


GURPS Traveller
Th~ official alternate unive~ for Trareller, the premier

Sl:lenc~ liciion roleplaying game.
Explore the uni\crsc of the Third Imperium. where

Emperor SIn:phtll1 ruJc~ IJ.ooo worlds nnd adventure is
around t:very comer. Travel to unknown worlds, open trade
mute~ acros!'t the rift. fight Vargr corsairs. or drop from orbit in
a meteoric as,ault on a pirate base. If you can conceive ii,
Gl./RPS 1ro.'eller lel!\ you play it.

GURPS Traveller: Humaniti
In (he Trol'elll!r world. aljen~ come in all shapes and sizes.

BUT Humanill. the many varieties of humans descended from
Eanh'~ Homo "apien,. 011 look pretty much !.he same. Looks,
of cours~. can be deeeh iog

Gl/RPS Traveller: Humanit; gives you in-dcpl.h
infonnation on 16 varieties of Ilumaniti. including Acheron,
An~"erin. A7hanti. Danian. Dynchia, Geonee,lILharm,
lrhadrc. Kargol. Lurianj, Ne'(xies, Otrni. Suerrat, and Yilean ­
some ne\er detailed before!

GURPS Traveller: Starports
Patrol. trade. and Xho:::tt routes are the Lifelines of the

imperium. and stfirpons nre the anchors to which mey are
tethered. Serving a~ Lradc centers, customs offices. and
outpoSb of civilil3(jon in far-flung system~, they playa
central role in the lives of slarfarent. and are a cnlcial source
at good!ll. \\-eaJth. and infamlatian for even me most
plaJlt'tbound of ~oul~. At the \ame time, they are havens for
smuggle'r.-. rU1!itive~. and black markcleers.

GURPS Traveller: Modular Cutter
Often dubbed "the workhorse of me lmperium:' the

modular l:ultcr i!ll the pnmary ship design for intmsystem
lrunspon. It~ flexibIlity made it popular; its dumbilily made it
e..sential. In .Uodular Cutler. you'll find dozens of designs for
ship modules Ihat can be sy.apped out at a moment's nOlice.
You'lI 0.1-.0 find new ideas for using the modules. from space
~taliom, (0 inteNeUar cargo ships. Traveller fans have been
asking tor lhi~ book for )'em!

GURPS Traveller: Rim of Fire
The Soloman! Rim ..ector lies at the rimward edge of the

llurd Imperium. It is an ancient, densely populated region.
Ftlr 6.000 y~. me Sololllani Rim ha"i been a place of epic
re\'olution~ and war... Tl.xlay it remains a tlashpoint for galactic
conflict.. The Third Imperium occupies hundreds of worlds,
induding Terra. the human homeworld. But much of me sector
is under the control of the despot.ic Solomani Confederation.
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About GURPS
Steve Jackson Games is committed to full sup­

pon of the GURPS system. Our address is 5J
Games, Box 18957. Austin, TX 78760. Please
include a self-addressed, stamped envelope
(SASE) any time you write us! Resources include:

Pyramid (www.sjgarnes.comlpyramidl). Our
online magID'Jnc includes new GURPS rules and
articles. It also covers Dungeons and Dragons,
Traveller. World oj Darkness, Call oj OlJullJu,
and many more lOp games - and Olhcr Steve Jack­
son Games releases like In Nomine, lUuminati,
Car Wars, TOOII, Ogre Milliaiures, and more.
P)'mmid subscribers abo have access (0 playtcsi
files online!

Nell' .\'IIfJplemeflfs alln adl'elllllres. GURPS con­
tinues to grow, and we'll be h<tppy 10 let you know
what's new. For a current catalog, send us a legal­
Si7.ed or 9''x12'' SASE - please use two stamps! ~
or just visit www.w~house23.com.

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

Carner inplll. Wc value your comments, for
new products as well as updated printings of
existing titles!

Internet. Visit us on thc 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. 'Ibis e-mail list hosts much of the
online discussion of GURPS. To join, point your
web browser to www.sjgames.com/maHmanl
Iistlnfolgurpsnet-V.

TIIC CURPS TralJeUer: Starsilips web page is
at www.sjgam~s.com/gu ..pslbooks/l..aveller/
starshlpsl.

Page References
Rules and statistics in this book: are specifically

for the GURPS Basic sa, Third EdiJiotL Any page
refc:rcnce mat beg:im with a B refer.; to the Basi& Set
- e.g., p. 8102 meam p. 102 of tbc IJiIsk Set, Third
Edition. Page references that begin wilh CI indicate
Compendirurt I. Other references are 810 to Bio­
Tech. err ro Co~1UliIun Il, RO to Robots, S to
Spou,1hird Edition. urto lJ1tm.Td. VElO VelU·
dn, Second Edition, GT lO 1Tm'tIkr, S«ond Edi­
'ion, T:Ant to Travelkr Alien Races 3, T:Ff to
'Travfthr Far Trader. T:Ft to TraPl!thr Fin, In,
T:GF to 'J'rawUer GroUJUl Forces. T:SM to »0",­
eYer SUu Meres. and T:STto 1'rawlIer Slarports.
The abbreviation for this book is T:S. For a full list of
title abbreviations, see p. ellSI or visit the updated
web list at www_~gurpslabbrevs.btml

Introduction
As the name implies, Traveller is about traveling - heading

toward new adventures., shaking pursuit from old advenmres, 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 imponant goal.

CURPS Trovelkr: SliUship... 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. Tt also provides rules for starship
operations. and details of what life aboard a starship is really like.

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

ABOUT THE AUTHORS

Thomas L Bont has been a gamcr for ovcr 20 years. lltis is his
tirst foray into printed media. aside from a few collaborations from a
gcarhcad perspective. He is the lead programmer tor GURPS Vehicle
Builder and has over a dozen articles to his credit in the Journal oj
'he Travellers' Aid Society. Currently, he is the president of Bom
Sofiware & Control Systems Inc., based out of Hickory Creek, TX.

Roben Prior has played Tral'tdJer since it wa.<; first published He
has written for Digest Group Publications, Heliograph, the Canadian
Space Agency, and Steve Jackson Games, including more Joumal oj
the Tnn'ellers J Aid Society anic1es than any other mortal. When not
dreaming llbout the future, he nurtweS 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 amOWll about ships and shipping in the process.
He has been playing roleplaying games since March 1976, Trm'eller
since December 1977, and GURPS since 1991.

AeOUT THE LINE EDITORS

Loren Wiseman was one of the founding partners of GDW Inc.,
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THE STARSHIP
ENVIRONMENT

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. Thc group can take pa<;sllge on
NPC-operated starships. stowaway. or otherwise arrange 10
travel from world 10 world - but this cannot always be done
freely, at the will of the adventurers.

In Tra~'el/er. a starship is defined as a spacecraft capable
of faster-thall-light travel. Because there is only one means
of FfL 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 srarship presents an anificial environment which
spends much of its time uucrly isolated from me wider uni­
verse. Crewmen and passengers coming aboanl for thc first
time will lind much of it unfamiliar. despite effons to make it
safe and comfurtablc.

SSTARSHIPS

Consider how often we take the parameters of i1lterstellar
technology for granted. fl's tn/e llUll lhe workings ofthe jllmp
drive are so perplexing that very' few civiliZllrions have ever
developed it independemly. Aside from that obstacle, however.
almost every·tlling aboul inlerslellar Iravel is easy. Once Ihe
jump dn've is J..110WIl, ir can be built by relatively primitive (:/11­
tures. fl req/lires flO extraoldinalY skill to maintain or lise. It
can be insTalled in ships .mlll.!1 and simple enough 10 be oper­
aled by a single crewman. Its operaring cosls are well wilhin
Ihe reach el'en ojindividual entrepreneurs.

As a Il!sllil. interSTellar travel i.\· within the reach ofCOli/­

man individuals every'where in Chaned Space. We can afford
to lise il Jor the most prosaic purposes: waifare, trade in
basic commodities, migration, el'en idle tourism.

There's 110 obvious reasoll why this had to be. the case.
Suppose itlferslellar travel cost the eqllivalem of billions of
credits per tOn-parsec, could nol be accomplished by ships
smaller than fl)'ing mOimtains. and required skills only a riny
fraction of HUmilllS could master. History would have been
utterly different - assuming that an interstellar civiliz.a.tion
could be built al all. llnder such circll1/lstanas.

- Sir Shamash Thomas,
An Overview ofImperial History

Slarships bind the Imperium IOgcthcr. Millions of star­
ships are registered within Imperial spacc. carrying cargo and
passengers. protecting me trade lanes, helping Imperial citi­
zens go about their busincss. Most citizens will never travel
from one world to another - but starship sto­
ries fill the Imperial news and entertainment
channels. giving every citi ....cn a picture of
whallife aboard is like. Every citizen knows
something about me ships that carry goods
and passengers. protcct 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 fanune.

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



SIZE RANGE
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 rrss and by detached scouts throughout the
Imperium and beyond. Coming in a close second is the
IOO-dtan express boat (Xhoat).

The upper limits or .'>tarship size have yet to be
reac.hed, 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 hufl, a main body or shell which

aCls 10 contain the ship's components and payload. The hull
always carries some armor to protect against meteor impact
and other natural hazards. Il mayor may not carry extra
armor to protect against combat damage.

The hull is internally divided into compartmems, each of
which contains some of the ship's components or provides
space for payload. Compartments are separated by
bulkheads, decks, and panitiolls. 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 scaled by bulkheads willmaint.ain its inter·
nal environment even if there is a hull breach in an adjacent
area. Bulkheads are used to surround very important or dan­
geRJUS areas of Ihe ship, such as the bridge, the engineering
compartment, or the block of crew quarters. Bulkheads can­
not be moved around me ship without a significant amount of
work at a shipyard.

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

COMMON SHIP'S SYSTEMS
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
arc 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·
tern permits the vessel to lravel under power through nor­
mal space. Maneuver drives can make use of a variety of
technologies (see Chapter 4), but most Imperial slarships
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 tnlverse inlerstcllar distances in reasonable
time, by taking "short cuts" through an alternate dimension
called jUf1lpspace. Jwnp drives use power-plant energy, but
they also use hydrogen fucl whieh is expended in the course
of the jump. Jump drives are rated according to their operat­
ing range; a jump-l drive can move its starship one parsec at
a time, while a jump-6 drive can make six.parscc jumps. A
controlled jump of more than six parsecs is theoretically
impossible, although starships occasionally jump further as a
result of "misjump" accident... High-rated jump drives are
very expensive and use vast quantities of fuel, so only <.:ouri­
er and military vessels routinely use higher thanjump-3.

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 nonnal
space are resbicted to lightspeed; as a resu!!, interstellar
communication is usually handled by courier st.arship.

Many starships are anned. Starships can use a variety
of beam weapons such as laser cannon, particle accelera­
IOrs, meson guns, plasma guns, or fusion guns. Many st.ar­
ships also use missiles. Small weapon systems can be
mounted in tllrrets on a starship's hull. Large warships are
oflen 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. Sandcaslers 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 a.. me.WHl st.:reem 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
missiJes or nuclear dampers to prevent nuclear explosives
from working.

Many slarships carry smaller craft on board as auxil­
iary vehicles. Auxiliaries give a s(anihip greater nexjbili·
ty, permitting cargo, fuel, or passengers to be carried
where the starship itself can't go. Some starships (such as
fighter-wing carriers) arc designed entirely around their
carried craft.

s STARSHIPS



VIEWPORTS
Many ciVilian ships include viewports, constructed

of a high-strength polymer designed to be almost as
resistant to damage as the hull (DR 80). This material is
not strong enough to equal the protective annor 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 pa<;senger
companments are usually electronic (and on some ves­
sels are prerecorded in case weather conditions do not
allow a perfcct 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.

a voyage. Some ship classes (notably the Suleiman-c1ass
scout ship) are notorious for this, while others (especially
passenger liners) are designed to minimize the problem.

A few ships use special mea<;ures to keep the air pleas­
ant. Plant hangings and hydroponics equipment can providc
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 sophonrs, especially Humans, find mat this makes
the air more bracing and agreeable to breathe.

GRAVITY
All modern starships use anificial gravity plates in the

decking. These systems can be vcry finely controlled, to the
point of pennitting every comparnnent to set the strength of
it<; own gravity field. Most ships rarely make much use of
this feature; indeed, crew and passcngers 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 shipooard 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 "grdV pong" by Marincs). Of

course, if boarders gain control over ship's gravity,
«'j"b;;;;;;r;;;;1;?, they can use the same tactic against the crew.

As a result, the artificial 1;,Tdvity controls
in each compartment usually include

safety interlocks to prevent rapid
changes in selling. These can be
overridden from the bridge or other
crew strongpoinrs, but the overrides
themselves arc 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 flfSt, then mov­

ing to match that of the destination world at
journey's end. Imperial military ships usually

maintain a consistent I G field at all times.

INTERNAL ApPEARANCE
In Imperial starships, most spaces have carpeting on the

noor; some have caqx:l on the walls as well (for greater com­
faIt, and for safety in case of violent maneuvers). TIUs 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
comparnnent) will have gratings or bare deck plating, instead.

Living quaners 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 mey can also simulate wood paneling or other
atlnlcLivc 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 infonnation 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 stllrship 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 cnvironmenL These arc often
affixed to stable surfaces using adhesive patches which have
me strength of welds until released with a specific tool.

NOISE
Slarships 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 me drive compartments, engineers and mechanics nomlally
wear soundproof ear protection with active noise suppression
and built-in communications gear. Elsewhere in the ship, baf­
fling and soundproofing lend 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 TI..1O

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 fil!ered, no matter
how well crew and passengers observe cleanliness
rules, stale and unpleasant smells tend to build up throughout
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SHIPBOARO INFORMATION

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 arc networked, and the entire network sup­
ports a software structure caUed the "Shipboard Infor·
mation Service."

The SIS is a set of protocols and software applica­
tions thai pennil 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 compartmenl; text or voice messages from other
crewmen or passengers; infonnation about scheduled
events, entertainment programs, library data, or corre­
spondence courses; and so on.

Whether the slarship 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. II can help a ship's
inhabitant.. fonn a viable community. It can also keep
rhem occupied, a crilical faelor when a dozen (or a
thousand) sophoots are forced (0 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, bu( is also maintained by the
Imperial Ministry of Commerce a.. 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, detennine
where he is, and guess how to get 10 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 lhe starship,

the place where all orders regarding the ship's movements
and routine originate. It conlains workstations for the pilot,
astragator, 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 aile weapons officer all 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 lhe 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 lhe bridge is often restricted. On large or mili­
tary ships, non-watch crewmen must usually request pennis­
sion to enter lhe bridge. Small private vessels are sometimes
less fonnal, but even lhey usually avoid having too many
unnecessary people on the bridge at anyone time.

The captain usually maintains an office somewhere on
lhe starship, eilher 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 lhe senior offi­
cers in their offices.

While in theory the bridge functions could be deeen·
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
malion can work. Some ships also have a combat informa­
tioll cenrer where large amounts of tactical information can
be gathered, processed, and handed on to the captain or
admirdl in command.

At any time when a stacship is manned but not under
way, me bridge may be left empty while control shifts to
another pari of the ship. Tn such cases, a quarterdeck is
defined ~ a marked-off area which is manned by the current
watch officer and his staff.

B STARSHIPS



WORKSTATIONS
Every starship has one or more workstations 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 sel of displays and conlrol panels, permit­
ting a crewman to operate one or more ship's systems.
Most workstations will be found in comrol areas like
the bridge, auxiliary bridges. weapons stations, and the
drive compartment. Large ships may have workstations
dedicated to minor functions that are not tremed inde­
pendently on smaller ships.

Dynamic Configuration
Most starship workstations in the Imperium (at

TL9 and up) use dynamic cor!figllrarioll. 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 011 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, cach workstation panel has a
default configuration, but each crewman can reammge
the controls and telltales to suit his own preferred work
style. The goal is lo make the controls as intuitive as
possible for the crewman involved, minimizing mis­
takes and permitting him to watch the displays instead
of his hand'>. Personal (or racial) preferences can easily
be accommodated. Each configuration can be slored
and called up at a moment's notice.

For example, the communications board may nor­
mally have radio lUning controls on lhe left, transmis­
sion controls in the center, and aiming controls for a
laser communicator on the righL Regardless, the com­
munications officer can rearrange things to suil his pref­
erences. He could push the laser coDtrols down to a
lower "layer" of the display, making them invisible
except when he actually needs them. Meanwhile, the
radio-tuning and -transmission controls could be
expanded to cover the entire panel, and rearranged to
place the most-used controls under the officer's hand'>.

Dynamic configurations even allow workstation
functions to be "shared." so that ship's systems can be
conttolled from different workstations as n~. In
theory, the pilot could work. from any workstation on
the ship. Two or three major functions could be
pushed onto 8 single workstation and handled by a sin­
gle office:'. In practice, such rearrangements are rarely
used e;\cept in emergencies (such as when a ship is
badly undcnnanned).

Engineering
Every stHrship's engineering depanment is responsible

for maimenance 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 lhem are under the control
of thc engineering deparnnent, and share similar features.

Drive and power-plant compartmcnt,> 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-reacb parts of the drive or power
plant. The lighting will be bright and harsh, in comparison to
the sofl, indirect lighting found elsewhere on hoard. Aside
from any workstations which are present, there will be no
place to sil or lic 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, v.acc suit lockers, and other
utilitarian items.

Like the hridge, the drive companments are usually off­
limits to personnel who have no Icgitimate business there.
The chief engineer (and his senior mates. on ships with large
enginecring crews) will maintain offices somewhere on the
ship for routine business. On largc slarships. the engineering
department wiU have whole compamnents devoted to electri­
cal shops, macbine shops, and so on. These compamnents
will normally be more accessible to ca,>ual 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, pennilling cargo containers to be fmnly 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 hy 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, penn.itting
the cargomaster to register cargo and plan how to place it in
the hold. The cargo office is often design.ated 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 arc likely to
spend more time there than they would like!
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FRESHERS
On most Human·designed starships. a "rTcsher"

will be present in each stateroom, off each crew or pas­
senger lounge, and in some other compartments, as
well. A standard s~hip 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 linle
water as possible. Long, hal showers arc usually possi­
ble, but actual bathing is Oul of the question except on
the most luxurious (and expensive) passenger liners.

Crew Quarters
Crew members will spend almost all their off-duty lime

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 SUl!erooms (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 storclge locker built into the base, and a (."(lmputer ter­
minal that can be used either for entenainment 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 eabinets 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 lea'lt one crew
lounge, with tables, cbain>, entertairunent consoles, and exer­
cise gear. Crew lounges are critical for crew morale, and
often provide the best venue for fonnal meetings. If there is

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 auached
kitchen area. On larger ships, whole compartments arc 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 duly.

All bUI the smallest ships have a sickbay, usually
attached to the crew qunners. If a starship has a bank of low
berths, tl1ese 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. lllis 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 cireumstances.

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 fumi­
ture. Insteau or a pair or 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 smaU
starship, and is lhe space most often customized. Even if the
crew lounge ha'l no more than a small kitchenette, the pa'l·
senger lounge will usually have a full galley. Large passenger
ships may set aside large spaces for passenger entenainment
and comfort: theaters, game room!", exercise rooms, even
swimming pools.

Access to passenger quarters is also unrestricted. Indeed,
starships that carry pa'lsengcrs often encoumgc crewmen to
visit the passenger spaces (although they insist that crew
members present a good appearance and behave with cour­
tesy whcTlthey do).

'10 STARSHIPS



CULTURE AND NAVAb ARCHITESTlJRE
The fundamentalS of naval archilccture are a constant

throughout Chartea Space. Cultu..tl lrails can't change the
laws of physics, so any civilization which manages star trav·
el will build!lliU'Ships loosely similar in SD"Ucture and appear­
ance. On the other hand, the aesthetic values of a givcn
culture will have an effect on the details ofswship design.

AsIan Starships
The unique Asian aesthetic shows clearly in their star·

ship design. Asian 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 c8ve·tike. Crew quarters arc
divided among many small spaces, so that every crew mem­
ber can have hi.~ own enclosed mom, 1J1temal spaces tend to
be more austere than on Imperial ships, although even work~

stations and wall space will sport subtle decoration.

Oroyne Starships
Droyne ships tend to resemble those of their neighbors;

Droyne ships in the Imperium follow Human conventions,
in the Asian Heirate they tend to mimic Asian designs, etc.
TIle main difference in internal arrangement involves the liv­
ing quarters. Drnyne ships have fewer staterooms, but they
are up to three times the size of the Imperial standard sta~

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
dooo;, even penniuing Droync to go direclly from one state­
room to the next. These features are comfortable to the gre.
garious Droyne, but bother visitors who prefer privacy.

Hiver Starships
Hive Federation ships exhibit an aesthetic opposite that

of the AshlO. They tend lo be blocky, even cubistic, and
very utilitarian in appearance. Unlike most other major
race~, Hivel'S tend to place control sUltions as deep in the
hull as possible - the bridge will be in the center of the ship,
not expose:d at one end. Likewise, weapons will be fired
from the bridge, not from tllITet stations close to the hull.

Inside, Hiver ships are vcry comfortable, but not
ornately decorared. The cubic aesthetic continues, as most
companmenls will have straight walls meeting atstrict 9QO

angles. Some observers find this pectiliar, given that dirt~

side I-liver settlements are usually full of roun<lcd build­
ings, tunnels, and chambers; the cubist design of I-liver
starships may reflect a concern for efficiency.

K'kree $tarships
K'kree starships are probably the most unusual in

Charted Space, due to tHe oddities of G:entaur psyCliology.
First, they are big. ~entaurs are physically latge, bate trav­
eling except in groups, and tend toward claustrQphobia. A11
of. this means that they need 'a lof of; internal space, far

more than a Human crew with the same number.of individ­
ual members. The smallest of their manned st3rShips is
1,000 dtans, and most are much larger. Almost all of them
are built on a flattened-disk shape.

The entire working space of a K'kree starship is one
big chamber, with consolcs and equipment arranged
around the rim. 1be 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, bolographic generators, and
scent in the air circulation, all 10 give the illusion of being
outdoors on a pleasant K'kree world.

Solomani Starships
Solomani Confederation ships are very close to the

lmperial nonn. They lack Vtlani influences in their internal
design and sometimes show Asian 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 intemal-monitoring equipment

Vargr Starships
Varo"" starships havc 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. lbis 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
tcnd nOlto be too outrageous to a Human perspective.

Vilani Starships
/ Slarlihips built to traditional Vilani designs have an

aesthetic (or a lack thereof) all their own. Vllarii stan;hips
look as if they were designed by engineers, not architects.
They are blocky and solid-looking, and are considered ugly
by most non-Vtlani. Efficiency is the primary considera·
tion, not attractiveness or comfort.

Internal spaces are close to the Iinperial norm. A clear
class distinction will be visible in staterooms and lounges.
Passenger spaces are likely to be quite comfortable and well­
appointed, while crew guarters will if anything be more aus­
tere and uncomfortable than in most Imperial ships.

Zhodani $tarships
ZhcxJani ships ai;C nOl far from the Imperial norm in

design or aesthetics. Internally, they tend to be designed for
grcaler comfort for crew and passengers (and most spaces
have higher ceilings given ~pical Zhodani heigQts). The
most significant difference is subtle - the nrcsence of
psionic switches in most of the ship's simple fixtures. A
trained le!c;pa(h of even modest power can use these
s\"iitches to open and close doors, conlrol jight~, activatc
small items of equwmenl, and so on. .
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WORKING THE YAROS
"Oka)~ nOlv, listen up! 1 don't know where ),ou callie from. and I

don't care. Yuu're working at the Mora yards '1O\I~ alld we do things a
linle differemly here.

"My name is Eirene Selmit, andfor the next 30 days I'm )'ollr moth­
er; father; and hest frierul. YOIl may call me 'ma'am.' YOli may also call
me 'sir' ifyoll were in the military or ,hillk you've got Ihe hackles to
back lip your ouill/de. !fyolI're lucky enough, alld good cllough. Jail can
call me Eirelle when )'0111' orienta/iOIl pEriod is Oller. If 1/01, you wOIl'r be
around to call me anytflil/g.

"I klloll' what you're thil/king - 'What a hardcase!' YOII 're right. alld
,here's 1I reasoll for it. l.ook Olll Ihat windml\ lIlId wltat do YO/I see?
Girders. Forges. Deck plates. Work pods. The skeletOllS of starships.
Looks like God's OWII erector set jllst WCI1t critical all over the place.
This is the big league, boys and girl.~.

"You think yO/l can build starslJips? Maybe yO/I call, bill tllllt's old
flews, We dOIl't build starships here, we produce tltem. I'lley're a com~

modity, (/ crop we harvest from astemids lind cOlllets, the mOOIlS, alld
Mora herself We give binh 10 dreadnoughts, freighters. fighters. SDBs­
we crank alit more copies ofsome designs ill one year than some yards
do in a dtf(;(/dtf,

"Just because we can crank out the III/lis does flol mt!lm we skimp on
qlfality.' YOll wil! be a POll of the best-trailled, best-eqllipped, most profes­
,~iollal ,\'IJipbuildillg team this Imperiuln Itas ever seen We build ships thar
will ollllive me, yOIl, YOllr kids, their kids -I fully expect.mllle ofour bal­
tle1l!agolls to be ill sell,ice when the next milfel1niulIl rolls over. YOllr 1I'0rk
is YO/lr legacy to the ImperiuIII - make SWl! you give your best!

"Once )'our oriellfatiofl period is over, )'011 will he assigned 10 yOllr
OWIl work crews. YOII might get assiglled to a destroyer squad, or aile of
the Jar-trader teams. We rotate a.uigllmellls ollce evelY si.x months, so
you won't get bored, and yOIl 'II gain experience working Oil evtff)' major
design we prodllce here. We /Iced well-rounded workers, girder monkeys
who call lay a keel Oll allY desigll ill o/lr invelltol)', YOII might pull dllty
011 a specialty hull, a one-slwt for some rich hwller or hush-hush corpo­
rate project. If you do, coum yourself Iud')'. If 1I0t, we'll keep YO/I so
busy you WOll't notice.

"One. thing - your head Iwil hetter be screwed 0/1 light 100% of the
time. Out here, there's 110 margin for error. The workload is beyo/ld any­
thing most ofyou have ever experienced, and there are accidems all the
time. nlere are I/O minor accidellls here. If y(}jf ,\'crew up, )'011 will die,
and I don't have timefor thaI kind ofpapenvol'k.

"There's no place to rest on your butt except the hart/points 0/1 the
cOnstruCtiOIl gantries -those are for the architects alld HIiShip bllsybod­
ies, Do,,'t be surprised if they eme'8e from their caves every once ill a
while and peer over your shoulder. No matter how strollg the IIrge, do
not use your torch to give them all attimde adjustmellf./fyou do, you're
liable 10 end up baby-.~;llillga bUJleh ofnewbiesfor 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 staltaring traclition have cre­

ated a mther distinct set of definitions for some
tenns that are used in a much more general
sense outside of the starship-building world,

TERMINOL.OGY
Vessel: Any spacecraft.
ston: A measure of weight and (conven­

tionally) mass: a sholl Ion; 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 refcrx 10 how many short tons of
liquid hydrogen (the most common fuel) they
would displace, One shOll 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 tbe
more familiar measures of mass and weight,
these rules will call displacement tons
"dtons." A shOll "ton" in this book generally
refers 10 stems, above.

Note that a "space" in CURPS terms is
also assumed to be about 500 cubic feet. The
common namcs of ships often include the
nomenclature 100-tOIl, like (he Kllgashill­
class 400-{on lab ship. In this example, the
Kligashifl has a displacement (or hill! class­
sec 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 extcrnal 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 tlmmally classified
and referred to by their hull class, as in 200-too Beowuif-class
free trader.

Ship: A vessel of hull class 100 or larger.
SmaD Crart: A vessel of huD class below lOll
Starship: AIly ship with ajump drive.
Non-starship: A vessel lacking ajwnp drive. Small craft

are also nun-slanihips.
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:Ff48 tor
exchange rate!> between difrering TLs. KCr is a thousand
credits; Mer is a Megacredit, or a million credits. Because
space vessels cost so much, they usually are priced in Mer.

lIPs: Abbreviation for "hit points."
M\V: 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 (GJ)
also known as a gigawatt-second (GWs). Similarly, a million
megawatts is a terawan (TW); a million megajoules (a mil­
lion million joules) is a terajoulc (T1). These last tcrms are
normally used only in the description of extremely powerful
ship's weapons.

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

Threet mount: A turret-mount weapon is a weapon built
into a turret with a universal mounting system. Il has a 1800

arc of fire, though the turret itself allows a full 360D arc. This
combination allows a full hemisphere to be covered.

Hull mount: A hull·mount weapon is a weapon buill
into the hull but with a casemate swivel-mount system. It bas
a 90° arc of fire (45D to either side). All weapons except
spinal mounl~ can be hull·mollnted.

Fixed mount: A fixed-mount weapon is a weapon built
into the hull, with a lSn 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 Moullts, p. 19, for more information.

SHIPYARD FACILITIES
All worlds with sufficient population and 1L are capable

of constructing space vessels within their industrial 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 CURPS Traveller: Starporls.

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 qualiLy. These also offer annual

maintenance-overhaul services. Shipyard is capable of con­
structing Don-starships.

Class 11/ Starport
Shipyard facilities arc standard or average. Reasonable

repairs can be accommodated.

Class II, I, 0 Starports
No repair or shipyard facilities are present
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STARSHIP DESIGN AND CONSTRUCTION

STANDARD DESIGNS
Most stan;hips arc builL La 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 Ihe Tmperial 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 Crl,OOO. Some
shipyards offer use of their standard plans, at a discount.

Buyers may specify reasonllble variaLionl:i fTOm 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 lldJ con­
siderably to the cost, at the OM's discretion.

TIle usual time to build a ship at a Class V port is calcu­
lated as (hull surracc area in sfl2,OOO days) with a minimum
of six months due to ordering, lead time, and shipyard config­
uration. GMs may rule mat if the vessel is common and pro­
duced locally, it takes a minimum lime or 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 limes by 3, and so on. TIIC 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 Lhe dock. MilitMy shipyard"
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 bc
imported, and special items might take extra time to install.
For really radical new design concepts, reter to p. VE201.

14

Smaller shipyards also take longer. A Cla"s TV 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
aU). A Class mport isn't really equipped for shipbuilding at
all. Ie can build a craft of up to 20 dtons, but takes four times
as long. It can't build larger vessels.

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

BUIL.DING BETTER SHIPS

FRDM THE GRDUND

[CL.EARANCE] Up
Why have construction guidelines'! Few (if any) naval

vessels are produced by a single designer working in isola­
tion, without constr.unts on resources or fitness for purpose.
Instead, they are designed by teams, to specifications drawn
up by committees, to meee conflicting requirements of mis­
sion, flexibility, lethality, survivability, and cosL. 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
pmmiscs, 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
danIs. Designs thae do noe meet these standards are consid­
ered "inadequate." Anything morc is likely to be rejected a"
"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 Lhcy wish. Tt is entirely possible Lo 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 ships it pnxluces are not. The com­
ponents fonning a specific module might be spread throughout
a ship, rather man 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
tenned a ''power slice" or simply, "slice."

Hull and Armor Materials
The various classification societies (e.g., Lloyd's Regis­

ter, Traveller's Aid Socie[y, etc.) have determined through
long experience that "Medium Frame, Stmdard Materials,
Expensive Metal Armor" is the optimal combination of safety,
utili[y, and economy for a particular 11.. Anything more gets
expensivc, though some dcsib'llS justify their cost. AnyLhing
less, however, is not going to meet the agreed-upon standards



(i.e., HP and structural HT). Bank financing will be nearly
impossible to obtain, insunmce rates will be astronomical, and
government charters will be unavailable for such a shoddy
operation. (Subslantive differences between TLs are already
factored into the exchange rates.) This sort of consclVative
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 dinlensions can vary greatly. For a rough

idea of the hull's length, look up iLs Si".c Modi ncr in the Size
column on the table on p. 8201. 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, dan-like, or a flattened disk or wedge.
Diameter will be 2/3 that if the ship is ovoid or sphelical. For
examples. refer 10 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 hut 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 11.. 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
facLor: 11..7 =0.96, 11..8 =0.48, 11..9 =0.12,1LIO+ =0.024.

The final answer is the reactor size in dtoos. 1.5 dtoos for
TI..7, 1/2 dton for TI..8110+. and 2.5 dtons for TL9 reactor.;

should be added per core (there is one included in the Engi­
m:ering mol1ules, scc p. 36). TJ 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
time.~ it is lL~eful 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
11.. allows mixing systems from both TLs, for exanlple. If a
vessel has two reactor cores of different TLs, the power
requirement for each TL must be determined separately.

CUSTOM BUILOING
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 t11is is
usually Crl per dton of final displacement, with a minimum
of CrlO,OOO. Triple the cost if the designer will not have the
right to sell the plans a" "standard" after he finishes.

New plans can be produced with Shipbuilding (Starship)
skill. A shipbuilding program (see p. 70) will help! The GM
makc.~ a single skill roll. A failure wa"tcs the effort for the
time calculated above, but designers can start over. A critical
failure produces a plan so subtly tlawed that the builders
won't notice ... but the GM can provide a catastrophe as
soon as the ship is fin;t u~ed.

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

SE13UENCE
GURPS Vehicles offers a complete design system suit­

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

A starship "module" represents a collection of compo­
nents usually scatlered 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 fOllnd in the same loca­
tion on a vessel.

111cse hulls and modules were all created using GURPS
Vehides or CURPS (J1Jra Tech, so experienced GMs may use
those books to design their own modules or to create cllstom­
built de.~igtls. but see Building Better Ships From the Ground
(Clearance) Up, p. 14, for some important considerations.

OESIGN OVERVIEW
The next several pages provide a systematic spacecraft­

design process. Calculations ace 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 andlor 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 ba"ic statistics.
Step 9: Calculate performance and finalize the dcsibrn.
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 ueck
plans are to be created, but are not integral to the design
process it!>elf.

NAVAL SHIP CLASSES
The starships operated by the navies of the galaxy range

from 100 to 1 million dtons. There are no known ship desib'llS
larger than that, but that doesn't mean that they don't exist.
Ship types of om: TL tend to he smaller than their higher 11...
counterparts, sometimes by as much as 20% per 11....

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

Scouts: The Scout Service controls a wide variety of
craft up to cruiser clas.'). but seouL'! proper arc vessels up to
200 dtons designed for exploration, survey, and courier work.
Tn times of war. such ships are pressed into military service
but have negligible combat value except in reconnaissance.

ESCOl1S: Escorts are small ships of up [0 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.

Cruisen': 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. Thcy form thc 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 battlc ncet are generally grouped in cruiser
squadrons of four to eight ships, while individual ships or
pairs of cruisers are used [0 form scouting or raiding teams.

Carriers: Carriers arc dcsib'Tlcd to transport large num­
bers of combat boats (termed either "fighters" or "system
dcfense hoat'!''). TIle small ships are used in the screen of the
battle fleet or in support of a planetary invasion. Givcn the
limited weaponry of fighters and light boars, they are little
more than a distraction in a major fleet action, but they can
be extremely errceuve against ships of cruiser class or less.

Barrleships: As their name suggests, battleships are
jump-capable vessels, which are, due to their armament and
protection, capable of standing in the line of banle. 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; [heir bulk also provides
tremendous damage absorplion, 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 arc

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 mOl'e are unknown
in the Spinward Marches as of 1120, although 10.000- and
20,OOO-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. Battleridcrs mayor
may not be considered capital ships, depending on who is
doing the considering ...

STEP 1: CONCEPT ANO

TECH 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 nol 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 11. from 7 to
12, with some items ofTLl3 supeltechnology included for
GM usc. 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 artifacl" and alien superscience: OMs 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 TLIO
hull upgraded with TLI2 electronics and weapons); be sure
to include an engineering module or a power core for the
additional n.

The strangest ship design I ever saw
was same 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 caffed "norma/'J, but the outside
had masts and sails with internal wires
so they "billowed. "

- Loni Watt-Tukera,
Principles of Starship Design

TL7 Vessels
Generally homegrown for local conditions, TL7 vessels

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

TLB Vessels
n8 vessels arc 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.

TLB 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 1L9 for its
entire history, a~ were the early Terran Confederation (-2431
to -2210) and the few remaining starfaring planets and poli­
ties during the Long Night (-1776 to -150).

TL 10 Vessels
TLIO 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 TLlO
designs, ordering them (and spare parts) from shipyards else­
where in their sector, just as Third World nations of Terra's
20th cenmry ordered ships from Europe. Russia, or the Unit­
ed States.

The Terran Confederation's achievemenl of jump·3 (early
TLIO) 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~

urn) was able to rc-establish TLIO by around -150 and was
fully TLIO following the upheavals of the Civil War (604 to
622). Empress Arbellatra (then still Regent) used the new
jump4 capability to establish the Xboat network (624 to 718).

TL 11 Vessels
These ships are more advanced with improvements over

TLlO in several areas. They serve as the "front line" vessels
for 1I10st of the Imperium's potential adversaries: the Zhodani
Consulate, the Solomani Confederation, top clans in the Asian
Hierate, and exceptionally well-equipped Vargr corsairs.

TL 12 Vessels
These represent the cuning edge of naval architecture.

The Imperial Navy is equipped at 11.12, with a few TL I0-11
vessels in service in backwater areas or as auxiliaries. Ship­
ping lines and corporations use TLl2 vessels as fast couriers
and liners.

The Solomani Rim War (990 to 1002) provided the
impetus the Imperium required to develop TLI2.

STREAML.INING
Streamlining specifics 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).
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Streamlined
Aunospheric perfonnance and airflow oyer 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. 11le spacecraft
has full atmospheric maneuverability. and generates lift so it
can lake off from worlds with a surface gmvily greater lhan
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 aftenhought.

if at all. Sharp edges were rounded off and protuberances
may have been covered by fairings. However. the hull docs
nol generate lift and no aerodynamic control surfaces have
been provided. Unstn:amlincd ships can skim for fuel and
can enter a world's atmosphere but they do not have l.mding
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 stmctllre hulls are not designed to operate in

an atmosphere. Sharp edges, antennae, bracing, and aU kinds
of other things stick out from the frame at yarious places.
These hulls are extremely vulnerable to wind rurbulence;
they should never land on any planet and should never enter
an aonosphere greater than trace (0.1 aunosphcre). eyen with
contragravity.

Plan~toid hulls are not sLable enough for atmospheric
operations and are not normally designed for any type of
plancLary 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.

STEP 2: HuL.L. DESIGN
T1le hull is the frame of the ship, but it is more than just a

metal shell. It include... decks. cables, stress bracing, and
other elements.

Streamlining
Decide whether the ship is sb'eaJTl1ined (SL). unstream­

lined (USL), planetoid (PL), or dispersed struClUre (OS).
Str~amlined ships are sleek lifting bodies (often dart-,
teardrop-. wedge-. or disk-shaped) and may fly within a
planetary atmosphere. VI/streamlined 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 strllctllre
hulls are open tubular fmmeworks. 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 listcd
wcight, cost, and hit poinls by the factors shown under
Options, p. 29. Record hullma'iS. hull cost, and Size Modifi­
er (SM; p. 820I). Hull areas and volume an.: for reference
and will figure in later calculations.

SPACES
Calculate the vcssel's intemo./ spaces. An unstreamHned

vessel has spaces equal to its hull class. A streamlined vessel
ha.. 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 c.:I~. Internal spaces will
be used up by equipment and other options. Keep a running
lotal 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 SPINAL MDUNTS
Decide how many turrets and/or bays the vessel has.

~eir mass. cost. and inlernal spaces are shown on p. 131. As
With the hull. mass varies by TL and cost varies depending
un whclhcr lhc hull is streamlined or not
. .See Batteries, p. 24, for a way to increase firepower by

hnking turrelS or huU~mountedweapons. Baneries should be
considered after the actual weapons are installed.

Turrets
Turrets arc standard mounts for shipboard weapons.

They have the most flexibility in tenns of arc of lire because
the entire turret is turned to aim it, along with all the
wca.po.ns mounted in, it, of course. They have effectively
unhmlted arcs of fire - as long as the ship's huH or
appendages aren't in the way, the turret can fue at any target,
i~dependenl of the attitude of the ship. For most configura­
nons, that means lhe arc of fire is 1800 in any direction - a
complete hemisphere. For game purposes, assume turrets
can flre at any vessel within range.

in ordinary I-second combat turns, weapons in turrets
may not fife on targets on the opposite side of the ship, and
may be funher restricted by the conriguration of the hull
(GM's decision). GURPS Traveller space-combat rounds
(~p. GT163) represenl 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 turrel per 100 dtons
of hull class, or it can have fewer or none at nil. A smnll craft
of alleast 3 dtons may have one turret.

Instead of a nurel, weaJXlns can be built directly iOlO a
hull. A vessel can have 3 space.ll 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 llrTllor bell, the
degree of protection is greater than for turrets, but they can
only fire on Ulrgets within a 45" arc to either side of the direc­
~ion the mount is facing. Each hull-mounted weapon must be
IOStalled on one of the six faces of a ship (forward, aft, port.
starboard, dorsal, or ventral).

The ligures in the Module Tables (p. 124) are for medi~

urn frame, standard malerials, with very good streamlining
(VGSL) and unslreamlined (USL) prices (the twO most com~
mon). Multiply turret weight by the same frame and material
factors used to design the vessel's huU. To select a streamlin·
ing level other than VGSL, multiply the USL turrel COSI 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 faclors used to design the vessel's hull. (Use the USL cost
if the turrel is unsrreamlined.)

Optionally, rurrets purchased as unslrcamlincd can be
placed on streamlined hulls, but Ihey make the vessel
unstreamlined all a result. Turrets on planeloid huUs may use
any malerials and have a frame strength equal to lhe hull.
Turrets have 800 sf of surface area each and musl be annored
separately (~e Step 4).

POp Turrets
Pop turrets are identical 10 ordinary turrets, excepl they

can be fully n;trdcted inlo the hull when not needed. They are
only prolected by the huD's annor while relmcted, but may
still be separately armored. Pop turrets are often used on
p~aneloid hulls to preserve Ihe appearance of a natural asler­
~1~ If a pop turret takes more than half of its HP in damage,
II IS ~oc~ed in whalever its position was before the damage
wa"i mfllcted. (ll may still rotate.) Pop turrets are lrel1ted as
huU·mounted when no! extended.

Weapon Bays
Weapo" Bays are large weapon mounts. They come in

two varieties: external or internal. External bays are treated
exactly like tUITets. above (though they have the same sulface
area as a vessel of their size; see p. 28). [ntemal bays are
treated ex~ctly like hulJ~mounted weapons, as above. Bays
un planetOid hulls are usually internal. Weapon bays may IlOl

be grouped as batteries.
Bays are available in large and small sizes (for tOO-ton

and 50-Ion weapons, 1CS[.K-'Clivcly). 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 lakes about two hours 10 replace a small internal bay
weapon; double this lime for large bays, and triple it for
external bays. 1be 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 prevcnt confusion with the 100-ton or large bay.

Empty internal bays may store cmgo or hold small craft.
£uemal bays may nOI Slore cargo or cmf! - they arc only
capable of holding weapons due to a honeycomb structural
ar:d~gement designed to hold either missiles for the multiple
nusslle ~ks or the comJXlnenlS used to build energy weapons.

Vehicles and craft may be carried in otherwise unused
inlernal bays at 50% space wastage (a 100-ton bay holds
50 dtons of vehicle or craft); a bay may l<lunch one craft per
turn (see p. (4).

An internal bay may carry deadfall ordnance (p. 53);
such a bay is useless in battle, but is used 10 bombard wurlds.

A ship can install one bay for every 10 turrets 1I0t

installed. For example. a ship with Hull Class 10,000 may
have up 10 100 turrets, but the designer could instead install
RO turrel.ll and two bays. This effectively limitS bays 10 ships
of 1,000 dtons and IaT'Jer.

Spinal Mounts
Spinal mounts are large enough to n:quire special plan­

ning; they are C?nsidered fixed-mount weapons and basically
~~mc the maIO structural member for the ship. They have
limned arc of fire - no more than 150 to either side of the
direction the vessel is facing. Spinal mounts require that the
entire ship be poinled in order 10 aim the weapon, but they
have no overhead for mounting.

Spinal weapon mounts reduce the number of turrets pos­
sible by I for every 100 dtons they occupy. Other surface fea­
tures (extemal gnlpples, ctc.) also affect the number of turrets
and bays that can be mounted; see p. 31.
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EVOLUTION vs. 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 lhomughly 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 (0 disaster. Therefore. new designs should be evolu­
tions of older vessels rather than revolutions in design pnlc­
lice. Assume Imperial Navy ships last 8o-IOU years before
undergoing a major overhauVrclit. and then are good for
another 80-100 years before retirement. There will be
instance... where some ships lasllonger and some retire quite
quickly, but on average. 180 years il'> 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 makjng a Structural HT check,
make an extra check for every 50 fuJI 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 pennanently
drops by I; ships of that vintage are normally retired or used
for light duties. 11.,13+ ships multiply the intervals by TL-IO.
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. 'Illis puts a TLIO vessel at around 500 years and a
1l...12 vessel at around 2,000 years.

How Much Armor 00 I Need?
Armor in GURPS Traveller can be divided into four

1)'peS: 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 1l.. may 1101 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,

micrometcors. and enemy weapons. Adding heavy annor
will slow a ship down (due to the extra mass) but make it
more "survivable:' Choose both annOT material and DR.

Most starships use expensive armor. Bulk transports and
ore carrier.;: may usc cheaper materials as an economy meas­
ure. while prototypes might usc advanced materials.

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

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
llble 10 withsland a hit by turret lasers of its TL at II2D range.
while a ship of the line will be eumpletely impervious to tur­
ret beam weapons - and will frequently shrug off bay particle
and plasma/fusion weapon hits as well! See HolV Much
AmlOr Do I Need?, above.

OptionaUy, annor for the turrets may be calculated sepa­
mtely from hull armor. Turrets and bays are often designed
with lighter annor than the hull itself. For a fast way to
design this, just add haiflhe turrets' and external bays' area 10

the vessel's an.:a; afterward, tlley can be assumed to have half
the DR the hull has. Military vessels also have suggested
minimum and maximum armor rtC(uirements for turrets. The
GURPS rules don't nonnally track armor volume because it
is negligible, but placing huge amounL'l of DR on a relatively
tiny turret will use up the space for weaponry (and would
slow roLation speeds below the standards assumed in the
space-combat system). To rencet 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 annor. whichever is less.
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Plls.\·iw! Defellse (PO). Annor PO depends on DR, as fol­
lows: I if DR 1.2 if DR 2--4. 3 if DR 5-15,4 if DR 16+.

STEP S: OTHER

SURFACE FEATURES
Sealed: Vessels musl be sealed. Dispersed structure huDs

are unsealed: instead, individual subhulls are sealed separate­
ly. GMs may wish 10 ignore the COSI of sealing on large,
high-TL vessels, as it is so low as to be negligible.

~nsorMasking: WaJ'3hips are usually lhe only vessels 10
use sensor masking. A ship may optionalJy be given stealth.
making il harder 10 detect by active sensors (like radar),
and/or emissiOIl 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,
sOl/lid bafflillg. is used only when in an atmosphere.

STEP 6: COMPONENT

MOOULES
A component module is a set of eomponent<; grouped

toge!.her into a system. like a bridge or a jump drive. Each
module is rated for !.he spaces it takes up. Select modules
whose local spat.'CS are sufficient 10 fiJI 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 inslalled inside the hull.

CARGO SPACE IN TURRETS
Although turrets aren't designed to carry cargo.

!.hey can - wilh great difficulty. Maintenance batches
must be removed. cxposing wiring and conduits, and
!.he 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 fonnat can't evcn be put ill 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 Lhe GM should roll for
mishaps which may result in anything from static on
the intercom 10 leaks in the turret's jump field causing
jump nuctuations.

Carrying cargo in turrets is not nonnal practice. If
crew members do risk the difficulties and the malfunc­
tions, customs inspectors might decide to examine
rr~f)' access hatch and crawlspace, which could easily
take days. GMs take note: While the volume of turrets
is nOI counted a.<; part of a ship's lotal volume when cal­
culating jump, that is a simplification for accounting,
1I0r a loophole through which ships can get an extra 3%
external cargo space "for free:' JUSt the opposite, in
fuet: Starship owners OftCIl pay the price when stuffing
things into areas where they don't belong.

So I get settled on the ship and the
pilot calls me up to the bridge to sign
autographs for the crew. While I'm
there, I notice that one of the buttons
has a light that says "Press to Test. " I
resist for about ten minutes, then I
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. Olher modules are more or less
optional. although drives and quaIters should be installed in
nearly all vessels.

Where modules are available at different TI...s, the TL is
given after the name: for instance, "Maneuver DriveJlO"
means a TLI0 maneuver drive. If no TL is given, assume the
system is available at 11.7+. If a series of modules tops oul at
a TL lower than the vessel's TL, assume the highest 11. mod­
ulc is available at the vessel's TL. Modules are also rated for
other statistics:

Spc: The spaces the module takes up.
Mass: 11lc module's ma.<;..c; in stons.
Cost: TIle module's price in Mer.
Purr. 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 detennine.c;
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 rdck, one laser, and OIlC

sandcaster per turret is normal for commercial vessels. On
averngc, two sandcac;ters 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 cenainly will be busy, and the Sen­
sors station also should be, but a distinct Conununications
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 laseroomm for guidance and
allowing gunners to concentrdtc on anti-missilc/anti-ship fire.

STEP 7: TURRET ANO

WEAPON BAY ARMAMENT
Add each weapon's mass and cost to the running total of

vessel mass and cost. Turre! weapons may occupy a lurret
space (up to three spaces per tUITet) 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 hun.
See Module Tables, p. 124, for more infonnation.

STEP B: STATISTICS
Once the various component.;; t.hat make up a vessel have

been added together, it will be necessary to figure out what
they can do ...

Payload
Payload is:
• The weight of cargo carried. Assume 5 stons per dton

of cargo hold (Le., about 20 IbsJcf) unless you want to recal­
culate every time these vary. Exceptionally den~ cargo may
weigh up to 25 stons/dton; this is the maximum the holds can
handle without special reinforcement.

• The mass of vessels earned in spacedoeks, vehicle
bays, and external grapples.

• The mass of all ordnance: missiles, sand canisters, etc.
• TIle lllasS of all non-jump fuel.

Total Empty Mass
Total the mass of hull, tUITetsibays. armor, surface fea­

tures, chosen modules, and weapons. This is the vessel's
empty ma'is.

Total Loaded Mass or Weight {LWt.]
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 perfonnance. However, starships and small craft have
different maintenance requirement... Stanihipfi require main­
tenance in an ongoing fashion, while small craft and non­
starships not normally in continuous operation require
maintenance only on a periodic ba..ifi.

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 filar the actu­
al purchase pn'ce remains ullchanged for purposes of use ill
thefommla. If the point system is used via the Ship's Patron
advantage frum GURPS TraveUer: Far Trader, increase or
decrease the ship's point cost by the same amount, rounding

lip. 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) I (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 acrual purchase price must be based on
what the ship normally costs as per the
rules in thifi design sYfitem.
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Total Cost or Price
Add together hull. tum:l/bay, streamlining, annaT, surface

features, modules, and weapon costs (0 gel the vessel's r.:ost

Fitted-Dut Cost or Payload Cost.
This is equal 10 lhe final cost of the ship once it bas been

fined out (p. 26).

Structural Health (HT]
Ships in GURPS Traveller have a structural Health (HT)

stalistic to reflect their general condition and resistance to
wear, faligue, and breakdowns. Used ships may have reduced
HT due to age and wear (sec p. 20). If the purchase price was
discounted to 50% or less, reduce HT by 1: 10% or lc.ss.
reduce by 2.

A ship's basic HT is (75 x (internal space in dtons I
loaded mass in slons)J + 5. rounded to the nearest whole
number. Maximum HT is 12 or the ship's overall TL.
wruchever is higher. Mulliply "internal space in dtans" by 0.1
for super-light frame. 0.25 for extra-light fmmc. 0..5 for light
frame, 1 for medium frame, 2 for heavy frame and heavy
asteroid frame, 4 for elttra-hcavy and eXlrn-heavy asteroid
frame, and 8 for super-heavy asteroid fnune. Sec p. T:FT75
for more information.

Hit Points
Rcconl hit point'l for the hull and each bay or rurret. A

hu.ll. bay, or turrel's hit poinlS are its area x 1.5. Multiply lhis
resu.lt by 0.1 for super-light frame, 0.25 for extra·light fr-.une.
0.5 for light frame. I for medium frame, 2 for heavy frame
and heavy asteroid frame. 4 for extra-heavy and eXira-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 lTIultiple 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 I for super-light frdme, 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 eXlra­
heavy and extra-heavy asteroid frame, and 0.0125 for
super-heavy asteroid frame.

STEP 9: PERFORMANCE ANO

OESIGN FINALIZATION
The final step in starship design involves computing per­

formance and miscellaneous statistics. These bit" of infomla­
tion will be handy during game sessions. where pilots will
need them to fly their vessel!

Jump Number, Air Speed,
and Space Acceleration

TIlcse statistics are detennined as on p. GTl59. To deter­
mine drag for airspeed calculations, divide sulface area by 10
for superior streamlining, 20 for excellent streamlining, or 40
for mdical 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 ve.'lsel can
accelerate is called a G-Round, or GRd for shan. Calcula­
tion of GRd formulae is only necessary if a vessel uses ::I

reaction drive; most vessels use reactionless thrusters. The
GRd fonnulae determine the average acceleration over the
complete bum time afforded hy lhe available fuel on board.
See G·Rol/lld Calclilariolls, below, for the fonnulae used to
calculate GRds.

G·ROUNO 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 grdvitics: R is the number ofgravities 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 stans 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 avemge result
without much complication.

R is the SPllCCS 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 fucl and
can no longer accelerate.
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Example: A ship has a reaction drive with a thmst of 54
stons and a fuel consumption of 188 spaceslhour; 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 - (28212)] = 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 st.atistie is written a.. 0.12 G 0.54 GRds. If the ves­

sel accelerates at 0.1 G for two rounds, its GRds drop to 0.34.
Mjssiles are also rated in GRds; instead of fuel, they use

electricity stored in powerec1ls.

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 rcaetionless thruslen; capable
of more than 2 G of thrust, very good or better streamlining
(see p. 29), and total companmentalization (see p. 30) are
assumed 10 have the equivalent of a submen;ible hull. A sub­
men;ible hull is required for most underwater operations. but
ships without one may still be able to function in this envi­
ronment. For marc information, sec Submerged Perfor­
mance, p. VE132.

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

To calculate Maximum Speed underwater (uS peed).
first determine:

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

Then:

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

Toeal Displacement is in dtoos and Thmst 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). IT 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 111,000, and plasma and fusion
guns are useless. TL8+ missiles use their uSpeed statistic as
calculated above and can ttavel 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 combS[ rounds and distances involved.

Batteries
Up [0 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
ret.. 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
a...signments 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
a.<; batteries.

DIRECTIONS AND NUMBERING
Directions on shipboard can be both relative ("forward

of bulkhead 30") and absolute ("the aft airlock").

Direction Terminology
Drive A1:is - 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 Orientarion - Ships are defined as belly-landers if
their main deck is parallel to the drive axis, or rail-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 desib'llS for sLrcamlining. Miliurry and scientif­
ic vessels, and those designed purely for zero gravity, are
often tail-landers (e.g., the Laboratory Ship, p. GTl45, and
Mercenary Cmiser, p. GTI39).

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

PoI1 and Srarboard - The left and right sides of the ship,
respectively, always determined while facing forward. The
term "port" refen; to the Solomani custom of placing the pri­
mary airlock (and hence, access to the starport) on that side;
VLlani-influenced designs show no panicular 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.

O/aboard and Inboard - Outboard is away from the
drive axis; inboard is toward the drive axis.

24 STARSHIP DESIGN AND CONSTRUCTION



Numbering
Starships have many identical components located

throughoullhc hull; when it is important to distinguish them
clearly, a standard numbering system is used. Odd numben;
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 Beowulfclass free trader
(pp. GT132-134) are numbered thusly: starting on deck I,
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
uruls are # I on the left and #2 on the right; the dOnial 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 I" he should
at least know where to look!

CREW ANC
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 aemal 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. GTl49-150 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 lLs); 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 rol1s, especially in stressful sim­
ations when one spacer has to be in three places at once. See
p. GT165 for rules on penalties due to additional duties.

CREWS ON LARGE SHIPS
Typical crew requirements are given below, but these

are averages; acmal 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 nOl 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
communicatiuns 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 peuy 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
lea<;l two; mrret 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 compmer. Some weapons may be
manned by ship's troops dwing combat operations.

Flight Section
If the ship has any small craft, it should have a f1ight­

cuntrol ufficer, crew fur each craft, and alleast one technician
per craft. Launch tubes should have a crew of at least 10,
which will include a tlight-supervision ofiicer and a prepon­
dercmce 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 I NEED?
If a ship is 1,000 dtuns or larger, sec Medical Sec:·

riOIl, below. For smaller ships, here is a review of the
differenl rules and guidelines.

• GURPS Traveller: Far Trader says onc 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 earned 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.nus may be a steward with the rcquin:d training.

To sum up: If a ship is carrying paying passengers
(awake or in low berth) and the ship is 200 dlons or
larger, a certified medical tcchnician 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-Lime 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 Stationg (gee p. 65).

Medical Section
A chief medical officer, plus one full-time medic or

assistam per additional 50 people aboard. Automeds and
chrysalis machines (p. 591) 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 skiUed medics available: one medic at Physician 10+ or
Electronic Operatiuns (Medical) 10+ can assistlhe entry of 12
or revival of 16 passengers per hour (p. GTI08). Passenger
silips with large numbers of low passengers often cross-train
stewards to minimum standards to expedite this process.

Service Crew
The ship ilselImay have a requirement fur additiunal sec­

tions which provide basic services including shops and stor­
age, security (especially if there are no ship's rroops aboard),
food service, and other operations. AlIuw two per 1,000 dtons
of ship or 100 other crew, whichever is more; three per 1,000
dlons or IOU crew if there are no ship's troops.

Luxury Iinenl often have extensive housekeeping and
service staffs for the carnian of passengers; see p. 56.
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Ship's Troops
Most ships 1,000 dwns and over have a marine (or mili­

tary) contingent aboard which ranges in size from a squad to
a regiment. TIle 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 rroops often fill the role of security forces aboard the
ship and arc used for military exercise... 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 rroops, in addition to spe­
cial facilities for storing balliedress (p. 55) if so t:quipped.

Specialists
Large ships, especially military vessels, will have full­

time ofl:icers 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
mayor may not have any actual "crew" skills.

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

FITTING OUT
Once a ship has been designed, it is far from ready for

night. A variety of consumable supplies must be acquired, firsl

ADDITIONAL EXPENSES
Vessels may require these additional expenses not

included in their cost:



• 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: CrlOO 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 Grldton Abbreviation
Refined LHyd 350 H
Unrefined l.JIyd 50 H
Hydrogen/Oxygen 333 HO
Jet Fuel 10,000 J
MetaVOxide 50,000 MOX
Rocket Fuel 6,667 R
Wmer 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 Cla~s IV or V starport. See p. 106.

OUTFITTING THE SHIP
A starship costs lens 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 thal can make a
profit where others can't. Environmental gear for the ship's
locker (see p. 61) and sUlVival 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 ANO 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, naky paste or cake, often gray
or brown. Flavor additives (100 single-meal packs weigh
5 lbs. and cost Cr 50) make it more palatable. Vats that pro­
duce fauxflcsh (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 aguin? I'd kill for lamb!").

Fresh provisions are lhe 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, anned turrets are not only a waste of
space, but attract unwanted attention as well. Ships opemting
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 a" much as possible.

Cash
Don'l 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, battlc-damage repairs, unforeseen equip­
ment requirements, "contributions" to local economies and
their officials, and so on.

HIRING CREW
As in mosl 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. GTJ06. Player characters
may bargain for bener 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 pirdte 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 lbs. or one dton is allowed. Working passage costs the
individual nothing; he receives passage, room, and board in
lieu of salary.
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Thcre arc four types of hull: streamlined, unstrearnlined Standard hulls are constructed according to the hull
(the hull type that Traveller calls "partially streamlined"), tables below; custom hulls make use of several options for
dispersed, and planetoid. more efficienl or specialized design.

STREAMLINED AND UNBTREAMLINED HULLS
Many vessels previously seen in the GURPS Travetler medium frames with standard materials, and either a non-

universe used standardized hull designs, either TLIO or TLI2 streamlined hull or very good streamlining with a lifting body.

STANDARD HULL SIZES
The following table is for TL I0, non-streamlined hulls:

Hull Class Volume Area Hit Mass Cost Size
(dtons) (CF) (SF) Points (stons) (MCR) Mod

10 5,000 2.000 3,000 2 0.1 ..;;
20 10,000 3,000 4,500 3 0.15 ..;;
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 +7
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 0.5 +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 1.25 +9
600 300,000 30,000 45,000 30 1.5 +9
800 400,000 40.000 60,000 40 2 +10

1,000 500,000 45,000 67,500 45 2.25 +10
1,200 600,000 50,000 75,000 50 25 +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 5.5 +11

10,000 5,000,000 170,000 255,000 170 8.5 +12
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 25,000,000 510,000 765,000 510 255 +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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a vessel's atmospheric speed. Multiply hull cost and internal
spaces by the values from lhc table.

Tech Level
7 8 9 10 11 12+

Mass 3 2 1.5 I 0.75 0.5

Frame
Super Exlrd Light Me<! Hcavy ExtrlI
Light Light Heavy

Cosl 0.1 0.25 0.5 2 5
Mass 0.1 0.25 0.5 1.5 2
lIPs 0.1 0.25 0.5 2 4

Materials
Cheap Exp. Advanced

Very Cheap Standard Very Exp.
Cost 0.2 0.5 I 2 5 10
Mass 2 1.5 I 0.75 0.5 0.375

H U L L S

12
0.71
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Radical

Size
Mod
+14
+14
+14
+14
+15
+15
+15
+15
+16
+16
+16
+16
+16
+17

Cost
(MCR)

53.5
59
64.5
75
84.5

102.5
119
156
189
219.5
247.5
274.5
300
393

Mass
(stons)

1,070
1,180
1.290
1,500
1,690
2,050
2,380
3,120
3,780
4,390
4,950
5,490
6,000
7,860

Cost
Spaces

Sireamlining
Unstream. Superior

Very Good Excellent
2.4 3.6 6
0.8 0.77 0.74

STANOARO HULL SIZES (CONTINUEO]
Hull Class Volume Area Hit

(dlOns) (CF) (SF) Points
150.000 75,000,000 1,070,000 1,605,000
175,000 87,500.000 I.l80,OOO 1.770,000
200,000 100,000.000 1,290,000 1,935,000
250,000 125,000.000 1.500,000 2,250,000
300,000 150,000,000 1,690,000 2,535,000
400,000 200,000,000 2,050,000 3,075,000
500,000 250.000,000 2,380,000 3,570,000
750,000 375,000,000 3,120,000 4,680,000

1,000,000 500,000,000 3,780,000 5,670,000
1,250,000 625,000,000 4,390.000 6,585,000
1,500,000 750,000,000 4,950,000 7,425,000
1.750.000 875,000,000 5,490,000 8,235,000
2,000,000 1,000,000,000 6,000,000 9,000,000
3,000,000 1,500,000,000 7,860,000 11,790,000

CUSTOM HULL SIZES
Hulls can be constructed to any size. If a hull class falls

between two classes on the table, treal it as the larger class
for area. hit points. cost. mass, and size modifier. The volume
(in cO of the new hull is calculated by multiplying the Hull
Class (dloos) by 500 (the number of cubic feet assumed to be
in a space).

OPTIONS
The naval architect can vary severdl structural factors,

depending on lhe vessel's intended purpose.
Frame: Most CURPS Traveller vessels use medium

frames. but other types are possible: racing vessels are often
super-light. while warships are fttquently reinforced. Multiply
cost. mass, and HP by the values on the table. Ships with high
accelerations. external cradles. or other abnonnal 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
fmme strength (this means vessels with heavier frames will
typically take more major damage before becoming disabled).
Sec Chapter 2.

Materials: Most GURPS Tra~'eller vessels use Standard
materials, which represem the optimum balance octween
ma'iS and cost. Where one of these factors is overwhelmingly
imponant. different matcrials can be used. Multiply mass and
cost by the values on the table. All starpons have standard
matcrials readily on hand and are tooled to work with them.
Starports may not have (){hcr options available; it will add to
the construction time (and thus cost. at GM's discretion) if
they have (0 retool for it.

TL: Improving materials technology reduces structural
mass, as indicated on the table. 1LJO hulls arc the standard
against which all others are measured.

Streamlining: Standard GURPS Tra~eller vessels have
either no streamlining or very good streamlining. All stream­
lined vessels are lifting bodies (like the Space Shuttle or
"flying wings" - sec p. VE 11). Better streamlining increases



COMPARTMENTALIZATION DISPERSED HULLS

PLANETOID HULLS

Super-heavy frames are only available for planetoid
hulls. They represent a hull that is mostly solid nickel-iron
with compartments hollowed OUI of it.

Super Heavy
36
8

Extra Heavy
24
4

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

Planetoid huUs must be scaled, 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 atlrdction, but they do provide other benefit<;, such as
relatively inexpensive (though bulky) armor protection.

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

Frame Heavy
Mass 18
HPs 2

A dispersed hull is a stnlcIDre 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 anached to the frame to provide
pressurized environments. Dispersed hulls are common at
low TI..s (to save weight) and for miliLary 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; lhis provides the

framework. Dispersed hulls cannOI be slreamlined or
have any sensor ma~kingor radialion shielding.

A maximum of (DR 100 x structural hil point
factor) of "open-frame" armor may be added. Open­
[rame armor prolects nonnally 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
nonnally. Total Compartmentalization allows this
"hull" 10 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

(hardpoint.., external cradles, etc.) or streamlining, as they are
contained within the primary hull. 11lls sub-hull is still con­
sidered pan of the overall vessel and not removable. It there­
fore does not require any special mounting hardware.

Vessels are already divided into ainight 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 TOlai Compartmentaliza­
tion (adds 20% of hull mass 10 [otal weight). Either type costs
MerO.oI per ton of weight added. Effects of compartrnenlaJ­
i7..ation are outlined on p. 31.

ROBOTIC 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-hots as described in GURPS Robots.

Robotic vesfiels 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 dCbTfCC of automation in the
ship's systems. Robotic ships are commonly used as in­
system ga<; and are haulers 011 routine runs.

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

In siruations where a crew is required on a robotic ship,
add up the total crew required to operate the maneuver drive
a.. per the individual modules. The number of crew needed is
the square rool of the total, rounded up \0 the nearest whole
number. This should also be done for the jump drive and the
combination gravities system if installed.
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AnnQr: Multiply DR by (surface area X0.00(35)
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 scaled.
Cost: StarpOI1S charge a higher fee for "wran­

gling" a suitable planetoid, especially if it is located in
a remote or dangerous system. rmding and moving a
planetoid can kick off an adventure revolving around
ship construction! CrlOO per space for hollowing, plus
Cr2.5 to Cr40 per space for bringing in the planetoid.

Companmell1alization: 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. 1l1eir weight counts against
the empty weight of the ship.

Volume: Unlike most vessels, the structural
framework, armor, and compartmentalization of a
planetoid hull are [00 bulky to ignore. Add up the
total weight of the frame plus compartmentalization,
divide by 125, and round up to get the number of
ill1emal spaces occupied by solid nickel-iron: these spaces
are noc 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

SURFACE FEATURES
Surface features are components and options applied to

the outside of the hull. They generally do nol consume inter­
nal space, but almost always add 10 Ihe vessel's cost and
often ~dd to weight.

Standard GURPS Traveller vessels use expensive metal
armor. Select the DR level and material for the vessel's
armor, then calculate the mass and cos1. Metal armor is
assumed to occupy no volume; planetoid annor is treated dif­
ferently (sec p. 31).

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

Mu.,,·.\·: 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 ma<;s to get cost.

SENSOR MASKING
Mass

0.00025
0.0002

0.000125
0.000075
0.00005
0.00003
0.00002

SEALING

Warships are generally the only vessels
to use scnsor masking. A ship may be given
stealth making it harder to detect by active
sensors (like radar) and/or emission cloak­
ing to mask it from passive sensors (like
infrared). Infrared cloaking is an earlier ver­
sion of emission cloaking. It is effective
only against infrared, thermograph, or a
PESA using thennograph mode but 1101 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 ma..s (OM's discretion), a color-changing liquid crys­
tal coating centraUy controlled by the ship's computcr. Civil­
ian ships sometimes add this feature to their hulls separately
and usc it for camounage (-2 to Vision rolls), decoration, or
advenising.

Vessel hulls must be sealed to retain internal atmos­
phere; crew and passengers will require vm;c suit.. and their
own oxygen supply in the very few classes of vessel that do
not possess this feature. Multiply tOlal surface area by

MCrO.OOOO4 to delcmlinc cost. Halve this
cost at TL8 and halve it again al TL9+.

8
9

10
II
12
13

Cheap

0.002

9
10
II
12
13

0.004

Standard
7
87

8
9
10
II
12

0.012

7
8
9
10
II

0.04

Armor Type at TL Expensive
Advanced

Steelor Aluminum AJloy
High-Grade Steel

or Aluminum Alloy
Titanium Alloy
Durasteel
CrystaIiron
Superdense
Bonded SU..QCrdense
Cost (MCr/ston)
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Sensor Masking Fealure Mass Cost Power
Modest jnftared Cloakiogfl 0.0005 OO3סס.0 0
Ba~ic Infrared Cloakingf7 0.001 0.0003 0
RamcaJ lnfnrred Cloakingfl 0.002 0.003 0
Modest Stealthf7 0.0005 0.()(x)()3 0
Basie Stcalthl7 0.001 0.0003 0
Radical Stealthfl 0.002 0.003 0
Modest Emission Cloaking/8 0.0005 OO3סס.0 0
Basic Emission Cloaking/8 0.001 0.0003 0
Radical Emission Cloakingl8 0.002 0.003 0
Modest Sound BaIDingf7 0.0005 OOIסס.0 0
Basic Sound Bafflingf7 0.001 0.0001 0
Radical Sound Bafflingt7 0.002 0.00 I 0
Liquid Crystal Skinl8 0.0001 0.00004 Neg

Weight and cost are each equal to the vessel's total sur­
face area times the number shown on the lable above. Weight
and cost are halved the 1L after the system's introduction,
and halved again 2 or more TLs after introduction. A vessel
may not have two different versions (i.e. ba~ic and radical) of
the same feature.

Each level of cloaking, stealth, or sound baffling has a
bonus associated wilh it. Modest is (TL-4) /2 (round up).
Basic is (TL-4). Radical is 2 x (fL-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 detennine 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 vesscl 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 ha" loaded extemal 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 - sy~lcm

defense boars (SDBs) acting underwater or in a gas giant
and atmospheric lighters 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 sutface
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
c1e's surface may be covered with special tiles desi!,TIJed 10

degrade sonar detection. At higher TLs, the vehicle sutface
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 attempt" at
active sonar sensing.

Eaeh of these Sensor Masking options produces the
ship's Detection Modifier. If a vessel is attempting 10 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 ModesI levels
of sensor masking can be retrofitted to existing desi!,'lIs. This
includes enhancements such as radar-absorbing paint, smooth­
ing out some edges, and various tune-ups to the ship's systems.

ADDITIDNAL 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 213 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 "snm" or "kill." When tumed on, any unin­
sulated object touching or touched by the outside of the hull
takes 2d damage (if set to "stun") or lOd damage (if set on
"kill"). Complete metal armor protects with only DR I
against electrocution. A HT roll is required if any damage
pcnetrdtcs DR and the victim is still conscious; failure means
he passes oul for 25-HT turns (seconds). Electrical damage is
covered more fully on pp. C1lI38-139.
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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
aJarm system dclccL<; rampering with the locks or (if appro­
priate) by an operational Anti-Hijack program.

Radiation Shielding: Radiation shielding is typically
ignored in GURPS TraveUer but included here as an option.
Demiled radiation rules are given on pp. 5104-106. A vessel's
hull has a natural radiation protection factor (PF). This is
based on the DR of the hull facing !he radiation. DR less !han
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 addilion, 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 TI.8. 1,000 at TI.9-1 0,
10,000 lit TI.11-12, and 100,000 at TL13+, which adds to !he
narural PF above. Archilecls 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 telepa!h
wi!h a skill of3 and a Power ofrn.-2) x 2 (see p. 8167).

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

Shielding Feature Mass Cosl
Electrified Surface 0.0001 0.00001
Radiation Shielding 0.00 I O.{XXXB
Psi Shielding/8+ 0.00005 0.0001
Thcnnal Supen:onduclor Annar/ll+ 0.000125 0.00025

Multiply mass and cost by the total sUlface area of !he
vessel. Weight and cost are halved I 11.. after the system's
introduction, and again 2 ar JtXR 1l...s after introduction_

TURRETS
Turrets come with a roomy built·in crew station (seat

and console) wi!h computer terminal and a Heads-Up Dis­
playfWeapon Aiming Computer (HUOWAC); at TL8+ they
include a pupil scanner. Note !hat even though baueries of
turrets (p. 24) do not require crew stations, naval experiencc
has shown it is prudent to include !hem, anyway. If central­
ized banery control falls victim to battle damage, the only
thing !hat might save a warship is crew members rushing to
the turret stations and manning !he 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 lUrrets consume four
spaces internally and!hrce spaces externally when extended.

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

WEAPON BAYS
Weaponry in bays may be of five different types: meson

guns, particle beams, high-encrgy weapons (plasma and
fusion guns), repulsors, and missile racks. Bays don't come
with crew stations - !hese crew stations are built into the
actual weapons instaJled in the bay.

Small external bays have 50 spaces available for 5O-Ion
bay weapons extl.'fTlaJ to the main hull and consume 10 spaces
internally for rotation space. Large cxlernal bays have 100
spaces available for 1000ton bay weapons external to the main
hull and consume 20 space.<; internally for rotation space.

If used as a sort of pop turret. small cxtcrnal 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 internaJ bays have 50 spaces available for 50-ton
bay weapons and consume 50 spaces internally. Large inter­
nal bays have 100 spaces available for lOO-ton bay weapons
and consume 100 internal spaces.
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See p. 19 for more information on weapon bays.
Weapon bays hllve a Size Mod equal to that of a vessel of
their volume.

MOOULAR SOCKETS
A modular socket is a space ill a vessel designed 10

accept different component modules, and to allow them to
be changed as needed without a shipyard fllcility or exlen­
sive reconstruclion. A modular socket is rated for the exact
volume of the module il can accept It has no weight but
COSIS MCrQ.25 per d!on. lis volume is exaclly eqll<ll 10 its
capacity. Modular sockets are available in half-space incre­
ments. The modular component (what fil<; in it) cOSl<; 20%
more than its base cost.

EXTERNAL STORE MOUNTINGS
Extemlll slores arc anything camed outside the main hull

and not stored in IUrrets or external bays. If a vessel does nOI
have grav compensation, install enough mountings to hold
the expected "wcight" of the slores. This is detemlined by
multiplying the mass of the stores by the expected accelem­
tion of the vessel. This could result in small cradles capable
of filting 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 attaehed and jettisoned.

Each hardpoint (which is actually a set of related filtings)
is rated for the maximum weighl 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 II vessel will have hardpoints, delennine how many it
will have and the load capacity of each. Control over all of a
ve..<;sel's hardpoints (which includes firing weapons) must be
assigned to one of the vessel's erew 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. Eaeh hardpoint weighs
0.05 Slons and costs MCrQ.OOO2 per ston of load capacity.
Hardpoinl<; are assumed to be "tapped," a1Jowing the vessel
to draw liquid hydrogen from drop tanks and provide power
to pods containing electronics.

Performance Uump number, acceleration) for ships
with hardpoinls must be calculated separately with and
without external stores. Each 100 spaces of external stores
on hardpoinl<; obscures the arc of one lurret. 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 complctely.

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

Modular Couplings
Modular couplings are linkages commonly used 10 affix

a module to a modular craft. These linkages are simple con­
nectors, far less elaborate and expensive lhlln the robolics
found in an external grapple. Conversely, modular couplings
arc nol automated; a freight handler usually perfom1s manual
attachments and delachments. Modular couplings arc also
"dedicated" - only a module of the same "standard" can be
attached to a given modular coupling. The most common
slandard in the Imperium is the "cutter coupling," used by the
3D-ton modules for the modular cutter. Coming in a distant
second is the "freighl coupling" used by Ihe standardized
containers described on pp. T:Ff56-57.

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

Any couplings installed on a small craft take up the lipacc
nonnaUy available for a turret (but see Jmrillsic COl/plings, p.
35) due to the strengthened mechanical connection. For ships
of 100 dtons or greater, each 100 slons of modular coupling
capacity takes up the space usually available for one IUrrel

The standard coupling includes dala and power lead". A
"dead" coupling can be installed for half the cosi of a linked
coupling. For double cost, a linked coupling can be remore­
controlled, allowing the modular ship operalor to delach (bUI
not attach) a module from his crew station. A linked coupling
can be made explosive for 5 times nonnal 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 Lack 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 wilhin the general oul1ine of the modular ship
itself; the module is "inserted" into its coupling like a battery
into a radio.

Intrinsic couplings qUlIdnlple the weight of module a
given coupling can carry because the module is held more
snugly by the hull of the ship CllIT)'ing it

Several factors offset this advantage. First, an intrinsic
coupling must be rated for dtons as well as stons of capacity.
Thus. the slandard modular culter's inlrinsic coupling must
carTY a 30-100 module. Modules of smaller size may be ear­
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 sAcceJ rating when it is not carrying mod­
ules. 1lle ship's structural integrity is just as dependent on the
mooule 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 befon:: the couP
plings ace added. Look up the result on the table below:

dtUD Ratio sAccel Limit
0.01 or less None
0.011-0.5 3

0.51-1 2.5
1.01-1.5 2
1.51-2 1.5

2.01-2.5 J
2.51 or more 0.5

Each time the vessel exceeds its sAeeel 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.

Shipr. 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
displm.:emcnt when comparing empty intrinsic capacity to
host-vessel displacement.

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

Inlrinsic 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.

Exmnple: The 5O-Ion module cutler is designed as a 20­
ton small craft. This gives it 4,500 hit points. Its maximum
intrinsic-coupling c:lpacity in weight is up to (4,5OCVl00x4) or
180 stons. We calculate that it.. intrinsic coupling will have the
maximum 180 510ns of capacity with (of course) 30 dtons of
volume capacity. The coupting adds 2.25 stons to the cutter's

weight and MCrO.OO9 to its f..'OSI. Thc craft now will he der.ig­
nated as a "50-ton" modular cutler, 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 dlons of module
capacilY by it.. 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, unles.'\ a generous GM allows crafty space hands to
stack cargo carefully around its odd configuration.

External Cradles/Grapples
These are multi-functional grapples capable of holding a

wide variety of items - asteroids, small craft, cargo contain­
ers, ele. (for external craft in recessed vehicle bays, see
p. 63). Each cradle consists of Slrong electromagnets,
gravities, or soft clamps att:lched to cables and winches,
matched with articulated buffers to protect the hull. One era·
die module holds an object of up lo 125 slons on the out'\ide
of the ship's hull; total cradle capacity can be divided among
as many adual cradles a'i 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
againsl the ship's internal spaces, but must still be included in
jump drive requirements. They are also not protected by the
ship's armor.

Grdpplcs can also be used remotely, ISUllCbed by a low­
powered gas jet and attached to their target using Profession­
al Skill (Grapple Operator). This provides rated force to pull
object'\ toward the ship. Acceleration is pulling torce 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 anOlher maUer,
requiring the cradle's buffers or (for properly aligned, stream­
lined vcssc.ls) landing gear.

External cradle systems count against the tUITCt-mounted
we:lpons limit at a rate of one turret per three spaces.

H U L LS 35



. ....
CHAPTER FOUR. . , ... ,. " . . '.

··~:·P&·~6~'J(ul~~}'n,~jl~:¢\,' .':.'r:·:' ;~. ~ :',
.,Pt~~ \-i~~f ~ f ~f~l~taJ.·' ,F~~'t~j,~~ .,.:
. . . . . .- -' . ' . " .' . . '.

Propulsion systems are the heart of any vessel - without
them, a hull is just a cold, immobile hulk. Drive!> move the
ship through space (or jump space). The power plants in
engineering provide energy in the fonn of electricity; engi­
neering and life-support systems also maint.ain 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 requiremems (retaining frac­
lions) and then round up 10 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
COMPONENT MOOULES

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 ls
My Reactor? on p. 15.

ENGINEERING MOOULES
All ships require a single engineering system (or equiva­

lent); naval vessels often have more than one for redundancy
and 10 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 me same power requirements as larger vessels
but have a much more limited volume requirement for their
airluclu;. The small mooification (see Module Tab{e.~, 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 Deve{opmellls, p. 72). Membrane airlocks are cell-like
"curtain" membranes made of bioplastic that are selectively
penneable to armosphere. They work like nonnal 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 unil" a" 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

BRIOGE AOO-ONS
This system includes a startup power plant, full life

support. for five, and a two-man airlock. The 11..12+ version
also includes onc 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 wim one of these add-ons
still requires a Basic Bridge, but docs not need an engineer­
ing system; this replaces the engineering module.

POWER·PLANT CORES
These modules are used when installing mooules of dif­

ferent 11..s in a single ship. TIle engineering module will, of
course, provide the power-plant-core needs of whatever other
mooules are installed at the same TL as it, but a power-plant
core will be required as the ba<;is for the alternate-TL energy
sources for other modules of higher or lower TI...

Each module includes one power core appropriate for
the 11.. (fission at TL7-8 and fusion at TL9+) with long-tern1
access space. The TLIO+ versions may contain Iwo 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 TI..7-8 and fusion at TI..9+)
with long-tenn access space. They are used when a larger
plant than the one built hy adding the various modules to a
ship is desired. A power-plant core of the same 11.. as this
mooule must be installed. This core comes from either the
engineering module or a !Xlwer-corc mooule.
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Naval designers may install extra power capacity for
sever,,1 re<lsons, including cmergcncy backup capacity, but
usually this is done to improve the perfonnance of lase..... or
other cnergy weapons. The higher a weapon's RoF. the better
chance il has of hilting a largct. Each doubling of the RoF
increases hit probability by + I wi!:hout loss of range or dam­
age capabilities (however, see Double Fin! program. p. 72).
The simplesl way 10 detennine how much extra energy is
required is 10 add up the power requirements for each
weapon and multiply by !he desired RoF doubling. No RoF
may be fasler than In.

Emil/pIe J: To take a 250-MJ Turret Laser from RoF
1/60 to RoF 1130 (a single doubling), its energy bank requires
recharging twice as fast. P. GTl57 points out thai the u.~ua1

6O-second recharge takes 11.1 MW, so doubling will require
11.1 x 2 =22.2 MW. The weapon already has a power slice
raled at 11.1 MW, so it requires an addilional one raled al
11.1 MW (22.2 - 11.1).

Exllmple 2: To take a 250-MJ Turret Laser from RoF
1/60 to RoF 1/8 is a triple doubling (from 1/60 10 1/3010
1115 then finally 2115, which rounds to 118). An energy bank
requires recharging eight limes a~ fast II. I x 8 = 88.8 MW.
The weapon already has an energy bank mted al 11.1 MJ, so
il 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 transilory power requirements far outstrip the
capacity of ordinary power plants. Energy banks are also
used 10 store excess cnergy that is absorbed by black globes
(see p. SO). Ships with any of these syslems should be built
with energy banks. Energy banks are available in fuU- and
half-sized versions.

.JUMP DRIVES [TL9l
A ship requires ajump drive 10 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-I at early TL9. jump-2 at late TL9. jump-3 at
early TL I0, jump-4 at late TL I0, jump-5 at TLl 1, and
jump-6 at TL12.

The number of jump-drive modules required is based on
the ship's 100ai displacement. See Tenllillology. p. 12, for

infonnatiun on lolal displacement. Whenever the total dis·
placement changes (when jumping without craft carried
eXlcrnally or without other external stores, for example) the
jump number must be recomputcd based on the new dis­
placemenL The number of jump drive modules required is:

number of jump drive modules ""
0. 01 x total displacement x [jump number+ 1l-
In some circumstances. lhis fannula indicates a fraclion­

al value. Round up to the nearest space in !:hose cases.

SHORT-TERM SYSTEMS
SmaIJ craft are generally used solely as short-dumtion

vessels. Short-tenn modules utilize shon·tenn access space
instead of long·lerm access space. Vessels built with these
modules are only serviceable groundside or from within a
spacedock, and only when the craft is IIOt in use - there is not
enough access space within the vessel to get 10 the required
systems. Small c.raft do 1I0r have 10 be built with thesc sys·
tcms. They can be (and usually are) built with the nonnal
long-tenn access modules, instead. Short-Ienn systems stnrt
with "ST' to differentiate them from the long-term systems
(see Mrxlule Tables, p. 124).

REACTION AND
MANEUVER DRIVES

There are two kinds of nonnal space drives: reaction
drives and reactionless maneuver drives. A vessel needs some
Iype. of nonnal space drive to adjust its course tJuoogh space;
even "inunobile" space stations and platforms will often have
weak drives 10 make small corrections in their orbits. All nor·
mal space drives are available with long·tenn access and most
are available with shon-tenn access for usc with small cmft.

MANEUVER DRIVES
A maneuver drive (M-Drive) is a reaetionJess thruster

Ihal produces thrust without fuel or reaction mass. Each mod­
ule has a vectored reaction less thruster and a power-plant
slice to run it. Install as many M-Drive modules as desired.
Short·tenll and half-sized modules are available. as well. See
Ships \-\'ithollf Vecton;od Thrust Engines. p. GT174. for more
infonnation.
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REACTION DRIVES

SO~R SAILS
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 steeJ1lble mirror. Unlike !lonnal sails, it does nor
require a mast subassembly.

Light pressure is very slight and varies inversely wim the
square of the distance fmm the system's star. As such, a solar
sail is most useful within the inner part of a slar system. A
solar sail can maneuver and propel the vessel in any direc­
tion, by lilting the sail and using stellar gravity to a"sisl in
changing course.

Solar sails are very fragile. A ship with an unfurled sail
can nut usc any other fann of thrust without damaging lhe
sail, nor can it come within 200 miles of any world with an
a1n1osphere. Furling or unfurling a solar sail is a difficult
maneuver requiring one hour 10 accomplish. A successful
Piloting (Solar Sail) roll will cut lhis time to 15 minutes.

The reactionless maneuver drive is the most common
fonn of slower-than-light propulsion in the Traveller uni­
verse. but far from the only one. At low TLs. reaction drives
(rockets) of various SOilS may be a bener option or the only
oplion available. Shorl-tenn modules lire availllbic 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 lravcling.
could in time accelerate to speeds approaching light speed.

OMs that feel reaction drives are too archaic or too real­
istic may choose to ignore them completely. Altematively,
they may feel reactionless thrusters are too "super-science"
and decide to use reaction drives exclusively (though this can
subst<!ntial1y change the navor of a Traveller campaign).
Early discussions of campaign style can aven the use of inap­
propriale technologies.

Thrust. mass. cosl, <!nd fuel consumption (in dtons per
hour) are per module of drive. All drives are vectored fllntsr
(except the Bussard ramjets). Mosl are already in half­
space incremenL<;.

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

Fission Rockers uliJize a built-in fission reactor opti~

rnized to heat reaction rna<;s 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 11.. (see p. 36).

Solid R(x:ket Boosters (SRBs, or solid fuel rockets) differ
from the more advanced models of chemical rocket in that
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the fuel is pan. 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 bum time.
In either case, once the rocket fuel bas burned away. the rock­
et is useless. 1llc 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 gencrally not used because guid­
ance of the rocket requires control connections. HanJpoints
may be mounted on a larger assembly containing the SRBs,
to hold the a<.:tual spacecraft itself.

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

HEP!llR drives (High Energy Plasma Recombustion) are
an advanced and efficient fusion drive. They add a heal
exchanger/recombustion chamber to any existing fusion
power planl. Hydrogen injected into the chamber is heated to
a plasma state, and then magneticaUy accelerated further to
produce a high-velocity stream of reaction mass. HEPlaR
thrusters do require input power. They are not available in
shon-tenn versions. They incorporate crude, first-generation
elements of the technology that evenrually becomes reaction­
less thrusters.

Total Corrversion Rockets are a total conversion drive;
see Reacrion Drives Table. p. S117. They convert fuel direct­
ly into energy. It is marginally "harder" science than a rcac­
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.

Merai/Oxide Rockers bum a watery mixture of metal
powder in liquid oxygen (MetallLOX). The perfonnance is
substantially lower than other types, but they are sometimes
used because fuel can be obtained by processing asteroids or
lunar rocks.

MetaI/LOX fuel (MOX) is a cryogenic slurry - the metal
element may vary, though aluminum and magnesium per­
fonn aboul equally and arc common in asteroids. It is a tricky
fuel to bum, requiring tougher pumps and engine parts to
resist abrasion from both the metal powder and the exhaust,
which is essentially hot. finc sand. The advantage of
MetallLOX is that it can be produced from material com­
monly available on waterless vacuum moons and asteroids.
where hydrogcn is scarce.

ATMOSPHERIC CRIVES
Atmospheric drives are typically used at lower tech lev­

els 10 allow spacecraft access to ground facilities. Tbey 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-Ramjers 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.
TI..8+ turbo-ramjets include turbo-scramjets (supersonic com­
bustion ramjcts, designed to operate at very high speeds).

HypeJjtJlIs are advanced, hydrogcn-buming turbofans.
They are common in places where pelrOleum-based jet fuel is
unavailable or too expensivc.

Fusion Air Rams are fusion rockets that suck in <liT, heal 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 aunosphere) is irrelevant. The air-ram includes a high­
efficiency f~;Ofl reactor that serves only to power the engine.

GRAVITIC SYSTEMS
[TLBl

Gravitic systems are the product of scientific insight into
the nllture 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.

MANEUVERING WITHOUT

GRAV COMPENSATION
GURPS Traveller vessels, if equipped with artificial

gravity, are assumed to have compensation for transient high­
G maneuvers (see p. GTl07). 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 rughest risk as their mountings are usually only
sized for the mass of the carried item under I-G acceleration;
exceed this and the mounting has 10 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 flOd it difficult to operate, as they are thrown
against bulkheads andlor hit with "falling" objects.

A few guidelines:
• Can the crew operate under the high G1 G-seats and

G-suits help to reduce thc effect of high-G maneuvers. See
pp. en 131-132 or pp. VE152-IS5 for more infonnation.

• 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 6dX5O damage to the
external mountings. bypassing annor. Note this assumes a
fully loaded mounting. Once HP have been reduced to 0, the
mounting breaks and its payload is lost. The OM should
detennine if there is further damage caused a.li it bounces
down the hull. External mountings are assumed 10 have a
volume equal 10 mass/50 unless otherwise specified. Use the
method under Additional Shielding, p. 32, to determine sur­
face area, then multiply by 1.5 10 get HP. Assume cargo con­
tainers and vessels stored in spacedocks or hangars are
mounted with clamps that can hold lwice 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 item and any bulkheadli that it hit';.
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• The ship's structure itself has limits on how much
~tress 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.

UTILITV SYSTEMS [TLBl
1ll.is is an anificial-gravity generator that can vary gravi­

ty fTom 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 TL I0-12. and 9 G at TL 13+ throughout thc 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 shon­
tcrm versions presented covering 120 dtons (300 dtons at
TLI3) with a one-man airlock.

The grav compensation covers the total volume capacity
of the module. permitting no more than I G of stress on
scroctures fined to the hull. This allows cradles, hardpoints,
etc. to be rated at a minimum of I G without fear of undue
stress fmm 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).

CONTRAGRAVITV SYSTEMS

[TLBl
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 reacrionless thrusters are common. such technology is
available but only necessary in very specialized applications.

Each module counteracts 450 stons of weight at TL8.
1,500 stons at TL9, and 5,000 stons at TI..10+. The module
provides no lateral thrust.

CAN Mv VESSEL REALLV FLY?
For extra detail, a ship required to ny 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). conlnlgntvity, or vectored drives. One or both of the
laner 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 GTI19).

The minimum required surface area to keep a stream­
lined ship in the air if its contragravity andlor vectored drive
cannot totally compensate for the weight is 10 X LMa"s X
square root of (LMass I Thrust), where LMass and Thrust are
in stons. This formula indicates how much surface area is
necded to stay ill the air given the thrust of the vessel ill olle
Earth atmosphere. If the CO 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 CO or drives.

COMBINATION GRAVITieS

SYSTEMS [TLBl
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 Ulilily 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 TLIO+.

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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Abbrev.
H
H
J

MOX
R

W

R-Mass Type Cr/dton stan/dtan Fire
Refined LHyd 350 1 13
Unrefined LHyd 50 1 13
Jet Fuel 10,000 10.8 13
MetaVOx..ide 50,000 20 13
Rocket Fuel 6l~7 16.7 13
Water 0 IS 0

Firt! is explained under Damage Comrol, p. 116.

REACTION 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 operatc, add up the total consumption of the drive in
dtons and multiply it by the desired durdtion in hoUl'S. 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 ven;a), but using too
much may mean the ship cannot jump!

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 Harripoints, p. 34.

FUEL COLLECTION AND

PURIFICATION

A ship wilh 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 lhis volume.

COLLAPSIBLE TANKS
A 4OO,OOO·gallon collapsible self-sealing tank made of

lighl folding polymers, this expands into an empty Hold or
Spacedock module (which are required, 10 provide support
and stability). It holds 120 dtons (and only 120 slons) of fuel
when full. It can be installed in half-sized increments. A full
tank will rupture and spill during maneuvers al least 15 G
greater than lhat compensated by the utility systems.

Fuel from collapsible tanks must be pumped into the
nonnal 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 nonnal 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.

.JUMP·FUEL TANKS
Ultralight self+sealing internal tanks permanently

installed as pan 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 lhan hydrogen, this additional mass
and cost is required 10 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.

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 CrlO per man-hour. Unlike the collapsible tanks. fuel
stored here does not require pumping to the main tanks
before usc.

DROP TANKS
Disposable fuel tanks may be added to the ship. These

jump-fuel tanks are fined to the outside of the ship on hard­
points (see p. 34). The result is more interior space available
for cargo and passengers. 01" incrca'ied jump number foc mili­
tary vessels. Sueh 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 civilil..ed areas or for naval operations.

Drop tanks are constructed as sub-hulls; ehoose a hull
from the hull table (or design a custom hull) and fill it with
intcmal jump-fuel tanks. They need not be armored, but are
very vulnerdble to damage if nol; 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

The hydrogen that Slmihips 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
ilto 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 bydrogen from gas-giant atmos­
pheres. Each system can process I dIan (TL8), 3.5 dlons
(Tl..9), or 8 dtons (11..10+) of raw gas-giant atmosphere every
hour. Half-sized ...e~ions 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 dlnn of liquid
hydrogen (H) and 1/4 dton of liquid oxygen (LOX) and it
refines 3 dtoos of unrefmed fuel per hour (l dton at TI..8).
When finished. the ship should jettison the water or the
hydrogcn - or store each in separate fuel tanks.

Dedicated fuel-electrolysis systems an: also available,
though they are not as common as fuel processors except at
low TL<; due to their power consumption. Each module cracks
2J3 dtons of water into I dtun of Hand 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; lhese are included in Bridge
and Cockpit components. Select the required eleclConics
from this section and add them to the desi!:,Tn.

BRIDGE SYSTEMS
The vessel's control, navigation, sensor, and communi­

cation systems are in the Bridge. All ships require at least onc
bridge system; larger vessels sometimes have an auxiliary
bridge. Three types of bridge system are available:
Cockpit/Systcms, Basic Bridge. and Command Bridge.

COCKPIT/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
radarllaser detectors, one laser communicator, one radio com­
munjcator, a flight data recorder, one IFF, one inertial­
navigation system, three microfmme computers (Complcxity
TL-4), precision navigation inslJUments, active and passive
sensors, a radscanner on all TL9+ versions, power startup,
and a one-penion airlock and two man-days limited llle sup­
port.

The Com17umd version is used on long-range fighters; it
includes one hardened computer (Complex.ity is TI..-2) and
two hardened backup computers (Complexily is TL-3). 1l
also has sensors and communications a<l listed for a Com­
mand Bridge of the same TI.., 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-tenn pilot activi­
ty are not a key factor (e.g .. orbital interfaces, mnabouts,
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 BRIDGES
A Basic Bridge is typical of civilian ships. lL includes

five crew stations with computer tenninals and HUDWACs,
full fire suppression, [WO advanced radarllaser detectors, one
la<;er communicator, two radio communicators. a night data
recorder, two IFFs. two inertial-navigation systems, three

mainframe computers (Complex.ity is TL-3), precision navi­
galion instruments, and active and passive sensors. A rad·
scanner is included at TL9+; one meson communicator is
paIl of lhe system at TI..II+.

COMMAND BRIDGES
Some ships. especially military ships, will install a larger

and better-equipped Command Bridge. It includes 10 crew
stations with computer tenninals and HUDWACs, full flre
suppression, two advanccd radarllascr detectors, four laser
communicators, 10 radio communicators, two flight data
recorders, two IFFs, two inertial-navigation systems, three
macrofnune computers (Complexity TI..-2), precision naviga­
tion insttumems, and active and passive sensors. Al TL9+,
the Command Bridge includes a radscanner; at TLIO+, one
meson communicator is induded.

BRIDGE DPTIONS
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.

171ennograpMLTV: This option replaces the PFSA sen­
sor system in any of the above (except Command Cockpit/Sys­
tems) with Thcrmograph and LLTV of the salIlC rating. This
modification is common on low-end commercial ships.

Thermographs are high-resolution infrared sensors. Treat
a thermograph a<; Infravision (p. B237) but thete is no -1
penally for night combat (or the darkness of space) and an
extra + I to Tracking bonus.

Dumb: This reduces complexity of all computers by I.
Genius: This increases the complex.ity of all computers

by 1. As this is an expensive option, it is lypically 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 Tu.rret 8 200
Particle Beam Weapons, p. 48). The higher 9 500
the TL, lhe 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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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 suiles come in enhanced and advanced
packagc...., and require that some fOrol of bridge be installed on
the vessel, as well. The bridge contains the crew stations,
which the communications suites lack.

BRIOGE SYSTEMS MOOIFICATIONS TABLE
System ThJLLTV ThJLLTV Dumb Genius Hard Hard

Mass Cost Cost Cost Mass Cost
Cockpitf7 0 0 -o.1l4 2.28 0.6 0.48
Cockpitl8 -0.2 -1.63 -0.228 4.56 0.3 0.96
Cockpit19 -0.187 -1.14 -0.057 1.14 0.3 0.24
Cockpit/IO -0.188 -0.838 -0.029 0.57 0.15 0.12
Cockpit/II 0.125 -0.375 -0.029 0.57 0.15 0.12

Command Cockpit/lOt 0 0 0 49.4 0 0

Light Cockpit/7 0 0 -0.114 2.28 0.6 0.48
Light Cockpit/8 -0.017 -0.235 -o.1l4 2.28 0.6 0.48
Light Cockpit/9 -0.02 -0.294 -0.057 1.14 0.3 0.24
Light Cockpit/IO -0.019 -0.293 -0.029 0.57 0.15 0.12
Light Cockpit/II 0.013 -0.127 -0.029 0.57 0.15 0.12

Basicn 0 0 -0.48 1l.4 1.5 2.4
BasicIB -0.338 -2.17 -0.48 11.4 1.5 2.4
Basic/9 -0.375 -1.68 -0.24 5.7 0.75 1.2
Basic/lO -0.425 -1.38 -0.12 2.85 0.375 0.6
BasidlJ 0.187 -0.512 -0.12 2.85 0.375 0.6
Basic/12 0.188 -0.512 -0.12 2.85 0.375 0.6

Commandf7 0 0 -4.8 114 12 24
Command18 -0.525 -2.7 -4.8 114 12 24
Command/9 -0.9 -2.76 -2.4 57 6 12
Command/tO -0.937 -2.99 -1.2 28.5 3 6
Command/II 0.662 -1.47 -1.2 28.5 3 6
Command/12 0.65 -1.47 -1.2 28.5 3 6

AUXILIARY CONTROL STATIONS

[DUPLICATE CONTROLS]
Thi!\ is a simple auxiliary concrol smtion with duplicate

controls and a one-pen:on airlock, but no fusion startup, navi­
gation, nOf independent life support. Various uses include:

• As another piloting position, similar to a cockpit.. for
docking the craft or other delicate maneuvers.

• As a seeuri£)' stalian.
• As a training/auxiliary workstation used to provide

training on, or extra assistance with, an already installed
module (e.g., Engineering).

INFORMATION

CENTERS
A high-tech military-style opera­

tions room for 10-20 people, lhis has
workst.ations, a sophisticated array of
electronic mapping and display t.abJes
(which function as a fire direction cen­
ter, p. VE58), plus several dozen digi­
tal camerdS for video teleconferencing.
The syslem also includes a hardened
Complexity TL-2 macroframe com­
puter and 10 terminals for running
high~end analysis programs like
Expert (Tactics), Transmission Profil­
ing, and Traffic Analysis. It may also
be called a Command Center or Tacti­
cal CommnruJ Cetlfer.

COMM
SYSTEMS

All Bridges include a standard
package of basic communications
equipment. adequatc for routine opera­
tions. Separate communications sys­
tems are available for applications
with specialized requirements. The
Underwater Electronics System (see
p. 45) also has a radio.
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A maser is also known as a tight-beam radio. This is an
ultra-high-frequency dircctional signal or an actual
microwave beam. Only receivers within a 2(J' 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.

COMMUNICATIONS SYSTEMS
ModuleITL Nwnber of SetslRange (MllUons of Miles)

Radio Ma.~r Laser Meson
Enhanced Commsfl 310.3 113 110.6
Enhanced Commsf8 511 2110 212
Enhanced Cornms/9 5/10 4/100 5120
Enhanced Conuns/IO 5150 21500 1/100 111
Enhanced Commsll1 5150 41500 3/100 111.5
Enhanced Comms/12+ 10/50 6/500 6/100 112

Advanced CommsllO 10/50 91500 9/100 1/10
Advanced Commslll 10/50 91500 91100 1/15
Advanced Commsl12+ 10/50 91500 9/100 1120

COMMUNICATIONS MOOULES

[XBOATJ
This syslem consists of a single massive laser communi~

calor, three hardened computers, hardened mass-data storage
capacity with double backups (5 TB at TL7, 50TB at TLB-IO,
and then xlO 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 setq of
data are stored in different locations. The laser communicator
is uscd because of its very high bandwidth. Even with the
usual high level of encryption and clTOr 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. Sec GURPS Trav­
eller: First In for further details.

The TI.10+ versions have Imperial-grade high-security
encryption systems. Reduce volume by 1.5 cr, mass by 12.1
stons, and cost by MCr2.44 for systems without the encryp­
tion cquipmenl

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 ~hip's Size Modifier +36, because the
ship isn't big enough to mount a large enough scnsor 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 scnsor system. The draw­
back is that their Size Modifier is increased to (Scan value
-36) for detection purposes, due to the inclusion of booms,
mas!.'>, 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 pen;onnel, 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 Modulelrraffic Control contains four sets of
10,OOOx astronomical instruments, four high-resolution
planetary-survey arrays (medium resolution al TL7), a
macroframe computer available a[ TL7-9, a mainframe com­
puter at TI.l 0+, eight crew stations with computer terminals,
and a "survey center" featuring sophisticated holographic­
projection devices (small movie screens at TL8-). This
allows survey speeialistq 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 Truvelkr: Starports.

Planetary Survey Add-on modules contain one medium­
resolution planetary survey array at TL9- or high-resolution
at TI.10+. Both fit within the waqtc space of a sensor system.

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

LoNG-RANGE SENSORS [TLBJ
These are military-grade sensors typically used on picket

ships (vessels that patrol the edges of a neet). Scan rating and
nominal range in miles (divide by 10,000 to get number of
combat hcxes) 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
~lice of power plant. They are not mounted in a turret; thus,
the ship musllx: pointed in the direction that they will scan.

DENSITOMETERS [TL11 J
1ms device uses grdvitic-imaging technology to map the

interiors of objects. Effective range is 500 miles at TI.l1,
1,250 miles at TI.12, and 2,500 miles at TL13. A successful
Electronics Operation (Sensors) roll is required to make a
clear scan, which takes I second per 27 cubic feet (18.5 sec­
onds per dton). Failure means the scan must be repeated.
When an object bas been scanned, the data is stored a" 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 powcrFul version~ of this device are
available. For each +6 to scan, multiply range, cost, mass, and
volume by 10. Power consumption is negligible.

Densilometen; 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 vcssel 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 (sec p. 31) for defensive purposes. They are consid­
ered passive sensors for all practical purposes, bul other dcn­
sitometers can detect their use at 20x range.
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ELECTRONIC WARFARE

SYSTEMS

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
dctcct important clues in an advcnture.

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 suite." providc a widc 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 it<:; preparation in this arena, however, and
their opponents will be quick to exploit the error.

Each suite consists of advanced radarllaser detectors,
area jammers, blip enhanceI<'. hanlened macrofrdffie comput­
ers (Complexity TL-2) with tenninals, 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 funher information on elecD'Onie-warfare sys­
tcms. All area-jammer rdnges are divided by 50 for use in an
atmosphere; other ranges are divided by 10. See the table

2
2
4
2

TLlll+
2
2

AJIJammers
RatinglRange

611,500
611,500
7/2,250
7/2,250
7/2,250
7/2,250
7/2,250

4
2

TL9
1
I
I
2

Duration
Hours

1.5
3
6
12
18
24
28

System

TL7
TL8
TL9
TL10
TLII
:rL12
TL13

Electronic Warfare Systems Tables
System TL7-8
Adv. RadarlLaser Detector 1
Area Jammer 1
Blip Enhancer I
Macroframe Computer I
Radio Direction rmders 2
Radio Jammer 1

COMPUTER SYSTEMS

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

System Area Jam. Radio DF Radio Jam.
Rating/Range Range Range

Electronic Warfaref7 ')f].5 301< 300
Electronic Warfare/8 4n5 10M 1,000
Electronic Warfare19 6f750 10M 10,000
Electronic WarfarcllQ 712,250 50M 50,000
Electronic Warfare/II 7/2,250 500M 50,000
Electronic Warfare/12 712,250 500M 50,000
Electronic Warfare/13 ,7fb'250 500M 50000

This component is a smaller version of the Electronic
Warfare module. While the general ElecD'Onic Warfare com­
ponent can extend its protection to omer 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. VE59 for funher information
on area jammers. All area jammer ranges are divided by 50
for use in an atmosphere; other nmges are divided by 10. See
the table below for specific infonnation on capabilities. All
ranges are in miles.

.JAMMER 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 resoW"Ces than the bridge can provide. Complexi­
ty of the computers is equal to TL-2.

&an
ActiveJPassiveffowed

19/20123
19121/24
20/21/24
20/21125
20/21/25
20122/25

20(2=

System Range
ActivcJPassiveffowed

Son",n 21/42/14(J
Sonarl8 241481160
Sonarl9 27/54/180
Sonar/l 0 301601200
Sonar/II 33/66t220
Sonar/12 36n2J240
Sonar/13+ 39n8l260

Ranges are in miles.

UNDERWATER ELECTRDNIC

SYSTEMS
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 me 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 TLS-9, 5 million miles at TLIO+. Divide ranges by 10 dur­
ing atmospheric use. Divide ranges by I ,(xx) during undcr­
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 pennilting 5 hours of silent running at TL7-8
increased by 2.5 hours a! each successive TL.
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. .. . .... . .
CHAPTER Six.'..' ... _'.' .' . '.' .. '.

":. \vj'I'~.rj~"t®· '~~ord~!t~~r"': ..... :
"D~r~r~~" '.' '~'. ". .

TIle universt is a dangerous place. and most ships mounl
some foml of annamenL

Each ship's turret has room for up to Ihn."C spaces of turret
weapons. Each bay has room for a single bay we.."lpon of the
same sl'ze; a 50-1011 bay mounts a 50-ton bay wc:lpon. Mount­
ing a smaller 50-IOn b.1y we<lpon in a 1()()..lOn bay is fea.<,ible.
bUI the remaining 50 dlans are lost due to the additional bmc­
iog required to hold the smaller weapon in place. The
"ponable" design of bay weapons JUSl doesn't allow the pos."i­
bilily of mouming two 50-ton bay weapons in a 100-'00 bay.

Armament need nOi be specified when a vessel is
designed. as shipyards can leave turrets or b:.lys empty for the
owner to customize. Merchant ships in safe subsoctors or on
a tight budget may have empty turrets or mount only one or
twO rather than the fuJI three weapons. (Crews often find cre·
alivc uses for the unused 500--I,lXX> cf. like illicit stills.)

Hull-Moun/itt! \\~pon.r: TUfTCt and bay weapons can be
built direcLly into the hull. Such a hull·mounted weapon Lakes
up space just as if it were a componem module. If it is a
turret-si7.t:d weapon. it is firctl from the bridge/cockpit crew
slations (often by the pilot). Hull-mountcd lurret and hull­
mounted bay weapons (also called Internal Bays) arc
assumed 10 be inSlalled in casemate swivel-mounts enabling
them to fire in a 90" arc on one side of thc ship (specified
during construction).

Spilltll MU/Illls: Spinal mounts art huge weapons built
into the cenlerline of the vessel (sometimes called a fixed
mount). They are limited 10 firing directly forward. :md
aimed by poinling lhe 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
computcr program called Dol/ble-Fire to adjust the pulse rate
of his weapon to fire at a higher
ratt" at lower power. This "pulse
mode" givcs an increased
chance of hitting a target. at the
expense of decreased range and
d:lInage. There are three addi­
tional rates of fire available
beyond the default 1160: 1/30
(RoF BOllus +8) for 2/3 dam­
age and range. 1115 (RoF
Bonus +9) for If2 damage and
rangc. and 1/8 (RoF Bonus
+ I0) for 1/3 damage and range.
The last rale 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 Dollbfe-Firt! (SL'C p. 72). If pulse mode is used for
the entire round (instead of just for point defense). the pulse
mle must be specified at the beginning of me round.

TURRET WEAPONS
Turret weapons are the univcrs:ll (0015 of space combat.

Even on large vessels. they slill fulfill valuable poim defense
and closc-defensc "lIes V!'O. missiles and small vessels.

The Imperial Navy. in an auempt to make balllcficld
swaps between partially damaged and inoperative ships easi·
er. has made 1.500--cf (3·lOn) turrets thcir standard size.
Imperial ships only mount tUlTCts of lhose sizes. and must
weapons manufacturers follow suit by only producing
weapons to fit the standard Imperial sockets. Custom designs
art possible using GURPS \~h;c1~s.

MISSILE RACKS
Missiles are launched from standardizcd launchers:

250mm missiles are launched from 250mm tubes. while
heavy missiles (500mm) arc launched from 5000101 tubes.
These are Imperial standards. and there is no reason 10 Cltlx:ct
other polities to use the same weapons. An easy way to repre­
sent this is to decidc that a Vurgr world (for example) uses
253mm missiles - these are functionally identical 10 their
Imperial counterparts. but will not fit in Imperial launchers
(and vice vel1)a. of course). However. Ihc actual diameter of
the launch tube itself does not affect its mass. cos!. or vol­
ume. lbc same statistics could easily be used to represent 3
Vargr missile rack of a different diamclcr.
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250mm Missile Racks
A slow autoloading launch tube, raled to fire 2500101.

700-pound, 6 cf (O.35 stons, 0.012 dtoos) missiles. Missiles
as light as 290 lbs. can be launched from the launcher. TIle
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 TLIO+. Range or the
launcher's laser communicator is six hexes at TL7. 20 hexes
at TL8, 200 hexes at TL9, and 1,000 hexes aI TL10. Divide
rclllges by 10 for usc in an atmosphere anu by 1,000 for usc
underwater.

Reloading missile racks on any ship smaller than 800 tons
is a chore. as the missiles arc II' 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 mis.'iiles when ground­
ed dinside or docked at an orbital facility.

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

500mm Missile Racks/
EW Drone Launchers

A slow autoloading launch tube, rated to fire
500mm, 4,OOO-pound. 30 cf (2 stons, 0.06 dtons)
missiles. Missiles as light as 2,000 Ibs. 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 lhe 250mm missile rack. The 500mm missile rack
and missile are Legality Class 0 within the Imperi-
om.

This module also doubles as an Electronic War~

fare (EW) Drone Launcher. Any number of 500mm
missile niCks may be grouped together as a dedicated
EW Drone Comrol Cellfer - if used as such they are
flot 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 simulla­
neously.

ENERGY WEAPONS
Lasers emit powerful beams of coherent light. Most

ships moum (hem as a missile defense; [hey are the most
common weapons on civilian ships due mostly to their long
range and high penelration. All versions are available in stan­
dard (I dian) and heavy (3 dton) versions.

Turret Laser Weapons rTLB}
AJI turret laser weapons are constructed with a cyclic

rate of 112 and the eXlreme~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 flre. The laser is fully stabilized
and installed in a universal mount (for turrets) or a casemate

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

Most weapons take up I space; the Imperial Navy also
uses 3-lon "Heavy" Lasers on some ships to provide more
power, rdflge. and damllge.

The UV Laser is one of the first ship-mounted energy
weapons developed. IlS range is very shon by GURPS l'rav­
eller standards, being able to reach only 2,800 miles before
its full energy dissipates by half. Most TLS planetary navies
mount la'iers 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 planelary 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 thousand" instead
ofjust thousands of miles.

At 11..10. lasers eapablc of X.ray wavelengths are devel­
oped. X-Ray lasers are able 10 penetrate through most condi­
tions that hinder lasers at lower tech levels such as smoke,
fog, bad weather, etc. X-Ray lasers can penctrate annOf at
least twice as thick as annor that can absorb a rainbow laser's
damage, which makes them fonnidable weapons and the
standard for most modem vessels.

At TL II, advances in optics technology produce a more
powerful beam. and the costs of production are reduced: com­
pact components become reliable and economically viable.
TLll lasers were used extensively by Ihe Zhodani during the
Fifth Frontier War, although they were not known to use the
"heavy" versions adopted by somc nccts in the Imperial
Navy. The TLl2 lasers used by the Imperial Navy utilize
advanced optics and compact componenlS 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 TLI 2 lasers on their ships as well. The
heavy version of lhis weapon is reserved exclusively for lhe
Navy and is not for sale to civilians (Legality Oass 1).

WEAPONS AND DEFENSES 47



Turret High-Energy Weapons (TL9]
High-energy weapons are incredibly powerful. Plasma

guns fire boIlS of superheated gas, contained in a magneto­
dynamic "bonle." Fusion guns are similar but heat the plas­
ma until it is actually fusing - getting touched by a fusion
bolt is like skimming a slar! Although their magnetic contain­
ment decays in a relatively short time. making them viable
only as defensive weapons. the powerful bolts arc strong
enough [0 blow any missile or drone into slag. They are also
very useful in ground attacks - some of lhese weapons could
even give a gray lank a rough time.

Plasma and fusion guns do Spcl damage (bum with no
damage modifier) to anything mey hit In addition. anything
within two yards takes one-quarter the listed damage from
splattering hot plasma. and flammable objects will usually
catch flre. (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 xl.S to xIS.

Turret Particle Beam Weapons (TLB]
This development at TL8 places a particle-beam weapon

in a turret or casemale mount. The purpose of this weapon is
to provide heavy firepower to patrol or escon craft. Particle
beams have the ability to disable electronics (like unhardened
compUlers) due to the radiation they produce. Unhardened
elecrronics are automalically disabled (EMP Kill) when they
receive too many rdds of radiation. The rads delivered arc
equivalent to the damage done by the weapon. See Radiarion
Shielding. p. 33. and Hardened Computers, p. 42, for more
infonnation. The main drawback to this weapon is its shon
range when compared to lasen> 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 cUlting
power, volume. mass, cost, and priee in half, culting damage
and distance by 1/3. and dropping Accuracy by I. This series

of modifications was implemented on the Gaz.elle-elass close
escon, but tests revealed the weapon was rather ineffective
eX("'ept al 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. Nelltral particle beams are
absorbed by atmospheres; particle beams thai 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!

SANCCASTERS

Sandcasters launch tiny renectivefablative 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 stat[
boiling, the energy absorption jumps dramatically, and it
flashes imo vapor. This vapor continues to absorb more of
the laser pulse until it ionizes and fonns pla~ma. 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 DRjust as it halves the
DR of ordinary annor. 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
IOd 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
mainfmme computers (Complexity TL-3), a computer termi­
nal, and a HlIDWAC 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 BAYS

250mm Missile Bays
A 50-ton bay weapon housing 50 250mm missile racks

plus magazine space for 3,500 missiles at 11..7; 3,700 at 11..8;
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 11..7;
1,000 at TL8-9; and 1,100 at TLlO+. The 500mm missile bay
can launch and control 100 500mm missiles per tum.

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 Beam Bays {TLB}
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 TL11, where levels reach their peak and com­
pact components are used to pack more weapon into a
smaller space

Plasma Gun Bays {TLB} and
Fusion Gun Bays (TL 11)

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

Meson Gun Bays (TL 12)
Meson guns use nuclear-damper and particle-beam tech­

nology to generate and aim a beam of high-energy mesons
(subatomic particles that earry nuclear force). Mesons pass
hannlessly 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 TL9l
In order to supplement sandcasters and poine-defense

lasers, some large ships mount repulsor bays for point
defense. These bays generate a beam of grdvitic energy that
ean knock missiles off course. Repulsors are bay-mounted
weapons and arc 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 me mis­
sile. 1llc missile is forced LO rOGue
and thrust at an angle to the ship.
causing it to bypass the defend­
effl. Th:sc beams arc only effec­
tive in the Collision and Point
Defense Phase of the combat
tum. as their r.lflge is extreme­
ly limited.

Repulsors are built as a
GURPS Vehicles denector
screen. but their use is slightly
different. See Combat, p. 104.
for infoml:ltion on repulsor usc.

SPINAL

WEAPONS
lbe most powerful beam weapons are mounted along

the spine of a vessel- in many cases,the ship is literaJly built
around the weapon. Spinal weapons are aimed by pointing
the entire vessel. which may Limit movement options (sec
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 wim pupil scanner. and
two dedicated and hardened macroframe computers. One
m3CTOf1'ame runs a 11..-1 Targeting PfOb'T'dm; the other runs a
skill TI..+6 Gunner program (pp. 71 and GTI62). Spinal par­
ticle beams are introduced at 11...8. while spinal meson guns
are introduced at TL IO.

SCREEN SYSTEMS
In addition to targeted defenses like sandcasters and

repulsors. large warships mount screens thaI protect against
all attackers.

NUCLEAR DAMPERS (TL1 OJ
A nuclear damper focuses a field mat subtly interferes

with the strong nuclear force. causing nuclear warheads to
fail 10 detonate. A spacecraft damper field protects a 100mile
radius. increased by 5 miles each time the number of mod­
ules installed is doubled. A nuclear dampcr system requires
four crew members to operate. regardl s of the number of
modules installed.

MESON SCREENS (TL1 OJ
A meson S<.TCCn disrupts incoming high-energy mesons.

The system includes a screen generJlor 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 are" in sf. A meson screen
requires four crew members regardless of the numbers of
modules installed.

FORCE FIELOS (LATE

TL12J
Classic science fiction "force

field..•• or defensi\'e screens come
about at high tech IC"cls because
of an increased ability to
manipulate subatomic particles
and forces. Forre-field genera­
tors project an energy·absorb­
ing shell around a shjp. and
are known as black globes.
The Third Imperium didn't

acquire force-field technology
until the lale 11m century. when

a cache of Ancient anifaclS was
discovered. Based on Ihose. Imperi­

al scientists were able to generate
crude duplicates and gain some under­

standing of the technology involv(.'<I. Black
globes are either artifacts installed on a makeshift

basis or temperamental experimental models installed on
TLJ2 Imperial warships. The acquisition of any force-field
generator is probably the result of a lucky find on the pan of
a govemment individual. or corporation.

Since a black globe absorbs aLi energy. a ship with its
field 00 is proleCIed from all ftre. Black globes store this ener­
gy in a capacitor bank. Unfortunalely. the force field works in
bolh directions: the ship may 001 fire. maneuvCf. or even sec
anything beyond the opaque darkness (ex.cept a few feel of
light from the vcsscl if lhc GM minks it's pertinent). These
limitations would make the black globe of limited value in
battle if 001 for the ability of the field generator to flicker ­
switch the field on and orr many times per second - giving the
ship part-time protection while still allowing it to fire. maneu­
vcr, and track enemy ships during the "off' intervals.

Usillg 1I bllIck globe: Choose a nicker rate in multiples
of 10%. up to me maximum listed for the globe installed.
When nickering. Ihe vessel can see normally, but sAccel is
reduced by a percenlage cqualto Ihe nicker rate. A nickering
black globe increases the vessel's PO against all attacks.
including meson gUlls. by (nicker fUlelIO%). If me globe's
PO is responsible for an att.tck missing the vessel, the attack
strikes the globe inStead. See p. 104 for infonnation on using
a globe in combaL

Damage painls from altacks that strike me globe arc
absorbed by the globe's capacitors as hit points. 1llc size of
the capacitor bank is critical. as (he globe will discharge cata­
slfOphically when it overloads. Stored hit points may be
drained and convened to energy and stored in other energy
banks or used to power Ihc ship's systems (see Energy Bankf.
p. 37). Maximum conversion mte is I% of capacity per sec­
ond (240.000 HP or 960 MJ per dton per tum. See Po.....u
Pillm Slice.... p. 36. for information on increasing an energy
weapon's Rof). Ships that do not have separdte 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 walth of energy.
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If me capacitors ever absorb more HP man meir capacity.
mey discharge. releasing all their accumulated hit poinL" at
once against the ship as damage. Hull DR does not protect!
The black globe and capacitor bank are automatically
destroyed in me explosion.

II/visibility: Since a black-globe field absorbs all energy.
a ship with its field turned on witholll flicker is, at any range
over a few miles. effectively invisible. In bailie. 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 10 jump into a syslem with its bhlCk globes on. It
could drift unseen past an enemy neet and drop its screens at
a preplan ned moment, to bombard a planet or to engage
enemy squadrons by surprise. (Of COll~, 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 Oprion: The preceding expands upon the
description of black globes found in Alie" Race.f 3, p. 117. It
adds more detail 10 use this cutting-edge technology. In so
doing, it convens the globe's DR value to an ability to absorb
hits of damage. OMs who dun't desire this extra detail may
continue to use the "quick and easy" version of the rules
described there.
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Llunched ordnance includes a variety of small. usually
unmanned spacecraft. Other man as missiles, these also are
used for mlcs in which larger vessels are unsuitable.

MISSILES
The TL I0+ 250mm missiles described in Ihis bi:x>k arc

usually only found in the hands of the military. All 500nun
missiles arc reserved exclusively for the Imperial Navy and
are not for sale to civilians (Legality Class 0). The missiles
from the GURPS Tra~'e//er core book (see pp. GTI58-159)
are legal for civilian usage within the Imperium.

All TL9+ missiles are semi-autonomous vehicles guided
to their target by a gunner to wilhin the range where the ter­
minal guidance system takes over (anywhere from 4(X) miles
10 1.000 miles depending on TL). TL7-8 missiles are handled
a<; on p. GT169. While fire-aod-forget missiles are possible.
!.he technological limitations and sheer size of the required
sensor system make a guided missile more practical than a
completely mbolic 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 ki/leric) 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-kil1 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 rcacLionless thrusters and
have three rounds of thrust.

,,\01< I'\oT1.Jbb7b

Extrd 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 m,m·hour per eight 500mm or 20 250rnm
missiles). Stored as cargo, each 250mm missile tllkes up
about 9 cf (55 per dton of cargo), and each 500mm missile
lakes up 45 cf (II 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 quanlities. and their performance sla~

tistics are optimized in order to accomplish tlleir mission:
killing the enemy. However, most importantJy. the specifica­
tions are generic enough to be built on nearly any planet in
the Imperium. nlis docsn'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 boosten; on the terminal guid,mce
systems (see p. RIO). AU TL8+ missiles have the following
options: Very Good streamlining, lifting body, standard metal
annar and materials, robotic medium fmme. basic emission
cloaking, basic stealth, sealed. one small dedicated hardened
robot·brain computer, one long-range receive-only laser

I<bl'\oI<"'lb~i'1.
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communicator. a rechargeable power cell for one hour of
operntion, and a vectored-thrust. reactionless thruster. TL7
missiles are identical except !hey use IR cloaking, a sholl­
range laser. an advanced battery. and a 20-minute solid-fuel
rocket Missiles are either 250mm or 500mm. TL7~1O mis~

siles use small High Explosive Annor-Tapping (HEAn war­
heads; TLlI-12 use modest HEAT; TLI3 uses normal HEAT.
All warhead.'i have the self-desuuct option.

All TL9+ missiles have terminal guidance systems con­
sisting of two small hardened robot-brain computers (one
with a +3 OX 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 tenninal guidance system
is to be used (program TL must match missile Tt). Other­
wise, lhe missiles must be guided manually (p. GTl67). The
combined programs cosl: Cr6,OOO at TL9-1O. CrlO,500 at
TLII, Cr43,OOOat TLI2. and CrI23,50011t TL13.

STANDARD MISSILES
In the GURPS Tra~'e/ler space-combat system, standard

missiles maneuver like spacecraft under the control of the frr­
ing gunner. In a 20-minute combat round. a missile rack can
flfe 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 missiJe ends its tum in a target vessel's hex. it
may inten:cpt 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 Si7.e Modifier +1.

MISSILE WARHEADS
Missiles can be given one of the following warheads:
High-E.xplosive Annor-7apping (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 tnmsfonns the metal liner of the round into
a pencil-thin jet of hyper velocity metal traveling at up to the
25 limes the speed of sound. The kinetic energy of this jet
enables it to penelrnte deep into very tough annor. Although
the penetrating jet's diameter is very small. it is lethal by
virtue of sctting fire to fuel or anununition. boring through
vital components, or killing crew members. All missiles
come equipped with HEAT warheads by default_ Use the
base cost on the ModI/Ie Tables. p. 124.

Kinetic (TL9): A basic space-missile warhead; this is
simply a dense rod that smashes inlo a larget. 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+ missiJes come
equipped with kinetic-kill capahility in addition to any other
warhead installed.

Nllclear (TUJ): 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 IO-kiloton range (250mm
warhead) or I-megaton range (500mm warhead). Nuclear
weaJX>DS are of limited utility against capital ships equipped
with nuclear dampers. Against smaller vessels (and spreads
of missiles). their "one hit. one kill" eapabilil)' can be devas­
tating. Add MCrQ.042 per 250mm missile. or MCrO.064 per
500mm missile to the base costs.

Concussion damage at the point of detonation for conven­
tional nuclear munitions is 12dx20.<XX> for a 250mm warhead.
and 12dx2 million for a 500mm warhead. In an atmosphere.
quarter damage for every 256 yards (25Omm) 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): Thcse warheads detonate a small
nuclear weapon in order to energize 1m X·my laser beam ­
in fact, this is the only way such weapons can be built in the
foreseeable future. The warhead consisL'i of a nuclear bomb.
an array of beam-generating laser rods. and a targeting sys­
lem. Instead of physically intercepting the target, the missile
stands off at a distance of sevcral 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 powcrful 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 MCrO.lI at TL9, MCrO.064 at TLIO.
or MCrQ.04l at TLII+.

X-ray laser warheads do 5dx:200 (2) at TL9, 7dx200 (2)
at TLJO. and 9dx200 (2) at TIJ 1+.

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.

CEACFALL CRCNANCE
Missiles for planetary bombardment have diffcrent

requirements than those intended for space combat. (For
worlds with vacuum or trnce atmospheres, use regular space
combat missiles and rules.) Because they depend on somc
combination of grnvil)' and aerodynamic braking, they are
collectively referred to as deadfall ordnance.

SPIKE SUBMUNITIDNS (SSM]
Spikes arc "smart" bombs - narrow (8Omm) depleted

uranium. superdense penetrators with a guidance package
and steering fins strapped to their back. They are launched in
eluste~ of seven (25Omm) or 38 (5OOmm) using a standard
space-combat missile as a delivery vehicle. The gunner
maneuvers the missile to the release point. bums 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 senso~. Other options are available
at additional cost (per missile. 250mm/500mm):
imaging infrared (+MCrO.{X)4/0.019), semi-active
laser homing (+MCrO.0211O.12). or neutrino hom­
ing (TL 10+. +MCrtl.O 19/0.10).

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 rarger ref.
erellce point or TRP. He attempts to fly the missile
to II position II 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. 8116) 10 hit. adds the
largel size modifier as well as the weapon accura­
cy modifier and subtracts -23 for range. If the
attack is successful. the submunilions are distrib­
uted around the desired TRP. If the anack missed.
refer to the Size lind Speed/Runge Table (p. 8201).
Take the amount by which the allack roll was
missed and look it up on the SpeedIRange column.
thcn read ovcr to lhc adjaccnt Lincar Mcasuremcnt
column. This is the distance by which the spread
or submunitions will scalier 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. Detennine scatter
direction r.J.ndomly (p. 8119). Once the submuni·
tions are released. each one may make one attempt
to lock on targets according to the homing-missile
rules (p. VEI93). 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.

GLICE BCMBS
Glide bombs are precision munit:ions. They are designed

10 be launched from the 250mm or 500mm missile launche~

of a ship in close orbit. using a smaJl booster mOlor to enter
the upper almosphere. Once there, the missile automatically
glides to the target area. acrobraking all the while to kill its
considerable orbital velocity. The aerobrak.ing phase ends
with the missile in a near-vertical descent over the TRP at an
altitude of 5.000 yards. The missile thcn activates its onboard
sensors and searches for a target as it continues to fall.

What happens in the tennillal phase depends on the type
of missile. Kinetic kif! (KK) missiles fire a terminal rocket
molor. aCCelCJ<lling to lhcir m,lximum vclocity in a mailer of
seconds before impacting on the target. Explosive and
Iludear munitions use steering fins and a small motor to
maneuvcr to the lJJrgel. where they detonatc. In either ease.
ground range is 8 miles (14.000 yards) from the original tar­
gel reference point.

Guidance: All glide bombs are "brilliant" (p. T:GFI19 or
p. VE195) and use inertia.! guidance (p. VE 195) to reach the
target area. Standard glide bombs come equipped with either
infrared or optical homing senso~. Other options are avail­
able al additional cost semi-active laser homing (+MCrQ.02).
PES A homing (TL8+. +MCrO.03). or neutrino homing
(TL I0+. +MCrtl.O15).

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
it'i orbit trnce.'i over the ground) at the time of launch. plus or
minus 500 miles in range and 250 miles lefl or right of
ground track.

The flight time of the missile is one space-combat tum
(20 minutes). (See p. VEl93 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 MCrQ.042 per 250mm missile or MCrO.064 per 500mm
missile. Halve this exlrn cost at TI.9-13.

Saturation Nuclear Cluster (SATNUC) munitions are
also available at TL9+. Add MCrQ.5 per 250mm missile, or
MCr2 per 500mm mis.sile.
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Why do they call
it a morgue
anyway?

- Anton Wilson
Peale

PROBES/CRONES

An Jl5S long-range probe is a 6-cf missile with an
insrrument package instead of a warhead. They arc used for
many purposes: soundings of planewy atmospheres, close­
range photographic sweeps of planetary surfaces, asteroid
flybys. and wide-aperture astronomy.

STEALTH SURVEILLANCE

CRONE (TL12]
This is the most common orbiHo-ground drone used by

lISS exploration vessels. II comes with robot brain (Com­
plexity 6), acute vision +3, night vision. peripheral vision,
telescopic zoom (16x). thermograph, super-hearing, loog­
range radio. radiation shielding, intruder chameleon system,
stealth and rR cloaking, flashlight, self-destruct device wilh
1 lb. of explosive. and inertial compass. A rechargeable D
cell powers aU systems, with endurance of J0 hours.

SWli,\,t;c.\': Design weight 20.58 lbs.. tOial volume 0.275
cf. price Cr7,745, aSpeed 77 mph. PD 4. DR 20 laminate
armor, 5 HP, and Legality Class 2.

ELECTRONIC WARFARE (EW]

CRONE (TLS]
An EW drone is a small robotic jammer node that runs

alongside 3 larger vessel, projecting an area-effect jamming
field. EW drones arc 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 fastcr than the ships of thcir respective 11.. 11le jammer
rating is 3 at TL9. 4 at 11.10. 5 at 11.11-12. and 6 at 11.13.
(See pp. VE59. VE171, and T:GFI12 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.

SHORT-RANGE PROBE (TL12]
This probe is based on an advanced van,mt 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-Qnly. very­
long-range laser communicator (I 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. 3 rechargeable
E-cell supplies cnough powcr for one hour ofoperation.

Statistics: Ewt. 265 Ibs., usual payload is 70 Ibs.• IWI.
335 Ibs. (0.17 stons), volume 6 cf. Size Mod +0, price
MCrO.070. HT 12. PO 4. DR 120. and 30 HP.

\Vatu Performance: wSpeed 150 mph. wAccel 180
mph/s, wMR I. 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/so

Spacl! Perfomwnce: sAccel 9 G.

PROBE LAUNCHERS
This system is designed for the launch and control of

short·range probes (but il is not an EW drone). A probe­
launcher system consists of three launchers. each including a
launch tube. laser communicator. computer terminal. and
crew station for probe control. There is stomge space for 13
probes. and 40 modular inslntment packages. Depending on
the exact composition of the
load, the module with a fuU
complement of probes would
weigh roughly 4 stons and
cost MCr2. This module may
also be placed in a turret and
operated remotely.

.JUMP

TROOP SYSTEMS

Jump troops are lightly armed infantry equipped with
Reardol/ medium baltledress (T:GF86) and either PGMP-II
plasma guns or FGMP-II fusion guns (p. GTIIO).

Their purpose is 10 assauh from orbit. penetrating plane­
l3T)' defenses in small, one-man drop capsules.

STANOARO CROP CAPSULE
This is 3 generic. disJX>S3ble :lImospheric-reentry cap­

sule. It has a compartment for 10 cf of specialized equipment
including ECM gear or cargo: Ihis equipment mus! be
designed 10 til the limited space. With additional buffers and
padding. just about any Si7.c baulcdress can also be used in it,
lurning il into a meteoric assault capsule. There is an addi­
tional 5 cf (250 Ibs.) 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
usccl by the Imperial Marines.)

CAPSULE RACKS
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 comlXment
statistics do not include the ma'iS or COSl of the capsules.

CROP·CAPSULE LAUNCHERS
A pair of 700mm missile launchers in a fixed mounting.

Rate of fire is 1110 each. so in one space-eombat phase (he
pair can launch 240 capsules. This system can also function
as a pair of one-man airlocks.

BATTLEORESS REAOY

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 mil/or m:lintenance and loading
equipment. The component statistics do not include the
weight or cost of the carried suiL<;.
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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. Quaners are nOI smelly necessary. even for
long voyages ~ if there is sufficient life-supJX)rt 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 tmvel in a combination of the
modules described in this chapter.

For systems thaI 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.

MOOULES FOR CREW

ANO PASSENGERS
There are many different ways in which the various

sophoms of the Imperium travel. Everything from steerage to
palatial muhinxlIll suitcs are available - for a price. Typical­
ly. there are only three different levels of comfort: low, mid­
dle, and high pasS3ge. See GURPS Tra~'eller: For Trader for
the various costs 3nd requirements associ3ted with these dif­
ferenl modes. In addition 10 staterooms. thcre are also recre­
ation facilities: gyms. swimming pools. large lounges and

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

LIFE SUPPORT
limited Life Support provides ba...ic light.., air condition­

ing, heating and also provides additional "OOuled" oxygen
and water for as long as power and supplies last. This is the
most common kind of life system on small crafl. Its
endurance is measured in man-days; i.e.. 100 man-days of
endurance sustains one man for 100 days, two for 50 days.
Ihree for 33.3 clays. elc. 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 TLII+.
these systems become obsolete in favor of full life support.

Fill/life Suppon is a self-regenerating oxygen and water
purification plant typically found on long-duration non-star­
ships wilh minimal CTCW requirement. Full life support docs
not provide food. so supplies must be carried if the sophonts
are to eat

Total life Suppon has atllhe benefits of full life support
but also provides food (see Pans 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 almospheric requirements. II includes a full life­
support system for two (four at TLII+, with half of the stan­
dard capacity as backup), separate from and independem of
the starship's main lifc systcm; 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 10 be
carried as cargo. At TLIO or less. two man-days of limited
life support is provided, instead.

NOle thaI alien races with different metabolisms, such as
the Inheritors (see GURPS Tm~'eIJer: Alien Races 3). would
consider quaners designed for humans to be "alien environ­
ment suites."

BUNKROOMS
This type of RXIm has bunks for six personnel at TI.7;

nine at TL8; 14 at TL9; and 16 at TLIO+. All include total
life support. Conditions are very cramped. Imperial protocol
is 10 only load up to 25% capacity per bunkRXIlll. except for
missions of very short duration or emergencies.
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SMALL.CRAFT CABINS
Also known as "small-craft staterooms:' cabins are

much like staterooms (sec p. 58), bUI more basic and spartan
- some would say cramped. In the Imperium. cabins are nol
considered suitable for passengers or crew on inlerstellar ves­
sels (including Imperial Navy slarships) due to these
"cramped" conditions. but are often employed on interplane­
tary vessels and small croft (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 lIle passenger lounge. Food
service is provided as pan of the passage, and is SClVed in
the lounge.

/.plY Passagt! is the fiscal and social equivalent ofuavel·
iog steerage in a J9th-eentury passenger liner. Low pas.-.en­
gers spend lIle entire [rip in suspended animation, and thus
have no life-support requiremelll OIher than a trickle of
power to run the low berth (see below).

Mj~dle Passage is a step up from low passage, and is
substantially more expensive. On large passenger liners, mid­
dle- and high-passenger Slaterooms are segregaled on differ­
em decks, each with separate lounge areas. galleys, and so
on. Smaller vessels orren mix lhc IWO types of passengers on
the same level.

~ig.h Pa!is~ge i~ more expensive than middle passage.
and IS Virtually Identical except for a higher Slandard 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 stalerooms. On smaller ships.
the main difference is in the quality of food and lhc behavior
of the stewards. Converting middle-passage accommodations
10 high pa...sage usually involves simply upgrading the fit­
tings. Luxury fittings are available for just aboul any crewed
comparunent at 5x COSt

Some ships also have much more room Ihan others.
Some are crowded. To determine exactly how much room
your vessel has for the crew. perform the foUowing calcula­
lions. Divide lhe lotal number of dlons devoted 10 a crew's
comfon (stalerooms. bunkrooms, rec facilities, CIC.) by the
total crew nOI in low berths. Spartan accommodations are 2
10 2.25 dlons per person. average is 2.26 to 3, above average

is 3.0 I 104. and luxurious is over 4. Anything below 2 dlens
per person is considered crnmpro and results in a -I penalty
10 all shiproard operations. For passengers (including IJOOps)
nOI in low berths. divide the lotal number of dlons devoled 10
pa.<;sengers· comron (staterooms. bunkrooms. rec facilities.
etc.) by the lotal passengcr count. Use the same descriptions
as above.

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

Low BERTHS [TLS)
A low-benh system contains four cryonic freeze cap­

sules. each containing power componems. and capable of
holding one person in suspended animation ("low passage")
and JO cf of personal belongings. Sec pp. lITID3, 591, or
BIOl15 for detailed rules. Low benhs are often used to
carry replacement crews (see Froz.en Walch. p. 26) aboard
naval vessels. or as emergency life suppon for disaster sur­
vivors or severely injured erew members. Also see Low
Ben/IS. p. GTI 08.

To conven a Low Berth 10 an Emergency Low Berth,
add MCrO.004 011 TL9 or MCrO.003 al TLIO+ and
0.01 slons to lhc mass for hoth. 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 mainlenance overhaul. Each module also includes
four dedicated. hardened. small compulers to conlrol Ihe
immersion procedure. allowing an occupant to enter unassisl­
ed at assistl.'tI speed (5 minutes). Emergency low berths do
not have storage space for personal belongings.

Another fonn of low berth is used to transpon livestock.
Inslead of four capsules, there are only IWO. Each is rated for
I,~ Ib~. (1/2 stons). No supervision is required 10 put lhe
arumals m erya-sleep. but anesthesia mighl be a good idea
depending on circumstances. Animal Empathy or AnimaJ
Handling should give bonuses. if appropriate. Reviving live­
stock is the responsibility of the colony's veterinarians (usu­
ally recruited a.<; professionals). Revival is very similar to the
process for standard cryonic freeze capsules. bUI failure indi­
cates that the livestock is dead (aJJ occupants share the same
revival roll). Whelher the results of a failed revival are still
suitable as food is lefllo the GM.
~n sizing livestock berths. determine the mass of ani­

mals to be lrnnsjXJncd and refer 10 the following table.
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Mass: Given in pounds.
Live: Animals thal can hc stowcd per dlon when not

trarlsponed in a low benh.
Cold: Animals that can be stowed per low benh.
l.s: Human-cquivalcnllife-support needs per animal.
Generic livestock is worth approximately Crillb.

(Ca,OOO/ston), but this may vary greatly (see pp. B 140-145).

THAT'S ENTERTAINMENT
"My best advice if you want to be a shipboard

entertainer: don't. You're in for long hours ofhigh-stress
perjonruJllce 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
liuie nugget ojwisdom, so here's my Ilexr-be.~fadvice.

"First. make sure you're doing it for rhe righ!
reasons. DOll" do it just because yOIl wafl1 to travel ­
though you need /() like traveling - and don't do it for
the mOlley. Do it because )'01/ like meeting new people
and making them happier.

"Second, generalize. If doesn', matter if )'01/ 're not
the best singer in rhe Marches or the junniest comedian,
so long as you call do a bi, of both and half a dozen
other things, and make tliem all entenaining. A week is a
long time in jump space, and yOIl can't get away with the
same act every night.

"Third, know your audience. Check rhe manifesr
before launch; it'll tell yOIl how mOllY family groups
you'll he dealing with, what races art!. 011 hoard, Ihillgs
like thar. You don't wallt to be making Asian jokes in
from ofone! Mingle during the flight to jllmp poim and
try to gauge Ihe mood. Pick up every .\·L'rap oj
infomfQtioll you call.

..J«mnh, make friends with the crelv. Help them out
and they'll come to your re.\·cue when thing.~ get mugho

"1 cOllld go 011, bllt those are the most important
points. There's always too many ofthem a"d /lot enough
oj us, no maUu how big lhe ship is - the ollly thing )'011

can do is practice. Or quit.
"Don't say / did,,'t wam YOIl."

- Enli Rivera, in OIl interview
Jor the Spinward Times, /37-11/9

Livestock Stowage Table
Size Mass Live Cold LS
Very Large 10,000 0.5 nI. 15
Large 1,000 2 I 3
Medium 100 15 to 0.7
Small 10 30 JlJ() 0.1
Very Small I 160 1,000 0.03

Examples
Elephant

Horse, Cow, Camel
Pig, Goat, Dog

Chicken, Duck, Cat
Rat, Quail, Dove

power componcnt, to operate lhc 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
cvaeuation. All scats fold up into the bulkhead. reducing their
volume by 50%, and allowing the passenger compartment to
be used as an ad-hoc cargo bold (at 20 cf stowed per seat).
For systems without the alWed safety/fold-up features, divide
cost by 10. Half-Sized versions are available; round down the
number of passengers.

STATEROOMS
St.aterooms arc the long-term quarter:s called for by inter­

stellar flight; they include 50% additional space for access
and oilier facilities (galleys, rec areas, etc.). Standard passen­
gcr comfort dcmands 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, enlenain­
ment consoles, a small kitchen, and miscellaneous furniture.
All ba..ic items in the stateroom retracl into the floor, wall, or
ceiling when not in use.

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

Meals may be taken on a eollapsiblc table and slomble
chair. The stateroom is large enough for four people to eat
around the table comfortably. Meals must be delivered by
hand fmm 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 unobtn.lsively out of the way when not in use.

Storage of personal necessities is handled by several col­
lapsible compartments and cabinets. Passenger:s 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 estimaled 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, II power slice, and acce..'s ways. Slate­
rooms are not available on small craft unless the eraft is
designed with bridge and engineering systems - not a cock­
pit/systems module.

PASSENGER COUCHES
This system is only available for small craft. It incorpo­

ratcs 11 (11..7·9) or 12 (11..10+) roomy seats and one man­
day limited life support per passenger, plus the necessary

OFFICES
Each office module holds four offices, with room for

three visilors 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 ANO

PROVISIONS
A manned ship should have at least one space of life sup­

port if it is intended 10 operate for more than a couple of days
- unless it contains other systems Lhal include life support
(Le., staterooms). Thus, shon-range shuttles or tighten; do not

require life support.
A life-support system can be overloaded if necessary.

Roll 3d after each day of overloading, al +1 per full 10% by
which the number of people aboard exceeds CUlTent capacity.
On an adjusted roll of 13 or more, the system begins to break
down, losing 10% of its Cl/rrellT capacity for each point by
which the roll was missed. A Mechanic (Life Suppon) roll
can be allcmptcd once per day; if it succeeds, it will restore
10% of full capacity. Once the life-support system begins 10
fail, the effect snowballs. if the ship remains overloaded, life
support will eventually reach 0% and fail. AI 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
TIlis module contains extended accommodations for craft

equipped with bridges bUI no staterooms. includes full life
support for five personnel, one folding bunk at 11.7-8, two
folding bunks at TL9, two bunks al TLlO+, the associated
power plant slice, and 9.5 cf of storage for personal gear.

LUXURY FITTINGS ANO

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
include::; 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 "cntcrtainment 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 evell theaters have their place - not
only for entertainment. but as briefing rooms and a place to
stage activities between combat.

GYMNASIUMS/ExERCISE

ROOMS
A gym usually contains a wide variety of exercise

machines and facilities for both strength and aerobic uaining.
The standan1 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 ::;hip::; u::;uully have sufficient gym
facilities to support 5% of the crew at once.
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HALLS, BARS, OR

CONFERENCE ROOMS
A large room with tables that can serve as a reSlauranl,

hal'. conference 1'0011I, casino. etc .. Ihis can comfortably
accommodate SO people per mooule (smaller lounges and
conference rooms are included in suueroom volume). Weight
and cost include furnishings.

HOLOVENTURES CTLS]
Civilian: A J.200-squarc·rool holovcnturc ;,..one with a

roomy operalor's crew station. The computer terminal al the
slation runs holovenrure programs on a dedicated mainframe
computer. II includes a fusion power slice to run it.

Milirary: As above, bUI with DRIOO composite armor
For training with live ammo.

SHOOTING RANGES
A 25-yard sighting/training range for two men wilh a sin­

gle computer terminal. II is armored (0 DRIOO and is most
often used with plastic bullets. Troop ships use it to provide
£raveling soldiers some time on the trigger. Combining multi­
ple ranges could provide a longer rdIlge or even a mock village
for rehearsing house-dearing and hostage-rescue missions.

STAGES
A 20'>:20' slage area for dancing. plays, nighlclub aclS.

and so on. this includes sophisticated electric lights and
sound systems. Nomlally attached to a Hall or Theater con­
taining lhe audience.

SWIMMING POOLS
Large commcrcial ships (or those catering to aquat­

ic sophonlS) will oflen have swimming pools. Includes
100 square feel of pool (10' deep), 100 square feet of
deck area. and overhcad c1car.:tncc. Muhiplc modulcs
can be combined 10 make larger pools. The finished
design should add one Space Dock system (I slon,
Mer 0.005) per complclc pool. to cOlllain the watcr in
case of loss of artificial gravity. The module only
weighs 1.5 stons when empty.

THEATERS
A smaU auditorium with 100 sealS for the audience,

a large holoprojector (can be stowed). and an opcmtor's
workslation. Can be used for entertainment. for presen­
lations, or as a briefing or situation room. A stage is not
included - a Stage module may be auached if needed.

NULL·G HANOBALL

COURTS CTLS]
While artificial-gravity generalors climinale the

need for space travelers 10 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.

II is played in a court 20'xlO'x40' by either two persons or
IWO Iwo-person teams. Players wear a lighlly 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 Ihe ball off of any threc surfaces of Ihe
court (walls. floor. or ceiling) without the opposing player or
team touching it The Null-G Handball Coun includes sepa­
rdle artificial-bJfavity generalon; 10 maintain thc 7..ero-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 scaling).

SHIP'S GALLEYS
A compact fcOO-preparation area with capacity for up to

770 Ibs. of food (385 man-days if a life-suppon system is
in!\talled. 64 othelWise). Mass and cost both a<;!\ume a full
pantry at the appropriate TL. E.'Ich module provides cramped
but usable space for preparation of up to 28 meals at a time.
Exact features will depend on TL and Illay include rough­
weather options for low-tech ocean vessels. zcro-G options for
pre-CG space vehicles, and/or refrigerators and freezers. Gai­
ley modules may be slacked 10 create a much larger facility,

This module should only be purchased for ships requir­
ing more food preparation area than is included in Slalerooms
(see p. 58). A galley may be consolidated from the tOlal
kitchen space provided by Illultiple staterooms. If a ship is
designed and built in this manner, the "galley" is considered
a common area separate from the slaterooms. It would take
20-40 staterooms 10 make such a galley, depending on level
of service and spaciousness desired.

60 CREW AND PASSENGER ACCOMMODATIONS



.. "

. CHAPTER NINE•

" .

. ~.- ...., ..,. ... '.

:~ ":'#:~~~~~~j)~~~~~ .~~rtlQl':
., . .... . .. .. , ..

. . '. '. ,bi~~~!'~~~~ '. ~~·~~~·rr~~~.
. . . .

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.

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

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

CARGO
Virtually every starship needs some cargo space. Even

the most optimized military vessel will have a ship's Jockcr
to store equipment.

CARGO HOLOS
Each Hold module has space for 500 cf (I8.5 cubic

yards) of cargo. Multiple modules may represent a single
large hold or a number of smalJer holds. Holds in half-size
increments (250 cO may also be installed. Holds nonnalJy
carry 5 slons per dlon; maximum rdted load is 25 stons per
dton. See pp. 57-58 for infonnation on rransponing livestock.

SMUGGLER'S HOLOS
If a vessel has cargo space, some or all of it may be

divided into one or more concealed compartments (called
sllluggler's lio/ds. 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 MCrO.OOS
per 1/2 dton.

SHIP'S LOCKERS
The Ship's Locker is a catchall name for the miscel1a·

neous stores and supplies a ship maintains to suppoI1 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
cliest), and medical supplies. Most equipment is issued as
needed and remains the property of the ship's locker.

Slop chest items Gunk food, mild recreational drugs and
alcohol, toilelries, entertainment or education chips, T-shirts
and even unifonns sometimes) are purchased in bulk by dle
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, dle passen­
gers may have access to the slop chest through the Purser, but

WEAPON STORAGE
Small arms and most other conventional weapons are

easily stored in eargo 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.BLAST 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, II 500mm missiles, or
500 cf of adler weapons. They should be installed near the
outer hull of the ship to operate effectively.

CAMPER BOXES [TL 1 1 ]
Damper boxes prevent radioactive decay of unstable iso­

topes. They weigh 80 Ibs., lake up 1.6 cr, cost kCr40 and
require O. I6 MW for each cf of cargo capacity that lhey pos­
sess at TL II. Halve all attributes at each higher TL. The
Module Tables contains a TL II, TI..12, and TL 13 box capa­
ble of holding 55 250mm or II 500mm missiles equipped
with nuclear warheads; each provides a nuclear power unit
(NPU) to run it, allowing containment even when lhe ship
loses power. Smaller units (holding no more than a couple of
warheads) should be constructed using dle Zero Space Mod­
Illes (see pp. 68-69).

ANTIMATTER BUNKERS [TL12]
Antimatter cannot be produced or stored in useful

amounts until TL12. and is not used in engines or reactors
until late TLI3. Antimatter bunkers (or "traps") each hold up
to 50 grams of antimatter (usually anti-hydrogen). Since anti­
matter is worth several million credits per gnun (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 lhe 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 ruming off the
containment system. Failsafe systems, eaeh with the volume,
mass, and cost of the original system, can be added. These
backups make a damaged u-ap 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 l'rave//er and pose a significant haz­
ard to vessels nearby. (The crew's personal armor does
prOlect normally if they are wearing it ...)

CARGO-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 10 access primitive star­
pol1S, may include their own cargo-handling equipment. Usu­
ally, this will consist of winches and hoists, but very
advanced ships may choose to include gntvitic manipulators
(see below).

EXTERNAL CRADLEslGRAPPLES
See Smiaee Features, ETtemal Cradles/Grapples, p. 35.

GRAVITIC MANIPULATORS

[TL11/13l
These devices generate a gravity field at a distance,

pulling objects toward or pushing them away from the ship.
Repulsor Beam (TLlI): Each repulsor-beam system gen­

erates a ST 8,500 repulsive force. Multiple systems can work
logether, adding their ST together.

TrucLOr Beam (TLl3): As the repulsor beam, but gener­
ates a ST 8,500 allrdctive force, instead. Mulliple systems
can work together, adding their ST together.

Combination Beam (1L13): Usable as either a tractor
beam or a rcpulsor beam, but not as both simultaneously. In
either mode, the beam gener-lles a ST 8,500 force. Multiple
systems can work together, adding their ST together.

MASS CATCHERS [TLBl
A large cargo net and arrestor system designed to catch

up to 625 stons of ma::;s (typically shot by the Ma.u Drj~'er,

p. 64) as long as it is less than 1,500 ::;paces in size and tnlvel·
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
ouL moving off it" !\tationary position and axis. This system
must be mounted on some other structure (at a minimum, a
2,OOO-ton vessel or platform of some type), as it is not a
stand-alone unit.

OPTIONAL DETAIL:

HATCHES ANO OPENINI3S
Any Traveller campaign taking advantage of the

cargo-handling equipment described here may benefit
from information on standardized cargo hatches in the
Imperium. Cargo vessels wilh 7 dtons ofcargo 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) or cargo space; standard hatches rnea.<;ure
24' wide by 12' high. Very large ships may combine
several hatches into a single opening thai is a mUltiple
of these dirnensiom.

Alien or unusual ::;hip 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 EGUIPMENT
While (00 minor (0 be individually purchased or invento­

ried in the starship-design process, the following items are
commonly found 31 slarports or in large cargo vessels
throughout the Imperium. See pp. T:SP102 and T:FI77 for
more information. Any starport employee should know
where 10 find one, and they'll oftcn be lying ahout 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 lbs. or 4 cf of breakbulk product. The speed at which it
can be pushed depends on the user, but the weighl is normal­
ly divided by 10 or 20 (see p. 889) for encumbrance purpos­
es. $50, 30 Ibs.

Dock Carl: 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 Liquid 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
weigh!. increase uansfer 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 Ibs., costs
$600. and takes up 5 cf. Both pump and hose have
DR5.HP5.

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, wheal, rice, etc. A TL7 unit
can move about 4,(X)() cf of bulk product per hour at a dislance
of up to 50' (multiply rate by 2 per 11.. after TL7). Multiple
augers can be connected in-line to move a product a longer dis­
tance. lllCSC are often used during shipboard cargo operations.
The auger's price includes a shon-range conununicator 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 IOcr. Both auger and hose have DR 5, HP 15.

The auger uses a D cell (or equivalent advanced battery
at 11..7) per 6 hours of operation. It takes 15 minutes and a
Freight Handling roll to set up.

Conveyor Belt: A 15'xl' (or a multiple thereoO motorized
conveyor belt A TL7 unit can move up to 625 cf of breakbulk
or bulk product per hour (multiply rate by 2 per 11.. 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 cr,
and has DR 5, HP 15. It uses a D cell (or equivalent
advanced battery at TL7) per 12 hours of operation.

Ponable Hydrogen Flleling Unit.· This handy unit often
supplements or replaces starship-standard fuel-processing
modules for starport fuel-refining needs. Each unit produces
its raled gallons per hour x 1.58 in liquid hydrogen and its
mtcd gallons per hour x 0.76 in liquid oxygen. The n...7 unit
uses a 4C55n container and the 11..8 uses a 4C55/8 container
(see p. T:Ff57 for information on standard cargo containers).
The TL9+ units each use a 4D55/8 container. The 11..7-8 ver­
sions use a fission reactor, the TL9 version USes a NPU, and
the TLI 0+ versions use a fusion reactor. A cuner can carry
two HRJs (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 sons of vehicle, except an eXlernaily 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 lilill subtractoo from
available volume. The mass of any craft carried in this
recessed vehicle bay plus any ex.ternal stores still may not
exceed the limilli ali imposed by hardpoints (liCe p. 34). Total
volume of all recessed vehicle bays may not ex.ceed 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 lao-ton ship has 12,150 HP and a recessed
20-Ion vehicle bay. The eXlernal-store limit is 121.5 stons,
therefore. the vehicle bay can only slore a '-Tart that doc..... nol
exceed that mass. There would be no limit if the vehicle bay
was fully enclosed.

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

HANGAR BAVS
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 lhe
vehicle or vehicles into launch position. Each module pro­
vides hangar space for 500 cubic feel (I hull class) of vessel;
decide if multiple modules fonn one large or seveml 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 fonned
- 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.

SPACEOOCKS
This is an airlock hangar bay; it is treated as a hangar

bay, except that it can be totally evacuated or fiDed 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 fonn one large or several
smaller spacedocks.

Spacedock mass and cost is paid only once per space­
dock, regardless of the number of modules fonning it - it
mainJy 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 (TLBJ
A launch catapult (electromagnetic or gravitic) can be

installed in any vessel intended to launch spacecrnft (such as
a carrier). They allow the fast deployment of fighters or other
craft (40 per 20-minute space combat tum); see p. GTI69 for
information on recovering small craft.. (The craft does not fly
back into the launch tube, but is instead docked in ilS appro­
priate storage location.) Craft launched from one of these
may USC their full acceleration on the tum they are deployed
(e.g., a 5-G fighter's vector is 5 hexes longer than the vector
of ilS launching ship). One Launch Thbe module is required
for every 25 stons of the heaviest croft to be launched from
the facility, then add enough spacooocklvehicle bay modules
to contain the largest craft accommodated by the launch tube
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10 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 subsequeOl 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 inc.:re3SC the maximum mass
that the tube can launch by 25 SIOns. Usually, a mass driver is
dcsi!,'IlCd for usc in conjunction with a Mass Catcher (p. 62).
Their perfonnance should reflect one another's capabililies.

LAss 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
fanning minor repair find conSl!1Jction 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 arc identical. but also include provisions for the
increased power requirements of high-energy research.



ISOLATION LABORATORIES
A large, sealed laboratory with an airlock and other

equipment certified 10 provide P4 protection (see p. 81021).
There is room for up to five people 10 work. It can be used for
any sort of dangerous experiment genetic engineering, chem­
ical warfare analysis, psionics, nanotechnology, Wld so forth.
Only in extreme cases (almost always the result of skilled sab­
otage) would any contamination spread beyond the lab.

SIMULATION LABS [TLS)
In scientific research and engineering design, the ability to

visualize and manipulate data is often key 10 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
TI..-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 learns, and display
it in a coherent, fully realized 3-dimensional picture. Multiple
Sim Labs can be combined to creatc a much larger holograph­
ic-display volume (and more works13.tions) or enhanced dis­
plays may be added (see Computer Lab, below).

COMPUTER LABS
These mcxlules are designed for applications where reli­

able high-eapacity number-erunching is needed. Wim a large
number of associated works13.tions, they may also be used for
archive and library functions. Each lrio of macrofnune com­
puters is built as Compact. Genius, and Hardened with one
level of High Capacity. Complexity is TL-I. Only dedicated
scientific installations routinely use this cosily mcxlule.

The Enhanced Display oplion 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 ComplexilY 7+. The required
holographic program is included in the cosl of the display
system. Enhanced Displays may be aJso be used with Sensor
Suites or Sim Labs 10 increase lhe display volume.

WORKSHOPS
Starships intended for long-nmge opcnl.tion need to be

somewhat self-sufficient, able 10 manufacrure lheir own spare
parts from found materiaJs. The complete workshop contains
aJl the tools needed for the Annory, Eleclronics, Engineering,
and Mechanic skills, plus storage space. Workshops all have
lhe same statistics though higher-TL shops will have better
equipment Up to three people can work in the workshop at
Ihe same time; one workshop should be provided for every
60 maintenance personnel onboard. Two of these workshops
logether make up the Logistics Mcxlule from p. T:F135. Mini­
workshops are similar. bUI nOI 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 penally for 1I0t having a work­
shop when making repairs.

SHIPYAROS [TL7/S)
A shipyard or dry dock is capable of building or repair·

ing 100 dtons of vessel at a time. Tt 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 mooule, one for non-starships atn.7 and
one for scarships at 11.9.

MEDICAL FACILITIES
A nonnal sick bay provides workspace for medical per­

sonnel {Q treat wounds and illnesses on an outpatienl basis.
Olher versions are dedicated to performing surgery, provid­
ing intensive care, or boarding inpatients.

EMERGENCy-AIO 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 11..7, it includes (wo bunks and a stretcher: at TL8,
two bunks wilh emergency support units (ESUs) and a
stretcher; and at TL9-13 one automed. one diagnosis lable.
one ESU, and one stretcher. All systems have a computer ter­
minal and reaclor slice 10 power it. See pp. UT94 or S87 for
medicaJ-equipment statistics. On ships wilhout sick bays, one
of these should be installed for every 60 staterooms or fmc­
tion thereof not covered by Sick Bays. below.

SICK BAYS
Sick bays vary considerably by 11.. 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; al TL9 and higher, an
operating table, a diagnostic table, and eilher two (TL9-10)
or three (TLII·13) automeds. All mooels include a computer
tenninal and sufficient power components to ron aU fealures.
Ships should have one sick bay per 120 slaterooms or
fraction thereof.
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MILITARY SICK BAYs!
AIO STATIONS

Naval vessels are often depressurized, either deliberately
or because of battle damage. tn order (0 maintain a habitable
volume. military sick bays come with meir own life support..
This system is a sick bay as above (except the operating
rooms are fuUy stabilized), with two 6-man airlocks, radin·
tion shielding (pF 10 3111...7, xlO for each additional TL),
room for 10 ambulatory or two tiner patients. and limited life
support and energy banks for 15 man-days. A full flre­
suppression system is included to augment lhose in the engi­
neering spaces. Military sick bays are used individually as
aid stations (orten carefully placed along main corridors to
act as blow-out shelters), or added 10 conventional sickbays
to fonn a larger ward.

EVACUATION BAYS
Basic: Contains 12 stretchers and 12 Emergency Suppon.

UnilS (TL8+) with plenty of access space to move people in
lind OUI 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.

Adl'OlIced (TL9): lllis 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 (f1l1l at 11..11+)
and a fusion power slice. Mostly used by small craft for
medevac to a waiting starship.

OPERATING THEATERS
This conhtins two complete, fully stabitized operating

tables, twO Emergency Support Units, 50 cf of storage space
for medical supplies, and two computer tenninals.

HABITAT MOOULES

Some large vessels (such a~ 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 comrol, air recycling, and a
power slice to run it.

HOIUillg: This module contains one or more apartment
buildings or a few dozen houses, plus grounds, walkways,
etc., providing long-tenn accommodation for up 10 100~
pic (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).

Factor),: A large industrial park capable of operating effi­
ciently with a few dozen workers or robols. Contains ware­
houses:, minifacs, etc.

Fann: An acre or so of open space with a few buildings
devoted 10 agric.:ulture 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 eltercise facilities (pool, stream, playground, elc.). 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 spacc for several hundred
people to congregate.

Nu//-G Handball Arena: Like a NuU-G Handball Court
(see p. 60) but represents either multiplc courts or larger
courts for bigger games (most often aboard stations rather
than ships). For eltample, grav-ball (played by teams of seven
armored players) uses a court 120'x 6O'x60' (Le., 27 hand­
ball modules. 20,000 Seats, 900-person HaU).

SECURITV SYSTEMS

Civilian vessels require security measures against theft;
exactly how many and whaltype will depend on the owner's
paranoia and 1mperialliability laws (no system is complclcly
error-free). Warships often have lethal security measures,
especially when on duty. .

ELECTRIFIEO SURFACE
See Surface Features, pp. 31-35.

LOCKS, ALARMS, ANO

SECURITY SYSTEMS
See p. 69.

CELLs/ARMORIEs/SAFES
This is a single cabin with reinforced waUs (DR 2(0),

restrdints, 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 lime of con­
slIlJction. 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 cJ of valuables.

Dedicated mail carricrs should install as many safes as
required for the service.

BRIGS
This is an ordinary stateroom equipped with reinforced

walls and door (OR 2(0), restraints, and a high-security
alarm and observation system. II nonna1ly holds 1-2 people.
Up 10 50 could be crammed in for a limited time, but this will
overwhelm the two-person life support. A ship or swpon
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
StationlDuplicate Controls, p. 43).

OOUBLE-CELL BRIGS
As per the brig, above, but does not contain the security

station. Multiple double-ceUs are usually installed together
with one or Iwo security stations to form a much larger
secure area or prison.
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These round out the many equipment
need,> of a starship, though many are use­
ful only in specialized applications.

TURRETEO MINING

LASERS [TLBJ
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 TLII+ min­
ing lasers are buill with the compact option to represent the
advances in laser technology found in normal shipboard
weapons. See p. 8125, Attacking Inanimate Objects, for
more infonnation.

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. U a mining laser is used as a weapon,
damage is calculated somewhat differently; me target is no
longer a big dumb rock, but is meoretically trying to avoid
being hit. All damage r.:l.tings are divided by 4 and lhc RoF
becomes 4, subject to me laser-autoflre rules. More damage
is not possible; indeed, just me opposite, as aJl four shots
must hit to do listed damage. The modified damage ratings
thus become 6d at TL8. 12d at TL9, 5dx5 (2) at TLlO,
7dx5 (2) .. TLII. 9dx5 (2)., TLl2. and 5dxlO (2) at TL13.

ORE PROCESSORS
This is a multi-stage facility for extracting valuable

materials from raw ore and concentrdling it for tmns[XIrtation
or funher processing. Fed a steady stream of ground rock, it
prcxl.uces bars of metal, glass rods or fibers, and tanks of can·
densed volatiles for storage. The system's power plant is self­
contained for greater efficiency, and hold space for several
hours' feedstock is provided.

Capaciry 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
cration. and reduce by 10% for wastage.

Crew is per shift; three shifts are required for fuU-time
operdtions.

PASSAGE TUBES
This flexible tube connects me airlocks of two ships in

space. It holds pressure, permitting occupants to move
between me vessels wimout space suits. A standard rube is
600' long and 8' in diameter, and hooks to generic finings
around external airlocks. It nonnally 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 P03, DR 12; me moored 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 rmxl.ule) airlock.

ESCAPE CAPSULES
Escape capsules are common on

military vessels. which typicaJly have a
limited number of ship's boats and a crew ditli-

cult to assemble under combat conditions (commer­
cial vessels use Hfeboats, instead). Each capsule holds four
crew members at TL7. six at 11..8, eight at TL9, or nine at
TLlO+ and provides three days of limited life !!iupport at
11..7-9, four days at 11..10, or full life suppon at TLlI+. They
have 0.03 G and O.(X>3 GRds of thrust aI 11..7, 0.05 G at 11..8,
0.6 G at TL9, 0.8 G at TLIO, and I G at TLII+. A capsule
also provides contragraviry for landing at TL8+, plus survival
packs as defined on p. T:FT70.

Escape capsules are installed under panels in the Ve!!isel's
hull; to launch, explosive bolts blow the panel clear and the
thruster:; accelemte the capsule away from the ship (rockel'i
at TL7). Reconditioning and reinstalling escape capsules is
only [XIssible at a shipyard or spacedock; mey are used only
in emergencie!!i! There arc nonnally 25% more seats provided
in the capsules man a ship's regular personnel capacily not
otherwise provided for in me ship's small craft or lifeboats.

BOAROING CLAMPS
This is an advanced grapple designed to latch OntO an

enemy ship for boarding purposes. II differs from an ordinary
grapple in its reach (12'), strength (ST 800), and me method
in which it attaches to me target vessel. The boarding clamp
does significant damage to the hull of the target vessel, where­
as normal grapples are designed to anach without damage.

SURVIVAL SHELTERS
Survival shelters are reinforced and shielded rooms

inlended to protect ocCUpanl'i from environmental dangers
(such as sudden decompression, fire, radiation, and extreme
temperature). Each shelter provides limited life suppon and
power for its rdted number of ocCUpanl'i: eight days at TL7,
20 days at TI...8, 25 days at 1L9, 30 days at TLIO. and unlim­
ited duration at TLll+. A medium-range radio is provided to
contact rescue personnel. In addition. at TLS every multi­
person shelter has a number ofESUs. At TL9-13, mese ESUs
are replaced wim automeds.

Model Capacity Airlock Size
Locker I I
S...o 4 2
Medium 8 4
LMge 25 6
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OPTIONAL: ZERO-SPACE SYSTEMS

The modular ship-design system presented in this
book is intended to be simple; efficiency is a secondary
considemtion. In panicular, many modules contain vary­
ing amounts of empty space to bring them up to half- or
full-space size. II is certainly possible to simply ignore this
fact and assume the extra space makes GURPS Traveller
slarships more roomy and livable. It is also possible to
infer that some of this space is taken up by items thal., by
their nature, are too small to add up to even half a dton on
any bUl 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 IOct) can be added per dton ofintemal space
nol 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
Nonnally, 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, swvival 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 [0 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 Ibs. of gear.

EMERGENCY

LIFE-SUPPORT PACKS
This is a portable air-supply apparatus. It provides 2

houn of air. wcighs 10 lbo.• and costs CrJOO (J hou,. 30
Ibs. at TL7). One hOW' of oxygen-nitrogen, or ordinary
compressed air, weighs 4.2 lbs., so most of the weight is
the compressed air.

For game purposes, asswne all adults breathe at the
same rate and children wldcr 12 u.<;e half as much. Thirty
units will fit into 10 d. See p. 561 for moreinfonnation.

TOOL KITS
Basic tool kits are described on p. GTU6. These are

nonnally installed behind panels in any workspace with
the appropriate type of equipment. Mechanic or engineer

tool kits are 15 cf, 300 Ibs., Cr800. Annory or elecrronic
tool kits are 7 cf, 100 Ibl>., CrI,200. A half·l>pace module
conlains five tool kits of each £ype, for a total of 20.

DAMAGE-CONTROL

LOCKERS
A damage-control locker contains the various equip­

ment used to perfonn emergency repairs 10 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-conrrol 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 ef, weighs
I stan stocked, and costs MCn>.25 in equipment and pans,
which must be replenished for every 2.000 HP restored.
See pp. 106-107 for infonnation on repairs.

SURVIVAL KITS
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 atrnol>phcre. Survival kit., are
standardized at TLIO; any vessel in the Imperium will use
the same type, regardless of TL. Their contents are
described in detail on pp. T:Ff69-70. Nine kits are 10 cf,
450 Ibs., and cost Cr24,300.

COMPUTER TERMINALS
Each crew workstation includes a computer tenninal;

each cabin or stateroom also comes with a monitor and
keyboard to llCCesS the ship's computer (though access is

typically restricted to library. communications. and enter­
tainment functions). Adclitional (enninals may be added
for redundancy or to facilitate certain types of research.
Five tenninals are 10 cf, 200 Ibs., and crS.OOO at TL7-8;
lhis becomc... 10 tenninals at TI.9, and 20 at 11.. 10+.

HEAVY-DuTY

FIRE-SUPPRESSION
A fully automatic array of extinguishers or hoses

mounlcd inside the vehicle, thi!> uses inert gases to put out
fires in milliseconds. 'This system has the equivalent capa­
bility of both a full and compact fire...suppression system in
one, giving an additional +5 bonus to putting out fires
(Engineering, Cockpit, and Bridge mooulcs each already
contain a fire-suppression system; see pp. 4243, p. 36).
Each system is 5 ef, 250 100., and Cr5,500. See GURPS
Vehicles, p. 185, for infonnation on fue suppression. Partic·
uIarly on large vessels, the GM may mle that each of these
systems only benefits a panicular section of the vessel.
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SECURITV SYSTEMS
All ships come with cleclronic locks. Some slarship

owners install after-market inbUder defenses (including
digital cameras, motion sensors. and weapons) and a high­
security alann system (Cr3,OOO; effective skill 20).

All vessels also come equipped with an internal com­
munications and security system, consisting of a micro­
phone. loudspeaker, opLical-data cable jack. and shan-range
radio repeater in each compartmeDt Each compartment also
has ilS own pressure, temperature. smoke. and radiation
detectors: these arc connected Ihrough the communications
system to the bridge. The microphone and radio pickups
can be activated from lhe bridge. providing some additional
information on evenL'i in olher parts of the ship. Each door,
including lhe external airlocks and sensitive-area access
panels. has an electronic lock opened by a keypad, electron­
ic card, or biometrics sensor (chosen before consuuetion).

Communications and security systems arc installed
on the basis of one ''uniC per compartment (room). For
ships without detailed deck plans, a good rule of lhumb is
lhree companments per crewman (quarters. workspace,
and corridor). not including ship's rroops or frozen watch.

11lc electronic locks cannot be picked. Bypassing the
securily system requires a contest of skills vs. the securily
system's skill of 15, using Electronics Operations (Securi­
ty Systems)ITI.. or TrnpsITL, wilh modifiers as per Lock­
picking skill (p. B67). If lhe roll fails. the ship's computer
alerts lhe crew and takes other actions as progranuned.

Hardened Communications: Military vessels are nor­
mally equipped with a fiber-optic backup communications
network. This can be assumed (al negligible weight and
cost) unless the ship is low-tech or very large. Twen(y-five
units are 10 cr, 50 Ibs., and Cr20,OOO at 1L7; 100 units are
10 cr, 100 Ibs., and Crl6,OOO at TL8. This becomes 200
units at 11.9 or 400 at TI.IO+ at 10 cf, 50 Ibs., and Cr800.

Basic Security; Inlernal sensors can be addcd for
additional security. The basic security package upgrades
the ship's intercom and intcmal sensors La include mono­
cular color. low-light television (I x) and imaging ladar.
An integral rechargeable B cell provides (TL-6)X360 uses
for the ladar in the event of 105;5; of ship's power. The secu­
rity system's skill is improved 10 20. The additional sen­
sors aUow the use oftbeAnti-Hijack program (see p. 71).

The basic package abo includes a spray tJmk, capable
of aeating a cloud of any standard gas or liquid chemical
3 yalds in diamefa" at a __ of 10 yalds. The spray auto­
matically hits and lasts for 2 minuIes in lWDOSphere (less in
vacuum). Sprayers are oonnally loaded with sleep gas
(p. S78: l.C 2. Ct75 per unit for 20 shoes: 045.000 p" 600
unics); this cost is DO( included with the security package.

Twenty units are 10 ef, 230 Jbs.. and Cr115,000 8111.8;
10 cr, 190 Ibs., and Cr57,ooo 31 11.9. 1IYenIy-five unils are
10 cr, 220 Ibs., and 038,000 3111.10; 020,000 at 11.11+.

Ad\'(mced S~c~rity: Advanced security syscems are
designed to actively resist hostile boarding actions and
hijacking __ eveo if _ from !be ship's cmba1

computers. In addition to all the systems listed for me basic
package, each unil incorpora1CS a hardened. high-capaci[}',
Complexity 4 robot brain running Targeting, Gunner, Inter­
nal Securi(y, and Optical Recognition programs and a coo·
cealed snub revolver (p. GTIIO) on a retractable mounL
Each chamber can be loaded with a different type of ammu­
nition (anuno cost and mass is not included) and individual~

Iy selected for firing. Sixleen units are 10 cr, 200 Ibs., and
Cr470,eXX> at 11.9; 20 units are 10 cf. 220 Ibs.. Cr70.<ro at
11.10; or 10 cf, 190 lbs., and Cr28,00J at TLI J+.

Automaled defenses are of dubious legality within the
Imperium (LC 0 or worse). Under laws modeled on the
Shadu.'i;ham Accords (p. GT59) and common throughout
the Imperium, the owner of such a system is responsible
for its actions as if he had perfonned them himselr.

WINOOW BOXES
These are greatly scaled-down versions of Total [jf~

Support (see p. 56). designed to provide some greenery
aboard ship as well as supplemental fresh \'cgctables and
herbs for the galley, or to suppan a small pet (up (02 lb.).
Each window OOX (sometimes called a terrarilUll) 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 Crl,OOO.

BEACONS
A small sphere dotted wilh solar panels, a beacon holds

a tiny banery/capacitor and transmitter. It is designed to
emit a I-second pulse each 10 seconds al 1AU 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
loca15;Iar, 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 two poten­
tial locntions to choose from, but a skilled radio operator
usually can dctcnnine which i~ correct by signal quality.)

A beacon can be sella transmit on emergency or stan~

dard navigntion radio channels. 1bey come in two sizes:
small and large. 11lc mnb'C depends on the si:7.£ of the bea­
con and the TL at which it is built

SizeffL Lba. cr Cr ~
SmaIJ Beacon/7 219 4 4.076 3
Small Bcacon/8 108 2 2,040 10
Small Beacon19 - >3.7

~5
1,021 ,00

Small 8""",0/10 26.7 519 j(J()

Small Beacon/I 1 26.3 0.5 519 500
Small Beacon/I 2+ 25.9 0.5 519 500

Large Beacol\l7 2,091 40 12,315 30
Unj;e B=on/8 1,040 20 6,170 100
Large BeacooI9 518 10 3,090 1,000

-Ulne Beacootlll 257 5 1,578 5000
Unj;e B=onlll 256 5 1,578 5,000
Large Beaconll2+ 254 5 1,578 5,000

IIDnge IS m Space Combat Hexes.
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COMPUTERS AND

PROGRAMS
This section expands upon the computer rules on

p. GTl6J. describing new programs lind explaining what
programs are usually used. A dedicat~d computer may only
run DOC program, the one for which it is designed.

USING PROGRAMS
All ships in GURPS Tra~"eUer have bridges or cockpits:

each has three computers. These computers run everything
00 board fmm the environmental controls to the weapons to
the drives. Experienced captains know thai it doesn't pay 10

skimp on good progmms! A complete package for a free O'ad­
cr costs KCr240 (at TLIO), and consists of three Datalink
programs (one for each communicator), three Targeting (skill
+8: one for each turret and one for a missile fire direclOr 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-I), and Library Database.
Add a Limiled (Cr 2,000. Complexity 4) or Full (Cr 5,<XX'J.
Complexity 5) Personality Simulalion to make lhc ship more
user-friendly, if desired.

There arc four different types of programs that run on
shipboard computers:

U,jfjry Programs are used to perform many of the day-to­
day opcrnLions of lhe ship. They usually require no input from
the user and run autonomously in the background. consuming
minimal resources. TIley are flO( scalable. but they can be tied
10 RVO progrdms or Bonus Programs (sec below) to swap
and/or enhance data. Only the ubiquitous programs or the
ones most likely to be imerfoced with the crew are included.

Routine Vehicle Operation (RVO) 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 prob'TdmS arc 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 I.

Example; Anti-Hijack has a base Complexity 5 and
Criminology-14. If the owner wanlS a skilllevel-16 program
(an increase of two levels). he pays 4x the COsl and increase...
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 Expen 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 al 'Thinking out­
side the box." Databases can be shared between programs
thaI are running concurrently. For more infonnation on RVO
progr•.uns. sec pp. VE63 and T:FT68.

Skill Bon/ls Programs add a bonus to some skill a user
possesses. Skill bonus programs. \ike RVO programs, are
scalable. For each increase in bonus above the base level.
double the base cost of the program and increase Complelti­
ty by I. OMs art advised to prevent these programs from
gencTnling bonuses that may be too high.

ExtJmple: A TargeLing program gives a +1 bonus to a
human gunner. If he wants a +2 bonus (I exl!'a level) he pays
2x the cost and adds I to the Complexity.

Robol Skill Program.r are used by ships equipped with
robotic huUs and robotic brains. Considering their rarity in
the Travelkr universe. they are not described in detail here.
See p. VE63 for more information.

OMs should be advised to not let RVO programs do the
work of robot skill programs. Tbe line be{\\'eeD them is fine
but disLinct 11le major difference between robol: skills and
RVQs 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 ny 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 resulL" 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. AJmost any RVO program can also
be a robot skill program and vice versa - just remember the
differences in capabilities.

OMs should also be advised not: to let RVOs do the wort
of good, old-fashioned die rolls against the adventurers'
skills. Anybody O'Usting his ship's Astrogation (Jump) pr0­

gram without chtcldng the results first is asking for troUble.
All programs have a base 11.. This is the earliest 11. at

which the program is available. For instance. ajump-5 Astro­
galion program is not available until n.11. whereas ajump-I
program is available at: n.9.

The cost of all TL6-8 programs is halved at 11.9 and
halved again at n.10+.

The cost of all n.9-1O programs is halved at TLII and
halved again at 11.12+.

The cost of all TL11-12 programs is halved at TLI3+.
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Utility Programs
Program TL Cost Complexity
Astrogation (Jump-I) 9 10,000 2
Asaogation (Jump-2) 9 20,000 3
Astfogation (Jump-3) 10 30,000 4
Astrogation (Jump-4) 10 40,000 5
Astrogation (1ump-5) II 50,000 6
Asuogation (Jum'p-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
Perwnality Sim (Full) 8 20,000 5
Perwnality Sirn (Ltd.) 8 8,000 4
Transmission Profiling 7 8,000 3

RVO Programs
Program TL Cost Complexity Skill
Anti-Hijack 8 10,000 5 14
RYQ Asuogation (1-1) 9 10,000 2 12
RYO ASlrogation (1-2) 9 20,000 3 12
RYQ ASlrogation 0-3) 10 30,000 4 12
RYQ Asttogation (J-4) 10 40,000 5 12
RVO Astrogation (J~5) II 50,000 6 12
RYQ AstTogation (J-6) 12 60,000 7 12
RYO Astra. (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
RVQ 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
RYQ Routine Skill (VH) 8+ 24,000 5 12

Skill Bonus Programs
Program TL Cos, Complexity Bonus
Damage ConttOl 8 2,000 2 +2
Fire Direclion 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 tlIe 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
gmm. 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 (\vo
different versions. The RVO program is needed if the

computer is to plot an inten;tellar jump course. TIle Utility
program is required if the navigator is doing it himself. This
is similar to the Navigation program in Traveller.

Astrogatioll (Nonnal Space): This program comes in two
different versions. The RYO program is needed if tlIe com­
puter is to plot a nonnal space course. TIle Utility program is
required if the navigator is doing it himself. This is similar to
the Generate program in Traveller.

Autopilot (Nonnal Space): This RYO program enables
the ship's computer to control the vessel in normal operd­
tions, especially en route to/from the jumplbreakout 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): l1lis RYO 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 tlIey
try to prevent it from leaving the area; it has Tactics (3D)
equal to it'! skill level. It borders on a true robot program and
is Legality Class O.

Alltopi/ot (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 lIot cumulative with a Targeting program - use the
lower of the Targeting bonus or Gunner program skill. One
program is required per gun or banery.

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 YH for very hard.
This program comes in two different versions; the RYO pro­
gram is needed if the computer is to perform the skill itself.
while the skill-bonus version provides a bonus to a sophom
using the skill.

Damage Coruro{: Monitors systems status and gives
bonuses to repairing ship damage. One is required per dam­
age control (DC) pany performing repairs. Also requires ship
blueprints (l gigabyte and Crl,OOO per ship). Multiple DC
progrMTlS may share the same blueprint database.

Fire DirectiOIl: 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+l. 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 spaeccraft!

ACCESSORIES AND UNUSUAL ITEMS 71



Cartography: This is a package enabling aircraft
equipped with nldar or planetary survey arrays to map area<;
over which they fly. It also allows spaceships or satellites to
produce entire planetary maps if orbiting within sensor range,
provided they make enough orbiK See GURPS Traveller:
First 1" 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. IL
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.

Daralillk: Used to share real-time data with other com­
pUlers. sensors, missiles, eiC. One is required per active com­
municator (c.g., la'icr, radio, missile la~r, maser, meson).

DOl/ble-Fire: This program aUows any energy weapon 10
be frred at a much higher RoF. See Pulse Mode, p. 46. One
copy must be running for each weapon so configured.

Library Dora: An encyclopedia program containing
detaiJed non-classified information on the Imperium. Not
always up 10 date for all worlds, but licensed owners can often
download supplementary data at local stmlXH1S. 100 gigs.

Personality Simularion: A "persim" enables the ship's
computer to simulate emotions, quirks, etc., and use highly
idiomatic speech. The "limited" ven;ion gives the computer a
simple personality (up to five quirks and a single mental dis­
advantage are appropriate). The "fuU" 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 Zioukalev 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 10 the Sword World"." Of course, infonnation
is crilically dependent on Ihe database!

FUTURE DEVELOPMENTS
"These aliells are just as fragile as we arc. You just have

/() work lhrrmgh theirlechnology, which is, I'm sad to say, far
in advance ofour own."

- anonymous scientist from old Solomalli 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 10 ofTer. One Imperial
think-tank, upon being tasked with determining the Imperi­
um's chances of resisting an incursion by a TLl3 society,
responded after much deliberation, "A full TLl3 society is not
to be trifled with." GMs should be aware of the extremely
game-unbalancing effects of introducing even one of these
higher lech field" into the gmne. GURPS Vehicles, GURPS
Space, GURPS Ultra- Tech, and many world books all con­
tain many different technological marvels not common to the
Traveller universe. 1118t 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 IQl)...
400% to renecl this. Components purchased on the black
market wiU cost at leasl 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 annor and struc­
turdl materials (or perhaps vessels don't use memJ at all; new
plastics or "Living ships" may be the nonn). 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 scaUered b~n
cells (see Chrysalis Machine, p. 591). The Emergency Aid
5lalionll3. Sickbayll3, and Evacuation Baysll3 are built
using these machines. GM may freely ignore these and use
the n.12 ver.;ions of the modu.les. instead.

Aside from the typical "wow" effect surrounding 'ILI3+
equipment, there is also the issue of survivability and
endurance. The only fleet known to possess TLI3 ships
belongs to the Darrians in the Spinward Marches, and they
are not new designs. The Imperium does not expect any of its
n..12 warships to remain in service nearly as long as the
Darrians' ships, even with heavy maintenance. The Danian
11.13 swships apparently have very advanced characteristics
for survivability and endurance that are currently unknown to
the Imperium.

WEAPONS
Meson-weapon technology tops out at 11.14. Other pos­

sibilities are grasers and disintegrators at TL13. Missiles
become so deadly and move so fast that ships of lower 1L
don't stand any chance of shooting them down or swviving
more than a few hits. The late lL13 versions presented move
at 55 G. Sensors may not even detect them until too late.

Turret Meson Gun, J.39-GJ (TL/3): An experimental
wcapon design based on the TLII 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 mcgacorps have produced a top secret "advanced"
fighter using this weapon as iL<; main gun. 1bis unit consists
of a 11.13 meson gun with a 1,390-MJ output, cyclic rate 112,
extreme rangc, and the compact option. A 1L12 2,78o-MJ
rechargeable power ceO provides the energy for each shor,
and 11.12 fusion-reactor components generate the 463 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.

Capacity lei) Range (miles)
1 200.000

500 200.000
5.000",-_-,200""".000""""

Item
Teleport Portal, Personal
Teleport Portal. Small Cargo
Teleport Portal, Large Cargo

TELEPORTERS [LATE TL13]
Tcleponers 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
docs 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 extm energy. See
pp. T:ARlDII4-116 for more information about teleponation
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 pockel
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 I minute.

Once connected, the portals remain open, allowing traf­
fic in either direction. At n.13, 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 TLl4) to recharge the power cells in I day.
Generdting the pockct universe requires I hour and a full
power-cell charge. Charging the power cell take." a full day,
and cannot be done while the portal is open; the pocket
universe is inaccessible during cell recharges.

At TLI4, 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 thc remainder must
be located on the ship or station where the portal is located.
TIle remaining 5% is subsumed in the cost of the portal.

ANTIMATTER
Antimatter plants generate energy through the mutual

annihilation of matter and antimatter (usually anti-hydrogen).
A gmm of anti-hydrogen powers a I-MW plant for 2.5 y~
and costs MCrO.OOI at TLl4 (though in a 11.10 society like
the Imperium, 1 gram can run into the millions of credit.;). At
TL15+, I 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 lhe reaClor is injured.

Antimatter bombs (or warheads) are something to be
feared; anyone with a magnetic bottle and a grdm 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.

MEGATHRUSTERS [LATE TL13]
At late 11.13, megathrosters come into being. The Darri­

ans, being an early TI.13 society, have yet to stumble onto
the megathruster secret. Past TL13, GMs should feel free to
make them even more efficient (requiring less power) with
each successive n..

REACTORS ANO

ENERGY BANKS
There isn't much improvement in fusion reac[Qrs past

11.11 other than less maintenancc. However, at 11.14 anti­
maner reactors become available (see below) and possibly
cosmic power or total conversion at TLI6. 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.
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lbis chapter roomins some of
the more rommon (or more inter­
esting) vessels that ply !he space
Janes of the Third Imperium. The
Trol-eller universe is a vast setting:
!he ships in this chapler are only a
smalJ sampling of the ship classes
available to be encountered. Alien
starships can be found in the
GURPS Tra~'eller: Alien Races
series; wan;hips in GURPS Trm'­
eller: Star Meres. GURPS Trav.­
eller: Ground Forces, and the
upcoming GURPS Traveller:
Imperial Na)'y: merchants in
GURPS Traveller: Far Trader:
and scout ships in GURPS Trm'­
eller: First In. Other sources
include the online magazine Jour­
1ral of tht Trm'tlltTS' Aid Societ)',
which publishes new st3rship
designs on a regular basis, and
BITS, which has a free l:ompcndi­
urn of starstUps on its web site at
www.blts.uk.org.

STARSHIP WRITEUPS
GURPS T~1lerSlamnps are presented in a standardized format. Subassem­

blies describes the basic hull and any attachments with their size modifiCD; VOSL
indicates very good streamlining while USL means unstreamlined. Po'K-'enrain
describes the motive systems. Fuel describes hydrogen tankage: it is DOt listed for
vessels witboot tanks. Dec. or occupancy. gives crew/passenger capacity other than
in the cockpit or bridge. Cargo iotJicat . volume available for storage of goods.

Amwr is listed by facing: often the hull will have one value across all faces
with turrets and bays having another value across all flK.'CS. 1\~aponr)' describes
any anns carried. with noccs on facing or balleT)' groupings. Equipment describes
the gear installed in the vessel other than that described elsewhere in the writeup.

Size gives the vessers length. widlh, and heigh!. Payload is the weight ofcrew,
<:onsumablcs. and cargo, wi!.h cargo assumed to weigh 5 SlonS per dlon. Lw(.. or
loaded weight. is !.he final weighl of the vessel in service: subltaC't payload from
this figure to detemline empl)' weigh!. HJ/wne describes the huWs size. Maint.. or
maintenance, either givcs the number of hours thai the vessel can safely operme
before a service checkup. or gives !he man-hours of maintenance required for each
day in operation (mlv'day), Price is the COSI of a new vcssel.

HT is the \'essel's Heal!.h in game lenns, and /-IPs gives the hit points of its
various subassemblies. Finally. perfonnance data is listed below !.hese,

A component listed without a quantily means quantily is 1. l1losc with capaci­
ty mC3.liun..--d in dtons list their calWcity, IIOf their own size. Unless noted. vessels
are sealed wilh medium frames and expensive metal armor. Also see pp. 12-13.

SMALL CRAFT

STARSHIP DESIGNS

Shuttling between planets, small non-sturships run
errands, make deliveries. and gencml1y do much of the dirty
work !.hat larger emft can 'I or won 'I do. Small craft displace
less than 100 dtons and are thus illCapable of interstellar night.
TIley are classified ali starships are, by tonnage and accelern­
tion, alLhough minor V:ui:llions can make identification diffi­
cult. By tradition. "launches" are
small crafl in the IO-dton range,
"gigs" in the 2O-dlon range. "ship's
boats" in the 30·dton range, "pin­
naces" in the 40-dton range, and
"cutll:rs" in the 5O-dton rdl'lge. "Shut­
tles" may v3l)' from 30 to lOOdtons.

The small croft describt..'d here
are typical interplanetary vessels.
They should ooc be constn.led as the
onJy types available. as shipyards can
construct almost anything thai can be
designed. 1llough most small craft
have stations for two or mo~ c~w
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members in the cockpit or bridge, in pr.lctice it is usually pos.
sible to opcrnte the emft with only one crewman (the pilol); the
other couch may be used by a co-pilot or Ilighl cngill(:cr. or it
mllY be 1l1localOO lIS an additional passenger seat.

1be 50-ton Modular Cutler is explained in great detail in
GURPS Traveller: Moduillr Cuner. ~ is not detailed here.



U
4/200

LW1.: 108 stons
Price: MCr8.41

T
41200

aSpeed: 3,540 mph

B
41200

Payload: 35.1 slons
Mail/I.: 6.9 hours

Al
4/200

F
41200

HT: 12 HPs: 4,500 [Hull].

sAeed: 4.6 Gs/6.9 Gs empty

Weaponry
390-MJ Turret Laser [Hull:F].

Equipment
Hull: Basic Emission Cloaking; Basic Stealth; Cockpit.

Statistics
Size: 59'x43'x8'
Volume: 20 dlons

Armor
All:

eO-TON GIGS
The gig is a larger version of me launch. Most Imperial

gigs are primarily designed for cargo, carrying up 10 seven
dtons; mey can also carry 24-36 passengers for a duration of
24 hours or less. The gig is also seen on occasion as a fighler
wilh a single forward-mounled laser. This is becoming
increasingly rare as better thrusters are manufactured, making
dedicated fighters cheaper to build. Olher gig designs are
equipped wim low berths and pressed into service as lifeboats.

Faun-Cfass 2D-ton Gunned Gig {TL 11J
The gunned gig is designed as a gcncml-purposc small

craft. It can aCI as an improvised fighler 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 me Gazelle close escort (p. 97); it is carried under lhe
Gaz.elle in a partially recessed docking bay.

The typical crew is a single pilot. The vessel uses TLII
standard metal UJmor.

Subassemblies: VGSL Hull +6.
Powertrain: 5 Maneuver.
Dec: Passenger Couch, 3 Emer. Low-Berths Cargo: 6.5 dtons

eO-TON CUSTOMS GIGS
Designed to complemem the Type T patrol cruiser (p. 84),

the 20-Ion customs gig can cany a security squad with pow­
ered armor - usually C%m light-dUly baltlcdre....... at TL12 (see
p. T:GF86), standard battledress at TLI0-11 (see p. GTI18), or
simple sealed combat armor at TL9. Personal weapons mUSI be
taken from the armory on the patrol cruiser. While it may seem
strnnge to keep the banJedress in the gig. fully suited lJOOpen>

are not used for nonnal customs inspections - and neither is
the gig. Usually, the patrol (.TUiser directly connects to the ship
to be inspected (see p. GTl23). The customs gig is primarily
de....igned as a support vehicle for boarding actions.

Seating is provided for up 10 24 (22 at TI..9); half the scats
include restraints for any prisoners. Apart from some light
scouting. the customs boal does not nonnalJy leave the cruiser
except during boarding actions (when the target ship is dis­
abled and the boat is protected by the CI\liser's guns) or to ferry
landing panics (when it is not advisable to land the cruiser).
The spacedock on the boat is nonnally used for seized cargo.
but can be used to hold any grav APe the patrol cruiser carnes.

U
4/100

U
41100

Lwt.: 46.9 stons
Price: Mer? 78

Lwr.: 51.5 slons
Price: MCrl.8

T
4/100

T
4/100

aSpeed: 1.985 mph

aSpeed: 1.060 mph

B
4/100

B
4/100

Payload: 28.2 Sions
Mainl.: 14.9 hours

Al
4/100

Al
4/100

Payload: 9.9 slons
Maim.: 7.17 hours

F
4/100

F
4/100

HT: 12 HPs: 3,000 [Hull].

sAccel: 0.6 GsIO.8 Os empty

Quatermain-Cfass 1D-ton
Hunting Launch {TL 10J

A standard design found in much of lhe Imperium, lhis 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
scating forward, a cargo bay amid<;hips (for lhe short-term car­
riage of specimens), and the engineering section aft, which is
generally inaccessible from within the craft.

11lc typical crew is a single piiOL

Subassemblies: YOSL Hull +6.
Pow8rtrain: 3 Short Term Maneuver.
Dec: Half-Sized Passenger Couch Cargo: 5.5 dtoos

10·TON LAUNCHES
The lal/nch is a 10-lon vessel intended for routine

errands. The flI'St TL9 launches were designed as lifeboats. As
thruster lechnology improved, more space became available.
permitting more advanced launches to take on a variety of
short-run tasks.

Launches are [)'picalJy unarmed.

HI': 12 HPs: 3,000 (Hull].

sAccel: 2 G5I4.5 Gs empty

Equipment
Hull: Light Cockpit.

Statiltics
Siz.e: 30'x1S'x1S'
VO/lIme: 10 dtoos

Armor
All:

Equipment
Hull: Liquid Crystal Skin: Electrified Surface; Light Cockpit.

Statistics
Size: 43'x20'xS'
Volume: 10 dlons

Harpe~fass 1D-ton Launch {TL9J
The Harper class is an obsolete design, derived from a

Terrdn launch of lnlcrstcllar 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 Iypical two-man crew consists of pilot and steward.
assuming that imponanl passengers are carried. In other cir­
cumstances, the extra cockpit seal can be used to carry a total
of 23 passengers.

Subassemblies: VGSL Hull +6.
Powertrain: Conrragravity. Maneuver.
Occ: 2 Passenger Couches Cargo: 1.5 dloos

Armor
All:
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U
4/400

LlVf.: 121 stons
Price: MCr I 0.1

T
4/400

aSpeed: 3,160 mph

B
4/400

RL
4/400

Payload: 37.9 stons
Maim.: 6.29 hours

I
4/400

Weaponry
7oo-MJ Fusion Gun [Hull:F].

Equipment
Hull: Modest Stealth; Modest Emission Cloaking; Banle­

dress Ready Room; compact, hardened Basic Bridge;
2.5-dton Sp~ccdock.

Statistics
Sil.e: 50'>Q:5'x8'
Volume: 20 dtons

Armor
All,

HT: 12 HPs: 4,500 (Hull].

sAeed: 3.3 Gs/4.8 Gs empty

Jared AI'Kasee/-Cfass 2D-ton
Customs Gig (TL 12J

The Jared AI'Kaseel is a new and somewhat untried
design; most starports ~nd planetary n~vies ~re ret~ining

older models while the class proves itself in action. It, too,
has the crew and troop capacity of the COllllor McBalle class.
TIle vchicle is heavily compartmentalized.

Subassemblies: VGSL Hull +6.
Powertrain: Small-Craft Bridge Add-On, 4 Maneuver.
Dcc: 2 Passenger Couches Cargo: 5 dtons (in Spacedock)

Blain Virishii-Class 2D-ton
Customs Gig (TL 11J

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 COllI/or McBane
class. The vehicle is heavily compartmentalized.

Subassemblies: VGSL Hull +6.
Powertrain: Small-Craft Bridge Add-On, 4 Maneuver.
Dec: 2 Passenger Couches Cargo: 5 dtons (in Spacedock)

U
4/100

LWT.: 104 stons
Price: MCr19

T
4/1 00

aSpeed: 1,730 mph

B
4/100

RL
4/100

Payload: 22.9 stons
Maim.: 4.59 hours

I
4/1 00

liT, 12 liPs.. 4,500 [Hull].

sAccel: 1.2 GS/I.S Gs empty

"rmor
All,

Weaponry
225-MJ Plasma Gun [Hull:F].

Equipment
Hull: Modest Emission Cloaking; Mudest Stcallh; compact,

hardened Basic Bridge; 2-dton Spacedock.

Statistics
Size: 50'x25'xS'
Volume: 20 dloos

Connor McBane-Class 2D-ton
Customs Gig (TL lOJ

The Connor McBane is the stanc.lard customs gig across
much of the Third Imperium. The typical crew is again
pilougunner and navigator/sensor, but carrying up to 24
troopg. The vessel is heavily compartmentalized.

Subassemblies: VGSL Hull +6.
Powertrain: Small-Craft Bridge Add-On, 4 Maneuver.
Dcc: 2 Passenger Couches Cargo: S dtons (in Spacedock)

Harvey Walbash-Class 2D-ton
Customs Gig (TL9J

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 world'>.

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.
Dec: 2 Passenger Couches Cargo: 4 dIOOS (in Spacedock)

Armor
All:

I
4f200

RL
4f200

B
4f200

T
4f200

U
4f200

Armor
All,

I
4/1 00

RL
4/1 00

B
4/100

T
4/100

U
4/100

LWf.: 113 stons
P,ice: MCr9.9l

Payload: 37.9 stons
Maillt.: 6.35 hours

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'
Volume: 20 dtons

LWT.: 117 stons
Price: MCr8.21

Payload: 37.9 stons
Mainr.: 6.98 hours

Weaponry
430-MJ Plasma Gun [Hull:F).

Equipment
Hull: Modest Emission Cloaking; Modest Stealth; Battle­

dress Ready Room: compact. hardened Basic Bridge:
2.S-dton Spacedock.

Statistics
Size: 50'x2j'x8'
Volume: 20 dtons

lIT: 12 HPs: 4,500 [Hull].

.\-Accel: 1.4 Gs/2 Gs empty aSpeed: 2J)()O mph

flT: 12 HPs: 4,500 [Hull].

sAceel: 3.5 Gs/5.3 Gs empty aSpeed: 3,160 mph
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Fuego-Class 3D-ton Ship's Boat (TL 11)
1llc Fllego-class ship's boat is the 1l'lOS1 curren! incarna­

tion of the venernble design: l1..12 vanants arc beginning to
appear. but have not yel 311ained wide acceptance. 1be rypi­
cal crew consists of pilot. engineer. and steward.

S.olseln_lies: VGSL Hull +7.
Powtrtrail: Engineering. 4 Maneuver.
0,,: 8 Passenger Couches ca,...: 8.5 dtons

3D-TON SHIP'S BOATS
TIle ship's boat. as it is kno\\'Jlloday. is a holdover from

Vilani conservatism. During me FltSt imperium and the Rule
of Man. il was the most economically viable oon-starship in
production and was used aJmost exclusively by commercial
fimlS as their main passenger and cargo lifter. As is so often
the case where this conscrvatism is concerned. it was modi­
fied instead of redesigned when new technology became
available. It is a comfol'Ulble. fami1i:lr design that looks to
Slay around for a long time to come. If you are looking for a
vessel 10 stan a small planetary courier business. it is unlikely
iliat you would find a better candidate.

4D-TON PINNACES
Pinnaas are primarily used by unstreamli~ starships in

a planetary·interface capacity. Highly configurnble. they carry
an assorted mix of passeng~and cargo. They come in many
different designs. from the extremely (ast to the overloaded.

Tigel'Class 4D-ton Slow Pinnace (TL 10)
This is a very reliable transfer vehicle with a proven

design. The typical L-reW consists o( pilot. co-pilot engineer.
and up to (our stewards if passengers :Ire carried.

Sultt.llmillill: VGSL Hull +7.
Powertnin: Engineering. Combination Gravities System. 3

Maneuvcr.
Occ: 17 Passenger Couches ca...a: 8 dtolls

U
41100

LWE.: 128 Stons
Pric~: MCr7.18

r
41100

B
41100

Rl
41100

Payload: 60.7 Stons
Maim.: 7.46 hours

F
4/100

Armor
All:

E,,_ipm••t
Hull: compact Basic Bridge.

StitiitiCI
Si~: 84'X'24'xJ5'
\'o/ume: 40 dtons

U
41100

r
41100

B
41100

Rl
41100

F
41100

Anaor
All:

as/)ced: 2.740 mph

HT: 12 HPs: 6.(0) [Hull).

sAc:c:e/: 4 GsI8.6 Gs empty

Variants
A varianl popular among mercenary companies replaces

cargo and passenger capacity with a vchicle bay or spacedock.
Some versions include one or two "stem-ehascr" or turret­
mounled wcupons for repelling pirates (or law enforcers). or
for helping the pinnace deliver its paylO<ld into a combat zone.

E"uiln"••t
Hull: Basic Bridge.

Stati.tics
She: 84'xI5'xIY
VO/lll11e: 30 dtons

Payload: 52.6 stons
Mailll.: 7.44 hours

LlVt.: 99.1 stons
Priet:: MCr7.23

liT: 12 liPs: 7.500 [Hull).

sAcul: 0.9 Gs/I.8 Gs empty aspeed: 1.340 mph
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Liris-Class 10G-ton IP Shuttle (TL 11]
The Liris-c1ass shunJe appeared just after the Civil War,

and wa." one of the new designs that fIrst brought the fmn
General Products to megacorporate status. It is still very
widespread. Jt usually has a crew consisting of pilot, co-pilot,
engineer, and steward.

Subassemblies: VGSL Hull +8.
Powertrain: Engineering, 6 Maneuver.
Dcc: 16 Staterooms Cllrgo: 6.5 dlons

Tikuma-Class 10G-ton IP Shuttle (TL9]
The TIkuma class dates 10 the Sylean Confederation, and

was the "standard" IF 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 S[W" systems. The usual crew of four is pilot.
co-pilot. engineer, and steward.

Subassemblies: VGSL Hull +8.
Powertrllin: Engineering, Combination Contragravity Sys­

tem, 5 Early TL9 Maneuver.
Dcc: 14 Staterooms Cargo: 12.5 dlons

U
4!200

U
4/1 00

U
41200

Lwt.: 176 stons
Price: MCr9.62

Lwt.: 317 stons
Price: MCr22.1

Lwt.: 350 stons
Price: MCr29.8

T
41200

T
41200

T
41100

aSpeed: 435 mph

aSpeed: 2,120 mph

aSpeed: 500 mph

B
41200

B
41200

B
4/100

RL
41200

RL
4/1 00

RL
41200

F
41200

F
4/100

F
4/200

Equipment
Hull: compact Basic Bridge.

sAccel: 0.1 Gs

Armor
All:

Armor
All:

Statistics
Size: 9O'x48'xI8' Payload: 65.3 stons
Volume: loodtons Maim.: 22.6 mh/day

/IT. 12 HPs: 15.000 [HuU].

sAeeel: 0.1 Gs

.~Acc.:el: 3.414.3 Gs empty

Armor
All:

Equipment
Hull: compact Basic Bridge.

Statistics
Size: 9O'x48'xI8' Payload: 14.9 stons
Volume: 100 dtans Maim.: 26.2 mhlday

/IT. 12 Hh- 15.000 [}IuU].

Equipment
Hull: compact Basic Bridge; Small Utility.

Statistics
Size: 9O'x48'xl8' Payload: 35.7 stons
Volume: 100 dtons Maint.: 14.9 mhlday

HT: 12 HPs: 15,000 [Hull].

Macla-C/ass 10G-ton IP Shuttle (TLB]
The Macla-class shuttle is a very widespread design.

most often found in backward systems in the coreward
regions of the Imperium. Il ha" 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 10 be
more crude. Typical crew count is II and consists of pilot.
co-pilot, eight engineers, and a steward.

Subassemblies: VGSL Hull +8.
Powertrain: Engineering, Combination Comragravity Sys­

tem, 22 Maneuver.
Occ: 12 Staterooms Cargo: 2.5 dtons

100-TON

INTERPLANETARY SHUTTLES
In every civilization, the dawn of the reactionless thruster

age extends the high frontier. TIuusters sluink the size of a
planetary system in the same way !hal 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.
A5 a result. the invention of the reactionless thruster has prob­
ably ushered in more industrial revolutions and coloni7.atiOIl
programs than any other invention except lhe jump drive.

When Ihe second generation of reactionless lhrusters
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 [0

around crSoo. and the outer reaches of the solar system were
reachable for no more than rwice 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 malCh expectations. Later, the expec­
tation wa.. that the trip would be as short as comfort allowed,
and shuttles were made that worked at the limit.. 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. A 3 G
ship on the Earth-Mars run can achieve a relative velocity at
turnover of about 2,000 miles per second. To protect the shunJe
from micro-meteorites at these velocities, is it usually
equipped with heavy armor protection at least rwice as thick as
that of nonna! commercia! craft.

TLI2 shuttles are so expensive that Ihcy arc very rarely
encountered except for very specialized (and possibly covert)
applications. TL 11 shuttles, though much more expensive
than the TLIO version, are the most economic. Many high­
TL worlds prefer to import their small craft from lower-TL
systems, leaving their shipyards to concentrale on higher-'
specification military ships.
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FIGHTERS

U
412,900

LW1.: 571 SIOns
Price: MCr52.5

T
412,900

aSpeed: 6,265 mph

B
412,900

Payload: 2.7 stons
Main/.: 2.76 hours

RL
412,900

F
412,900

Weaponry
1.3-0J Heavy Laser [Hull:F].

Equipment
HI/If: Radical Emission Cloaking and Stealth; Conunand Cockpit.

Statistics
Size: 93'>Q3'x12'
Volume: 50 dtons

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 sandca..ters and no offensive annament.
Specific versions may also carry all missile racks. or all lasen,
with appropriate alterations in acceleration for the cmft.

Heavy fighlers arc 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 lwo or three digits.

The heavy fighler is reasonably standard in the Imperium,
and most (though not all) Imperial warships with launch lUbes
can handle small craft in the 5O-dton, 600-slon rangc.

TIle usual crew is pilOI and gilMer. This vessel is built
with an extra-heavy frame.

Subassemblies: VOSL Hull +7.
Powertrain: 34 Maneuver.
Dec: (only in Cockpit) Cargo: 0.5 dtons

Armor
All,

HT,12 HP" 39,000 [Hull].

sAccel: 60s

Even in an era of massive banJeships. small anned 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 independenl weapon platforms that
must be eliminated one by one. No single ShOl, no matter
how lucky. can erase the threat posed by a swarm of fighters.

While a fighter individually carries a smaUer comple­
ment of weapons than a full sUlrShip, 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, hut could well rum the tide of a
baltle by destroying its primary weapons or weakening ils
poinl-defense grid in a key spot.

Fighters are also well-suiled to long·range reconnaissance
or scouting missions. A handrul of lighters can efficiently
chttk an asteroid belt for lurking pirates, or take a close-up
look at a seemingly deserted moonlet for powered-down sys­
tem defense boats. Any vessel on such dUly is at gn:at risk of
attack far from help, but the potential loss of a fighter pales in
comparison (0 the prospective loss of a kiloton-sized, fully
crewed starship on the same task..

Finally, fighters :Ire very versatile. Varied missile load~

oulS can customize fighters for particular tasks. They can be
deployed to counter missile fue, engage enemy fighlcrs, con­
dUCI bombing runs, escort shunles or other smaIJ craft, deliv­
er pinpoinl atlllcks, and complete other missions as necessary.

Valor-Class 50-Con Heavy Fighter (TL 12)
The Valor-class heavy tightt:r is an allempt to provide a

powerful, fast, agile. annore<.!. and dependable small craft for
space combat. It has bunking arrangements (integral to its
Command Cockpil. per p. 42) that allow the craft to remain
on station for long periods at a lime.



U
4/600
4/3(J(J

T
4/600
4/300

B
4/600
4/300

RL
4/600
41300

I
4/600
4/300

Armor
Hull:
Turret:

Weaponry
4 Turrets with 4x303-MJ Heavy Turret Lasers 1I per1\trret).

Equipment
/\/1: Radical Emission Cloaking, Sound Baffling, and Stealth.

Hull: Emergency Aid Station; compact x3, hardened
Command Bridge; Underwater Electronics Package.

From its earliest beginnings, the Imperium found it nec­
essary to standardize on cenain designs. Even lhough better
technology was available, existing production facilities,
in[nlstructure, crew familiarity, and military intelligence all
dictated that me basic SDB design change as little as possi­
ble. The ubiquitous Dragon-class SDB is the most common

such ve~~el. The Dragon is an
evolutionary descendant of
the Bandersnatcli class, a late­
n...9 design that utilized inno­
vative (for the time) thruster
technology.

The Bandersnatch clas~

was first developed in the last
cenrury 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. GT 144). Beuer annor, better electronics,
more thrusters, and a modem fusion reactor make a more
deadly warship, more than adequate against pirates and Vargr
consain;, but slowly left behind in the military anm:> race.

Typical erew 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-TI..9 Maneuver.
Dcc: 13 Staterooms Cargo: 2.5 dtons

DEFENSE BOATS
Bandersnatch-Class 4Wton SOB {TL9}

SYSTEM

Deployment
In most systems, SDBs are

deployed in live general areas:
the cometary halo, the gas
giants, the planetoid belts, on the
major world, and ncar 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, conunitted
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. Boals an:: actually placed deep within the gas giant, and
are poised to anack 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 SOB raids.

The asteroid belt also provides concealment for SOBs.
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 SOB 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 !;ensor arrays or alert systems if not equipped with
their own sonar. They remain hidden until needed, and arc
ready to act at a moment's notice. By necessity, mosl SOBs are
built to tBke the pressure~ of ocean depths, but some require
auxiliary equipment to opemte without problems. All of the
versions presented here have submersible hulls (see p. 24).

The remaining SOBs in a system are positioned around
the major world. Many of them occupy close orbit<; and are
routinely committed to anti-smuggling duties, augmenting
any customs cutlers that run into trouble. Additional boats are
assigned to far orbit and maintain safety or rescue operation~

when a dedicated emergency-response team is unavailable.

Non-starships can allocate more tonnage to power plants
and anns, thus should defeat a slarship of equal tonnage. Fmm
this principle has evolved the concept of the system defense
boat. a small non-starship buill for battle. Reets of such boats
are stationed in star systems and charged with their defense.

All of lhese vessels require the crew to share accommo­
dations. Because of this. and the lack of other crew amenities,
they are given the nickname "pig boal" in many rervict:S.

Stiltistics
She: 104'x42'x29' Payload: 15.1 stons LII'I.: 2,507 stOllS
Voillme: 400 dtons Maint.: 86.7 mhIday Price: MCr326

Hr: 12 HPs: 150,000 [Hull], 4.800 {each Turret].

Variants
SOBs can, of course, carry weapons other than those

modeled here. Some ba<;ic 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.

sAccel: 3 Gs aSpeed: 4,470 mph
emsl! Depth: 830 yards

jjSpeed: 40 mph
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Weaponry
4 TurrelS with 4xIJ-GJ Heavy Turret Lasers [I per Turrel).

HI' 12 HPs: 150,000 [Hull), 4,800 [each Turrel).

sAccel: 4.4 Gs aSpeed: 5.490 mph uSpeed: 45 mph
Cmsh Depth: 1,290 yards

U
4/6.000
4/3,000

IISpeed: 60 mph

Lwt.: 4.548 stons
Price: MCr316

T
4/6.000
4/3,000

B
4/6.000
413,000

Rl
4/6,000
4/3,000

F
4/6,000
4/3,000

Equipment
All: Radical Emission Cloaking, Sound Baftling, and Stealth.

Hull: Emergency Aid Slalion: Gym: compact x3, hard­
ened Command Bridge; Underwater Eleclronics Package.

Statistics
Size: 104'x42'x29' Payload: 14.1 stons
Voillme: 400 dtons Maim.: 85.3 mh/day

.~Accel: 6 Gs nSf/eed: 8,490 mph
Gmsh Depth: 5,370 yards

Armor
Hull:
Turret:

HT: 12 HPs: 150.000 (Hull], 4,800 [each TUITet].

Wyrm-Cfass 40D-ton SOB (TL 12J
The Wynn class is the newest addition to the line. first

deployed during lhe Fourth Frontier War. Allhough not much
of an improvemenl over the \t)'vem, il takes advantage of the
latest TLl2 metallurgical and electronic advances. It also
inlroduces an eleclronics warfare suite. Room for this system
was taken from the engine companmem.

While the Wynn class mounts more armor than ever
before seen on a 400-ton SDB, it is still not enough to allow it
10 go loe to toe with a real warship. Crew members sometimes
refer to a "')'nn<la<;.~ SDB a" a "scalpel," because iL~ strikes
musl be lighming fasl and surgically precise: it can't stand up
10 heavy bombardment. Considering most pirates are nOI
anned or armored to military specs, it is more lhan a match for
them. 11 is also used in a picket role as a hunter-killer.

Many ~'ems and Dragons, and a few BQlldersnQtches,
still serve in the Imperial Navy, bUl the W~'ml is slowly replac­
ing them. The high cost of the ")'Vem and ",>,,.m means plane~

tary forces usually wail for one 10 retire from imperial service:
those that can't wail order the low<osl Dragon.

The usual crew of 14 has five command personnel. two
drivehands, four gunners, and three maintenance personnel.

Subassemblies: VGSL Hull +9, 4xThrrel +5.
Powertrilin: Engineering, 2 Combination Contragravity Sys­

lems, Conlrdgravity. 268 Maneuver.
Dcc: 8 Staterooms Cargo: 2.5 dtons

Weaponry
4 Turrets with 4xl.3-GJ Heavy Turret Lasers (I per Turret].

Equipment
All: Radical Emission Cloaking; Radical Sound Baffling:

Radical Stealth. Hull: Emergency Aid Slalion; Gymnasi­
um; compact x3. hardened Command Bridge; Eleclronic
Warfare System; Underwaler Electronics Package.

Statistics
Size: 104'x42'X29' Payload: 14.1 stons Lwt.: 4,559 stons
Volume: 400 dtons Maim.: 85.6 mh/day Price: MCr3l8

1fT: 12 HPs: 150.000 [Hull], 4.800 (each Turrel).

sAccel: 5.9 Gs aSpeed: 8,445 mph IISpeed: 60 mph
Gms/l Depth: 8,180 yards

U
4/1,000
4/500

U
4/4,000
412,000

Lwt.: 2,584 stons
Price: MCrl59

T
4/1,000
4/500

T
4/4,000
412,000

B
4/1 ,000
4/500

B
4/4,000
412,000

Rl
4/1 ,000
4/500

Rl
4/4,000
412,000

F
4/1 ,000
4/500

F
4/4.000
412.000

Armor
HI/II:
Tllrret:

Armor
Hull:
Turret:

Variant Dragon-Cfass 4CDton SOB (TL 10J
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. GTI44. This
version is a somewhat more advanced variant, used by the
Imperial Navy. This variant generally is nOI released to lhe
service of planetary navies or Imperial client slales, unless
they are of undisputed loyalty and can prove a need for
"upratcd" SDBs.

The typical Dragon crew is J1: captain (who serves as
pilot and navigator), second officer (who handles sensors and
commo), five engineers, and four gunners.

Subassemblies: VGSL Hull +9, 4xTurret +5.
Pawertrain: Engineering, Contragravity, 2 Combination

Contragravity Systems. 283 Maneuver.
Dec: 6 Slaterooms Cargo: 2 dtons

Wyvern-Class 40D-ton SOB (TL 11J
The Wyvern-c1ass SDB represented the pinnacle of

Imperial technology when it was first used during the Third
Frontier War. Four times the annor, 6 Gs acceleration, faster
missiles, and a heavier laser often provided a nasty surprise
to Zhodani raiders assuming tht:y were up against a Dmgon.

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 Combinalion Contragravity Sys­

tems. Contragravity. 271 Maneuver.
Occ: 8 Staterooms Cilrgo: 2.5 dtons

WeapODI1
4 TurreL<; with 4x810-MJ Heavy Turret La...ers [1 per Turret).

Equipment
All: Radical Emission Cloaking, Sound Baffling, and Stealth.

HlIlI: Emergency Aid Station; Underwater Electronics
Package: compact x3. hardened Command Bridge.

Statistics
Size: 104'x42'x29' Payload: 11.2 stons
Voillme: 400 dtons Maillt.: 60.5 mh/day
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Dragon-Claaa 400-tan soa

iii
1.5 3 4.5

SCAlE IN v.e..ROS

O ONEHEX
EOUAlS 1 YARD

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. An Lock

.Jump Shuttl..

1. Forward Lock
2. Port Lock
3. Bridge
4-9. Staterooms
10. Engineering

In order to deploy SOBs
outside of their home
system, Jump Shuttles
are used. The shuttle
connects to the aft of the
SOB and clamps on,
allowing its jump bubble
to encompass the boat.
While slow, it allows for
SOBs to be transferred
between systems.



SYSTEM DEFENSE BOAT .JUMP SHUTTLES
System defense boats have no jump drives. Tnrnsferring

them to new star systems is most easily handled by a dedicaled
jump shunle, essentially a lender with a large jump drive and
fuel and intrinsic couplings (p. 35) for holding the SDB.

When mated, the two craf[ have crew access to one
another. AI TL 10 and higher there is spare berthing to give the
SDB crews some additional privacy. The primary drawback 10
the coupling system is thaI a period of several hours is neces­
sary to connect or disconnect the craft; lhe jump shuttJe 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. AU of the jump shuttles can cany any of the gunboats
designed on the Bandersnalch-dass hull configuration. Shut­
tles are unable to enter any atmosphere, even for gas-giant
skimming; refueling requires a tanker or similar ammgemcnL

Note mat, when empty. me jump shunle behaves as a ship
of 300 tons (i[S actual hull size), which improves i[S sAccel,
jump number, and fuel endunmee. All me shunles here have
extra-heavy frames and total compartmentalization.

Equipment
Hull: compact Basic Bridge; Ulility: 4,800-s[on Intrinsic

Coupling (400 dtons).

Statistics
Size: 63'x9(}'X29' Payload: 2,680 Slons LWI.: 3,417 stons
Volume: 300 dlons Maim.: 46.3 mhlday Price: MCr93.1

HT: 9/12 empty HPs: 120,000 fHull].

sAccel: 0.7 Gs/2 Gs empty Jump: 1/3 empty

Wyuern/5-Class 70D-ton
SOB Jump Shuttle (TL 11)

The usual crew of eight has three command staff (gener­
ally commander/pilot. navigator, and sensors/comm operalor)
a single engineer, and four maintenance periionnel.

Subassemblies: USL Hull +9.
Powertrain: Engineering, 14 Jump Drive. 59 Maneuver.
Fuel: 180 Jump Fuel Tank.
Dec: 6 Staterooms Cargo: 19 dlQns

U
41100

T
4/100

B
4/100

Al
4/100

Payload: 4,644 stons LlVt.: 5,361 stons
Maim.: 52.5 mh/day Price: MCrl20

F
4/100

Equipment
HI/II: compacl Basic Bridge; Utility; 4,8oo-s10n Intrinsic

Coupling (400 dlons).

Statistics
Size: 63'x9(}'X29'
Volume: 300 dtons

Armor
All..

Bandersnatch/5-Class 70D-ton
SOB Jump Shuttle (TL9)

The usual crew of 10 has three conunand 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.
Dec: 6 Staterooms Cargo: 1.5 dtoos

Armor
All..

F
4/H)()

Al
4/H)()

B
4/100

T
4/100

U
4/100

HT: 9/12 empty HPs: 120,000 [Hull]

sAeed: 1.1 Gs/2 Gsempty Jump: 1/3 empty

Dragon/5-Class 70D-ton
SOB Jump Shuttle (TL 10)

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.
Dec: 6 Staterooms Cargo: 19 dlons

Equipment
HI/II: compacl Basic Bridge; UtililY; 4,800-ston Intrinsic

Coupling (400 dtons).

Statistics
Size: 63'x9(}'X29' Payload: 2,516 slons Lwt.: 3,420 stons
'Y};lume: 3OOdtons Maim.: 60.8 mhlday Price: MCrI60

HT: 9/12 empty HPs: 120,000 [Hull1-

sAeeel: 0.5 Gs/2 Gs empty JI/mp: 1/2 empty

Wyrm/5-Class 70D-ton
SOB Jump Shuttle (TL 12)

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.
Dec: 6 Staterooms Cargo: 19 dtons

Equipment
Hull: compact Basic Bridge; Ulility; 4,800-ston Intrinsic

Coupling (400 dtons).

Statistics
Size: 63'X90'X29' Payload: 4.655 stons Lwt.: 5,340 stons
Volume: 300 dlons Maint.: 52.4 mhlday Price: MCrl19

HT: 9/12 empty HPs: 120,000 [Hull]

sAeeel: 1.1 Gs/2 Gs empty Jump: 1/3 empty

U
4/100

T
4/100

B
41100

Al
41100

F
41100

Armor
All:

U
4/100

T
4/100

B
4/100

Al
4/100

F
4/100

Armor
All..
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TVPE T PATROL CRUISERS

Weaponry
2 Turrets with 6X25Omm Missile Racks (3 pcrTuITetj.
2 Turrets with 6xIOI-MJ Turrel Lasers (3 per TUJreI).

Equipment
All: Basic Emission Cloaking and Stealth. HI/II: Annory: Brig;

Emergency Aid Station; Auxiliary Control Sialion;
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 Han'ey \VcIIJxL~h-da~" ClL'itOll1.<; Gig).

Rudra-Class 4CDton Patrol Cruiser (TLBj
One of the first slarShip designs standardized by the Third

Imperium; the Rudra class wa'i oftcn found guarding commer­
cial traffic in the Core. Tooay, it is rarely encounlered. The lyp­
ical crew of 27 consists of captain. pilot. sensorlcomm
operator. navigator. 10 engineers. medic, four gunners, two
small-craft crewmen. and an eight-man securily detail. The
captain ha'i ll. single stateroom; everyone else double-bunks.

Subassemblies: VGSL Hull +9. 4x'I'urret +5.
Powertrain: Enbrincering. 2 Combination Contragravity Sys­

tems, g Jump Drive, 136 Lale·TL9 Maneuver.
Fuel: 40 Jump Fuel Tank.
Dcc: Low·Berth, 14 Staterooms Cargo: 20dtons

The 400-ton palrol cruiser is used for customs inspections.
pirdCY suppression, and nomlaJ safely patrols, especially in
frontier regions. Unlike an SDB, which attempts 10 remain hid­
den to maximize effectiveness. a palrOl cruiser (like a police
car) anemJXs (0 be highly visible-the ship's primary value lies
in deterrence, DOl combat If required, however. the T)'pC T is
capable ofdefeating civilian ships much larger than itself.

The Imperial Navy uses the TLII and TL12 versions.
Local forces often use the TL9 and TLIO versions. with a
noticeable decline in efficiency. There will usually be 300Ul
one patrol cruiser for every six SOBs present in a system.

Type Ts spend mosl of their time patrolling the space
between a main world's lOOn limit nnd i[S highpon's orbit.
They are sometimes sem on longer patrols tu other planCl'i, if
there appears (0 be activity where there should be none. To
some extent, the palmI cruiser pmvide.'i an efficient way for lhe
Imperium (0 "show the flag." as Imperial cruiscl;; lend to rotate
from one system to another every few weeks.

A patrol cruiser has une crucial edge over the SOB - it can
pursue fleeing ships 10 another syslem and quickly strike pintle
or smuggler bases up to three parsocs away. It often is impossi­
ble to single out the destination of a nceing starship, unless
jwnp masking and lhe verified jump range of the ship leave
only a single candidate. Still, dispatching a single patrol cruiser
to each jX)SSible destination often is effectivc. Even if the flee­
ing ship is not found.. the news that it is wanted quickly spreads
Ihrough 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 anolher ship if the caplain feels il is safe. If the other
ship's crew is suspecled of serious crimes. or the ship wa'i
jusl subdued in combat, the cUSIOms gig is dispatched under
the proteclion of thc palrol cruiser's weapons. Some COSI­
conscious users substitute a civilian gig for this jub. however.

11le security detail usually consists of eight troops. These
will be local forces excepl in Imperial cruisers, which deploy
Imperial Marines. If lhe troops use battledress (at 11..10 and
up), it is stored on the customs gig.

While technically a war.>hip, the Type T is not inlended to
fight anything more fonnidable than a corsair vessel or, per­
haps. military seout craft Actual defense of a system is left 10

SOBs and larger wan;hips. Type Ts havc been used with fair
success as scouts in time of war. being more capable than the
smaller SIt/leman-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 !heir
small crew and semi-autonomous duties, these ships are well­
suiled for campaigning. Each plaYLT could have two Pes (one
for OOarding octions and another for nonna! ship operations).

All of the patrol cruisers presenled here have a heavy
frame and are heavily compartmemalized.

Variants
Some cruisers have the jump drives remuved in favor of

larger thruslers or more troops and another gig. The fonner
encroaches (poorly) on the duties of the SDB, while the laner
makes for a good in-system troop transport and assault vessel.

Armor
Hull:
TlllT('ts:

F
4/400
4{l00

Al
4/400
41200

B
4/400
41200

T
4/400
41200

U
4/400
41200
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HT: 12 HP.~: 75,000 [Hull], 2,400 [each Tum:t}.

sAeee/.· 2.5 GsI2.8 Gs empty Jump: 2 aSpeed: 3,545 mph

HT: 12 HPs: 75,{XXl [Hullj, 2.400 [each Turrell.

sAeeel: 2 GsI2.2 Gs empty Jump: I aSpeed: 3,295 mph

Vsyu-Class 4CXJ-ton Patrol Cruiser (TL 10J
l1lc WI)'U c1as..'O is the standard design used by most Impe­

rial member worlds. Usual crew count is 20: captain, pilot.
sensorlcomm operator. navigator. engineer. medic. four gun­
ners. two srnall-cmft crewmcn. and cight-man security detail.

Subassemblies: VGSL Hull +9, 4XTurret +5.
Powertr.in: Engineering, 12 Jump Drive, 118 Maneuver.
Fuel: 80 Jump Fuel Tank.
Dcc: II Staterooms, Low-Berth Cargo: 17.5 dtons

U
4/1.200
41600

T
4/1.200
41600

B
4/J.200
4/600

AL
4/1,200
4/600

F
4/1.200
41600

Armor
Hull:
TI/rrets:

w..,••ry
2 Turrets with 6x250mm Missile Racks [3 per Turret].
2 Turrets wilh 6x390-MJ Turret Lasers [3 perTuTTet].

Equipment
All: Ba<;ic Emission Cloaking; Basic Stealth. Hull: Amlory:

Brig: Emergency Aid Station: Auxiliary Control Sialion:
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-dlon Vehicle Bay (for Blain Virishii-class
Customs Gig).

Statistici
Size: I15'x30'X20' Payload: 244 stons LW1.: 1,669 sions
Volume: 400 dtons Mailll..' 66.2 mh/day Price: MCrl90

HT: 12 HPs: 75,000 [Hull]. 2.400 reach TUITet).

.fAcct!l: 3.9 Gs/4.6 Gs empty Jump: 3 aSpeed: 4, 160 mph

Welponry
2 Turrets with 6x25Omm Missile Racks l3 per Turrell.
2 Turrel<; with 6x405-MJ Tum:t Lasers [3 per Tum:t].

Equipment
Ali: Basic Emission Cloaking; Basic Stealth. HI/Ii: Annory;

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-<1ton Spacednck: Asl.rin
APe: 20-dlon Vehicle Bay (for Jared AI'Kaseel-class
Customs Gig).

Statiitici
Siz.e: 115'><30'x20' Payload: 241 slons LIV,.: 1.654 slons
Voll/me: 400 dlons Maillt..' 65.6 mb/day Price: MCrl87

NT: 12 NPs: 75.000 [Hull]. 2,400 leach Turret].

sAeeel.· 3.9 Gs/4.6 Gs empty Jump: 3 aspeed: 4.160 mph

Dyau&Dass 4CDtDn Patrol Cruiser {TL 12J
The Dyaus.-elass patrol cruiser has become the high-end

standard for the design. common in the service of the Imperi­
al Navy as well as ill the planetary navies of high-population.
high-technology worlds. Particularly against TLIO civilian
designs converted 10 pirate or smuggling purposes. it is quite
capablc of pUlling up a fight against ships that arc seveml
times its own size.

A typical crew complement is 20 and consists of captain,
pilot, sensor/communications opcmtor, navigator. engineer.
medic, four gunners, IWO small-eraft crewmen. and an eight­
man security detachment.

Subl..emblill: VGSL Hull +9. 4xTurret +5.
Powemain: Engineering, 16 Jump Drivc, 65 Maneuver.
Fuel: 120 Jump Fuel Tank.
Dcc: Low-Benh. 12 Staterooms &11'10: 21.5 dtons

U
41600
41300

U
4/800
41400

Lwt.: 2,072 slons
Price: MCr231

LW1.: 1,926 Slons
Price: MCrl45

T
4/600
4/300

T
4/800
4/400

B
41600
41300

B
4/800
4/400

Al
4/600
4/300

AL
4/800
4/400

F
41600
41300

F
4/800
41400

Stlti,tics
She: 115'X30'X20' Payload: 217 slons
Volume: 400 dtons Maillt.: 73 mh/day

Armor
Hull:
Turrets:

We.ponr,
2 Tum:L<; with 6x250mm Missile Racks (3 per Tum:t].
2 Turrets with 6x25Q--MJ Turret Lasers [3 per Turrel).

Equipment
All: Basic Emission Ooaking and Stealth. Hull: Annory: Brig:

Emergency Aid Station: Auxiliary Control Station: hard­
ened Basic Bridge: Enhanced Communication Suile;
Enhanced Sensor System: 2 Fuel Processors: Utility: 2 5­
ston Exo-Skeletons: Grav APe: 2.5-<1ton Spacedock; 20­
dian Vehicle Bay (for Connor MC&lJle-cla<;s Customs Gig).

Stltistics
Size: 115'x30'X20' Payload: 220 stons
Volume: 400 dtons Maim.: 57.9 mhlday

SksndsOass 4CDtDn Patrol Cruiser {TL 11J
TIle SknllLk, cla<;,.. wa<; only in sclVicc about 40 years before

being superceded by the Dyalls. lis primary claim to fame is the
ligashir, a Skallda-dass 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
JigaslJir was documented in an extremely popular war novel
which remains one of the c1a'iSics of Imperial military fiction.

The usual crew is 20. with captain. pilot. sensor/comm
operator. navigator. engineer. medic. four gunners. two sma.ll­
cmft 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.
Dcc: 12 Staterooms. Low-Benb Cargo: 21.5 dtons

Armor
Hull:
Turrets:
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II
4/100

T
4/100

Cargo: 7.5 dtons

B
4/100

Rl
4/100

I
4/100

Prancing Poni-Class 2CJO-ton
Charter Yacht [TL 10)

A few minor variants of the safari ship have been built as
luxwy passenger ships, sometimes called charter yachlS. Typi­
cally catering to a high-class c1icntcle, these remove the cap­
ture tanks and weapon-slorage lockelS in favor of four more
luxury staterooms. a small emergency aid station. and
4.5 dlons ofexlrn cargo space for more passenger baggage.

Armor
All:

Equipment
All: Electrified Surface; Liquid Crystal Skin. HI/II: AmlOry;

Luxury Hall: Basic Bridge: Fuel Processor: IO-dton
Vehicle Bay (for Quatermai/l-class Hunting Launch);
2.5-dton Spacedock.

Statistics
Size: 59'xI67'xI2' Payload: 92.2 stons Lwt.: 367 stons
Vollmlt!: 200 dtons Maill!.: 28.7 mh/day Price: MCr35.8

fiT: 12 flP,: 22.500 [Hull). 1.200 IT","'t].

sAcul: 1.1 Gs/I.5 Gs empty Jump: 2 aSpeed: 1,380 mph

SAFARI SHIPS
Leaping Snowcat-Class 2Wton
Safari Ship (TL 10)

The uaping Snowcat is a sleek flying-wing shape wilh a
tnlnsparent front screen. Maneuvering fins project from the
upper surface, and retrnclable landing pylons support it while
on [he ground. The ship comfonably carries a par1y of seven
on expeditions; various double-occupancy arrnngemems can
boost total capacity to 20, including crew. The ship is not
economical for commercial passenger servicc_

The main distinguishing feature of this vessel is the pres­
ence of a trophy roomllounge. looking OUI through a large
viewing window (protected by a sliding shutler) onlO what­
ever planewy 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 Lhe owner.
The four standard staterooms are allocated for the crew,
which invariably requires most of them IQ double-bunk.

The hall includes both me imemal lounge space and an
eXLemal retraetable porch. The five alien-environment suites
installed are grouped inlo two capture lanks wilh environmen·
la1 control to maintain the exotic conditions required for some
specimens. The armory represents the arms locker; the other
lockelS in me design are easily factored inlo either cargo space
or as ship's locker zero-space add-on modules (p. 61).

The usual crew is eight (forcing even me captain to
double·bunk) with a csplain/pilot. navigator, sensorslcomm
operator. two engineers. twO medics. and a steward.

Subnsemblill: VGSL Hull +8, Turret +5.
Powertrain: Engineering. 6 Jump Drive. 10 Maneuver.

Combination Gravitics System.
Fuel: 40 Jump Fuel Tank.
Occ: See above.

Peculiarities
Because a safari ship is designed to support expeditions

into unknown or wild territOI)'. it is fined 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 CJl.cursions, an air/raft for hunts or cruises.
and luxurious appointments throughout for creature comforts
and diversions. The ship also boosts a pair of holding tanks for
handling and storagc ofcarcas.ses or live trophies.

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 pcrsonaltouring ship is the
safari ship - designed for expeditions to strange or far-off
worlds in search of adventure or excitement The general pre­
lext for the ship is the hunt; its passengers arc in search of
animal or plant life to be found. photographed. caprured, or
killed. In practice. the ship suppons 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 me widely
available Animal-class safari ship (sec p. GTI37).

Safari ships are typically built and operated by large cor·
porations as yachts for entertainment. When a company's
public·relations departmellt makes such a ship available to
clients for excursions. bilJion-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 me corpora­
tion's needs and are sold. 1bey have little commercial usc, 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 operdtions is often
ignored. or concealed in advertising or public-relations budg­
cts. Such corporations gcnemlly pay ca"h for the vessel, and
maintain crew salaries and operating expenses as nonnal costs.
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HI:' 12 HP" 22,500 (Hull], 1.200 (Turret].

sAecel.· 1.3 Gs/I.7 Gs empty Jump: 2 aSpeed: 1,510 mph

U
41100

U
4/100

Lwt.: 409 .'lIons
Prit:e: MCr48.5

T
41100

T
4/100

B
4/100

B
4/100

Payload: 79.3 stons
Maim.: 33.4 mhlday

RL
4/100

AL
41100

F
4/1 ()()

F
4/100

HT: 12 HPs: 90,000 [Hull], 4.800 (Turrel].

sAece/.· 1.9 GsI2.3 Gs empty Jump: 2 aSpeed: 1.900 mph
uSpttttd: 20 mph Cmsh Depth: 290 yards

Armor
All:

Equipment
All: Liquid Crystal Skin; Elecuified Surface. Hull: Luxury

Hall: Armory: Underwater Electronics Package; Basic
Bridge; Fuel Processor; Large Entry Module: lO-dton
Vehicle Bay (for Quatermain-class Hunting Launch);
2.5-dton Spacedock.

Statistics
Size: 59'xI67'xI2'
Volume: 200 dtons

Equipment
All: Electrified Surface; Liquid Cryslal Skin. Hull: Annory:

Emergency Aid Station; Planetary Survey Module; Astro­
nomical Instruments; Small Survey Module; 2 Labs;
Enhanced Display; Basic Bridge: Fuel Processor; I(klton
Vehicle Bay (for Qitatermaill-c1ass Hunting Launch);
2.5-<1ton Spacedock. Turret: Probe Control Center (actual
control is from the bridge).

Statistics
Size: 59'xI6TxI2' Payload: 96.2 stons Lwt.: 400 stons
Volume: 200 dtons Maim.: 35.4 mhlday Price: MCr54.5

HT 12 HPs: 22,500 [Huill. 1,200 [Turrel].

sAeeel.· 1.1 Gs/ 1.5 Gs empty Jump: 2 aSpeed: 1,450 mph

Fuel: 40 Jump Fuel Tank.
Dec: II Stalerooms. 5 Alien Environment Suites Cargo: 7.5 dtons

Armor
All:

Sea Animal-Class 2OD-ton
Aquatic Safari Ship (TL 10j

Most hunters are content to concentrate on land animals,
but a few hardy souls prefer to hunt the denizens of the deep.
TIle Sea Animal-class is a major modification of the basic
Allimal-class, designed for just such underwater expeditions.

The Sea AI/imal differs from the basic Animal in several
key ways. It ha<; a reinforced structural frame with integral bal­
lasl 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 hWlters easy
access to the ocean while lhe vessel is submerged. It loses 2.5
dtons of cargo space and two luxury staterooms.

The usual crew is as for the Leapillg Srlowcat.

Subassemblies: VGSL Hull +8, Turret +5.
Powertrain: Engineering, Combination Gravities System,

6JumpDrive, 19 Maneuver.
Fuel: 40 Jump Fuel Tank.
Dec: See above. Cargo: 5 dtons

U
4/100

Lwt.: 367 stons
Price: MCr36.3

T
4/100

B
41100

Payload: 90 stons
Maim.: 28.9 mhlday

AL
4/1 ()()

F
4/100

Baso Rita-Class 20D-ton
Small Survey Ship (TL 10j

Although the DOllosev-cla<;s survey scout (see p. T:A36)
is the principal survey vessel of the Imperial Interstellar
Scout Service, lhe 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 bolh the Imperial Grand Survey and the Explo­
rdlion Office, this model dispenses with the luxury fittings
and lhe large lounge found in the basic !>afari ship. Instead, it
carries a comprehensive array of sensors. two laboratories for
basic scientific research in lhe field. and an enhanced display
system for displaying and collating dala. A probe launcher is
installed in the rumt; other armament (if any) varies wilh lhe
ship's mission and location. An emergency aid station is fit­
ted to treat injuries in the field. The capture tanks arc
retained, but are often used as general cargo space. Occasion­
ally, this variant is a<;signcd to a detached Seoul - or group of
Scouts - with an exceptional service record.

A typical crew numbers 15: five bridge crew, a night
tech, three engineers. medic. three service crew. and two mis­
sion spccialist'i.

Subassemblies: VGSL Hull +8, Turret +5.
Powertrain: Engineering, Comhination Gravities System,

6 Jump Drive, II Maneuver.

The usual hunting launch is often replaced by a !>tandard
launch in lhis variant

This variant is seldom profitable simply going from
planet 10 planet as a pure passenger ship. Instead. it offers
some additional services lhal allows it to demand lOP credit
for passage and to recoup its co!>ts. For example, these ships
are sometimes used for sightseeing lOurs to archaeological
digs, famous architectural works, historical locales, etc. (all
rife with opportunitiC$ for Pes to gel into trouble, of course).

The Prancing Poni is also found as a private yacht. The
usual crew is as for the Leaping SlIowcat.

Subassemblies: VGSL Hull +8, Turret +5.
Powertrain: Engineering, Combination Gravities System,

6 Jump Drive, 12 Maneuver.
Fuel: 40 Jump Fuel Tank.
Dcc: 4 Staterooms, II Luxury Staterooms Cargo: 10 dtons

Equipment
All: Liquid Crystal Skin; Electrified Surface. Null: Annory;

Luxury Hall; Emergency Aid Station; Ba<;ic Bridge; Fuel
Processor: IO-dton Vehicle Bay (for Launch, see
p. T: 139); 2-dton Spacedock.

Statistics
Size: 59'xI6TxI2'
Volume: 200 dtons

Armor
All,
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CONTAINER SHIPS

HT: II HPs: 60,000 fHulll.

sAeeel: 0.5 Gs 2.8 GRdsll G 2.8 GRds empty aSpeed: 1,990

Equipment
fll/lI: Basic Bridge: Galley: I.OOO-PF Radialion Shielding on

bridge. slaterooms, galley. and sickbay; Sickbay: Fuel
Procc....sor: 6 lOO-ston HardfK>inL".

Subaslembliel: VGSL Hull +8.
Powertrlin: Engineering. 2 Combination Gravities System,

6 Jump Drive, 13 Late-TL9 Maneuver.
Fuel: 30 Jump Fuel Tank.
Dcc: 3 Suuerooms Clrga: 2.5 dtons

U
4120

LlI't.: 901 stons
Price.' MCr65.1

T
4120

B
4/50

Al
4120

Payload: 1.071 stons LWl.: 1.335 slons
Maim.: 30.9 mh/day Price: MCr41.4

F
4120

Statistics
Size: 81'x45'x4Y
Voillme.· 100 dlOns

Armor
All:

Statistics
Size: 81 'x45'x45' PaylrJUd: 613 stons
Vo/ume.· 100 dtons Mainr.: 38.7 mhlday

HT 12 HPs: 60.000 [Hull).

sAcce/: 0.4 GsII.4 Gs cmpty lUlI/p:ln. cmply aSpeed: 1,710

BirdsongOass 1CDton Container Ship (TL9]
The introduction of jump drives and rcactionlcss

thmSlers at this TL lurns this class of COlllainer ship illlo a
much more wide-ranging vessel.

The usual crew consist.. of caplain/pilot, two cngineers.
and a medidsteward.

BiI'dsongDass 1CDton Container Ship (TL 10]
This is the highest TL at whieh the vessel class is built.
The typical crew count is three and consists of

captain/pilol. engineer. and medic/sleward.

Subassemblies: VGSL Hull +8.
Powertrain: Engineering. 2 Combination Gravilies Systcm.

6Jump Drive. 19 Maneuver.
Fuel: 30 Jump Fuel Tank.
Dec: 3 Staterooms Cargo: 5.5 dtons, 0.5-.<1lon Smuggler'S Hold

These ships carry standardized cargo containers from one
world 10 anOther. Many of those seen in the Imperium belong
to the BirrLwmg c1a~s. 1lle original Birdsong wa~ laid down at

Terradyne Yard #7 in Eanh's lA L.."lgrange point on May 29.
2028 (old Terran reckoning). A few starship designs have been
in service longer - the genesis of the liftillg-bcxiy Siigiizllfli­
class free U'arler (ancestor to the Beowulfclass) is lost in antiq­
uity - but none can claim an eartier date with such exactitude.

During the Interstellar Wars. hundreds of l1..8 BirrLwmg
OTVs were relrofitted to TL9 with jump drives and the new
reactionless thrusters. and hundreds more were built. They
served as cheap "liberty ships" carrying much-ncctIcd war sup­
plies. After lhe fall of the Ziru Sirka. they became ubiquitous.
synonymous wilh and emblematic of the Ramshackle Empire.

The class has endured the centuries. receiving numerous
upgrades but retaining its characteristic tapered-.<1umbbell hull
fonn. (Technically, each variant should have a new c1a<;s name,
but the countless variants over the millennia can't be kepi
straight. SO they are all referred 10 collectively as Birdsongs.)

BirdsOflgs are tail-landers, laid out with decks perpendicu­
lar to the main drive axis. 1bey were originally designed for
microgravilY. Accessways. particularly the main shaft through
the fuel lankage, arc inconvenient if not impossible to use
under full G. Crew stations on the bridge are recumbent crew­
men He on their backs. facing forward toward the main view
port. Ex.perienced crews often maintain nonnal gmvity only on
thequaners (#2) deck. and leave the rest of the ship in zenrG.

These ships can carry six 3D-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 hardpoims; modem versions cany
LSP cuUer modules (.see GURPS Trove/hr: Moduw CUller).
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. diseanling each tank as il is emptied.

Birdsong-class ships are named after folk or p:>pular songs.
Some names have been used so many times that they have
bC':Qmc tmditional. including Cmt.)' Jones, WitchcmJt, Danny
Boy, flound Dog. lValrzing Marilda. Sakura, and Stellar Blue.

TIle ships have extra-heavy frames. heavy compartmental­
ization, and metal amlOr: cx.pensive at TL8, standanl at TL9,
or cheap at TLIO. The high back (tail) DR originally protected
the ship from its own fission rockets and during reentry.

Equipment
Hull: Basic Bridge; Galley: 1000PF Radiation Shielding on

crew areas: Sickbay: 6 lOO-ston Hardpoints.

BirdstmgClass 1CDton Container Ship (TLB]
Typical crew is captain/pilot, engineer, and medidsteward.

Suballemltliel: VGSL Hull +8.
Powertrain: Engineering, 30 dtons Water. 57 Fission Rocket.
Fuel: 30 Fuel Tanks.
Dcc: 3 Staterooms Cargo: 4dlDns

HT: 12 HP.~: 6O,0CK> (Hu1l1.

sAccel: 0.9 GsI3.l Gs empty JW1lfJ.' 1/2 empty aSpeed: 2,385

U
4120

LII'I.: 879 stons
Price: MCr38.5

T
4120

B
4/50

Al
4120

Payload: 631 stons
Maim.: 29.8 mhlday

F
4120

Equipment
fllIlI: Basic Bridge; Galley: [.OOO-PF Radiation Shielding on

bridge, staterooms. galley, and sickbay; Sickbay: Fuel
Processor: 6 loo-ston Hardpoints.

Statistics
Size: 81'x45'x45'
Volume: 100 dtons

Armor
All,

U
4/20

T
4120

B
4/50

Al
4120

F
4120

Armor
AI/:
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.JGC-LL-.JAGC VESSELS
Subassemblies: VGSL Hull +8.
Powertrain: 7 Maneuver. Contragrnvily, Combination Con­

trngravity System.
Dcc: 3 Passenger Couches Cargo: 24 dtons

Weaponry
2X46.7-GJ Fusion Gun Bay (I in each Exlernal Bay).

Equipment
Hull: Sickb.ay: compact Basic Bridge; 15D-dton Spacedock

(for Jgd·II·Jagd Launch).

Statistics
Size: 546'xI3Tx68' Payload: 13.139S1ons LW1.:23.651 stortS

\.blume: 7.<XX> dtons Maim.: 170 mhlday Price: MCrl.249

HT: 12 HI's: 526.324 (Hull), 30.000 [each External Bay).

sAeet!.- 0.9 GsI2.1 Gs empty aspeed: 2,910 mph

7, [)(X).ron Jgd-II-Jagd Ore Hauler (TL 11J
Despite its: Si7.c. this panicular Big Blimp appears to be

the equivalent of a Human 5O()..ton ore hauler. Ships of this
Iypc spend most of their time transponing raw materials
befween asteroid and planetoid mining operations and inhabit­
ed gas giants. The Jgdi can lTavel quite comfonably in any
large pressurized space fIlled with their nanual annosphere. so
this vessel could easily be convened into a short-haul passen­
ger transport. This ship resembles a bulbous teardrop with a
tn.ll1caled 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. Pes 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. rour gunners,
five engineers, a medic, and 30 service crew.

Suballembliea: VGSL Hull +12, 2x IOO-ton External Bay +8.
Powertrain: Engineering, 220 Maneuver, 28 Combination

Contrdgr,lVity Syslems, 10 Contragravity.
Dcc: 23 Staterooms Cargo: 2.580 dtons

U
41200

U
412,000
4/1,000

LWI.: 234 SIORS

Price: MCr46

T
41200

T
412,000
4/1,000

aSpeed: 1.870 mph

8
41200

B
412,000
411,000

RL
41200

RL
412,000
411,000

F
41200

F
412,000
411,000

Armor
All:

Armor
Hull:
Bays:

Equipment
Hull: hardened Cockpit.

Statistics
Size: 14Tx3TxI8' Payload: 124 stons
\t:>Iume: 150 dtons Maint.: 2.95 hours

HT: 12 HPs: 45.CXXl [Hulll.

.fAced: 3 Gs/6.3 Gs empty

15D-ton Jgd-II-Jagd Launch (TL 11J
This vessel is altaehed 10 the Jgdi Ore Hauler (see below):

very similar craft may be seen anywhere that Humans may
encounter the Jgd·lI-Jagd. Again, ilS Si7-C reflects the size of its:
Jgdi crew and passengers. and the Jgdi need to build to survive
conditions anywhere from gas-giant atmospheres 10 deep
space: it is actually comparable to a Human Io-ton lawlCh.

This panicular vessel has a distoned spherical shape,
with the bridge sections projecting from the front. and a pair
of stubby nacelles at !he back apparently housing tluuster sys­
fems. Like mosl Jgdi craft. it has no detectable view ports; Jgd
have limited visual senses, which they do not use for piJoting.
lnfonnally, Human spacers may refer to this son of vessel as a
·'Baby Blimp," but rarely try to keep track of individual crafL

The usual crew consists of <I single pilot.

The gas-giant-dwelling Jgd-II-Jagd do not build jump­
capable ships. for reasons thai humans find obscure (sec
GURPS Tra~'elJer: Aliell Races 4). Their worlds remain fulJy
capllble of constructing impressive STL eraf!. such as lhe
7.QOO-dton ore hauler described below.

The Jgd-II-Jagd do not use ship or class names in any
sense that humans can grasp. Officially, Imperial records refer
(0 the ore hauler as a "Large Jgtli Transport.'· Merchanl.. and
scouts orten informally refer 10 this general (ype as a "Big
Blimp." Continuing with this usage, those Jgdi transpons
known to be operming in a panicular system arc given num­
bers, counting in mill..ions (on the grounds that "smaller num~
bers don't seem righl'l For example, a scout might comment
lhat "Big Blimp Nine Million is out in lhe belt al the moment"

Jgd build robust and versatiJe craft, which can go almost
anywhere. Jgdi "generation ships" used for some interstellar
journeys can be h/lg~. but humans are unlikely ever to sec one.
Jgd construction technology is necessarily very diff~nt from
!he Human pattern, using complcx non-metaUic comJX>Unds
30d very large crystals; 1ernt5 and conceplS used in describing
their vessels may not correspond exactJy to human equivalents.

Jgdi hull material is a dark, glitlcring substance wi!h both
sharply defined 'facets" and some smoothly curved stream­
lined surfaces. It is "advanced materials" for game puqx>ses
(p. 29). All habitable modules have their volumes multiplied
by 8. as the Jgd-II-J3gd are large beings. Many module
descriptions represent a Human's best guess at observed func­
tions, based on equipment inslalled. Communications difficul·
ties between Humans and Jgd make !hese guesses unreliable:
for example, !he "sickbay" may actually have as much to do
wi!h feeding or nx:rcation. All controls are lrealed as hardened
to represent scurdier electronics !hat are built to survive in gas
giant's magnetic fields and immense pressures.

COSIS arc hypolhctical, renecting what Humans would
need to spend to build any!hing comparable. Jgd social sys·
terns. while obscure. seem to incorporate some!hing analogous
to trnde 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 usc heavy frames, advanced materials,
advanced metal armor, and heavy compartmentalization.
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HT: 12 HPs: 180,000 [Hull], 19,500 [External Bayl

sAeeel: 1.8 Gs/3.1 Gs empty aSpeed: 2,690 mph

The standard crew is 16. consisting of three bridge and
(Wo other command personnel, (wo gunners, three engineers.
and six service crew.

Subassemblies: VGSL Hull + I0, 50-ton External Bay +7.
Powertrain: Engineering, Contragravity, 64 Maneuver,

6 Combination Comragravity Systems.
Dec: 10 Staterooms Cargo: 306 dtons

U
4/1,000
4/500

LWI.: 3,619 stons
Price: MCr339

T
4/1,000
41500

B
4/1,000
4/500

Payload: 1,532 stons
Maim.: 88.4 mhlday

RL
4/1,000
4/500

F
4/1,000
4/500

Armor
HI/II:
Bay:

Weaponry
23.3-GJ Fusion Gun Bay [50-ton External Bay].

Equipment
Hull: compact Basic Bridge.

Statistics
Si~e: 320'x80'x40'
VolumE: 1,500 dtons

1,50D-ton Jgd-II.Jagd Seeker {TL 11]
The Jgdi Ore Hauler mostly shunles between established

e",traction 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
fonn this task; it could be considered the Jgdi counterpart of
the l00-ton Sufeimall ll-c1ass seeker. Once again, its size is
dictated by Jgdi physiology and engineering philosophy, and
all lenns and design concepts used are the nearest Human
equivalents to Jgdi systems.

TIle Jgdi Seeker Illkes the form of a stubby, bulbous cylin­
der, with a pair of rectangular "wings" that mostly seem to
serve as mounts for insllUJTIents and sensors. While it mostly
consist.. of the usual 19di 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 then:; Miner Blimps 30 and 70 are in thai area.")

COMMON STARSHIPS
The following ship designs represent vessels encoun­

tered in many regions of the Imperium. Many are variants of
ships presented in the GURPS Trayeller core book.

Equipment
All: Basic Emission Cloaking and Stealth. Hull: 2 Fuel

Processors; compact Basic Bridge; D.5-dton Spacedock.

Statistics
Size: 123'><79'x25' Payload: 38.3 stans Lwt.: 323 stons
Volume: IOU dtons Maillt.: 34.5 mhIday Price: MCr51.7

HI': 12 HPs: 15,000 [Hull], 1,200 fTurret].

sAeeel.· 1.9 Gs!2.1 Gs empty Jump: 2 aSpeed: 2,040 mph

liken-Class 10D-ton Scout Courier {TL9]
This is the predecessor to the Suleimall-dass Seoul, used

by the Sylean Federdtion Scout Service. It has nearly the same
perfonnance bue requires a much larger crew. It would be com­
mon in the First Imperium, dwing the Long Nighl, or in cur­
rent non.Jmperial regions (such as the Sword Worlds).

The usual crew of six is pilot, co-.-pilol, 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 TLI aversion, maybe more so.

Subassemblies: VGSL Hull +8, Turret +5.
Powertrain: Engineering, 3 Jump Drive, 20 Late-TL9

Maneuver, Combination Contrngravity System.
Fuel: 20 Jump Fuel Tank.
Dec: 4 Staterooms Cargo: 7.5 dtons

Equipment
Hull: 2 Fuel Processors; Basic Bridge; O.5-dton Spacedock.

U
4/100

T
4/100

B
4/100

RL
4/100

F
4/100

SiigiizuniClass 2aJ.ton Free Trader {TL9]
The Siigiizuni-dass Free Trader is the predecessor to the

Beowulfclass (see p. GT132). Its origins are lost in antiquity;
examples essentially identical to the modem 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 Siigiizulli the Terrans first detected on their sen­
sors when they jumped to Barnard's Star. 'Ierrans later adopted
the design for their own use, a<; the technology waq well within
their gnlSp. 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 a<;sist ill takeoffs a<;
its accelemtion is well below I G.

Variants are as numerous as they are for the Bcowl/lf
c1a<;s and follow the same panerns.

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 pilol, if one is carried.

Subassemblies: VGSL Hull +8, 2x'Turret +5.
Powertrain: Engineering, 4 Jump Drive, 9 Late-TL9 Maneu­

ver, Combination Contragravity System, Contragravity.
Fuel: 20 Jump Fuel Tank.
Dec: 10 Staterooms,S Low Berths Cargo: 68 dtons

Armor
All:

U
4/100

T
4/100

B
4/100

RL
4/100

F
4/100

Armor
All:
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Statistics
Size: 149'x37'xI9' Payload: 344 stons LWI.: 665 stons
Vo/llme: 200 dlons Maim.: 33.9 mhIday Pric~: MCr49.8

HT: 12 HPs: 22,500 [Hull), 1,200 [each Turret).

sAcc~/: 0.4 GsIO.8 Gs cmply Jump: I aSpeed: 1,105 mph

Colresh-Glass 4OG-ton
Subsidized Merchant (TL9J

The Co/reslJ-dass Subsidized Merchant is the predeces­
sor to the Akkigi:ih (see p. GTl46). The original design is of
Terran rather than Vilani origin; the vessel was used by many
Terrnn traders during the laner IntersteUar Wars and weU into
the Rule of Man. It finds usc 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 n:aclur. 11lC
Co/res" is also equipped with contragravity generators to
assist in takeoffs, as a fully loaded hold reduces the ship's
acceleration below I G.

Co"~sh-cJass vessels make good Q-ships, which can be
found working both sides or the law.

Typical crew coun( is nine and consists of captain. pilot.
navigator, sensors operator, communications officer, steward,
medic. and Lwo engineers.

Subassemblies: VGSL Hull +9, 4xTurret +5.
Powertrain: Engineering. 32 Late..TL9 Maneuver, 8 Jump Drive,

Conttagravity, 2 Combination Comragravity Systems.
Fuel: 40 Jump Fuel Tank..
Dec: l3 Staterooms, 2 Low Benhs Cargo: 153 dlons

Kugashin-Glass 4Wton Lab Ship (TL 10J
Research is an unending pursuit within the Imperium. A

constant effort La further understand the universe produces
more than undeJstanding; it creates products, markets, jobs,
and profits. As a result, the research effons of individuals and
corponltions 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. TIle laboratory ship is one example.

TIle lab ship is buill as a ring SIJUC£Ure, which is rotated to
provide centrifugal gravity simulation. Althougb the standard
grav plslC.'\ 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 Slop it

1\vo drive pods are mounted on the ring; they contain
drives and the power plant. On the forward face of the pods
arc hardpoinl'\ 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 const3Jlt­
Iy reveals new facets of the exterior hull. NOL rotating, howev­
er, is the pinnace and irs docking ring. The SbUclUre al the end
of the single spoke is mounted to counteract the rotation of the
ship, making ducking easier for pilots of modesL skill.

This vessel is used by governments (both Imperial and
omers) and private-research orga.niz.atjons. The ship is normal­
ly delivered with the labordturics empty (except for standard
power, envirorunentaL. and data portS). 1be ownec fits out the
labs with equipment appropriate to its intended research func­
tion. Other possible installations are various specialized sensor
suites, anti-eomarnination protocols, shielding, and so 011.

Despite its jump capability, a lab ship often spends a lot of
time in one locale, working thmugh a regime ofexperiments.

The ship cames two air/rafts, used for routine errands,
and a fuel-skimming pinnace, which also perfonns heavier
transport chores or those requiring greater speed. The two
air/rafts are eamed in compartments on the ring hull.

A typical crew complement of 21 includes a captain, pilot.
navigator, sensors opemlor, comma operator, two medics, two
engineers, 10 scientistsllab techs, a small-craft pilot, and a
small-craft engineer.

Sullassemblies: USL Hull +9, Turret +5.
Powertrain: Engineering, 28 Maneuver, 12 Jump Drive.
Fuel: 80 Jump Fuel Tank.
Dec: 20 Staterooms, Low Berth Cargo: 31 doons

Armor
All,

F
41100

RL
4/100

B
41100

T
41100

U
41100

Armor
All:

F
41100

RL
41100

B
41100

T
41100

U
41100

Lwt.: 842 stons
Price: MCr72.8

Equipment
Hull: Sickbay; Basic Bridge; 2 Fuel Processors; 10-<ltoo

Vehicle Bay (for Harper-elass Launch).

Statistics
Size: 153'x10S'x49' Payload: 815 stons LWI.: 1,394s(on5
Vo/III11C: 400 dtons Mainl.: 46.1 mhlday Price: MCr92.1

HT: 12 HPs: 37.500 [Hull), 1,200 [em.:h Turrel).

sAcce/: 0.7 Gsii.7 Gs empty Jump: 1 aSpeed: 1,600 mph

Equipment
Hull: Utility; Sickbay; Basic Bridge; 10 Labs; 50-dton

Spacedock; 4O-<1ton Vehicle Bay (for pinnace).

Statistics
Size: I86'x4Tx23' Pay/oad: 263 stons
Volume: 400 dtons Mainl.: 41 mhIday

HT, 12 Hh 37,500 tHuUj, 1,200 [Turretl

sAeed: 1.3 Gs/I.9 Gsempty Jump: 2
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BT-connects 10 CS

BS-connects to AT

Drive
Pod A

AS-connects to DT

AT -connects to BS

25. Turret Hardpoint
26. Maneuver Drive 2
27. Jump Drive
28-29. Labs
30-34. Staterooms
35. Lounge
36. Airlock
37. Low Berths
38. Ship Stores
39. Vehicle Bay
40. Cargo Bay
41. Pinnace Access

1-5. Staterooms
6. Turret Hardpoint
7. Maneuver Drive 1
8. Power Plant
9-10. Labs
11-15. Staterooms
16. Bridge
17. Sickbay
18. Vehicle Bay
19. Cargo Bay
20-24. Staterooms

O ONEHEX
EQUALS 1 YARD

SCALE IN YARDS
I I I

1.5 3 4.5

Drive Pod A
Upper Deck

The Laboratory Ship has a unique
layout that is designed to allow the ship to
operate without gray plates (which may
interfere with an experiment).

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
quadrant labeled either spinward or
trailing.



,

6

'/.l-,.9

DT -connects 10 AS

DS-connects to CT

Drive
Pad B

CT -connects to DS

Pinnace
Spake

Drive Pad B
Upper Deck

In order to ease docking, the pinnace
dock is located in the direct center at
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 tor the unskilled.

Pinnace Dock
Crass-Section



Weaponry
390-MJ Turret Laser [Standard Turret].
2x1.3-GJ Heavy Turret Laser [I per Pop·Turrct].

Equipment
All: Modest Slealth; Modest Emission Cloaking. Hull: Emer­

gency Aid Station; compact, hardened Basic Bridge;
Electronic Wwtare System; 4 Fuel Processors.

Statistics
Size: 187'x4Tx23' Payload: 1,000stons Lwt.: l,7lOstons
\kJlum~:400 dtons Mainl.: 52.1 mhlday Price: MCrl18

HT: 12 HPs:37,500[Hull],1,200leachTurret,eithertype].

sAeee/.· 3.1 GsI7.5 Gs empty Jllmp: 2

Fang-Class 40D-ton Corsair (TL 11)
The rang-class Corsair (Type P) is based on a 300-100

VGSL hull. This is not readily apparent, as an extra 160
dlOns of cargo hold and olher lipMCl;S have been added, ruin­
ing any streamlining by introducing a bulging underbelly.
The Fang perfonlls far bener than it looks, however.

Most important 10 this ship are the two pop-turrcl" and
one smndard turret. The standard rurret holds only one 390-MJ
laser (0 lure wary prey within range of the 1.3-01 lasers in the
pop-rurrecs. 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 lOO·lon
ship. (More commonly, up to 200 dloos 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 fms to
retract or extend. modules appear or disappear, and radio emis­
sions alter frequency and content through an EW system. The
ship'~ transponders can be altered to identify the vessel as hav­
ing any of severd.! missions and identities. (In the de..<;ign, the
altemble features are handled via a robotic hull, but it is not a
true robot a<; GURPS usually defines the term. A small, dedi­
cated robotic brain computer is also installed 10 configure the
different hull surfaces, at negligible cost and mass.)

"Book" value for the Fang would be hard 10 obtain on
the open market, as it is of a non-commcrcialtype and usual­
ly will possess lineage and paperwork of uncenain 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
unqualitied personnel.

Subassemblies: USL Hull +9, Turret +5, 2xPop-Turret +5.
Powertrain: Engineering, 12 Jump Drive, 53 Maneuver,

2 Combination ContrdbTf"'clvity Systems.
Fuel: 80 Jump Fuel Tank.
Dcc: RStaterooms, 4 Low Berths Cargo: 0.5 dtons and see above.

Subassemblies: Hull +9, Turret +5.
Powertrain: Engineering, 12 Jump Drive, 53 Maneuver,

2 Combination Conrragravity Systems.
Fuel: 80 Jump Fuel Tank.
Dcc: 5 Statcrooms, 4 Low Berths Cargo: In Spacedock only.

U
4/200
41100

T
4/200
41100

Jump: 2

B
4/200
4/100

RL
4/200
4/100

F
41200
4/100

sAccel: 3 GsI8.9 Gs empty

Ock/ashe/ass 4ill-ton Salvage Ship (TL 11)
The Fallg-c1ass Cor~air can only go about its business

because it's based on a legitimate design: the 400-lon Oek­
losll-class Salvage Ship, also based on the Type P. Oeklosh­
class ships are Ul:ied to bring home smaller ships, or parts of
them, too damaged to do it themselves. Their standard turret
contains a mining laser 10 cut through damaged bulkheads.

This ship is not a rescue ship. It is usually hrought in
afterward, to clean up the mess.

TIle Ocklosh was never common, but enough have found
their way into the private sector in their ori!,rinal configuration,
or refitted us bulk-transport freighters or mining ships, that
possessing one does not automatically brand the owner as a
pirale (not quite, anyway). Regardless. given the number of
Ocklosl1es in illicit occupations (and the title role given one in
the popular Space Pirall! 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).

Armor
Hull:
TII,.rel:

Weaponry
46.5-MJ Mining Lascr [Turrct].

Equipment
HI/II: Emergency Aid Station; compact Basic Bridge; 4 Fuel

Processors; 112-dton Spacedock (holds IO-ton Launch).

Statistics
Size: 186'x47''x23' Payload: 1,157stons LII'/.: 1,752stons
Volume: 400 dtons Maim.: 47 mhlday Price: MCr95.9

1fT: 12 HPs: 37,500 [Hull], 1,200 [Turret].

U
4/200
4/100

T
41200
4/100

B
4/200
41100

RL
41200
4/100

F
41200
4/100

Armor
Hull:
Tllrrets:
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HT.. 12 HP..., 420.000 [Hull]. 7.500 [Subhull].

Subassemblies: Dispersed Hull +12, Subhull +10.
Powertrain: Engineering [Subhull), 600 Jump Drive [Sub­

hullJ, 390 Maneuver [Subhull].
fuel: 4,000 lump Fuel Tank.
Dct: 21 Staterooms LSubhullJ Cargo: 14,881 dtons and see above.

Liverpool-Glass 20, ODD-ton
Dispersed Hull Bulk Freighter {TL 11]

While tramp traders may delude themselves that mey are
carrying the imperium's lifeblood, bulk carriers really do. The
Liverpool can slowly carry nearly 15,000 Ions of cargo along a
jump-2 main far cheaper than the scruffiest free trader.

Bulk freighters are too large [0 profit from incidental
trade; their mutes arc carefully planned, sometimes years in
advance. Coupled with the lack of troublesome "Iive freight"
(passengers), this makes them favorite ben.hs for married spac­
ers. It also makes them choice target" for pimtcs, even hijack­
ers. In 947, a gang placed culter modules as cargo on the
Kommcran Slar. including a quarters module in which they
hid. During the voyage, they looted valuables from the Forward
cargo hold. slowing them in their cargo modules. When the
Koml1lcrall Star reached Deneb, it was met by a Naakil.-class
lump Culter. The thieves atlllched IwO cargo containers loaded
with valuables and jumped for an unknown destination.

The main hull is a long open-frame slab, divided into
holds by sUpjXlrt girders. Cargo is floated into these holds and
secured. but is otherwise exposed to space. For this reason.
LiwfJ)ool-dass ships usually carry containerized cargo. At the
rear of the ovcmJI ship sits the single pressure hull. It contains
all systems except fuel and cargo (though it does contain 0.5
d!ons of cargo space primarily for crew and ship need..). 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, perehed 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 ofT-duty crewmen can relax and enjoy the view.

The ship's annal' is open frame. The subhull has a super­
light frame and total compartmentalization. TIle freighters are
usually unannOO. Anned escorts usually provide any securily.
mough some operators insta.ll weapons in self-contained sub­
hulls wilhin 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 sIaL.., 21 engineers. a
medic, and five service crew.

Payload: 74,412 stans LWI.: 84,616 stons
Maillt.: 252 mhlday Price: MCr2.756

U
4/600

U
4/1,700
4/850

LWI.: 272 stons
Price: MCr9, [8

T
4/600

T
4/1 ,700
4/850

B
4/600

B
4/1.700
4/850

RI
4/600

Payload: 0 stons
Maim.: 6.6 hours

Rl
4/1 ,700
4/850

F
4/600

F
4/1.700
41850

Armor
Hull:
Tllrre!.\':

Gazelle-Glass 3m-t:on Close Escort [TL 11]
The Gazelle is an inexpensive ship lor anti-piracy and rev­

enue patrols. Tts particle accelerators can disable civilian or
other lightly annored ships at close range. Against real combat
vessels with hardened systems, the Gazelle fares poorly.

The ship is widespread because iI's easy to build. The hull
and many systems could be built at TLIO (using a standard
frame and expensive anuor) or TL9 (expensive frame and
advanced armor). Drives and other systems usually would be
imported. but could be made locally with a performance loss.
TUO thrusters would provide about 1.6 Gs with tanks. 2 Gs
without. TL9 thruslers give 1.2 Gs with tanks. 1.5 Gs without.

The ship's internal fuel tankage providesjump-2. It often
carries drop tanks givingjump-4, or jump--5 if the tanks are jet­
tisoned (sec below). Dropping the t.anks adds aboul 1 G 10

sAccel. making mis common practice during pursuits.
The Gazelle has a heavy frame built from cheap materials

wilh standard metal annor. It is heavily (;ornpartmentali7.-Cd.
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.
Dcc: 8 Staterooms Cargo; 8.5 dtons

Weaponry
6x390-MJ Turret Lasers L3 perTulTetj.
2x700-MJ Turrel P-Beams [Hul1:F).

Equipment
All: Basic Emission Cloaking and Stealth. Hull: Emergency

Aid Station; compacl Basic Bridge; Enhanced Sensor Sys­
tem; Utility: 2 Fuel Processors: 2Q-dton partially recessed
Vehicle Bay (for Falill-cla..s Gig); 2 300-ston Hardpoint<>.

Statistics
Size: 158'x75'X28' Payload: 152 stons L\IIt.: 3,484 stons
Volume: 300 dlons Maint.: 70.9 mhlday Price: MCr218

HT' 11 HPs: 60.000 [Hull], 2,400 [each Turret].

sAeeeJ: 4.1 Os with tanksl5 without/5.2 empty Jump: See above.

Statistics
Siz.e: 50'x25'x25'
Volume: 50 dlons

5D-ton GAZELLE Drop Tank {TL 11]
The tank is built with heavy fmme, cheap materials, and

standard metal annor. It is heavily compartmentalized.

Subassemblies: Hull +7.
fuel: 50 Jump Fuel Tank.

Armor
All,

U
4/100

T
4/1 00

B
4/ I00

Rl
4/100

F
4/100

Equipment
HI/II: 40 Utility; Ba'iic Bridge; Sickbay.

Statistics
Size: 69Txl74'x8T
\blume: 20.000 dtons

Armor
All.·

sAeed: 0.5 Gs/3.8 Gs empty Jump: 2 HT: 12 HPs: 19.500 [Hull].
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Weapon.,
2 Turrets wilh 2x1.4-GJ Turret P·Beam [I perTurretj.
2 Turrets with 6x390-MJ Turret Lasers [3 per Turret].

Equipment
All: Basic Emission Cloaking and Stcalth. Hull: Emergency

Aid Station; compact Basic Bridge; Enhanced Sensor
Systcm; 2 Fuel Processors; Utility; 2o-dton Vehicle Bay
(for Falln-elass Gunned Gig).

Statiltics
Size: 138'x90'x28' PayIDOLI: 127 slons Lwt.: 2,754 stons
Volume: 500 dtons Maine 76.6 mh/day Pn'ce: MCr255

HT' 12 HPs: 90.000 [HullJ, 2,400 [cach Turretl.

sAecel: 3.8 Gs/4 Gs cmpty .lump: 4 aSpeed: 4,850 mph

Fiery-Class 5CXJ-ton Gunned Escort (TL 11]
This is a more refined. streamlined version of the

Gazelle. The extemal drop tanks are replaced by internal fuel
tanks. limiting the ship to jump-4 without the possibility of
the extended·rangejump-5. Few navies regard this as a major
shoncoming, but many don't like the fact thai the Fiery is
slower than a tankless Gazelle.

The Fiuy is much less common than !.he Gazelle
because it cannot be built at less sophisticated shipyards like
its ancestor can (p. 97).

Il has a heavy frnme and heavy <:ompartmentalization.
The typical crew of 13 includes four command perronnel.

two engineers. four gunners, and three maintenance crew.

Subassemblies: VGSL HuU +9, 4xTurret +5.
Powertrain: Engineering. 25 Jump Drive, 104 Maneuver.
Fuel: 200 Jump Fuel Tank.
Dec: 8 Sllllcmorns Cargo: 3.5 dtoos

Weaponry
5 Turrets with l5x25Omm Missile Racks [3 perTurret].

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 Mooules, Complete Workshop.

Stitiitici
Size: 318'xSO'x40' Payload: 20,217 stons Lwt.: 25.636 stons
llil,une: 2,<XX> dtons Maint.: 113 mh/day Price: MCr554

HT.' II HPs.' 90,000 [Hull), 1,200 [each Twret].

sAeeel.· 0.13 Gs 0.81 GRds

CondOl'Class 2,axJ-ton Belt Surveyor [TL7)
The Condor-class bell surveyor represents what a lower­

tcch society commined to exploring ilS 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 lWO gymnasiums. Its acceleralion is OOlhing
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 a.<;teroids 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.

Suballemblies: Hull +10, 5xThrret +5.
Powertrain: Engineering, Power Core, 476 Fission Rocket.
Fuel: 1,290 dtons Water, 1,290 Fuel Tanks.
Dec: 33 Staterooms Cargo: 172 dtons

U
4/100

T
41100

B
41100

Rl
41100

F
41100

Armor
All,

U
4/1,700
41850

T
4/1,700
4/850

B
4/1,700
4/850

Rl
411,700
41850

F
4/1,700
41850

Armor
Hull:
Turrets:

WARSHIPS AND DREADNOUGHTS

STARSHIP DESIGNS

Large starfaring services such as the Imperial Navy usu­
ally organizc themsclves around "capital ships," massive war­
ships whose primary annament is a spinal-mount beam
weapon. During wartime, these ships seNe as the primary arm
of battle. In peacetime, they provide command-and~ntrOl

services for routine panuls and Olhcr non-combat missions.

Azhanti High Lightning-Glass
60, [)(X).ton Frontier Cruiser (TL 11]

Conceived as II Oeet intruder, the A;,hanti 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. Thc first members of the
class were built in the years just before the Solomani Rim War,
and many of thcm saw valiant service during that cOnfliCL

The original Az}wnti High lightning cla~ presented here
has long since been declared obsolete by the Imperial Navy.
Examplcs call still be encountered in llSS service, or (with

sa

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 Daman Confederation
and Vegan Autonomous Region).

In the 10000, 28 Azhanri High lightnings were laken out
of mothballs and refurbished to reenter frontier service. A
spinal meson gun replaced the particle accelerator, with pani­
cle accelerators replacing most of the missile batteries, and a
black-globe generator and meson screen were installed. The
refurbished cruisers were deployed to lhe Imperium's most
dangerous "trouble spots," the Spinward Marches. the Sol<r
mani Rim sector, and the rurbulent 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 ISO troops and up
to 52 non-crew peT'lionncl often carried, as well.
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Statistics
Sill': 992'x24S'xI24' Pay/oat/: 9.181 swns LIVE.: 662,347 slOns
Volt/me: 6O,OOOdtons Main!.: 1,067 mh/day Price: MCr49,404

HI:' 12 HPs: 3,480,000 D'lull], 4,800 [C<tch Tum:l].

sAeeel: 1.7 Os Jump: 5

Subassemblies: USL Hull +13. 360xTurret +5.
Powertrain: 3 Enginccring, 3.600 Jump Drive, 11,241

Maneuver.
Fuel: 30,000 Jump Fuel Tank.
Dec: 416 Staterooms, 50 Bunkmoms, 155 Low Benhs
Carla: 400 dtons

Kokirrak-Gfass 200, OCIO-ton
Dreadnought (TL12j

The Kokirmk-elass drcadllOught is one of the oldest TL 12
designs in lmperial service; me first examples wcre built just
aftcr the Solomani Rim War. While the class is slowly being
phased 001. many examples still remain on active duty in the
Navy. In the past few decades. a number of Kol.:irraks have
been lnUlsferred to the nss, or to sector or client+state navies.

The design rt:mains popular with Imperial nag officers
because it makes an excellem flagship, with extensive admi·
rdl's quarters including communications and entertainment
facilities. A Kokirmk is capable of controlling a large fleet
engagement even while participating in front-line combat.

Each border sector still has 3...5 BatRons of Kokirmks ­
the Spinward Marches has four (posled 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 nonnally disperscd as independent

ss

BTU
4/75,000 4/75,000 4/75,000
418.000 418,000 418,000

RL
4/75,000
418,000

Armor F
Hull: 4175.000
All Else: 418,000

Weaponry
2.9·TJ Spinal Meson Gun [HuU:F].
50x250mrn Missile Bay fHull:IOF, 8L. 8R. 8'"1: SB. 8U].
50><23.3-GJ Fusion Gun Bay [Hull: I OF, 8L, 8R, 8T, 8B, 8UI.
32 Batteries w/3:zox8W.-MJ T. p.8eaJn [IOThrretYP...Beamse<K:hJ.
100 Ballerics w/l,200x405...MJ T. Laser [4Turretsll2 Lasers each).
Heavy Repulsor Bay [20xLarge EXlemal Bay, see p. 49).

Equipment
All: Radical Emission Cloaking and Slcallh. HIIII: 6 AmlOry;

2 Brigs; 2 Conference Rooms; 15 Halls; 2 Safes:
10 Stages; 10 TheateTS; 15 Military Sickbays; 24 Gymna­
siums; 234 Escape Capsules: 6Advanced CommuniC'"dtion
Modules; 6 Advanced Sensor Systems; 6 Extra~Heavy

AESA Arrays: 6 Extrd-Heavy PESA Arrays; 6 Ullfa­
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).

ships with escorts. Such task forces combine training opera­
tions with routine patrols and quick...reaction missions.

The Kokirrak does not normally carry lroOps. The cargo
hold can carry mociuJar quaners for up to 2.000 troops; u...unIly
only 1.000 are carried to avoid crowding. A BatRon of eight
Kokirmks with troop quarters installed can carry 8,(0)..16.000
soldiers, or a reinforced division. The statistics below assume
the ship is carrying 200 troop modules (see GURPS Tral'elJer:
Modulor CuJter) rated a130 dtoos and 300 Stons each.

TIle design includes a black-globe gencmtur and capaci·
tors. When buill, the Kokirrak was intended to carry black
globes. Over the ye<m, the technology has proven unreliable;
many ships have suffered black... globe failures and the
devit.-cs have not been replaced. There is a 50% chance that a
given Kokirrak will possc.ss a functioning black globe.

A standard crew complement of 1.848 includes 30 bridge
and 46 additional command, 24 countenneasure. 409 gunnery,
724 engineering, 15 medical. and 600 service personnel.

Subassemblies: USL Hull +15. 720XTurret +5, 2Ox100-lon
External Bay +8.

Powertrain: 5 Engineering, 10,000 Jump Drive, 62.382
Maneuver. 35 Black Globe Capacitor.

Fuel: 80,000 Jump Fuel Tank...
Dec: 1,016 Staterooms, 10 Luxwy Staterooms, 100 Low Benhs
Cargo: 4.000 dtons and see abovc.

Statistics
Size: 1,484'x371'xI8.5' Pa)'/oad: 80.245 stons Lw,.: 2,829,497
Vofll1~: 200,CXX>dtons Maill/.: 2,.509 mhIday Price: MCr273,126

HT: 10 HPs: 7,740,000 [HuIlJ, 4.S00 [each Turret). 60.000
[each Bay).

sAcce/: 2.2 Gs/2.3 Gs empty Jump: 4

U
4/24,000
418.000

T
4/24,000
418.000

B
4/24.000
418.000

RL
4/24.000
418.000

Armor F
Hull: 4/24.000
All Else: 418.000

Weapon"
1.6-TJ Spinal P·Beam fHull: Fl.
21x25Omm Missile Bay [Hull: 4F. 3L. 3R. 4T, 4B, 3Ul.
iO Batteries w/lOOx7(X).MJ 1. Fusion Gun [10 TurretsIGuns each].
26 Batteries wi 780X390-MJ 1. Laser [10 Turretsl30 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 Exrra­
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; UXX) Meson Screens (meson DR 47,926);
16 Nuclear Dampers; 5 Military Holoventure Suites:
10 Drop Capsule Racks; Drop Capsule Launcher;
8 Morgues; 80 lo-dton Vehicle Bays (for lramda...dass
Fighlers); 2 lo-dton Launch Tube Staging Areas; 2 75­
ston Launch Tubes; 2.202-dton Spacedock (for 4 550-ton
Fuel Skimmers).





Subassemblies: USL Hull +15, 400x'Turret +5, 22xlOO-ton
External Bay +8.

Powertrain: 8 Engineering, 25,000 Jump Drive, 160,814
Maneuver.

Fuel: 200,000 Jump Fuel Tank.
Dcc: 3,082 Staterooms, 100 Low Berths Cargo: 3.1 SO dtons

ArmorF RL BTU
Hull.. 41IJO,(XX) 41IJO.(xx) 41IJO.(xx) 41IJO.(xx) 41IJO.(XX)
All Els... 418.000 418.000 418.000 418.000 418.000

Weapon.,
2.9-TJ Spinal Meson Gun [Hull:FJ.
430x250mm ~ile B,y [H"JI.-80F. 70L, 70R, 7OT. 70B. 70U].
10 Baneries w/lOOx8l>O-MJ T p·Bemn (IOTundsIP·B=n.>;"";'I.
10 Batteries w/3OOx405-MJ T. Laser (IOTurretsl3O Lasers each].
10 Batteries wi 300xSalldcasters 110 Tultttsl30 Casters each).
50 Baneries w/IOOX700-MJ T. Fusion Gun 12 TurretsIGuns each}.
Heavy Repulsor Bay [22xLarge Extemal Bay, see p. 49·50].

Equipment
All.' Radical Emission Cloaking and Steallh. HI/II: 15 AmlOry;

5 Brigs; 5 Conference Rooms; 30 Halls: 5 Safes:
15 Stages; 15 Theaters: 47 Military Sickbays; 60 Gymna­
siums; 773 Escape Capsules; 5 AdvUIlI,"cd Communication
Modules; 5 Advanced Sensor Systems; 6 Super-Heavy
AESAAmlys; 2 genius, hardened Command Bridges (one
serves as backup); 5 Computer Systems: 5 Electronic
Warfare Systems; 3 Enhanced Displays: 6 Super-Heavy
PFSAAmlys: 6 Ultrn·Heavy Radscanners; Right Control
Bridge (built as hardened Command Bridge); Infonnation
Center, 115 Complete Workshops: 5.1XX> Fuel Pnx:e.ssoN;
1.000 Utilily.- 43.000 M""", Screen (meson DR 306.186):
25 Nuclear Dampers; 3 600-5too Launch Tubes; 3 5O-dton
Launch Tube Staging Areas; 300 5Q-dton Vehicle Bays
(for VUJor-class Heavy Fighters); 665-dton Spacedock.

Statistics
Siz.e: 750'X5<X}'XSOO' Payload: 187,7CXJ stOOS b1..· 8,131,673
Volwnt!: 5OO,OOOdlOns Maim.: 3,297 m1Vday Price: MCr47 I,843

HT: 10 HPs: 14,280,000 [Hull}, 4,800 [each TUITe!}, 60,000
[elleh Bay).

Tigress-Glass 500,ODD-ton
Dreadnought (TL 12]

Allhough some older warships of greater displacement
remain in service, the TIgress-cla.-.s dreadnought is the largest
vessel currently in service with the Imperial Navy in the
Spinward Marches. Each eight-ship BatRan of 1ign!'ss-elass
vessels is virtually a fleet unlo itself, particularly given that
each ship carnes lhirty squadrons of Valor-class heavy fight­
ers (p. 79). At 10 fighters per squadron, a TIgress BatRan car­
ries 2,400 fighters.

7igllss<lass BatRons are usually assigned one per sec­
tor. In the Spinward Marches, one BatRan is assigned to lhe
212th Reel. al Rhylanor. Another is assigned to the 294lh
Reet. based at Muan Gwi in the Solomani Rim sector.

In peacetime, individual TIgress-class ships are often
scaHered lhroughuut a region on peacekeeping missions. For
example, several individual Tigresses have been deployed
llmong 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 nag" 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
ma<;s, crew size, and flfepower. These releases have made
the Ttgnss instantly recognizable (and feared) throughout
Imperial space and beyond.

A prominent recent example involved Pantheras, which
was dispatched (to the chagrin of the Zhodani government) to
receive the body of the ImperialAm~r to Chrooor upon
her death by assassination in 1104. Given the circumstances
of her death, il was difficult for the Consulate to objecl. The
ship's weaponry was ceremonially sealed, but that would
have meant linle in an actual fight. 1mperial newsreels treated
it as a propaganda coup for months.

Construction
The 7igre,~s cla<;s is produced using a totally compart­

mentalized, armored. extra-heavy spherical hull, with the
2.9·TJ spinal meson gun mounted centrally. A large annorcd
port protects the gun during Don-combat operations; the pon
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
fa:uvcry 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
arrdngement 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 ha<; 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. .~Al:c:td: 2 Os Jump: 4
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.JUMP.POINT MASKING TABLE

(MAIN SEGUENCE STARS)
Spectral Diameter lOOD Free Tim~ to Jump Point (Max)·
Class (Solar Diam.) (AU) (Roll 3d) At 0.5 G At 1G At 2 G,
05 18.00 16.84 auto 2w lOd 7d
BO 7.40 6.92 auto 9 d 6.3 d 4.5 d
B5 3.80 3.56 auto 6.4 d 4.5 d 3.2 d
AO 2.50 2.34 17 5.2 d 3.7 d 2.6 d
AS 1.70 1.59 16 4.3 d 3 d 2.1 d
Rl 1.30 1.22 15 3.8 d 2.7 d 45 h
F5 1.20 1.12 14 3.6d 2.6d 43 h
GO 1.05 0.98 12 3.4 d 2.4 d 40 h
G5 0.93 0.87 no 3.2 d 2.2 d 38 h
KO 0.85 0.80 no 3d 2.1d 36h
K5 0.74 0.69 no 2.8 d 2 d 34 h
MO 0.63 0.59 no 2.6d 44 h 31 h
M5 0.32 0.30 no 45 h 32 h 22 h
M9 0.13 0.12 no 29h 20h 14h
Unknown nJa nJa 8 2.6 d 44 h 31 h

* In weeks (w), days (d) or hours (h).

6
1.0

5
0.9

4
0.8

Free is the chance (on 3d) that any point on the main­
world 1000 limit will be unmasked by the jump limit ot" the
stellar primary, based on ils spectral class (sec pp. S98·105).
If spectral class is unknown (or the GM doesn't want to
keep crack 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 Ihe 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 methcxl can be used.

First, detennine whether the main world is sometimes
free (spectral class G4 and higher) or always masked (G5 and
lower). For planets thaI are sometimes free, roll Oil 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
frccjumplbreakout point (sec Free Jump Point, p. 103):

Travel Time Factor Table I
Rnll (ld): 1 2 3
Factor: 0.2 0.4 0.6

MOVEMENT
One of Ihe most significant considerations in

interstellar Iravel is the time it takes to complete a
voyage. This is the result of two faelors: lime injump­
space and time spent craveling 10 and from the jump
and breakout points. lime in jumpspace is fixed by the
nature of jump InlVel: 168 houn; (+/.10%), regardless
of the distance jumped (see p. GT44). Time to and
from the jump and breakout points depends on the
lime 10 reach the IOQ-diameter (1000) limit. This
would be a slraightforward calculation based on the
size of the main world and the g-rating of the ship's
maneuver drives were it not for one problem: jump­
point masking. The following discussion of masking
appeared originally in Far Trader, and is repeated
here for convenience.

The following rules extend (but are compatible
with) the rules for stan;hip opemtion 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
Chapters 2 through 10 of this book assumes the use of
some sections.

Determining Masked Jump Points
Before jumping into a system, the GM should roll to

delennine whether the main world jump point is free; other­
wise. the characters will have to jump to an unmasked break­
out poinl and cravel in. Use the following table to detennine
masking and travel time:

.JUMP POINTS ANO

.JUMP.POINT MASKINI3
Jump·point masking occurs when Ihe 1000 limit of

another astronomical body blocks (masks) the jump point of
the main world. Since a ship uying to jump in through the
1000 limit would be precipitaled oul of jumpspace well
shon of its destination (see p. GT120), and since jumping oul
from within that radius runs the risk of misjump, astrogators
must plot a course that just skims the 1000 limit and begins
or ends as close to the main world as possible (see illustnl­
tion). Masking occurs about 78% of the time at either origin
or destination, making completely free (unmasked) jumps
less than 5% of the tOlal. This adds 30 hours 10 the avenlge
voyage length.
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For planets or other destina­
tions that are always masked, roll
ld. On a 1-3, the jumplbreakoul
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 'I8ble n
Star: GS KO K5 MO M5 M9
F_r: 0.4 05 0.8 0.8 0.8 0.9

On a 4-6, the jump/breakout
point is on the far side of the system.
Roll on Travel TIme Factor Table J
and compare the factor generated
with that from Travel Time FaclOr
Table 11; the result will be the higher
of me rwo.

Information about jump·point
masking for known systems is readi·
ly available from common naviga­
tional dalabases 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 rerrac·
ing their voyage should use their
previous results, unless they have
been on planet longer than a week.
For SlaYs between jumps longer than a week but
shoner than a month. rerol! the actual travel time (if
required). If more than a month has passed since
the previou." jump, a new roll should be made for
jump-point masking.

Free Jump Point
If the main world jumplbreakout point is free,

travel time depends on the main world's diameter
(or that of the gas giant it Orbil", if a satellite). Use
the following table:

FREE .JUMP POINT TABLE
Main World TIme to Jump Point (hours)

Diameter At 0.5 G At I G At 2 Gs
Asteroid''.-~0.9 0.7 0.5

1-_~I,ooomiles 2.7 1.9 1.3
2,000 miles 3.8 2.7 1.9
3,000 miles 4.6 3.3 2.3
4,000 miles 5.4 3.8 2.7
5,000 miles 6.0 4.2 3.0
6,000 nUles 6.6 4.6 3.3
7,000 miles 7.1 5.0 3.5
8,000 miles 7.6 5.4 3.8
9,000 nUles 8.0 5.7 4.0

10,000 nUles 8.5 6.0 4.2
Smal.JGasGiam 14.7 10.4 7.3

Medium Gas Giant 19.0 13.4 9.5
Large Gas GianI 24.0 17.0 12.0

DEEP NAVIGATION
For long-range inletStellar navigation across a considerable

portion of the galaxy, such as the Zhodani Core Expeditions,
pulsars are the best reference poinK 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 arc extremely faint Objecl" visually, so even finding
one when you are not sure of your location or onenMlon is dim·
cull. Some have significant radio emission, but you still need
very sensitive optical-dc!cction 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 (a locale 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 conunon than stars. They are very easy to detect by their mdio
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 00th to identify a pulsar uniquely
across a distance of most of the galaxy, and also to know how
long it has been sioce the last recorded observation of that pulsar
(which solves the time-keeping problem). Given a fix on fOUf
known pulsars - which is relatively easy with standard radio
detectors - it is possible to detennine your location within the
galaxy and the time relative to when you left on YOUT journey_
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COMBAT
The basic rules for space combat are 011 pp. GTI63-174.

This section details some additional rules mat work with the
new combat-oriented equipment in mis book.

MISSILES
The following rules afTect how missiles are operated and

deal out damage. See pp. 52-53 for infonnation 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 11 maneuvering advantage over it" tar­
get. has a much lower chance of scriking for damage. The
space combat system in GURPS Traveller reflects this
(p. GT169) but OMs may wish 10 apply thc following rule to
cut down on dice-rolling in complex situations.

If a tracking missile's sAeeel is equal 10 or [olVer thall
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 I G lower for every five hexes of range
from the missile's controlling gunncr tu!.he targcl 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 sAeeel is allt.:ast 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 13 was 15 hexes
away, !.hen it would only need an sAccd of 5 Gs to dodge.

Ordnance Frangibility
A kinetic-kill missile ramming it" 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 mle 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 PilOling skill in the

Quick Contest during the Collision and Point Dl!fl!n.I"l! PIUl.\·t!.
to check whether ramming succeeds (see p. GTl69). 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 +I to this bonus or double the num­
ber of missiles that can be deflected.

"or 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 nonnally allow the usc of !.he

ship's PD. A black globe allows a ship to use its modified PO
against missile attacks. When resolving missile attacks
against a globe-protected ship, resolve the auack during the
Direct Fire Phase as a standard beam-weapon hil, comparing
against the ship's PD. !fthe auack was successful, the missile
will get through the black glolx: and impact the ship (unless
the Point Defe1lSe 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 lhrough and should be resolved normally
in the Poim D~fmse and Collision Phase.

Instead of nickering. any black globe may be IUmed
complelely on. No enemy fire will affect it. but me ship may
not fire or maneuver (although it may still jump). While lhe
black globe is on, the ship counlS as a stationary target (Size
Mod +17): all enemy fire automatically hit" lhe globe.

Sandcasters
Sand may be used to deflect the controlling lasers for

missiles. Each round that a sand cloud is between a missile
and it" launcher, that missile may not maneuver (it continues
on its previous trajcctory).

Nuclear Explosions
OR is squared against nuclear explosions (impact or

proximity). Damage is applied to all externally mounted
stores. turret", and sensor systems individually as well as the
main hull. The sensor system is assumed to have lhe same
OR as the hull but will only have hit points equal 10 a vessel
of ilS si7"c (for bridge sensors. assume 20% of bridge size).
GMs may optionally assume thai stores on lhc opposite side
of lhe ship from the explosion are unaffected (unless. of
coorse. the entire vessel is desrroyed).

ORBITAL BOMBAROMENT
See Deadfall Orrlrumce. pp. 53·54.

ECM
See p. 45 and pp. VEI68-174 for infomlation on sensors

and jammers.
Blip Enhancers add +I 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. 11..10+ blip
enhancers also affect ladar.

SPACE COMBAT MAOE EASY
Space combat requires many modifiers. Ralher than stop

the game while everyone adds up numbers for every shot,
OMs and players should pre-compute the adjusted skill for
each character involved in the combaL

Important skills are: GIl1U1ery for each weapon, includ­
ing weapon accuracy and targeting software; Electronics
Operation for all sensors. communicators. and screens; Pilot·
inK 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 lime looking
them up. The effeclS of ship size and cloaking can be com­
bined into a single defensive OM against detection (and
another against weapons fire).

TAS Form 3A (p. IT 141) provides a convenient place to
record these adjusted skills and OMs.

BOAROING OPERATIONS
Boarding operations range from a simple counesy 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

cuSloms inspection. A small craft is used for boarding, to
protect the inspecting vessel. If that is not possible (as for
SOBs that have no small craft) the inspecting team wilt
either transfer in vacc suilS (see p. GT118) or escon 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) 10 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 lhe cab­
ins have been searched.

Most inspections follow a standard procedure. A team
proceeds 10 secure lhe 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 lhe way of cenifications, inspec­
tion records. and so on. Producing these documents is usual­
ly the purser's responsibility.

Once lhe papers have been examined, inspection teams
commence wh:J.Iever level of insp..'ction is deemed appropri­
ate. Most often, the inspectors will be satisfied with a remole
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
boarding party wishes to pcrfonn 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 hilS something: on a
starship. lhat something is often breakable. A flfefight on
board a vessel can have devastating consequences, nmg·
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 me 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 me players' Empress Marava-class far trader. An ACR
does 7d-1 damage per shot, averaging 7 x 3.5 - I =23.5 dam­
age. Interior walls are DR 8 (see p. OTIS I), 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 burst'i from an ACR will pass the
2,250 HP threshold for a major damage result. A FOMP-12,
doing 8dx20, lakes a mere four shots to trigger major damage!

If the OM desires, he could ehoose lhe result from lhc
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 arc
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 perfonned by shipyards on member planets. Not only
does this provide a check on illegal modifications, but it also
suppons Imperial shipyard capacity. Any ship perfonning
maintenance outside the Imperium must repon 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 fme equal to the amount in excess.

ROUTINE MAINTENANCE
Ships require routine maintenance to keep them at peak

performance. See p. 22 for information on calculating a
ship's maintenance requirement". Used ships (lhosc 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 houtS 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 me Crew requirements for each module) can
contribute to routine maintenance.

Maintenance is cumulative over a voyage (pan call to
pon 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
ean reduce the number of mechanics needed, though al least
one sophont is lypically needed to supervise.

For every four man-hours of maintenance not made up
lx:fore the ship lifts, roll randomly against the average Mechan­
ic skill of the engineering department (-4 for every missed
check after the nest). if that roll fails, roll against the ship's
Health (HT). Failure indicates a minor breakdown; critical
failure indicates loss of 1 point of fIT and a major system

breakdown. (The GM may pick one, or use the Major Damage
Table on p. OTl74.) Repairs are conducted using me 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 fIT after any combat in which the
ship Dodged, exceeded its rated load capacily (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 de.'icribed above.

Routine maintenance is not the same as operdting the equip­
ment. It is the boring task of perfonning 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 wul Pal'sengers, 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 lhan battle damage. per­
manent "bugs," etc.). Such maintenance costs 0.1 % (1/1 ,000)
of the original purchase price of lhc ship and requires two
weeks at a Class IV or Class V starpon. The owner must
make provisions for the payment of the maintenance fee
when it comes due. Crew members generally take lheir vaca­
tions at this time. The ship owners must make provisions for
the expected loss of revenue while me ship is laid up (includ­
ing paying the vacationing crew's salary).

Annual maintenance can be conducted by the crew
themselves at a Class ill or bener starpon in twice the nonnal
time (four weeks), provided lhe required parts have already
been purchased at a Class IV or Class V starpon at a cost of
0.05% (112000) of the ship's original purchase price. They
lake up If200 lhe ship's hull class in dtons. There is no addi­
tional cost above crew salaries and berthing fees, but the
crew obviously get" no vacation. At Class r 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 areal4,ooo 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). Pemlanent "bugs" may also be "bought off" with
character point" at lhi!> time.

REFITTING ANO

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 OM judges
whether lhe yard can do lhe 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
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value. especially if the negoliators ensure that extra time and
care are taken with their project.

A damaged system is one that has losl more th,m 10% of
it.. HPs. A disabled system is one that has lost more than its
HPs. A destroyed system is onc that has losl more than six
times its HPs. Damaged systems may be repaired for 1120
thcir 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
rcplal:cd for their full original cost plus 10%.

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. 854). Damaged systems are lreated
as a "minor" repair. A disabled systcm 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
COII/roi Phase. p. OT170.

lime for extensive repairs or refining is generally C(lualto
half the time il would take that shipyard to build a Ship of mass
equal to the mass of ge<lr being replaced or installed. This may
be modified by extra payments. as described under Standard
Desiglls, p. 14 - and, ofcourse, by the GM·sjudgment.

If the OM 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 pans run
out. These are lIot considered field repairs.

FIELD 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' wonh of
repair equal to 10% of the hulfs 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. GT 170 for more information on damage
control and emergency repairs.

Field repairs tcnd to break down. Roll against HT each
week per rep.1ired 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 + I bonus for each previous week in which the system did
not break down (maximum +3). TIlC 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 tempor.ny: more pcnnanent

work usually requires specialized
facilities and more spare parts
than are typically carried aboard a
ship. Funher repairs are only pos~

sible as described in Refitting and
Starpon R~pairs, p. 106.

WILDERNESS

REFUELING

OPERATIONS
Starships use hydrogen for

fuel. Military starships in pmtic­
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 arc conditioned by

thc ready supply of fuel in the theater. In panicular. any task
force arriving in·systclll is likely [0 have empty tanks.
which puts it lit a severe opcrational disadvantage until it is
refueled. As a result. most naval tactics are centered on the
necessiry for refueling; the first priority for any task force
entering a star systcm is oftcn to secure and use the most
convenient fuel source.

Warships call't count on being able to refuel at a friendly
starport. Instead, they must galher 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 aunos·
phere of a chosen gas gianI, scooping up the atmosphere.
On·board refining plants can then separate hydrogen gas from
its nalUral contaminants, storing purified hydrogen in fuel
tanks for usc 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 smrships are capable of refueling from
aU 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
lake off. A partially streamlined ship (what GURPS Tral'eller
calls ''unstrcamlincd'') cannot land on a world, but most such
ships art capable of skimming gas-giant atmosphere..... A
completely unstre:lJTllined 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 aiL
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Some stsrships which have difficulty with wilderness
refueling carry small craft specifically designed to expedite
refueling operations - these "fueling shuules" collect the raw
fuel and bring it back to the !itarship for refining.

REFUELING CLASSIFICATIONS
aval vessels genemlly 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
rcorgani7..L'tI. 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<ap refueling. with fuel lankage equal to more than 50%
of the tolal fuel tankage of the task force.

Restricted Reflleling: A l<tsk force has re.ftricted refuel­
ing capability if it includes ships only capable of gas-giant
refueling, with fuellankage equal to 50% or more of the tolal
fuel tankage of the task force.

Tallker-Depelldell1: All other task forces are considered
ranker-deIJelulenl. As long a~ at least 10% of tola.! fuel lank­
age is carried in ships capctble at least of gas giant refueling,
the task force can still perform wilderness refueling (although
very slowly). If this requiremem cannot be mel, operationally
useful wilderness refueling cannot take place. and the task
force will have to be refueled from local refined-fuel sources
- slarpOrts, baores. or tanker squadrons.

REFUELING OPTIONS
TIle refue,ling operation is a point of danger for a task

force. as forces are vulnerable when low on fuel and maneu­
vering in a gra\fi(y well. Fueling pnx::OOurcs arc well thought
out and include several options.

Administratil'e Reflleling: 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
emf!: these are nonnally streamlined for refueling dips in il

gas giant. One pass through the gas giam·s atmosphere is suf­
ficiem to till 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 cOnlinue to sonie once
every three hours umil all Ianks are full. Small streamlined
escort vessels (genernlly less than 1.000 dtons) take lurns
refueling themsel\·es.

Squadrons are normally arranged so !hat at least 10% of
their fuel Iankage is <.:arried in streamlined vessels. l1lcsc arc
not always the right vessels for the lask. 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
divened to administrative or other duties. reducing the num­
ber available still further and incrca.~ing refueling time in pr0­

portion. If the fuel source is an ocean. the refueling vessels
must penetrate the aunosphere. land in or near the ocean. and
lill 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 sonie) to
refuel. as sufficicnt water (or other) ice must be mined and
~Ited to fill the 13nk.s.

Tactical Refueling: Technically. naval regulations ad\'ise
always jumping into II. 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 <..''Onditions may be required. Much as in admin­
istrative refueling. the squadron·s small craft and streamlined
escorts skim gas fmm the gas giant bUI do so under cover of
the squadrun·s many lighte~. and protected by the big ships'
guns. A specific fonnation or position called ··high guard·· (so
called because the ship is higher with respecl 10 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 refuelin£ lakes many SQl1ies, however. and many times
the commodore will be content with grabbing just enough
fuel to jump out-system.

Self-Refueling: Vinually all capital ships arc unstrcclm·
lined. Utter dependence on small craft can make any ship.
even a battlcship or cruiser. very vulnerable. Loss of a signif­
icant fraction of refuclin£ craft can substantially increase the
time necessary for refueling. reducing the squadron·s opera­
tional mobility. Their tOlal loss could make the squadron
impossible to refuel. InstCl.ld. big ships (other than dispcn;cd
SUllcture tenders) can use their limited streamlining and fuel
scoops to make a direct fuel skim of a gas giant: how much
of an emergency mcasure this represents depends on the
structural inlegrity and state of repair of the ships themseh'es.
This procedure will not work with an ocean or ice cap (unless
the ships are equipped wilh extensivc contrabJTavity. and evcn
then this is quite dicey). but it does give the squadron the
abilil}' to refuel in most star syslems. Each ship in tum dives
into the gas giant's atmosphcre and opens iLs fuel scoops.
loading up with raw gas directly from the atmosphere. 1lle
remainder of the squadron maintains high guard above their
b:1cks. Self-refueling may also be ordered when time is of the
essence and the dUUI of enemy intervention is slight.
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HIGH GUARD
A ship conducting gas-giant skimming is particularly vul­

nerable to attack. The ship must maintain very narrow parame­
ter.) of speed and orientation or risk losing control. Because
they an:: traveling in the clear air above the clouds, skimming
ships an:: 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 dwing ilS run covers 3-5% of the
surface of a 10vian-class gas giant. Given that choices of refuel
track are constrained by atmospheric conditions. it usually
takes fewer than 20-30 SOBs 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 Azhanri
Hig/l lighlrling-cla<iS cruiser using its organic fuel shunJes. The
loss of two or three shuttles to random SOB 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 belween 0.2
and 1.2 diameters above the suIface; the average is 0.7 diam~

eters. This stiU provides only a limited useful time on station,
usually timed to coincide with the start of the mn.

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 Id% 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 (OM's
choice, or determine randomly).

Loss ofcarried craft: Any craft carried in exter­
nal cmdlcs an:: 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 piJot must make an additional Piloting
skill roll to maintain conttol.

Loss offllel-tank illfegrit)': One or more fuel
tanks has ruptured. Roll the ship's HT-5; for each
point by which the roll is missed, 5% of the ship's

fucl tankage is danlaged and unable to retain fuel, reducing
total capacity. Repairing a ruptured tank is a major repair.

Loss ofmaneuver comrol: Damage to the vessel's maneu­
ver thrusters or control surfaces results in an unusual attitude or
condition. The pilot must continue to makc 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 lhc Major Damage Table, p. OTI74.

How FAR Is THAT GAS GIANT?
Computing travel time between planets is simple, once you

know the distance between them (see p. GTlI9). The only
problem is that in a planetary system everything is constantly
moving; the dislance [0 the gas giant will be different next month.

One way to dClcnnine relative planetary position is to assume
thai on OOI..(X)Q() all the planets in every star system were lined up.
To determine the distance between planets, follow lhesc steps:

I. Divide the day number by 365. add the year number. and
then divide the sum by the planet's period (in years). Keep ollly
the decimal pan of lhe answer. Multiply this by 360" 10 find the
planet's orbital location. This is value X.

2. Repeal 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 Ihe planets using this

formula: square root (A x 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 Ihe second planet

GAS GIANT SKIMMING
A vessel in low orbit around a gas giant completes one

orbit in 34 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 (sec below). TIle ship spends about an hour filling its
tanks aI 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 thruster.) to countemct its weighl and pointing il<; nose
up to obtain every possible amount of lift (even from
unstreanllined shapes). Once the tanks are full, the ship accel­
erates back up to circular orbil specd 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 arounu lhc 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 ils nln. Wilderness refueling is
thus a complicated ballet. orchestrated with the utmost care.

To calculate IIllLrilllll/l1 skil1ullirlg airslJeed: Firsl calculate
high a1tilUde drag, which is equal to total surface areal4O. For
unstreamlined ships, subtract loaded mass from t:hrust to get
adjustcd Ihrust; for streamlined ships just use total thrust Then
calculate airspeed per p. GT159, using these values of drdg ;md
thrust. For streamlined ships, skimming airspeed equals regular
airspeed x 2.83. Skimming airspeed i~ only u~eful 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 all 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
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"/ was so excited on my first i1l1erstcllarflight. / sat gilled
to (he \'i~port all the way out to fhe jump point, watching my
home world slowly shrillJ.'ing. Jr felt as if/was leaving behind
all the baggage ofm)' previous life. making a clean break with
the past. Then came the "wgica/ moment wheTl they di"uned
the lights - / held my breath. t')';lIg to feel the difference as we
made the transition. / felt noth;/lg. bllt ",hell the lights came
back up they'd sh"t off al/lhe \';l!II'ports. For the ll£I1 week,
the interiorofthe sllip \\'as to be Ollr entire universe."

- Alison BerghQlIS. Memoirs oja TrtlJ.'eler

Every year, the romance of slarShips draws hundreds of
millions of young sophonL'\, eager to try the wandering life.
Most of them who succeed in finding slarShip employment
soon discover that life aboard is anything but romantic. Of
course, most of the hopeful applicanl<; each year fail, doomed
to spend !he rest of !heir lives planetbound unless they can one
day ga!her!he fare for an interstellar business trip or vacation.

Of course, life 011 a slarShip is not for everyone. Simple
things that dinsiders take for granted - walking in the park.
visiting a museum, making a spontaneous trip -are impossi­
ble on a stanihip, where life is bound wilhin the hull and
governed by duty. Yel the discipline and camaraderie can be
very comforting, and the spartan lifestyle allows the crew to
focus on education and cntertainmenl. And al 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 nx.TIJiting !)()SIS for those services. Meanwhile,
every starpon of Class Dor better is likely to host one or more
employment sciVices. which work with the merchant lines and
other private organi7...lltions lhat might hire crew. Register wilh
such a service, even if that JUSt means putting a notice up on a
bulletin board somewhere in a Class Ustarport's administration
building: sooner or later a ship will come by. If there is no such
employmem service, it will be necessary to haunt the swpon in
person and apply directly to visiting captains.

Finding a berth aboanl a star'ship requires surprisingly lit·
tle technical skill. It helps 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 !he life
aboard, forcing each hopeful spacehand to try to stand OUt in a
crowd. Still, most of the organizations that hire starship crew
wiU accept young sophonts who have JUSt completed basic

education. Such "appremices" or "recruits" provide the basie
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 tmpcrial Navy is a military organization. which

nonnaUy acceptS applicants looking for a first (or only)
career. The Navy accepts many inexperienced recruits.
allhough (unlike most slarfaring organi7..ations) it stresses
education even for its enlisted personnel. Even college grad­
uates who enter the seiVice are likely to begin their careers
in the enlisted r.mks.

The Navy's officer corps has a strong bias toward
rccruil'\ 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 eaming an appointment to Officer
Candidate School (OCS) is the best approach.

Aside from the Imperial Navy, there exists a variety of
local naval organi7.8tiollS 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 spem closer 10 home.

Imperia/Interstellar Scout Service
The nss usually nccepl<; applicants looking for a I1rst

career. bUI 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 IlSS 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 dinside
facility somewhere in Imperial. Such facilities are often on
wilderness planelS 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 n55 are normally assigned
to the (more formally structured) Bureaucmcy. 1be Bureau·
cracy ha.<; a fomlal 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 thai operate in Imperial space

will accept bom inexperienced recruits and Ihose wbo have
already spent time aboard. Indeed, former Navy or Seoul per­
sonnel are often sought after for berths on merchant ships.
1be largest merchant lines lend 10 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 mililary 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 recruiunenl, although the megacorporalc lines
often prefer collegc~ucated apprentices. Many of the largest
lines operate "merchanl academics" a... a substirute for college
education, giving inexperienced apprentices a chance to
advance their careers and pick up useful shipboard skills early
on. Smal.ler 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 lo prove that he has
mastered the skills necessary for the next grade. Passing
one's examinations doesn't mean that promotion is aUlomat­
ie, however. If no position is available at the next higher
gr.we.. then the crew member must remain where he is.

Many merchant crewmen join spacers' guilds or brother~

hoOOs. which can provide a number of benefits in exchange for
a modest monthly fee (Crloo is nonnal). These guilds can
offer msunmce and a pension to crewmen who normally move
from one ship to another on a regular hao;is. They can help
crewmen who are "looking for a ship" to find employment ­
although they often regulafe the job hunt as weU. Crewmen
looking for a benh may have to give way to others with more
seniority, or there may be a "first come, first placed" potiey.

Free Traders
Frcc-lradcr 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 lmperi~

urn. 1bcy are often willing to hire very inexperienced crew.
and indeed are even 1e&S likely than most merchants to value
university education. Fonner 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 £ree-lradcr ships are a bit clannish, with captain and
crew working together for years aL a time. A few free traders
even operate with maniage 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 Inlders and their crewmen often make use of the
same spacers' guilds that are commonly associated wilh
organi7.ed merchant lines.

Private Owners
Aside from the merchant services, many private organiza­

tiom and individuals opcra:tc their own starships. Such ships ­
scientific vessels, safari ships, nobles' yachts, racing vessels,
and so 00 - are similar to merchant lines in their recruinnenL
The main difference is that such organizations rarely accept
inexperienced crew or offer basic training in shipboard skills.
IT a private enlity can afford to operate a starship without
engaging in continual trdde, il can probably afford the best pos­
sible crew. Such private vessels hin.; crewmen with plenty of
prior space experience, and pay them well for their expertise.

STARSHIP SUPERSTITIONS
Even after 10.000 years of Human space travel, the

whole enterprise of flying 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 superSlitions actually
work, and he'll probably deny it - but he'll continue
with his small rituals, anyway.

The most famous such superstition is the VLlani cus~
tom of jump dimming. Starships with largely Vilani
crews still follow this practice. Just before a ship enten
jump, the lighting aboard ship is reduced to nC3f-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 opcnIted on a lower safety margin, and all
extra power had to be diverted to the jump drives to
ensure proper function. This explanation is nol 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 l.TCWS pointedly ignore the practice.

Other superstitions involve boarding before depar­
lure. 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.
Asian crews will often light a candle in the ship's shrine
as part of the pre--jump preparations. Some Vargr crews
inflict a hamtless ritual beating on the flrst member to
come on board after the crew is recalJed; it is consid­
ered an honor to be the "victim" of this beating. Droyne
crews use a special set of gold coyns to "ward" the
jump-drive equipment. p1aciDg each coyn under one of
tbe bolts Ibal holds tbe jwnp drive to tbe floor of the
engirwring compailwtuL
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CREWING A SHIP
A minimum number of jobs must be covered to opemtc

any given ship. The crew must operate all of the ship's systems
as needed. keep the vessel spaccworthy by following mainte­
nance requirements. and keep it legal by meeting all safely
requirements for the area of space where the ship is openning.

General Requirements
Actual crew requirements vary. depending on lhe func­

tion and owncn;hip 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 opcmlc the ship and perronn
routine maintenance.

Commercial starships must meet more stringent legal
standards for crew size. Ships operlliing in the Third Imperi­
um must comply with standards set by a certification authori­
ty such ali the Tmvcllcrs' Aid Society: see pp. T:Ff70-7l ror
the peninent rules. Ships operating in the Solomani Conred­
eration must meet similar requirements in order to qualjfy for
ccrtification. tcsting. and inspection services provided by
L1oyd·s. Ships in the Hierate and Vargr EXlents mu::;t have
sufficient crew aboard to operate the ship and keep it run­
ning.•• lthough specific crew requiremenls and positions
might be different. Zhodani and Hiver ships use a markedly
higher level of automation, but even on their ships. 0. sophont
will be in charge ofbuth thc ship and ibl cquipmcnl.

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
suppon in the form of robots. routine vehicle operation
(RVO) progranls (see p. 70. or a robotic~hulled Ship. Com­
mercial ships in the Imperium arc not authorized to carry pas­
sengers unless there are enough sophonts aboard to supervise
any robots perfonning maintenance or operational duties.

Most insurance companies •• Iso limit covemgc 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. bUl many starpons prohibit
vessels crewed by unqualified persons from entering their
conlrOl areas. Maintenance requirements must still be met. or
evemually the ship will nol run.

Military requirements vary. but com­
mercial guidelines are a good place to start.
with e:-::tra engineering and maintenance
crew for damage-conlrol duties.

Crew Size
During normal operations. the crew

is busy with the boring task of monitor­
ing thc ship's systems - scanning the
sensors for debris (or pirales). verifying
position, ensuring the drives are operat­
ing correctly. k(,'Cping the rcactor output
high enough 10 supply the ship's systems,
and so on. The Crew Slatistic (see Mod·
ule Tables. pp. 124·139) for each module
gives the number of equipmem operators

required for such conditions.
Preventive mainlenance (or PM). means running equip­

ment nO( currently in use through a series of tests 10 ensure
compliance with some Sci of guidelines. Preventive
maintenance also includes the little Sluff - cleaning switches.
torquing nuts and bolts, scrubbing power-cell connections.
cleaning the fuel-processor filters, and so on. The Muinte­
nance Requiremem (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), lor instance. would pemlit a crew~

man to perform anything from simple prevcntive 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. bUl he should feel free 10

make skill checks if something is amiss onboard (saboteurs.
balllc damagc. ship quirks or flaws. and so on).

INCIDENT-FREE VDYAGE
Most voyages are routine. Requiring every crew

member to make a skill roll for every task would till the
univer.>c with exploding starships. lnstcad. 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 condilions. 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 solulion). On a failure. lhe GM shouillthink
of a particular problem and have the appropriate crew
mcmber make a skill roll to avoid it. Problems can
range from an officious flighl controller delaying clear­
ance because of a spelling mistake in the cargo mani­
fest. to the possibility of a minor brcakdown in lhc
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 OM is always free to impose a skill
roll ror a crew member or to roleplay the details of a
particular voyagc.
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BASIC DUTIES
As soon as a new crewman reports aboard, he will be

in5elted into the starship's daily routine. Very quickly, he will
be told when he is 10 be on dUly, what his normal duties will
entail, and what his responsibilities are when the ship is per­
fonning unusual evolutions. Nothing is left to chance; even if a
crewman can'{ speak 10 his immediate supervisor in a stressful
moment. it should always be clear what's expected of him.

Inexperienced crewmen will tind 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.

OUTY 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 wilh jobs, so
that everything is done as efficiently as possible.

Departments
Most starships divide their crew into depamnents, each

of which is responsible for one major aspect of ship opera­
tions. The number of department<; on any given ship varies. A
small free trader will usually have no more than two depart­
ment<; (deck and engineering). Ships with hundreds or thou­
sands of crewmen will probably have many distinct
depanments, as well.

Each department is always led by an ofticer, lhe depal1­
menr head. On a small ship, the department hcad will he a
low-ranking officer (who may actually be the only person in
his department). On a large ship, a depanment 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 depan­
ment as soon as he reports for duty. His immediate superviiillr
will be the section, division, or depanment 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 walehbill 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 tilled with
qualified people.

Most vessels have a variety of watchbills for different
occasions. Some of the most common watchbills are:

Standard warchbill: This watchbill is used while the ship
can afford to maintain minimum bridge and engineering
watche.\i. such as whcn it is in jump space, or when it is ill a

SHIP'S ARTICLES
Every ship has a set of ship's article.... These serve

as ilS cbaner or constitution, spelling out the responsi­
bilities of the ship's captain, ofticers, 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 opc....dlC more than one
stafship (merchant lines, scientific foundations, and so
on) often publish general articles for their whole fleet,
but stiU pennit the captain of each ship to make specific
additions. Even small free traders publish ship's ani­
c1es. 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 depan­
ments, establish the walchbills 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 10 log discipli­
nary actions and crew complaints.

For a (very basic) example of ship's articles. see
p. G:FT141.

sta'llOrt Witll all the drives shut down. Someone must be on
duty should an unexpected problcm arise, but many bridge
systems don't need to be manned. Military vessels often use
this limc to run watch teams tluough simulations or other
training. Civilian ships often use this lime for maintenance,
sending crewmen who would nonnally be on watch else­
where to supplement the maintenance gang's effollS.

System warchbill: This watchbill is uscd while in transit
to or from a jump point (on SDBs and other non-starships
this is the standard watchbil1). 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 officcr tracks and identifies all visible
objects. The communications officer handles aU 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. 'lbe captain is on the bridge and the chief
engineer is at the main engineering control station. 'lbe mate
(or XO) wiU often be at the main airlock to greet any inspec­
tion, customs, or other officials who may attempt 10 board the
vessel as soon a<; it is docked. The navigator is available on
the bridge. On anned ships, gunnery stations arc manncd 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 emergcncies.
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TURNOVER
"It's 2245. sit;" whispered Able SfHJcelwnd Rose above

tile sOUllds ofSIlOlin8 as he shook 1.l. Dravos S/lI/galii.
LJ. Shugalii could only dimly lIIake 0111 the Messenger of

the Watch in the dim red lighting. "Thank yOIl, Spacemall
Rose. and give my comp/imcms to the ODD:'

LJ. Shugalii rolled ()fit ofhis narrow bUllk and groped his
war o\'er to hi.f desk. Bunging agai'Lw a chair, he muttered
a~1lt lhe emRolI staff that had bumped him from his two­
man stateroom to this fOllr-man CPO bunkroom. Well. or
least ht> Imsn'r eatinG ill the enlisted mess. Dral'Os tapped ill
an order all his daw pad for midrats down at the wardroom
cmJ pulled on his IIII1/oml byfeel and habit. After three years
aboard the Gionetti·class cnliser INS Uluumi, he could and
oftell did dress while still aslcep.

nl#! dock alJOI'1! the CDC Imlel! officer'S deskjlipped to
2305 as l.J. Shugalii StepMd into ti,e CDC and looked lip at
the taclical display. 77le Uluumi was still in company \l"ilh
t\l"O Ga1.elk.cI{l....~ d()'~f! f!.W.YJrts, headed illbowld 10 the gas
giallf in Ihe Walsron system. No threats were ...howing all the
screen alld the taskforce lI'as still at condition JJJ olen.

Drams grutetl P03 H01UOII, 'he boalswa;'1 of the
I\'ard" as lu' came omo ,lIe spaciou... bm dimly lit bridge 01

2320. n,e pilot's starion lI'as manned by Ensign Yoshi1lara,
while the ODD 11'0'" L'lJlldllcling a Iraining session for nt·o
midshipmen and a mtillg at tile astrogator's station.

Lt. SIII/galii walked ol'er to the navigational display alld
c1lecked tile planned COllrse and allY l\'UmiTlg.~ or 1I0tes left
by 'he astrogaror or rhe captain in his night orders. Again, il
looked like he lVas 10 position rhe ship so moming warell
cOllltl,H!rform the fnJlltier refueling. They had all the filii.

Lt. Re\'allooked lip from the console as Dravos stepped
oller alld tapped IIim 0/1 tile sllollider. "Dravos, you're early
a,~ IISlial. We are in uu:tical cotlfrol of the Anlelope and Kudu
headillg at ] G to the system gas giant. High gULm] orbital
i"se/1io1l is sclleduledfor 0300 IIours."

Lt. Reval II/riled back from tile tactical display and
brought lip rhe caprain 's lIiglll orders in ti,e air in front ofIhe
command chair. "The CO wams to be called if we pick lip
any traffic, alit! ifl aflY event at 0245 before we start manel/­
ven·flg. Eflgineering is perjomling maintenance on the jump
drive. but all olher systems are at 1I0minal." The display
changed under his promplilJg 10 show system readouts alld
Ihe chiefengineer's instnlCtions.

Dravos looked aroulld and saw tlu! walch quielly challging
around him as the mid't\.'tJJch came on duty. He straightelled
up, salUled his!ritnd and said, "ll?lieve )'Ou, sir:"

"I sland relieved," answered U. RevaJ. handillg over the
DOD dala pack. "Attention on the bridge, this is U. Rfl'al. l.L
ShugaJjj has tM deck." he stated w.ldly 10 lhe bridge Cn'l\!

DraW)$ compleled lhe ritual wilh. "This is u. ShugaJii, /
!wve lhe deck." The )'tIrious 't\.'aJchstanders adcnowledged the
changecnoer and the bridge sen/ed into quiel routine.

u. ShugaJii set his Junior DOD, Ensign Blodtmoore. 10
plolting l'tJriuus altenllJle courses for the refueling exercise,
sat back in the commalld chair, and ,ook a deep breath . ..

Loadillg operatio1ls wO/c1lbill: 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 lllay he shined to a quarterdeck
in the cargo hold, most likely in the cargo office if
there is one.

Jump trallSitio" lI'lJ.tchhill: Typically. lhis watchbill
resembles the orbital and docking watchbill. with extrd
engineering personnel at posts to monitor fuel. con­
denser, and jump-governor stations. If there are passen­
gers. medk..al and steward personnel will be on duty to
help deal with any difficulties with the transition. such
as jump sickness. .

Action statiolls h'archbill: Called when combat IS

expected. or after an attack. On small ships such as
free traders, this is c....<>entially the same as the orbital
and docking watchbill. On large ships, damage-l:on­
trol tearns art manned and fighters scrambled. Heavy
weapons systems such as spinal mounts are brought
online and extrn sensor operators are set. Stewards and
administrators man damage-control stations and see to
the safcly of any passengers. On military ships. this
watchbill is also called Gmeml Quaners.

Some ships have other watchbills. Ships that can
engagc in frontier refueling have a refueling watchbill.
Carriers h:we 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-t0-2ooo walch is further divided into two two­
hour "dog watches." giving e.1ch day an odd number
of watches and helping with watch rotation (the dog
watches also give watch standers a chance 10 break for
the evening meal). Four hours is generally regarded as
the optimum length for a wmch, permitting Human
crewmen to CilrT)' oul the duties necessary 10 opcr.Jte a
starship without risking errors due to fatigue.

Military vessels, Wid 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 syslem watchbill (p. 113) is the
norma! standard for this measurement. When the stan­
dard watchbill applies, only critical slmions are left
manned around [he 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 walch al 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 16(X) 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 dUlie."
in lhe engineering and weapons areas of the ship.

Small ships often operdte 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-Slanders spend eight hours on watch, eight
hours on various other personal and shipboard dulies. and
eight hours sleeping. When lhe ship is undergoing unusual
maneuvers (such as docking or cargo transfer) crewmen can
find thenlSClves on duty for 16 or 24 hours at a time.

We<tpons arc only crewed during General Quarters or a
similar alert. Dedicated gunners spend the majority of lheir
time maimaining their weapons. Military ships sometimes
have a cenlralized lire-control watch and a few turrets
manned at all times, allowing for rapid response while the
ship is going 10 action stations.

Crew members spend some of lheir olT-watch time per­
fonning various assigned tasks that lypically require just a
few hours. 11ley spend the rest of their day in personal activi­
ties. Many spacers spend this time meeling educational goals,
increasing their shipboard proficiencies and qualifications. or
pursuing hobbies.

DUTV TVPES
No mailer what class of starship one serves on. no matter

what its function. cenain kinds ofon-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 ac(:onlancc 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 enginccring 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
associmed 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 arc srx::cialist" in a panicular
field: electricians. drive mechanics, toolmakers.
hull-repair specialists, reactor technicians, small-eraft techni­
cians, gravitics technicians, plumbers, and so on.

On commercial ships, engineers of a given srx::cially arc
assigned to gangs lhat 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 arc typical.

Power: This gang is responsible for operation and main­
tenance of Ihe ship's power plant and the electrical
distribution system. Engineers from Ihis gang usually work

closely with those from the others. as nearly everything runs
off electricity. The requisite skill is Mechanic (Power Plant).

Maneuver Dri\'e: This gang is responsible for the opera­
tion and maintenance of the ship's nonnal 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).

!..lie Slipport: This gang is responsible for lhe 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 rc.",xm­
sible for ensuring hull integrity under nonnal conditions.
Life Support gang members havc a variety of skills, includ­
ing Electronics (Medical). Mechanic (Starship). and Ship­
building (Starship).

GraviTies: This gang is rcspollsible for the operation and
maintenance of the ship's gravitie systems ,mcl any smull­
craft gravities. The necessary skill is Electronics (Contra­
gravity); Mechanic (Spaceship) will also be useful when
working on small craft.

F/(~/: This gang is responsible for Ihe operation and
maintenance of the ship's fuel tanks. (:ollcction, processing,
and delivery plant. On smaller vessels. this gang may be part
of the jump-drivc 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 lhem should know how to fix their
gang's equipment.

See p. T:Ff84 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 fonn of preventativc maintenance, for both the ship and
the crew. if a ship's internal environment is dirty, the dirt will
(end 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 hreeding
ground for disease and vennin, and is unaltractive 10 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 lmperial ships, cleaning duty ttadi­
tionally falls on all hands alike - even offi­
cers take part, in a supervisory role.
Crewmen are responsible for keeping their
own stBtcroolnc; 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 bash. Many ships
occasionaUy OOse,,'e 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 c1~ning, including care­
ful scrubbing of every hard surface and
dccp-clcaning of carpets; this is followed by
a meticulous inspection.

Damage Control
Every starship risks being damaged,

whethcr duc 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 die situation until
more pennanent repairs bef.:omc feasible;
for example, putting a huU patch over a
hole instead of removing the hull plate and
replacing it.

Military starship crewmen are taught
damage-contml procedures from the begin­
ning of their careers. Private vesselll arc
more lax (especially if they never expect to
be shot at) bUI insurance firms usually
insist that everyone on board receivc at
least basic damage-control training.

During damagc-contml operntions, 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-eontrol operd­
lions onboard ship - usuaUy a very senior
crew member and sometimes the chief
engineer himself. This damage-eontrol offi­
cer (OCO) hac; the power to pull personnel
from whatever departments necessary to
ensure the vessel remains operational. TIle
DCO usually has a damage control assistant
(DCA) who handles ffity-to-day operations.

Up to half of the crew may be assigned
to a damage-control (DC) party during

116

STAYING ALIVE
Space is deadly. Onooant a ship, there is only a thin skin of metal

holding in air, food, water, wannth, and light. and holding out the cold,
dark vacuum. 1be margin for error is slim - even a second of inattention
has an enormous potential for destruction and death. Most smrships
conduct safety drills for the crew on a regular basis. prdCticing how to
deal with various life-threatening situations. Passengers are also
expected to learn a few simple things 10 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 alann goes off.

Decompression
Almost all stan;hips 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. 5105). 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 ea.c;y for trained
personnel to deal wim, 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 causc 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 00. For this rcasan, all starships (unless
the crew is suicidal) are equipped with alanns that go off when air
pressure drops below certain levels (the alanns 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
lime to spare. In fact. the ''tailored'' vacc suit available at TLI2 is so
comfortable that some starfaring organi7.8lions use it (without the helmet)
as the standard undress uniform. For decompression emergencies,
starships carry rescue balls (see p. GTJ 12), 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 elllire crew into
vacc suits and reduce air pressure 10 zcro to prevent explosive
decompression from battle damage. This is usually not practical for
civilian ships.

Fire
"The nurin datngcr from fire on a starship is asphyxiation and smoke

iohalaliOD. fTue may also cause oxygen or fuel stores (0 explode, or
damage computer systems. PasseIIgers on a starship are insaueted to get
out of the affected cornpartmenl as quickly as possible. If they cannot do
so, they may use a rescue ball for fire emergencies as well as
decompression emergencies. The balls provide IS minutes of air, and are
reasonably resistant to heat.

Fuefigbting on a srarship consists of localizing the problem by
sealing off the bwning compartments, cutting off artificial gravity and
ventilation, and then evacuating the air. If a compartment contains living
beings or cargo that could be damaged by exposure to vacuum. tbe
situation becomes more complicated; the crew must then use more
conventional means of firefighting.
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emergencies. Each par1y is responsible for a particular section
of the vessel. They get their orders from damage-control cen~

lral (DeC). a watch center typically buried deep in the ship,
and they repor1 progress on current I<lsks <lnd other relevant
status back so the OCO can track !:he ship's current status.
Then; will usually be one damage-control locker (p. 68) per
damage-eontrol party. spread !:hroughout the vessel. Assume
one DC party per 150--300 people onboard. with a minimum of
two on ve~~ls over 1.(X'JO dtons.

Damage-control parties are usually headed by people
with training in Shipbuilding (Starship). On larger vessels,
these people spend their enlire careers doing nothing bUI
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 !:hese crises.

Whcn using the rulc.'i on p. GT 170, Lreat Ihc DCO, DCA,
or OC party leader as a chief engineer for oonus purposes dur­
ing a cri.~is only. if GMs prefer a more detailed repair scenario
(airlocks. jammed turrets. etc.), refcr to Surface Features,
pp. 31-32. to determine the HPs for individual components.

Gunnery
Armed starships require a gunnery crew. On a small

ship. lhere may he no fonnal weapons depaJtment; 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, c1e.m 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 offiecr.

Naturally. all crewmen will have 10 draw and use supplies.
and may be charged with buying more 10 replenish low stocks.

starship operation. in mosl 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 dean ship).

Passenger Relations
Starships that carry passengers are a special case. The

occa.<;ional passenger on board a military ship will be treated
courteollsly. but will be expected to confonn to mililary pro­
tocol. Commercial ships are milch more solicitous toward
their pa.<;sengers· needs. The stewards wiJI spend as much
time as possible making sure passengers <Ire 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 din..ctly with passengers will be expected to help presem
the ship in a good light It particularly helps if they maintain a
good personal appearance. Engineering crewmen on small
passengcr starships are among the cleanest in the Lmperium.

The most important element of p<lsscnger 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, <lbusive
passengers are treated with courtesy at all times. There are
exccptions, 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 pa.<;senger is a good
way to get locked into one's stateroom for the duration of the
journey. or put off at the nearest pan.

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
seck out friend<;hip or a romantic inlerlude among the other
passengers, they may approach the crew. Most starships for­
bid crewmen to respond with anything other than discreet
professionalism. Fortunately, only vel)' 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.

Administration
Every starship runs on paperwork.

The ship's log must be kepi. 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 infi"itum. For
further informalion (al least as regarus
privately owned ships). see Far Trader.

MOSI of this paperwork falls on the
captain's shoulders. allhough he orten
delegates as much of it as possible to
others. Ordinary crewmen will oflen be
required to read. understand. or sign
official documents covering aspects of

LIFE ABOARD 117



CAREER PLANNING
Starship crewmen are motivated by many things,

but onc of the most powerful force... is ambition. Any­
one who serves aboard a working starship for long
knows that the captain's job is one of the most difficuh
in the Imperium ... but many of them would still love
to try his unifonn on for size.

Some organizations set up well-detined "career
paths" for their members. These dclinc 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 laler
steps. A good career path provides a wide variety of
experience, while the crewman holds positions of
increasing aUlhorily and responsibiljry. The Imperial
and local navies, the 1155, and the larger merchant lines
are all notable for Ihis kind of career planning. Crew­
men aboard these starships will be encouraged to defme
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 infom1a1 services (small merchant
lines. free traden;, privately owned ships) arc less likely
to publish fonnal career plans. In such organizations,
it's difficult to plan for when the next necessary position
will be available. They llSllCllly 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 letlen; of recommendClllon 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 slMShip crewmen. TIley

must master a variety of highly technical skills. Military crew
need to leam military protocol, tactics, strategy, military law,
and basic interstellar politics. Cummercial spacehand.. must
learn some business economics, accounting, and law. Anyone
with ambitions for a senior officer's benh must muster not
only all the skills in his own department., hut also a smattering
of all the skills relevant to others. As a result, much of any
crewman's "off:.etuty" time is taken up with training - person­
al study on the ship'f> 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-camed re...L He may seek out his own enter­
tainment on the Shipboard lnfonnation Service. curl up with
a good book, or use the crew lounge.

Starship crewmen naturally socialize with each other
when off duty. Shipboard protucols pennit this, although

certain kinds of relationships are discouraged if they threatcn
to impair effectiveness, hann morale, or raise questions of
favoritism. In the military, these relationships are generally
called "fr.tlemJzation," and can involve romantic tics, private
business partnerships, gambling, or loans of money (among
other things). Such relationships are sometimes pennissible if
both parties are of about the same nrnk and don't have duty
together, but even in such cases they are discouraged. Viola~

tion of thc fratemization rules will usually hann both parties'
careers, and may lead 10 involuntary transfer or a discharge.

Large merchant lines usually follow the military in the
nature and strictncss of rules ahout fratemization. Small mer­
chant lines, free traders, and private starships are much more
lax; indeed, it is nOI uncommon for such crews to include
married cuuples or even larger family unit... Evcn there, how­
ever, disputes between crewmen must be kept limited in
scope. A slarship is a small community, unerly dependent on
dose coupcnlllon fur its survival; an intractable dispute can
be as dangerous as a breach in the hull.

OFFICER'S DUTIES
An ordinary crewman has well-defined, but limited,

responsibilities. The weight on an officer's shoulders is far
gremer. He must operate the ship's most critical systems, and
make deeisiuns affecting the lives of evcryone aboard.

On most starships, officers can be found in two areas of
crew organization.

Crewmen who scrve at critical stations on the hridge or in
other control spaces are usually officers, even on the smallest
ships. On small ships, these officers usualJy aIJ serve in a sin­
gle department, called the operatio/l.s department on mililary
ships, or the deck department on merchant and privately
owned ships. TIle ship's executive officer is normally the head
of this department, reporting directly Iu 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

crirical - it doesn't mailer how well-tuned your drivcs are if
you don't know where to aim them! The pilot ("helmsman"
on larger vessels) is responsible for maneuvering the starship.
While night 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 nomml space are on p. GT119.

ASTROGATOR
The astrogator is responsible fur directing the pilot. In

nonnal space, this means plotting orbits, notifying the pilot of
navigational hazards, and so fonh. His most important task is
gencrdting 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. GTI20-121.
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FLIGHT CONTROLLER
Vessels with milny auxiliaries, such as naval carriers.

require central coordination to avoid collisions ~ panicularly
during launch and recovery operations. Like the lrdflic con~

trollers of a slarp0rl (see p. T:5T26), flight controllers
require nerves of steel and the sclf·confidence of an ace
fighter pilot. They frequenlly suffer from stomach disorders,
nervous conditions, and ouuighl mental breakdowns.

The flight (.'tmtrollcr plans flight paths and communicates
lhem 10 pilots, coordinates amvals and departures with hangar
and launch-tube crew. anticipates and resolves possible colli­
sions - and docs it all over again when the starship maneu\'ers.

The basic roll to avoid trouble is Professional Skill:
Right Controller (MJA)+3. rolled once per space combat
round. Apply a penally 10 skill of 1 per G of evasion or 2 Gs
of suaighl acceleration applied by the main stanihip. If thc
controller fails, all auxiliary pilots must roll against their
Piloting with a penalty equal 10 the amount the conrroller
failed by, with failure indicating an accident.

SENSOR OFFICER
A ship's sensors are its eyes and ears. Under routine cir­

cumslances. a small vessel doesn't need a full-time electron­
ics operalor. Larger vessels - and smaller vessels anticipating
trouble, like SCOUIS 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 wilh a high degree of
aUlomation. Ihey 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 walching for any
unusual sensor contact'i. When a conUlCI appears, he deliber­
alely uses the sensors and ship's compulen; to develop more
information about it. In particular, if the contact turns oul to be
another vessel, he must determine its course, heading, and
probable idemity. Every conlucl of significance must be
brought to the attention of the officer of the walch. although in
crowded sp<lc.:e the scnsor officer must use his own judgment

to detennine which contlll';ts arc "f;ignificanL" Finally, every
contaci must be cracked as long as it remains relevant to the
ship.

Dasic rules for sensor use in GURPS Traveller are given
on pp. GT165-166 and p. OTl73.

COMMUNICATIONS OFFICER
A ship's communications officer is critically important,

despile 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 mUSl be for­
warded (0 the appropriate officers, while oulgoing messages
are fonnaned and a1localed to the correct channels. Message
clarity mUSI 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"thc log on a regular basis.

Under nonnal conditions. successfully sending and receiv­
ing messages is aUlomatic 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 indicale either slower transmis­
sion or missing data. at the OM'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 ITlcssagc.'i are delayed, nOI that they are lost.

Distress Channels
Although an RVQ 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 obligaled to render assistance. and deciding to do so is
the captain's responsibility.
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Recognition Signals
The Imperium mailllain~ standard<; for recognition sig­

nals, but ships traveling outside Imperial borders must be
aware of, and comply with, the wishes of their destination
systems. The communicalions 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 sroaUer vessels he will also handle "sih'llals 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 caprure by the enemy.

WEAPONS OFFICER
Most commercial ships will not have ll. weapons ofticer

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 fonnal
weapons depanment, reporting to a weapons officer.

On a ship !hat 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 10 fire. When Ihe ship is not in combat, he
supervises maimenance 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 freshen; overflow, and
the hull itself loses structural integrity. When lhings break
down, either lhmugh old age or combat damage, engineering
is right there 10 make sure it gets fixed. The men and women
of engineering are called engineers - some may be !rUe engi­
neers as GURPS usc.<; the teon, hut the majority of them are
actually mechanics and technicians.

Contrary to popular belief. engineering (or main engi­
neering or main cOJltrol) 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 lhat provides tile power, life sup­
port, and propulsion for the vessel is located in engineering,
and that's where the majority of the engineering departmem
stands watche!'i, hut there are many other locations on lhe
ship thai require manning. too.

PURSER
Every commercial ship, even the smallest, will have a

purser. His primary duty is ensuring that the ship remains a
profitable enterpri!'ie. He is in charge of all the ship's com­
mercial payload, both cargo and passengen;. He supervises
all cargo-handling operations, verifies passenger bookings,
oversees the activities of ship's slewards, tracks lhe 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 maHers that will
nonnally fall under the purser's care.

Private non--<:ommercial vessels may include a purser, just
to handle the ship's accounts and provide lux.ury passenger
accommodations. Military ships may not employ pursers; if
there is no such officer, the analogous duties will fall to the
captain, ex.ecutive officer, logistics officer, or other personnel.

MEOICAL OFFICER
All but the s.mallcst starships. employ medical personnel,

especially if they carry passengers (and especially if they
carry low berths). On a small conunercial 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 wan;hips 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 thc mcdical dcpartmcnt.

CAPTAIN'S DUTIES
The captain is the most important person on board. On

large starships, command is his only job; on smaller vessels
hc will als.o fill another role, usually that of pilot. Everything
that happens on board ship is the captain's responsibility. He
may delegate, but the tinal responsibility is his, and he will
be held accountable for the actions of his crew.

Popular television series to the contrary, the captain does
Iwl abandon the bridge to personally investigate every
strdllge 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 10 sleep
sometime. Law and custom provide for watch officers who
ass.ume 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 firsl 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 !he final polish on his command skills before
moving into a captaincy of his own.

Management
Much of a captain's job is simple administrdtion.
The captain (and executive officer, if there is one) must

oversee crew perfonnance, 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 o!her paperwork that
every starship generates - eargo manifc.<;L<;, supply purchases or
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Shipmaster/TL

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 milila!)' ships carry a lot of adminiscrative overhead.

In particular, every starship maintains a "logbook." The
captain or first officer maintains a rough log, tak.ing notes on
ship's activities as they occur. possibly adding repons from
other office~ or crewmen. At some point, the rough log is
edited into a slI1oo,1I or official log, which is stored on an
unallerable medium and can be referred 10 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 jf the ship and its crew ever face legal action.

Another common administrative duty which the captain
never designates is the filing offlight plans. A flight plan is a
public declaration of intent to pilot a vessel from one location
10 another. and is required by lrdffie-control authorities in
every civilized star system. See p, T:FT73 for more
infonllatioll 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 opemtions. By cradition. even ifhe works for a larger
institution, he is sole ma~ter 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 opemtions or correctly handle ship procedures:
see below).

STARSHIP SKILLS
The following skill listings fLrst appeared in Far

'1'radBr and are repeated here for convenience.

Shiphandling/TL see p. CI161
This is the skill of commanding a large (1.000

dtons or more) starship. The person at the helm still
needr. Piloting skill. Officers on large vessels should
add Shiphandling (and its prerequisites) to the templates
in Chapter 3 of GURPS Traveller,

Defaults to IQ-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 ulcra-tech version of Sailor
skill (see p. C1l54), and covers the information in
Chapter 4 of Far TrcuJer. It is to spacecraft what Avia­
tion skill (I'. CJi53) 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 weU: 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 baltle, after a l6-hour shift of cargo handling, and
so on). If they arc to pcrfoml well, they must be mOlivated 10
give their best every day.

The nature of good leadership is hard to define, and can
be noticeably different on different r.hips. 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 olle 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
wonhy, makes good and timely decisions. and is tough of
body and mind, Another imponant item is compassion for
one's subordinatc..~. 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 interdct with NPC crewmen, see
Loyalt)' of Hirelillgs, p. B 195. 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 corpomte 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 ftle."

The GM should fill in the details of why each crewman
has the auitude 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 fonn 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 r.vislS to make their game more interesting.

Captain's Table
The Pes are all command officers on a medium-sized

starship. For a trading campaign. use a subsidized mer·
chant vessel; see p. GTl46 or p. T:Fr138 for examples. A
military campaign can use a GazelLe.c1a<;;s close escort (p.
97), a 400-ton patrol cruiser (p. 86), or (for extra dirtside
action) a Broadsword-dass mercenary cruiser (p. GTl39).
All of the ordinary crewmen and junior officers are NPCs,
drawn up and handled by the GM.

This campaign concept is oriented around the de[ajJs
of command, without the need for some players to take on
subordinate roles. Military slarships 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
managemem, 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 chardCter­
driven, as I:be 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 will be compecem and ambitious, while oth­
ers will be ''problem employees." Some crewmen will get
alQog with each other, with the senior officers. and with the
po_-wbile odJers will be 50UICeS ofcoofljct.

Note that the "Lower Decks" campaign can easily lurn
into a more traditional merchant's game, or even a "Cap­
rain'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 ba<;e world,
preferably with a Class V starport and in the midst of an
extensive web of trade routes. In the Spinward Marches,
worlds sucb as Eratc, Glisten. Regina, or Rhylanor are all
good choices. In the Solomani Rim. the density of !fade
yields literally dozens of candidates.

Each player should generdte a "core" chamclcr, 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 ir 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. 8180-181). The adventures will
often be set many parsecs apart, and may be independent
(or the OM can develop a long-range plot to link them,
slowly revealing itta the players across many adventures).

After an adventure or two, each ship will return to the
base world. Core characters will meet once again; they may
change jobs. moving from one ship or situation 10 another.
With adventures, the core characters will gain skills and
experience, and will qualify for more advanced positions.

Eventually the core characters may be powerful
enough to set their own courses, possibly assembling as an
experienced merchant crew and transfonning the campaign
into a more traditional mercantile game. In the m.eantime,
the players have gotten a chance to sample a wide variety
of worlds in the Traveller setting. They will also have
encountered d07..ens of interesting NPCs, and will have a
history of inteIacti.ODS with them.

"Looking for a Ship" can also work with characters
on active dul¥ in the Navy or Scouts. In this case, the
core charactets will wotk their way up the promotion lad­
der in their cboseD service. !be adventures are more like­
ly to be military. exploratorYJ or political rather than
mercantile in nature.
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PASSENGERS
Being a passenger on a slarship is not much

different from being locked in a small hOlel
room. with no business 10 allend to and
nowhere to go. for a week. Much of me way
passengers are handled is imended to make this
experience as plcaW11 as pos."ible.

Entertainment
Passengers arc nonnally provided with a

wide variety of reading material. holographic
movies. games, and Olher amusements. Much
of this is accessible through the Shipboard
Information Service (p. 8). On large passenger
liners, one or more live entertainers lllay be
booked. and there are usually scheduled llclivj·
lies to divert the passengers from their cabin
fever. Repeal 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 (:ombination
(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 usc in emergencies.

On most vessels. passengers are restricted
to certain areas of the ship except when board­
ing or debarking. nlis is primarily for the pas­
sengers' safety and the proper operation of the
ship. (Engineers hate curious passengers nosing
around the mllchincry.) It is also an anti-hijack­
ing precaution. All but the smallest of ships
require passengers to check their weapons with
the pu~r, and lhose who bring weapons aboanl
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 caplain.

YOUR ATTENTION, PLEASE •••
"Good afternoon, ladies and genllemen. Welcome aboard the.

Cole d'Azure. I am your slewaro and Sllip's safety officer, Negasanin
Ukanegashir: Imperial regulations rt!quirt! lhal all passengers be nuuJe
familiar wilh emergency procedures before liftoff. During liftoff. pm.
sengers are rt!quested 1o seal themseh-'es here in the ship's lounge. In
Ihe evenr ofan emergellC)' befort! orbit is achieved, passengers shnu/d
remain ill Iheir seals umillhe ship lands, when th~' should proceed 10
Ihe egress pan.f, theN!, there. arulthert!.

"In the ~'e1/l of a decompression incidem, this alann will sound.
IKla:ron wails. J Passengers in a depress//rizing area should immedi­
ately locme the nearest emergenq'-rt!.\"cue /)(111. These orange packs
comaining all emergency-resclle ball are sirf/ared around rhe s/Iip.
mmll/led 011 the walls of all companments. Passe'lgers are requested
lIot to open Ihe packs ul/less in.\"lmcled to do so by WI officer of the
ship or iJtlle decompression alann is activated. My colleague, Hiroshi.
will 11011' demo//strate Ihe melhod of donning the emergency rescue
ball. This demonstratioll ball is complelely trallslJllrt!nt to enable )'011

to see Ihe operation: the Teal ball is opaq//e 011 one side and semi­
lra1l.\1J(Jrt!nl OIllhe olher.

"To open the ball, grasp the m'o halldles alld Imll apart. 77,e main
stn/cli/ral frame of the ball will alllomatically unfold into a circle.
Relailling hold of the IlLmdles, push ),our head illlo Ihe ring and draw
it dOll'n o\'u your body. When the frame is approximately at waist­
height. klleel, roll omo your back. bring your lmees lip QJld pull the
handles wget/ler to meet ullder your feet. As )'011 bring the halldles
together: the ball will seal alllotnatically and then inflate. In the l!\'enl
thaI the ball does 1I0t seal alllomalically, pull this fastener all the way
along the frome. PletlSe ensurt! that '10 loose items block. the opelling,
or a proper seal •.,,'ill II0t be maintained. leading to loss ofpressure.

"77le rescue ball will ituJependenlly supply airfor alleast 15 min­
llle.f. Ifrescile is "0' expecled before thai time, a ship's officer will con­
nect )'011 to an extemal oxygen supply. Also altached i"side Ihe ball is
a puncture-scaling kit and first-aid kit. InStn/C1ions 011 their use are
included with each kit a"d are duplicated itl your passenger oriema­
tion packet- we encourage you to review Ihese illstructiollX in advance
of any emergency, as there may nOI be time later. Extemal to ti,e res­
clle ball are a localiolllTaI/Spollder, radar refleclor, and flashing bea­
COli, which all deploy automatically when Ihe puck is opel/ed.

"Thllnk yOll, Hiroshi. 111 the evellt of 011 emergetlc)' 1I0t COI'ered by
this demonslration, passengers slwuld follow directiolls given by the
ship's officers. 771is concludes the safety demonslrotion. After leaving
orbil, al approximately J7()() ship·time, there will be a lifeboat drill on
lhis ded:; passengers are strongly urged 10 attend. Ifyoll will now take
~'OUr sealS, liftoffwill be conrmmcing shortly."

- 41h Offiur Negasanin Ukanqashir: IMS Cole d'Azure
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The ronewing lables provide the design­
system data for the spaceship systems
described in lhis 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
Spaces is the number of spaces

(dlOnS) taken up in the hull.
Mass is me mass in stons.
Cost is the cost in megacredits. or Mer.

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 10
delennine the final size of the reactor
when designing deck plans. If deck
plan.. are 001. being drawn for your ves­
sel. you may ignore this column.

Special circumstances for other
/ table values will be explained in Lhe

A introductory paragraph for any general
:/ type. or in a special endnote for specific

module types.

See pp. 36-37 for descriptions of lhese syStems that fonn
the core ofa vessel's abilily (0 function.

Name Spaces Mlm ~1 Crew Po,,'er
Small-Cr. Bridge Add-Onf7 3.5 15.2 4.49 0 0.05
Small-er. Bridge Add-Qnf8 I 4.85 0.629 0 0.05
Smill-Cr. Bridge Add-On/9 2.5 11.4 5.02 0 0.05
Small-Cr. BridgeAdd-OnllO 0.5 1.96 0.32 0 0.05
SmaU-Q-. Bridge Add-Onlll 0.5 1.65 0.155 0 o.(XH
Small-Cr. BridgeAdd-On/12 0.5 1.40 0.16 0 0.(X)1

Name Spaces Mass Cost Crew Power
Pow..-CoreI7 2.5 10 4.4 0-1 0
Power CoreI8 0.5 2 0.6 0-1 0
Power CoreI9 2.5 10 5 0-1 0
PowerCoreJIO O.S I 0.3 0-1 0
~CoreIlI 0.5 1 0.15 0-1 0

Name Spaces Mass Cost Crew Po,,-er
Power Plant SIict17 0.5 2 0.8 0 0.5
Power Plant SliccI8 05 2 0.4 0 I
Power Plant SIiceJ9 O.S 2 0.8 0 4
Power Plant Slice/IO 0.5 2 0.2 0 20
Power Plant Slice/II 05 2 0.1 0 20

ENGINEERING ANO

Power
o
o
o
o
o

GRAVITIC SYSTEMS
See pp. 39-40 for descriptions of t:hese systems.

Name Spaces Mass Cost Crew Power
Utilityl8 8 101 5 0 10
Utilityl9 2 15.5 2.2 0 10
UtitityllO I 11.5 0.30 0 JO
Utilityl1l-12 I 11.5 0.25 0 10
Utilityl13 I 11.3 0.254 0 10

Name Spaces Mas<; Coo Crew Power
ST UtititylB 1.5 22.5 LIl 0 2.22
ST Uti1i[j'19 0.5 4.69 0.653 0 2.96
ST UtiliLy/lO 0.5 6.36 0.168 0 5.56
ST Utilitylll-12 0.5 6.36 0.14 0 5.56
ST Utilityl13 0.5 6.24 0.141 0 5.56

Name Spaces Mass Cost Crew Power
Contragravi[j'18 0.5 2.26 0.385 116 0.9
Conb"agrliviLyJ9 0.5 2.56 0.616 1117 3
Comragravi[j'1l0 0.5 3.51 0.15 1/25 10
Contragravitylll 0.5 3.51 0.101 1150 JO
Contragravity/12 0.5 3.51 0.101 11100 10

Power
o
o
o
o
o
o

POWER PLANTS

FUEL TANKS
See pp. 40-41 for descriptions of these systems.

Name Spaces Mass Cost Crew
CoUapsible Tankf7 I 20 0.4 0
Collapsible Tank/8 I 10 0.4 0
Demountable Tank5J7 1 0.33 0.64 0
Demountable Tanks/8 I 0.15 0.64 0
Jwnp FueV7 I 1.3 0.16 0

Cost CrtW
4.42 0-1
0.624 0-1
5.02 0-1
0.32 0-1
0.16 0-1
0.17 0-1

Spaces Mass
3.5 16.6
1.5 6.6
3.5 13.4
I 4
I 3.6
I 2.85

-0.5 -1.25
-0.5 -0.625

Name
Engincering17
Engineering18
Engineering/9
Engineering/I 0
Engineering!11-12
Engineeringl13
Smotil Mudfl-12
Small ModJ13
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MISC. ENGINEERING SYSTEMS
See p. 41, p. 65 for dCSl.:riplions or the.<;e systems.

'ame Spaces Mass Cost Crew Power
Comb. Fuel E1e<troJProcJ8 8.5 35.g 6.91 0 15.8
Comb. Fuel FJcctro.JPnx:.J9 3 127 4.19 0 17.8
Comb.FuelEle<troJProcJIO I 4.35 0.56 0 17.8
Comb. Fuel Electro.JProcJIl I 4.35 0.471 0 17.8

GRAVITIC SYSTEMS [CONT.)

Name St>aces Ma.~ Cost Crew Power
Comb. Gravities Sys.18 4 48.6 2.66 116 5.43
Comb. Gravities SysJ9 I 7.65 1.14 1180 5.23
Comb. Gravities Sys/lO 0.5 5.66 0.154 1/500 5.53
Comb. Gravities SysJIl 0.5 5.66 0.126 111,000 5.53
Comb. Gravities SysJI2 0.5 5.66 0.126 112,000 5.53
Comb. Gravities SysJI3 0.5 5.54 0.127 112,000 5.53

Name Spaces Mass Cost Crew Power
Repulsor BeamlIO I 10.4 0.107 0 8.5
RepuIsor BeamlII 1 10.4 0.065 0 8.5
Tractor BcamlI3 I 10.4 0.065 0 8.5
Comb. Beaml13 I 10.4 0.068 0 8.5

ENERGY BANKS
See p. 37 for descriptions of these systems. Early TL7 is

lead-acid banery, late TL7 and early TLS are advanced bat­
tery, and all others are rechargeable power cells.

Name Spaces Mass Cost Crew Power (MWs)
Energy BanklEarly 7 I 50 0.125 0 50,00
Energy BanklLate 7 I 25 0.5 0 10,000
Energy Bank1Ew'ly 8 I 12.5 0.75 0 25,000
Energy BanklLate g I 25 5 0 450,000
Encrgy Bank/9 I 25 5 0 675,000
Ene<gy B>mkIIO I 25 5 0 900,000
Energy B>mkIII I 25 5 0 1,125,000
Energy Bankll2 I 25 5 0 1,350,000
Energy B>mkI13 1 25 5 0 1,565,000

HYOROGEN-FUELING UNITS
See p. 41 for dCs<.:riptions of Iht:SC JX>rtablc systems.

Name Spaces Mass Cost Crew Power Notes
Hyd. Fueling Unitf7 4 47.2 17 0 7.7 550 gpo
Hyd. Fueling Unit!ll 4 47.2 8.8 0 19.6 1,400~
Hyd.FuclingUnit19 2 35.8 12.9 0 31.5 2,250gph
Hyd.Fueling UnitllO 2 13.1 1.36 0 56 4,000 &'Ph
Hyd. Fueling Unitlll 2 18.8 1.13 0 70 5.000 gph

Name
Mini-Workshop/8
Complete Workshopt7

Name
Starship ShipyardJ9
Non-starship Shipyard17

Name
Fuel ProcessorI8
Fuel PcocessorJ9
Fuel Processor/tO

Name
Fuel Electrolysisf7
Fuel E1e<trolysis18
Fuel Electrolysis19
Fuel ElectrolysisflO
Fuel Electrolysis/II

Spaces Mass Cost Crew Power
I 5.26 0.02 0 0
2.5 15 0.06 0 0

Spaces Mass ~1 Crew Po",-er
600 600 30 100 0
500 500 20 100 0

Spaces Mass Cost Crew Power
I 3.67 0.733 0 1
I 4.67 1.28 0 3.5
I l.l 0.85 0 g

Spaces Mass Cost Crew Power
30.5 129 48.3 0 29.5
15.5 64.4 12.3 0 29.5
4.5 17.4 6.17 0 29.5
1.5 5.59 0.559 0 29.5
1.5 5.59 0.411 0 29.5

SECURITY

Sec p. 69 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Brigfl 4 34.1 0.177 0 0.02
Brig/8 4 27 0.122 0 0.02
Brig19 4 17.4 0.081 0 0.02
Brig/IO 4 11.4 0.052 0 0.02
Brig/II 4 8.04 0.04 0 Neg.
Brig/12 4 5,60 0.030 0 Neg.
Brig/13 4 4.44 0.026 0 Neg.

N.... Spaces Mass Cost Crew Power
Dooble CeIJI7 2 33.1 0.17 0 Neg.
Double CeU18 2 26 0.115 0 Neg.
Double CeIIl9 2 16.4 0.074 0 Neg.
Dooble CeUlIO 2 10.4 0.045 0 Neg.

Name Spact!5 Mass Cost Crew Power
Dooblc CeIVII 2 7.04 0.033 0 Neg.
DoobieCeIVI2 2 4.64 0.023 0 Neg,
Dooble CelVI3 2 3.44 0.019 0 Neg.

Name Spaces Mass Cost Crew Po",-er
CeIVAnnorylSafe17 I 21 0.096 0 Neg.
CeIVAnnorylSafe18 1 17 0.073 0 Neg.
CeIVAnnorylSafe19 I II 0.048 0 Neg.
CeIVAnnorylSafeilO I 7 0.031 0 Neg.
CeIVAnnorylSafcl11 I 5 0.023 0 Neg.
CeIVAnnOl)'ISafell2 I 3.4 0.017 0 Neg.
CeIVAnnoryISofell3 I 2.6 0.013 0 Neg.

Security Station: See Auxiliary! Control StarionIDuplicat~

Controls, p. 43, p. 133.
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GUARTERS ANO LIFE SUPPORT

Spaces Mass Co.!,1 Crew Power Beds
2 1.52 0.023 I 0.006 12
2 1.81 0.37 1 0.007 12
2 1.5 0.189 I 0.007 12
2 1.2 0.097 I 0.007 12
2 1.02 0.097 I 0.002 12

Spaces M.ass Cost Crew Power Beds
4 4.2 0.61 I 0.007 12
4 3.3 0.61 I o.rm 12
4 2.52 0.607 I 0.002 12
4 6.72 1.81 I 0.001 12

Spaces MM'i Cost Crew Power Ikds
3 7.54 0.181 1 0.008 4
3 5.16 0.173 I 0.008 4
3 5.15 0.209 I 0.008 4
3 4.66 0.205 I 0.008 4
3 4.52 0.252 1 0.002 5
3 4.07 0.564 I 0.002 5

Name
Evacuation Bay, Basicf7
Evacuation Bay, Basic18
Evacuation Bay, BasicJ9
Evacuation Bay, BasidlO
Evacuation Bay. Basic/II

Spaces l\'lass Cost Crew Power ROOs
I 0.372 0.052 I 0.001 2
I 0.471 0.112 I 0.001 2
I 0.86 0.163 I 0.001 2
I 0.75 0.16 I 0.001 2
1 0.85 0.21 I 0.001 3
1.5 1.91 0.512 I 0.001 3

Name
Evacuation Bay, AdvJ9
Evacuation Bay, AdvJIO
Evac. Bay. AdvJII-12
Evacuation Bay, AdvJI 3

Name
Miliwy Sickbayn

Spaces Mass~1 Crew Power Bed~ Military Sickbayl8
0.319 0.109 0 0.001 2 Military Sickbayl9
0.4170.167 0 0.001 2 MiliurySickbay/10
0.3960.136 0 0.001 2 MilitarySickbay/ll-12
0.3850.121 0 0.001 2 MititarySickbay/13

Sec pp. 56-59 for descriptions of these systems. Name Spaces Mass Cost Crew Power

Name Spaces M... Cart Crew Power Alien Environ. Suite17 4 10.3 0.184 0 0.021

Life Supp0rt/7 I 4.86 0.088 0 0.05 Alien Environ. SuiteJ8 4 4.29 0.067 0 0.021
Alien Environ. SuiteJ9 4 3.28 0.047 0 0.021

WeSupponI8 0.5 2.51 0.028 0 0.05
Alien Environ. Suite/IO 4 3 0.039 0 0.021Life Supp0rt/9 0.5 1.14 om8 0 0.05

We SupponilO 0.5 I 0.008 0 0.05 Alien Environ. SuiteJl 1-12 4 2.54 0.024 0 Neg.

Life Supponlll 0.5 0.345 0.003 0 0.001 Alien Environ. Suitcll3 4 2.29 0.026 0 Neg.

Name Spaces p..'fass Cost Crew Power Name Spaces Mass Cost Crew Power

BWlkroom17 4 6.84 0.103 0 0.06 Passenger Couch/7 I 1.34 0.201 0 0.006

Bunkrooml8 4 5.58 0.046 0 0.09 Passenger Couch/8 I 1.06 0.088 0 0.006

Bunkroom19 4 4.27 0.043 0 0.14 Passenger Couch/9 I 0.773 0.077 0 0.006

BunkroomllO 4 4.80 Om8 0 0.16 Passenger Couch/I 0 1 0.54 0.075 0 0.006

Bunkroolfl/li 4 1.92 Om8 0 0.002 Passenger Couch/II I 0.54 0.073 0 0.001

Name Spaces Mass Cost Crew Power Name Spaces Mass COIit Crew Power

Stateroom/1 4 4.08 0.044 0 0.02 Officcn 4 10.6 0.274 0 0.16

Stateroom/8 4 3.04 0.02 0 0.02 Offie<l8 4 6.32 0.082 0 0.16

Statcroom/9 4 2.41 0.016 0 0.Q2 Oftice19 4 3.68 0.050 0 0.16

StateroomllO 4 2.4 0.012 0 0.02
Offi(,..cllO 4 3.54 0.QI8 0 0.16

Stateroom/1J 4 2 0.012 0 Neg. Offie<lll 4 2.16 0.009 0 0.002
OfficelJ2 4 1.92 0.009 0 0.002

Name Spaces Mass Cart Crew Power
Spact!S Ma'i'i Cost Crew PowerSmall-Cmft Cabin/7 2 3.08 0.037 0 0.02 Name

Small-Cntft Cabin/8 2 2.04 0.013 0 0.02 Luxury Modifications x5

Small-Cmft Cabin/9 2 1.41 0.009 0 0.02
Small-Cmft CabinilO 2 1.4 0.005 0 0.02
Small..crnn Cabin/II 2 1.04 0.005 0 Nes·

MEOICAL
See 1'1'. 65-66 for descriptions of these systems. BedJ is the

number of patients that a medical module can handle at once.
Some of these '"beds." such a.. opemting tables, might not strict­
ly be proper facilities for long-tenn care. Also. uctual staffing of
medical mcxlules can vary considerably from the listed nann.

Name Spaces Mass~1 Crew Power Beds
Low Bcrtll/9 0.5 2 0.22 0 Neg. 4

Name Spaces Mass Cost Crew Power Beds
Emerg. Aid Station/7 0.5 0.245 O.cX>l 1/2 Neg. 2
Emerg.AidStation18 0.5 0.3450.061 1/2 Neg. 2
Emcrg.AidSlation/9 0.5 0.51 0.0781/2 Neg. 2
Emerg. Aid StalionllO 0.5 0.455 0.07 1/2 Neg. 2
Emers.A;dSGllionill-12 0.5 0.405 0.07 112 Neg. 2
Eme!&. AId SI:ltionll3 0.5 0.755 0.17 112 Neg. 2

Name
Sickbayn
Sickbayl8
Sicklx1yl9
Sickbay/lO
Sickbayll H2
Sickbayll3

Name
Operating Theatern
Operating Thealcrl8
Operating Theaterl9
Operating T11enterli0
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RECREATION FACILITIES
See p. 60 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
HalllBar/Conf. Room17 10 0.2 0.003 0 0

Name
Civilian Holoventure/9
Civilian HolovenrurellO
Civilian Holoventure/ll

Name
Military HolQven~
Military Ho)oventureilO
Military Holoventurelll
Military Holoventurell2
Military Holoventurell3

Name
Shooting Range17
Shooting Rlmge18
Shooting Rangc19
Shooting Range/lO
Shooting Range/II

Spaces Mass
30 4.14
30 3.66
30 3.64

Spaces Mass
30 34.1
30 23.7
30 15.6
30 11.6
30 8.63

Spaces Mass
10 40
10 25
10 15
10 10
10 6.01

Cost Crew Power
1.41 0 0.022
0.61 0 0.013
0.302 0 0.012

Cost Crew Power
1.71 0 0.022
0.81 0 0.013
0.422 0 0.012
0.384 0 0.012
0.351 0 0.012

Cost Crew Power
0.451 0 Neg.
0.301 0 Neg.
0.201 0 Neg.
0.15 0 Neg.
0.11 0 Neg.

Name Spaces M... Cost Crew Power
Shooting Rangell2 10 4.01 0.09 0 Neg
Shooting Rangel13 10 2.51 0.075 0 Neg.

Name Spaces Mass Cost Crew Power
Null G Handball Courtl8 35 7.17 0.3 0 0.593
Null G Handball Court19 35 2.13 0.135 0 0.593
Null G Handball Court/1O 35 1.89 0.022 0 0.593

Name Spaces Mass Cost Crew Power
Stage/? 16 0.5 0.004 0 Neg.
TheaJerf7 20 2.1 0.015 0 Ne.
Ship's G.illeyn 0.5 1.93 0.005 0-1 Neg.
Gymnasiwnf7 2.5 0.5 0 0 0
Sw~Poo1f7 6 27/1.5 0.031 0 0

For swinuning 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
Luxwy Modifi:keiatiil<'o)in;ss-~====5x5~===:'

Large Sumval Sbelt..-/ll 8.5 9.7
Large Sumval Sbelterll2 8.5 8.2
~c Survival Shelter/13 8.5 9.2

~N;;am=e:o.::::?===".~Spaces Mass
Large Survival Sheltern 8.5 64.8
]..luge Sumval Sbelterl8 8.5 55.7
Large Survival Shelterl9 8.5 47.1
Large Survival Shelter/lO 8.5 31.4

SURVIVAL SHELTERS
See p. 67 for ue.'>criptions of these systems.

Name Spaces Mass Cost Crew Power
Locker Survival Shelrern 0.5 4.5 0.079 0 0.001
Locker Survival Shelter/8 0.5 3.51 0.062 0 o.{xn
Locker Survival Shelterl9 0.5 2.82 0.058 0 0.001
Locker Survival ShelterJlO 0.5 1.95 0.06 0 0.001
Locker Survival Sheiter/il 0.5 0.963 0.04 0 Neg.
Locker Survival Shelterll2 0.5 0.776 0.04 0 Neg.
Locker Survival Shelter/13 0.5 0.651 0.041 0 Neg.

Name Space<i MS$ Cost Crew Power
Small Survival Sheltern 1.5 12.4 0.203 0 0.002
Small Survival Shelterl8 J.5 10.4 0.194 0 0.002
Small Survival Shc1tcrl9 1.5 8.71 0.209 0 0.002
Small Survival Shelter/lO 1.5 5.92 0.216 0 0.002
Small Swvival Shelterlll 1.5 2.3 0.131 0 O.oot
Small Sumval Shelterll2 1.5 1.93 0.131 0 0.001
Small Sumval Shelter/13 1.5 2.03 0.233 0 0.001

HABITATS

Name
Med. Survival Sheltern
Moo. Survival Sbelterl8
Med. Survival Shelterl9
Merl. Survival Shelter/lO
Mcd. Survival Shelterlll
Moo. Survival Shelter/12
Moo. Survival Shelterll3

Spaces Mass
3 22.9
3 19.4
3 16.5
3 11.2
3 4.1
3 3.5
3 3.7

Cost Crew Power
0.363 0 0.004
0.355 0 0.004
0.39 0 0.004
0.404 0 0.004
0231 0 0.001
0.231 0 0.001
0.435 0 O.OOl

Cost Crew Power
1.02 0 0.013
0.983 0 0.013
1.08 0 0.013
1.12 0 0.013
0.578 0 0.003
0.578 0 0.003
1.08 0 0.003

See p. 66 for descriptions of these systems. Name Spaces Mass Cost Crew Power

Name Spaces M... COS! Crew Power Factoryl9 10,000 50.000 12 12 10

Null-G Arena/8 5,000 591 10.1 0 16 FactoI)'1l0 10,000 50,000 10.1 12 10

NuU-G Arena/9 5,000 455 5.65 0 16 Name Spaces Mass Cu.1 Crew Power
Null-G ArenallO 5,000 448 2.61 0 16 HousingfZ 10,000 40.000 1.16 0 0.1
Null-G Arenall! 5,000 448 2.53 0 16 Housio~ lO,CXX> 40 000 1.04 0 0.1

Name Spaces M... Cost Crew Power Housing19 10.000 40.000 1.02 0 0.1

Farmf7 10,000 20,000 0.5 10 0 HousingllO 10,000 40,000 I 0 0.1

Parl<I7 10,000 20,000 0.2 0 0 Name Spaces Mass COS! Crew Power

Name Spaces M... Cost Crew Power Plazaf7 10.000 30,000 1.16 0 O.l

Factoryn 10.000 50,000 26 12 10 Plaza/8 10000 30,000 1.04 0 0.1

Faaoryl8 10,000 50,000 14 12 10 Plaza/9 10,000 30,000 1.02 0 0.1
Plaza1lO 10,000 30,000 I 0 0.1
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See p. 67 for descriptions of these systems.

Name Spaces Mass Cost Crew Powe..
Boarding Oamp/7 35 40 36.7 0 0.4
Boarding C1amp18 2.5 26 24.2 0 0.4
BoardingClamp19 1.5 19 18.1 0 0.4
BoardingOamp'1O I 12.1 12 0 0.4
Bo.mling Clamp/II I 9.34 9.02 0 0.4
Boarding C1amp112 0.5 6.06 6 0 0.4

Name Spaces Mass Cost Crew Po",-er
!..mge Entry Modulc17 I 3 0.011 0 0
!..mgeEntryModulell3 0.5 2 0.019 0 0
Small Entry Modulefl 0.5 2 0.007 0 0
&1. Cntdlc1Mag. Grapfl I 12.5 0.25 0 0

Name Spaces Mass Cost Crew Power
Passage Tube17 0.5 3 0.006 0 0
Pas. Thbe. Annor<df7 0.5 6 0.Ql8 0 0

Name Spaces Ma!l1> Cost Crew Power
LaWlCh TubelM. Driverl8 2 21 0.4 10 0.5
Launch TubcJM. DrivcrJ9 2 20.3 0.3 lO 05
Launch ThbeJM. Driver/lO 2 20.1 0.205 10 0.5

Name Spaces M~ Cost Crew Power
Mass CaU:herl8 0 5.83 3.02 0 Neg.

Name Spact:S Mass Cost Crew Power
Vehicle Bayn 1.05 0.5 0.003 0 0
Hangar Bayn 15 I 0.005 0 0
Spa=lockf7 I I 0.005 0 0

Mass and COSI are only paid once for the two bays; after
thai. empry space at mass and (,"OSI 0 is added al the given
volume for each I dton of vehicle Slowed. The same applies
10 the spacedock, except thaI /lVo modules are required for
each I dton of vessel stowed.

Crew Power
o 0

Cost
o

Mao;
o

Spaces
I

Name
Hold

MISCELLANEOUS SYSTEMS
.JUMP.TROOP SYSTEMS

Sec p. 55 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Drop Capsule Ready Rackf7 I 4 0.05 0 0
DropCapsuleReadyRack/8 I 3 0.05 0 0
Drop Capsule Ready RackJ9 I 2.5 0.05 0 0
Drop Capsule Ready Rack/I 0 I 2 0.05 0 0
Drop Capsule Ready Rack/II I 1.75 0.05 0 0
DropCapsuleReadyRack/12 I 1.5 0.05 0 0

Name Spaces l\1ass Cost Crew Power
B. Dress Ready Room/7 I 4.75 0 0 Neg.
B. Dress Ready Room18 I 3.5 0 0 Neg.
B. Dress Ready RoolTllY I 2.88 0 0 Neg.
B. Dress RcadyRoomllO 1 2.25 0 0 Neg.
B. Dress Ready Room/ll I 1.94 0 0 Neg.
B. Dress Ready Room/12 I 1.63 0 0 Neg.

These are also commonly called "the Morgue."

Name Spaces Mass Cost Crew Power
DropCapsuleLauneber17 I 12 0.519 0 Neg.
Drop Capsule Launcherl8 I 12 0.604 0 Neg.
Drop Capsule LaunchcrJ9 I 12 0.302 0 Neg.
Drop Capsule Launcher/lO 1 12 0.150 0 Neg.

Name Spaces Mass Cost
Drop Capsuld7 0.034 0.925 0.012
Drop CapsulelS 0.034 0.517 0.009
Drop Capsule19 0.034 0.353 0.008
Drop CapsuleilO 0.034 0.269 0.007
Drop Capsulelll 0.034 0.203 0.007
Drop Capsulell2 0.034 0.169 0.007
DropC.psulell3 0.034 0.145 0.006

Volume is not (,'Qunloo against ship's volume; the Drop
Capsule Ready Rack module includes space for stowage. Mass
and cost do coum toward sbip's loaded mass and fitted cost.
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ORE PROCESSORS
See p. 67 for descriptions of lhese systems.

Namt SpactS Mass Cost Crew Power Capacity
Ore Pmcessorn 400 2.230 325 15 200 0.4 dtons/hr
OreProcessoc/8 400 2.120 162 10 400 0.8dtonslhr
o~ Processor19 400 2.180 247 6 1.200 2.4 dton.../hr
Ore Proccs.wrllO 400 2.350 39.3 5 3.600 7.2 dtons/hr
Ore Processor/II 400 2.350 21.1 4 3,600 7.2 dtonslhr

TEL.EPORTERS
See p. 73 for descriptions uf these systems.

Name Spaces j\'lass Cost Crew Power
T. Ponal. Personall13 15 9.6 1.68 1 16
T. Portal, Sm. Cargal I3 12 88.9 15.6 2 148
T. Portal. Lg. Caq;oI13 116 889 156 4 1,480

Name Spaces Mass Cost Crew Power
1: Poe. Univ.. Personal/I 3 0 0.155 0.Q15 0 0
T Poe. Univ, Sm. Catgo/13 05 1.44 0.14 0 0
T. Poe. Univ.. Lg. Cargo/I 3 2.5 14.4 1.4 0 0

Name Spaces Mass Cost C",w Power
T. PonaL PersonaUl4 0 0.4 1.6 1 16
T. Ponal. Sm. Cargoll4 0.5 3.7 14.8 2 148
T. Portal. Lg. Cargoll4 4 37 148 4 1,480

Power
o
o
o
o
o
o
o

Crew
o
o
o
o
o
o
o

See p. 69 for descriptions of these systems.

Name Spa"" j\'lass C"t Notes
Small BeaconI7 1 6.82 0.253 62percasc
Small BeaconI8 1 6.76 0.255 125 per case
Small Beacon19 1 6.71 0.255 250 per case
Small BeaconllO 1 6.66 0.260 500percasc
Small Beacon/II 1 6.56 0.260 500 per case
Small Beaconll2 1 6.46 0.260 500 per case

Name SPllCes Mass Cost Notes
l....arge Beaconf7 1 6.12 0.074 6 per case
LargeBeacon/8 1 6.24 0.074 12 pt..'f ca"C
Lmgc Bcaconl9 1 6.48 0.077 25 per case
Large BeaconllO I 6.44 0.079 50 per case
Large Beacon/II 1 6.39 0.079 50percasc
Uugc Bcaconll2 1 6.35 0.079 50 per case
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ESCAPE CAPSUL.ES
Sec p. 67 for descriptions of these systems.

Name Spaces Mass Cost
Escape Capsule17 05 8.82 1.05
EscapeCapsule18 0.5 5.4 0.297
Escape Capsule/I.) 0.5 3.56 0.17
EscapcCllpsulcllO 0.5 2.51 0.13
Escape Capsule/II 0.5 1.29 0.112
Escape Capsulell2 0.5 1.14 0.111
EscapeC1psulel13 0.5 1.07 0.11

BEACONS



WEAPONS

TURRET LASERS
See p. 47 for descriptions of these systems.

Sec p. 46 for descriptions of these systems. Note that ships
often mount turrets with no weapons installed: pun:hasing and
inslalling turret weapons after construction is relatively simple.

Name Spaces l\'lass Cost Crew Power
Tur. Meson Gun, 1.39-GJ/13 3 27.8 3.47 0 46.3

HIGH-ENERGY

TURRET WEAPONS
Name Spal1!S Mass Cost Crew Power
Thr. Plasma Gun. 225-MII9 1.5 11.3 3.04 0 7.5
Tur. Plasma Gun, 430-MJIl0 1.5 15.8 1.7 0 14.3
Tur. Fusion Gun, 7DO-MJIlI 1.5 [4 2.5 0 23.3
Tur. Fusion Gun, 700-MJ1l2 1.5 14 2.5 0 23.3

Mass Cost Crew Power
16 2.9 0 5.33
22.5 4.16 0 15
31.6 1.59 0 28.7
28 3.5 0 46.7

Spaces
3
3
3
3

Name
Thr. Par. Beam, 160·MJI8
Tur. Par. Beam, 450-MJI9
Tur. Par. Beam, 860-MJ1I0
Thr. Par. Beam. 1.4-GJ/II

Cost Crew Power
0.875 0 1.43
1.42 0 3.79
0.82 0 11.1
1.16 0 17.3
0.68 0 18
0.713 0 18.7
1.3 0 19.5

Standard Lasers
Name Spaces J\tass
Tu,. Law,43-MJI8 I 6.69
Tu<. Lase', IOI-MJI9 I 8.63
Tur. Laser, 250-MJIlO 1 8.3
Tur. Lawr, 390-MJIlI 1 7.53
Tu<. Laser, 405-MJII2 I 7.8
Thr. Laser, 420-MJ/13 1 8.1
Tur. GrdSeT. 390-MJ/14 1 8.46

Mining Lasers
Name Spaces 1\-1ass Cost Crew Power
Thr. Mining Laser, 2.6-MJI8 3 10.4 2.08 0 5.2
Tur. Mining Laser, 1O.2-MJI9 3 11.6 4.6 0 23
Ttlr. Mining La..er, 4O-MJIIO 3 10.9 1.09 0 107
Tur. Mining Laser, 46.5-MJIII 3 12.6 0.648 0 124
Tur. Mining Laser. 46.5-MJ/12 3 12.6 0.634 0 124
Thr. Mining Laser, 46.5·MJ/13 3 12.6 0.634 0 124

TURRET MISSILE RACKS
See pp. 46-47 for descriptions of these systems.

Name Space; Ma.~ Cost Crew Power
250mm Missile Rack17 I 1.88 0.1 I Neg.
250mm Missile RaddE I 1.45 0.065 I Neg.
250mm Missile Rack/9 I 1.45 0.033 1 Neg.
250mm Missile RackllO I 1.45 0.018 I Neg.

Name Spact'S Mass Cost Crew Po,,"'er
500mm Missile Rackfl I 6 0.307 Neg.
500mm Mis...ile Rack/8 1 4.5 0.23 Neg.
500mmMissileRack/9 I 4.25 0.115 Neg.
500mm Missile RackllO I 4.13 0.058 Neg.

Heavy Lasers
Name
Thr. Laser, 130-MJ18
Ttlr. Laser, 303-MJI9
Tur. L,;\Ser, 81Q-M)IIQ
Tur. Laser, 1.3-GJ/II
Thr. Laser, 1.3-G1II2
Tur. Laser, (.3-GJ/13
Tur. Graser, 66O-MJII3
Tur. Graser, 1.18-0J/14

Spares Mass
3 20.2
3 25.9
3 27.6
3 25.1
3 25.1
3 25.1
3 14.3
3 25.6

Cost
2.63
4.25
2.71
3.8
2.18
2.18
2.18
3.88

Crew Power
o 4.33
o 11.4
o 36
o 57.7
o 57.8
o 57.8
o 33
o 59

BAY WEAPONS
See pp. 49-50 for descriptions of these systems.

50-tan Bay Weapons
Name Spaces Mass Cost Crew Power
Plasma Gun Bay, 7.4-GJ/9 50 371 99.3 2 247
Plasma Gun Bay, 12.81-GJ/l0 50 470 50.4 2 427
Fusion Gun Bay. 23.3-GJ/II 50 467 82.3 2 777
Fusion OUll Bay, 23.3-GJ/12 50 467 82.3 2 777

Name Spaces Mass Cost Crew Power
Particle Beam Bay, 2.65-01/8 50 266 48.1 2 88.3
Particle Beam Bay, 7.4-0J19 50 371 68.4 2 247
Particle Beam Bay, 12.81-GJ/IO 50 467 23.2 2 427
Particle Bellin Bay, 23.3-GJ/II 50 467 58 2 777

Name Spaces Mass Cost Crew Power
Meson Gun Bay, 12.81-01/12 50 467 21 2 427
Meson Gun Bay. 23.3-Gl/l3 50 467 58 2 777

1Wtan Bay Weapons
Name Spact'S Mass Cost Crew Power
Plasma-Gun Bay, 14.9-G1/9 100 746 200 2 497
Plasma-Gun Bay, 28.5-GJ/IO 100 1,050 112 2 950
Fusion-Gun Bay, 46.7-GJ/I 1 100 936165 2 1,560
Fusion-Gun Bay.46.7-GJ/12 100 935 165 2 1,560

Name Spaces Mas.-; Cost Crew Power
Pan.-Beam Bay. 5.34-GJI8 100 535 96.4 2 178
Part.-Beam Bay, 14.9-GJI9 100 746 138 2 497
Part.-Beam Bay. 28.5-01110 100 1,050 52.6 2 950
Pan.-Beam Bay. 46.7-GJ/Il 100 936 116 2 1.557

Name Spaces Mass Cost Crew Power
Meson-Gun Bay. 28.5-GJ/12 100 1,050 52.6 2 950
Meson-Gun Bay, 46.7-GJ/I3 100 936 116 2 1,557

TURRET SANOCASTERS Repulsors
See pp. 48-49 for descriptions of these sySlems. Namc Spaces Mass Cost Crew Power Notcs

Name Spact'S Mas.-; Cost Crew Lt. RepuIsorBay/9 100 400 344 2 720 +1 Dodge
Sandcastern I 5 0.25 0 Hv. Repulsor Bay/IO 100 460 536 2 3,6(X) +3 Dodge
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SANO CANISTERS
See p. 48 for a description of this system. A Standard sand­

castcr holds up to 200 canisters of ready ammunition.

INTERNAL BAYS
See p. 19 for descriptions of these syslems.

Name Spaces Mass Cost Crew
5(kon lnlCm31 Bayn 50 0 0 0
tOO-too Internal Bayn 100 0 0 0

100-TON EXTERNAL BAYS
Sec p. 19 for descriplions of these systems.

Name Spaces Mass Cost (USUVGSL) Crew
1000ton External Bayn 20 30 0.5/1.2 0
IlJO.lOn External Bayl8 20 20 0.511.2 0
1000ton External Bayl9 20 15 0.5/1.2 0
1000ton External BayliO 20 10 0.5/1.2 0
IOO-ton External Bay/II 20 7.5 0.511.2 0
lOO-ton Exlema1 Bay/12 20 5 0.511.2 0

50.TON EXTERNAL BAYS
See p. 19 for descriptions of these systems.

Name Spaces Mass Cost (USI1VGSL) Crew
5~lOn External Bayn 10 19.5 0.325/0.78 0
50-Ion External Bayl8 10 13 0.325/0.78 0
50-lOn External Bayl9 IO 9.75 0.325/0.78 0
Sa-Ion External BayllO 10 6.5 0.325/0.78 0
50-ton External Bay/ll 10 4.88 0.325/0.78 0
50-Ion External Bay/12 10 3.25 0.325/0.78 0

Crew Power
o 0.079
o 0.04
o 0,02
o 0
o 0

Cost
0.0004

Name Spaces l\1ass
Sand Canislern 0.0048 0.06

TURRETS
See p. 46 for descriptions of lhese systems. These standard

lulTCtS each hold up 10 3 spaces of turret weaporuy.

Name Spaces J\.1ass Cost (USUVGSL) Crew
1\oret/7 I 2.45 0.04Ml.1I I
1\oretI8 I 1.64 0.04W.103 I
Trnrel!9 I 1.23 0.04210.101 I
Turret/IO I 0.825 0.04110.097 I
1\ore~1I I 0.625 0.04110.097 I
Trnre~12 I 0.425 0.04110.097 I

WEAPON STORAGE
See p. 61-62 for descriptions of these systems. Nole that

the various missile platfonns and sandcaster already include
storage capacity in their integral magazine.

Name Spaces Mass Cost
Damp'" Box/II 45 35.6 26.1
Damper Box/12 2.5 13.9 115
Dampe' Box/13 2 6.93 5.74
Anti-blast Magazinr/7 I 6.25 0.125
Anti-matter Bunked12 05 125 025

Repulsors (Continued]
Name Spaces Mass Cost Crew Power Notes
Md.R{.,-pulsorBaylll 50 205 134 2 1,800 +2DOOge
Hv.RepulsorDay/iI 100 410 268 2 3.60) +3Dodge
Md. Repulsor Bay/12 50 193 71.6 2 1,800 +2 Dodge
Hv. Rcpulsor Bayll2 100 385 143 2 3,600 +3 Dodge
Hv.RepuJsorBaylJ3 50 193 71.6 2 1,800 +3Dodge
8lv. Repulsor 8::1.y/13 100 385 143 2 3.600 +4 Dodge

Dodge bonu... is YS. mis.o;i1es only. See Cornbal, pp. 104-105.

MISSILE BAYS
See p. 49 for dest:riptions of these systems.

Name Spaces Mass Cost Crew Power
250mm Missile Bayn 50 94.8 5.43 2 0.05
250nun Missile BayJ8 50 60.9 3.68 2 0.05
250rmn Missile Bayl9 50 48.8 1.84 2 0.05
250mm Missile BayllO 50 45.9 0.85 2 0.05

Name Spaces i\'lass Cost Crew Power
500mmMissiJeBayn 100 601 31.1 2 0.10
500rnm Missile BaylS 100 451 23.4 2 0.10
500mm Missile Bayl9 100 425 11.7 2 0.10
500mmMissileBay/lO 100 413 5.85 2 0.10

MISSILES
See pp. 52-54 for descriptions of these systems. inclucting

the maga7jnc capacity for racks al different TLs.

Item Spaces Mass Cost Pilot Perfonnance
250mm Missilen 0.012 0.32 0,02 - 0.15GO.15GR<h
25OmmMissile'll 0.012 0.25 0,02 - 0.33G I GRds
250nun Missile19 0.012 0.23 0.03 12 5 G 15 GRds
25OmlilMissilcllO 0.012 0.22 0.03 14 6G 18GRds
250mm Missile/II 0.012 0.18 0.04 15 8 G 24 GRds
25OmmMissile/12 0.012 0.18 0.04 17 IOG30GR<h
250mm Missilcll3 0.012 0.24 0.20 18 55 G 165 GRds

Item Spaces Mass Cost Pilot Performance
500mm Missile17 0.06 1.45 0.07 - 0.2 G 0.2 GRd..
500mm Missile'll 0.06 1.48 0.08 - 0.33 G I GR<h
500mm Missilc19 0.06 1.26 0.08 12 5 GIS GRds
500mmMissile/10 0.06 1.08 0.07 14 6G 18GR<h
500mmMissile/1l 0.06 1.59 0.15 15 8G24GR<h
500mmMissilcll2 0.06 1.30 0.14 17 IOG30GRds
500mm Missile/13 0.06 1.33 1.02 18 55 G 165 GR<h

Item Spaces Mass Cost Pilot Performance
SIM-IOMissile 0.012 0.15 0.032 - 6G 18GR<h
SIM-12Missile 0.012 0.15 0.022 - IOG30GRds

EW CRONES
See p. 55 for descriptions of lhcsc systems.

'arne Spaces Mass Cost Crew
EW DroneI9 0.06 1.48 0.27 0
EW Drone/I0 0.06 0.99 0.16 0
EW DroneIII 0.06 1.74 027 0
EW DroneII2 0.06 1.18 0.17 0
EW Drone/13 0.06 1.34 055 0
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See pp. 42-43 for descriptions of these systems. Scans ratings are passivelaetivelradscanner.

Name Spaces Mass Cost Crew Power Scans
CockpitlSystems17 3.5 15.2 6.06 1-2 0.227 31/33/-
CockpitlSystems18 1 4.45 3.69 1-2 0.127 31/33/-
CockpitlSystcms19 3 13.4 7.62 1-2 0.502 33f37aJ
CockpitlSystemsilO I 4.9 2.5 1-2 1.25 35/39fl9
CockpitlSystemsill 1 4.7 2.3 1-2 1.75 37/40131

Name Spaces Mass Cost Crew Power Sc.tns
Command Cockpitf7 5.5 30.5 31.3 1-2 0.773 3'lJ361-
COlmlland Cockpit18 2.5 14.6 27 1-2 0.773 34138/-

ApPENDIX A: MODULE TABLES

COCKPITS AND BRIDGES

Power
8,333

14,000
22,333
33,333

Power
22,333
30,667
60.000

103,333

Power
18,983
29.000
56,667
90.000

Power
17,667
28,000
53,333
93,333

Power
27,333
46,667
76,667

113,333

Power
23,333
36,667
76,667

103,333

Power
19.000
29,000
70,000
96,667

Power
29,000
76,667
%,667

133,333

Crew
45
75
120
179

Crew
40
54
106
181

Crew
l5
23
45
72

Crew
10
15
28
49

Crew
22
37
61
90

Crew
18
29
61
82

Crew
16
23
56
77

Crew
15
40
50
69

Cost
4,488
7,536

12,020
17,938

Cos!
6,152
8,447

16,524
28,457

C",'
1,035
1,568
3,063
4,865

Cost
1,307
2,071
3,945
6,903

Cos!
4,038
6,894

11.325
16,740

Cost
1,792
2,941
6,149
8,287

Cos.
939

1,420
3,426
4.731

Cost
2,143
5,665
7,142
9,851

Mass
22,4ZA
37,668
60,085
89,677

Mass
26,558
36,467
71,345

122,870

Mass
15,126
22,868
44,783
70,966

Mass
7,858

12,454
23,720
41,509

Mass
21,554
36,798
60,453
89,364

Mass
17,603
28,900
60,425
81,442

M"",
15,119
22,851
55.156
76,167

Mass
12,888
34,070
42,957
59.250

Spa""
4,460
7,492

11.951
17.837

Spa""
3,910
5.369

10,503
18,088

Spal'eS
1,513
2,292
4,478
7,111

Spaces
911

1,443
2,749
4.810

Spaces
2,160
3,688
6,058
8,955

Spa""
1,765
2,897
6,057
8,164

Spa""
1,512
2,291
5,530
7,636

Spa""
1,495
3,950
4,980
6,869

Name
Spinal P-Beam, 250-GJ18
Spinal P·Bcam, 42O-GJ18
Spinal P-Beam. 67Q-GI/8
Spinal P-Beam. I-TJI8

Name
Spinal P-Beam. 67Q.GJ19
Spinal P-Be:un, 92o-GII9
Spinal P-Bcam. 1.8-TJJ9
Spinal P-Deam. 3.I-TJI9

Name
Spinal P-Beam, 569.5-0J/IO
Spinal P-Beam, 87Q-GJ/IO
Spinal P-Beam, l.7-TJ/IO
Spinal P·Bc8m, 2.7-TJ/IO

Name
Spinal P-Deam. 530-0J/I1
Spinal P-Beam, 84Q..GJ/I1
Spinal P-Bcam. 1.6-TJ/ll
Spinal P-Beam,2.8-TJ/II

Name
Spinal Meson Gun, 82O-GJ/IO
Spinal Meson Gun, 1.4-TJlIO
Spinal Meson Gun, 23-TJIlO
Spinal Meson Gun, 3.4-TJIlO

Name
Spinal Meson Gun, 67O-GJ/11
Spinal Meson Gun, l.l-TJ/ll
Spinal Meson Gun. 2.3-TJ/I\
Spinal Meson Gun, 3.I-TJI11

Name
Spinal Meson Gun, 57O-GJ/12
Spinal Meson Gun, 87O-GJI12
Spinal Meson Gun. 2.1-TJ/12
Spinal Meson GUll, 2.9-TJIl2

Name
Spinal Meson Gun, 87O-GJ/13
Spinal Meson Gun, 2.3-TJ/13
Spinal Meson Gun. 2.9-TJ/13
Spinal Meson Gun. 3.4-TJ/13

SPINAL. MOUNT WEAPONS
See p. 50 for desl:riplions of these syslems.
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COCKPITS ANO BRIOGES [CONT.)
Name Spa"" M"" Cost Crew Power Scans
Command Cockpit19 5 28.9 24.5 1-2 2.52 37/41/31
Command CocI..'pitliO 2.5 19.1 11 1-2 4.79 39/42/32
Command Cockpit/II 2.5 17.3 10.2 1-2 6.02 41143138
Command Cockpitl12 2.5 16.9 10 1-2 6.02 41143138

Name Spa"" M"" Cost Crew Power Scans
Light CockpitlSyslcms17 3 11.5 5.57 I 0.024 25f21/-
ugh! CockpitlSystemSi8 I 3.03 1.22 1 0.014 25f21/-
Lighl CockpitlSystems19 3 11.1 5.88 I 0.051 27131f13
Light Coc:kpitlSystemsllO 0.5 1.94 0.94 I 0.127 29133f13
Light CockpitlSystemslll 0.5 1.9 0.589 1 0.177 31134125
Light CockejllSysremsl12 0.5 1.89 0.589 I 0.177 31134125

Name Spa"" M"" Cost Crew Power Scans
Basic Bridge17 2.5 11 4.78 1-5 0.355 311341-
Basic Bridge18 2.5 8.07 5.21 1-5 0.505 33137/-
Ba..ic Bridge19 2.5 11.6 6.1 1-5 1.75 35/40129
Basic BridgeJI 0 2.5 8.6 4 1-5 2.51 37/41131
Basic Bridgdll 2.5 7.55 3.22 1-5 3.76 38/42/35
Basic BridgeJ12 2.5 7.3 3.1 1-5 3.76 38/42/35

Name S"""" M"" Cost Crew Po,,'er Scans
Command BridgeJ7 7 34.5 12.8 1-10 0.788 321361-
Conunand BridgeJ8 5.5 21.9 12.2 1-10 0.788 34138/-
Command Bridge19 5.5 23.7 12.4 1-10 2.54 37/41/31
Command BridgcllO 5 20.9 9.6 1-10 3.80 39/42/32
Command Bridge/II 5 20 8.96 1-10 5.05 4114313R
Command Bridgell2 5 19.2 8.8 1-10 5.05 41143138

Name SpacES Ma.. Cost Crew Power Scans
Compact. Basic or Command only -0.5 -0.04 0 -2

ELECTRONIC SYSTEMS
See p. 43 for de&.TipLions of these systems.

Name Spa"" M"" Cosl Crew Power
Aux. ConlrOl SrationIDup. ConlIOls/7 0.5 0.355 0.013 0-2 Neg.
Aux. Control StationlDup. Comrolsl8 0.5 0.355 0.004 0-2 Neg.
Aux. Control StationIDup. Conrrolsl9 0.5 0.335 0.003 0-2 Neg.
Aux. Control StationlDup. ControlsllO-12 0.5 0.300 0.003 0-2 Neg.
Aux. Control StationlDue. Controls/I3 0.5 0.200 0.004 0-2 Neg.

Name Spa"" M"" Cost Crew Power
lnformalion Center17 4 7.66 10.5 10-20 0.01
Infonnation Centerl8 4 7.63 10.3 10-20 0.01
lnfonnation Centerl9 4 4.51 5.28 10-20 0.01
Infonnalion Center/lO 4 3 2.8 10-20 om

SENSOR SYSTEMS
Sec pp. 44-45 for descriptions of these systems. Scans rdting... for multifunction sensor

suites 3J'e given as passiveJac.:t.ivcJrad.<;C8Jlner values.

Name Spa"" Mass Cost Crew Power Scans
Enhanced Sensor SuileJ7 4 32.9 11.8 I 1.5 371381-
Enhanced Sensor Suitt18 4 31.2 16.1 1 3.25 37/411-
Enhanced Sensor Suite/9 4 39.7 27.6 I 5 41/43133
Enhanced Sensor Suilell 0 4 41.2 27.3 I 11.3 43/45137
Enhanced Sensor Suite/II 4 38.7 26.9 1 25 45/47139
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SCREENS
See p. 50 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
NudearDamper/lO 1.5 32.4 16 4 2
Nuclear Damper/II 1 16.4 8 4 2
Nuclear Damperll2 I 10 4 4 2
Nuclear Damper/I 3 0.5 4.4 2 4 2
Nwuc Spaces Mass Cost Crew Power
Meson Screen/I 0 2 125 9.05 4 72.8
Meson Screen/II 1 6.24 4.34 4 36.4
Meson Screenll2 I 5 2.26 4 36.4
Meson ScreellJl3 I 4.29 1.22 4 36.4
Name Spaces Mass Cost Crew Power
Black Globe Capacitor/12 I 25 5 0 24 million HP
BlackGlobc-1112 10 20.5 51 4 0.00001
Black Globe·VIZ 15 41 102 4 0.00001
Black Globe-3112 20 82 204 4 0.00001
BlackGlobc-4112 25 164 408 4 0.00001

Volume, mass, cosl, and power are per 8,200 sfof vessel protected for black globes Dilly.

Salns
4009/­
40/43/­
43/45/34
45/47/38
47/49/40

Sam>
-/27/-
-/29/-
-/31/-

Power
2.25
6.23

11.3
25
50
Puwer

Neg.
Neg.
Neg.

[CONTINUEO)
Mass Cost C~W

69.8 20.1 1
65.8 39.2 1
78.4 53.6 I
82.4 56.8 I
77.1 56.5 1
Mass Cost Crew
12.5 6 1
12.5 5.4 1
12.5 5.2 I

SENSOR SYSTEMS
Nltme Spaces
Advanced Sensor Suiten 8
Advanced Sensor Suite18 8
Advanced Sensor Suitd9 8
Advanced Sensor Suite/IO 8
Advanced Sensor Suite/II 8
Nam!t SpaL~

Densitometerlll 1
Densitometer/12 1
DcnsitomCler/13 I

ELECTRONIC·WARFARE SYSTEMS
Sec p. 45 ror descriptions or these systems.

Name Spaces Mass Cost Crew Power
Jammern 33 378 60.1 0 21
Jammer/8 6 31.5 13.8 0 10.4
Jammerl9 3 26.8 18.2 0 15.7
Jammer/IO I 14.5 11.3 0 7.88
Jammer/II I 15.2 10 0 7.73
Jammer/12 1 16.5 10.3 0 7.73
Jammer/I3 1 16.6 10.3 0 7.73
Name Spaces Mas'l CO'l Crew Power
Electronic Warfaren 3 56.2 11.4 2 0.22
Electronic Warfare18 3 33.6 11.4 2 1.02
Eleclmnic Warfarc/9 3 27.7 14.4 2 5.02
Electronic WarfarellO 3 43.7 13 2 15
Electronic Warfare/II 3 44.9 11.4 2 15
Electronic Warfarell2 3 40.4 10.5 2 15
Eleclronic Warfarcl13 3 37.1 9.85 2 15

LONG·RANGE SENSORS
Sec p. 44 ror descriptions or these systems.

Name Spaces Mas'l Cost Crew Power ScanlRange in miles
A..L Radscannerl9 2 25 10.1 0 Neg. Scan 35, Range 10k
MLt. Radscannerl9 3 37.5 15.1 0 Neg. Scan 36. Range 15k
ULt. Radscannerl9 4 50 20.1 0 Neg. Scan 37, Range 20k
SLL Radscannerl9 6 75 30.1 0 Neg. Scan 38, Range 30k
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LONG-RANGE SENSORS [CONTINUEO)
Name Spaces Mass Cost Crew Power
EU. Radscannerl9 9 1J3 45.1 0 Neg.
Lt Radscannerl9 14 175 70,1 0 Neg.
Md. Radscannerl9 20 250 100 0 Neg.
Hv. Radscanncrl9 30 375 150 0 Neg.
EHv. Radscannerl9 40 500 200 0 Neg.
SHy. Radscannerl9 60 750 300 0 Neg.
UHv. Radscanner/9 90 1125 450 0 Neg.
Name Spaces Mass Cost Crew Power
ELt. Radscanner/l0 2.5 28.1 11.3 0 Neg.
Lt Radscanner/lO 3.5 43.8 17.5 0 Neg.
Md. Rad<;cannerll 0 5 62.5 25 0 Neg.
Hv. Radscanner/lO 7.5 93.S 37.5 0 Neg.
EHv. Radscanner/lO 10 125 50 0 Neg.
SHy. Radscanner/lO 15 188 75 0 Neg.
UHv. Rarlscanner/lO 22.5 281 113 0 Neg.
Name Spal'eS Ma'iS COO Crew Power
Md. Radscanner/ll I 12.5 5.01 0 Neg.
Hv. Radscanner/ll 1.5 18.8 7.51 0 Neg.
EHv. Radscanner/ll 2 25 10 0 Neg.
SHy. Radscanner/ll 3 37.5 15 0 Neg.
UHv. Radscannerlll 4.5 56.3 22.5 0 Neg.
Name Spaces Mass Cost Crew Power
FLI. PESAArrayl8 2.5 30 49.6 0 Neg.
MLI. PESAArrayl8 3.5 40 65.6 0 Neg.
ULt. PESA Arrayl8 5 60 97.6 0 Neg.
SLt. PESAArrdy/8 7.5 90 146 0 Neg.
ELI. PESAArrayl8 11.5 140 226 0 Neg.
Ll. PESAArrayl8 16 200 322 0 Neg.
Md. PESA Arrdyl8 24 300 482 0 Neg.
Hv. PESA Army/S 32 400 642 0 Neg.
EHv. PESAArrayl8 48 600 962 0 Neg.
SHy. PESAArrayl8 72 900 1442 0 Neg.
UHv. PESAArrayl8 112 1400 2242 0 Neg.
Name Spaces Mass Cost Crew Power
ULt PESAArrayl9 2.5 30 48.8 0 Neg.
SLI. PESAArrayl9 4 45 72.8 0 Neg.
ELI. PESA Arrayl9 6 70 113 0 Neg.
Ll. PESA Arrayl9 8 100 161 0 Neg.
Md. PESAArrayl9 12 150 241 0 Neg.
Hv. PESAArrayl9 16 200 321 0 Neg.
EHv. PESAArrdyl9 24 300 481 0 Neg.
SHv. PESAArrayl9 36 450 721 0 Neg.
UHv. PESAArrayl9 56 700 1121 0 Neg.
Name Spaces Mass Cost Crew Power
ELl. PESAAIrdy/lO 3 35 56.4 0 Neg.
Lt. PESAArray/10 4 50 80.4 0 Neg.
Md. PESA Arrayll 0 6 75 120 0 Neg.
Hv. PESAArray/lO 8 100 16{) 0 Neg.
EHv. PESAAIrdy/lO 12 150 240 0 Neg.
SHv. PESAArray/10 18 225 360 0 Neg.
UHv. PESAArray/lO 28 350 560 0 Neg.
Name Spaces Mass Cost CrtW Power
Md. PESAArray/1l 3 37.5 60.2 0 Neg.
Hv. PESAArray/li 4 50 80.2 0 Neg.
EHv. PESAArray/1l 6 75 120 0 Neg.
SHy. PESAArray/l1 9 113 180 0 Neg.
UHv.PESAArraylil 14 175 280 0 Neg.

ApPENDIX A: MODULE TABLES

ScanlRange in miles
Scan 39, Range45k
Scan 40, Range 70k

Scan 41. Range lOOk
Scan 42. Range 150k
Scan 43, Range 200k
Scan 44. Range 300k
Scan 45, Range 450k

ScanfRange in miles
Scan 39, Range 45k
Scan 40, Range 70k

Scan41, Range lOOk
Scan 42. Range 150k
Scan 43, Range 200k
Scan 44. Range 300k
Scan 45, Range 45Dk
ScanfRange in miles

Scan 41, Range lOOk
Scan 42, Range 15Dk
Scan 43, Range 200k
Scan 44, Range 300k
Scan 45, Range 450k
ScanlRange in miles

Scan 42, Range 15Dk
Scan 43, Range 200k
Scan 44, Range 300k
Scan 45, Range 450k
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 7M
ScanlRange in miles

Scan 44, Range 300k
Scan 45, Range 450k
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 7M
ScanfRange 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 7M
ScanJRange in miles

Scan 48, Range 1.5M
Scan 49, Range 2M
Scan 50, Range 3M

Scan 51, Range 4.5M
Scan 52, Range 7M
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LONG-RANGE SENSORS [CONTINUEO]

Name Spal"eS Mass Co.I Crew Power ScanlRange in miles
ULt. AESA Arrayl8 5.5 37.5 10.6 0 7.5 Scan 44, Range 300k
SLt. AESA AlTayl8 8.5 56.3 15.9 0 11.3 Scan 45, Range 450k
ELL AESA Array/8 13 87.5 24.6 0 17.5 Scan 46, Range 700k
Lt. AESA Array/8 18 125 35.1 0 25 Scan 47. Range 1M
Md. AESAArrdyl8 27 188 52.6 0 37.5 Scan 48, Range 1.5M
Hv. AESAArrayl8 36 250 70.1 0 50 Scan 49. Range 2M
EHv. AESAAnayl8 54 375 105 0 75 Scan 50, Range 3M
SHy. AESA Arrdyl8 81 563 \58 0 112.5 Scan 51, Range 4.5M
UHv. AESAArrayl8 126 875 245 0 175 Scan 52, Range 7M

Name Spares Mass Cost Crew Power ScanIRange in miles
ELt. AESA Arrayl9 4.5 35 12.3 0 17.5 Scan 46. Range 700k
Lt. AESA Arrdyl9 6 50 17.6 0 25 Scan 47, Range 1M
Md. AESA Arrayl9 9 75 26.3 0 37.5 Scan 48. Range 1.5M
Hv. AESA Arrayl9 12 100 35.1 0 50 Scan 49, Range 2M
EHv. AESA Amty/9 18 150 52.6 0 75 Scan 50, Range 3M
SHy. AESAArrayl9 27 225 78.8 0 113 Scan 51. Range4.5M
UHv. AESA Array!') 42 350 123 0 175 Scan 52, Range 1M

Name Spaces Mass Cost Crew Power Sc'.rnIRange in miles
Md. AESA Amly/l 0 3.5 31.9 9.78 0 38 Scan 48, Range 1.5M
Hv.AESAArray/lO 4.5 42.5 13 0 50 Scan 49, Range 2M
EHv.AESAArray/IO 6.5 63.8 19.5 0 75 Scan 50, Range 3M
SHy. AESA Array/IO 9.5 95.6 29.3 0 113 Scan 51, Range 4.5M
UHv.AESAArray/lO 15 149 45.5 0 175 Scan 52, Range 7M

Name Spaces M"", Cost Crew Power ScanlRange in miles
EHv. AESAArray/l1 4.5 35.6 9.77 0 75 Scan 50. Range 3M
SHv.AESAArray/ll 6.5 53.4 14.6 0 113 Scan 51, Range 4.5M
UHv. AESAArr<ly/11 9.5 83.\ 22.8 0 175 Scan 52, Range 7M

SPECIAL SENSORS ANO AOe-ONS
See pp. 44-45 for descriptions of these systems.

Name Spaces Mali." Cost Crew Power
Survey Module-Traffic ControVl 5 31.3 409 4-8 0.016
Survey Module-Troffic Contro1/8 4 21.8 124 4-8 0.034
Suntey Module-Trdffic Cuntrull9 4 11.1 62.1 4-8 0.031
Survey Module-Traffic ControV I0 4 5.31 30.6 4-8 0.022

Name Spaces Mass Co.I Crew Power
Underwater Electronicsfl I 7.83 4.05 I 0.106
Underwater Elcctronics/8 0.5 4.13 1.88 1 0.121
Underwater Electronics/9 0.5 2.89 1.45 I 0.136
Underwater Electronics/I 0 0.5 4.2 3.53 I 0.160
Underwater Electronics/II 0.5 4.47 3.63 1 0.175
Underwater E1ectronicsJl2 0.5 4.73 3.73 1 0.19
Underwater Electron.ics/13 0.5 4.99 3.84 I 0.205

Name Spaces i\'las; Co.I Crew Power
Astronomicallnstrumentsf7 0 0.138 2.03 0 Neg.
Astronomical Tnstrumcnl'iIR 0 0.055 0.51 0 Neg.
AstrOnorrucallnstnlments19 0 0.028 0,255 0 Neg.
AstrOnomicallnstnlments/IO 0 0.014 0.128 0 Neg.

Name Spaces Mass Co.1 Crew Power
Planetary Surveyn 0 0.25 0.5 0 0.001
Planetary Survey/8 0 0.125 0.25 0 0.001
Planetary Surveyl9 0 0.063 0.125 0 0.001
Planetary Survey/IV 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 Ca;t Crew Power
Enbanccd CommsI7 15 18 0.257 0 0.006
EnhllllCed CommsI8 IS 17.5 0.245 0 0.011
Entmlll.:cd Comms19 1.5 18.8 0.268 0 0.024
Enhanced CommsllO 1.5 18.1 2.1 0 0.017
Enhanced Corrunslll 1.5 14.4 1.09 0 0.026
Enhanced Commsll2 1.5 16.3 0.67 0 0.04

Name Spaces Mass C<J6' Crew Power
Advanced CommsllO 13.5 168 6.25 0 0.084
Advanced Commslll 7.5 93.1 3.25 0 0.084
Advanced Commsll2 4.5 55.6 1.75 0 0.084

Name Spaces Mass Cu:.1 Crew Power No...
Comm. Module (Xboaty) 81.5 1.010 13.6 0-1 0.023 6Okf6M mi range
Comm. Module (Xboat)/8 41.5 514 12.8 0-1 0.023 2OOkf20M mi range
Ccmm. Module (Xboat)19 20.5 252 3.38 0-1 0.023 2M1200M mi range
Comm. Module (XboatVI 0 12 138.1 3.83 0-1 0.023 IOM/IB mi range

COMPUTER ANO SCIENTIFIC SYSTEMS
See p. 45 for descriptions of these systems.

Name Spaces Mass Ca;t Crew Po.....er
Computer Systemfl 4 48.3 120 0 0.08
Computer System 18 4 48.2 120 0 0.08
Computer System 19 2 24 60 0 0.08
Compolei' System J10 I 12 30 0 0.08

Name Spa"" Mass Ca;t Crew Po.....er
Ccmpurer LabI7 2 18.2 900 I 0.03
Computer l..atY8 2 18.1 900 I 0.03
Computer l...aIY9 1.5 9.08 450 2 0.03
Computer I....aIYIO 1.5 4.59 225 6 0.03

Name Spa"" M... Ca;t Crew Power
Enhanced Displayl9 2.5 0.3 0.1 0 0.001
Enhanced Display/IO 2.5 0.3 0.05 0 0.001
Enhanced Display/Il 2.5 0.3 0.Q25 0 0.001

Name Spa"" Mass Cost Crew Power
Simulation LaIY9 5 11.4 2.1 2 0.014
Simulation Labll 0 5 10.9 1.55 2 0.014
Simulation Lah'11 5 10.9 153 2 0.014

Name Spa"" Mass Ca;t Crew Power
Physics LabI7 2.5 11.2 1.48 I 0.3
Physics l....abIB 2.5 10.6 1.12 I 0.3
Physics LabI9 2.5 10.2 1.06 I 0.3
Physics LablIO 2.5 10 I I 0.3

Name Spare< Mass Cost Crew Power
Isolation l...atY7 20 100 10 I 0.03
Lab17 2 10 I I 0.003

Name Spare< M~ C<J6, Crew Power
Probe Launcher/ControV7 I 4.13 0223 0-3 0.003
Probe Launcher/ControVS 1 2.38 0.132 0-3 0.003
Probe LauncherIControll9 I 159 0.066 0-3 0.003
Probe LauncherlControVIO I 1.2 0.033 0-3 0.003
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DRIVES
See pp. 37-39 for descriptions of these systems. 17m/Sf is measured in Sions. Fuel is

measured in dtollS per hour (where applicable); see pp. 38-39 for fuel-[)'pe abbreviations.
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Fuel
0.525 J
0.567 J
3.3 H

Fuel
86.3R
92.4R

Thrust
1.5
5

30
40

100
100
350

Fuel
1.29W
0.555W

Fuel

Fuel
0.0033 H
0.0125 H
0.0125 H

Fuel
0.000336 H
0.00084 H
0.00336 H
0.0084 H
0.168 H

Fuel
35.6MOX

Fuel

TIlrllSt
17.5
21
27.5
27.5
55

Power
1.5
5
3
4

10
10
35

Thrust
115
140

Thrust
4.3
925

Thrust
6
7

Thrust
3.75

14
14

Thrust
2.8
7

28
70

1,400

Thrust
55

Thrust
0.65
6.5

Power
0.35
0.42
0.55
0.55
1.1

Crew
1/3
1/10
1/17
li60
li50
1/100
1125

Crew
o
o
o
o
o

Crew Power
o Neg.
o Neg.
o Neg.

Crew Power
o 0
o 0
o 0
o 0
o 0

Crew Power
o 0

Crew Power
o 0
o 0

Crew Power
o 0
o 0

Crew Power
o 0
o 0

Coo
0.419
0.416

Cost
0.25
0.25

O>;t

0.75
0.16
0.09

Cost
0.42
0.42
0.084
0.42

16.8

Cost
0.412

Cost
3.2
3.2

Spaces Ma.liS
0.5 2.1
0.5 2.08

Spaces Mass
I 25.2
I 25.2

Spaces Mass
0.5 0.85
0.5 3.7
0.5 3.7

Spaces Mass
0.5 2.1
0.5 2.1
0.5 2.1
0.5 2.1
0.5 2.1

Spaces Mass
0.5 2.06

Spaces Mass
I 4
I 4

Name

Name
FJSSion RCK:ket!7
Fission Rocket/8

Name
Solid Rocket Booslern
Solid Rocket Booslerl8

Name
HEPlaR19
HEPlaRllO
HEPlliR/ll

ROCKet DrivelS
Rocket DrivelE9
Rocket DriveIL9-IO
Rocket DriveJ11-12
Rocket Drive/l3

Name
MetaUOxide Rocket/8

Name
Bussard Ramjet/9
Bussard RamjetilO

REACTIONLESS THRUSTERS
See pp. 37·38 fordcscriptions of these systems.

Name Space; Mass Cost
Maneuver DrivP/8 1 4.13 0.825
Maneuver Drive/Early 9 1 4 1.3
Maneuver DrivelLate 9 1 3.75 0.69
ManeuverDrive/1O 1 3.4 0.16
Maneuver Drive/II 1 4 0.65
Maneuver Drivell2 I 4 0.65
Maneuver Drive/I 3 I 4.03 4.38
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REACTION CRIVES
See pp. 38-39 for descriptions of these systems.

Name Spaces Mass Cost Crew Power
Liquid Fuel Rockelf7 0.5 2J17 0.104 0 0
LiguidFuelRocket18 0.5 2.1 0.105 0 0

ATMOSPHERIC CRIVES
See p. 39 for descriptions of these sySlems.

Name Spaces Mass Cost
1\Jrbo.-Ramjerf7 1 4.16 0.833
Turbo-Ramjet/8 1 4.13 0.825
Hypenan/9 I 4.16 0.416
FusionAirRam/9 I 4.2 0.84
Fusion Air RamllO I 4.16 0.833



Sec p. 37 for descriptions of these systems.

Name Spaces Mass CtJol Crew Power Notes
Jump Drivc19 2 8 5 1/5 10 Max Jump 2
Jwnp Drive/IO 1 4 3.1 1/25 10 Max Jump 4
Jump Drive/II I 4 3.05 1/50 10 Max-JumpS
Jump Drivell2 I 4 3.05 11100 10 Max Jump 6

Thrust
1.1
3.5

25
35
75
75

250

Fud
0.375 J
0.405 J
2.4 H

Power
1.1
35
2.5
35
75
7.5

25
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Notes
1.6-squarc-mile sail
75-squ.are.mile sail
125-square-miJesail

Crew
1/5
1/14
1120
Ino
1/66
1/133
1/40

ThI1lst
0.003712
0.01886
0.3288

Power
o
o
o

coo
0.605
0.91
0.575
0.14
0.488
0.488
3.13

See p. 39 for descriptions of these systems. Power generared is per module.

Name Spaces Mass Cost Crew Power Thrust
STThrho-Ramj.1I7 0.5 3.04 0.608 0 0.25 12.5
STTurho-Ramjet18 0.5 3 0.6 0 0.3 15
ST Hyperfan/9 0.5 3.04 0.304 0 0.4 20
STFusionAirRanv'9 0.5 3.08 0.615 0 0.4 20
ST Fus;on Air RarnlIO 0.5 3.04 0.608 0 0.8 40

SHORT-TERM REACTIONLESS THRUSTERS
See p. 37 for descriptions of these SYSlems.

'ame SpaCfS l\'lass
Sf Maneuver DrivelS 0.5 3.03
Sf Maneuver Drive1E9 0.5 2.8
STManeuverDriveIL9 0.5 3.13
ST Maneuver DriveilO 0.5 2.98
ST Maneuver Drive/II 0.5 3
ST Maneuver Drivel12 0.5 3
ST Maneuver DrivcJ13 0.5 2.88

SOLAR SAILS
Sec p. 38 for descriptions of these syStems.

Name Spaces Mass Cost Crew
Solar SaiV7 05 22.4 11.2 0
Solar SaiJ/8 0.5 24.4 24.4 0
Solar SWlf.l 0.5 25 25 0

SHORT TERM REACTION DRIVES
See pp. 38-39 for dcsc,:riptions of these systems.

Name SJlllC'S Mass Cost Crew Power 1bnN Fuel
ST Uquid f-uel Rocke117 0.5 3.15 0.158 0 0 175 126R
ST Liquid Fuel Rocket18 0.5 3.15 0.158 0 0 210 138.6R

'am. Spaces Mass COO Crew Power Thrust Fud
ST Fission Rocket17 0.5 3.07 0.614 0 0 6.3 1.89W
ST Fission Rocket18 0.5 3.15 0.63 0 0 14 O.84W

Name Spaces Mass Cost Crew Power Tbru;i Fucl
ST Rocket DrivelS 0.5 3 0.6 0 0 4 O.OOO48H
ST Rocket DrivelE9 0.5 3 0.6 0 0 10 0.0012 H
ST Rocket DriveIL9-1 0 0.5 3 0.12 0 0 40 0.0048H
ST Rockel Drivelll-12 0.5 3 0.6 0 0 100 0.012 H
ST Rocket Drive/13 05 3 24 0 0 2.000 O.24H

Name SJlllC'S Mass CtJoi Crew Po",er Thrust Fud
ST MetalIOxidc Rockell8 0.5 3 0.6 0 0 80 51.8MOX

SHORT-TERM ATMOSPHERIC DRIVES

.JUMP DRIVES

ApPENDIX A: MODULE TABLES



, '
, ,

, ApPENDIX B' , ;" -" , ' "

...... \'J\l~u.~»e~n 'r;g~&,j~.···· ...
." . t} .-.. - ~ ..""7 ~. .". - .

..

See p. C1'I58 for an explanation of these weapon com- weapons are given in miles followed by hexes, for ease or use
bat values. The 1/2 and Max Range values for energy in the GURPS Trarelfer space-combal syslem.

TURRET ENERGY WEAPONS

Standard Lasers
Name RoF Damage 112D Range Max Range Ace SS
Turret Laser, 43-MJI8 1/60 5dx2O 2.80010 8.40011 28 30
Turret Laser,IOI·MJI9 1/60 4dx4O 14,00011 42,00014 33 30
Turret Laser, 2SQ-MJIlO 1/60 5dx5O(2) 17.000!2 51,00015 32 30
TWTCt Laser, 390-MJ/I1 1/60 4dxlOO (2) 23,000!2 69,rx1Y7 32 30
1\nret Laser, 405·MJ/12 1/60 SdxlOO(2) 26,00013 78,00018 33 30
Turret Laser. 42o-Mll13 1/60 6dxl00(2) 29,00013 87.00019 33 30
Turret Graser, 390-MJ/14 1/60 6dx50 (5) 21,OOO!2 63,00016 32 30

Heavy Lasers
Name RoF Damage 1I2D Range Max Range Ace SS
1\nret Laser, I3Q-MJI8 1/60 6dx3O 4,90010 15,00011 30 30
Twret Laser, 303-MJJ9 1/60 7dx4O 25,00013 75,00018 34 30
Tunet Laser, 810-MJ/1O 1/60 5dx9O (2) 31,00013 93,00019 33 30
Turret Laser, 1.3-0Jll! 1/60 7dxlOO(2) 43,000/4 130,000113 34 30
TulTet Laser, 1.3-GJ/12 1/60 5dx170(2) 47,00015 140,000114 34 30
Turret Laser, 1.3·GJI13 1/60 5dx200(2) 51,000/5 150,000115 34 30
Thrret Graser, 66O-MJ1I3 1/60 4dxlOO (5) 28,000/3 84,00018 33 30
Turret Graser, 1.18-0J/14 1/60 5dxlOO(5) 37,000/4 110,000111 33 30

Mining Lasers
Name RoF Damage 1/2D Range Max Range Ace 55
Turret Mining Laser, 2.6-MJI8 1 5dxS 22/0 66/0 II 25
Turret Mining Laser, 1O,2-MJI9 1 5dxlO 140/0 42010 16 25
Turret Mining Laser. 4O-MJ/I 0 I 5dx20 (2) 21010 63010 15 25
Turret Mining Laser, 46.5·MJ/ll 1 7dx20 (2) 25010 75010 15 25
Turret Mining Laser, 46.5·MJ/12 1 6dx30 (2) 28010 84010 16 25
Turret Mining Laser, 46.5-MJ/13 1 5dx4O (2) 30010 90010 16 25

High Energy Turret Weapons
Name RoF Damage 1I2D Range Max Range Ace SS
Turret Plasma Gun. 225-MJI9 1/60 7dxlOO 1,60010 4,80010 27 30
1\nret Plasma Gun. 43Q-MJ/1O 1/60 7dx200 2,50010 7,50011 28 30

Turret Fusion Gun, 7ClO-MJ/ll 1/60 7dx300 3,40010 10,00011 29 30
Turret Fusion Gun, 700-MJII2+ 1/60 5dx5OO 3,70010 11,00011 29 30
Turret Particle Beam. I60-MJJ8 l/60 8dx80 1,40010 4,20010 27 30
Turret Particle Beam, 450-MJJ9 1/60 7dx200 2.50010 7,50011 28 30
Turret Particle Beam. ~MJ/IO 1/60 8dx3OO 3.80010 Il.(X)()I1 29 30
1\an:t Particle Beam. I.4-GJ/II+ 1/60 5dx700 5,20011 16,OOO!2 30 30
Turret Meson Gun, 1.39-GJ1l3 1/60 6dx550(!) 5.20011 16,OOO!2 30 30
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BAY ENERGY WEAPONS

5D-Ton Bay Weapons
Name RoF Damage 112D Range Max Range Aee 55
Plasma Gun Bay, 7.4-0JI9 1/60 6dx5oo 9,300/1 28,000/3 32 30
Plasma Gun Bay, 12.81-GJ/IO 1/60 6dx800 13,00011 39,00014 33 30
Fu~ionGun Bay. 23.3-01111 1/60 6dx1,2oo 20,000/2 60,000/6 33 30
f'usion Gun Bay, 23.3-GJIl2+ 1/60 6dx1,4oo 21,000/2 63,000/6 34 30
Particle Beam Bay, 2,65-0J/8 1/60 5dx440 5,600/1 17,000/2 30 30
Particle Beam Bay, 7.4-0J/9 1/60 4dx1,000 10,000/1 30,00013 32 30
Particle Beam Bay, 12.81-0J/1O 1/60 6dx1,000 15,000/2 44,000/4 33 30
Particle Beam Bay, 23.3-01)11+ 1/60 8dxl,000 21,000/2 63,000/6 31 30
Meson Gun Bay, 12.81-GJ/12 1/60 6dxI.000 (I) 15,00012 44,000/4 33 30
Meson Gun Bay, 23.3-GJ/13 1/60 4dx2,000 (') 21,000/2 63,000/6 31 30

10D-Ton Bay Weapons
Name RO.F Damage 1120 Range Max Range Aee 55
Plasma Gun Bay. 14.9-GJI9 1/60 4dx1,000 13,000/1 39,000/4 33 30
Plasma Gun Bay, 28SGJ/ID 1/60 7dx900 20,00012 60,000/6 34 30
Fusion Gun Bay, 46.7-0J/11 1/60 9dxl,000 28,00013 84,000/8 34 30
Fusion Gun Bay, 46.7-01/12+ 1/60 7dxl,5oo 30,000/3 90,000/9 35 30
Panicle Beam Bay, 534-0J/8 1/60 7dx4oo 7,90011 24,00012 31 30
Particle Beam Bay, 14.9-0J,/9 1/60 5dxl,000 14,00011 42,000/4 33 30
Particle Beam Bay, 28.s-0J/10 1/60 8dxl,000 22,00012 66,OOOn 34 30
Particle Beam Bay, 46.7-0J/ll+ 1/60 5dx2,100 30,00013 90,000/9 35 30
Me.':on Gun Bay, 28.5-0J/12 1/60 8dx1,000 (I) 22,000/2 66,000II 34 311
Meson Gun Bay, 46.7-01/13 1/60 5dx2,loo(!) 30,000/3 90,00019 35 30

SPINAL MOUNTS
Name RoF Damage 1I2D Range Max Range Ace 55
Spinal P-Beam, 250-0J/8 1/60 5dx2,000 54,000/5 160,000116 36 30
Spinal P-Beam, 420-GJ18 1/60 6dx2,000 70,ooon 210,000121 37 30
Spinal P-Beam. 670-0J/8 1/60 7dx2,000 88,000/9 260,000/26 38 30
Spinal P-Beam, I-TJ/8 1/60 8dx2,000 110,000/11 330,000/33 38 30
Spinal P-Beam, 67o-GJ19 1/60 6dx3,000 97,000110 290,000130 38 30
Spinal P-Beam, 920-0JI9 1/60 5dx4,000 110,000/11 330,000/33 38 30
Spinal P-Beam, I.R-TJI9 1/60 5dx5,000 160,000/16 480,000/48 39 30
Spinal P-Beam, 3.I-TJI9 1/60 6dx5,000 210,000/21 630,000/63 40 30
Spinal P-Beam, 569.5-0J/IO 1/60 7dx3,000 98,000/10 290,000/29 36 30
Spinal P-Beam, 870-0J/IO 1/60 6dx4,000 120,000/12 360,000/36 38 30
Spinal P-Beam. 1.7-TJ/IO 1/60 6dx5.000 170,000117 510,000/51 39 30
Spinal P-Beam, 2.7-TJ/IO 1/60 7dx5,000 210,000121 630,000/63 40 30
Spinal P-Beam, 530-0J/l1 1/60 6dx4,000 100,000110 300,000130 38 30
Spinal P-Beam, 840-01111 1/60 7dx4,OOO 130,000113 390,000139 39 30
Spinal P-Beam, 1.6-TJII I 1/60 7dx5,OOO 180,000118 540,000/54 39 30
Spinal P-Bcam. 2.8·TJ/11 1/60 7dx6,000 230,000/23 690,000/69 40 30
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SPINAL MOUNTS [CONTINUEO)
Name RoF Damage 1/2D Range Ma.'l: Range Ace SS
Spinal Meson Gun, 82O-GJ/IO 1/60 5dx3,000 (!) 98,000'10 290,000129 38 30
Spinal Meson Gun. I.4-TJ/JO 1/60 6dX3,000 (!) 130,000'13 380,000'38 38 30
Spinal Meson Gun, 2.3-TJlIO 1/60 7dx3,000 (!) 160,000'16 480,000'48 39 30
Spinal Meson Gun, 3.4-TJIlO 1/60 6dx4,000 (!) 200,000120 600,000'60 39 30
Spinal Meson Gun., 67O-GJIII 1/60 6dX3,000 (!) 97,000'10 290,000129 38 30
Spinal Meson Gun, Ll-TJIlI 1/60 7dx3,000 (!) 120,000'12 360,000'36 38 30
Spinal Meson Gun, 2.3-TJ/Il 1/60 9dx3,000 (!) 180,000'18 540,000'54 39 30
Spinal Meson Gun, 3.1-Till I 1/60 6dx5,ooo (!) 210,000'21 630,000'63 40 30
Spinal Meson Gun, 57Q-GJ/12 1/60 7dx3,000 (!) 97,000'10 290,000129 36 30
Spinal Meson Gun, 87Q.GJ/12 1/60 6dx4,ooo (!) 120,000'12 360,000'36 38 30
Spinal Meson Gun, 2.I-TI/12 1/60 8dx4,OOO (!) 190,000'19 570,000157 39 30
Spinal Meson Gun, 2.9-TJ/12 1/60 6dx6,ooo (!) 220.000122 660,000166 40 30
Spinal Meson GUll, 870-0J/13 1/60 7dx4,000 (!) 130,000113 390,000139 39 30
Spinal Meson Gun, 2.3-TJI13 1/60 8dx5,000 (!) 210,000121 630,1100/63 40 30
Spinal Meson Gun, 2.9-TJ/13 1/60 7dx7,ooo (!) 240,000/24 720,OOOn2 40 30
Spinal Meson Gun, 3.4-TJ/13 1/60 6dx8,000 (!) 280,000/28 840,000184 40 30

MISSILES
Name DR HEAT Damage KKDamage
250mm Missilen I 6dx6O (10)
250mm Mssile18 20 6dx60 (10)
250mm Missile19 25 6dx60 (10) 6dx100(5)
250mm MissilellO 40 6dx60 (10) 6dx100(5)
250mm Mssilelll 80 6dx8O (10) 6dx100(5)
250mm MissiJeJ12 120 6dx80(1O) 6dxJoo(5)
250mm Missile/I 3 210 6dx100 (10) 6dxloo(5)

Name DR HEAT Damage KKDamage
500mm Mssile17 I 5dx150(IO)
500mm Missile18 60 5dx150(1O)
SODmm MissileJ9 65 5dx150(lO) 6dX3oo (5)
500mm Missile/tO 80 5dxl50 (10) 6dx3OO (5)
500mm Missile/II 300 6dx150 (10) 6dX3oo(5)
500mm Missilel12 350 6dx150 (10) 6dX3oo(5)

Notes500mm Missile.' 13 400 6dx2oo (10) 6dX3oo(5)

MISSILES
DR HEAT Damage KK Damage
40 6dx60 (10) 6dx100 (5)
120 6dx80(lO) 6dx100(5)

CIVILIAN
Name
SIM-IO MjssiJe
SIM-J2 Missile

CEAOFALL
ame

Lt. APDU SSM/IO
Lt. APSD SSM/II +
IIv. APDU SSM/IO
Hv.APSDSSMlll+
Lt. APDU GB/I 0
U.APSDGB/lI+
Hv. APDU GellO
Hv.APSDGB/II+
U. HEAT GB/IO
Lt. HEAT GBIlI+
Hv. HEATGBIIO
Hv.HEATGBIlI+

CRONANCE
Damage Skill

6dx2OO (3) 20
6dx24O (5) 23
6dx2oo (3) 20
6dx24O (5) 23
6dX31O (3) 20
6dx34O (5) 23
6dx5oo (3) 20
6dx550 (5) 23

5dxl50 (10) 20
6dx150 (10) 23
6dx2oo (10) 20
6<1><200 (10) 23

Cost
0.02
0.02
0.10
0.10
0.Q3
0.02
0.08
0.08
0.02
0.02
0.07
0.06

Abbreviations include SSM: Spike Submullilion, GB:
Glide Bomb. APDU: Armor-Piercing Depicted Uranium,
APSD: Annar-Piercing Superdense, and HliAT High Explo­
sive Annor-Tapping. Cost is per complele missile. DWI/age is
per missile for GBs, per submunition for SSMs. Each 250mm
SSM carries seven submunitions. each 500mm 38. Also see
pp. 52-54 for more infomllltion on how these function.

Nile/ear Warheads: See p. 53 (and optionally. p. VE187)
for damage and other considerarions.

SATNUC Warheads: Each SATNUC submunition (seven
per 250mm missile. 10 per SOOmm) will attempt 10 altack 3

vehicle-sized larget (size modifier + I or more) within the
bum radius of the round (1.300 yard<; for 250mm missiles.
3,400 yards for 500rnm missiles). Each suhmunition rolls 3d
vs. (wamead's 11. + target's size modifier - IR cloaking) to
hit If successful. damage is 6dx2,OOO. Succ..'CSSful or nol., all
suhmunitions wiD explode on impact Damage is 6dX200 10

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. VE 193 for more information
on SATNUCs.)
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SO-lon modularClUlCr, 35.
IlXkIiamctcrlimil.l02.
lSO-lQn Jgd.II.Jngd laurrll, !JI.
I jOO.-ton Jgd-Il-Jn!,'<l """k.... \11.
1.lllJ.-ton Jgd·n-J"gd "'" ha"I.... '11.
Mt.24.
Aging oflhips, 20.
Air Speed. 23.
Airlod;s. 36. 67; oplw.",1 demil. 62.
Alien c",·ironmenlsuites. 56.
Ali<:n s1.1r.JUps. 11.
Analomy ofstar.;hip. S-Il.
Anti·blllS1 rTl3gazincs. 61.
Antim:lnc1. 73; bt"tk;:r1. 61-62.
AW"dT.IfKl' of intc-rior. 7.
An:h"..~,,'" uf o;lar.;hips, 5-11.
Arma,,","l<..""· lIl-,qNmry·.
Arlllor. 14-15. 20-21; c~mif"-"tiINL'. 20;

Ji.'I",,.eJ ,tmc/"'" li""ts. 30; "lime/,""f
ilullfim""ia. 31: t/"'ml<ll
sUlltmmd'lCling. 33; /ypts. 31._..

AttifKial VJ,·tty. su Crrr.-iry Comrol.
AsIan. II. 17. II!.
A>lemids. JH PI",,,,,,,id H"lIs.

'\5I.ronomic<ll :;u""'y m<.>dule. 4-1.
Au...,.;.pheric dri,,,,,. 39; c<m'f"/I1cnr

",b/p.>.I.J./l.I.19.
Au,ili3ries.. ''''''.'O'''ltll emft.
A""ili.>ry control statioo\, H.
AW<.ili.1l)·equipmc-nt. 21.
A:1",,,n /liSI' lig/lIning·daM 6O.000-lOn

(ronucr=;ser.98-99. 109.
BmllicnllalrlKl:w 4fJO.Ioo SOB. 80.
BmtdmMldVS·dass 700-lO0 SOB jump

,huoJe.83.
llalll.W.
ll,tStC !ol'!J1J1ip <vn'JlU'I<'Ol!;. 5-1l.
HI""~ Nitll<la'" 2()).t,.., ",,,,,,II "",,'cy

ship. iN.
B:lIhrooms. 10.
DatlCries.24.
D:utIc: ridtB. 5. 16-11.
B:IlIledn:ss~y fOOIl'<' 55.
Baoieships. 16. 99-1 01.
Ba)'s. 19.33-34. 49-5O;"mw,. 20'.

inJWlling ...""ptIIU. 21·22;
,·chint/o,. bl-M.

8eacons, 69; '~""f'I-lIll'Itt "'blcs. 12'J.
lielt ""vcytn. 98.
Bertlt. ohL1ininl; 00.. 27. 110-112.
IkrtlUng costs. 27.
Bitdrot,g<lass 100-1011 ronlaincrship. 90.
Black globes. 6. SO-51. 104-105.
Blain liriJliii-<:las.s 2().loo CU510m5

&ig.76,
Boatdinllaship.l05·106.
Boonling clamps. 67.
Bridg<:. S-!J. 21. 4243; nlii'll. 11; al(rili",:>"

~-9; romf'O'l"m lables. 131-133:
f1l~~, 8: "1,li'H"'. 42.

Rrig.... (,1;.
Bulk lreighlm. 97.
BullJlc.lds. 6. 9.
Dunkrooms. 10. 26. S6.
C"Pitalships, 16-17.
CapWn.8;dlltin.I2().121.
Careers. 118.
ClIIJO. 9. 61: hondlillg gel". 62-63; "jJiu.

9; s,otl'd ill ""ropi1ll bays. 19

CatpC1. 7. 9.
Carriers. 16.
Cash l'esc.vts.17.
Cat"''tl!h. 'I.
CeUs. b6.
Orief cngrnc.,-. 'l. 25. 120.
Ci,·i1War.17.
Cla.-....sofsbfpOrtS.13-I·i.
ClassifICations of SUtShips, 6; ",iUla')'. 16.
Cleaning,115·116.
Closc~97.

Cockpit S)"SlCnIS. 21. 42; compontm

IllbIn.132-133.
Collapsible l8IIk. 41.
Col~,h __doss 4l)J-lon subsidizo:1

m.....:halll. 93.
C,,,"holl"fo,,,,,,tioll Cellt..-. 8,43.
CfHnba!. 19. 1M-Hili.
Combin:llioo gra,'itics sys/<'ms. 40.
Cornmc:n:iaJ ships, 16. 111-112: rombm

'«hniqu~s.2l.
Communications module for~t. 44.
Communications suiteS. 6. 43-44;

rompi1llnu tobin. 137.
Compnruncnt:iliznrioct. 6, 8, 30-31.
Component rnndtJles. 21.
Cumpltm. 45. 7/)-71; romponnlt UlbI£•.

131: blh.<J6; I"lnis:ld""ull'lllllf, 4H;

(""XnUlt', 49-50. 70-71; IennintJls, 68.
CLHuir"..,1:N; 2.(X)).ton belt surveyor. 98.
Conference moms. 60.
CorulOT McBane-clas& 2O-lon customs

iill·76.
CootaiDcr ships. 90.
COOltagra';ty sySleml. 40: H~ tiliQ

Gom·i'yCOtflrol.
Cor;air.;. 96:boanJing" 'hip, 105-106.
COS! ofsuuo;hip. 23.
Crkr",lil). [3
Cre,,~ 2~-2Ii. 5(>-60, 112.121; rlu/;;",. 113-

121:I,i'-;"K.27.IICJ.I12.
Cruisers. 16. 98-99.
Custom shipooign. 15; ludlr. 29.
DarTI:Ige ronlJ01. 116-117: locUr1. 68.
D=a£e~13.

Damper boxes. 61.
Deadfall ordtuulce.19. 53·S4.
Deck plnns. Kttgll£hin<1Jm 4OfJ.wn /llb

ship. 94--95; Lmping SIIQWllJI<kJrs
200·"", 51iffll-; >hip, 88; Tw=<Josr
5tXJ.(}(X),',mtlmuwlJlghs, 100; \hIm-_
cia<.< 5O-t"" Ill""Yfig/IIU. 79; SDB and
jwnp ,liu"le. 82; 1)1'" Tpl1II'Oi
c"'''tc.85.

Dccb. 6. 24.
~ion. 116. 123.
Defmitinns. 12-13. 21; module Ulbies

Irmu, 124; oricml1liOill1lUi numbtrillg
aboard, 24-!5:ship--...rilrllp rrmu. 74:
"'ll1poJl table. 142.

IJl:muunl,rhk: l,u,k. 41­
nensil,,,r,,,t,,,,,, 44-45.
DeJ!3rlfllenl\, 113.
Dcsigns)"5Iem.12·21.
Dcsigns..staIldnnl. 14.
Dcl«tion Modifier. 32.
Dimensions ofship. 15. 74­
Directions OIlboard. 24.
Disprncd SWClIJn: hulls. 18. 30.
Displacernc:nt. 12.

Dorsal. 24.
Doubk-Ftre.46. 72.
DrogqtI-<:lass 400-lQn SDB. 81. 82­
DltlgonI5"<""s 700-ton SDB jump

shutlle. U
l)n:alr.-..,g1rl<,99·IOI.
Driv<: axis. 2-1.
Dron<:s. 55.
Drop capsules. 55.
Drop Wlks, 41. 97.
1)rQync. 11. Ill.
dTon. 12. 22.
DuplicalCcooll'Ols.43.
Dutiesof=w,I]J·121.
.D)'l1II£<lass 400-lQn p:!lI'Ol~. S6.
Dynamic configumtioo. ,.
FJ.,.1rif",,1 ""rfaces. 32-33.
F.ltctmn;c rounltfnl<:OlSUl.... 105.
EIn:troo;c wart"",. compo"<:'lJ lllbIu. 134:

"rorle. 55; syI/eIIlS. 45.
Emagcncy, aidJlanOll.l. 65; lift·sUfJpot1

pnckJ. 68: ligh/s. 1.
Emission cloaking. 21. 31-32.
Empo:y mass. 22.
Energy banks. 31: rompon~nl «lbI~s. 125.
~"'''''puns.47-4l:l;Jun/w

llt<lpon')'.
F.ogir""';ng. 9. 21; cmllp'=nlltJhl<:s.

124--125:mll"ul~.$, 36.
Enttrt:Unmtnt. g.5g-59. 123; UH"I"Nll,lJ

tables. 121.
Enbymorlules. 67.
Equipmcnl.l7.
Eseapeeapsules. 67. 123; COI7Ip<lMm

tnbIrs.l29.
Esrons. 16.
E,·acumiorl bays.. 66.
EoW drone lauoch=,47.
F =~", nn".59.
F t..-nal <:<adl",. 35.
External srorr: mnuotings. 34.
Fatlg<lass 400-lOIl COI'Sais. 96,
Fowl<lass 2O-Ion gunned gig. 75.
F~I)'<Lass 500-lQn gunned escort. 98.
FlJIItm. 79.
Frre exliDguishm. 9. 68. 116.
Fi~ (VUani\ [mpcriurn.17.
FlSSion rockets. 3K
Fitting 001. 23, 21>-27.
FiAc<1",ounts, 13.19.
Rcd~.-1t.-.16.

Right in :wnospberc. 40,
r-on:e fields, 50-51.
Fore. 24.
r=nc:sorhulls. 14.23, 29:p/atlltoiJ

,,,,rilJSion.3O.
F~ lr:loClen. 92-93. 111.
Freshets. 10.
Frozen ",'8ttlI, 26.
FI<rg<><lass 30-\011 ship'~ boat. T7.
1'",,1. 2.~. 27.41)-41. 101·109; romp<=,11

I"bles, 124-125; p",uSli/m. 41;
",,11<.•. 40-41.

Fumilw1:. 1. 9·10.
Fusioo air rams, 39.
fusion guns. 48-49: lU oiso "roponl)'.
fulw1: gc.1l". 72-73.
G-rounds (GRds). 2}·24.
Galky,60.
Gas·giMtsldmmlng, 18. 101-109.

IN 0 E X

Gttztl/«:Iass 3OO-ton close escort. 'iT1.
GrneraJquancrs.l14-115.
Gigs. 7S-76.
Gfid<, bombs. S4.
<.JmwJes. 35.
Gr~v iX"'g. 1.
Gr.l\'ilic """'ipul:llOrs, 62.
Gravity control. ~1. 17. 394fr.l:tItl1(>OllLlI1

UJbIes. 124-125; IIll1tll",-rnng
K-;thoul.39-40.

Gunned escorts. 98.
Gymnasiums. 59.
Habiw moduk:s. 66; tnbI~s. 127.
Halls. 60.
Hangarbays.64.
H&rrlpnints.34.
HU'P",,,,I,.., 10·ton iaw>ch. 15.
Hu".",· II-llil.....,J,..,1:N; '1O-too cos<oms

gig. 7f~
Halc1fi, saAitlods.
HEPlaR rlri,·es. 38-39.
I~llh gu>.rd.l09.
High passagc, 51.
Hijacking. 7. 105-106­
Hiring crews. 21. 11 CJ.1l2_
Hi" ..... I1,J(J.
Holm'Clltures. W.
H~(hitplJinl').13.23.

HT of~ips.23; w: m,<t> Aging of
Slllr.Jrip.•.

HuU mnums. 13. 19. 2-1.-16.
HWk. 6. 14-15. 28-35;addinOtl<ll

,h~lding. 32-33; class, 13;dinlltuitmJ
0{. 15; inumd~unf. 18: It'botic.
30: HIJIing. 21: nrrnmllning l1IUi
If,,,,,,uf'r.17-18.2&--29.

Hyperfans. 3!J.
Iikrtr-<:Ioss III)-too scuo.u et.lUri<:r. 92.
l"'l'"ri,,1 Navy I-ir=.:w ofSlril"'- 14_

I"lnud. 24.
lnformatioo ""ntu:s. 43.
Infrared c1wing. 31·31­
Inspections, 105.
l"tenW spaces (or hulls. 18.
InterpL1.ne1aly slIuules. 18.
In'ilibility.51.
Isolation labs. 65.
Jarnrncl"S.45.
.kJmIAI'KtuerI< lass 2().Ioo customs

gig, 76.
Jgd·II·Jal:'l ships. 91·92.
Jumpdri,= 6. 9. 17.37, 102-103;

L:lJIIl{J<JIIetlJ lUbIu. 139;~1k1nb. -II:
origitu.5.

Jwnp Number. 23-
Jump lIOOp 5YSlCms. 55: Cl1tl1flO'll1ll

t<lbIu. 128.
K·Icn:c.7.ll.
Keys. JH Dr/itlltiotu. Dtd<p/lIIu.
KoItirrolt-<: IIlSS 2OO.({K).ton

dmodrought. 99.
Kagwhin-cla.s 400-loo lab ship. 12,

93-9'1.

l..1boraIory. 64---65: ,hips. 93-95.

""""" 9.
Lasc:ts. minillg. 67: lnissilt K-amtodr

incorpornting, 53; tulTtt, 47: £tC tiliQ
1\~l1pOI1l)·.

1.awlch lUbes. 64.
Launches. 75.
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l.adership.121.
Utlping Srocloo"QZI<1w 2lXkon $Ifari

1hip.11-U.
Lile aboard IItinhip. 11().lll
l..ik suppon. S6. $9;.........-.-

112b1D.126.

'-'..•~ ..
Umilod btnub, 2l-24.
~fuolllltbu, 3&.
11~ llX)·lDlIlPstuUe, 7&.
li\...~~dispmedbull

bulk fm&I*r.97.
Uv-xt.57·5&,
Livilrc~_ QIo2rwn......._"-
l..odIm.. 9-10.
l..OllJ Nilll- 17.
LonJ.ran,e~<W;~

IO&s, 134-136.
1..cunges.10; ....itoI, II.
low bo:nhs, 26, 51·58.
L....lII)'fini~j9.
Maclline5hops, 9.
Mtw;Ia<b<s lOO-lOO IP sllIlllle. 78.
Main~l\3IICe. 22. 27. lQ6.107. II S.
MIIlC\I'~clri~ 6. 9. 17.37-39: tN>"Cftii

TtJ2. 73: rotIlpOfInUlllbits. 138-139.
Mul:m, JenSOfS, 21.
Ma$$. «JJdtt". 62: dmv•• 64: cf

srarslrlPJ, 22-
Malies. 26,~ 120; mftIicaJ

~~I26.-",,~..._~fW).1l. 1S-16.
M..m-!i-.l1l.
MemD 1IIllS.49. 7.l:l«fIWK~.
MaoDlmIm5. 6. 50.
McuYouil: rod:ctL 39.
Middle: pasql:. 57.
MilliDa IIIen. 67..
MMib,4b41. 49. S2·SS. 1C»;brl}3.49;

1lIri:J. 4647: ..ttrllradJ. 53; %r..........,.
M<':Wbr~ 34-)s'
!\.1<xWardl:signJ)'SIl:m.14.16-
M...p' (bWcdrcss IUd)' fODl1I). SS.
Naval >rdlillll<;QR, 5-11.
N.n;pionindeep~ IOJ.
Noix aboII'd, 7.9.
Non-swsllips, cf4nlriotl 0{. 13.
Nlldear~6. $C),

Nuclmr wurheods. 53-501,61. lOS, '42.
NuU-G hanoJbuU OOllrlS. 60.
N"mbmng alumt, 25.
0rih>.<h·<:Ia.<6 400-lon !I3l1'3ge .hip. 96.
Ob:<.1.11.
OffltWduties.II8-121.
0lf1Cel, S&'
()pmlinJ1~p.102-109.

~1beIlas.66.
~ pI\X'CUOIS. 67: mIlp(IIImllabks,I29.
0rienlaD0D oidecb, u.
CluIbowd, 24.
Padeblwns, 43-49;s.«oI1I>~.
PoniIIOM, 6-
....... 1lIbs,61.
~S6-60.117.12l:~5&.

Passn... Dd_ (PD)sW=. 21.
PlII'Dl eruisen.. S4-I6.
I'IyDcl. 22-23.
hifon_c. 22·2'*; tll'ltGSpNricjlilh'.

40;....,.., sJ,ips t/Ifd. 34-35­
""""""11.
~ 1Ur\'e)' lIlCWk•.w.
PIanrQd bulb, 1ll.30·31.
Pbn.< nCUllllm ship. IS.
PY<ma l\lI1I, 4&-49: _ also~'.

-".F'owa' pbrus, 6. 9. 17, 36; 1M)"OIfd TLU,
13: (""'PQIItnllQi4s. 124-115: UI'I!rtJ11
si:I /II modular S)'Slml. IS.

Power like. 14-16. 36-37;d¢nirion
~13.
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i'rtRlcInIl\W·dass 2lXkon diann'
yadlc.l7.

I'robet IIld~ 55.
1'IoprMlIbk: ...'aIb, 7.
ProvisIons, V. 59.
Psi~n

I'siolIil:s.ll.-_..
~1-9.

Qow1aS, 7.10,56-6O;ot;m.l1:
~1Qb/Q..126; "",.10,

~"'lo--lKainf:
1alDdL.1S.

~Wl:Idiq.JJ.

RtlaioIl <ti\u. 23-24. ]7.)'); C'llIIIpOfttW

1tIbIn.138-139.
RtlaioIl_ 41.
R-.-tionIcssdri>'C5, 17. TI·J9;......".-

"/bIQ, 1)8·139.
Refining, 20, 1()6.107.

lWudifl&. 107-109.
Rep:am.IOl>-I07.
Repulsors, 6,49-50. I~: Ktalso

"'"llf'l't'I)'.
Rcmoorm., 10.
RoboIks. II. 30.
R,III1l1.clus 4OO-wn polroI~. ~.

Safmi $hips. ~.jj<J.

"'~..
Srdarws, V.
SaI..., WUI""96.
Sandc:aIlets. 6. 48-19. lOS; _ also

*~'.
SI;:DIlu:ourias. 6-7. 16. 9!.
Saoeml.. SO-5I; -..pooomr labia. 134.
StG~-daD :!OO-Ioa aquaOC sa!a'i

1hip.19.
Sakd bullt. 21.]1-
Second hqleriam{Ruk~Man), 17.
S«uriIy S)*"RS., II. 66, 69. 123;

nJIItP"'IW ttIbIn. '25.
&-n.6,444S.II9-1:lD;....,.-
~ 1ll-1J6;.-..lirtg.ll. 31·.31.

Slwes,V.
Shiddia& olhulls. n-ll
SllIft$. 11J. lIs..
Sllip(~Mt \iotub.
Ship·umrlts. 113; boou. n: dtfiniOOn

c{.13;dt.12-V:.JI'lI..,.,..6O;
~K"i«or~tm.7-8;

1«:IIv. 61. 6lI: .J)31nOlJ, 6: rmaps. 26.
Ship-"'';lall' lenlli"",k>gy, 74_
Shil'buikli,og. '1.17; /Sluf>iJil') .,tj/l.

IS. iiI.
!ihiplWldlinll and ·nuMerOOl!s. 111.
Shipyards. 11-14.65, 1!Xi: ",,,imtnanct,

S~' rIIljU. 60. 8Shon'I1lIIIC proiI(. 55.
SbOIHn'llI S)'IlI:mS. 37.
SidMy. 10. 6).66.

SiitiQ.ti-dDs 1OlJ..ton ................ 92·91
SimulIwn .... 65.
Siteuf...a, IS.1&.29. 74;.-. 29.
!i1zes~~6.I6.

~ 4OO-Ion patrol CNistr. 86.
Skills. 15. ~27.lS. Sol. 61.6.3-65.69.
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