and
removes any remaining faults (other than battle damage, per-
manent “bugs,” etc.). Such maintenance costs 0.1% (1/1,000)
of the original purchase price of the ship and requires two
weeks at a Class IV or Class V starport. The owner must
make provisions for the payment of the maintenance fee
when it comes due. Crew members generally take their vaca-
tions at this time. The ship owners must make provisions for
the expected loss of revenue while the ship is laid up (includ-
ing paying the vacationing crew’s salary).

Annual maintenance can be conducted by the crew
themselves at a Class III or better starport in twice the normal
time (four weeks), provided the required parts have already
been purchased at a Class IV or Class V starport at a cost of
0.05% (1/2000) of the ship’s original purchase price. They
take up 1/200 the ship’s hull class in dtons. There is no addi-
tional cost above crew salaries and berthing fees, but the
crew obviously gets no vacation. At Class I or Class II star-
ports, this do-it-yourself maintenance takes eight weeks.

For 50% of the difference between the ship’s original
and actual purchase price and time laid up in dock equal to
hull surface area/4,000 in days (minimum two weeks), a ship
can receive a complete rebuild from the hull up. This restores
its HT to its maximum value. Recalculate maintenance
requirements as if for a new ship (actual price equal to origi-
nal price). Permanent “bugs” may also be “bought off” with
character points at this time.

REFITTING AND
STARPORT REPAIRS

A secondhand ship may not suit the buyer’s exact needs,
and will require refitting. A ship that takes damage will
require repair. Either situation requires a shipyard (see pp.
13-14). Within the guidelines given there, the GM judges
whether the yard can do the required work.

Cost of refitting is the cost of all new equipment added.
Add 30% to this cost if the repairs include removing the
existing equipment. Old equipment may have some salvage

106

STARSHIP OPERATIONS



value, especially if the negotiators ensure that extra time and
care are taken with their project.

A damaged system is one that has lost more than 10% of
its HPs. A disabled system is one that has lost more than its
HPs. A destroyed system is one that has lost more than six
times its HPs. Damaged systems may be repaired for 1/20
their original cost per 10% of HPs lost. Disabled systems
may be repaired for half their original cost regardless of how
severely disabled they are. Destroyed systems must be
replaced for their full original cost plus 10%.

Field repairs tend to break down. Roll against HT each
week per repaired system for breakdown. The roll is made
when the system is used for the first time; if it is not used, roll
at the end of the week, anyway. Consequences of breakdown
(aside from the system not working) are up to the GM. Apply
a +1 bonus for each previous week in which the system did
not break down (maximum +3). The GM may impose addi-
tional modifiers for heavy (or careful) use of the system. If a
system breaks down it must be repaired again, but there are no
further penalties. Field repairs are temporary; more permanent

work usually requires specialized

It takes 50 man-hours of work and a roll against
Mechanic skill to repair 100 HPs of damage; all normal
modifiers apply (see p. B54). Damaged systems are treated
as a “minor” repair. A disabled system is treated as “major”
(an extra -2 penalty). Hiring a mechanic costs at least Cr20
per person per hour. Repairs can be rushed — see Damage
Control Phase, p. GT170.

Time for extensive repairs or refitting is generally equal to
half the time it would take that shipyard to build a ship of mass
equal to the mass of gear being replaced or installed. This may
be modified by extra payments, as described under Standard
Designs, p. 14 — and, of course, by the GM’s judgment.

If the GM allows, a ship with a workshop or mini-
workshop and the necessary spare parts can make its own
repairs to disabled (not destroyed) systems until the parts run
out. These are nor considered field repairs.

FieLp REPAIRS

Field repairs (those done without the aid of specialized
repair facilities) can always restore disabled (not destroyed)
systems to operational status. When repairing a system
knocked out by Major Damage rolls, assume it is “disabled.”
Getting it to work requires accumulating hit points” worth of
repair equal to 10% of the hull’s original HPs (or the sys-
tem’s HPs if using the component HP rules). Damage Con-
trol Lockers (p. 68) give a +1 bonus to field repairs only. See
pp. 116-117 and p. GT170 for more information on damage
control and emergency repairs.

facilities and more spare parts
than are typically carried aboard a
ship. Further repairs are only pos-
sible as described in Refitring and
Starport Repairs, p. 106.

WILDERNESS
REFUELING
OPERATIONS

Starships use hydrogen for
fuel. Military starships in partic-
ular can be very large, and often
perform long-range jumps dur-
ing naval maneuvers. As a
result, they use tremendous
quantities of fuel. All large-scale
operations are conditioned by
the ready supply of fuel in the theater. In particular, any task
force arriving in-system is likely to have empty tanks,
which puts it at a severe operational disadvantage until it is
refueled. As a result, most naval tactics are centered on the
necessity for refueling; the first priority for any task force
entering a star system is often to secure and use the most
convenient fuel source.

Warships can’t count on being able to refuel at a friendly
starport. Instead, they must gather and refine hydrogen gas
from a natural source. The most likely source is the hydrogen-
rich atmosphere of a gas giant planet. Ships skim the atmos-
phere of a chosen gas giant, scooping up the atmosphere.
On-board refining plants can then separate hydrogen gas from
its natural contaminants, storing purified hydrogen in fuel
tanks for use during jump.

If a gas giant world is not available, then ships must
land on a world with water oceans or ice caps. Fuel refining
plants can break water down into oxygen and hydrogen gas,
discarding the oxygen and storing the hydrogen.

Naturally, not all starships are capable of refueling from
all sources. A ship must be fully streamlined to refuel from a
world’s oceans or ice caps, since it must be able to land and
take off. A partially streamlined ship (what GURPS Traveller
calls “unstreamlined™) cannot land on a world, but most such
ships are capable of skimming gas-giant atmospheres. A
completely unstreamlined ship, such as one with a dispersed
hull (p. 30) or planetoid hull (p. 30), cannot even skim a gas
giant and is unable to refuel “in the wilderness” at all.
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Some starships which have difficulty with wilderness
refueling carry small craft specifically designed to expedite
refueling operations — these “fueling shuttles” collect the raw
fuel and bring it back to the starship for refining.

REFUELING CLASSIFICATIONS

Naval vessels generally operate in squadrons and task
forces, rather than alone, allowing the merits of each ship to
supplement and complement the others in company with it.
Refueling is an all-ships evolution, involving the concerted
efforts of the entire task force. Task forces are classified for
refueling by how much of their fuel tankage is carried in
vessels (including carried craft) which are capable of plane-
tary or gas-giant refueling. Of course, a task force can be
reorganized, adding or leaving out some ships, which may
change its classification.

Unrestricted Refueling: A task force has unrestricted
refueling capability if it includes ships capable of ocean or
ice-cap refueling, with fuel tankage equal to more than 50%
of the total fuel tankage of the task force.

Restricted Refueling: A task force has restricted refuel-
ing capability if it includes ships only capable of gas-giant
refueling, with fuel tankage equal to 50% or more of the total
fuel tankage of the task force.

Tanker-Dependent: All other task forces are considered
tanker-dependent. As long as at least 10% of total fuel tank-
age is carried in ships capable at least of gas giant refueling,
the task force can still perform wilderness refueling (although
very slowly). If this requirement cannot be met, operationally
useful wilderness refueling cannot take place, and the task
force will have to be refueled from local refined-fuel sources
— starports, bases, or tanker squadrons.

ReFUELING OpPTIONS

The refueling operation is a point of danger for a task
force, as forces are vulnerable when low on fuel and maneu-
vering in a gravity well. Fueling procedures are well thought
out, and include several options.

Administrative Refueling: This procedure is used to
replenish fuel supplies in a normal system with a gas giant
easily accessible and with no enemy threat present.

Many ships and most squadrons carry a number of small
craft; these are normally streamlined for refueling dips in a
gas giant. One pass through the gas giant’s atmosphere is suf-
ficient to fill all tanks and takes about 2 hours and 20 minutes
(7 turns). Transferring fuel to ship’s tanks takes an additional
40 minutes (2 turns). Small craft continue to sortie once
every three hours until all tanks are full. Small streamlined
escort vessels (generally less than 1,000 dtons) take turns
refueling themselves.

Squadrons are normally arranged so that at least 10% of
their fuel tankage is carried in streamlined vessels. These are
not always the right vessels for the task, however; complete
refueling may require 20 sorties or more by all refueling craft
(taking 2.5 or more days). Some of these vessels may be
diverted to administrative or other duties, reducing the num-
ber available still further and increasing refueling time in pro-
portion. If the fuel source is an ocean, the refueling vessels
must penetrate the atmosphere, land in or near the ocean, and
fill their tanks. The procedure takes roughly twice as long
(six hours per sortie). Finally, the fuel source may be an ice
cap. Vessels take three times as long (nine hours per sortie) to
refuel, as sufficient water (or other) ice must be mined and
melted to fill the tanks.

Tactical Refueling: Technically, naval regulations advise
always jumping into a system with a large enough fuel
reserve in the tanks for a safe jump out-system if discretion
calls. This is not always possible, however, and refueling
under tactical conditions may be required. Much as in admin-
istrative refueling, the squadron’s small craft and streamlined
escorts skim gas from the gas giant, but do so under cover of
the squadron’s many fighters, and protected by the big ships’
guns. A specific formation or position called “high guard” (so
called because the ship is higher with respect to the gravity
well than its companions) is used to mount protective opera-
tions during such maneuvers. If the enemy is far enough
away and can be held at bay, this procedure has little risk.
The refueling takes many sorties, however, and many times
the commodore will be content with grabbing just enough
fuel to jump out-system.

Self-Refueling: Virtually all capital ships are unstream-
lined. Utter dependence on small craft can make any ship,
even a battleship or cruiser, very vulnerable. Loss of a signif-
icant fraction of refueling craft can substantially increase the
time necessary for refueling, reducing the squadron’s opera-
tional mobility. Their total loss could make the squadron
impossible to refuel. Instead, big ships (other than dispersed
structure tenders) can use their limited streamlining and fuel
scoops to make a direct fuel skim of a gas giant; how much
of an emergency measure this represents depends on the
structural integrity and state of repair of the ships themselves.
This procedure will not work with an ocean or ice cap (unless
the ships are equipped with extensive contragravity, and even
then this is quite dicey), but it does give the squadron the
ability to refuel in most star systems. Each ship in turn dives
into the gas giant’s atmosphere and opens its fuel scoops,
loading up with raw gas directly from the atmosphere. The
remainder of the squadron maintains high guard above their
backs. Self-refueling may also be ordered when time is of the
essence and the threat of enemy intervention is slight.
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How Far Is THAT GAs GIANT?

Computing travel time between planets is simple, once you
know the distance between them (see p. GT119). The only
problem is that in a planetary system everything is constantly
moving; the distance to the gas giant will be different next month.

One way to determine relative planetary position is to assume
that on 001-0000 all the planets in every star system were lined up.
To determine the distance between planets, follow these steps:

1. Divide the day number by 365, add the year number, and
then divide the sum by the planet’s period (in years). Keep only
the decimal part of the answer. Multiply this by 360° to find the

extremely chancy: simple failure results in a
mishap, and critical failure results in disaster.

Minor damage during skimming usually results
from severe buffeting. Roll the ship’s HT to avoid
one or more fuel tanks springing a leak. One tank
springs a leak for each point by which the roll is
missed, for a loss of 1d% of the ship’s fuel capacity
each. Repairing a leaky fuel tank is a minor repair.
Each craft carried in an external cradle also does a
number of dice of collision damage equal to 5% of
its hull HPs (armor protects normally); this damage
is done to both the ship and the small craft.

Disaster can take one of three forms (GM’s

planet’s orbital location. This is value X.
2. Repeat step one for the other planet. This is value Y.

3. Subtract X from Y to find the angle between the planets.

This is value Z.

4. Compute the distance between the planets using this
formula: square root (AX A+ B X B - 2 X A x B X cos(Z)) where
“A” is the orbital radius of the first planet and “B” is the orbital

radius of the second planet.

choice, or determine randomly).

Loss of carried craft: Any craft carried in exter-
nal cradles are ripped from their mooring and lost.
Each craft collides with the parent vessel as it goes,
doing a number of dice of damage equal to twice its
hull HPs. The pilot must make an additional Piloting
skill roll to maintain control.

Loss of fuel-tank integrity: One or more fuel

GAas GIANT SKIMMING

A vessel in low orbit around a gas giant completes one
orbit in 3-4 hours, at an altitude just above the sensible atmos-
phere (about 200 miles above the cloud tops; there is no other
“surface” from which to judge). A refueling run begins by
decelerating from orbital velocity to maximum skimming air-
speed (see below). The ship spends about an hour filling its
tanks at about 40 miles above cloud tops, where the atmos-
pheric density and pressure are still 0.1 atmospheres or less.
During this phase of the operation the ship is actually flying,
using thrusters to counteract its weight and pointing its nose
up to obtain every possible amount of lift (even from
unstreamlined shapes). Once the tanks are full, the ship accel-
erates back up to circular orbit speed and altitude. This
process requires about 2 hours and 20 minutes (7 turns) from
beginning to end, or somewhat less than one complete orbit.
The ship is now halfway around the world from where it
would have been if it remained in orbit, however, and thus
half an orbit behind any mother ship or other vessel it left
behind in orbit while it made its run. Wilderness refueling is
thus a complicated ballet, orchestrated with the utmost care.

To calculate maximum skimming airspeed: First calculate
high altitude drag, which is equal to total surface area/40. For
unstreamlined ships, subtract loaded mass from thrust to get
adjusted thrust; for streamlined ships just use total thrust. Then
calculate airspeed per p. GT159, using these values of drag and
thrust. For streamlined ships, skimming airspeed equals regular
airspeed % 2.83. Skimming airspeed is only useful for vacuum
or trace atmospheres (0.1 atmospheres or less).

Each refueling run requires a roll against Piloting skill to
avoid mishap. For streamlined ships, the pilot must roll a crit-
ical failure to encounter a dangerous situation, and can avoid
it on a second roll. (Any fatigue penalties apply to these
rolls.) A failure on the second roll results in minor damage,
and only critical failure on the second roll results in disaster.
By comparison, skimming in an unstreamlined ship is

tanks has ruptured. Roll the ship’s HT-5; for each
point by which the roll is missed, 5% of the ship’s
fuel tankage is damaged and unable to retain fuel, reducing
total capacity. Repairing a ruptured tank is a major repair.

Loss of maneuver control: Damage to the vessel’s maneu-
ver thrusters or control surfaces results in an unusual attitude or
condition. The pilot must continue to make Piloting skill rolls
to maintain control, while the Engineer and his crew roll vs.
their Mechanic (M-Drive) skill to fix the drive. Critical failure
on either roll results in catastrophic loss of control: the ship
crashes into the gas giant’s lower atmosphere (and is crushed,
in all probability). Simple failure by the pilot results in
additional damage; roll on the Major Damage Table, p. GT174.

HicH GuAarRD

A ship conducting gas-giant skimming is particularly vul-
nerable to attack. The ship must maintain very narrow parame-
ters of speed and orientation or risk losing control. Because
they are traveling in the clear air above the clouds, skimming
ships are visible to system-defense boats lurking in the cloud
tops up to 1,400-2,700 miles away. Even though the smallest
gas giant is huge by terrestrial standards, the swath from which
a skimming ship is visible during its run covers 3-5% of the
surface of a Jovian-class gas giant. Given that choices of refuel
track are constrained by atmospheric conditions, it usually
takes fewer than 20-30 SDBs to fully cover a single gas giant.
Even if that many aren’t available, it still takes (for one exam-
ple) 40-50 separate passes to completely refuel an Azhanti
High Lightning-class cruiser using its organic fuel shuttles. The
loss of two or three shuttles to random SDB attacks will very
quickly make refueling operations extremely difficult.

In order to maintain high guard over a refueling track,
the guarding ships must be moving more slowly than ships in
low orbit. This causes them to move outward to between 0.2
and 1.2 diameters above the surface; the average is 0.7 diam-
eters. This still provides only a limited useful time on station,
usually timed to coincide with the start of the run.
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“I'was so excited on my first interstellar flight. I sat glued
to the viewport all the way out to the jump point, watching ny
home world slowly shrinking. It felt as if I was leaving behind
all the baggage of my previous life, making a clean break with
the past. Then came the magical moment when they dimmed
the lights — I held my breath, trying to feel the difference as we
made the transition. I felt nothing, but when the lights came
back up they’d shut off all the viewports. For the next week,
the interior of the ship was to be our entire universe.”

— Alison Berghaus, Memoirs of a Traveler

Every year, the romance of starships draws hundreds of
millions of young sophonts, eager to try the wandering life.
Most of them who succeed in finding starship employment
soon discover that life aboard is anything but romantic. Of
course, most of the hopeful applicants each year fail, doomed
to spend the rest of their lives planetbound unless they can one
day gather the fare for an interstellar business trip or vacation.

Of course, life on a starship is not for everyone. Simple
things that dirtsiders take for granted — walking in the park,
visiting a museum, making a spontaneous trip — are impossi-
ble on a starship, where life is bound within the hull and
governed by duty. Yet the discipline and camaraderie can be
very comforting, and the spartan lifestyle allows the crew to
focus on education and entertainment. And at each journey’s
end, every port liberty brings new sights, new contacts with
different cultures and races, and new adventures.

FINDING A BERTH

The quickest way to find a berth aboard a starship is to go
to the local starport. Even starports that lack Navy or Scout
bases will have recruiting posts for those services. Meanwhile,
every starport of Class II or better is likely to host one or more
employment services, which work with the merchant lines and
other private organizations that might hire crew. Register with
such a service, even if that just means putting a notice up on a
bulletin board somewhere in a Class II starport’s administration
building; sooner or later a ship will come by. If there is no such
employment service, it will be necessary to haunt the starport in
person and apply directly to visiting captains.

Finding a berth aboard a starship requires surprisingly lit-
tle technical skill. It selps to have a good education, including
scientific, technical, or business experience that can be applied
directly to ship operations. This can be especially true on
worlds where many people are interested in taking up the life
aboard, forcing each hopeful spacehand to try to stand out in a
crowd. Still, most of the organizations that hire starship crew
will accept young sophonts who have just completed basic

education. Such “apprentices” or “recruits” provide the basic
material from which every starfaring organization is built.

RecruITING ORGANIZATIONS

In the Third Imperium, starships are operated by thou-
sands of different organizations. Only a few of them are
prominent Imperium-wide, willing to accept applicants at
almost any starport.

Imperial Navy

The Imperial Navy is a military organization, which
normally accepts applicants looking for a first (or only)
career. The Navy accepts many inexperienced recruits,
although (unlike most starfaring organizations) it stresses
education even for its enlisted personnel. Even college grad-
uates who enter the service are likely to begin their careers
in the enlisted ranks.

The Navy’s officer corps has a strong bias toward
recruits with high social status. The quickest way for a com-
moner to earn a Navy commission is to complete a Naval
Officer Training Corps (NOTC) program in college. Other-
wise, competent service earning an appointment to Officer
Candidate School (OCS) is the best approach.

Aside from the Imperial Navy, there exists a variety of
local naval organizations at the system or subsector level. A
career in one of these local navies is likely to be similar to
one in the Imperial Navy — but spent closer to home.

Imperial Interstellar Scout Service

The IISS usually accepts applicants looking for a first
career, but is much less formal than the Navy and will accept
more experienced applicants (especially in the rare cases that
there are not enough former Scouts available to reactivate
and assign to current tasks).

Inexperienced IISS recruits need to be intelligent and
quick to learn. Even more importantly, they must be in good
physical condition. Most inexperienced recruits will be
assigned to the Field branch, and may be stationed at a dirtside
facility somewhere in Imperial. Such facilities are often on
wilderness planets where toughness and stamina are required.
Field scouts advance their careers by developing useful techni-
cal skills and acquiring seniority, not by acquiring rank.

College graduates joining the IISS are normally assigned
to the (more formally structured) Bureaucracy. The Bureau-
cracy has a formal rank structure, and Scouts in the Bureau-
cracy will usually organize their careers around the process
of earning promotion.
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Merchant Lines

The many merchant lines that operate in Imperial space
will accept both inexperienced recruits and those who have
already spent time aboard. Indeed, former Navy or Scout per-
sonnel are often sought after for berths on merchant ships.
The largest merchant lines tend to recruit on high-population,
high-technology worlds. Smaller lines (which spend more of
their time off the main trade routes, anyway) will often
recruit from backwater planets. Unlike military starfarers,
merchant crewmen are very self-directed in managing their
careers — it is common for them to leave their current ship
and seek out a new berth elsewhere.

New merchant crewmen must be physically capable,
since cargo-handling is among the first duties any merchant
apprentice will be assigned. A college education makes little
difference in recruitment, although the megacorporate lines
often prefer college-educated apprentices. Many of the largest
lines operate “merchant academies” as a substitute for college
education, giving inexperienced apprentices a chance to
advance their careers and pick up useful shipboard skills early
on. Smaller merchant lines rely on simple on-the-job training
(or subscribe to correspondence courses) for their apprentices.

Most merchant lines award promotions on a merit basis;
any crewman can take examinations to prove that he has
mastered the skills necessary for the next grade. Passing
one’s examinations doesn’t mean that promotion is automat-
ic, however. If no position is available at the next higher
grade, then the crew member must remain where he is.

Many merchant crewmen join spacers’ guilds or brother-
hoods, which can provide a number of benefits in exchange for
a modest monthly fee (Cr100 is normal). These guilds can
offer insurance and a pension to crewmen who normally move
from one ship to another on a regular basis. They can help
crewmen who are “looking for a ship” to find employment —
although they often regulate the job hunt as well. Crewmen
looking for a berth may have to give way to others with more
seniority, or there may be a “first come, first placed” policy.

Free Traders

Free-trader starships are much like the smallest merchant
lines. They recruit anywhere that they need more crew mem-
bers, even on the most out-of-the-way worlds in the Imperi-
um. They are often willing to hire very inexperienced crew,
and indeed are even less likely than most merchants to value
university education. Former space experience, on the other
hand, is especially valuable. Free traders offer little formal
training, relying on work experience to teach the skills
required for a position aboard.

Many free-trader ships are a bit clannish, with captain and
crew working together for years at a time. A few free traders
even operate with marriage or family ties among the crew, a
situation which is quite uncommon in other starfaring organi-
zations. Promotion is slow, occurring only when positions
come open. “Examination” for a new position can be quite
informal; when the captain says you're ready, you're ready.

Free traders and their crewmen often make use of the
same spacers’ guilds that are commonly associated with
organized merchant lines.

Private Owners

Aside from the merchant services, many private organiza-
tions and individuals operate their own starships. Such ships —
scientific vessels, safari ships, nobles’ yachts, racing vessels,
and so on — are similar to merchant lines in their recruitment.
The main difference is that such organizations rarely accept
inexperienced crew or offer basic training in shipboard skills.
If a private entity can afford to operate a starship without
engaging in continual trade, it can probably afford the best pos-
sible crew. Such private vessels hire crewmen with plenty of
prior space experience, and pay them well for their expertise.

4 : ears of Human space travel the
whole enterprise of ﬂymg between stars seems to tempt
fate. The process of using the jump drive is particularly
unnerving, since no one really understands jump
physics and even the best-run ships sometimes mis-
jump. Hence, many crewmen try to stack the deck in
their own favor, observing minor superstitious rituals
that supposedly help protect ship and crew. Ask any
starship crewman whether the superstitions actually
work, and he’ll probably deny it — but he’ll continue
with his small rituals, anyway.

The most famous such superstition is the Vilani cus-
tom of jump dimming. Starships with largely Vilani
crews still follow this practice. Just before a ship enters
jump, the lighting aboard ship is reduced to near-dark-
ness in all areas but the bridge and engineering. Tradition
has it that this is a holdover from the days when ship
power plants operated on a lower safety margin, and all
extra power had to be diverted to the jump drives to
ensure proper function. This explanation is not very cred-
ible — even ancient Vilani power plants had ample
reserve capacity. The tradition remains, nevertheless.
Non-Human crews do not practice jump dimming, and
many Solomani crews pointedly ignore the practice.

Other superstitions involve boarding before depar-
ture. Many Human crew members practice a small
boarding ritual when their ship is about to depart for
jump, spitting in the entry corridor, dusting off coveralls
and boots, or buying a small souvenir only to discard it
once on board. Some Human crews also engage in the
practice of a “last meal,” taking the time to have at least
one meal together after departing from the starport but
before going into jump.

Non-Human crews engage in similar superstitions.
Aslan crews will often light a candle in the ship’s shrine
as part of the pre-jump preparations. Some Vargr crews
inflict a harmless ritual beating on the first member to
come on board after the crew is recalled; it is consid-

~ ered an honor to be the “victim” of thlS beating. Droyne

to “ward” the
un der one of
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CREWING A SHIP

A minimum number of jobs must be covered to operate
any given ship. The crew must operate all of the ship’s systems
as needed, keep the vessel spaceworthy by following mainte-
nance requirements, and keep it legal by meeting all safety
requirements for the area of space where the ship is operating.

General Requirements

Actual crew requirements vary, depending on the func-
tion and ownership of the vessel.

Private starships which do not carry passengers or
freight for pay have fairly loose legal requirements, but still
must have sufficient crew to operate the ship and perform
routine maintenance.

Commercial starships must meet more stringent legal
standards for crew size. Ships operating in the Third Imperi-
um must comply with standards set by a certification authori-
ty such as the Travellers’ Aid Society; see pp. T:FT70-71 for
the pertinent rules. Ships operating in the Solomani Confed-
eration must meet similar requirements in order to qualify for
certification, testing, and inspection services provided by
Lloyd’s. Ships in the Hierate and Vargr Extents must have
sufficient crew aboard to operate the ship and keep it run-
ning, although specific crew requirements and positions
might be different. Zhodani and Hiver ships use a markedly
higher level of automation, but even on their ships, a sophont
will be in charge of both the ship and its equipment.

On ships smaller than 200 dtons, one person may fill all
the crew positions, provided he possesses all of the skills nec-
essary to operate and maintain the ship, or has automated
support in the form of robots, routine vehicle operation
(RVO) programs (see p. 70, or a robotic-hulled ship. Com-
mercial ships in the Imperium are not authorized to carry pas-
sengers unless there are enough sophonts aboard to supervise
any robots performing maintenance or operational duties.

Most insurance companies also limit coverage on car-
goes carried by ships with a less than full complement of
licensed and certified crew members. Private vessels do not
actually require certified crew, but many starports prohibit
vessels crewed by unqualified persons from entering their
control areas. Maintenance requirements must still be met, or
eventually the ship will not run.

Military requirements vary, but com-
mercial guidelines are a good place to start,
with extra engineering and maintenance
crew for damage-control duties.

Crew Size

During normal operations, the crew
is busy with the boring task of monitor-
ing the ship’s systems — scanning the
sensors for debris (or pirates), verifying
position, ensuring the drives are operat-
ing correctly, keeping the reactor output
high enough to supply the ship’s systems,
and so on. The Crew statistic (see Mod-
ule Tables, pp. 124-139) for each module
gives the number of equipment operators
required for such conditions.

Preventive maintenance (or PM), means running equip-
ment not currently in use through a series of tests to ensure
compliance with some set of guidelines. Preventive
maintenance also includes the little stuff — cleaning switches,
torquing nuts and bolts, scrubbing power-cell connections,
cleaning the fuel-processor filters, and so on. The Mainte-
nance Requirement (see p. 22) gives the number of mechan-
ics required. Personnel not currently on watch may assist in
preventive maintenance if qualified.

Neither of these tasks requires any special skills.
Mechanic (Jump Drives), for instance, would permit a crew-
man to perform anything from simple preventive mainte-
nance to a complete rebuild on any jump drive. The GM
should not worry about making skill checks for routine oper-
ations or preventive maintenance, but he should feel free to
make skill checks if something is amiss onboard (saboteurs,
battle damage, ship quirks or flaws, and so on).

I ~REE VOYAGE

Most voyages are routine. Requiring every crew
member to make a skill roll for every task would fill the
universe with exploding starships. Instead, for routine
voyages the captain rolls against Shipmaster+3 (see
p- 121 for the Shipmaster skill). The GM should reduce
the bonus for less favorable conditions, such as a new
crew or an old ship. Success gives a trouble-free trip
(that is, one with no unresolved problems requiring a
roleplayed solution). On a failure, the GM should think
of a particular problem and have the appropriate crew
member make a skill roll to avoid it. Problems can
range from an officious flight controller delaying clear-
ance because of a spelling mistake in the cargo mani-
fest, to the possibility of a minor breakdown in the
fusion core. A critical failure will result in a more seri-
ous problem, such as a dangerous breakdown of the
ship’s drives.

Of course, the GM is always free to impose a skill

roll for a crew member or to roleplay the details of a
particular voyage.
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Basic DUTIES

As soon as a new crewman reports aboard, he will be
inserted into the starship’s daily routine. Very quickly, he will
be told when he is to be on duty, what his normal duties will
entail, and what his responsibilities are when the ship is per-
forming unusual evolutions. Nothing is left to chance; even if a
crewman can'’t speak to his immediate supervisor in a stressful
moment, it should always be clear what’s expected of him.

Inexperienced crewmen will find their first duty shifts to
be quite simple, even boring. Their first important job is to
adjust to starship life and absorb the necessary protocols.
More experienced crew will be able to take up highly techni-
cal duties at once, but even they will have to learn the
specific details of how things work on their new ship.

DuTty SHIFTS

Life and work aboard a starship is carefully structured.
The captain has certain resources of manpower, trained and
untrained; ship operations require that certain tasks be per-
formed. A large part of his job is to match men with jobs, so
that everything is done as efficiently as possible.

Departments

Most starships divide their crew into departments, each
of which is responsible for one major aspect of ship opera-
tions. The number of departments on any given ship varies. A
small free trader will usually have no more than two depart-
ments (deck and engineering). Ships with hundreds or thou-
sands of crewmen will probably have many distinct
departments, as well.

Each department is always led by an officer, the depart-
ment head. On a small ship, the department head will be a
low-ranking officer (who may actually be the only person in
his department). On a large ship, a department is often divid-
ed into divisions, sections, or work centers, each of which is
led by a junior commissioned officer or a senior petty officer.

Every new crewman will be assigned to some depart-
ment as soon as he reports for duty. His immediate supervisor
will be the section, division, or department head — from there,
the chain of command will reach upward to the captain.

Watchbills

Even the smallest interstellar vessel will post one or
more watchbills. A watchbill is a document recording the
watch rotation for the crew; it ensures that all crewmen
know where they are to be and when. The captain of a small
free trader, with an experienced, stable crew, might record
his watchbill in the log just for form’s sake. On a large ves-
sel each department is responsible for its own watchbill,
although traditionally the first mate or executive officer is
responsible for ensuring that all watches are filled with
qualified people.

Most vessels have a variety of watchbills for different
occasions. Some of the most common watchbills are:

Standard watchbill: This watchbill is used while the ship
can afford to maintain minimum bridge and engineering
watches, such as when it is in jump space, or when it is at a

HIP'sS ARTICLES
 Every ship has a set of ship’s articles. These serve
as its charter or constitution, spelling out the responsi-
bilities of the ship’s captain, officers, and crew. On a
military ship, the ship’s articles include general regula-
tions imposed by the Imperium and the relevant mili-
tary service, as well as specific items covering only that
ship. Private organizations that operate more than one
starship (merchant lines, scientific foundations, and so
on) often publish general articles for their whole fleet,
but still permit the captain of each ship to make specific
additions. Even small free traders publish ship’s arti-
cles, often borrowing heavily from those published by
larger merchant lines.

Ship’s articles generally establish the chain of com-
mand, designate officers in charge of various depart-
ments, establish the watchbills and shift structure (see
below), detail salaries and shares, establish rules of pro-
fessional conduct, and so on. In particular, ship’s arti-
cles invariably establish the captain’s authority to
maintain discipline, but also require him to log discipli-
nary actions and crew complaints.

For a (very basic) example of ship’s articles, see
p- GFT141.

starport with all the drives shut down. Someone must be on
duty should an unexpected problem arise, but many bridge
systems don’t need to be manned. Military vessels often use
this time to run watch teams through simulations or other
training. Civilian ships often use this time for maintenance,
sending crewmen who would normally be on watch else-
where to supplement the maintenance gang’s efforts.

System watchbill: This watchbill is used while in transit
to or from a jump point (on SDBs and other non-starships
this is the standard watchbill). All critical workstations are
manned. The pilot maintains the ship on its proper course.
The navigator sets the course and monitors the ship’s
progress. The sensor officer tracks and identifies all visible
objects. The communications officer handles all incoming
and outgoing message traffic. If there is a watch officer or
officer of the deck, it is his responsibility to monitor the other
watch-standers and make decisions in the absence of the cap-
tain. Engineering monitors the drive systems. Jump-system
technicians either prepare the jump drive for use or perform
post-jump maintenance.

Orbital and docking watchbill: This watchbill is used
during planetfall and highport docking. All critical worksta-
tions are manned. The captain is on the bridge and the chief
engineer is at the main engineering control station. The mate
(or XO) will often be at the main airlock to greet any inspec-
tion, customs, or other officials who may attempt to board the
vessel as soon as it is docked. The navigator is available on
the bridge. On armed ships, gunnery stations are manned and
gunners work to lock down their weapons. Engineering sta-
tions are heavily manned, with extra watch-standers and
maintenance personnel available to respond to emergencies.
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TURNOVER

“It’s 2245, sir;” whispered Able Spacehand Rose above
the sounds of snoring as he shook Lt. Dravos Shugalii.

Lt. Shugalii could only dimly make out the Messenger of
the Watch in the dim red lighting. “Thank you, Spaceman
Rose, and give my compliments to the OOD.”

Lt. Shugalii rolled our of his narrow bunk and groped his
way over to his desk. Banging against a chair, he muttered
about the CruRon staff that had bumped him from his two-
man stateroom to this four-man CPO bunkroom. Well, at
least he wasn't eating in the enlisted mess. Dravos tapped in
an order on his data pad for midrats down at the wardroom
and pulled on his uniform by feel and habit. After three years
aboard the Gionetti-class cruiser INS Uluumi, he could and
often did dress while still asleep.

The clock above the CDC watch officer’s desk flipped to
2305 as Lt. Shugalii stepped into the CDC and looked up at
the tactical display. The Uluumi was still in company with
two Gazelle-class close escorts, headed inbound to the gas
giant in the Walston system. No threats were showing on the
screen and the task force was still at condition I1I alert .

Dravos greeted PO3 Hanson, the boatswain of the
watch, as he came onto the spacious but dimly lit bridge at
2320. The pilot’s station was manned by Ensign Yoshihara,
while the OOD was conducting a training session for two
midshipmen and a rating at the astrogator’s station.

Lt. Shugalii walked over to the navigational display and
checked the planned course and any warnings or notes left
by the astrogator or the captain in his night orders. Again, it
looked like he was to position the ship so morning watch
could perform the frontier refueling. They had all the fun.

Lt. Reval looked up from the console as Dravos stepped
over and tapped him on the shoulder. “Dravos, you're early
as usual. We are in tactical control of the Antelope and Kudu
heading at 1 G to the system gas giant. High guard orbital
insertion is scheduled for 0300 hours.”

Lt. Reval turned back from the tactical display and
brought up the captain’s night orders in the air in front of the
command chair. “The CO wants to be called if we pick up
any traffic, and in any event at 0245 before we start maneu-
vering. Engineering is performing maintenance on the jump
drive, but all other systems are at nominal.” The display
changed under his prompting fo shaw system readouts and
the chief engineer’s instructions.

Dravos looked around and saw the watch quietly changing
around him as the midwatch came on duty. He srrazghtened
up, saluted his friend and sai “I relieve you, sir”

“T stand relieved,” ans red Lz RevaL handmg over the
00D data pack. “Attennan" , 4. Reval. Lt.
Shugalii has the deck,” he stated laudly to the bridge crew.

Dravos completed the ritual with, “This is Lt. Shugalii, 1
have the deck.” The various watchstanders acimowledged the
changeaver and the bridge settled into quiet routine. i

Lt. Shugalii set his Junior OOD, Ensign Blacimwom, to
plotting various alternate courses for the refueling
sat back in the command cbmr and took a de‘_ bmath

Loading operations watchbill: This watchbill
resembles the standard watchbill, but all hands with
cargo-handling experience will be in the cargo hold or
near the airlocks to assist with loading or unloading.
Command of the ship may be shifted to a quarterdeck
in the cargo hold, most likely in the cargo office if
there is one.

Jump transition watchbill: Typically, this watchbill
resembles the orbital and docking watchbill, with extra
engineering personnel at posts to monitor fuel, con-
denser, and jump-governor stations. If there are passen-
gers, medical and steward personnel will be on duty to
help deal with any difficulties with the transition, such
as jump sickness.

Action stations watchbill: Called when combat is
expected, or after an attack. On small ships such as
free traders, this is essentially the same as the orbital
and docking watchbill. On large ships, damage-con-
trol teams are manned and fighters scrambled. Heavy
weapons systems such as spinal mounts are brought
online and extra sensor operators are set. Stewards and
administrators man damage-control stations and see to
the safety of any passengers. On military ships, this
watchbill is also called General Quarters.

Some ships have other watchbills. Ships that can
engage in frontier refueling have a refueling watchbill.
Carriers have a flight-quarters watchbill. Xboat and
other tenders have special-craft launch and recovery
watchbills.

Shift Structures

Most Imperial starfaring institutions divide the
24-hour standard day into six four-hour watches. The
1600-t0-2000 watch is further divided into two two-
hour “dog watches,” giving each day an odd number
of watches and helping with watch rotation (the dog
watches also give watch standers a chance to break for
the evening meal). Four hours is generally regarded as
the optimum length for a watch, permitting Human
crewmen to carry out the duties necessary to operate a
starship without risking errors due to fatigue.

Military vessels, and large private starships, usu-
ally have enough crew on hand so that when the ship
is maneuvering, but is not expected to run into any
difficulty, the watchbill can be filled with about one-
third of the crew. The system watchbill (p. 113) is the
normal standard for this measurement. When the stan-
dard watchbill applies, only critical stations are left
manned around the clock, and crewmen need only
stand watch for four hours at a time.

Indeed, on a large ship many members of the
crew do not stand watch at all. They spend their duty
time repairing ship’s systems, seeing to the needs of
passengers, or engaged in administrative duties. Some
of these tasks are limited to the ship’s “day,” which is
typically from 0800 to 1600 hours. Passenger services
on liners and other craft often extend to 2400 hours,
requiring two watches of service crew. Most ships
maintain a minimum watch during the 2400 to 0800
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time period. Only a few watch-standers are needed for duties
in the engineering and weapons areas of the ship.

Small ships often operate with much smaller crews —
which can mean much longer hours and greater fatigue for
their crew members. On most such ships, bridge and engi-
neering watch-standers spend eight hours on watch, eight
hours on various other personal and shipboard duties, and
eight hours sleeping. When the ship is undergoing unusual
maneuvers (such as docking or cargo transfer) crewmen can
find themselves on duty for 16 or 24 hours at a time.

Weapons are only crewed during General Quarters or a
similar alert. Dedicated gunners spend the majority of their
time maintaining their weapons. Military ships sometimes
have a centralized fire-control watch and a few turrets
manned at all times, allowing for rapid response while the
ship is going to action stations.

Crew members spend some of their off-watch time per-
forming various assigned tasks that typically require just a
few hours. They spend the rest of their day in personal activi-
ties. Many spacers spend this time meeting educational goals,
increasing their shipboard proficiencies and qualifications, or
pursuing hobbies.

DuTty TYPES

No matter what class of starship one serves on, no matter
what its function, certain kinds of on-board duty are universal.

Maintenance

On almost all starships, maintenance takes up the largest
portion of the crew’s budget of man-hours. Every mechanical
and electronic part on board has a maintenance schedule, and
must be inspected, cleaned, serviced, or replaced
in accordance with that schedule. Even the most
slovenly ships don’t neglect this maintenance for
long — ships that do tend not to return to port.

The engineering crew does most of the
maintenance work, but every crewman is likely
to be assigned a portion. In particular, officers
responsible for watch stations are usually at least
partially responsible for maintenance on the
associated ship’s systems.

On small ships, the engineering department
has only a few people; on larger vessels, engi-
neers number in the hundreds. Not all of them
run the drives. Most are specialists in a particular
field: electricians, drive mechanics, toolmakers,
hull-repair specialists, reactor technicians, small-craft techni-
cians, gravitics technicians, plumbers, and so on.

On commercial ships, engineers of a given specialty are
assigned to gangs that are led by a licensed assistant engi-
neer. In the military, gangs are called divisions and are usual-
ly run by a junior officer or very senior petty officer. They all
report directly to the chief engineer. While organizations
vary, the following allocations are typical.

Power: This gang is responsible for operation and main-
tenance of the ship’s power plant and the electrical
distribution system. Engineers from this gang usually work

closely with those from the others, as nearly everything runs
off electricity. The requisite skill is Mechanic (Power Plant).

Maneuver Drive: This gang is responsible for the opera-
tion and maintenance of the ship’s normal space drive. The
necessary skill is Mechanic (Maneuver Drive).

Jump Drive: Responsible for the operation and mainte-
nance of the ship’s jump drive, this gang has the required
skill Mechanic (Jump Drive).

Life Support: This gang is responsible for the operation
and maintenance of the ship’s life support. It may have a
few medics assigned to it, and may even be part of the purs-
er department on smaller vessels. This gang is also respon-
sible for ensuring hull integrity under normal conditions.
Life Support gang members have a variety of skills, includ-
ing Electronics (Medical), Mechanic (Starship), and Ship-
building (Starship).

Gravitics: This gang is responsible for the operation and
maintenance of the ship’s gravitic systems and any small-
craft gravitics. The necessary skill is Electronics (Contra-
gravity); Mechanic (Spaceship) will also be useful when
working on small craft.

Fuel: This gang is responsible for the operation and
maintenance of the ship’s fuel tanks, collection, processing,
and delivery plant. On smaller vessels, this gang may be part
of the jump-drive division. Mechanic (Fuel Systems) is the
required skill.

Not all gang members stand watch (operating the
equipment). Some are tasked with general and routine
maintenance only. All of them should know how to fix their
gang’s equipment.

See p. T:FT84 for more detailed rules regarding engineers
and their specializations.

Cleaning

One essential aspect of maintenance is often overlooked
in descriptions of starship life: cleaning. Cleaning is the most
basic form of preventative maintenance, for both the ship and
the crew. If a ship’s internal environment is dirty, the dirt will
tend to get into critical components and cause malfunctions.
More importantly, a dirty or poorly organized ship is bad for
crew morale, impairs efficiency, can provide a breeding
ground for disease and vermin, and is unattractive to poten-
tial trading partners or passengers. Military starships are
always kept immaculate, and even privately owned ships
almost always maintain high standards of cleanliness.
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On Imperial ships, cleaning duty tradi-
tionally falls on all hands alike — even offi-
cers take part, in a supervisory role.
Crewmen are responsible for keeping their
own staterooms clean, and will be subject to
periodic inspections. Daily cleaning is han-
dled by “sweepers,” who methodically go
through every working compartment sweep-
ing up dirt and picking up trash. Many ships
occasionally observe the ancient tradition of
a “field day,” during which all other
nonessential duties are dropped. During a
field day, everyone on board works to give
the ship a thorough cleaning, including care-
ful scrubbing of every hard surface and
deep-cleaning of carpets; this is followed by
a meticulous inspection.

Damage Control

Every starship risks being damaged,
whether due to accident or hostile action.
When damage occurs, it becomes the job
of every crewman to limit its extent, keep-
ing the ship both habitable and functional.
The crew must focus on three things: stop-
ping fire, controlling decompression, and
remaining operational. Damage control
involves repairing damage in the quickest
way possible, stabilizing the situation until
more permanent repairs become feasible;
for example, putting a hull patch over a
hole instead of removing the hull plate and
replacing it.

Military starship crewmen are taught
damage-control procedures from the begin-
ning of their careers. Private vessels are
more lax (especially if they never expect to
be shot at) but insurance firms usually
insist that everyone on board receive at
least basic damage-control training.

During damage-control operations, the
chain of command may change completely
at the lower levels. Damage-control parties
may consist of personnel from every depart-
ment, depending on their experience and the
needs of the vessel.

One member of the crew is directly
responsible for all damage-control opera-
tions onboard ship — usually a very senior
crew member and sometimes the chief
engineer himself. This damage-control offi-
cer (DCO) has the power to pull personnel
from whatever departments necessary to
ensure the vessel remains operational. The
DCO usually has a damage control assistant
(DCA) who handles day-to-day operations.

Up to half of the crew may be assigned
to a damage-control (DC) party during

Space is deadly. "board a sth, there is only a thin skin of metal

-' ,'hoidmg in air, food, water, warmth, and light, and holding out the cold,

dark vacuum. The margin for error is slim — even a second of inattention
has an enormous potential for destruction and death. Most starships
conduct safety drills for the crew on a regular basis, practicing how to
deal with various life-threatening situations. Passengers are also
expected to learn a few simple things to do in an emergency — keep out
of the way of the crew, do what you are told, and climb into a rescue
ball when the alarm goes off.

Decompression

Almost all starships have several internal compartments separated by
pressure-tight bulkheads and doors, to prevent all of the air in a ship from
escaping through a single hull breach.

Despite the popular media, explosive decompression is not
immediately fatal (see p. S105). Even in an explosive decompression, there
will be time to get into a rescue ball, provided you act without hesitation.

Dramatic as it is, explosive decompression is fairly easy for trained
personnel to deal with, especially because it is easy to figure out what is
happening. Gradual decompression is harder for people to react to — a
pinhole leak in your compartment doesn’t cause a bang and suck the air
from your lungs. Slow leaks cause hypoxia, which degrades brain
function and reaction time, and can send victims into unconsciousness
before they realize what is going on. For this reason, all starships (unless
the crew is suicidal) are equipped with alarms that go off when air
pressure drops below certain levels (the alarms feature sound, light, and
vibration, and are hard to ignore). Every stateroom has one, and they are
located in every compartment in the ship. All alarms are linked to the
life-support subsystem of the computer, and are constantly monitored.

Trained personnel can usually climb into a vacc suit with plenty of
time to spare. In fact, the “tailored” vacc suit available at TL12 is so
comfortable that some starfaring organizations use it (without the helmet)
as the standard undress uniform. For decompression emergencies,
starships carry rescue balls (see p. GT112), which are the equivalent of
life preservers on an ocean-going vessel, and can be donned in seconds
even by untrained personnel.

Military vessels about to enter combat will put the entire crew into

- vacc suits and reduce air pressure to zero to prevent explosive
..-."decompresszon from batﬂe damage This is usually not practical for

is asphyxiation and smoke
el stores to explode, or
tarship are instructed to get
-possible. If they cannot do
e emergencws as well as
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emergencies. Each party is responsible for a particular section
of the vessel. They get their orders from damage-control cen-
tral (DCC), a watch center typically buried deep in the ship,
and they report progress on current tasks and other relevant
status back so the DCO can track the ship’s current status.
There will usually be one damage-control locker (p. 68) per
damage-control party, spread throughout the vessel. Assume
one DC party per 150-300 people onboard, with a minimum of
two on vessels over 1,000 dtons.

Damage-control parties are usually headed by people
with training in Shipbuilding (Starship). On larger vessels,
these people spend their entire careers doing nothing but
studying about shipboard integrity, firefighting, and other
emergency procedures. They are experts in managing a team
of people making emergency repairs or fighting onboard
catastrophes, while at the same time ensuring the vessel
remains operational during these crises.

When using the rules on p. GT170, treat the DCO, DCA,
or DC party leader as a chief engineer for bonus purposes dur-
ing a crisis only. If GMs prefer a more detailed repair scenario
(airlocks, jammed turrets, etc.), refer to Surface Features,
pp. 31-32, to determine the HPs for individual components.

Gunnery

Armed starships require a gunnery crew. On a small
ship, there may be no formal weapons department; instead,
crewmen who normally have other duties will become quali-
fied to operate the ship’s guns, and will go there during com-
bat situations. Large commercial ships and military vessels
will have dedicated weapons crews.

Logistics

Starships use a lot of supplies: fuel, clean air and water,
food and other consumables, spare parts, expendable ord-
nance, small items of equipment, souvenirs for passengers,
and so on. Managing this inventory is usually delegated to
the executive officer, the chief purser, or some other officer.
On large ships, there may actually be a supply department
with its own senior officer.

Naturally, all crewmen will have to draw and use supplies,
and may be charged with buying more to replenish low stocks.

Administration

Every starship runs on paperwork.
The ship’s log must be kept, crewmen
must be paid, changes in crew status
must be documented, supplies account-
ed for, cargo accepted and delivered,
inspections passed, annual maintenance
arranged for, and so on ad infinitum. For
further information (at least as regards
privately owned ships), see Far Trader.

Most of this paperwork falls on the
captain’s shoulders, although he often
delegates as much of it as possible to
others. Ordinary crewmen will often be
required to read, understand, or sign
official documents covering aspects of

starship operation. In most cases, these documents have only
virtual existence, residing within the ship’s main computer
and on backup storage devices. Few starships print out any
but the most critical documents (or the flood of paper would
quickly overwhelm the crew’s efforts to keep a clean ship).

Passenger Relations

Starships that carry passengers are a special case. The
occasional passenger on board a military ship will be treated
courteously, but will be expected to conform to military pro-
tocol. Commercial ships are much more solicitous toward
their passengers’ needs. The stewards will spend as much
time as possible making sure passengers are well-fed, enter-
tained, and content. On small ships, even the captain and first
mate will make time to meet all the passengers and ask
whether they’re enjoying the trip.

In general, even crewmen whose jobs don’t involve work-
ing directly with passengers will be expected to help present
the ship in a good light. It particularly helps if they maintain a
good personal appearance. Engineering crewmen on small
passenger starships are among the cleanest in the Imperium.

The most important element of passenger relations is
courtesy. “The passenger is always right” is an often-quoted
saying in commercial service. Most passenger ships have a
policy to ensure that even the most unreasonable, abusive
passengers are treated with courtesy at all times. There are
exceptions, of course — a passenger who puts the ship in dan-
ger or who makes the trip unpleasant for other passengers
will be handled very firmly. Being chronically rude (or
worse, physically threatening) to another passenger is a good
way to get locked into one’s stateroom for the duration of the
journey, or put off at the nearest port.

Another element of passenger relations is distance.
Some passengers are lonely, some are bored, and some are
taken with the “romance” of interstellar travel. If they can’t
seek out friendship or a romantic interlude among the other
passengers, they may approach the crew. Most starships for-
bid crewmen to respond with anything other than discreet
professionalism. Fortunately, only very inexperienced (or
very stupid) crewmen are likely to be tempted. Once one has
dealt with hundreds or thousands of passengers, few of them
will present enough surprises to be interesting.
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CAREER PLANNING

Starship crewmen are motivated by many things,
but one of the most powerful forces is ambition. Any-
one who serves aboard a working starship for long
knows that the captain’s job is one of the most difficult
in the Imperium . . . but many of them would still love
to try his uniform on for size.

Some organizations set up well-defined “career
paths” for their members. These define a sequence of
positions to be held and training courses to be taken,
which ensures that at each step the crewman will pick
up the training and experience he needs for the later
steps. A good career path provides a wide variety of
experience, while the crewman holds positions of
increasing authority and responsibility. The Imperial
and local navies, the IISS, and the larger merchant lines
are all notable for this kind of career planning. Crew-
men aboard these starships will be encouraged to define
their career goals. Supervisors will spend time advising
their subordinates on career planning, and will be
expected to help arrange for the proper opportunities.

Smaller or more informal services (small merchant
lines, free traders, privately owned ships) are less likely
to publish formal career plans. In such organizations,
it’s difficult to plan for when the next necessary position
will be available. They usually respond by making it
easier for crewmen to leave and find employment else-
where if necessary. A good small-fleet employer will be
generous in writing letters of recommendation and shar-
ing his contacts. This is good business practice even
when it helps one’s best crewmen to find work else-
where — because it builds a good reputation among
potential new hires.

Training

Training is a constant duty for all starship crewmen. They
must master a variety of highly technical skills. Military crew
need to learn military protocol, tactics, strategy, military law,
and basic interstellar politics. Commercial spacehands must
learn some business economics, accounting, and law. Anyone
with ambitions for a senior officer’s berth must master not
only all the skills in his own department, but also a smattering
of all the skills relevant to others. As a result, much of any
crewman’s “off-duty” time is taken up with training — person-
al study on the ship’s computer net, small-team instruction
from senior crew, arranging to take examinations, and so on.

Free Time

After all duties have been taken care of and training has
been attended to, the starship crewman returns to crew quar-
ters for a well-earned rest. He may seek out his own enter-
tainment on the Shipboard Information Service, curl up with
a good book, or use the crew lounge.

Starship crewmen naturally socialize with each other
when off duty. Shipboard protocols permit this, although

certain kinds of relationships are discouraged if they threaten
to impair effectiveness, harm morale, or raise questions of
favoritism. In the military, these relationships are generally
called “fraternization,” and can involve romantic ties, private
business partnerships, gambling, or loans of money (among
other things). Such relationships are sometimes permissible if
both parties are of about the same rank and don’t have duty
together, but even in such cases they are discouraged. Viola-
tion of the fraternization rules will usually harm both parties’
careers, and may lead to involuntary transfer or a discharge.

Large merchant lines usually follow the military in the
nature and strictness of rules about fraternization. Small mer-
chant lines, free traders, and private starships are much more
lax; indeed, it is not uncommon for such crews to include
married couples or even larger family units. Even there, how-
ever, disputes between crewmen must be kept limited in
scope. A starship is a small community, utterly dependent on
close cooperation for its survival; an intractable dispute can
be as dangerous as a breach in the hull.

OFFIcCER’s DuTIES

An ordinary crewman has well-defined, but limited,
responsibilities. The weight on an officer’s shoulders is far
greater. He must operate the ship’s most critical systems, and
make decisions affecting the lives of everyone aboard.

On most starships, officers can be found in two areas of
crew organization.

Crewmen who serve at critical stations on the bridge or in
other control spaces are usually officers, even on the smallest
ships. On small ships, these officers usually all serve in a sin-
gle department, called the operations department on military
ships, or the deck department on merchant and privately
owned ships. The ship’s executive officer is normally the head
of this department, reporting directly to the captain. On larger
ships, each bridge officer is likely to be a department head in
his own right.

Elsewhere in the ship, each department will be led by at
least one officer of its own, the department head.

PiLoT

Knowing how to direct a starship to its destination is
critical — it doesn’t matter how well-tuned your drives are if
you don’t know where to aim them! The pilot (“helmsman”
on larger vessels) is responsible for maneuvering the starship.
While flight in space is very mathematical, atmospheric
flight and orbital maneuvering are less predictable and call
for a finely developed sixth sense for trouble before it starts.

Rules for piloting in normal space are on p. GT119.

ASTROGATOR

The astrogator is responsible for directing the pilot. In
normal space, this means plotting orbits, notifying the pilot of
navigational hazards, and so forth. His most important task is
generating the jump plot — without a valid jump plot, a star-
ship might misjump horribly or even be lost forever.

Rules for astrogation and jump are on pp. GT120-121.
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FLicHT CONTROLLER

Vessels with many auxiliaries, such as naval carriers,
require central coordination to avoid collisions — particularly
during launch and recovery operations. Like the traffic con-
trollers of a starport (see p. T:ST26), flight controllers
require nerves of steel and the self-confidence of an ace
fighter pilot. They frequently suffer from stomach disorders,
nervous conditions, and outright mental breakdowns.

The flight controller plans flight paths and communicates
them to pilots, coordinates arrivals and departures with hangar
and launch-tube crew, anticipates and resolves possible colli-
sions — and does it all over again when the starship maneuvers.

The basic roll to avoid trouble is Professional Skill:
Flight Controller (M/A)+3, rolled once per space combat
round. Apply a penalty to skill of 1 per G of evasion or 2 Gs
of straight acceleration applied by the main starship. If the
controller fails, all auxiliary pilots must roll against their
Piloting with a penalty equal to the amount the controller
failed by, with failure indicating an accident.

SeENsOR OFFICER

A ship’s sensors are its eyes and ears. Under routine cir-
cumstances, a small vessel doesn’t need a full-time electron-
ics operator. Larger vessels — and smaller vessels anticipating
trouble, like scouts and warships — employ electronic-
operations specialists.

The sensor officer is essentially a smart monitor of the
ship’s passive and active sensor systems. Although GURPS
Traveller sensor systems function with a high degree of
automation, they still require a crew member to deal with
unusual sensor returns. Large ships, especially military ves-
sels, will have a whole “sensor department” to man a large
number of sensor systems.

The sensor officer spends his duty shift watching for any
unusual sensor contacts. When a contact appears, he deliber-
ately uses the sensors and ship’s computers to develop more
information about it. In particular, if the contact turns out to be
another vessel, he must determine its course, heading, and
probable identity. Every contact of significance must be
brought to the attention of the officer of the watch, although in
crowded space the sensor officer must use his own judgment

to determine which contacts are “significant.” Finally, every
contact must be tracked as long as it remains relevant to the
ship.

Basic rules for sensor use in GURPS Traveller are given
on pp. GT165-166 and p. GT173.

CovimunNicAaTIONS OFFICER

A ship’s communications officer is critically important,
despite often being overlooked by unsophisticated observers.
His duties are quite varied, and require constant intelligent
judgment. All but the smallest ships have a communications
officer; on larger ships, a “communications department” is
often one of the first to be given independent status.

Message Traffic

The communications officer’s primary duty is the han-
dling of message traffic. Incoming messages must be for-
warded to the appropriate officers, while outgoing messages
are formatted and allocated to the correct channels. Message
clarity must be monitored and backup channels or systems
must be used, if necessary. All messages must be logged; this
process is mostly automatic, but a responsible officer must
still check and “‘sign” the log on a regular basis.

Under normal conditions, successfully sending and receiv-
ing messages is automatic for any qualified officer. Under
adverse conditions, roll against Electronics Operations (Com-
munications), with a skill penalty set by the GM depending on
local conditions. Failed rolls indicate either slower transmis-
sion or missing data, at the GM’s discretion. GMs may also
require a skill roll when a communications officer is dealing
with particularly intense traffic. Failure on this roll indicates
that some messages are delayed, not that they are lost.

Distress Channels

Although an RVO program (p. 70) can monitor distress
channels, when a signal is detected the communications offi-
cer must resolve it and, if it is real, notify the watch officer. A
mayday is never responded to without higher authorization;
by convention, once a ship has responded to a distress signal,
it is obligated to render assistance, and deciding to do so is
the captain’s responsibility.
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Recognition Signals

The Imperium maintains standards for recognition sig-
nals, but ships traveling outside Imperial borders must be
aware of, and comply with, the wishes of their destination
systems. The communications officer is responsible for
broadcasting all required signals.

Communications Security

In military vessels, the communications officer can also
be a cryptography specialist, encoding and decoding mes-
sages. On smaller vessels he will also handle “signals intelli-
gence” and traffic analysis. In the event of disaster, a
military communications officer is responsible for destroy-
ing all communications equipment, codes, and other
sensitive information to prevent their capture by the enemy.

WeaPONS OFFICER

Most commercial ships will not have a weapons officer
as such; weapons are manned by crewmen from other depart-
ments on an ad hoc basis, and they will report directly to the
bridge during combat. Only warships are likely have a formal
weapons department, reporting to a weapons officer.

On a ship that does have a dedicated gunnery crew, the
weapons officer is the tactical liaison between them and the
captain. He allocates weapons fire among available targets,
coordinates the handling of physical ordnance, and often gives
the actual orders to fire. When the ship is not in combat, he
supervises maintenance of the ship’s weapons systems.

CHIEF ENGINEER

The engineering department is the core of any vessel —
just ask the men and women who work there. Without their
dedication, the ship doesn’t move, the freshers overflow, and
the hull itself loses structural integrity. When things break
down, either through old age or combat damage, engineering
is right there to make sure it gets fixed. The men and women
of engineering are called engineers — some may be true engi-
neers as GURPS uses the term, but the majority of them are
actually mechanics and technicians.

Contrary to popular belief, engineering (or main engi-
neering or main control) is not where the chief engineer
spends his every waking moment. He usually has an office
located nearby; he may even work directly out of his state-
room. The big machinery that provides the power, life sup-
port, and propulsion for the vessel is located in engineering,
and that’s where the majority of the engineering department
stands watches, but there are many other locations on the
ship that require manning, too.

PuRseERrR

Every commercial ship, even the smallest, will have a
purser. His primary duty is ensuring that the ship remains a
profitable enterprise. He is in charge of all the ship’s com-
mercial payload, both cargo and passengers. He supervises
all cargo-handling operations, verifies passenger bookings,
oversees the activities of ship’s stewards, tracks the ship’s
accounts, and helps the captain with administrative details.

Far Trader exhaustively covers the details of operating a
commercial starship, including all of the matters that will
normally fall under the purser’s care.

Private non-commercial vessels may include a purser, just
to handle the ship’s accounts and provide luxury passenger
accommodations. Military ships may not employ pursers; if
there is no such officer, the analogous duties will fall to the
captain, executive officer, logistics officer, or other personnel.

MEepicaL OFFICER

All but the smallest starships employ medical personnel,
especially if they carry passengers (and especially if they
carry low berths). On a small commercial ship, the medical
officer reports to the purser.

On large ships and military vessels, sickbay is run by its
own department, commanded by the chief medical officer
(sometimes called the chief surgeon). Since warships do not
always employ a purser department, crew morale is some-
times considered a matter for the medical department. Very
large ships may employ a few psychologists with training in
shipboard social dynamics, and the morale officer may report
to the medical department.

CAapPTAIN’S DUTIES

The captain is the most important person on board. On
large starships, command is his only job; on smaller vessels
he will also fill another role, usually that of pilot. Everything
that happens on board ship is the captain’s responsibility. He
may delegate, but the final responsibility is his, and he will
be held accountable for the actions of his crew.

Popular television series to the contrary, the captain does
not abandon the bridge to personally investigate every
strange occurrence. His responsibility is to the entire ship; his
duty ties him to the bridge, where he has immediate access to
sensors and communications.

While the captain is always on call, he has to sleep
sometime. Law and custom provide for watch officers who
assume temporary command when the captain is off duty.
While they have the authority of a captain, they are expected
to know their limits and to wake the captain for major deci-
sions. If the captain is unavailable, however, they must act in
his stead for the safety of the ship and all aboard her.

Meanwhile, many military and large commercial vessels
designate an executive officer or first officer. This officer
serves as the captain’s senior assistant and second-in-
command. He is usually a senior officer with plenty of expe-
rience, putting the final polish on his command skills before
moving into a captaincy of his own.

Management

Much of a captain’s job is simple administration.

The captain (and executive officer, if there is one) must
oversee crew performance, issuing awards and reprimands,
making promotions, arranging for transfers, and so forth. On
many commercial ships, the captain hires the crew himself.

The captain must also see to all the other paperwork that
every starship generates — cargo manifests, supply purchases or
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requisitions, customs documents, financial documents — every-
thing must be completed or at least signed by the captain. This
paperwork load is particularly heavy on merchant ships, but
even military ships carry a lot of administrative overhead.

In particular, every starship maintains a “logbook.” The
captain or first officer maintains a rough log, taking notes on
ship’s activities as they occur, possibly adding reports from
other officers or crewmen. At some point, the rough log is
edited into a smooth or official log, which is stored on an
unalterable medium and can be referred to via the ship’s
main computer. The captain must approve all entries in the
official log, and will usually sign each block of entries. The
log serves to document the ship’s activities, and can serve as
evidence if the ship and its crew ever face legal action.

Another common administrative duty which the captain
never designates is the filing of flight plans. A flight plan is a
public declaration of intent to pilot a vessel from one location
to another, and is required by traffic-control authorities in
every civilized star system. See p. T:FT73 for more
information on flight plans.

Command

Aside from the routine of management, the captain must
command. He is ultimately responsible for all decisions affect-
ing ship’s operations. By tradition, even if he works for a larger
institution, he is sole master of his ship when it is underway.

In the game, a captain’s actions in command are best
addressed through interactions between the GM and the play-
er. Critical situations can be handled using rolls against Lead-
ership (to motivate crewmen under stress), Shiphandling (to
competently oversee the ship’s maneuvers), or Shipmaster (to
oversee other operations or correctly handle ship procedures;
see below).

- STARSHIP SKILLS
The following skill listings first appeared in Far
Trader and are repeated here for convenience.

Shiphandling/TL see p. Cl161

This is the skill of commanding a large (1,000
dtons or more) starship. The person at the helm still
needs Piloting skill. Officers on large vessels should
add Shiphandling (and its prerequisites) to the templates
in Chapter 3 of GURPS Traveller.

Shipmaster/TL Defaults to IG-5,
Astrogation-3,
or Aviation-4

This is the professional knowledge of spaceship
operations and procedures, port protocols and ship’s
business. Shipmaster is an ultra-tech version of Sailor
skill (see p. CI154), and covers the information in
Chapter 4 of Far Trader. 1t is to spacecraft what Avia-
tion skill (p. CI153) is to aircraft; these skills default
either way at -4.

Leadership

The most difficult of a captain’s responsibilities is possi-
bly the most imponderable as well: leading the ship’s crew.

Starship crewmen are, when it comes down to it, people.
Their profession often involves long hours of strenuous or
painstaking labor, under conditions of great stress (in the
middle of battle, after a 16-hour shift of cargo handling, and
so on). If they are to perform well, they must be motivated to
give their best every day.

The nature of good leadership is hard to define, and can
be noticeably different on different ships. An Imperial Navy
vessel will have a completely different “leadership culture”
than a merchant ship, a ship crewed by Vilani will be led
differently than one crewed by Vargr, and so on.

One common principle is that of respect — a good leader
is respected by his subordinates. Among Humans, this usual-
ly means that the leader works hard, knows his job, is trust-
worthy, makes good and timely decisions, and is tough of
body and mind. Another important item is compassion for
one’s subordinates. A leader must insist on loyalty and good
performance from his crew, but must also remember that
each crewman is motivated by different things, and must take
due care for his subordinates’ feelings.

If a PC captain needs to interact with NPC crewmen, see
Loyalty of Hirelings, p. B195. This mechanism can be used
even if the captain didn’t actually hire his own crewmen, as
on a military starship, or on a commercial ship where hiring
is taken care of by a corporate office. A secret reaction roll
for each crewman can help indicate which man is going to be
a hard worker and which will be a “problem file.”

The GM should fill in the details of why each crewman
has the attitude he does. That engineering technician who
seems hard-working and dependable may be counting on
rapid promotion, and might slack off if he thinks he is stuck in
a dead-end position. On the other hand, the steward who
snaps at passengers and spends most of his off-duty time hid-
ing in his cabin may simply be worried about family members
on his homeworld — and the captain, using his contacts, may
be able to help out. Naturally, each crewman’s situation
should be designed to give the GM some adventure hooks . . .
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THREE TWISTS

The most common starship-centered campaign form in
Traveller is probably the “small tramp freighter” campaign,
in which the PC party makes up the entire crew of a small
starship. Players who are tired of this premise might try one
of the following twists to make their game more interesting.

Captain's Table

The PCs are all command officers on a medium-sized
starship. For a trading campaign, use a subsidized mer-
chant vessel; see p. GT146 or p. T:FT138 for examples. A
military campaign can use a Gazelle-class close escort (p.
97), a 400-ton patrol cruiser (p. 86), or (for extra dirtside
action) a Broadsword-class mercenary cruiser (p. GT139).
All of the ordinary crewmen and junior officers are NPCs,
drawn up and handled by the GM.

This campaign concept is oriented around the details
of command, without the need for some players to take on
subordinate roles. Military starships will take on patrol and
escort missions, with the occasional combat situation even
in peacetime. Merchant starships will be concerned with
making a profit; if the GM and players like the minutiae of
management, they can use the full rules from Far Trader
and track every shipment, every passenger, and every pur-
chase of repairs or supplies (while undertaking other
adventures as opportunities arise).

In either case, the campaign can also be very character-
~ driven, as the rest of the ship’s crew presents a series of role-
 playing challenges. Every crewman will have personal

connections to events outside the ship, providing plot hooks.
Some crewmen wﬂl be competent and ambitious, whlle oth-

Note that the “Lower Decks” campaign can easily turn
into a more traditional merchant’s game, or even a “Cap-
tain’s Table” game, as the crew members gain experience
and are promoted.

Looking for a Ship

This concept involves roleplaying the “prior history™
of a group of Traveller characters. It works best for mer-
cantile adventures. The GM should choose a base world,
preferably with a Class V starport and in the midst of an
extensive web of trade routes. In the Spinward Marches,
worlds such as Efate, Glisten, Regina, or Rhylanor are all
good choices. In the Solomani Rim, the density of trade
yields literally dozens of candidates.

Each player should generate a “core” character, pre-
sumably an inexperienced crewman. All of the core char-
acters begin on the base world, will know each other
personally, and should be able to get along if they find
work on the same ship. They will not necessarily end up on
the same ship, however — they may well find work on dif-
ferent ships, heading in different directions and working
for different merchant lines.

Each adventure will focus on the activities of one ship
on one trading voyage. Players whose core characters are
not present can take the roles of NPC crewmen, or can play
Adversary roles (see pp. B180-181). The adventures will
often be set many parsecs apart, and may be independent
(or the GM can develop a long-range plot to link them,
slowly revealing it to the players across many adventures).
After an adventure or two, shi
base world. Core characters wil &
change jobs, moving fr
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PASSENGERS

Being a passenger on a starship is not much
different from being locked in a small hotel
room, with no business to attend to and
nowhere to go, for a week. Much of the way
passengers are handled is intended to make this
experience as pleasant as possible.

Entertainment

Passengers are normally provided with a
wide variety of reading material, holographic
movies, games, and other amusements. Much
of this is accessible through the Shipboard
Information Service (p. 8). On large passenger
liners, one or more live entertainers may be
booked, and there are usually scheduled activi-
ties to divert the passengers from their cabin
fever. Repeat business is an important consid-
eration, so most starship crew members who
interact with passengers are trained on how to
deal with passenger boredom before it
becomes displeasure.

Security

Stateroom doors can be locked by the occu-
pant — keyed by voice, handprint, face recogni-
tion, or a physical keycard in any combination
(set when the passenger boards). Staterooms
contain a small safe, and many ships have
secure spaces in the ship’s locker for passen-
gers’ valuables. Only the command staff has
override keys for staterooms and other locks on
their ship, for use in emergencies.

On most vessels, passengers are restricted
to certain areas of the ship except when board-
ing or debarking. This is primarily for the pas-
sengers’ safety and the proper operation of the
ship. (Engineers hate curious passengers nosing
around the machinery.) It is also an anti-hijack-
ing precaution. All but the smallest of ships
require passengers to check their weapons with
the purser, and those who bring weapons aboard
may be monitored for antisocial or violent ten-
dencies. Other anti-hijacking protocols, such as
video monitoring of the passenger lounge, may
be implemented at the discretion (and paranoia)
of the captain.

OUR ATTENTION, PLEASE . . .
 “Good afternoon, ladies and gentlemen. Welcome aboard the
Cote d’Azure. I am your steward and ship’s safety officer, Negasanin
Ukanegashir. Imperial regulations require that all passengers be made
familiar with emergency procedures before liftoff. During lifioff, pas-
sengers are requested to seat themselves here in the ship’s lounge. In
the event of an emergency before orbit is achieved, passengers should
remain in their seats until the ship lands, when they should proceed to
the egress ports, there, there, and there.

“In the event of a decompression incident, this alarm will sound.
[Klaxon wails.] Passengers in a depressurizing area should immedi-
ately locate the nearest emergency-rescue ball. These orange packs
containing an emergency-rescue ball are situated around the ship,
mounted on the walls of all compartments. Passengers are requested
not to open the packs unless instructed to do so by an officer of the
ship or if the decompression alarm is activated. My colleague, Hiroshi,
will now demonstrate the method of donning the emergency rescue
ball. This demonstration ball is completely transparent to enable you
to see the operation; the real ball is opaque on one side and semi-
transparent on the other.

“To open the ball, grasp the two handles and pull apart. The main
structural frame of the ball will automatically unfold into a circle.
Retaining hold of the handles, push your head into the ring and draw
it down over your body. When the frame is approximately at waist-
height, kneel, roll onto your back, bring your knees up and pull the
handles together to meet under your feet. As you bring the handles
together, the ball will seal automatically and then inflate. In the event
that the ball does not seal automatically, pull this fastener all the way
along the frame. Please ensure that no loose items block the opening,
or a proper seal will not be maintained, leading to loss of pressure.

“The rescue ball will independently supply air for at least 15 min-
utes. If rescue is not expected before that time, a ship’s officer will con-
nect you to an external oxygen supply. Also attached inside the ball is
a puncture-sealing kit and first-aid kit. Instructions on their use are
included with each kit and are duplicated in your passenger orienta-
tion packet — we encourage you to review these instructions in advance
of any emergency, as there may not be time later. External to the res-
cue ball are a location transponder; radar reflector, and flashing bea-
con, which all deploy automatically when the pack is opened.

“Thank you, Hiroshi. In the event of an emergency not covered by

 this denwnsn'auon, passengers shouid Sfollow d:recnons given by rhe
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Crew is the number of personnel that the
module requires.
Power is the rating of the power slice
in the module in MW. This is used to
determine the final size of the reactor
when designing deck plans. If deck
plans are not being drawn for your ves-
sel, you may ignore this column.

The following tables provide the design-
system data for the spaceship systems
described in this book. Each general type
of module begins with a paragraph giv-
ing page references elsewhere in this
book for more detailed descriptions of
the listed modules and their functions.

Key Special circumstances for other
Spaces is the number of spaces table values will be explained in the
(dtons) taken up in the hull. introductory paragraph for any general

Mass is the mass in stons.
Cost is the cost in megacredits, or MCr.

type, or in a special endnote for specific
module types.

ENGINEERING AND POWER PLANTS

See pp. 36-37 for descriptions of these systems that fom FFuUueL TANKS

the core of 4 veasel’s ability to function. See pp. 40-41 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Engineering/7 35 166 442 01 0 g:’)‘l;’: T Sl’?w‘ 21:)’“55 %ﬂf Cfg“’ Poger
Engineering/3 S 66 0624 0 0 & pe ' :

e ‘ollapsible Tank/8 1 10 04 0 0
Engineering/9 35 134 S02 0 O DemountableTanks7 1 033 064 0 0
Erenal N S . O DemountableTanks8 1 015 064 0 0
Enoneaingil 2. 0 o6 016 O 0 Jump Fuell7 B e 0
Engineering/13 1 oEsE gy g 0
Small Mod./7-12 D5 <125
Small Mod./13 05 -0.625 GrAviITIC SYSTEMS
Niiiié: Spaces Mass Cost Crew Power See pp. 39-40 for descriptions of these systems.
Small-Cr. Bridge Add-On/7 35 152 449 0 005  Name Spaces Mass Cost Crew Power
Small-Cr. Bridge Add-On/8 1 485 0629 0 005  Utlity/8 ' SHUlETES 057710
Small-Cr. Bridge Add-On/9 25 114 502 0 005  Utlity/9 o= (550 010
Small-Cr. Bridge Add-On/10 05 196 032 0 005  Utlity/10 1 115 030 0 10
Small-Cr. Bridee Add-On/11 05 165 0.155 0 0.001 Utility/11-12 1 115 025 0 10
Small-Cr. Bridge Add-On/12 0.5 140 016 0 0001  Utility/13 TS0 H0
Name Spaces Mass Cost Crew Power Name Spaces Mass Cost Crew Power
Power Core/7 RY =il A 0 ST Utility/8 R STyl e R
Power Core/8 05 06 01 0 ST Utility/9 05 469 0653 0 296
Power Core/9 25 10 5 0-1 0 ST Utility/10 05 636 0168 0 556
Power Core/10 05 1 03 01 0 ST Utility/11-12 05 636 014 0 556
Power Core/11 05501 015 01 0  STUiliy/13 S EPA 04 05556
Name Spaces Mass Cost Crew Power Name _ Spaces Mass Cost Crew Power
PowerPlantSlice/7 05 2 08 0 05 Contragravity/8 05 226 0385 1/6 09
Power Plant Slice/S 0.5 2 04 0 1 Contragravity/9 05 256 0616 17 3
Power Plant Slice/® 0.5 2 08 0 4 Contragravity/10 05 351 015 125 10
Power Plant Slice/10 0.5 2 0.2 0 20 Contragravity/11 0.5 351 0101 1/50 10
Power Plant Slice/I1 05 2 Ol 9D Contragravity/12 05 351 0101 1/100 10
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GraviTiIcC SYysTEMS (CONT.]

Name Spaces Mass Cost Crew Power
Comb. Gravitics Sys./8 4 486 2.66 1/6 543
Comb. Gravitics Sys/9 1 765 114 1/80 523
Comb. Gravitics Sys./10 0.5 5.66 0.154 1/500 5.53
Comb. Gravitics Sys/11 0.5  5.66 0.126 1/1,000 5.53
Comb. Gravitics Sys./12 0.5 5.66 0.126 1/2000 5.53
Comb. Gravitics Sys/13 0.5 554 0.127 1/2000 553

Name Spaces Mass Cost Crew Power
Repulsor Beam/10 1 104 0107 O 8.5
Repulsor Beam/11 1 104 0065 O 8.5
Tractor Beam/13 1 104 0065 O 8.5
Comb. Beam/13 1 104 0068 O 8.5

ENERGY BANKS

See p. 37 for descriptions of these systems. Early TL7 is
lead-acid battery, late TL7 and early TL8 are advanced bat-
tery, and all others are rechargeable power cells.

Name Spaces Mass Cost Crew Power (MWs)
Energy Bank/Early7 1 50 0.125 0 50,00
Energy Bank/Late7 1 25 05 0 10,000
Energy Bank/Early8 1 125 075 0 25,000
Energy Bank/Late8 1 25 5 0 450,000
Energy Bank/9 1 25 5 0 675,000
Energy Bank/10 1 25 5 0 900,000
Energy Bank/11 TiZ95 5 0 1125000
Energy Bank/12 95 5 0 1,350,000
Energy Bank/13 25 -5 0 1,565,000
HypbroceN-FUELING UNITS

See p. 41 for descriptions of these portable systems.
Name Spaces Mass Cost Crew Power Notes
Hyd. Fueling Unit/7 4 472 17 0 79 550gph
Hyd. FuelingUnit/8 4 472 88 0 19.6 1400gph
Hyd. Fueling Unit/9 2 358 129 0 315 2,250 gph
Hyd.Fueling Unit/10 2 13.1 136 0 56 4,000 gph
Hyd. Fueling Unit/11 2 188 1.13 0 70 5,000 gph
SECURITY

See p. 69 for descriptions of these systems.
Name Spaces Mass Cost Crew Power
Brig/7 4 341 0177 0 002
Brig/8 47 0122 0 002
Brig/9 4 174 0081 0 002
Brig/10 4 114 0052 0 002
Brig/11 4 804 004 O Neg.
Brig/12 4 560 0030 O Neg.
Brig/13 4 444 0026 O Neg.
Name Spaces Mass Cost Crew Power
Double Cell/7 20 a3 017 0O Neg.
Double Cell/8 2. 26 0115 0 Neg.
Double Cell/9 2 164 0074 0 Neg.
Double Cell/10 2 104 0045 0 Neg.

Misc. ENGINEERING SYSTEMS
See p. 41, p. 65 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Mini-Workshop/8 1 526 002 0 O
Complete Workshop/7 D5 =15 006 0 O
Name Spaces Mass Cost Crew Power
Starship Shipyard/9 600 600 30 100 O

Non-starship Shipyard/7 500 500 20 100 0

Name Spaces Mass Cost Crew Power
Fuel Processor/8 1 367 0733 0 1

Fuel Processor/9 1 467 128 0 = 35
Fuel Processor/10 1 11 08 0 8

Name Spaces Mass Cost Crew Power
Fuel Electrolysis/7 =305 P9 433 0 295
Fuel Electrolysis/8 155 644 123 0 295
Fuel Electrolysis/9 45 174 617 0 295
Fuel Electrolysis/10 1.5 559 0559 0 295
Fuel Electrolysis/11 15 559 0411 -0 295
Name Spaces Mass Cost Crew Power

Comb. Fuel Electro/Proc/8 85 358 691 0 158
Comb. Fuel Electro/Proc/9 3 127 419 0 178
Comb. Fuel Electro./Proc./10 1
Comb. Fuel Electro./Proc/11 1

435 056 0 178
435 0471 0 178

Name Spaces Mass Cost Crew Power
Double Cell/11 2 704 0033 O Neg.
Double Cell/12 2. 404 00230 Neg
Double Cell/13 2 344 0019 0 Neg.
Name Spaces Mass Cost Crew Power
Cell/Armory/Safe/7 121 0.09 0 Neg.
Cell/Armory/Safe/8 1= =17 0073 0 Neg.
Cell/Armory/Safe/9 1 11 0048 0 Neg.
Cell/Armory/Safe/10 1 7 0031 O Neg.
Cell/Armory/Safe/11 1 5 0023 0 Neg.
Cell/Ammory/Safe/12 1 34 0017 O Neg.
Cell/Armory/Safe/13 1 26 0013 0  Neg

Security Station: See Auxiliary Control Station/Duplicate
Controls, p. 43, p. 133.
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QuUARTERS AND LIFE SUPPORT

See pp. 56-59 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Life Support/7 1 48 008 0 005
Life Support/8 05 251 0028 0 005
Life Support/9 05 1.14 0.018 0 005
Life Support/10 05 1 0008 0 0.05
Life Support/11 05 0345 0003 0 0.001
Name Spaces Mass Cost Crew Power
Bunkroom/7 4 6.8 0103 0 006
Bunkroom/8 4 558 0046 0 0.09
Bunkroom/9 4 427 0043 0 014
Bunkroom/10 4 480 0018 0 0.16
Bunkroom/11 4 192 0018 0 0002
Name Spaces Mass Cost Crew Power
Stateroom/7 4 408 0044 0 002
Stateroom/8 4 304 002 0 002
Stateroom/9 4 241 0016 0 0.02
Stateroom/10 4 24 0012 0 0.02
Stateroom/11 4 2 0.012. 0 =Nep,
Name Spaces Mass Cost Crew Power
Small-Craft Cabin/7 2 308 0037 0 0.02
Small-Craft Cabin/8 2 204 0013 0 0.02
Small-Craft Cabin/9 2 141 0009 0 0.02
Small-Craft Cabin/10 2 14 0005 0 0.02
Small-CraftCabin/ll 2 104 0005 0 Neg
MEDICAL

See pp. 65-66 for descriptions of these systems. Beds is the
number of patients that a medical module can handle at once.
Some of these “beds,” such as operating tables, might not strict-
ly be proper facilities for long-term care. Also, actual staffing of
medical modules can vary considerably from the listed norm.

Name Spaces Mass Cost Crew Power
Alien Environ. Suite/7 4 103 0.184 0 0.021
Alien Environ. Suite/8 4 429 0067 0 0.021
Alien Environ. Suite/9 4 328 0047 0 0.021
Alien Environ. Suite/10 4 3 0039 0 0.021
Alien Environ. Suite/11-12 4 = 254 0024 0 Neg.
Alien Environ. Suite/13 4 229 0026 0 Neg.
Name Spaces Mass  Cost Crew Power
Passenger Couch/7 1 134 02001 O 0.006
Passenger Couch/8 1 106 008 0 0.006
Passenger Couch/9 1 0773 0077 0 0.006
Passenger Couch/10 1 054 0075 0 0.006
Passenger Couch/11 1 054 0073 0 0.001
Name Spaces Mass Cost  Crew Power
Office/7 4 10.6 0274 0 0.16
Office/8 4 6.32 0.082 0 0.16
Office/9 4 3.68 0.050 0 0.16
Office/10 4 3.54 0.018 0 0.16
Office/11 4 2.16 0.009 0 0.002
Office/12 4 1.92 0.009 0 0.002
Name Spaces Mass Cost Crew Power
Luxury Modifications x5

Name Spaces Mass Cost Crew Power Beds
Low Berth/9 05 2 022 0 Neg 4
Name Spaces Mass Cost Crew Power Beds
Emerg. Aid Station/7 0.5 0245 0001 1/2 Neg. 2
Emerg. Aid Station/8 0.5 0345 0.061 1/2 Neg. 2
Emerg. Aid Station/9 0.5 051 0078 1/2 Neg. 2
Emerg. Aid Station/10 0.5 0455 007 1/2 Neg. 2
Emerg. Aid Station/11-12 0.5 0405 0.07 1/2 Neg. 2
Emerg. Aid Station/13 0.5 0755 0.17 1/2 Neg. 2
Name Spaces Mass Cost Crew Power Beds
Sickbay/7 1 0372 0052 1 0001 2
Sickbay/8 1 0471 0112 1 0001 2
Sickbay/9 1 086 0.163 1 0.001 2
Sickbay/10 1 075 016 1 0001 2
Sickbay/11-12 I 085 021 1 0001 3
Sickbay/13 151591 - 0512 1 g 00F 53
Name Spaces Mass Cost Crew Power Beds
Operating Theater/7 1 0319 0.109 0 0.001 2
Operating Theater/8 15— 0417-0.167 0 0001 2
Operating Theater/9 1 039 0136 0 0.001 2
Operating Theater/10 1 0385 0.121 0 0.001 2

Name Spaces Mass Cost Crew Power Beds
Evacuation Bay, Basic/7 2 152 0023 1 0.006 12
Evacuation Bay, Basic/8 2  1.81 037 1 0.007 12
Evacuation Bay, Basic/9 2 1.5 0.189 1 0.007 12
Evacuation Bay, Basic/10 2 1.2 0.097 1 0.007 12
Evacuation Bay, Basic/11 2 1.02 0.097 1 0.002 12
Name Spaces Mass Cost Crew Power Beds
Evacuation Bay,Adv./9 4 42 061 1 0007 12
Evacuation Bay, Adv./10 4 33 061 1 0007 12
Evac. Bay, Adv./11-12 4 252 0607 1 0.002 12
Evacuation Bay, Adv./13 4 672 181 1 0.001 12
Name Spaces Mass Cost Crew Power Beds
Military Sickbay/7 3 754 0181 1 0008 4
Military Sickbay/8 3 516 0173 1 0008 4
Military Sickbay/9 3 515 0209 1 0008 4
Military Sickbay/10 3 466 0205 1 0008 4
Military Sickbay/11-12 3452 0252 10002 5
Military Sickbay/13 3 407 0564 1 0002 5
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RECREATION FACILITIES

See p. 60 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Hall/Bar/Conf. Room/7 10 02 0003 0 O

Name Spaces Mass Cost Crew Power
Civilian Holoventure/9 30 414 141 0 0022
Civilian Holoventure/10 30 3.66 061 0 0013
Civilian Holoventure/11 30 364 0302 0 0012

Name Spaces Mass Cost Crew Power

Military Holoventure/9 30T 0 0022
Military Holoventure/100 30 237 081 0 0013
Military Holoventure/11 30 156 0422 0 0.012
Military Holoventure/12 30 11.6 0384 0 0.012
Military Holoventure/13 30 863 0351 0 0.012

Name Spaces Mass Cost Crew Power
Shooting Range/7 10 40 0451 O Neg
Shooting Range/8 10 25 0301 O Nes.
Shooting Range/9 10 15 0201 0 Neg.
Shooting Range/10 10 10 015 0O Neg.
Shooting Range/11 10 601 011 0 Nes

SURVIVAL SHELTERS

See p. 67 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Locker Survival Shelter/7 0.5 45 0079 0 0.001
Locker Survival Shelter/8 0.5 351 0062 0 0.001
Locker Survival Shelter/9 0.5 2.82 0.058 0 0.001
Locker Survival Shelter/10 0.5 1.95 006 0 0.001
Locker Survival Shelter/11 0.5 0963 0.04 0 Neg.
Locker Survival Shelter/12 05 0776 004 0 Neg.
Locker Survival Shelter/13 0.5 0.651 0.041 0 Neg.
Name Spaces Mass Cost Crew Power
Small Survival Shelter/7 15 124 0203 0 0002
Small Survival Shelter/8 1.5 104  0.194 0 0.002
Small Survival Shelter/9 1.5 871 0209 0 0.002
Small Survival Shelter/10 1.5 592 0216 0 0.002
Small Survival Shelter/11 1.5 23 0131 0 0.001
Small Survival Shelter/12 15 193 0.131 0 0.001
Small Survival Shelter/13 1.5 203 0233 0 0001

HABITATS

See p. 66 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Null-G Arena/8 5,000 501 101 0 16
Null-G Arena/9 5,000 455 565 0O @ 16
Null-G Arena/10 5,000 448 261 0 16
Null-G Arena/11 5,000 448 253 0 16
Name Spaces Mass Cost Crew Power
Farm/7 10,000 20000 05 10 0O
Park/7 10,000;.:220,000 = 02 000
Name Spaces Mass Cost Crew Power
Factory/7 10,000 50000 26 12 10
Factory/8 10000 50000 - 14 12 10

Name Spaces Mass Cost Crew Power
Shooting Range/12 10 401 009 0 Neg
Shooting Range/13 10 251 0075 0 Neg
Name Spaces Mass Cost Crew Power
NullGHandball Court/8 35 7.17 03 0 0593
Null G Handball Court/9 35 213 0135 0 0593
Null G Handball Court/10 35  1.89 0022 0 0.593
Name Spaces Mass Cost Crew Power
Stagef] - 1605 0004 0 Nep
Theater/7 200 2107 001520 =Neg,
Ship’s Galley/7 05 193 0.005 0-1 Neg.
Gymnasium/7 25 05 0 0 0
Swimming Pool/7 6 2715 0031 0 0

For swimming pools, the first mass value is when filled,
the second when empty. Space vessels with pools should
install one spacedock module per pool module to evacuate the
water on demand.

Name Spaces Mass Cost Crew Power
Luxury Modifications x5 S
Name Spaces Mass Cost Crew Power
Med. Survival Shelter/7 3 229 0363 0 0004
‘Med. Survival Shelter/8 3 194 0355 0 0004
Med. Survival Shelter/9 3 165 039 0 0.004
Med. Survival Shelter/10 3 112 0404 0 0.004
‘Med. Survival Sheleer/11 = 3 41 0231 0 0001
‘Med. Survival Shelter/12 ’3 350931 0. 0001
Med. Survival Shelter/13 3 37 0435 0 0.001
Name Spacos Mass Cost Crew Power
Large Survival Shelter/7 85 648 102 0 0013
Large Survival Shelter/8 85 557 0983 0 0013
Large Survival Shelter/9 8.5 47.1 1.08 0 0.013
Large Survival Shelter/10 85 314 1.12 0 0.013
Large Survival Shelter/11 85 97 0578 0 0003
Large Survival Shelter/12 85 82 0578 0 0003
Large Survival Shelter/13 85 92 108 0 0003
Name Spaces Mass Cost Crew Power
Factory/9 10,000 50,000 12 == 198 E 10
Factory/10 10,000 50000 101 12 10
Name Spaces Mass Cost Crew Power
Housing/7 10000 40000 116 0 0.1
Housing/8 10000 40000 104 0 01
Housing/9 10,000 40,000 1.02 0 0.1
Housing/10 10,000 40,000 1 0 01
Name Spaces Mass Cost Crew Power
Plaza/7 10,000 30,000 116 O . 0.1
Plaza/8 - 10,000 3_0,0.00.",': 104 0= 01
Plaza/9 10,000 30,000 .02 0 01
Plaza/10 10,000 30,000 1 0 0.1

APPENDIX A: MODULE TABLES

127



MISCELLANEOUS SYSTEMS

See p. 67 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Boarding Clamp/7 35 40 36.7 0 04
Boarding Clamp/8 2526 47— 0 04
Boarding Clamp/9 1.5 19 18.1 0 0.4
Boarding Clamp/10 1 121 12 0 04
Boarding Clamp/11 1....934 907 0 04
Boarding Clamp/12 05 606 6 0 04
Name Spaces Mass Cost Crew Power
Large Entry Module/7 1 3 0011 O 0
Large Entry Module/13 0.5 2 0019 0 0
Small Entry Module/7 0.5 2 0.007 0 0

Ext. Cradle/Mag. Grap./7 1 125 025 0 0

Name Spaces Mass Cost Crew Power
Passage Tube/7 G353 0006 O 0
Pas. Tube, Ammored/7 05 6 0018 0O 0
Name Spaces Mass  Cost Crew Power
Launch Tube/M. Driver/8 2 21 04 10 05
Launch Tube/M. Driver/9 2 203 03 10 05
Launch Tube/M. Driver/10 2 20.1 0205 10 0S5
Name Spaces Mass Cost Crew Power
Mass Catcher/8 0 58 302 0 Neg
Name Spaces Mass Cost Crew Power
Vehicle Bay/7 1.05 05 0003 O 0
Hangar Bay/7 15 1 0.005 O 0
Spacedock/7 1 1 0005 O 0

Mass and cost are only paid once for the two bays; after
that, empty space at mass and cost 0 is added at the given
volume for each 1 dton of vehicle stowed. The same applies
to the spacedock, except that rwo modules are required for
each 1 dton of vessel stowed.

Name Spaces Mass Cost Crew Power

Hold R

Jump-TROOP SYSTEMS
See p. 55 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Drop Capsule Ready Rack/7 1 4 0.05
Drop Capsule Ready Rack/8 1 3 0.05
Drop Capsule Ready Rack/9 1 25 005
Drop Capsule Ready Rack/10 1 2 0.05
Drop Capsule Ready Rack/11 1 1.75 0.05
Drop Capsule Ready Rack/12 1 1.5  0.05

S oo oo o
S O O

Name Spaces Mass Cost Crew Power
B. Dress Ready Room/7 145500 0 Neg.
B. Dress Ready Room/8 B350 0 Neg.
B. Dress Ready Room/9 1 288 0 0 Neg.
B. Dress Ready Room/10 1 225 0 0 Neg.
B. Dress Ready Room/11 1 194 0 0 Neg.
B. Dress Ready Room/12 1 163 O 0 Neg.

These are also commonly called “the Morgue.”

Name Spaces Mass Cost Crew Power
Drop Capsule Launcher/7 1 1205100 #Neo:
Drop Capsule Launcher/8 1 12 0604 0O Neg.
Drop Capsule Launcher/9 1 12 0302 0 Neg
Drop Capsule Launcher/10 1 12 0.150 0 Neg.
Name Spaces Mass Cost
Drop Capsule/7 0.034 0925 0.012
Drop Capsule/8 0.034 0517 0.009
Drop Capsule/9 0.034 0353 0.008
Drop Capsule/10 0.034 0269 0.007
Drop Capsule/11 0.034 0203 0.007
Drop Capsule/12 0.034 0.169 0.007
Drop Capsule/13 0.034 0.145 0.006

Volume is not counted against ship’s volume; the Drop
Capsule Ready Rack module includes space for stowage. Mass
and cost do count toward ship’s loaded mass and fitted cost.
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ORrE PROCESSORS
See p. 67 for descriptions of these systems.

Name Spaces Mass Cost Crew Power Capacity
Ore Processor/7 400 2,230 325 15 200 0.4 dtons/hr
Ore Processor/8 400 2,120 162 10 400 0.8 dtons/hr
Ore Processor/9 400 2,180 247 6 1,200 2.4 dtons/hr
Ore Processor/10 400 2,350 39.3 5 3,600 7.2 dtons/hr
Ore Processor/11 400 2350 21.1 4 3,600 7.2 dtons/hr

TELEPORTERS

See p. 73 for descriptions of these systems.
Name Spaces Mass Cost Crew Power
T. Portal, Personal/13 =~ 15 96 168 1 16

T. Portal, Sm. Cargo/13 12 889 1562 148
T. Portal, Lg. Cargo/13 116 839 156 4 1480

Name Spaces Mass Cost Crew Power
T. Poc. Univ., Personal/13 0 0.155 0015 0 0
T. Poc. Univ,, Sm. Cargo/13 0.5 144 014 0 0
T.Poc. Univ.,Lg. Cargo/13 2.5 144 14 0 0
Name Spaces Mass Cost Crew Power
T. Portal, Personal/14 =04 6] 16

T. Portal, Sm. Cargo/14 05 37 148 2 148
T. Portal, Lg. Cargo/14 4 37 148 4 1480

EscarE CAPSULES
See p. 67 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Escape Capsule/7 05 882 105

Escape Capsule/8 055 204 0.297

Escape Capsule/9 05 356 017

Escape Capsule/10 05 251 013
Escape Capsule/11 05 129 0112
Escape Capsule/12 05 114 - 011
Escape Capsule/13 05 107 o011

OO ODO
SO OOoC OO

BeAacons
See p. 69 for descriptions of these systems.
Name Spaces  Mass Cost Notes

Small Beacon/7 1 6.82 0.253 62 per case

Small Beacon/8 1 6.76 0255 125 per case
Small Beacon/9 1 6.71 0.255 250 per case
Small Beacon/10 1 6.66 0.260 500 per case
Small Beacon/11 1 6.56 0.260 500 per case
Small Beacon/12 1 6.46 0260 500 per case

Name Spaces  Mass Cost Notes
Large Beacon/7 1 6.12 0.074 6 per case

Large Beacon/8 1 6.24 0.074 12 per case
Large Beacon/9 1 6.48 0.077 25 per case
Large Beacon/10 | 6.44 0.079 50 per case
Large Beacon/11 1 6.39 0.079 50 per case
Large Beacon/12 1 6.35 0.079 50 per case
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WEAPONS

See p. 46 for descriptions of these systems. Note that ships
often mount turrets with no weapons installed; purchasing and
installing turret weapons after construction is relatively simple.

TURRET LASERS
See p. 47 for descriptions of these systems.

Standard Lasers

Name Spaces Mass Cost Crew Power
Tur. Laser, 43-MJ/8 1 669 0875 0 1.43
Tur. Laser, 101-MJ/9 1= 8:63 w1 42 =0 5399
Tur. Laser, 250-MJ/10 1 83 082 0 111
Tur. Laser, 390-MJ/11 1 753 116 0 173
Tur. Laser, 405-MJ/12 1 78 068 0 18
Tur. Laser, 420-MJ/13 Lieas 0713 0 187
Tur. Graser, 390-MJ/14 1 846 13 0 195

Heavy Lasers

Name Spaces Mass Cost Crew Power
Tur. Laser, 130-MJ/8 3 20200963 0 =433
Tur. Laser, 303-MJ/9 3 =050 DS e 10 114
Tur. Laser, 810-MJ/10 3 276 271 0 36
Tur. Laser, 1.3-GJ/11 3 251 38 0 577
Tur. Laser, 1.3-GJ/12 3 25.1 218 0 578
Tur. Laser, 1.3-GJ/13 3 22510 218 50578
Tur. Graser, 660-MJ/13 3 143 218 0 33
Tur. Graser, 1.18-GJ/14 3 256 388 0 359

Mining Lasers

Name Spaces Mass Cost Crew Power

Tur. Mining Laser, 2.6-MJ/8 3 104 208 0 30
Tur. Mining Laser, 102-MJ/9 3 11.6 4.6 023
Tur. Mining Laser, 40-MJ/10 3 109 1.09 0 107
Tur. Mining Laser, 46.5-MJ/11 3 126 0648 0 124
Tur. Mining Laser, 46.5-MJ/12 3 126 0634 0 124
Tur. Mining Laser, 46.5-MJ/13 3 126 0634 0 124

TurreT MissiLE RACKS
See pp. 46-47 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
250mm Missile Rack/7 1 188 0.1 1 Neg.
250mm Missile Rack/8 1 145 0065 1 Neg.
250mm Missile Rack/9 1 145 0033 1 Neg.
250mm Missile Rack/10 1 145 0.018 1 Neg.

Name Spaces Mass Cost Crew Power
500mm MissileRack/7 1 6 0307 1 Neg.
500mm Missile Rack/8 L 45 0231 Neg.
500mm Missile Rack/9 1 425 0115 1 Neg.
500mm Missile Rack/10 1 413 0058 1 Neg.
TURRET SANDCASTERS
See pp. 48-49 for descriptions of these systems.
Name Spaces  Mass Cost  Crew

Sandcaster/7 1 5 0.25 0

HicH-ENERGY

TUuRrRRET WEAPONS

Name Spaces Mass Cost Crew Power
Tur. Plasma Gun, 225-MJ/9 15 113 304 0 75
Tur. Plasma Gun, 430-MJ/10 15 158 17 0 143
Tur. Fusion Gun, 700-MJ/11 15 14 25 0 233
Tur. Fusion Gun, 700-MJ/12 1.5 14 25 0 233

Name Spaces Mass Cost Crew Power
Tur. Par. Beam, 160-MJ/8 3 gl 6l 2.9 e (Fl g5 83
Tur. Par. Beam, 450-MJ/9 3= 22,5 416 705
Tur. Par. Beam, 860-MJ/10 3 316 159 0 287
Tur. Par. Beam, 1.4-GJ/11 3 28 35 0 467

Name
Tur. Meson Gun, 1.39-GJ/13 3

Spaces Mass Cost Crew Power
278 347 0 463

BAay WEAPONS
See pp. 49-50 for descriptions of these systems.

S0-ton Bay Weapons

Name Spaces Mass Cost Crew Power
Plasma Gun Bay, 7.4-GJ/9 50 3715199322047

Plasma Gun Bay, 12.81-GJ/10 50 470 504 2 427
Fusion Gun Bay, 23.3-GJ/11 50 467 823 2 777
Fusion Gun Bay, 23.3-GJ/12 50 467 823 2 777

Name Spaces Mass Cost Crew Power
Particle Beam Bay, 2.65-GI/8 50 266 48.1 2 883
Particle Beam Bay, 7.4-GJ/9 50 371 684 2 247
Particle Beam Bay, 12.81-GJ/10 50 467 232 2 427
Particle Beam Bay, 23.3-GJ/11 50 467 58 2 777

Name Spaces Mass Cost Crew Power
Meson Gun Bay, 12.81-GJ/12 50 467 21 2 427
Meson Gun Bay, 23.3-GJ/13 50 467 58 2 777
100-ton Bay Weapons

Spaces Mass Cost Crew Power
100 746 200 2 497
100 1,050 112 2 950

1,560

1,560

Name

Plasma-Gun Bay, 14.9-GJ/9
Plasma-Gun Bay, 28.5-GJ/10
Fusion-Gun Bay, 46.7-GJ/11 100 936 165 2
Fusion-Gun Bay, 46.7-GJ/12 100 935 165 2

Name Spaces Mass Cost Crew Power
Part-Beam Bay, 5.34-GJ/8 100 535 964 2 178
Part.-Beam Bay, 14.9-GJ/9 100 746 138 2 497
Part.-Beam Bay, 28.5-GJ/10 100 1,050 526 2 950

100 936 116 2 1,557

Spaces Mass Cost Crew Power
100 1,050 526 2 950
100 936 116 2 1557

Part.-Beam Bay, 46.7-GJ/11

Name
Meson-Gun Bay, 28.5-GJ/12
Meson-Gun Bay, 46.7-GI/13

Repulsors
Name

Lt. Repulsor Bay/9
Hv. Repulsor Bay/10 100 460 536

Spaces Mass Cost Crew Power Notes
100 400 344 2 720 +1 Dodge
2 3,600 +3 Dodge
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Repulsors (Continued)]

Name Spaces Mass Cost Crew Power  Notes
Md. Repulsor Bay/11 50 205 134 2 1,800 +2Dodge
Hv. Repulsor Bay/11 100 410 268 2 3,600 +3 Dodge
Md. Repulsor Bay/12 50 193 71.6 2 1,800 +2 Dodge
Hv. Repulsor Bay/12 100 385 143 2 3,600 +3 Dodge
Hv. Repulsor Bay/13 50 193 716 2 1,800 +3 Dodge
Ehv. Repulsor Bay/13 100 385 143 2 3,600 +4 Dodge

Dodge bonus is vs. missiles only. See Combat, pp. 104-105.

MissiLE Bays

SAND CANISTERS
See p. 48 for a description of this system. A standard sand-
caster holds up to 200 canisters of ready ammunition.

Spaces  Mass Cost
0.048 0.06 0.0004

Name
Sand Canister/7

WEAPON STORAGE

See p. 61-62 for descriptions of these systems. Note that
the various missile platforms and sandcaster already include
storage capacity in their integral magazine.

See p. 49 for descriptions of these systems. Name Spaces Mass Cost Crew Power
- Wiy
250mm Missile Bay/7 50 948 543 2 005 Damper Box/13 2' 6.93 5'7 4 0 0'02
250mmMissileBay/8. | 50 609 368 2 005 L, it N - . o 1 695 0195 0 0
250mmMissileBay/? 50 488 184 2 005 gumeomentten e
250mm Missile Bay/10 50 459 085 2 005 : : ;

Name Spaces Mass Cost Crew Power TURRET
00mm Musile Say/l i, o0l o - See p. 46 forsdescri tions of these systems. These standard
500mm Missile Bay/8 100 451 234 2 0.0 ot fyiff e B Forrret oanos
500mm Missile Bay/9 100 425 117 2 010 rretseachnolduplo S spaces of turret weaponry.
500mm Missile Bay/10 100 413 58 2 0.10 Name Spaces Mass Cost (USL/VGSL) Crew
Turret/7 1 245 0.046/0.11 1
Sl s Tuw® 1 123 ooioiol I
See pp. 52-54 for descriptions of these systems, including ¥£§U’l 0 1 0-835 0:041 /0'097 1
the magazine capacity for racks at different TLs. Turret/11 1 0:625 0.041 ,0:097 i
Item Spaces Mass Cost Pilot Performance Turret/12 1 0425 0.041/0.097 1
250mm Missile/7 0012 032 0.02 - 015G0.15GRds
250mm Missile/9 0.012 0.23 0.03 12 5G 15 GRds S 19 for descripti £ th i
250mm Missile/10 0.012 022 003 14  6G 18 GRds €e p. 1= for descriptions of Hiese systems.
250mm Missile/11 0.012 0.18 0.04 15 8 G 24 GRds Name Spaces Mass Cost (USL/VGSL) Crew
250mm Missile/12 0.012 0.18 0.04 17 10G30GRds 50-ton External Bay/7 10 19.5 0.325/0.78 0
250mm Missile/13 0.012 024 020 18 55G 165 GRds 50-ton External Bay/8 10 13 0.325/0.78 0
fem Spaces Mass Cost Plot  Performance S0 SR 0 (8 0osnrs o
500mm Missile/7 0.06 145 007 — 02G02GRds . o b
i 50-ton External Bay/11 10 488 0.325/0.78 0
500mm Missile/8 006 148 008 - 033G 1GRds 50-ton External Bav/12 10 325 0.325/0.78 0
500mm Missile/9 0.06 1.26 0.08 12 5G 15 GRds 4 . : .
500mm Missile/10 0.06 1.08 0.07 14 6 G 18 GRds
500mm Missile/I1 0.06 159 015 15 8G24GRas 100-TON EXTERNAL BAYs
500mm Missile/12 0.06 130 0.14 17 10G30GRds See p. 19 for descriptions of these systems.
500mm Missile/13 0.06 133 1.02 18 55G 165 GRds N Spaces Mass Cost (USL/VGSL) Crew
Item Spaces Mass Cost Pilot  Performance 100-ton External Bay/7 20 30 0.5/1.2 0
SIM-10Missile 0.012 0.15 0.032 — 6 G 18 GRds 100-ton External Bay/8 ~ 20 20 0.5/1.2 0
SIM-12 Missile  0.012 0.15 0.022 — 10 G 30 GRds 100-ton External Bay/9 20 15 0.5/1.2 0
100-ton External Bay/10 20 10 0.5/1.2 0
EW DRONES 100-ton External Bay/11 20 7.5  05/12 0

See p. 55 for descriptions of these systems. lQEn R Byt Lo D
Name Spaces  Mass Cost  Crew
EW Drone/9 0.06 148 0.27 0 INTERNAL BAYS
EW Drone/10 0.06 0.99 0.16 0 See p. 19 for descriptions of these systems.

EW Drone/11 0.06 1.74 0.27 0 Name Spaces Mass Cost  Crew

EW Drone/12 0.06 1.18 0.17 0 50-ton Internal Bay/7 50 0 0 0

EW Drone/13 0.06 1.34 0.55 0 100-ton Internal Bay/7 100 0 0 0
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SpPiNnAL MounT WEAPONS
See p. 50 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Spinal P-Beam, 250-GJ/8 4460 22424 4488 45 = 8333
Spinal P-Beam, 420-GJ/8 7492 3R668 7536 14,000
Spinal P-Beam, 670-GJ/8 11,951 60,085 12,020 120 22,333
Spinal P-Beam, 1-TJ/8 17,837 89,677 17,938 179 33,333
Name Spaces Mass Cost Crew  Power
Spinal P-Beam, 670-GJ/9 3910 20558 . 6152 40 DF333
Spinal P-Beam, 920-GJ/9 5,369 36467 8447 = 54 30,667
Spinal P-Beam, 1.8-TJ/9 10,503 71,345 16,524 106 60,000
Spinal P-Beam, 3.1-TJ/9 18,088 122,870 28,457 181 103,333
Name Spaces Mass Cost. Crew  Power
Spinal P-Beam, 569.5-GJ/10 1,513 5026 035 15 18,983
Spinal P-Beam, 870-GJ/10 2292 22868 1,568 23 29,000
Spinal P-Beam, 1.7-TJ/10 4478 44,783 3,063 45 56,667
Spinal P-Beam, 2.7-TJ/10 7,111 70,966 4,865 72 90,000
Name Spaces Mass Cost Crew  Power
Spinal P-Beam, 530-GJ/11 911 7,858 1307 10 17,667
Spinal P-Beam, 840-GJ/11 443 124ase - 2071 15 28000
Spinal P-Beam, 1.6-TJ/11 2,749 23,720 3,945 28 53,333
Spinal P-Beam, 2.8-TJ/11 4,810 41,509 6,903 49 93,333
Name Spaces Mass Cost Crew  Power
Spinal Meson Gun, 820-GJ/10 2,160 21,554 4,038 22 27,333
Spinal Meson Gun, 1.4-TJ/10 3688 36798 - 6804 - 37 46,667
Spinal Meson Gun, 2.3-T1/10 6,058 60,453 11,325 61 76,667
Spinal Meson Gun, 3.4-TJ/10 8,955 89,364 16,740 90 113,333
Name Spaces Mass Cost Crew  Power
Spinal Meson Gun, 670-GJ/11 1765 - 17603 = 1792 - 18 23,333
Spinal Meson Gun, 1.1-TJ/11 2807 = To8g00 - 204) - 29 36,667
Spinal Meson Gun, 2.3-TJ/11 6,057 60,425 6,149 61 76,667
Spinal Meson Gun, 3.1-TJ/11 8,164 81,442 8,287 82 103,333
Name Spaces Mass Cost Crew Power
Spinal Meson Gun, 570-GJ/12 1512 15119 939 16 19,000
Spinal Meson Gun, 870-GJ/12 2291 22851 1,420 23 29,000
Spinal Meson Gun, 2.1-TJ/12 5,530 55,156 3,426 56 70,000
Spinal Meson Gun, 2.9-TJ/12 7,636 76,167 4731 77 96,667
Name Spaces Mass Cost Crew  Power
Spinal Meson Gun, 870-GJ/13 1495 12,8388 2,143 15 29,000
Spinal Meson Gun, 2.3-TJ/13 3950 34070 5665 = 40 76,667
Spinal Meson Gun, 2.9-TJ/13 4,980 42,957 7,142 50 96,667
Spinal Meson Gun, 3.4-TJ/13 6,869 59,250 9,851 69 133,333

CockpPiTsS AND BRIDGES

See pp. 42-43 for descriptions of these systems. Scans ratings are passive/active/radscanner.

Name Spaces Mass Cost Crew Power Scans

Cockpit/Systems/7 : geirsoiiees T ) 007 31833
Cockpit/Systems/8 1 445 369 12 0127 3133
Cockpit/Systems/9 3 134 762 12 0502 33/37/23
Cockpit/Systemns/10 1 49 25 12 125 35/39/29
Cockpit/Systems/11 =] fi293 oS 37081
Name Spaces Mass Cost Crew Power Scans

Command Cockpit/7 SR S 10 0TS 3230
Command Cockpit/8 25 M6 27 12 0773 34138/
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CockpiTs AND Bripces (ConT.)

Name Spaces Mass Cost Crew Power Scans

Command Cockpit/9 SEEEORG oA o0 S0 L 374181
Command Cockpit/10 0S5 0T TR0 30110/3)
Command Cockpit/11 25 173 102 1-2 602 41/43/38
Command Cockpit/12 25 169 10 12 602  41/43/38
Name Spaces Mass Cost Crew Power Scans

Light Cockpit/Systems/7 S S8 e 00940 D507
Light Cockpit/Systems/8 1 303 122 1 0014 2527-
Light Cockpit/Systems/9 3 11.1 5.88 1 0.051 27/31/23
Light Cockpit/Systems/10 0.5 1.94 094 1 0.127 29/33/23
Light Cockpit/Systems/11 0.5 1.9 0589 1 0.177 31/34/25
Light Cockpit/Systems/12 05 189 0589 1 0.177 31/34/25
Name Spaces Mass Cost Crew Power Scans

Basic Bridge/7 e oS5 0l - 498 1y (355 31/34)
Basic Bridge/8 = 25 = 807 521 155 0505 3337
Basic Bridge/9 25 116 6.1 1-5 175  35/40/29
Basic Bridge/10 _ 2.5 8.6 4 1-5 251  37/41/31
Basic Bridge/11 : 95 755 399 5. 396 3814330
Basic Bridge/12 = 925 73 31k 15 3796 38442/35
Name Spaces Mass Cost Crew Power Scans

Command Bridge/7 e g e 3as 198 1-100:0.988 . 32/36/—
Command Bridge/8 ' 55 219 129 110 OFRR 3438/
Command Bridge/9 55 237 124 110 254  37/41/31
Command Bridge/10 5 20.9 96 1-10 3.80  39/42/32
Command Bridge/11 o500 - 806 1-10- 505 - A1/43/38
Command Bridge/12 5 o0 88 - 1107 505 414338
Name Spaces Mass Cost Crew Power  Scans

Compact, Basicor Commandonly 05 04 0 = -2

ELECTRONIC SYSTEMS

See p. 43 for descriptions of these systems.

Name Spaces  Mass Cost Crew  Power
Aux. Control Station/Dup. Controls/7 05 0355 0013 02 Neg.
Aux. Control Station/Dup. Controls/8 0 0355 0004 02 Neg.
Aux. Control Station/Dup. Controls/9 0.5 0335 0.003 02 Neg.

Aux. Control Station/Dup. Controls/10-12 0.5 0.300 0.003 02 Neg.
Aux. Control Station/Dup. Controls/I3 05 0200 0004 02 Neg.

Name Spaces Mass Cost Crew  Power
InformationCenterf7= = . = = 4 766 105 - 1020 0.01
Information Center/8 haE 763103 10220 001
Information Center/9 4 451 528 10-20 0.01
Information Center/10 4 3 2.8 10-20 0.01

SENSOR SYSTEMS

See pp. 44-45 for descriptions of these systems. Scans ratings for multifunction sensor
suites are given as passive/active/radscanner values.

Name Spaces Mass Cost Crew  Power Scans

Enhanced Sensor Suite/7 4 329 118 1 Bkl 37/38/-
“Hihanced SensofSwite/8 = 4 3190 el 1 G 395 37AIG
Enhanced Sensor Suite/9 4 39.7 27.6 1 5 41/43/33
Enhanced Sensor Suite/10 4 412 273 1 11.3 43/45/37
Enhanced Sensor Suite/11 4 387 26.9 1 25 - 45/47/39
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SENSOR SyYysTEMS (CONTINUED)

Name Spaces  Mass Cost Crew  Power Scans
Advanced Sensor Suite/7 8 69.8 2000 o1 225 4039~
Advanced Sensor Suite/8 8 65.8 39.2 1 623  40/43/-
Advanced Sensor Suite/9 8 784 53.6 1 11.3 43/45/34
Advanced Sensor Suite/10 8 824 56.8 1 25 45/47/38
Advanced Sensor Suite/11 8 77.1 565 - - 50 474940
Name Spaces  Mass Cost Crew  Power Scans
Densitometer/11 1 125 6 ol Nepo =PI
Densitometer/12 1 025 54 f o Neo = DO
Densitometer/13 1 25 52 L Nes Bl
SCREENS

See p. 50 for descriptions of these systems.
Name Spaces Mass Cost Crew Power
Nuclear Damper/10 15 0416 4D
Nuclear Damper/11 1 16.4 8 4 o
Nuclear Damper/12 1 10 4 4 2
Nuclear Damper/13 0.5 44 2 4 2
Name Spaces Mass Cost Crew Power
Meson Screen/10 2 DSy aogh i ad DR
Meson Screen/11 e g 434 4 364
Meson Screen/12 1 5 226 4 36.4
Meson Screen/13 1 4.29 1.22 4 364
Name Spaces Mass Cost Crew Power
Black Globe Capacitor/12 1 25 5 -0 24 millionHP
Black Globe-1/12 10 20.5 51 4 -0.00001
Black Globe-2/12 15 41 102 4 0.00001
Black Globe-3/12 20 82 204 4 0.00001
Black Globe-4/12 25 164 408 4 0.00001

Volume, mass, cost, and power are per 8,200 sf of vessel protected for black globes only.

ELeEcTRONIC-WARFARE SYSTEMS
See p. 45 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Jammer/7 3300 398 o0 o 0 21
Jammer/8 6 sl B8 0 104
Jammer/9 3 26.8 18.2 0 15.7
Jammer/10 1 14.5 11.3 0 7.88
Jammer/11 1 A2 el o 0 1713
Jammer/12 Lo oostens oo aiDd e o e
Jammer/13 1 16.6 103 0 773
Name Spaces Mass Cost Crew Power
Electronic Warfare/7 3 562 - HA4 =D 0y
Electronic Warfare/8 3 336 114 2 i
Electronic Warfare/9 3 277 144 2 5.02
Electronic Warfare/10 3 437 13 2 15
Electronic Warfare/11 3 44.9 e D 15
Electronic Warfare/12 3 404105 2 15
Electronic Warfare/13 3 37.1 SAnER il
LoNnG-RANGE SENSORS

See p. 44 for descriptions of these systems.
Name Spaces Mass Cost Crew Power Scan/Range in miles
FLt. Radscanner/9 2 25 101 0 Neg.  Scan35,Range 10k
ML, Radscanner/9 3 375 154 0 Neg. Scan 36, Range 15k
ULLt. Radscanner/9 4 50 20.1 0 Neg. Scan 37, Range 20k
SLt. Radscanner/9 6 75 30.1 0  Neg. Scan 38, Range 30k
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LonNnG-RANGE SENSORS

Name

ELt. Radscanner/9
Lt. Radscanner/9
Md. Radscanner/9
Hv. Radscanner/9
EHyv. Radscanner/9
SHyv. Radscanner/9
UHv. Radscanner/9

Name

ELt. Radscanner/10
Lt. Radscanner/10
Md. Radscanner/10
Hv. Radscanner/10
EHyv. Radscanner/10
SHv. Radscanner/10
UHyv. Radscanner/10
Name

Md. Radscanner/11
Hv. Radscanner/11
EHv. Radscanner/11
SHv. Radscanner/11
UHy. Radscanner/11
Name

FLt. PESA Array/8
MLt. PESA Array/8
ULt. PESA Array/8
SLt. PESA Array/8
ELt. PESA Array/8
Lt. PESA Array/8
Md. PESA Array/8
Hv. PESA Array/8
EHv. PESA Array/8
SHv. PESA Amay/8
UHyv. PESA Array/8
Name

ULLt. PESA Array/9
SLt. PESA Array/9
ELt. PESA Array/9
Lt. PESA Array/9
Md. PESA Array/9
Hv. PESA Array/9
EHv. PESA Array/9
SHv. PESA Array/9
UHyv. PESA Array/9
Name

ELt. PESA Armay/10
Lt. PESA Amray/10
Md. PESA Array/10
Hv. PESA Array/10
EHv. PESA Array/10
SHv. PESA Array/10
UHyv. PESA Array/10
Name

Md. PESA Array/11
Hv. PESA Array/11
EHv. PESA Array/11
SHv. PESA Array/11
UHyv. PESA Array/11

Spaces  Mass

9 113
14 175
20 250
30 375
40 500

- 60 750
90 1125
Spaces  Mass

ZiDlEP g5

35 438

5 62.5

75 938
10 125
15 188
225 281

Spaces Mass

1 D5

1.5 18.8

2 25

3 375

45 563

Spaces  Mass

2530

35 40

5 60

75 90
115 140
16 200
24 300
32 400
48 600
72 900

112 1400
Spaces  Mass

2.5 30

4 45

6 70

8 100
12 150
16 200
24 300
36 450
56 700

Spaces Mass

3 35

4 50

6 75

8 100
12 150
18 225
28 350

Spaces Mass

3 375

4 50

6 75

9 113
14 175

Cost Crew
45.1
70.1
100
150
200
300
450
Cost
11.3
17.5
25
37.5
50
75
113
Cost C
5.01
7.51
10
15
225
Cost C
49.6
65.6
97.6
146
226
322
482
642
962
1442

2242
Cost C
48.8
72.8
113
161
241
321
481
721
1121
Cost C
564
804
120
160
240
360
560
Cost C
60.2
80.2
120
180
280

@]
OOOOOOO% oo ooCOo

W

=

=

=

coooog OSOoCODEd OO0 ODOE DO COOCOoOEod 20 oo ad

Power
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Power
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Power
Neg.
Neg.
Neg.
Neg.
Neg.
Power
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Power
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Neg.
Power
Neg.
Neg.
Neg.
Neg.

- Neg.

Neg.
Neg.
Power
Neg.
Neg.
Neg.
Neg.
Neg.

(CoNTINUED)

Scan/Range in miles
Scan 39, Range 45k
Scan 40, Range 70k
Scan 41, Range 100k
Scan 42, Range 150k
Scan 43, Range 200k
Scan 44, Range 300k
Scan 45, Range 450k
Scan/Range in miles
Scan 39, Range 45k
Scan 40, Range 70k
Scan 41, Range 100k
Scan 42, Range 150k
Scan 43, Range 200k
Scan 44, Range 300k
Scan 45, Range 450k
Scan/Range in miles
Scan 41, Range 100k
Scan 42, Range 150k
Scan 43, Range 200k
Scan 44, Range 300k
Scan 45, Range 450k
Scan/Range in miles
Scan 42, Range 150k
Scan 43, Range 200k
Scan 44, Range 300k
Scan 45, Range 450k
Scan 46, Range 700k
Scan 47, Range IM
Scan 48, Range 1.5M
Scan 49, Range 2M
Scan 50, Range 3M
Scan 51, Range 4.5M
Scan 52, Range 7TM
Scan/Range in miles
Scan 44, Range 300k
Scan 45, Range 450k
Scan 46, Range 700k
Scan 47, Range IM
Scan 48, Range 1.5M
Scan 49, Range 2M
Scan 50, Range 3M
Scan 51, Range 4.5M
Scan 52, Range 7TM
Scan/Range in miles
Scan 46, Range 700k
Scan 47, Range 1M
Scan 48, Range 1.5M
Scan 49, Range 2M
Scan 50, Range 3M
Scan 51, Range 4.5M
Scan 52, Range TM
Scan/Range in miles
Scan 48, Range 1.5M
Scan 49, Range 2M
Scan 50, Range 3M
Scan 51, Range 4.5M
Scan 52, Range TM
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Long-RANGE SENsORSs (CoNTINUED)
Name Spaces Mass Cost Crew Power Scan/Range in miles

ULt. AESA Array/8 555395 106 -0 7.5  Scan44, Range 300k
SLt. AESA Array/8 8.5 563 =159 0 11.3  Scan 45, Range 450k
ELt. AESA Array/8 13 875 246 O 175  Scan 46, Range 700k
Lt. AESA Array/8 18 125 351 0 25 Scan 47, Range IM
Md. AESA Array/8 27 188 S20=20 37.5  Scan48, Range 1.5M
Hv. AESA Array/8 36= 250 g0 =q 50  Scan49, Range 2M
EHv. AESA Array/8 54 375 105 0 75 Scan 50, Range 3M
SHv. AESA Array/8 81 563 158 0 112.5  Scan 51, Range 4.5M
UHv. AESA Array/8 126 875 245 0 175 Scan 52, Range TM
Name Spaces Mass Cost Crew Power Scan/Range in miles

ELt. AESA Array/9 45 539 12310 175  Scan 46, Range 700k
Lt. AESA Array/9 6 50 FEG-—0 25 Scan 47, Range IM
Md. AESA Array/9 9 75 263 0 37.5  Scan 48, Range 1.5M
Hv. AESA Array/9 12 100 351 0 50 Scan 49, Range 2M
EHv. AESA Array/9 18 150 3260 75 Scan 50, Range 3M
SHv. AESA Array/9 27 225 788 0 113 Scan 51, Range 4.5M
UHv. AESAAmray/9 42 350 123 0. 175 Scan 52, Range 7TM
Name Spaces Mass  Cost Crew Power Scan/Range in miles

Md. AESA Array/10 35 31.9 978 0 38 Scan 48, Range 1.5M
Hv. AESA Array/10 4.5 425 13 0 50 Scan 49, Range 2M
EHv. AESA Array/10 6.5 63.8 19.5 0 75 Scan 50, Range 3M
SHv. AESA Array/10 95 956 293 O 113 Scan 51, Range 4.5M
UHv. AESA Array/10 15 149 455 0 175 -~ Scanrd2 Range7M
Name Spaces Mass Cost Crew Power Scan/Range in miles

EHv. AESA Amray/11 4.5 356 9F7:=0 75 Scan 50, Range 3M
SHv. AESA Array/11 65534 146 - 0O 113 Scan 51, Range 4.5M
UHyv. AESA Array/11 9.5 8312280 175 Scan 52, Range 7M

SpPECIAL SENSORS AND ADD-ONS
See pp. 44-45 for descriptions of these systems.

Name Spaces Mass Cost Crew  Power
Survey Module-Traffic Control/7 =] 313 409 48 0.016
Survey Module-Traffic Control/8 4 21.8 124 4-8 0.034
Survey Module-Traffic Control/9 4 11.1 62.1 4-8 0.031
Survey Module-Traffic Control/10 4 5.31 30.6 4-8 0.022
Name Spaces Mass Cost Crew  Power
Underwater Electronics/7 1 7.83 4.05 1 0.106
Underwater Electronics/8 0.5 4.13 1.88 1 0.121
Underwater Electronics/9 0.5 2.89 1.45 1 0.136
Underwater Electronics/10 0.5 42 353 1 0.160
Underwater Electronics/11 0.5 447 3.63 1 0.175
Underwater Electronics/12 05 473 3.73 1 0.19
Underwater Electronics/13 0.5 4.99 3.84 1 0.205
Name Spaces Mass Cost Crew  Power
Astronomical Instruments/7 0 0.138 203 0 Neg.
Astronomical Instruments/8 0 0.055 0.51 0 Neg.
Astronomical Instruments/9 0 0.028 0.255 0 Neg.
Astronomical Instruments/10 0 0.014 0.128 0 Neg.
Name Spaces Mass Cost Crew  Power
Planetary Survey/7 ' 0 0.25 05 0 0.001
Planetary Survey/8 0 0.125 0.25 0 0.001
Planetary Survey/9 0 0.063 0.125 0 0.001
Planetary Survey/10 0 0.5 1.25 0 0.005
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COMMUNICATIONS SUITES
See pp. 43-44 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Enhanced Comms/7 1.5 180257 0 0006
'Enhanced Comms/8 15 15 0245 02 0011 &
Enhanced Comms/9 1.5 188 0268 0 0.024
Enhanced Comms/10 L5 18.1 2.1 0 0017
Enhanced Comms/11 15 144 K09 010026
‘Enhanced Comms/12 15163 067 0 004
Name Spaces Mass Cost Crew Power
Advanced Comms/10 135 168 625 0 0084
Advanced Comms/11 i 9313950 0084
- Advanced Comms/12 45 5556195 07 00Rd : :
Name Spaces Mass Cost Crew Power Notes
Comm. Module (Xboat)/7 815 1010 136 01 0023  60k/6M mirange
Comm. Module (Xboat)8 415 514 128 01 0023  200k/20M mi range
Comm. Module Xboat)/9  20.5 252 338 0-1 0023 2M/200M mi range
Comm. Module (Xboat)/10 12 138.1 3.83 0-1 0.023 10M/1B mi range
CoMPUTER AND SCIENTIFIC SYSTEMS
See p. 45 for descriptions of these systems.
Name Spaces Mass Cost Crew Power
Computer System/7 nite 483 120 = 0 - 008
Computer System /8 4 = 4R 10 0 008
Computer System /9 2 24 60 0 0.08
Computer System /10 1 12 30 0 0.08
Name Spaces Mass Cost Crew Power
Computer Lab/7 2 182 900 =t 003
‘Computer Lab/8 2 181 900 1 003
Computer Lab/9 1.5 9.08 450 2 0.03
Computer Lab/10 15 4.59 225 6 0.03
Name Spaces Mass Cost Crew Power
Enhanced Display/9 S 03 O - 0001
Enhanced Display/10 2.5 =03 005 0 e 0001
Enhanced Display/11 25 03 0.025 0 0001
Name _ Spaces Mass Cost Crew Power
Simulation Lab/9 5o e ] 2 - 0014
Simulation Lab/10 5 109 = b5y D - 0014
Simulation Lab/11 55 109 = =155 = 2 00
Name Spaces Mass Cost Crew Power
Physics Lab/7 25 2= 2 1aRE do o 03
Physics Lab/9 25 10.2 1.06 1 03
Physics Lab/10 25 10 1 1 03
Name Spaces Mass Cost Crew Power
Isolation Lab/7 20 100 s 0o
Labsl 2 0 1L 0003
Name Spaces Mass Cost Crew Power
Probe Launcher/Control/7 B L Rl
Probe Launcher/Gontrol/8: = 1. 238 10132 | 6357 0003
Probe Launcher/Control/9 1 1.59 0.066 0-3 0.003
Probe Launcher/Control/10 1 1.2 0.033 0-3 0.003
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DRIVES

See pp. 37-39 for descriptions of these systems. Thrust is measured in stons. Fuel is
measured in dtons per hour (where applicable); see pp. 38-39 for fuel-type abbreviations.

REACTIONLESS THRUSTERS
See pp. 37-38 for descriptions of these systems.

Name Spaws Mass Cost Crew Power Thrust
Matcayobnven. R EEEEgRse s s s s e S
"ManetweanvelEaﬂy9 o ood e g0 50 Sy
Maneuver Drive/Late 9 1 3.75 0.69 1/17 3 30
Maneuver Drive/10 1 34 0.16 1/60 4 40
INRenerbrvel TR ey TR0 0 00
ManeuverDrive/12 1 4 065 1/100 b o0
MineuverDrive/13— °T 403« 438 1p5~ = 35 = 350

ReacTiON DRIVES
See pp. 38-39 for descriptions of these systems.

Name Spam Mass Cost Crew Power  Thrust Fuel

Liquid Fuel Rocket/7 05 SOOI oS e
Liquid Fuel Rocket/8 20 010000 - 40 0AR:

Cost Crew Power Thrust Fuel
alt = 0410 k() T i '.4.3_._; _._.12_9W_'-
0% 0416 0. .0 925 = 0555W

Cost Crew Power  Thrust Fuel
SEREREBoORE s ERs s 00 e e
‘SolidRocket Booster/8 1 252 025 0 Hees s
Name Spaces Mass Cost Crew Power  Thrust Fuel
HEPERN - - 05.°085 095 0 Neg = 375 00033H
0160 Neg. - . 14 00125H
009 0 Neg. 14 - 00125H

Cost Crew Power Thrust Fuel
R0 ok 0000336
=) 0 7  0.00084H
0 0 28 0.00336 H
0
-0

HEP

Rocket Drive19-10 05
Rocket Drive/11-12 05 2 0 70 0.0084 H
‘RockelDrvelI37 == 05 21 168 =0 A0 0.168 H
Name Spaces Mass Cost Crew Power Thrust Fuel

‘Metal/OxideRocket/8 05 206 0412 0 0 55  356MOX

Name Spaces Mass Cost Crew Power Thrust Fuel
IBiSSadRamiel/9- = 1 4390 g 0 065 i
iBussacd Ramjedi0: =140 0082 200 0 0 e

ATMOsPHERIC DRIVES
See p. 39 for descriptions of these systems.

Name Spaces  Mass Cost Crew Power  Thrust Fuel
"""" - 416 0833 035 175 05957
A3 0805 042 2T (b7
4.16 0416 0.55 275 33H
42 0.84 0.55 27.5 -
46 - =833 = 1.1 55 =

‘Hyperfan/9
Fusion Air Ram/9

-
Sococoo

138 APPENDIX A: MODULE TABLES



SHoRT-TERM REACTIONLESS THRUSTERS
See p. 37 for descriptions of these systems.

Name > Crew Power Thrust
‘ST Maneuver Drive/8 05 3. TGOS LTS s

‘ST Maneuver Drive/E9

ST Maneuver Drive/L9

ST Maneuver Drive/10 §
ST Maneuver Drive/l11 0.5
'STManeuver Drive/12 05
ST Maneuver Drive/13 0.

SHorT TeErm ReacTioON DRIVES
See pp. 38-39 for descriptions of these systems.

Name Spaces Mass Cost Crew Power _
ST LiquidFuelRocket/7 05 3115 0158 0O 0 . W5« 196
ST Liquid FuelRocket/8 05 315 0158 0 0

Name Spaces Mass Cost Crew Power _
ST Fission Rocket/7 D5 3000
STFissionRocket/8 05 315 0Od

Name Spaces Mass
‘STRocketDnvels. = 05830
ST Rocket Drive/E9 05
ST Rocket Drive/L9-10 0.5

ST Rocket Drive/11-12 0.5
STRocketDrive/13 05

Name Spaces Mass Cost Crew Power Thrust Fuel

W W m_l'ua

STMetal/OxideRocket8 05 3 06 0 0 8  SL8MOX

SHoRT-TERM ATMOSPHERIC DRIVES
See p. 39 for descriptions of these systems. Power generated is per module.

Name Spaces Mass  Cost Crew Power Thrust Fuel
STTurbo-Ramjet7 05 304 0608 0 O 2 - 0375
STTuthoRamietls . 05 3 06 | 03 =15 04057
ST Hyperfan/9 0.5 304 0304 O 0.4 20 24H
ST Fusion Air Ram/9 0.5 308 0615 O 04 20 -
STRasion AmRam/A0 - 05 =5 S0 0608 0 08 40—

SoLAr SAILS
See p. 38 for descriptions of these systems.

Name Spac&s Mass Cost Crew Power
Solar Sail/8 o5 244 244_.. i-_9.. a0
SolarSail/®: 05 725 25 0 10

Jump DRIVES
See p. 37 for descriptions of these systems.

Name ~ Spaces Mass Cost Crew  Power Notes
.'JumpDnve!9 etk e e e n2
TumpPrve/l0 o daaE 1 fax |
Jump Drive/11 1 4 3.05 1/50 10 Max Jump 5
Jump Drive/12 1 4 3.05 1/100 10 Max Jump 6
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o

See p. GT158 for an explanation of these weapon com-  weapons are given in miles followed by hexes, for ease of use
bat values. The 1/2 and Max Range values for energy  in the GURPS Traveller space-combat system.

TurrRET ENERGY WEAPONS

Standard Lasers

Name RoF Damage 1/2D Range Max Range Acc SS
Turret Laser, 43-MJ/8 1/60 5dx20 2,800/0 8,400/1 28 30
Turret Laser, 101-MJ/9 1/60 4dx40 14,000/1 42,000/4 33 30
Turret Laser, 250-MJ/10 1/60 5dx50 (2) 17,000/2 51,000/5 32 30
Turret Laser, 390-MJ/11 1/60 4dx100 (2) 23,000/2 69,000/7 32 30
Turret Laser, 405-MJ/12 1/60  5dx100(2) 26,000/3 78,000/8 33 30
Turret Laser, 420-MJ/13 = 1/60 6dx100 (2) 29,000/3 87,000/9 33 30
Turret Graser, 390-MJ/14 ~ 1/60 6dx50 (5) 21,000/2 63,000/6 32 30
Heavy Lasers

Name RoF Damage 1/2D Range Max Range Acc SS
TorretLaser, 130MJ/8 ~  1/60  64x30 490000 15,000/1 30 30
Turret Laser, 303-MJ/9 1/60 TJdx40 25,000/3 75,000/8 34 30
Turret Laser, 810-MJ/10 1/60 5dx90 (2) 31,000/3 93,000/9 33 30
Turret Laser, 1.3-GJ/11 1/60 7dx100 (2) 43,000/4 130,000/13 34 30
TumretLaser, 1.3-GJ/12 ST sdxI70@) . 4700065 140,000/14 34 30
Turret Laser, 1.3-GJ/13 1/60 5dx200 (2) 51,000/5 150,000/15 34 30
Turret Graser, 660-MJ/13 1/60 4dx100 (5) 28.000/3 84,000/8 33 30
Turret Graser, 1.18-GJ/14 1/60 5dx100 (5) 37,000/4 110,000/11 33 30

Mining Lasers

Name RoF Damage 1/2D Range Max Range Acc SS
- Turret Mining Laser, 2.6-MJ/8 1 Sl 22/0 66/0 11 25
Turret Mining Laser, 10.2-M1/9 1 5dx10 1400 420/0 16 25
Turret Mining Laser, 40-MJ/10 1 5dx20 (2) 210/0 630/0 15 25
Turret Mining Laser, 46.5-MJ/11 1 7dx20 (2) 250/0 750/0 15 25
Turret Mining Laser, 46.5-MJ/12 1 6dx30 (2) 280/0 - 840/0 16 25
Turret Mining Laser, 46.5-MJ/13 1 5dx40 (2) 300/0 900/0 16 25
High Energy Turret Weapons

Name RoF Damage 1/2D Range Max Range Acc SS
Turret Plasma Gun, 225-MJ/9 1/60 7dx100 i 1,600/0 4,800/0 27 30
Turret Plasma Gun, 430-MJ/10 - 1/60 7dx200 2,500/0 7.500/1 28 30
Turret Fusion Gun, 700-MJ/11 1/60 7dx300 3,400/0 10,000/1 20 30
Turret Fusion Gun, 700-M1/12+ 1/60 5dx500 3,700/0 11,000/1 29 30
Turret Particle Beam, 160-MJ,/8 1/60 8dx80 1,400/0 4,200/0 27 30
Turret Particle Beam, 450-MJ,/9 1/60 7dx200 2,500/0 7,500/1 28 30
Turret Particle Beam, 860-M1J,/10 1/60 8dx300 3,800/0 11,000/1 29 30
Turret Particle Beam, 1.4-GJ/11+ 1/60 5dx700 5,200/1 16,000/2 30 30
Turret Meson Gun, 1.39-GJ/13 1/60 6dx550 (1) 5,200/1 16,000/2 30 30
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Bay ENERGY WEAPONS

50-Ton Bay Weapons

Name RoF Damage 1/2D Range Max Range Acc SS
Plasma Gun Bay, 7.4-GJ/9 1/60 6dx500 19,300/1 28,000/3 32 30
Plasma Gun Bay, 12.81-GJ/10 - 1/60 ~ 6dx800 13,000/1 - 39,000/4 33 30
Fusion Gun Bay, 23.3-GJ/11 1/60 6dx1,200 20,000/2 60,000/6 33 30
Fusion Gun Bay, 23.3-GJ/12+ 1/60 6dx1,400 21,000/2 63,000/6 34 30
Particle Beam Bay, 2.65-GJ./8 1/60 - 5dx440 - 5,600/1 17,0002 3030
Particle Beam Bay, 7.4-GJ./9 1/60 4dx1,000 10,000/11 30,000/3 29 30
Particle Beam Bay, 12.81-GJ,/10 1/60 6dx1,000 15,000/2 44,000/4 33 30
Particle Beam Bay, 23.3-GJ./11+ 1/60 8dx1,000 21,000/2 63,000/6 31 30
Meson Gun Bay, 12.81-GJ./12 1/60 6dx1,000 (1) 15,000/2 44 000/4 33 30
Meson Gun Bay, 23.3-GJ./13 1/60 4dx2,000 (1) 21,000/2 -~ 63,000/6 31 30
100-Ton Bay Weapons

Name RoF Damage 1/2D Range Max Range Acc SS
Plasma Gun Bay, 14.9-GJ/9 1/60 4dx1,000 13,000/1 39,000/4 33 30
Plasma Gun Bay, 28.5-GJ/10 1/60  7dx000 20,000/2 60,000/6 34 Aol
Fusion Gun Bay, 46.7-GJ/11 1/60 9dx1,000 28,000/3 84,000/8 34 30
Fusion Gun Bay, 46.7-GJ/12+ 1/60 7dx1,500 30,000/3 90,000/9 35 30
Particle Beam Bay, 5.34-GJ /8 ‘1'/_60 ~ 7dx400 SO E S H00p 3w 30
Particle Beam Bay, 14.9-GJ./9 1/60 5dx1,000 14,000/1 42.000/4 33 - 30
Particle Beam Bay, 28.5-GJ,/10 1/60 8dx1,000 22,000/2 66,000/7 34 30
Particle Beam Bay, 46.7-GJ,/11+ 1/60 5dx2,100 30,000/3 90,000/9 35 30
Meson Gun Bay, 28.5-GJ,/12 1/60  8dx1,000 () 22.000/2 - 66,000/7 34 30
Meson Gun Bay, 46.7-GJ,/13 1/60  5dx2,100 (1) 30,000/3 90,000/9 35 30
SpiINnAL MOuUNTS

Name RoF Damage 1/2D Range Max Range Acc SS
Spinal P-Beam, 250-GJ/8 1/60 5dx2,000 - 54,000/5 160,000/16 36 30
Spinal P-Beam, 420-GJ/8 1/60 6dx2,000 70,0007 210,000/21 57 30
Spinal P-Beam, 670-GJ/8 1/60 7dx2,000 88,000/9 260,000/26 38 30
Spinal P-Beam, 1-TJ/8 1/60 8dx2,000 110,000/11 330,000/33 38 30
Spinal P-Beam, 670-GJ1/9 1/60 6dx3,000 97,000/10 290,000/30 38 30
Spinal P-Beam, 920-GJ/9 ~ 1/60 5dx4,000 110,000/11 330000133 380 e ()
Spinal P-Beam, 1.8-TJ/9 1/60 5dx5,000 160,000/16 480,000/48 39 30
Spinal P-Beam, 3.1-TJ/9 1/60 6dx5,000 210,000/21 630,000/63 40 30
Spinal P-Beam, 569.5-GJ/10 1/60 7dx3,000  98,000/10 - 290,000729 36 30
Spinal P-Beam, 870-GJ/10 1/60 6dx4,000 - 120,000/12 360,000/36 38 30
Spinal P-Beam, 1.7-TJ/10 1/60 6dxx5,000 170,000/17 510,000/51 39 30
Spinal P-Beam, 2.7-TJ/10 1/60 7dx5,000 210,000/21 630,000/63 40 30
Spinal P-Beam, 530-GJ/11 1/60 6dx4,000 100,000/10 ~  300,000/30 38 30
Spinal P-Beam, 840-GJ/11 1/60 Tdx4,000 130,000/13 390,000/39 39 30
Spinal P-Beam, 1.6-TJ/11 1/60 7dx5,000 180,000/18 540,000/54 39 30
Spinal P-Beam, 2.8-TJ/11 1/60 7dx6,000 230,000/23 690,000/69 40 30
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SpINAL MounTts (ConNnTINUED])

Name

Spinal Meson Gun, 820-GJ/10
Spinal Meson Gun, 1.4-TJ/10

Spinal Meson Gun, 2.3-TJ/10
Spinal Meson Gun, 3.4-TJ/10
Spinal Meson Gun, 670-GJ/11
Spinal Meson Gun, 1.1-TJ/11
Spinal Meson Gun, 2.3-TJ/11
Spinal Meson Gun, 3.1-TJ/11
‘Spinal Meson Gun, 570-GJ/12
‘Spinal Meson Gun, 870-GJ/12
Spinal Meson Gun, 2.1-TJ/12
Spinal Meson Gun, 2.9-TJ/12
‘Spinal Meson Gun, 870-GJ/13
Spinal Meson Gun, 2.3-TJ/13
Spinal Meson Gun, 2.9-TJ/13
Spinal Meson Gun, 3.4-TJ/13

MissILES
Name

RoF
- 1/60
1/60
1/60
1/60
1/60
1/60
1/60
1/60
- 1/60
1/60
1/60
1/60
1/60
1/60
1/60
1/60

Damage

- 5dx3,000 ()

6dx3,000 ()
7dx3,000 (1)
6dx4,000 (1)

- 6dx3,000 ()
7d>x3,000 (1)

9dx3,000 (1)
6dx5,000 (1)
7dx3,000 (D)

6dx4,000 (D)

8dx4,000 (1)
6dx6,000 (1)
7dx4,000 (1)
8dx5,000 (1)
7dx7,000 (1)
68,000 (1)

DR HEAT Damage KK Damage

1/2D Range Max Range Acc SS
98,000/10 290,000/29 38 30
- 130,000/13 380,000/38 38 30
160,000/16 480,000/48 39 30
200,000/20 600,000/60 39 30
~ 97,000/10 290,000/29 38 30
- 120,000/12 360,000/36 38 30
180,000/18 540,000/54 39 30
210,000/21 630,000/63 40 30
97,000/10 290,000/29 36 30
120,000/12 360,000/36 38 30
190,000/19 570,000/57 39 30
220,000/22 660,000/66 40 30
130,000/13 390,000/39 39 30
210,000/21 630,000/63 40 30
240,000/24 720,000/72 40 30
280,000/28 840,000/84 40 30

250mm Missile/7 1= 6dx60 (10) —
250mm Missile/8 20  6dx60(10) -
250mm Missile/9 25 6dx60 (10) 6dx100 (5)
250mm Missile/10 40 6dx60 (10) 6dx100 (5)
250mm Missile/11l 80  6dx80 (10)  6dx100(5)
250mm Missile/12 120  6dx80(10)  6dx100(5)
250mm Missile/13 210  6dx100(10)  6dx100 (5)
Name DR HEAT Damage KK Damage
500mm Missile/7 1 5dx150(10) —
500mm Missile/8 60 5dx150:d0) —
500mm Missile/9 65  5dx150(10) 6dx300 (5)
500mm Missile/10 80  5dx150 (10) 6dx300 (5)
500mm Missile/11 300  6dx150 (10)  6dx300 (5)
500mm Missile/12 350  6dx150(10)  6dx300(5)
500mm Missile/13 400  6dx200 (10)  6dx300 (5)

CiviLiAN MISSILES

Notes

Abbreviations include SSM: Spike Submunition, GB:
Glide Bomb, APDU: Armor-Piercing Depleted Uranium,
APSD: Armor-Piercing Superdense, and HEAT: High Explo-

_cun DR __HEAT Thinage KK Daciage sive Armor-Tapping. Cost is per complete missile. Damage is
SI-M_IO'MSS.ﬂe a4l - 6dX6O.(10) 6d><100 () per missile for GBs .per submunition for SSMs E.ach 250mm
SIM-12 Missile 120 6dx80 (10) 6dx100 (5) ’ '

DeaDFALL ORDNANCE

Name
Lt. APDU SSM/10

Lt APSD SSM/11+

Hv. APDU SSM/10

Hv. APSD SSM/11+

Lt. APDU GB/10

Lt. APSD GB/11+

Hv. APDU GB/10
Hv. APSD GB/11+
Lt. HEAT GB/10

Lt HEATGB/11+

Hv. HEAT GB/10
Hv. HEAT GB/11+

Damage

6dx200 (3)

6dx240 (5)
6dx200 (3)
6dx240 (5)

- 6dx310 (3)
6dx340(5)

6dx500 (3)
6dx550 (5)
5dx150 (10)

6dx150 (10)

6dx200 (10)
6dx200 (10)

Skill Cost
20 0.02
23 0.02
20 0.10
23 0.10

00 003

=93¢ 0.02
20 0.08
23 0.08
20 0.02

04 0.02
20 0.07
23 0.06

SSM carries seven submunitions, each 500mm 38. Also see
pp. 52-54 for more information on how these function.

Nuclear Warheads: See p. 53 (and optionally, p. VE187)
for damage and other considerations.

SATNUC Warheads: Each SATNUC submunition (seven
per 250mm missile, 10 per 500mm) will attempt to attack a
vehicle-sized target (size modifier +1 or more) within the
burst radius of the round (1,300 yards for 250mm missiles,
3,400 yards for 500mm missiles). Each submunition rolls 3d
vs. (warhead’s TL + target’s size modifier - IR cloaking) to
hit. If successful, damage is 6dx2,000. Successful or not, all
submunitions will explode on impact. Damage is 6dx200 to
everything within the burst radius of the round, and 6dx20 to
everything within twice its burst radius. Again, DR is squared
against proximity blasts. (See p. VE193 for more information
on SATNUCs.)
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50-ton modular cutter, 35.
100-diameter limit, 102.
150-ton Jgd-11-Jagd launch, 91.

1.500-ton Jgd-1l-Jagd seeker, 92.

7,000-ton Jgd-11-Jagd ore hauler, 91.

Aft, 24,

Aging of ships, 20.

Air Speed. 23.

Airlocks, 36, 67; optional detail, 62.

Alien environment suites, 56.

Alien starships, 11.

Anatomy of starship, 5-11.

Anti-blast magazines, 61.

Antimatter, 73; bunkers, 61-62.

Appearance of interior, 7.

Architecture of starships, 5-11.

Armaments, see Weaponry.

Armor, 14-15, 20-21; classifications, 20;
dispersed structure limits, 30; planetoid
hull formula, 31: thermal
superconducting, 33: types, 31.

Armories, 66.

Antificial gravity, see Gravity Control.

Aslan, 11, 17, 111.

Asteroids, see Planetoid Hulls.

Astronomical survey module, 44,

Atmospheric drives, 39; component
tables, 138-139.

Auxiliaries, see Small Craft.

Auxiliary control stations, 43.

Auxiliary equipment, 27.

Azhanti High Lighming-class 60,000-ton
frontier cruiser, 98-99, 109.

Bandersnatch-class 400-ton SDB, 80.

Bandersnatch/S-class 700-ton SDB jump
shuttle, 83.

Bars, 60.

Basic starship components, 5-11.

Baso Rita-class 200-ton small survey
ship, 89.

Bathrooms, 10.

Batteries, 24.

Battle riders, 5, 16-17.

Battledress ready rooms, 55.

Battleships, 16, 99-101.

Bays, 19, 33-34, 49-50; armor, 20
installing weapons, 21-22;
vehicular, 63-64.

Beacons, 69; component tables, 129.

Belt surveyors, 98.

Berth, obtaining one, 27, 110-112.

Berthing costs, 27.

Birdsong-class 100-ton container ship, 90.

Black globes, 6, 50-51, 104-105.

Blain Virishii-class 20-ton customs
gig, 76.

Boarding a ship, 105-106.

Boarding clamps, 67.

Bridge, 8-9, 21, 42-43; alien, 11; auxiliary,
8-9; component tables, 132-133;
flag. 8: options, 42.

Brigs, 66.

Bulk freighters, 97.

Bulkheads, 6, 9.

Bunkrooms, 10, 26, 56.

Capital ships, 16-17.

Captain, 8; duties, 120-121.

Careers, 118.

Cargo, 9, 61; handling gear, 62-63; office,
9; stored in weapon bays, 19.

Carpet, 7, 9.

Carriers, 16.

Cash reserves, 27.

Catwalks, 9.

Cells, 66.

Chief engineer, 9, 25, 120.

Civil War, 17.

Classes of starports, 13-14.

Classifications of starships, 6; military, 16.

Cleaning, 115-116.

Close escorts, 97.

Cockpit systems, 21, 42; component
tables, 132-133.

Collapsible tank, 41.

Colresh-class 400-ton subsidized
merchant, 93.

Combat Information Center, 8, 43.

Combat, 19, 104-106.

Combination gravitics systems, 40.

Commercial ships, 16, 111-112; combat
techniques, 21.

Communications module for Xboat, 44.

Communications suites, 6, 43-44;
component tables, 137.

Compartmentalization, 6, 8, 30-31.

Component modules, 21.

Computers, 45, 70-72; component tables,
137; labs, 63; particle beams and, 48;
programs, 49-50, 70-72; terminals, 68.

Condor-class 2,000-ton belt surveyor, 98.

Conference rooms, 60.

Connor McBane-class 20-ton customs
gig, 76.

Container ships, 90.

Contragravity systems, 40; see also
Gravity control.

Corsairs, 96; boarding a ship, 105-106.

Cost of starship, 23.

Cr (credit), 13.

Crews, 25-26, 56-60, 112-121; duties, 113-
121; hiring, 27, 110-112.

Cruisers, 16, 98-99.

Customn ship design, 15; hulls, 29.

Damage control, 116-117; lockers, 68.

Damage threshold, 23.

Damper boxes, 61.

Deadfall ordnance, 19, 53-54.

Deck plans, Kugashin-class 400-ton lab
ship. 94-95; Leaping Snowcat-class
200-ton safari ship, 88; Tigress-class
500,000-ton dreadnought, 100; Valor-
class 50-ton heavy fighter, 719; SDB and
Jjump shurle, 82; Type T patrol
cruiser, 85.

Decks, 6, 24.

Decompression, 116, 123.

Definitions, 12-13, 21; module tables
terms, 124; orientation and numbering
aboard, 24-25; ship-writeup terms, 74;
weapon table, 142.

Demountable tank, 41.

Densitometers, 44-45.

Departments, 113.

Design system, 12-27.

Designs, standard, 14.

Detection Modifier, 32.

Dimensions of ship, 15, 74.

Directions onboard, 24.

Dispersed structure hulls, 18, 30.

Displacement, 12.

Dorsal, 24.

Double-Fire, 46, 72.

Dragon-class 400-ton SDB, 81, 82.

Dragon/S-class 700-ton SDB jump
shuttle, 83.

Dreadnoughts, 99-101.

Drive axis, 24.

Drones, 55.

Drop capsules, 55.

Drop tanks, 41, 97.

Droyne, 11, 111.

dTon, 12,22.

Duplicate controls, 43.

Duties of crew, 113-121.

Dyaus-class 400-ton patrol cruiser, 86.

Dynamic configuration, 9.

Electrified surfaces, 32-33.

Electronic countermeasures, 105.

Electronic warfare, component tables, 134;
drone, 55; systems, 45.

Emergency, aid stations, 65; life-support
packs, 68; lights, 7.

Emission cloaking, 21, 31-32.

Empty mass, 22.

Energy banks, 37; component tables, 125.

Energy weapons, 47-48; see also
Weaponry.

Engineering, 9, 21; component tables,
124-125; modules, 36.

Entertainment, 8, 58-59. 123; component
tables, 127.

Entry modules, 67.

Equipment, 27,

Escape capsules, 67, 123; component
rables, 129.

Escorts, 16.

Evacuation bays, 66.

EW drone launchers, 47.

Exercise room, 59.

External cradles, 35.

External store mountings, 34.

Fang-class 400-ton corsair, 96.

Faun-class 20-ton gunned gig, 75.

Fiery-class 500-ton gunned escort, 98.

Fighters, 79.

Fire extinguishers, 9, 68, 116.

First (Vilani) Imperium, 17.

Fission rockets, 38.

Fitting out, 23, 26-27.

Fixed mounts, 13, 19.

Fleet tender, 16.

Flight in atmosphere, 40.

Force fields, 50-51.

Fore, 24.

Frames of hulls, 14, 23, 29; planetoid
variation, 30.

Free traders, 92-93, 111.

Freshers, 10.

Frozen watch, 26.

Fuego-class 30-ton ship’s boat, 77.

Fuel, 25, 27, 4041, 107-109; component
tables, 124-125; processors, 41;
tanks, 40-41.

Fumiture, 7, 9-10.

Fusion air rams, 39.

Fusion guns, 48-49; see also Weaponry.

Future gear, 72-73.

G-rounds (GRds), 23-24.

Galley, 60.

Gas-giant skimming, 18, 107-109.

Guzelle-class 300-ton close escort, 97.

General quarters, 114-115.

Gigs, 75-76.

Glide bombs, 54.

Grapples, 35.

Grav pong, 7.

Gravitic manipulators, 62.

Gravity control, 6-7, 17, 39-40; component
tables, 124-125; maneuvering
without, 39-40.

Gunned escorts, 98.

Gymnasiums, 59.

Habitat modules, 66; tables, 127.

Halls, 60.

Hangar bays, 64.

Hardpoints, 34.

Harperclass 10-ton launch, 75.

Harvey Walbash-class 20-ton customs
gig, 76.

Hatches, see Airlocks.

HEPIaR drives, 38-39.

High guard, 109.

High passage, 57.

Hijacking, 7, 105-106.

Hiring crews, 27, 110-112.

Hivers, 11, 30.

Holoventures, 60.

HPs (hit points), 13, 23.

HT of starships, 23; see also Aging of
Starships.

Hull mounts, 13, 19, 24, 46.

Hulls, 6, 14-15, 28-35; additional
shielding, 32-33; class, 13; dimensions
of, 15; internal spaces of, 18; robotic,
30, sealing, 21; streamlining and
structure, 17-18, 28-29.

Hyperfans, 39.

liken-class 100-ton scout courier, 92.

Imperial Navy Bureau of Ships, 14.

Inboard, 24.

Information centers, 43.

Infrared cloaking, 31-32.

Inspections, 105.

Internal spaces for hulls, 18.

Interplanetary shuttles, 78.

Invisibility, 51.

Isolation labs, 65.

Jammers, 45.

Jared Al’Kaseel-class 20-ton customs
gig, 76.

Jgd-1I-Jagd ships, 91-92.

Jump drives, 6,9, 17, 37, 102-103;
component tables, 139; fuel tanks, 41;
origins, 5.

Jump Number, 23.

Jump troop systems, 55; compenent
tables, 128.

K'kree, 7, 11.

Keys, see Definitions, Deck plans.

Kokirrak-class 200,000-ton
dreadnought, 99.

Kugashin-class 400-ton lab ship, 12,
93-95.

Laboratory, 64-65; ships, 93-95.

Ladders, 9.

Lasers, mining, 67; missile warheads
incorporating, 53; turret, 47, see also
Weaponry.

Launch tubes, 64.

Launches, 75.
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Leadership, 121.

Leaping Snowcat-class 200-ton safari
ship, 87-88.

Life aboard a starship, 110-123.

Life support, 56, 59; component
tables, 126.

Lights, 7,9.

Limited acceleration formula, 23-24.

Liquid-fuel rockets, 38.

Liris-class 100-ton IP shuttle, 78.

Liverpool-class 20,000-ton dispersed hull
bulk freighter, 97.

Livestock, 57-58.

Living quarters, see Quarters.

Loaded mass, 22.

Lockers, 9-10.

Long Night, 17.

Long-range sensors, 44; component
tables, 134-136.

Lounges, 10; alien, 11.

Low berths, 26, 57-58.

Luxury fittings, 59.

Machine shops, 9.

Macla-class 100-ton IP shuttle, 78.

Maintenance, 22, 27, 106-107, 115.

Maneuver drives, 6,9, 17, 37-39; beyond
TLI2,73; component tables, 138-139.

Masking sensors, 21.

Mass, catchers, 62; driver, 64; of
starships, 22.

Medics, 26, 65-66, 120; medical
component tables, 126.

Megathrusters, 73.

Megawatts (MW), 13, 15-16.

Merchant lines, 111.

Meson guns, 49, 73; see also Weaponry.

Meson screens, 6, 50.

Metal/oxide rockets, 39.

Middle passage, 57.

Mining lasers, 67.

Missiles, 4647, 49, 52-55, 104; bays, 49;
racks, 46-47; warheads, 53, see
also Weaponry.

Modular ships, 34-35.

Modular design system, 14, 16.

Morgue (battledress ready room), 55.

Naval architecture, 5-11.

Navigation in deep space, 103.

Noise aboard, 7, 9.

Non-starships, definition of, 13.

Nuclear dampers, 6, 50.

Nuclear warheads, 53-54, 61, 105, 142.

Null-G handball courts, 60.

Numbering aboard, 25.

Ocklosh-class 400-ton salvage ship, 96.

Odors, 7, 11.

Officer duties, 118-121.

Offices, 58.

Operating a starship, 102-109.

Operating theaters, 66.

Ore processors, 67; component tables, 129.

Orientation of decks, 24.

Outboard, 24.

Particle beams, 48-49; see also Weaponry.

Partitions, 6.

Passage tubes, 67.

Passengers, 56-60, 117, 123; couches, 58.

Passive Defense (PD) scale, 21.

Patrol cruisers, 84-86.

Payload, 22-23.

Performance, 22-24; atmospheric flight,
40; modular ships and, 34-35.

Pinnaces, 77.

Planetary survey module, 44.

Planetoid hulls, 18, 30-31.

Plans for custom ship, 15.

Plasma guns, 48-49; see also Weaponry.

Port, 24.

Power plants, 6, 9, 17, 36; beyond TLI2,
73; component tables, 124-125; overall

Prancing Poni-class 200-ton charter
yacht, 87.

Probes and launchers, 55.

Programmable walls, 7.

Provisions, 27, 59.

Psi shielding, 33.

Psionics, 11.

Pulse mode, 46.

Quarterdeck, 8-9.

Quarters, 7, 10, 56-60; alien, 11;
component tables, 126; crew, 10.

Quatermain-class 10-ton hunting
launch, 75.

Radiation shielding, 33.

Reaction drives, 23-24, 37-39; component
tables, 138-139.

Reaction mass, 41.

Reactionless drives, 17, 37-39; component
tables, 138-139.

Refitting, 20, 106-107.

Refueling, 107-109.

Repairs, 106-107.

Repulsors, 6, 49-50, 104; see also
Weaponry.

Restrooms, 10.

Rabeotics, 11, 30.

Rudra-class 400-ton patrol cruiser, 84.

Safari ships, 87-89.

Safes, 66.

Salaries, 27.

Salvage ships, 96.

Sandcasters, 6, 4849, 103; see also
Weaponry.

Scout couriers, 6-7. 16, 92.

Screens, 50-51; component tables, 134.

Sea Animal-class 200-ton aquatic safari
ship, 89.

Sealed hulls, 21, 31.

Second Imperium (Rule of Man), 17.

Security systems, 11, 66, 69, 123;
component tables, 125.

Sensors, 6, 44-45, 119-120; component
tables, 133-136; masking, 21, 31-32.

Shares, 27.

Shielding of hulls, 32-33.

Shifts, 113-115.

Ship classes, see Vessels.

Ship’s, articles, 113; boats, 77, definition
of, 13; design, 12-27, galleys, 60;
information service or system, 1-8;
locker, 61, 68; systems, 6; troops, 26.

Ship-writeup terminology, 74.

Shipbuilding, 12-27; (Starship) skill,

15, 61.

Shiphandling and -master skills, 121.

Shipyards, 12-14, 65, 106; maintenance,
22.

Shooting ranges, 60.

Short-range probe, 55.

Short-term systems, 37.

Sickbay, 10, 65-66.

Siigiizuni-class 200-ton free trader, 92-93.

Simulation labs, 65.

Size of hull, 15, 28-29, 74; custom, 29.

Sizes of starships, 6, 16.

Skanda-class 400-ton patrol cruiser, 86.

Skills, 15, 25-27, 35, 54, 61, 63-65, 69,
104, 106-107, 109-112, 115, 118-121;
combat, 105; computer program, 49-
50, 70-72; medical, 26; psionic, 33;
running a starship with one
crewmember, 92.

Skimming gas giants, 18, 107-109.

Slower-than-light generation ships, 5.

Small craft, 6, 16, 74-79; bridge add-ons,
36; cabins, 57; crew, 25; definition of,
13; weapon bays holding, 19.

Smells, 7, 11.

Smuggler’s hold, 61.

Solar sails, 38; component tables, 139.

Space Acceleration, 23.

Spacedocks, 64.

Spaces, internal, 18.

Spike submunitions, 53-54.

Spinal mounts, 16, 19, 46, 50; installing
weapons, 21-22; see also Weaponry.

Stages, 60.

Standard designs, 14.

Starboard, 24.

Starfaring employers, 110-112.

Starports, 13-14, 27, 106-107.

Staterooms, see Quarters.

Statistics, see Performance.

Stealth, 21, 31-32.

Stealth surveillance drone, 55.

Steps in design process, 16.

sTon, 12, 22.

Streamlining, 17-18, 23, 28-29.

Structural HT, 23.

Subsidized merchants, 93.

Suleiman-class scout/courier, 6-7, 92.

Superstitions, 111.

Supplies, 106-107.

Survey module/traffic control system, 44.

Survival kits and shelters, 67-68;
component tables, 127.

Swimming pools, 60.

Sylean Federation, 17.

System defense boats, 80-83.

Tables, 124-142; Armor Tipe at TL, 31;
beacons, 69; Bridge Systems
Modifications, 43; Cockpits and
Bridges, 132-133; Communications
Systems, 44; computer programs, T1;
Drives, 138-139; Electronic Systems,
133-137; Electronic Warfare Systems,
45; Engineering and Power Plants,
124-125; Free Jump-Point, 103; fuel
types, 25; Habitats, 127; hull modifiers,
29; intrinsic couplings sAccel limits,
35; jammers, 45; Jump-Point Masking,
102; Livestock Stowage. 58; Medical,
126; Miscellaneous Systems, 128-129;
Quarters and Life Support, 126,
Reaction Mass, 41; Recreation
Faciliries, 127; Security, 125; Sensor
Masking Features, 32; Shielding
Features, 33; sonar, 45; Standard Hull
Sizes, 28-29; Survival Shelters, 67, 127,
teleporters, 13; Weapons, 130-132,
140-142.

Tech Levels, 17; armor, 31: different TLs
in same ship, 15, 17; equipment beyond
TL12,72-73; hulls and, 29; lasers, 47.

Teleporters, 73; component tables, 129.

Terminology, see Definitions.

Terran Confederation, 17.

Theaters, 60.

Thermal superconducting armor, 33.

Tiger-class 40-ton slow pinnace, 77.

Tigress-class 500,000-ton dreadnought,
100-101.

Tikuma-class 100-ton IP shuttle, 78.

Tons, different, 12, 22.

Tool kits, 68.

Total-conversion rockets, 39.

Turbo-ramjets, 39.

Turrets, 19, 24, 33, 46; armor, 20;
installing weapons, 21; mount, 13; pop-
up, 19; reduction in capacity by other
items, 19; storing cargo in, 21.

Type T patrol cruisers, 84-86.

Underwater electronic systems, 45.

Underwater performance, 24.

Unstreamlined hulls, 18, 28-29.

Upkeep, 22, 27.

Utility systems, 40.

Valor-class 50-ton heavy fighter, 79.

Vargr, 11, 17, 111, 121.

Variant Dragon-class 400-ton SDB, 81.

Vessels, 12; 30-ton modular cutter, 35;
150-ton Jgd-ll-Jagd launch, 91; 1,500-
ton Jgd-1l-Jagd seeker, 92 ; 7,000-ton
Jgd-ll-Jagd ore hauler, 91; Azhanti
High Lightning-class 60,000-ton
frontier cruiser, 98-99, 109;
Bandersnatch-class 400-ton SDB, 80,
Bandersnatch/S-class 700-ton SDB
Jjump shuttle, 83; Baso Rita-class 200-
ton small survey ship, 89; Birdsong-
class 100-ton container ship, 90; Blain
Virishii-class 20-ton customs gig, 76;
Colresh-class 400-ton subsidized
merchant, 93; Condor-class 2,000-ton
belt surveyor, 98; Connor McBane-
class 20-ton customs gig. 76; Dragon-
class 400-ton SDB, 81, 82; Dragon/S-
class 700-ton SDB jimp shuttle, 83;
Dyaus-class 400-1on patrol cruiser, 86:
Fang-class 400-ton corsair, 96 Faun-
class 20-ton gunned gig, 75; Fiery-
class 500-ton gunned escort, 98;
Fuego-class 30-ton ship's boat, 77,
Gazelle-class 300-ton close escort, 97
Harper-class 10-ton launch, 75;
Harvey Walbash-class 20-ton customs
gig, 76; Iiken-class 100-ton scout
courier, 92; Jared Al’Kaseel-class 20-
ton customs gig, 76; Kokirrak-class
200,000-ton dreadnought, 99;
Kugashin-class 400-ton lab ship, 12,
93-95; Leaping Snowcat-class 200-ton
safari ship, 87-88; Liris-class 100-ton
IP shunle, 78; Liverpool-class 20,000-
ton dispersed hull bulk freighter, 97;
Macla-class 100-ton IP shuttle, 78;
Ocklosh-class 400-ton salvage ship,
96; Prancing Poni-class 200-ton
charter yacht, 87, Quatermain-class
10-ton hunting launch. 75; Rudra-class
400-ton patrol criiser, 84; Sea Animal-
class 200-ton aquatic safari ship, 89;
Siigiizuni-class 200-ton free trader, 92-
93; Skanda-class 400-ton patrol
cruiser, 86; Suleiman-class scout
courier, 6-7, 92; Tiger-class 40-ton
slow pinnace, 77; Tigress-class
500.000-ton dreadnought, 100-101;
Tikuma-class 100-ton IP shurtle, 78;
Valor-class 50-ton heavy fighter. 79;
Vayu-class 400-ton patrol cruiser, 86:
Wyrm-class 400-ton SDB, 81; Wyrm/S-
class 700-ton SDB jump shuttle, 83;
Wyvern-class 400-ton SDB. 81
Wyvern/S-class 700-ton SDB jump
shuttle, 83. ]

Viewports, 7.

Vilani, 11, 111, 121.

Warships, 98-101.

‘Watch, bills, 113-114; officer, 8.

Water performance, 24.

‘Weapon mounts, 13, 19.

Weaponry, 6, 21-22, 46-50, 52-535;
ammunition, 27; balanced array, 21;
batteries, 24; beyond TL12, 73; combat
tables, 140-142; component tables,
130-132; storage, 61-62; undenwater
performance, 24.

Window boxes, 69.

‘Working passage, 27.

Working the yards, 12.

Workshops, 64-65.

‘Workstations, 9: alien, 11.

Wyrm-class 400-ton SDB. 81.

Warmy/S-class 700-ton SDB jump shuttle,
83.

Wyvern-class 400-ton SDB. 81.

WAvern/S-class 700-ton SDB jump shuttle,
83.

Xboats, 6, 17: communications module

size in modular system, 15. Solid-rocket boosters, 38-39. Vayu-class 400-ton patrol cruiser, 86. for, 44,
Power slice, 14-16, 36-37; definition Solomani, 11, 17, 111; Rim War, 17. Vehicle bays, 63-64. Zero-space systems, 68-69.
of, 13. Sound baffling, 21. Ventral, 24. Zhodani, 11, 17.
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You don’t have to search the
galaxy for online support

When you bought this book you also
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your game. At the S] Games website
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every other Steve Jackson game) ar no
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what’s coming soon, and what’s
on the
horizon.

® A complete listing of our games,
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support materials, and errata!

® Access to Warehouse 23 (if you
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® A chance to bid on unique items
at the Auction Page.
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mailing list that supports your
game.

@ A catalog of all our products,
including T-shirts, pins,
key-chains, and pendants.

® And a whole lot more — all fully
searchable!
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Journal of the

Travellers’ Aid Society

The Journal of the Travellers’ -
Aid Society was first published ==
in 1979 by GDW, Inc. to
provide additional material
(rules, variants, adventures,
equipment, and background gk
development) for Traveller and |
related products, and to keep
Traveller fans informed on
what was happening with the
game. The hardcopy version of
JTAS ceased publication in
1985, merged into GDW’s
magazine Challenge.

Now JTAS continues that same
tradition on the web, providing ;
support for Traveller in all its forms ==
and incarnations. We cover Classic Traveller,
MegaTraveller, Traveller: the New Era, Traveller 4th
edition, T20 and GURPS Traveller. We’ll keep you
informed on what’s happening, what’s come out, and
what’s coming up for the premier science fiction
RPG. The online format also allows JTAS to offer

an interactive forum for Traveller fans to discuss

the game and keep it alive and growing. Updated
biweekly, JTAS features:

&== Traveller articles, news, and reviews, plus an
editorial by Loren Wiseman.

€= A searchable archive of back Traveller
articles in both JTAS and Pyramid.

=== Discussion boards on an increasing
variety of topics.

C€==> [ ive Chat sessions at Brubek’s, the
virtual bar.

Undaled Biweekly!

Exclusive o the Web!

€€==> The equivalent of approximately
5 full-sized Traveller books each year.

JTAS is edited by Jon E Zeigler, GURPS Traveller
line editor for Steve Jackson Games.

Journal of the Travellers’ Aid Society and Traveller
are trademarks of Far Future Enterprises.

A
STEVE JACKSON GAMES ,“""
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When ships to sail the void between the
stars have been invented, there will also be
men who come forward to sail those ships.

— Johannes Kepler,
Somnium, -2887 (1634 A.D.)
»
From launches to liners, from system defense boats
to dreadnoughts, a starfaring campaign requires
ships . . . and GURPS Traveller: Starships gives
them to you! In addition to rules for designing and
rating your own spaceships (at both TL9 and TL10),
this book contains over 35 pre-designed craft,
ranging from 10-ton fighters to 500,000-ton
dreadnoughts, described in detail and ready for use
in a campaign.

Deck plans are included for the:

e Vayu-Class Type T Patrol Cruiser

e leaping Snowcat-Class Safari Ship

e Kugashin-Class Lab Ship

e ... and a schematic diagram of the Tigress-class
500,000-ton dreadnought, the first time the
internal view of this Imperial behemoth has seen
print!

GURPS Traveller: Starships also details the “View
from the Deck” . . . the experience of being aboard
a starship. Passengers and pursers, bridge crews and
black gang, owners and deckhands . . . they’re all
here.

Whether your campaign involves a single
surplus scout ship or a fleet of dozens of
warships, GURPS Traveller: Starships

has everything you need!
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