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INTRODUCTION

The universe of Traveller is known space
. several thousand years in the future. Hu-
[ mankind has explored and settled over
11,000 worlds, and inhabits a volume of
space hundreds of parsecs across. On its
journey to the stars, it met dozens of alien races. It befriended
some, warred on others, and maintained an uneasy distance
from othersstill. It turned the worlds it owned into safe, pleasant,
technological wonderlands. Then, in less than a dozen years,
greed and stupidity destroyed everything.

Now, 70 years later, small groups of humans are returning to
the stars. The worlds they find, however, are much more
dangerous places than they were less than a century earlier. In
the uncertain environment of the New Era, conflict is inevitable,
and the first place that conflict is joined is in the cold vacuum of
space.

However, space is vast, and the distances which must be
defended are so large that the passage of light itself is
measured in seconds. At these distances, opposing ships are
invisible to each other; an entire planet appears only the size
of a thumbnail. In order to strike each other at these distances,
warships are fitted with sensors and fire control which are
accurate to tens of meters, a mere one-30 millionth of the
range. Weapons that can take advantage of these precise
measurements must travel as fast as physics allows: the speed
of light. Many of these bolts will not strike home, so each one
that does must hit hard. Like ancient jousting knights, the
warships of the 57th century seek to score the crucial first hit
that will put the enemy at a decisive disadvantage. To do this,
they send powerful bolts of pure energy—relativistic particles
and bundles of coherent photons—sizzling into the vast
darkness. These bolts, silent but blindingly bright, strike the
enemy hulls with mathematically perfect violence, piercing
and rending them like brilliant lances.

COMPONENTS

Brilliant Lances contains two rules booklets, three 22"x31"
maps, two sheets of die-cut cardboard game markers, two two-
sided reference cards, a pad of forms to be used in the game, two
six-sided dice, and a 20-sided die. Not included in Brilliant
Lances, but necessary for play, are several pencils. Players may
also find that a calculator is helpful.

Brilliant Lances is one of many games and supplementary
products intended for use with the Traveller: The New Era
science-fiction roleplaying game. However, itis also intended as
a stand-alone space combat game, and can be played and
enjoyed on its own by players who neverintend to playany other
Traveller product. At many points in the rules below, references
are made to concepts detailed elsewhere in the Traveller line of
materials. While ‘familiarity with these other products may
enhance the players’ enjoyment of Brilliant Lances, none of
these are necessary to understand or play this game. When
referring to the Traveller: The New Era roleplaying game
rulebook, the rules below will sometimes use the abbreviation
”TNE.H'

Rules Booklets: These booklets include the 32-
page Rules of Play booklet that you are reading at
this moment, and a 48-page Technical Booklet.
The Rules of Play booklet presents the rules neces-

sary to play Brilliant Lances, as well as the scenarios with which
the game is played.

The Technical Booklet contains rules that players can use to
design their own starships. These are the same rules that were
used to create the starship designs thatare included with Brilliant
Lances, andin other Traveller: The New Era products. Players of
Brilliant Lances need not use or master these design rules.
However, they will need the ship data profiles that are included
in the back of the Technical Booklet. These data profiles presentall
of the ships used in Brilliant Lances with all of the statistics and
ratings needed for play.

Maps: The three maps are allidentical, and portray the vastness
of open space within a hexagonal grid which is used to measure
distance. Each hexagon measures 30,000 kilometers, or'/10 of a
light-second (the distance that light travels in '/10 of a second).
Note the way that the hexagonal pattern runs off of the map
edges. These maps may be butted up to each other along their
short or long edges to form a continuous hexagonal grid. Players
may also order additional maps from GDW to create as large a
playing area as desired.

Counters: The two die-cut counter sheets provide a total of
183 cardboard pieces. Thirty of these are large, measuring 1'/2
inches square, 21 measure 1 inch square, and the remaining 132
pieces measure /2 inch square. These pieces are used in two
ways, as “counters” and “markers.” A piece which represents a
spacecraft, sensor drone, missile, planet, or other object in the
game is called a “counter.” A marker is a piece which is used to
represent the status of certain systems (such as Velocity or
Heading markers) or conditions on the map (such as Bogey,
Active, and Target Lock markers).

Players who are familiar with wargames will notice that the
spacecraft counters do not have any statistics or game values
printed on them, only an ID number to help players in telling
the counters apart. No values are printed on them because
Brilliant Lances is intended to allow use with starship minia-
tures. RAFM is producing a line of official Traveller: The New
Era starships which are intended for use with this game, but
players are free to use any miniatures they like, or to simply use
the counters provided if they do not wish to purchase minia-
tures. Either way, the statistics and combat values for each craft
are recorded on separate data profiles and control panels.
Players must simply note which playing piece in the board is
assigned to which data sheets.

Control Panel Pad: The pad contains a number of copies of
Spacecraft Control Panels and Spacecraft Log Sheets for use in
the game, one on each side of each sheet. The Control Panels
are used to each keep track of the operations and circumstances
of an individual spacecraft. The Log Sheets are used to keep
track of unmanned spacecraft such as missiles and sensor
drones. Be sure to save at least one clean sheet in order to make
additional copies. GDW grants permission for players to make
photocopies of these sheets as needed to provide control panels
and log sheets for playing Brilliant Lances.

Charts: Two cardstock charts are included, each printed on
both sides. These are player aids cards printed with frequently
used chartsfor quick reference. Some of these chartsappearin the
Rules of Play booklet, but keep these cards handy as you read the
rules so you can refer to charts that appear only on the cards.

Dice: The three dice included in the game are used to resolve
the success of various sensor and combat tasks in the game. The



20-sided die is often referred to as a “D20,” while the six-sided
dice are referred to as “Dé6.” The abbreviations “1D6" and “2D&"
are used to indicate when one or two of the six-sided dice are
rolled to determine a result. When 2D6 are rolled, the results of
the two dice are added together to yield a result from 2-12. In
some cases the rules will refer to “1D10,” which requires the use
of the 20-sided die. When rolling the D20 for a D10 result,
disregard the first (tens place) digit of the result for a result of 1-
10.Thus1and 11 equal 1, 2and 12 equal 2, up to 10and 20 both
yielding a result of 10.

GENERAL COURSE OF PLAY

Brilliant Lancesis playedin scenarios, each of which represents
a hostile encounter between two or more spacecraft. A hostile
encounterinvolves detecting the hostile vessel and maneuvering
to intercept oravoid it. Combat involves pinpointing targets with
fire control sensors, and performing successive attacks (such as
missile fire, laser shots, or spinal meson fire) on the located
targets.

Die rolls are made at each pointin order to obtain sensor locks
and hits; the likelihood of the die roll is established and modified
by such considerations as range between the attacker and the
target, the type of weapon used, the defensive abilities of the
target spacecraft, and other factors. If a hit is obtained, the
weapon must penetrate the target’s screens and active defenses
(such as laser fire destroying incoming missiles). The damage
inflicted depends on the type of weapon.

The game continues until one side is vanquished, flees, surren-
ders, or is destroyed.

Definitions

The following terms are used repeatedly in the rules.

Game Turn: The game is played in turns. Each turn represents
30 minutes of elapsed time. Thus, two game turns equal one
hour.

Within a single turn, each individual spacecraft is allowed
opportunities to maneuver, detect, and attack. Each spacecraft
may likewise be detected and attacked by one or more enemy
spacecraft as they conduct their turns.

Hex: A hexagonal grid is superimposed over the map to
regularize movement and placement of spacecraft. Distance
between vessels (used to calculate sensor and weapon range) is
measured in hexes, each of which represents an area of space
30,000 kilometers (one-tenth of a light-second) from hexside to
hexside.

Velocity: The speed of a vessel or missile expressed in hexes per
game turn. For reference purposes, a velocity of 1 hex perturn is
equal to a speed of 60,000 kilometers per hour.

G-Turn: An acceleration of 1 G for one game tum (30 minutes).
G-turns are cumnulative; for example, 6 G-turns yields the same
final velocity regardless whether it was generated by accelerating
at 1G for six turns, or 6Gs for one turn. Two G-turns equal one G-
hour.

Tasks: All combat activities use tasks. Each task involves rolling
a die and comparing the result to a target number. If the roll is
equal to or less than the target number, the task succeeds; if it is
greater than the target number, the task fails. However, regard-
less of the target number, a roll of 1 always succeeds and a roll of
20 always fails. See the Task Resolution section below for more
details.

Spacecraft: Spacecraft refers to all of the various
vehicles that move and fight in Brilliant Lances,
and includes starships, small craft, missiles, and sensor drones.

Starships: Starships are the most commonly used type of
spacecraft. These are space vessels with interstellar jump drives
that allow them to travel from star systern to star system, much
faster than light can travel the same distance.

Small Craft: Small craft are vessels that displace less than 100
tons, and have no jump drive, so cannot travel from star to star.
They are limited to movement within a single star system unless
they are carried by a starship. Many of the small craft in Brilliant
Lances are carried and launched by starships.

Manned Craft: This term means a spacecraft that has a living
crew (as opposed to missiles and unmanned drones) and refers
to both starships and small craft.

Missiles: These are weapons fired from spacecraft that maneu-
ver on the map like other spacecraft, but destroy themselves
when attacking their targets.

Drones: These are vehicles that are controlled by an operator
from another point, usually a starship. Unlike missiles, drones are
not built to be used up with each mission, but are intended to be
re-used. However, since they have no crew, they can be aban-
doned or placed at great risk if necessary.

TASK RESOLUTION

Everyaction attempted in Brilliant Lances, whether an evasive
maneuver, attempting sensor lock, or firing a weapon, is a task.
A task is an attempt by the crewmember operating a particular
piece of equipment (maneuver controls, sensors, weapons, etc.)
to use his or her skills and training to successfully accomplish the
action. The success of these tasks is based upon the expertise of
the crewmember who is making the attempt, where expertise is
a combination of in-born aptitude coupled with accumulated
experience and training. This expertise s called the crewmember’s
asset in that particular area.

Success: In order to succeed at a task, the player must make a
1D20 roll thatis less than or equal to the crewmember’s adjusted
asset. The assetis adjusted for factors thatincrease or decrease the
difficulty of the task, called Difficulty Modifiers (which will some-
times be abbreviated in charts and tables as “Diff Mods"). Each
increase in difficulty level halves the asset, each decrease in
difficulty doubles it. There are five levels of difficulty as shown in
the Difficulty Levels and Asset Modifiers table, page 4.

Thus, if a crewmember with an asset of 12 is attempting a task,
the player must roll a 48 or less if the task is Easy, 24 or less if
Average, 12 or less if Difficult, 6 orless if Formidable, and 3 orless
ifImpossible. Note thatImpossible is the name of a difficulty level,
and does not mean that a task cannot be attempted.

Tasks can never be reduced to less than Easy. If a task is
increased in difficulty above Impossible, it may not be attempted.

Automatic Failure and Success: Regardless of the difficulty
level and asset of a task, a roll of 1 always succeeds, and a roll of
20 always fails.

Outstanding Success and Catastrophic Failure: Whenever
the roll is 10 or more points lower than the number needed for
success (for example, a 3 or less on a roll where
13 or less was needed), the attempt is consid-
ered an Outstanding Success. The effects of
Outstanding Success are listed in the rules with
each type of action. Not all actions have an




additional bonus for Qutstanding Success; for
these, a normal success is the best result that
can be obtained, no matter what the die roll.

If a roll is 10 or more points greater than the number needed
for success (for exampile, a roll of 18 or greater on a roll requiring
an 8), there is a chance of Catastrophic Failure. To see if
Catastrophic Failure has occurred, roll for the task a second time,
at the same difficulty level. If this roll succeeds, there is no
Catastrophic Failure, and the attempt is treated as a normal
failure. But if this roll also fails (by even the normal amount, not
just by 10 points or greater), the attempt has met with Cata-
strophic Failure.

As with Outstanding Success, these effects are listed with types
of action, and not all actions have an additional penalty for
Catastrophic Failure.

Assessing Difficulty: The rules below give specific details on
the calculations of difficulty in each specific area. In most cases,
however, the range at which a task is attempted yields a base
difficulty level to which additional Difficulty Modifiers are
applied, based on specific circumstances. Each sensor, commu-
nicator, and weapon in the game has its performance listed in
hexes as short, medium, long, and extreme. Medium range is
twice short, long is twice medium ( i.e., four times short), and
extreme is twice long (i.e., eight times short). Whenever there
is only a single range figure listed with a weapon, that range is
always its short range. Some tables may go so far as to list the
separate short, medium, long, and extreme ranges of equip-
ment—but even if this is not the case, these numbers are easy
to compute.

The range atwhich a piece of equipmentis being used modifies
the chances of success of the equipment so that the longer the
range, the more difficult the task. Difficulties at these ranges is
given in the accompanying list.

Difficulty Level by Range

Range Difficulty
Short Average
Medium (2xShort) Difficult
Long (4xShort) Formidable
Extreme (8xShort) Impossible

Asset Areas and Crew Quality: In the TNE roleplaying game, each
person {called a character) has many differentassets in many different
areas of expertise, and not every person will have expertise in a
particular area. However, for the purposes of this starship combat
game, crewmembersare all assumed to have the proper skills for their
assigned roles (gunner, sensor officer, etc.).

Furthermore, rather than each crewmember having a different
level of expertise in his or her assigned area, all crewmembers of
a ship are

common level of
expertise is called
crew quality, and
comesin one of four
levels: Green,
Trained, Line, and
Crack. The accom-
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cess rolls required according to difficulty level. A parenthetical
number followed by a “—" sign to the left of the target number
indicates the number or less required for Outstanding Success. A
parenthetical number followed by a “+” sign to the right of the
target number indicates the number or greater that may result in
a Catastrophic Failure. Note that the Automatic Failure concept
is also incorporated into this table.

Using the chart above, players simply look up the target
numbers according to crew quality and difficulty level and roll the
die. They never need to know the asset number of a crew, nor
calculate the target number required for a certain difficulty level.
Asset numbers are listed for completeness, and for integration
with the Traveller roleplaying game.

Integration with TNE: The Crew Quality rule does not require
specification of particular assets, as crewmembers are presumed
to have assets appropriate to their jobs. However, specific assets
are sometimes listed parenthetically for use with PC crewmembers
who do use their own assets. Traveller players will also note that
the asset numbers of the four crew quality levels are the same as
those of the four NPC experience levels (Novice, Experienced,
Veteran, Elite) given in TNE, page 59, but the names are different.
This is because NPC experience levels in TNE are defined as their
prowess in ground combat, including their Initiative and damage
given by unarmed combat attacks. Crew quality in Brilliant
Lances does not equal prowess in ground combat; many mem-
bers of a crack crew may in fact have low Initiative and skills in
terms of ground combat. Itis only theirabilities in the technical areas
of space combat that are rated by the crew quality classes below.

SEQUENCE OF PLAY

Each turn of play in Brilliant Lances is broken down into several
sub-turns, called phases, to organize the number of activities that
must be conducted each turn. Phases are always conducted in
the same order. If, in a later phase, a player remembers
something that he meant to do in an earlier phase, itis too late,
as the decisions made in each phase affect the decisions in the
phases that come later.

treatedashav-
ing the same
expertise in
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role.  This
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Launch Phase:
Ships can launch
smallcraftthatthey
are carrying, which
| includes missiles
| andsensordrones.
Place anewmarker
in the hex they are
launched in for
each craft which
hasbeen launched.

The number of
craft that can be
launched in a Launch Phase depends on the launch facility type.

Normal Launch Facilities: Small craft which use normal launch
facilities may be launched at the rate of one perlaunch phase per
launch facility (unless specified otherwise on the ship data profile,
each ship has one normal launch facility).

Launch Tubes: Small craft which are served by alaunch tube are
launched at the rate of 10 craft per Launch Phase perlaunch tube.

External Grapples: Small craft (including missiles) carried in
external grapples may all be launched in one Launch Phase.

Missile Launchers: All missile launchers, including turrets, bar-
bettes, and bays, may launch up to 10 missiles per Launch Phase.

All newly launched craft have the same vectoras the vessel they
were launched from.

Plotting Phase: All ships and craft, including those launched
in the preceding Launch Phase, plot their maneuvers for the
turn. As Brilliant Lances uses a realistic vector-based system,
this consists of making maneuver “burns” to change the vector
heading and velocity, which determines where each craft will
move in the Movement Phase. This plotting is done in secret.

Movement Phase: All ships carry out the movement resulting
from the vectors created in the Plotting Phase.

Sensor Phase: All players secretly determine the status of their
active sensors for the phase, and make their announcements
simultaneously. All craft which wentactive with theirsensors have
an Active marker placed in their hex. The players then make
sensor lock attempts on as many units as there are on the map,
including bogeys and already-revealed units. As sensor locks are
obtained, Lock markers are placed in the locked craft’s hex,
indicating thatitmay be fired on by the craftwhich holds the lock.

Fire Phase: Missile detonation White Out markers from the
previous turn are removed. Vessels may fire on enemy units for
which they have a sensor lock. Target vessels may also use various
defensive systems to avoid or lessen the effects of successful hits.
As hits are obtained, damage is resolved against the target ship.
Fire may be resolved in any order desired, as all fire and damage
is considered to be simultaneous.

Damage Control Phase: Each craft which has damage
control parties may attempt to limit or repair the damage
resulting from the current or previous turns. Repairs which are
successful are effective at the end of the phase.

Forships which do not have enough power to supplyall of their
systems (as aresultof damage to the power plant), players use this
phase to decide which systems will be powered down for the
coming turn. Place a Powered Down marker on each such
system. Ships which already have powered-down systems from
the previous turn may re-allocate their power in this phase,
changing the systems which are and are not receiving power.

54;f?r:‘_i‘_aunch Phase
; ;lott;_ng Phase
-Mo'_, .ement Phase

Turn Record Phase: All System Reset (Cur—
rent) markers are removed from all spacecraft
control panels. Then all System Reset (Next) markers are fltpped
to their System Reset (Current) side to show that they will be
removed in the Tum Record Phase of the coming tumn.

Players who wish to keep track of the number of turns played
should keep track of them on a piece of scratch paper during this
phase. Brilliant Lances does not include a tum record track, as it
is usually not important to know the number of elapsed turns.

PLOTTING AND MOVEMENT

Brilliant Lances uses a realistic system of vector movement,
unlike many games, television programs, and movies, which use
fanciful (and unrealistic) analogs of aerodynamic motion. Space-
craft move through space due to thrust and inertia. Once a
spacecraft has expended thrust to move itin a certain direction,
it will continue to coast in that direction forever, unless another
force acts upon it, usually meaning until it expends thrust to
change its course or speed. A spacecraft’s course and speed are
calledits vector. On Earth, we rarely see pure examples of vectors,
because moving objects are acted on by so many other forces
such as friction with the ground or air, aerodynamic lift, and
gravity. Ourintuitive experience tells us that moving objects tend
to slow down and stop, and that it's difficult to keep things
moving. However, that is only true in the limited area of our
planetary frame of reference. In fact, all objects are in motionand
remain that way, coasting along at quite high speeds through
empty space. Although it might initially seem strange to players
who have not played vector games before, it is that reality which
Brilliant Lances portrays.

Setting Up: Each manned craft has a control panel sheet and
a set of control panel markers which are used to control and keep
track of its movement. A set of control panel markers consists of
six markers: a Velocity 0 marker, a Velocity 00 marker, a Heading
Marker, a Facing marker, a Next Hex marker, and a Heading
Change Accumulated G-Turns marker. Brilliant Lances contains
eight such sets. Each set has its own number in the upper right
corner to make it easier to sort out complete sets.

Vectors: Avector is a representation of directional movement.
In the game, each ship’s vector is represented by its velocity and
its heading. Velocity is measured in hexes moved per turn, while
heading is the vector’s direction of movementwith respect to the
hex grid. Vessels may have any one of 12 headings, correspond-
ing to the six hexsides and six hex vertices of the hex they
currently occupy. Each map sheet has a compass rose printed in the
cornerwhich showsthe 12 different headings, numbered 1-12.When
assembling the maps, make sure they are butted together so thatall
of the compass roses are oriented in the same direction.

Each spacecraft’s current vector is recorded with markers on the
craft’s control panel. The scenario instructions will tell the players how
todeterminestarting velocitiesand headingsforeach spacecraftin the
scenario (craft which are launched from larger vessels assume the
same vector as the launching vessel). Place one or more Velocity
markers in the correct box{es) of the velocity scale and a Heading
marker in the correct box of the heading display. For example, if
the scenario instructions state that a starship has
a heading of 2 and a velocity of 14, the player
would place the Heading marker in the 2 box of
the heading display, the Velocity 00 markerin the
1 box of the Velocity/Accumulated Gs Track, and




the Velocity O markerin the 4 box of the Velocity/
Accumulated Gs Track.

Because players will be sitting around a table with their control
panels oriented in different directions, they must remain aware
that the heading display on every control panel (labeled 1-12) is
oriented according to the compass rose on the maps, not
according to the direction that the control panel is laid out.

Heading vs. Facing: A craft's heading is the direction of its
currentvector, i.e., the direction itis moving. A craft’s facingis the
direction that the craft’s nose is currently pointed. Because a ship
can coast through space with its nose pointed in a direction
completely different from its direction of motion, or heading, its
heading and facing need not always be the same direction.
However, under certain conditions, such as when thrusting, a
craft’sfacingand heading will be closely related toeach other. See
the Facing rules on page 16 for more information.

Movement: In each game turn, each spacecraft will move
hexes equal to its current velocity in the direction of its current
heading. In reality, there are an infinite number of vectors which,
for simplicity, Brilliant Lances has abstracted into 12.

If the heading direction is a hexside, the craft moves directly
down the hexrow.

If the heading is a hex vertex, the ship will move alternately
from side to side down the line of the hex vertex. If a ship retains
a hex vertex heading from one turn to the next, it can be easy
to forget which side of the vertex (left or right) is the next hex
to move into. At the center of the heading display is the next
hex reminder diagram, showing three adjacent hexes, one of
which shows a starship aimed at the common hexside shared
by the other two hexes. Use the Next Hex marker to show
which hex the ship will enter on its next move. As soon as it
finishes its move, alternating along either side of the hexside,
place the Next Hex marker in the correct hex to show which will
be its first hex when it resumes moving the next turn (assuming
that it does not change the direction of its vector, of course).
In the example on the facing page, the starship has a heading
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of 5 and a velocity of 3. Before its move, its heading display and
next hex reminder are as seen on the left. After orienting the
starship’s heading of 5 with the compass rose as shown on the
map fragment, the next hex reminder shows that the ship moves
first to the right. The ship then moves its three hexes, alternating
left and right across its hex vertex facing. At the end of its move
the player notes that, following the alternating pattern, the next
hex to be entered is to the left, and so moves the Next Hex marker
as seen on the heading display on the right.

Note that in this example, the starship’s counter was oriented
so that its facing was the same as its heading. This did not need
to be the case; so long as the starship is coasting (not expending
thrust burns), it can be facing in any direction the player desires.

Maneuver: As described above, movement consists of carry-
ing out the vector that is recorded on the heading display. In
maneuvering, players use their ships’ maneuver drives to change
the velocity or direction of the current vector. The new vector is
then carried out in the Movernent Phase. Any ship that does not
use its maneuver drive to change its vector during the Plotting
Phase simply continues to execute the same already existing
vector each and every Movement Phase until it is acted on by an
outside force (such as the gravity of a large body), or until time
as we know it comes to an end.

During the Plotting Phase of each turn, all players make
decisions concerning the movement of their vessels for the
coming Movement Phase. Each vessel maneuvers by firing its
maneuver drive thrusters to change its velocity or heading. The
power of a craft’s thrusters is expressed in G-turns of thrust (each
of which represents the force of 1 G acting for a period of 30
minutes, or 1 game turn). Each vessel may spend G-turns up to
its G rating on maneuver (to change its vector), evasion (to thwart
potential incoming fire), or a combination of the two. The total
number of G-turns spent on maneuver and evasion cannot
exceed the vessels G rating. (Note also that a craft spending G-
turns for evasion may not have an extended folding sensor
array—see “Sensor Lock Procedure,” page 12.) Each craft’s G
rating is listed on its data profile under the heading “Maneuver Gs.”

The effects of evasion are explained in the Sensor Lockand Fire
Combat rules below. The roll for evasion success is made during
the Plotting Phase and is in effect for the rest of the turn. G-turns
spent on maneuver may be used to change the craft’s vector, by
either changing its velocity or its heading. Each G-turn of thrust
must be allocated to either velocity or heading change, and
cannot be used for both. However, a vessel with a maneuver
rating of more than 1 may spend some of its G-turns of thrust on
a velocity change and the remainder on a heading change.

Velocity Change: Each G-turn of thrust spent by a ship
changes its current velocity by 1. The velocity may be either
increased or decreased. As G-tums of thrust are spent, the players
must declare whether they are going to increase (accelerate) or
decrease (decelerate) the velocity. A small craft with a current
velocity of 6 anda G rating of 4 could spend its G-tumns to increase
its velocity to 10 or decrease it to 2.

Heading Change: The thrust required to change heading is a
function of the velocity of the craft. /2 G-tum of thrust is required per
hex of spacecraft velocity to make a heading change of one position
tothe port(left) orstarboard (right). Forexample, a shipwith a velocity
of 6 would require 3 G-turns of thrust per heading change made. If
its current heading were 12 and it wanted to change to a heading of
1, it would have to expend 3 G-tumns of Starboard thrust.




efore Move

G-turns may not be spent fractionally. In other words, a ship
with a velocity of 3 that was changing its heading by 1 would
only require 1'/2 G-turns to do so. However, the ship would
have to spend 2 G-turns to acheive those 1 /2 G-turns. The left-
over 'f2 G-turn could not be counted on the Accumulated G-
Turns Track (see below), nor could it be used for evasion. It is
simply lost. Note that this same ship, if its G rating were high
enough, could spend 3 G-turns to change its heading by 2 all
in one turn, and this way would not lose any excess thrust,

Accumulated Thrust: Thrust may be spread over several turns.
In other words, a ship may spend 1 G-turn of thrust one turn and
another G-turn the next turn. G-tumns spent which are not
sufficient to achieve an immediate heading change are recorded
by placing the Heading Change Accumulated G-Turns marker on
theVelocity/Accumulated G-Turns track of the control panel. This
marker has a Port arrow on one side to show G-turns spent to
change heading to port (counterclockwise—e.g., from 12 to 11
or 4 to 3) and a starboard arrow on the other to show accumu-
lated G-Turns to change the heading to starboard (clockwise—
e.g., from 12 to 1 or 7 to 8). As soon as sufficient additional G-
tumns are added to bring about a heading change, the Heading
marker is moved one position in the appropriate direction and
accumulated G-turns are reduced to 0. Additional heading
change G-turns spent beyond this point are accumulated on the
track normally until they reach the point at which they are
converted to a heading change, and so on.

Forexample, a ship with a velocity of 5and a heading of 8 burns
6 G-turns for a starboard heading change. The first 5 G-turns are
sufficient for two heading changes (2 '/2 Gs per heading change
at a speed of 5), and the sixth is insufficient for a full heading
change. So the ships control panel is adjusted to show a new
heading of 10, with one starboard accumulated G-tumn on the

Velocity/Accumulated G-Turns Track.

A ship which already has an Accumulated G-Turns marker on
its Accumulated G-Turns Track must first reduce that marker to
0 before accumulating acceleration for a heading change in the
opposite direction. This would mean spending G-tumns in the
opposite direction to cancel out those already accumulated. For
example, if there were already 4 starboard G-turns on a craft’s
Accumulated G-Turns Track, and the craft now wanted to change
its heading to port, it would first have to spend 4 G-turns
accelerating to port to counteract the accumulated starboard G-
turns before anyaccumulated G-turns to portwould be shown on
the Accumulated G-Tumns Track.

Asmentioned above, '/2 G-turns may never be accumulated on
the Accumulated G-Tumns track.

Vector Adjustment: Although the thrust decided on in the
Plotting Phase is actually applied throughout the entire tum, for
simplicity, Brilliant Lances treats these changes as taking place
immediately. All G-turns spent on velocity change are applied
immediately, as are any G-turns sufficient to cause a heading
change. Thus these changes are reflected in the movement of the
immediately following Movement Phase.

G-turns spent on heading changes that are not sufficient to
change the heading this turn are simply recorded on the
Accumulated G-Turns Track and do not affect the currentturn’s
movement.

Fuel Use: The control panel lists the amount of fuel used per G-
turn (see page 9). Each time G-turns are spent for any purpose,
record the fuel use on the “Fuel Use” blank.

Secrecy: The vector adjustments of the Plotting
Phase are made in secret so that players cannot
adjust their movement to take advantage of an-
other player’s plans.




CONTROL PANELS
AND MOVEMENT LOGS

Most of the remainder of the rules deal with the many issues
related to combat: fire control solutions, weapons firing, hit
locations, damage description, damage control, etc. The same
control panels that contain the movement information discussed
above also have areas that detail the range performance of sensors,
weapons, defensive systems, and electronics, as well as the damage
that these systems can sustain. Because these control panels contain
the information that will be used in the following combat rules, it is
important to look at the control panels before proceeding further.

Filling out the Spacecraft Control Panels

Each manned craft used in a Brilliant Lances scenario should
have a control panel filled out. These panels are filled out in
accordance with the ship data profiles presented at the end of the
Technical Bookletand thefollowing rules. There isa sample control
panel for a Gazelle-class starship printed on page 10 to consult
while reading these rules. It is to be used with the Gazelle-class
data profile in the Technical Booklet.

Maneuver Section: The maneuver section of the control panel
consists of the Velocity/Accumulated Gs Track and Heading
Display. These have been fully described in the Plotting and
Movement rules above, and do not need to be filled out in any
way, as they are displays for use with the control panel markers.

Crew Quality: This block is used to record the task resolution
rolls used by the vessel’s crew. Copy the appropriate line from the
Crew Quality and Task Resolution Rolls table on page 4. The crew
quality of each craft is listed in the scenario instructions, or is
decided by the referee or players in home-made scenarios. The
control panel contains no column for the asset number, and
abbreviates the names of the difficulty levels. Note also that the
control panel also lists the ranges at which these difficulty levels apply,
in accordance with the Difficulty Level by Range table on page 4.

Constant Difficulty Modifiers vs. Detection and Fire: As will
be discussed in more detail under the Sensor Locks rule (page 11),
the chance of detectingand hitting a ship varies with its signature,
whichis based on size and other details. This chart, unique toeach
ship, is broken down into five categories: signature versus radar
(an active sensor), versus active electromagnetic sensors (active
EMS, a more advanced radar-type system; this signature is also
used versus ladar), versus high-resolution thermal sensors (HRT,
a passive sensor), versus passive EMS (a more advanced HRT-type
system), and versus enemy fire. For a more detailed discussion of
the four sensors, see the Sensor Locks rule.

This chart records two permanent components of this signature,
the craft’s size, and the effectiveness of its electromagnetic masking
(EMM) system, if it has one. To fill this section out, first find

Once the Target Size and EMM blanks are filled in, add the
target size and EMM Difficulty Modifiers to get the total modifier
which is recorded on the bottom line. For example, a -1 target
size modifier and a +1 EMM modifier make a total modifier of 0.

Identification Block: This block is used to record the ID
number of the counter or starship miniature that corresponds to
the control panel, the class of ship, its name (as appropriate), and
its player’s name (as appropriate).

Weapons: This block is used to record the performance
parameters of the vessel’s offensive systems, as well as their state
of damage. Each weapon listed in the Offensive Armament
section of the data profile and each master fire director (MFD)
receives its own line in this section of the control panel.

Each MFD line has blanks for the number of Diff Mods ignored,
the number of megawatts (MW) of power needed by the system,
the ranges of the system (broken down by task difficulty), its
missile capability, the amount of damage it ats antenna can
sustain, and its crew. The Diff Mod and power information is
copied into the blanks from the data profile. If the MFD is capable
of controlling missiles, the short range in hexes of its missile commu-
nicators is listed, and this range is copied into the “Ms!” blank.

The data profile also lists the MFD's short range in hexes (which
we know from page 4 is equivalent to a basic difficulty level of
Average), whichis copiedinto the Average blank of the range line.
Twice this number (its medium range) is written in the Difficult
blank, four times this number (long range) in the Formidable
blank, and eight times this number (extreme range) in the
Impossible blank. Note that this formatallows the ship’s player to
get the basic difficulty level direct from the range in hexes,
without having to translate range to difficulty level.

The damage portion consists of a number of hit boxes that can be
crossed out to indicate advancing damage, plus the altemative
indicators M] (major) and Mn (minor) to show the type of hits thatare
being marked. In order to fill out this section, consult the Damage
Tables portion of the data profile sheet, on the far right, under
“Systems.” Here each system is listed with the number of major or
minor damage results that it can sustain. Major damage results are
listed in the format “NH" where N is the number of major hits thatare
required to destroy the system, or “(Nh)" where N is the number of
minor damage results required to destroy the system. Any system
installed in a ship thatis notlisted separately on the table comes under
the “All Others” heading and thus absorbs 1 minor hit. Cross off the
M] or Mn notation so that the appropriate hit type remains, and line
out any additional hit boxes beyond those that the system can
contain. Thus, a system that was listed as “3H” would be marked by
crossing off the Mn notation and two of the hit boxes (leaving three
boxes and the M] notation), and a system that was listed as “(2h)”
would be marked by crossing off the M| indicator and three of the

the craft’s target size on its data profile and consult the
Difficulty Modifiers by Target Size chart at right.
Write this number in all five blanks on the “Target Size”
line. Note that the Diff Mods are identical versus both | . e
sensors and fire, except in the case of Sub-Micro targets. | ;r"Mrgétu{f:A e _Drs;il;iietmh:ﬁt]'fons
For ships noted as being equipped with EMM, the | r- e g —_ e
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boxes (leaving two boxes for hits to be marked in, and the Mn
indicator to show that these are minor hits).

All MFDs have only one crewmember, so no additional nota-
tions need be made.

Thus, on the sample control panel, we have recorded an MFD that
ignores 5 Diff Mods, consumes 1.62 MW, has a short range of 10
hexes, absorbs 4 minor hits before being destroyed, has an antenna
that can take 1 minor hit, and has one crew. It is not missile-capable.

Offensive Weapons are filled out in basically the same manner
with the following exceptions. Each weapon line has a blank
which is used to write in a description of the weapon, and two
blanks beneath, one for the hit location which the weapon
occupies (see the Facing rules, page 16), and one for the
weapon’s arc of fire (also see Facing, except that missile launchers
have no arcs of fire; fill in this blank with the number of ready
missiles). Both of these are listed with each weapon, along with
its power consumption and crew size, which may be a number
other than 1 (including 0). The weapon's range is given for all four
range bands (for each band, the range in hexes is the number to the
left of the colon), which are simply copied into the Average, Difficult,
Formidable, and Impossible blanks. Some weapons are given addi-
tional powertoincreasetheirhitchances. These are shown on the data
profile by following the power MW with a slash anda-1 or -2 (e.g.,
"21/-1" or “42/-2"). Copy this notation as is onto the MW blank.

Unused lines may be left blank or completely lined out, at the
player’s preference.

Defenses: These are filled out much like the weapons section,
with certain exceptions. Each defensive system receives one line,
and has space for a description of the system, its hit location, arc
of fire, power consumption, damage, and crew, as described
under Weapons above. In addition, each defensive system must
have its tech level (TL) copied from the data profile sheet into the
blank provided. If the system is a sandcaster, it must have its
Reduction per Hit (Reduc/Hit) copied into the blank provided, as
well as the number of sand cannisters carried (Cann). The “Cann
Used” blank is not filled out right away, but is used to record the
number of sandcaster cannisters used in combat.

If the system is a nuclear damper, it must have its “CV+"
number copied from the data profile into the appropriate blank.
Meson screens have their PV value written in the PV blank. Black
globes use the PV blank to record their maximum flicker value.
Only sandcasters need to fill out the Arc of Fire blank. Other
defenses do notuse arcs of fire. Meson screens, nuclear dampers,
and black globes do not fill out the Reduc/Hit or Cann blanks.

Unused lines may be left blank or completely lined out, at the
player’s preference.

Crew:Eachboxin the crewsectionindicates one crewmember.
These numbersare obtained from the crewline under Accommo-
dations on the data profile. Line out all boxes above the correct
number of crew for each line. Bridge crew includes all of the
Electronics, Maneuver, and Command crew. Engineering crewis one
half (round fractions up) of the listed Engineering crew, and Damage
Control Parties are the remaining engineering personnel plus all
Maintenance personnel. Ship’s Troopsare listed if present, as are other
types of crew (such as stewards) and passengers if applicable.

On our sample control panel, the Gazelle has seven bridge crew (1
Electronics +2 Maneuver+ 3 Command—note that the 1 MFD crew
is tracked with the MFD, although he/she may be hit on Bridge Crew
hits), four engineering crew (7+2=3.5 rounded up to 4), and four
damage control crew (the rest of the 7 engineers plus the one
maintenance crew). The three small craft crew are not listed as they

are presumed to be aboard the small craft. The
Gazelle has no ship’s troops and no passengers.

Electronics: Electronics includes communicators, sensors, com-
puters, and ECM gear. These are filled out as discussed under
Weapons, above, with the following differences.

Communicators and sensors each have two components—the
internal control system for the system, and the external sensor.
Each of these has its damage listed separately. In most cases, both
of these will sustain only T minor hit. In a few cases, a communi-
cator will have its short range listed as “e”, which means that its
range is infinity for purposes of the Brilliant Lances scale. Write
“=" in each of the four difficulty blanks, which means that the
basic task difficulty is Easy at these ranges (subject to a “Degraded
Performance” damage result, see the Damage rules, below, and
environmental Diff Mods, see the Communicator rules).

Some sensors are noted on the data profile sheet as being
folding arrays. For each such sensor, place a check mark or “x” in
the box marked “folding.”

Computers only take 1 minor hit each, so only need to have
their type written into the blank provided.

Ships with electromagnetic masking systems mark the hits for
the EMM radiators, marked EMMR on the damage tables, as well
as the EMM controls.

Target Locks Box: This is notfilled out, butis used during play.

Quarters: As indicated on the craft’s damage table, each large
stateroom takes 1H, and each small stateroom takes (2h). Thelines for
large and small staterooms are already permanently marked to show
major and minor hits for that reason. Line out all excess boxes. The
power listing is per individual stateroom or low berth, not the total.

Ships with a specialized sick bay have this noted in the
Accommodations section.

Emergency Life Support does not have a power requirement.
The Grav Compensator includes a blank to show the maximum
Gs compensated.

Hold: These are filled out according to the above guidelines.

Cargo space may not always be filled. The parenthetical blank
is used to indicated total cargo space, while the blank “Tons of
Cargo” is used to show the amount currently carried. This will
vary from scenario to scenario. In most cases, simplicity dictates
that cargo will absorb damage at the rate of 1 damage point (not
hit, see Damage, below) per cubic meter.

Likewise, ships may start with partially empty fuel tanks, with
the beginning fuel indicated in the “Starting Fuel, “m3*” blank.
Fuel Losses and use are recorded during play. The fuel use per G-
turn expended is listed on the G-Hours line of the data profile.

Engineering: In addition to the guidelines already discussed,
engineering systems must be rated in two other areas. For the
Power Plant, enter its total output in MW in the left-hand blank,
then divide this number by the number of hits it can sustain,
rounding fractions up. The result is the number of MW of power
output lost per hit, which is written into the right-hand blank.

For the Maneuver Drive, copy the MW of power required per G of
rated performance from the Maneuver Gsline of the data profile. Then
multiply this number by each allowed G rating of performance to
show the amount of power needed for each level.

“Other” systems include such things as auxiliary power plants,
spare jump drives, etc.

Internal Armor: If a systemis noted on the data
profile as having internal armor, draw a box
around thatsystem on the control panel and note
its armor value next to it.
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Using the Missile and Drone Log Sheet

For missiles and drones, it is not worth the effort to maintain a
full control panel, so they use an abbreviated version of the
normal movement rules. Rather than having a control panel and
heading display, these unmanned craft simply have their new
vector information for the turn noted on the Missile and Drone
Log sheet during the Plotting Phase.

Plotting and Movement: Each missile or drone thatis brought
into play (either at the beginning of the scenario or by launch
during play) is assigned a line on the log sheet, where its
description and identification number are written in the ID block.
Its five signature Difficulty Modifiers are copied into the signatures
box provided from the data given on the Missiles Characteristics
table (in the Technical Booklet). Each subsequent turn it has its
movement plotted according to the Plotting and Movement
rules. However, rather than having this plotting recorded by
markers on a heading display, its vector is recorded in shorthand
form in the box for the appropriate turn, using the abbreviations
listed at the bottom of the log sheet. For example, a missile which
on Tum 2 had a heading of 12, a velocity of 6, and 2 accumulated G-
turns to starboard would have “H12, V6, AGS2” written in the Tum
2 box. When each line of tum boxes is used up, use the “Cont” box
to note the line number on which the craft hasits plotting continued.

Ship Notes: When handling more than one ship at a time,
players may wish to use the log sheets to jot down notes about
the activities of their ships to assist them in computing Difficulty
Modifiers vs. sensor locks or enemy fire, or to remind them of G-
turns expended in order to compute fuel expenditures.

Tournament Play: To prevent chances for confusion or con-
cern about cheating, all players participating in Brilliant Lances
tournament play must use log sheets to note G-turns used for
evasion and maneuver, folding and unfolding of passive arrays,
andthe like. These sheetswill also aid in the reconstruction of such
battles for later demonstration and analysis.

SENSOR LOCK

Obtaining a sensor lock on an unidentified or known enemy
target is the single most crucial step in space combat. Until this
sensor lock is obtained, the exact nature of the target is not
known. The crew of astarship may be wellaware that “something
is out there” based on ghostimages, thermal hotspots or flashes
of returns on active sensors, but a sensor lock is required to
identify the target, and more importantly, to do anything about
it. At the incredible ranges of interstellar combat, fire control
solutions require good, hard data on their targets. The speed of
the target, its direction of motion, even its facing, roll, pitch, and
yaw, are essential for the fire control to be able to tell where the
target will be when the outgoing fire arrives. The most powerful,
precise weapons known to violent minds are just so much inert
matter without a sensor lock.

Bogeys: Before the first target lock is gained on an unidentified
target, that targetisan unknown. Atthe start of play, all spacecraft
are unknowns, whether they are large starships, small craft,
missiles, or sensor drones. For this reason, no counter (or ship
miniature) is placed onto the map until an opponent gains the
firstsensor lock on that craft. Instead, the position of each crafton
the map is indicated by a Bogey marker. The Bogey marker is
moved normally using the movement and maneuver rules. This
represents the tell-tale indications of something out there that
can attract a sensor lock attempt. Once this lock is obtained, the

Bogey marker is replaced with the spemf' o play-
ing piece for that craft, which remainsin play for
the remainder of the scenario. Thus, at the beginning of play,
even if they know the overall composition of an enemy force,
players do not know what where individual ships are, and which
bogeys are only drones or missiles already in flight.

Types of Sensors: There are six main types of sensors used in
Brilliant Lances, divided into two broad types—active sensors
and passive sensors. Active sensors detect targets by sending out
pulses of energy, such as radio waves or lasers, which then bounce
off their targets and back to the sensor. The time that it takes the
pulse to return, the shift in frequency of the pulse, etc., can be
used to determine the distance and direction of the target, its
motion relative to the sensor, etc. The two major drawbacks of the
active sensor are that it broadcasts its own presence by filling space
with pulses of energy, and that it requires a lot of power to generate
pulses powerful enough to bounce back from very distant targets.

Passive sensors do not betray themselves by emitting energy;
rather, they detect targets by sensing the energy given off by
those targets. This energy is primarily in the form of heat, but
advanced passive sensors also include radar and radio direction
finders. Passive sensors are typically less effective than active
sensors in terms of absolute range, but are more tactically useful
for ships that wish to remain unnoticed.

Radar: This is an active sensor which detects its targets by
emittingradio energy across wide angles, and detecting the radio
energy which bounces back from distant targets. When a space-
craft is using radar, it suffers the penalties of going active,
“lighting up.”

Ladar: This is similar to radar, except that it uses laser rather
than radio energy, and emits its energy in tight, focused beams,
not across wide angles. Ladar may not be used to make an initial
sensor lock, as it cannot scan broad areas. However, another
sensor which has already locked on the target may hand off its
lock to the ladar, which can then maintain the lock. Ladar does
not carry the same penalties for going active as do radars, active
EMS, and radio broadcasts. However, if its target is using
sandcasters, it is one level of difficulty higher to maintain the
sensor lock with a ladar set.

Active EMS: Active EMS (electromagnetic spectrum) sensors
are advanced versions of radar (appearing at tech level 10),
which incorporate the use of wavelengths other than radio, and
add in sophisticated computerized image enhancement. Ac-
tive EMS is an active sensor, and when used, carries the same
penalties.

HRT (High Resolution Thermal): This is a passive sensor that
detects targets by their infrared radiation. The more heat the
target is giving off, the easier it is for the HRT to detect it.

Direction Finders: These specialized passive sensors detect
targets by sensing their radar and radio emissions. At tech level
9 and below these are separate stand-alone systems, but by tech
level 10 these are incorporated into the passive EMS sensors
(immediately below). Note that these sensors are not directly
used to roll for sensor locks. Rather, the presence of direction
finders assists in the use of other sensors carried by a spacecraft.

Passive EMS: Thisisanadvanced passive sensor
(appearing at tech level 10) that combines the
capabilities of the HRT with EMS direction finders
and computerized image enhancement.

Other: There are several other types of sensors




installed aboard spacecraft, such as densitom-
eters, neutrino sensors, and neural activity sen-
sors, but these do not come into play in normal space combat
(see, however, Integration with Traveller: The New Era, below).

Sensor Lock Procedure

Most ships have a number of sensors, each with different
ranges of effectiveness. Once the scenario begins, players may
begin to attempt sensor locks using any of the sensors available
to them. Obtaining a sensor lock on atarget is a task using crew
quality (or Sensors skill), with the basic difficulty determined by
the range of the target from the sensor, using the ranges noted
on the craft’s control panel. For example, a sensor with listed
ranges of Ave 5, Diff 10, Form 20, Imp 40 would have a basic level
of Average at 0-5 hexes, Difficultat 6-10 hexes, Formidableat11-
20 hexes, and Impossible at 21-40 hexes. A sensor lock could not
be attempted beyond 40 hexes. This basic difficulty level can then
be modified up or down by other factors as explained below.

All sensor locks are rolled for during the Sensor Phase. Each ship
may use any or all of its sensors, and may attempt as many sensor
locks as desired, with the limitation that each sensor may not
attempt to gain a lock on the same target more than once in the
same Sensor Phase.

Once a lock on a target is successfully rolled, a Target Lock
marker is placed in the target’s hex. Each Target Lock marker is
numbered, and the number of that marker is recorded in the
Target Lock box of the control panel belonging to the ship that
made the lock. This allows players to keep track of who has seen
whom at any given moment. In addition, any Bogey marker is
replaced by its counter or starship miniature when it has been
“locked up.”

Decision Step: Before any sensor lock tasks are rolled, all players
must simultaneously decide which sensors they intend to use.

Active/Passive: Players decide for each ship whether it will use
active or passive sensors, or both. Each ship has an Active/Passive
chit, marked Active on one side, and Passive on the other. If the
player decides that the craft will use any active sensors (even in
conjunction with passive sensors), the chitis placed, hidden, with
its Active side up. Once all players have made their decisions,
these chits are simultaneously revealed so that no player may
react to any other player’s decision. Chits with their Passive side
showing are set aside for use on later turns, while chits with their
Active sides showing are placed on the map in the hex occupied
by the craft using the sensor. Vessels which have gone active are
easier to detect by vessels equipped with direction finders or
passive EMS sensors.

Folding Sensors: Some vessels are equipped with passive sensors
that are noted on the data profiles and control panels as being
folding arrays. These sensors have large, synthetic aperture
collection areas that must be extended on the ends of pylons and
struts in order to be used. The passive sensor must be extended
if it is to attempt a lock, as it cannot function when retracted.
However, the greater target area presented by a vessel with an
extended passive array makes it a better target for enemy active
sensors. Each ship with afolding array mustalso make an extend/
retract decision during each Decision Step. A chit
isalso provided for this purpose. On the Extended
side, the chit shows a front view schematic of a
ship with its array deployed, and the notation “~
1 vs. Active.” On the Retracted side is the notation

that no locks are possible with that sensor. Although this decision
is also made during the Decision Step, the chitis not revealed, so
as not to disclose information that opposing players would not
automatically know. The chitis kept on the player’s control panel.

Because of the fragility of the folding struts, no vessel may have
an extended folding array in a turn that is burning G-turns for an
evasion attempt. If the player chose to burn Gs for evasion in the
preceding Plotting Phase, all folding sensors are automatically
already retracted in this step.

Integrity: Because of the secret steps included in Brilliant
Lances, there are many opportunities to change one’s mind
about a sensor decision after the fact, and reverse that decision
after seeing the tactical benefits that might result. Resist the
temptation if it ever occurs. That small act of integrity will not only
make you a better person, but it will, in a small but very real way,
make the world a better place for you and everyone else to live in.

Additional Difficulty Modifiers

The following conditions and circumstances modify the basic
difficulty level based on range.

Retaining Sensor Locks: Sensors roll each Sensor Phase for all
potential targets on the board, even those which the sensor had
alock on during the previous turn. Thus, an existing sensorlock can
potentially be lost on any given turn. However, when rolling to
rmaintain locks from previous turns, apply a -1 Difficulty Modifier to
the task (i.e., the task becomes one difficulty level easier).

Handing Off SensorLocks: Sensorlocks mayalso be “handed off”
to other sensors on the same ship or to ather friendly ships. When
rolling for a handed-off sensor lock, apply a1 Difficulty Modifier to
the task (i.e., the task becomes one difficulty level easier).

Handing a sensor lock off to another sensor on the same ship
allows a lock obtained with an active sensor to be transferred to
a passive sensor so that the active sensor can be powered down
for more stealthy operations. Alock cannot be handed off on the
first turn that it is made, but only on a turn following a successful
lock. The sensor that first obtained the lock does not need to re-
roll the lock for the turn that the lock is handed off. In effect, this
task is rolled as if the sensor that is receiving the handoff is rolling
to retain a lock from the previous turn.

To hand a sensor lock off to another ship, both ships must make
successful communications rolls to make contact with each other
(see the Communicators rule, page 15). Again, this handoff can
only take place for a target that was successfully locked on the
previous turn, and the handing off ship does not need to roll to
re-lock it for the current turn.

Going Active: A ship which has gone active for the turn by
using either active sensors or radio (see Communicators, below)
becomes easier to detectforships equipped with directionfinders
or passive EMS sensors. Any ship equipped with functioning
direction finders or passive EMS (in the case of a folding passive
EMS sensor, the array must be extended) applies a -1 Difficulty
Modifier to sensor lock attempts with any of its sensors when
rolling to lock onto an active target.

There are two restrictions to this: 1) the direction finder-
equipped vessel must be within twice the extreme range (16
times the short range) of the active sensor, and 2) the tech level
of the direction finder or passive EMS must be equal to or
equivalent to the tech level of the active sensor. If either of these
conditions is not met, there is no -1 Difficulty Modifier.

See the procedure section on page 14, for further details.



Target Size: The size of the target is a universally applicable
modifier which applies in all sensor and fire tasks. Targets smaller
than VS (Very Small) are harder to spot and hit, while larger
targets are easier. See the table on page 8. This modifier is
included in the Constant Diff Mods table on each spacecraft
control panel.

Target Maneuver: The basic sensor lock difficulty levels as-
sume that the targetis expending some energy (and hot reaction
mass) to maneuver. Thus, a target which has spent any G-turns
at all in the turn adds no Difficulty Modifier to the task attempt
(exceptin the case of stern on—see next paragraph). If the target
has expended no G-turns for any purpose in the current turn,
sensor lockis one difficulty level harder (+1 Diff Mod). If the target
is in “cold mode,” with its systems off-line and its power plant
reduced to only a trickle of power, the sensor task is raised by two
difficulty levels (+2 Diff Mod).

On the other hand, if the target is expending G-turns of thrust
and is presenting its stern (and therefore its hot exhaust) toward
the sensor, the sensor task roll is reduced by three difficulty levels
(-3 Diff Mod). “Presenting its stern” is defined as facing so that
the sensor is in the stern quarter arc (arc 4) of the target vessel.
See the facing rules under the Hit Procedure rules, below.

Target Evasion: Vessels may also expend G-turns on erratic,
evasive maneuvers in an attempt to throw off enemy sensorand
fire tasks. An evasion attempt is an Impossible task (Ship’s
Tactics), but the task is reduced one level of difficulty (-1 Diff
Mod) for each G-turn that is spent for evasion. For example, a
ship with a G-rating of 5 that spent 3 G-turns on maneuverand
2 on evasion would require a Difficult roll against the captain’s
Ship’s Tactics asset in order to successfully evade. The evasion
roll is made one time only for the entire turn, in the Maneuver
Phase. That result applies to all sensor and hit tasks for the
remainder of the turn.

Success on the evasion roll means that the enemy’s sensor lock
taskis one levelmore difficult (+1 Diff Mod). Outstanding Success
on the roll means that the enemy’s task is increased by one level
forevery two G-turns spent on evasion, rounding fractions down,
with a minimum of one. Thus, an Outstanding Success would
yielda +1 Diff Mod for 1, 2, or 3 G-turns spent on evasion, +2 Diff
Mod for 4 or 5 G-turns, and +3 for 6.

Failure on the roll indicates that there is no increase in difficulty
for the enemy’s sensor lock attempt. Catastrophic Failure means
in addition that the craft’s unpredictable and violent gyrations
throw off the ship’s own sensors and weapons: all of its sensorand
firing tasks for the turn are increased by one level in difficulty (+1
Diff Mod).

Electromagnetic Masking (EMM): Ships which are equipped
with electromagnetic masking (EMM) packages reduce the
effectiveness of active and passive sensors which are used
against them. EMM not only disguises a vessel’s passive (heat)
signature, italso includes the use of stealthy materials to reduce
the echo of active sensor energy. A working EMM package
increases the difficulty level of sensor locks by radar and HRT
sensors by two levels (+2 Diff Mod), and the difficulty of an EMS
(active or passive) or ladar sensor lock by one level (+1 Diff
Mod). Remember that these Diff Mods are incorporated into
each vessel’s signature in the Constant Diff Mods vs. Detection
on its control panel.

Laser Sensors: Any ship which is equipped with a sandcaster
has a laser sensor included as part of the sandcaster installation.

S _j‘@ E
A ship equipped with a laser sensor can detect M
when a ladar set has a sensor lock on it, allowing
it to fire sandcasters to increase the sensor task attempt by one
difficulty level (+1 Diff Mod) on the current tum. This requires the
expenditure of a single sand cannister (see Sandcasters under
“Defensive Weapons” below). If the vessel already has sand “in
the air,” this +1 Diff Mod is already in effect without the need to
expend another cannister.

Jamming: Vessels may be equipped with radar or EMS jam-
mers which allow them to attempt to jam enemy active sensors.
These jammers are deceptive jammers, and are different from the
area jammers discussed immediately below. Deceptive jammers
do not attempt to blot out enemy sensor energy, but deceive
enemy sensors by sending back false echoes that fool the enemy
sensor about its target’s true location/heading, etc. Jamming
tasks, like other tasks, are based on the range in hexes from the
jammer to the target of the jamming attempt, as indicated on the
control panel. Additional modifiers to this basic difficulty level are
based on tech level (TL) differences between the sensor and the
jammer. For each TL that the sensor exceeds the jammer, the
jamming task is increased one level in difficulty (+ Diff Mod). For
each TL by which the jammer exceeds the sensor, the jamming
task is decreased one level in difficulty (— Diff Mod). This task is
rolled separately for each enemy active sensor that the player
wishes to jam. Success in the jamming task indicates that the
opposing sensor is jammed, and rolls its sensor task at one
difficulty level higher (+1 Diff Mod). Outstanding Success means
that it must roll at two difficulty levels higher (+2 Diff Mod).

Area Jamming: Some ships may be equipped with jamming
drones. These drones are fitted with energy-intensive broad-
band noise jammers. Area jammers are not finesse devices like the
above deceptive jammers. Area jammers attempt to defeat
enemy sensors
merely by drown- | mm
ing out theirsignals |
with more power-
ful electronic noise.
The area of affect of
an area jammer is
the hex it is in plus |
the six hexes sur- |
rounding it. Any |
sensor “line of |
sight” (i.e., the
straight line traced
from the center of
the sensor’s hex to
the centerofthe tar-
gethex) that passes
through this area of
effect has its diffi-
culty increased by
one level (+1 Diff
Mod). In the ex-
ampleatright, asen-
sorin hex Ais attempting locks on targets in hexes B,
C, and D. Because the lines of sight A-B and A-C pass
through the areajammer’s area of effect, those sensor
tasks are increased by one difficulty level. The sensor
task A-D is unaffected by the area jammer.




If the line of sight passes through the overlap-
ping areas of effect of more than one area
jammer, the difficulty is increased by one level per area jammer.

Because area jammers are typically mounted on drones, the
areas of effect will move from turn to turn. Area jammers may
be turned on and off by the owning player at will. The decision
is made during the Decision Step of the Sensor Phase, and
remains in effect until the Decision Step of the following turn’s
Sensor Phase.

Any craft that is carrying an operating area jammer makes itself
an easy target for sensor locks. Use the rule above for Going
Active, except that there is no tech level requirement, the sensor
must be within 80 hexes, and the Difficulty Modifier is two levels
easier (-2 Diff Mod).

Missile Detonation White Out: When a missile detonates (see
the Combat rules below for a fuller description) in a hex, its
nuclearexplosion creates a temporary white out effect thatmakes
the use of passive sensors more difficult. Any passive sensor lock
into that hex (this does notinclude lock attempts whose “line of
sight” merely pass through the hex) is one difficulty level higher
(+1 Diff Mod) for each missile detonation in the hex. This is easily
represented by flipping over each detonated missile countertoiits
White Out side, and adding up the difficulty modifers marked on
each White Out marker in the hex. These markers are placed at
the instant the missile detonates, and are removed at the
beginning of the Combat Phase of the tum following their
detonation.

“Terrain” Effects: Certain objects in space can also affect the
success of a sensor lock. There are two types of interstellar terrain
in Brilliant Lances: planets and asteroids, which are represented
by counters placed on the map. For a complete discussion of the
use of planets and asteroids in Brilliant Lances, see the Miscella-
neous Objects and Issues rule.

Planet: Any craft that is in the same hex as a planet counter
is given the benefit of the doubt that it is maneuvering to take
advantage of the planet’s bulk and passive signature to obscure
its own. All sensor tasks rolled against the target are one level
more difficult vs. passive and active sensors (+1 Diff Mod).

Asteroid: An asteroid counter represents one or more aster-
oids travelling in the same direction and speed. Again, ships
sharing a hex with such a counter are given the benefit of the
doubt that they are advantageously using the presence of the
asteroids to cover their own signature. The effects of being in
the same hex (whether just passing through orhaving matched
vectors) with an asteroid counter are identical to those of a
planet, immediately above.

Black Globes: Black globes are a very sophisticated, very rare,
and very expensive defensive device that create a sphere around
the defended vessel. Because these screens are so rare, they are
not discussed here, but are dealt with in the Miscellaneous
Objects and Issues rules.

Multiple Effects: The effects described above are all cumulative.

Procedure for Resolving Sensor Lock Attempts

The procedure for resolving sensor lock attempts divides the
task between the sensing player and the target
player, where each is responsible for calculating
certain Difficulty Modifiers. This not only eases the
workload and keeps both players interacting, but
also is intended to ensure that information about

bogeys is not revealed to an opponent during the course of
resolving an unsuccessful sensor task.

As all sensor lock attempts are considered to be simultaneous,
they may be resolved in any order desired.

Sensing Player: The player attempting the sensor lock
indicates the target of the attempt and announces to the target
player the type of sensor being used: radar, active EMS, ladar,
HRT, or passive EMS. If using an active sensor, the sensing
player must indicate where the scan is coming from, the tech
level of the sensor, and point out which opposing units on the
map are within twice the extreme range of the sensor (i.e.,
within direction finding range for purposes of the Going Active
Difficulty Modifier). The player does not have to announce the
2xextreme range figure, only which units on the map are within
it. Thus, by going active and filling space with pulses of
detectable and classifiable energy, a player does offer informa-
tion about his equipment.

If using a passive sensor, the sensing player does not have to tell
the target player where the sensor is located.

When announcing these scans, the sensing player is respon-
sible for calculating the following items which need not be told
to the target player.

eBasic difficulty level of the sensor lock attempt based on range
(the sensing player must also be careful to not use folding arrays
which are in retracted status, or those which cannot function due
to damage)

oDifficulty Modifiers based on retained sensor locks (-1 Diff
Mod)

+Difficulty Modifiers based on handed off sensor locks (-1 Diff
Mod)

=Difficulty Modifiers based on own vessel’s CatastrophicFailure
at evasion task (+1 Diff Mod)

Difficulty Modifiers based on sensor line of sight passing
through an area jamming area of effect (+1 Diff Mod per area)

sDifficulty Modifiers based on Planet or Asteroid counterin the
target hex (+1 Diff Mod)

Difficulty Modifiers based on White Out markers in the target
hex (+1 Diff Mod per marker)

eDifficulty Modifiers based on target having gone active (-1
Diff Mod if sensing ship meets equipment, tech, and range
criteria)

eDifficulty Modifiers based on target being a source of area
jamming (-2 Diff Mod if sensor meets equipment and range
criteria)

The player aids card presents these items in a flowchart style to
assist the player in keeping track of them. These items yield one
cumulative, net Difficulty Modifier.

Target Player: Once told that his or her ship is the target of a
sensor lock attempt, the target player is responsible for reporting
to the sensing player the net Difficulty Modifier based on the
following criteria.

First, if the sensor attempt is using a radar or active EMS sensor,
the target player must decide whether to try to jam the sensor.
If so, the target player must announce to the sensing player that
the target is jamming. The jamming task roll is made, but the
sensing player need not be told if it was successful or not—the
target player must merely remember to include the correct
jamming Difficulty Modifier in the net Diff Mod reported to the
sensing player.

The target player is responsible for the following items:




*Diff Mods from the Constant Diff Mods table on each
spacecraft control panel. This table includes modifiers for target
size and EMM packages, so the player should notadd these items
again. The player must also make sure to use the correct column
of the table based on the enemy sensor being used, and to delete
the EMM modifiers if the EMM has been rendered useless by
combat. Use the Active EMS column for ladar.

eDifficulty Modifiers based on a successful jamming attempt
vs. the sensor (+1 or +2 Diff Mods)

eDifficulty Modifiers based on the target’s maneuver that turn
(0, +1, +2, or -3 Diff Mods)

sDifficulty modifiers based on a successful evasion roll that turn
(+1 or Evasion Gs =2 Diff Mods)

oDifficulty Modifiers based on sandcasters (+1 Diff Mod if
equipped with sandcasters or if sand is already “in the air;” this
modifier is optional, target player may elect not to use up a sand
cannister)

Difficulty Modifiers based on black globe generators (Diff
Mod varies with use)

The playeraids card presents these items in a flowchart style to
assist the player in keeping track of them.

Resolution: The target player announces the target net Diff
Mod tothe sensing player, who then combinesitwith the sensing
net Diff Mod to get the final net Diff Mod. The sensing player then
applies this modifier to the basic difficulty level based on range.
If the difficulty is shifted above Impossible, the attempt may not
be made (although the sensing player may roll the dice anyway
justto bother the target player and keep him confused about the
sensor’s real capabilities). If the difficulty is shifted below Easy, it
is still rolled as an Easy task.

If the roll is a success, the sensing player places a Lock marker
by the target, and records the number printed on the Lock
marker in the Target Locks box of the vessel that “owns the
lock.” This makes it easy for players to keep track of who has
seen who.

Outstanding Success and Catastrophic Failure results have no
additional effect when rolled as part of a sensor task.

Effects of Sensor Lock: A sensor lock on a target is necessary
in order tofire onit. It also allows the player to know the type and
class of ship (for example, Gazelle-class Close Escort) and there-
fore any and all information written on the vessel’s data profile
sheet, such as the craft’s G-rating, damage tables, etc. It does not
allow the player to know detailed information about the current
status of damage the ship has sustained.

In addition, players that currently hold sensor locks on a
target may ask for the exact heading, velocity, and accumu-
lated G-turn data of the target in order to help them plan their
movement. In the case of multiple players on a side, some of
whom might not have a sensor lock on the given target, this
information must be passed in secret. There is, however, always
the option for players to rolla communications task to share this
information with their fellow players (this is not the same as a
sensor lock handoff for purposes of the sensor rules, although
a communications link opened for this purpose in the Plotting
Phase will remain open to be used for a handoff in the Sensor
Phase). For purposes of this rule, a sensor lock is held from the
Sensor Phase that it is rolled until the Plotting Phase of the
following turn (in other words, the lock only gives information
on the vector from the turn the lock was rolled, not the new
vector the locked target may be plotting).
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COMMUNICATORS

Communicators allow craft to pass :nforma-
tion back and forth. In game terms, this includes the ability of
vessels to hand off sensor locks to each other, the ability of vessels
to control drones and missiles, and the ability of players in
different ships to discuss tactics with each other.

A communications task is rolled in the same manner as sensor
and weapons tasks, with a basic difficulty level based on range
modified by other conditions. There are four types of communi-
cators carried by vessels, each of which are subject to different
Difficulty Modifiers. These Difficulty Modifiers are all listed and
discussed under the Sensor Lock rules. Like any system, commu-
nicators are all subject to degraded performance damage results
(they are also affected by black globes, as detailed under the
special Black Globe rule included in the Miscellaneous Objects
and Issues section).

Communications tasks are attempted in the Plotting Phase to
control missiles and to allow multiple players to discuss tacticsand
decisions for the coming tumn and in the Sensor Phase to allow
ship-to-ship target handoffs.

Radio: Radio communication tasks are affected by “terrain”
(planets and asteroids), missile detonation white out, and area
jamming. Radio does, however, have the ability to make broad
band transmissions that can potentially be picked up by any-
receiver in its range, which is useful for purposes of distress calls,
wamnings, etc. Laser, maser, and meson communicators cannot
make such broad-band transmissions; they must all have a
specific intended recipient or may not transmit.

Note, however, that any ship that s using its radio communicator
during a given tum is treated as having gone active (see the Sensor
rules above) for that tum, and is marked with an Active marker.

Laser Communicators: Laser communicators are affected by
planets and asteroids, missile detonation white out, and sand
present around the target (but not around the craft sending the
message, as it can create a hole to send the transmission
through).

Maser Communicators: Masers are affected by planets, aster-
oids, and missile detonation white out only.

Meson Communicators: These transmissions are not affected
by terrain, white out, or area jamming. They cannot be used to
communicate with any vessel with an operating meson screen.
Optionally, players can announce that a ship has lowered its
meson screen to allow meson communications for a particular
turn. However, that meson screen may not be used for any
defensive purpose for the entire turn.

Type Subject to Conditions

Radioc  'Degraded performance; terrain, arca jamming, white out

Laser Degraded performance, sand at target, planet and
asteroid hexes

Maser  Degraded performance, planet and asteroid he

Meson Degraded performance, meson screen

Radio Jamming: Vessels equipped with radio or EMS jammers
may attempt to jam enemy radio transmissions. This task is based
on the range in hexes from the jammer to the
target of the jamming attempt, as indicated on
the control panel. Additional modifiers to this base
difficulty level are based on tech level (TL) differ-
ences between the target radic and the jammer.




For each TL that the radio exceeds the jammer,
the jamming task is increased one level in diffi-
culty (+ Diff Mod). For each TL by which the jammer exceeds the
radio, the jamming task is decreased one level in difficulty (- Diff
Mod). This task is rolled separately for each enemy radio that the
player wishes to jam. Success in the jamming task indicates that
the opposing radio is jammed, and rolls its communications task
at one difficulty level higher (+1 Diff Mod). Outstanding Success
means thatitmustroll at two difficulty levels higher (+2 Diff Mod).

This use of the EMS jammer requires it to expend energy to
blot out the enemy’s transmission, so that the craft so doing is
treated as having gone active for the turn. The intent to attempt
radio jamming is announced during the Plotting Phase, and is
in effect for the remainder of the turn. However, the jamming
roll and the effect for having gone active does not take place
until the target attempts its radio task. Thus, if the target does
not attempt a radio communication during the turn until after
the Sensor Phase is over, the prospective jammer is not penal-
ized for having gone active, because it had not yet done so. For
this reason, a player who intends to attempt a radio transmis-
sion during the turn should make sure to announce it by the
Sensor Phase so that the jammer is penalized during the Sensor
Phase for having gone active.

FACING

The facing of a spacecraft plays an important rule in Brilliant
Lances. Facing affects sensor tasks, and also controls which
weapons can be be brought to bear on the enemy and what
portions of any enemy ship can be hit. In general terms, space-
craft must face in the direction that they are accelerating. Note,
however, that if a spacecraft is not accelerating (i.e., firing its
maneuver engines to speed up, slow down, or change direction),
its facing has nothing to do with its vector (i.e., the direction and
speed at which it is coasting through space). Like a leaf floating
down astream, it mayfreely spin or pointin any direction desired,
regardless of its vector.

The facing of a spacecraft is noted in the same way as its
heading, by designating one of the 12 directions on the heading
display, using the Facing marker provided with each set of control
panel markers.

Each spacecraft has five firing arcs as shown in the Arcs of Fire
Diagrams on the player aids card. The arcs are defined differently
depending upon whether the craft's facing is a hexside (even-
numbered facings) or a hex vertex (odd-numbered facings).

The arcs are numbered 1-5 as shown on the diagrams to make
them easier to note on the control panels. It is important to
understand that there are no port and starboard arcs. All vessels
in Brilliant Lances are assumed to be constantly rolling about
their longitudinal axes in order to bring all of their weapons to
bear to all sides. Although split into two pieces, both Broadside
arcs (3) are considered to be one arc. The same is true of the Bow
Quarter (2) and After Quarter (4) arcs.

These arcs control the way a ship can fire, as well as the way it
can be hit. In general, a target located in a particulararc of fire can
onlybe hitby weapons that bear into thatare. Likewise, an enemy
ship in a particulararc can only hit parts of the ship
that are visible from that direction (a fuller discus-
sion of this topic is presented under “Facing
Effects on Combat,” page 17).

Players dedde the facing of each of their ships
during the Sensor Phase, within limits dictated by the

type and amount of G-tums used in the previous Plotting and
Movement Phases. Within those limits, players may select the most
advantageousfacing for the current circumstances (this is the players’
judgment, based on location of enemy vessels, arcs of fire of their
weapons, hit locations that they wish to expose or protect, etc.).

Facing Limits Based on G-Turns Expended

When deciding on a craft’s facing, the player must first
determine the craft’s base facing forthe turn, and then determine
the amount of allowed deviation from that base facing.

Base Facing: The base facing is controlled by the number of G-
turns used that turn, and by how those G-turns were used.

oIf G-turns were used to accelerate (increase velocity), the base
facing is the same as the craft’s heading.

olf G-turns were used to decelerate (decrease velocity), the
base facing is the craft’s heading number +6 (see sidebar).

o|f G-turns were used to change heading to starboard, the base
facing is the facing number at the beginning of the turn (before
the heading change) +3 (see sidebar).

olf G-turns were used to change heading to port, the base
facing is the facing number at the beginning of the turn (before
the heading change) -3 (see sidebar).

=If G-turns were used for evasion only, there is no base facing,
see next step.

oIf no G-turns were used for any purpose, there is no base
facing, see next step.

If G-turns were used for more than one type of maneuver (e.g.
acceleration and heading change), use the base facing resulting
from the purpose for which the most G-turns were spent. In case
of a tie, the player chooses the base facing from the tied purposes.

If G-turns were used for maneuver and evasion, use the base
facing for the maneuver, and proceed to the next step.

Deviation: Once the base facing is established, determine the
amount of leeway to either side of that facing that the player has
when choosing the craft’s facing for the turn.

Deviation is determined by the number of G-turns used for
maneuver (not evasion) as a proportion of the craft’s current G-
rating. (Current G-rating includes damage that may have re-
duced performance from the undamaged G-rating.)

eIf G-turns equal to the current G-rating were used, final facing
must be the base facing.

eIf G-turns equal to more than half of the current G-rating but
less than the full G-rating were used, final facing must be within
base facing +2 (see sidebar).

¢l G-tums greaterthan zero butless than half of the current G-rating
were used, final facing must be within base facing +4 (see sidebar).
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No G-Turns Spent: In cases where there is
no base facing because no G-turns were
spent, the player is not subject to deviation
limits and may select any facing for the final
facing.

Evasior: In cases where G-turns were
spent for evasion (whether the evasion roll
was successful or not), the final facing is
determined randomly. If all the spent G-
turns were used forevasion only, thereisno
base facing and the final facing is deter-
mined by die roll: roll D20 and reroll results
of 13-20. The result is the direction of
facing.

In cases where maneuver was combined
with evasion, the final facing is also rolled
randomly, butis rolled randomly from the

base facing and deviation limits established
by its maneuver actions.

The only exception to random facing determination for evading
spacecraftis in the case of Outstanding Success at the evasion task.
In this case, the vessel’s commander has succeeded in maintaining
facing control even while successfully complicating enemy sensor
and fire tasks: the player may select any facing for the final facing.

Facing Effects on Combat

The facing of a ship controls which of its weapons can be fired
against enemy targets and which portions of the ship can be hit by
enemy fire.

Offensive Effects: All weapons except missile launchers have
their arcs of fire indicated on the spacecraft control panel (using the
numeric abbreviations illustrated on the Arcs of Fire Diagrams).
Based on the craft’s final facing, determine the fire arc that is
occupied by the prospective target. All weapons that have that arc
listed on the control panel are eligible to fire into that arc. Weapons
that are not listed as able to bear into a particular arc cannot fire in
that direction.

Missiles are an exception to this rule, as missiles are not direct fire
weapons, as are lasers, particle accelerators, and meson guns.
Missiles are small vehicles that are launched in the Launch Phase
and maneuver to arrive near their targets. Therefore arcs of fire do
not apply to them.

Defensive Effects: Enemy laser and particle accelerator fire
coming at a spacecraft from a certain arc can only hit the portions
of the craft that are visible from that angle. For example, an enemny
firing on a ship from within its Bow On arc (1) should not be able
to score a hit on the ship’s stern.

Each manned craft has its hull surface and hull interior divided
into 20 hit locations. The diagram above shows aspherical craftand
its hit locations.

In the case of this spherical example, only hull locations 1-11 can
be hit from the Bow ©n arc (1), 1-15 from the Bow Quarter arc (2),
2-19fromthe Broadside arc (3), 6-20 from the After Quarter (4) arc,
and 10-20 from the Stern On arc (5). This should make it clear that
shrewd use of facing during combat can mask valuable hitlocations
from enemy fire.

The exact hit locations that can be hit from each arc varies with the
hull form of the target, and these are shown on the player aids card.

Although meson guns are direct fire weapons, they are immune
to this rule because mesons pass through matter to explode in the
interior of their targets. Thus meson guns roll 1-20 for hit location
no matter what arc they fire at their targets from.

Facing for Missiles and Drones

In most cases, players should ignore facing for missiles and
drones. It is a waste of perfectly good time and energy because
missiles and drones have no arc of fire limitations and no hit
locations. Determining their facingis justified under special circum-
stances, such as when a missile or drone might be firing its thrusters
directly at a sensor that is attempting to gain a lock on it (and
thereby qualifying the sensor for a -3 Diff Med).

FIRE AND COMBAT

Fire of all weapons takes place during the Fire Phase. All fire and
damage resulting from fire is considered to be simultaneous, so thata
ship that hasjust been destroyed by enemyfire is still allowed to conduct
its fire for the turn before it is removed from play.

Hits may be negated or reduced in effect by shipboard defenses
which include active defenses like lasers, and relatively passive
defensive screens.

Weapons Types

There are three main types of weapons used in space combat,
each with different hit and damage performance.

Lasers use focused beams of coherent light to impart energy to
enemy targets over a very small area. Relative to other long-range
beam weapons, lasers have good penetration performance, but
generate less explosive force and damage. The main type of missile
used in Brilliant Lances is a specialized high-performance laser
carrier, which powers these lasers by detonating a nuclear explo-
sion, thereby destroying itself. Lasersare direct fireweaponsand are
limited to hitting enemy hit locations visible from the arc they are
firing from.

Particle accelerators accelerate subatomic particles—almost ex-
clusively neutral atoms such as hydrogen—to very high speeds at
enemy targets. These have less penetrative ability than do lasers,
but generate a much greater explosive force. Like lasers, particle
accelerators are limited to only hitting visible hit locations when
firing at enemy vessels.

Meson gunsalso accelerate subatomic particles at enemy targets.
Butin this case the particle is a meson, which does notinteract with
matter, and therefore passes through all objects
without resistance. However, the meson has only a
short life, after which it decays into other more
destructive particles. By accelerating the meson to
relativistic speeds, its subjective passage of time
slows, and its decay is delayed. By timing the decay




to occur as a group of mesons pass through an
enemy ship, powerful explosions can be created
within enemy targets without having to penetrate the armor.

Because the mesons travel through spacecraft hulls to explode
inside, meson guns are not limited to hitting visible hit locations on
an enemy ship, but roll 1D20 for hit location from any direction of
fire.

Fire Eligibility

In order to be eligible to fire, weapons must meet the following
criteria:

*The weapon must not be destroyed or damaged to the point
where it cannot fire.

e|t must have its full required power available to it (the control
panel shows each weapon’s power requirement in megawatts).

sThe vessel must have a current sensor lock on the target.

sEach weapon may only fire once in each Fire Phase.

eThe weapon must be able to bear on the prospective target.

Hit Procedure

Aswith sensor lock and communications tasks, obtaining a hiton
a target is a task whose basic difficulty level is based on the range
to the target. Basic difficulty levels by range are listed with each
weapon on the control panel. Additional Difficulty Modifiers are
applied to this basic level. These are much fewer in number than
those that are used in sensor lock attempts, and are based on target
size, target evasion, Catastrophic Failure of own evasion attempt,
absolute range, and the use of advanced fire control systems called
master fire directors (MFDs).

Target Size: The target's size provides a Difficulty Modifier that
is used when resolving all fire tasks. This Difficulty Modifier is noted
on the control panel in the Fire column of the Constant Diff Mods
vs. Detection and Fire table.

Target Evasion: Target evasion works in the hit procedure
exactly as it does in the sensor lock procedure, detailed above.
Remember that the evasion roll is made in the Maneuver Phase
once for the entire turn, with that result applying to all sensor and
hit tasks in the turn. (If the firing ship made an evasion attempt and
rolled a Catastrophic Failure, all firing tasks for the turn are resolved
at +1 Diff Mod.)

Absolute Range: The basic difficulty level listed with each
weapon is based on that weapon’s own permanent fire control
system, called its on-mount fire control system (OMFCS), or beam
pointer. This difficulty reflects the beam pointer’s ability to accu-
rately direct the weapon’sfire ata given pointin space overa certain
range. However, the range to the target has another affect on hit
probability.

When a weapon fires at a target at range R, it is using tracking
data that has come from the target (infrared radiation, reflected
radar or ladar beams, etc.) over that range R at the speed of light.
Assuming the weaponisa laser, itarrivesat the target at the speed
of light, again passing over the distance R. The time elapsed from
when the tracking information left the target and the arrival of the
laser fire back at that target is the amount of time that it takes light
to travel the distance 2R. If R is a large number, say 300,000
kilometers or one light-second (10 hexes in Brilliant Lances
scale), the elapsed time would be two seconds.
The target can have moved a long way in two
seconds, and a tiny degree of error magnified over
300,000 kilometers makes it very easy to miss that
target.

To account for this additional
difficulty, take the range to the
target in hexes, divide by three,
and drop fractions, or see the
accompanying table. The result
is the number of difficulty level
increases (+ Diff Mods) applied
to the to hit task.

Overpowered Weapons:
Some weapons can be designed
to draw five, 10, or more times
their normal power requirements
to improve their hit probabilities
via high rate of fire. These are
indicated in the MW blank of the
control panel by a “-1" or “-2,"
etc., separated from the MW rat-
ing by a slash. These are the
number of + Diff Mods that can
be counteracted. These over-
power Diff Mods may eliminate
+Diff Mods, and cannotbe used
toreducethe basedifficulty level.

Master Fire Directors: Some ships are equipped with one or
more master fire directors (MFDs). An MFD allows one gunner to
fire a number of separate weapons at a single target, and with an
improved chance to hit. All of the weapons under the control of a
single MFD are referred to as a battery, and must be equipped with
the same type of beam pointer (tech level and range—this can be
determined by looking at the ship data profile and seeing if the
lasers have the same range bands in hexes, regardless of the
damage and penetration at those ranges), and the weapons must
all be of the same type (laser, particle accelerator, or meson gun),
although they may be of different power. When the MFD and the
controlled weapon(s) have different range bands, the lower of the
two is used for calculating difficulty levels: the MFD’s range
performance is thus an upper limit on the range performance of its
controlled weapons.

Each MFD may only control one set of weapons per tum, but the
weapons assigned to the control of an MFD may be freely changed
from turn to turn within the above limits.

For example, using the sample Gazelle control panel on page 10,
the Gazelle's MFD could be used to control the two laser barbettes
or the two laser turrets on a given turn, but not both. When firing
the laser turrets, the basic difficulty would be calculated based on
the turrets’ 2-4-8-16 range bands, so the MFD's superior range
would clearly be “wasted.” The MFDs installed in Gazelles were
obviously designed to match up with the barbettes (both have 10-
20-40-80 range bands).

The difficulty level of an MFD-directed fire task is calculated the
same as it would be for the individual weapons of its battery.
However, when calculating increased difficulty levels due to target
range and evasion, the MFD allows the gunner to ignore a certain
number of increases in difficulty level as noted on the ship data
profile and control panel. The MFD may only counteract +Diff Mods
that apply; it may not reduce a difficulty level.

Although the weapons controlled by the MFD are referred to as a
battery, the to-hit rolls are made separately for each weapon controlled
by the MFD, so that each has a separate chance to hit or miss.

Resolution: Once the final difficulty level is derived, the task is
rolled against the Crew Quality table (Gunnery [Energy Weapons]




asset). Success indicates that one hit was scored by the weapon.
Qutstanding Success indicates two hits. There is no penalty for
Catastrophic Failure on the to-hit roll.

Missiles

Missiles use the rules above, but with slight modifications. All
missiles in Brilliant Lances are armed with nuclear-pumped X-ray
laser warheads. Missiles maneuver to arrive in or near the hex
occupied by the target. Once it is close enough to the enemy, the
missile makes final targeting adjustments, then deploys a number
of laser-generating rods, and detonates its nuclear warhead. The
energy of the nuclear explosion creates high-energy (X-ray) pho-
tons within the rods, which are focused along the rods’ lengths into
X-ray beams which travel to the target, and do damage as normal
lasers. Mere milliseconds after firing, the rods are themselves
consumed by the nuclear explosion.

All missiles are listed in the Technical Booklet with their maneuver
characteristics in total G-turns, the maximum number of G-turns
that can be used per turn, the number and damage values of their
lasers, the shortrange of their communicators (laser or maser), and
the characteristics of on-board sensors (if any). Most missiles are
controlled by operators aboard the firing ship, but fully independent
missiles also exist, and are discussed later.

Each missile launcher may launch up to 10 missiles per Launch
Phase, so long as a supply of missiles remains.

Controlling Missiles: Once a missile is launched, it behaves just
like any other spacecraft, expending G-turns to maneuver toward
itstarget. Missiles spend their G-turnsat any rate desired, within the
per-turn limit.

If the missile does not carry its own sensors, the firing vessel must
maintain a sensor lock on the missile’s target in order for the missile
to fire. The controlling ship may lose the lock while the missile is
travelling, but the missile requires the firing ship to have a final
sensar lock on the turn it detonates to generate a fire control
solution. If the missile has its own sensors, it may generate its own
lock (using the Senscrasset of the controlling gunner), and have the
sensor lock handed off to it from the firing vessel according to
normal hand-off rules.

The missile needs telemetry from its controller in order for it to
maneuver and fire. So long as the missile remains within its listed
communicator short range from its launching vessel, there is no
need to roll communications tasks (for simplicity of play they are
considered automatic at this range). Beyond this range, a commu-
nications task must be rolled during the Plotting Phase for the missile to
be controlled (j.e., able to maneuver and/or fire during the tum).

If the missile launching system (turret, barbette, bay, etc.) is
manned, that gunner may control one missile at a time. Control of
missiles may also be given tomaster fire directors, which can control
more than one missile at a time. The number of missiles that may
be simultaneously controlled by an MFD is equal to the number of
Difficulty Modifiers it may ignore. Note that a ship can have more
missiles in flight at one time than it can control. For example, a ship
could launch a large number of missiles a few at a time, and
maneuver them to a form a picket line in front of the ship. As it
launched more missiles, the missiles that were already in position
in the picket line would be allowed to go uncontrolled, and would
coast along ahead of the ship, forming a screen until they were
needed.

Plotting and Maneuvering Missiles: As stated earlier in the
rules, missiles are plotted and maneuvered exactly as any other
spacecraft. However, a player does not have access to the sort of

sophisticated predicting and targeting comput—
ers that would actually be sending orders to the
missile as it moved ever closer to its target. For this reason, mlssﬂes
can be plotted out of the normal sequence of play order to simulate
thesefire control effects. All manned craft must be plotted normally
in the Plotting Phase, but players may leave their missiles unplotted
until they see the moves of enemy vessels for which they have
sensor locks.

At the beginning of the Movement Phase, players indicate to each
other the ships which have target locks on them which are held by
missile-controlling craft. Then the players carry out the movermnent of
those vessels one ata time. Aseachvessel is moved toits destination hex,
unplotted missiles which are controlled by vessels holding locks on the
moved targethave their maneuvers plotted. Afterallsuch sensor-locked
vessels have been moved, all missiles must have been plotted. Then all
other craft and missiles execute their moves.

After movement is carried out, it will become clear that some
missiles and locked target vessels will have crossed paths during
their movement. Because missiles arecommanded todetonateand
fire at their point of closest approach, some moves may need to be
re-executed to establish that point of closest approach. Starting
hexes can be easily established by working in reverse from the
heading display or log sheet, and when players know that such
backtracking may be required they can easily mark the starting
hexes with spare markers or counters.

Movement is then re-executed on a hex-by-hex basis using the
Proportional Movement Guide on the player aids card. Each craft
or missile that is involved finds its velocity line which shows when
it moves during the procedure. Proportional movement steps are
counted off from 1 to 10, and each craft or missile moves one or
more hexes in each step that an “M” appears on its velocity line—
see the guide for details. Players owning missiles may declare that
their missiles are detonating at any time during this procedure (but
only against vessels for which their controlling ship has a sensor
lock). If during any step the range between a missile and a
prospective target increases, the player can declare that the deto-
nation took place just before that move, when the range was lower.
Immediately upon declaring detonation, the player flips the missile
counter over to its White Out side, and makes a note of the range
to the target at the moment the missile detonated. The player
controlling the missile’s target also makes a note of the target's
facing at the moment of detonation. This facing does not need to
be the same facing that will be chosen for thefinal facing during the
Sensor Phase, but both of these facings must be within the limits
allowed by the Facing rule (if the missile detonated in the same hex
asthe target, do not selectafacing, as the missilerollsa straight D20
for hit location).

Firing Missiles: Most missiles have an 1 absolute range of 0 and
therefore need to detonate in the same hex as their target, but this
is not the case for all missiles. However, even missiles with an absolute
range of 1 or 2 will find it advantageous to detonate in the same hex,
as this will increase their to-hit chances.

Missile fire is resolved in the Fire Phase, but missile detonations
and fire can be designated during either the Maneuver or Fire
Phases. Designation during the Maneuver Phase was discussed
immediately above. Designation during the Fire Phase can take place
if the missile ends its turn within firing range of a
previously unlocked enemyvessel which is then locked
by by the missile’s controlling ship during the Sensor
Phase.

The missile tables show the fire performance of




each missile’s detonation laser. Missiles resolve
their laser fire using a modified version of the
normal fire procedures. Most missile lasers do not have short,
medium, long, and extreme ranges, but rather have an absolute
range of 0 meaning that they may only fire at targets in the same
hex. Rare missiles will have ranges of greater than 0, listed as short/
medium/long, for example, 0/1 or 0/1/2. Only listed ranges are
available (in the example, the 0/1 laser has short and medium
ranges only, no long or extreme). Note that missile lasers with
ranges greater than 0 will also have differentdamage values at these
ranges, also noted with the table.

When the missile detonates and fires, its difficulty level is calcu-
lated using the normal procedure with the following basic difficulty
levels. Basic difficulty level for all missiles at 0 hexes is Average, at
1 hex is Difficult (if this range is available), and at 2 hexes is
Formidable (if this range is available). It is modified by target size
and target evasion as normal. However, unless otherwise indicated,
missiles carry no sensors of their own, and rely on sensor updates
from the controlling ship. For this reason, the absolute range Diff
Mods are calculated based on the range from the controlling ship
to the missile’s target. (Note that if the missile is firing at a range of
greater than 0, the absolute range Diff Mod is calculated on the
range from the missile to its target plus the range from the missile
to its controlling spacecraft.) If the missile is being controlled by an
MEFD, the MFD may allow some of these Diff Mods to be ignored
according to the normal rules, solong asthe rangeis less than the MFD's
listed extreme range band (shown on the control panel as Imp).

If a hit s rolled, roll 1D6 for the total number of hits (each using the
listed damage) acheived. The missileisdone, consumed by itswarhead.

Semi- and Fully Independent Missiles: Missiles which carry
their own sensors but which are still controlled by their firing
gunner (as discussed above) are referred to as semi-independent
missiles (SIMs). SIMs roll every tumn for sensor locks like any other craft,
except that only one lock may be maintained at a time. If a SIM has a
sensor lock on its target when it fires, the absolute range Diff Mod is
based only on therangefromthe SIM to the target. However, a SIM may
be commanded to fire by its controller at a target that it does not have
a sensor lock on. In this case, absolute range Diff Mods are calculated
from the controller to the target just like normal missiles.

Some missiles carry their own targeting and tracking systems and
are completely independent of outside input once they are fired.
These are called fully independent missiles (FIMs), and are listed
with their own Crew Quality/Gunnery asset equivalent which is
used when rolling for hits. Oncefired, these missiles need nofurther
attention from their gunners, and do not count against the total
number of missiles that can be controlled at one time by that
gunner. However, these missiles must have a sensor lock on an
enemy target in order to maneuver. A FIM which does not have a
sensor lock merely coasts on its current vector until it gains a lock.
FIMs may also be controlled by their launching ship under such
circumstances, but in this case they do count against the total
number of missiles that can be controlled.

Fire at Missiles: A missile may be fired upon by enemy vessels
atany pointin its movement. Most missiles are Micro or Sub-Micro
size targets, although larger missiles can be built. Any hiton a Micro
or Sub-Micro size missile which can penetrate its armor and has any
damagevalue remaining is sufficient to prevent it from
accomplishingits mission, and itisremoved from play.
(All solid-fueled TL-3+ missiles, i.e., all those listed on
page 10 of the Technical Booklet, have an Armor Value
of 3.)

DEFENSES

Defenseson the target vessel may be used to attack specific “hits”
which have been scored. Each defense must be directed againsta
specific “hit.” Although more than one weapon may be directed
against a specific hit, if one defensive weapon stops the hit, the
others may not then be re-targeted against a different one.

Beam Weapons: Beam weapons can be used in a de facto
defensive role to destroy missiles before they get close enough to
fire. In the Fire Phase, all anti-missile fire is resolved before missile
fire. This preemptive defensive fire is an exception to the rule that
all fire is simultaneous, and takes place in the short period of time
that the missile is deploying its laser rods and making adjustments
for its final fire control solution. This fire is resolved as any other
beam weapon fire. Naturally, any weapons which were used for
anti-missile fire have done their fire for the turn and are not eligible
to fire at any other targets.

Sandcasters: Sandcasters fire cannisters of ablative crystals,
commonly known as “sand.” Each sandcaster contains a generator
which creates a field which manipulates the location and shape of
thecloud of crystals. At early tech levels, these fields are electromag-
netic in nature, and require the use of magnetic sand. More
advanced systems are able to supplement and then supplant the
magnetic manipulation with gravitic manipulation, which allows
the use of more effective non-magnetic crystals.

These clouds are placed in the path of incoming beam weapons,
and cause the beam weapon to expend its energy burning through
the cloud. The sandcaster operator uses laser waming sensors
installed in the sandcaster to detect fire control locks and anticipate
incoming beam fire. The roll to intercept a beam weapon with a
sandcaster is a Difficult test of the Screens (Sandcaster) asset of the
operator, and is modified one level up (+1 Diff Mod) for each two
techlevelsbywhich the firing beamweapon exceedsthe sandcaster,
or downward one (-1 Diff Mod) for each two tech levels by which
the sandcaster exceeds the beam weapon's tech level. Sandcasters
may only fire against weapons coming in through their arc of fire.

Asuccessful sandcaster “hit” on a beam reducesits damage value
(for particle accelerators, damage value = penetration value). The
amount of this reduction is listed on the ship data profile and
control panel. Each such successful sandcaster hit requires that a
cannister be used to replace the sand that was burned up by the
beam weapon, and this is recorded on the control panel in the
“Cann used” blank. On Outstanding Success, double the amount
of the beam reduction, but still only one cannister is required to
replenish the sand cloud.

In order to function against incoming fire, sand must be out in
advance of that fire, which means that each sandcaster which is to
function in combat must fire one cannister of sand before combat
begins. Itis this sand which is then replenished following successful
hits. Although sand cannot be recovered, it is not lost except by
being burned up by incoming fire. Because it is held in an energy
field, sand is held in place around the spacecraft regardless of
maneuver or evasion (but it is lost when a ship enters jumpspace,
as the jump field does not extend around the sand cloud).

Like offensive weapons, each sandcaster turret can only be used
against one hit per turn. However, when a weapon scores two hits
by rolling an Outstanding Success, asandcaster can be used against
both these hits, rolling separately for each one, and perhaps using
up more than one cannister.

Nuclear Dampers: Nuclear dampers are based on the manipu-
lation of the so-called strong nuclear force which holds atomic
nuclei together. By properly projecting this force onto incoming




nuclear warheads, the damper can prevent the warhead from
undergoing nuclear or thermonuclear reactions.

Nuclear damper turrets and barbettes have only enough range to be
used within the same hex, and are used against the missile during the
same moment before it fires at the preemptive beam fire, above.

Largerinternal nucleardampers may havea greaterrange, which
is listed with the damper. This range is an absolute range of effect,
and not a short range as with most weapons. These are not limited
by arcs of fire when firing out of their own hex.

It is crucial that the damper remain focused on the warhead for
longenoughtodisableit. Itisa Difficult task of the operator’s Screens
(Nuclear Damper) skill to disable a missile’s nuclear warhead with a
nuclear damper. Modifiers are based on the closing velocity of the
missile. This figure varies with the tech level of the damper, and is
listed on the ship data profile and control panel as the “Cv+"
number, which meansthat the missile’s closing velocity (the velocity
of the missile’s vector for that turn) is divided by that number and
the result (dropping fractions) is the number of + Diff Mods applied
to the task. Success indicates that the missile’s warhead becormes inert,
and cannot detonate and fire.

Nuclear damper turrets, although relatively compact and inex-
pensive, are limited to firing on only one missile per turn. Larger
damper installations may conduct defensive fire against all missiles
that fire on the ship during the turn.

Meson Screens: Meson screens project an energy field which
interacts with incoming mesons, causing them to decay harmlessly
outside of the vessel’s hull.

Meson screens come with a listed Protection Value, “PV,” on the
ship data profile and control panel. The basic difficulty to stop a
meson gun hit with a meson screen is Difficult, but this varies with
the relative power of the meson gun to the meson screen. Compare
the damage value of the firing meson gun by the PV of the meson
screen, drop fractions, and consult the table to find the Difficulty
Modifier applied.

If the gun’s damage value is 4 or more times the PV, difficulty is
increased two levels (+2 Diff Mod).

Ifthe gun’s damage value is 2 or more times the PV (but less than
4 times), difficulty is increased by one level (+1 Diff Mod).

If the PV of the screen is 2 or more times the gun’s damage value (but
less than 4 times), difficulty is decreased by one level (-1 Diff Mod).

If the PV of the screen is 4 or more times the gun’s damage value,
difficulty is decreased by two levels (-2 Diff Mod).

Success indicates that the meson gun “hit” does no damage to
the vessel.

Black Globes: These rare defensive devices are not normally
encountered, so are discussed in the Miscellaneous Objects and
Issues section, page 28.

DAMAGE

Once hits are obtained, and they have successfully made it
through the target’s defenses, determine what systems were
damaged and how much actual damage was sustained.

Weapon Damage Performance

Weapons are listed with penetration and damage figures that are
used to calculate the amount of damage they do when they hita
target. These figures vary with range; make sure to use the correct
numbers for the range at which the hit was scored.

Terms and Concepts: There are basically two ways for a hit to
affect its target: by penetrating (punching holes through) armor,
and by explosively damaging equipment. There are several impor-

tant terms used to describe these effects and
capabilities.

Penetration value is a quantification of a weapon’s ability to
penetrate through heavy structural objects such as starships and
their armor and machinery.

Damage valueis aquantification of the amount of damage a weapon
can inflict on a variety of objects, including heavy machinery.

Penetration rating is a conversion factor used to describe the
relationship between aweapon’s penetration value and its damage
value. The penetration rating is the number of damage value points
lost per point of armor value penetrated. For example, a laser with
a penetration rating of 1/6 and a damage value of 19 would spend
2 points of damage value to penetrate an armor level of 12, and still
have 17 damage points remaining to do interior damage. The
penetration rating allows a weapon’s performance in terms of
damage value to be translated to penetration value (damage value
+ penetration rating = penetration value), or from penetration
value back to damage value (penetration value x penetration rating
= damage value—see “Penetration Ratings Conversion” on the
player aids card).

Not all weapons have a penetration rating. For some types of
weapons, such as particle accelerators (or modern tank-fired kinetic
energy rounds), the ability to punch holes in armor and the ability
to cause explosive damage to heavy equipment are effectively the
same. These weapons do not need a penetration rating, because
their penetration value is an accurate assessment of their perfor-
mance in both cases. On the other hand, some weapons, such as
lasers, by their very nature have very different penetration and
explosive damage effects. The energy contained in a laser is more
efficient at punching holes than it is at causing explosions in
machinery. For this reason, lasers use a penetration value for
punching holes and a damage value for blowing up equipment,
and are also given a penetration rating in order to convert the two
values back and forth.

Damage pointsare the units that are used to describe the amount
of damage caused bya hit. Damage pointsare inflicted on astarship
in different ways by different weapons:

eParticle accelerators penetrate armor and inflict damage points
with their penetration value. They also do additional radiation and
EMP damage—see that section under “Damage Effects,” below.

elasers penetrate armor with their penetration value, but inflict
damage points with their damage value.

eMeson guns do not worry about penetrating armor, and inflict
damage points with their damage value.

Lasers and particle accelerators hit the surface of a ship first and
do explosive damage to any surface fixture they encounter. If they
have remaining energy after damaging the surfacefixture, orif they
hit bare hull surface instead of a fixture, they hit the hull itself and
expend energy for penetration. If they penetrate all the way
through the hull armor, they cause internal explosions with their
remaining energy.

Meson guns do not follow this pattern. Meson gun beams pass
through the hull without interacting with or damaging it and
simply cause interior explosions. Because they do not penetrate
armored hulls per se, they do not have a penetration
value or penetration rating.

Final Damage Point Value: Aweapon’sdamage
and penetration characteristics vary with the range
at which the hit was made. Look at the weapons




Because of intangibles in relative target motion, angle of the hit,
“lucky shots,” etc., there is some variation in the final force of each
hit. To simulate this, roll 2Dé for each hit prior to finding the hit
location. For particle accelerators, add the result to its penetration
value. For lasers, calculate the penetration value (damage value +
penetration rating) and add the result to it. Do not make this roll for
meson guns.

Hit Location

When a weapon hits a spacecraft, roll for the hit location. To
determine hitlocation, first determine the arc of fire from which the
craft was hit, based on the craft’s final facing and the location of the
firing weapon. Then consult the Ares of Fire and Hit Locations by
Hull Form table on the player aids card. Find the line for the target's
hull form, and intersect that line with the column for the arc of fire
that the hit came through. This gives the hit locations that can be
hit from that arc. Roll randomly to get the hit location from among
those available. Depending upon the number of available loca-
tions, this will require a 1D6 or 1D20 roll, with unavailable results
rerolled.

Example: If locations 1-5 are available, roll 1D, rerolling results of 6.
If 2-19 are available, roll 1D20, rerolling results of 1 and 20.

Some weapons do not have their hit locations limited based on
arcs of fire. A meson gun hit rolls 1D20 for hit location regardless
of the target’s facing. Likewise, any laser or particle accelerator fire
that was fired from a range of 0 (within the same hex as its target—
thisis typically the case with detonation missiles) also does not concern
itseif with target facing, and rolls hit location on 1D20.

Once the hit location is determined, find the line for that hit
location on the craft’s damage table. Each craft has its own unique
damage tables, printed on each ship data profile page in the
Technical Booklet, with the entries determined by the actual place-
ment of systems within the ship and on its surface. During the
discussion below, examples will be given using the damage tables
of the Gazelle-class Close Escort found in the Technical Booklet.

Surface Hits: For lasers and particle accelerators, first resolve
surface damage. Meson guns skip this step and proceed directly to
the internal hits step.

Look in the Surface Hits column of the damage table for the
correct hit location. If there is no notation there, the entire surface
area of that hit location is considered to be bare hull. Proceed
directly to hull penetration.

If there is a notation, this indicates the surface fixture(s) on the
surface of that location. In most cases, these notations are abbre-
viations. A glossary of these abbreviations is printed at the begin-
ning of the data profile section of the Technical Booklet. If there is
a number before the notation, for example, “1-6: Ant” on the
Gazelle’s hit location 2, that is the roll on 1D20 to hit the listed
fixture. If the fixture is not hit {in the example, on a 7-20), the shot
hits bare hull elsewhere on the surface. Proceed directly to hull
penetration.

Sometimes there is no number before the notation (the Small
Craft at locations 18 and 19). This means that all hits here hit the
listed fixture.

In some cases, the notation is not a specific
fixture, but a broad category that requires a further
roll, as in the case of “Ant,” for Antenna. Look at the
Damage Type chart on the player aid card. Roll
1D10 (with DMs as indicated beneath the chart if

gw data on the ship data profile to find the values for
the correct range.

necessary) on the chart to find the specific piece of equipment
within the category that was hit. If more than one system fits this
criteria, roll randomly among the systems of that type (the roll will
vary depending upon number of systems) to see which system was
hit. Note that systems that have already been destroyed by previous
hits can be hit again by this random roll. However, they absorb no
additional damage points when hit again, and the shot passes
through them on to the next step. Forexample, the Gazelletook an
antenna hit, and a roll of 8 on the Damage Type chart shows that
a sensor antenna was hit. As the Gazelle has two sensor antennae,
one active EMS and one passive EMS, 1Dé6 is rolled to determine
which was hit.

Surface Damage:
Once it has been de-
termined which sys-
temhas been hit, look
at the control panel
to see how much
damage the system
can take. Then usethe
Spacecraft Damage
table to find the
amount of damage
the hit can do based
onitsnumber of dam-
age points (for par-
ticle accelerators this
is its penetration
value; for lasers, thisis
expressed in terms of
its damage value).

If the damage is equal to or less than the amount the system can
take, apply the damage to it, and the hit s resolved. If the damage
is more than the system can take—for example, more hits than the
system can take, or major hits when the system takes damage in
only minor hits—reduce the number of damage points by the
maximum amount required to destroy the system (e.g., 20 dam-
age points would be absorbed by a system that could take 2 minor
hits, 40 points by a system which could take 1 major). Note that
while a minor hit could be caused by only 1 damage point when
the damage was less than or equal to the maximum sustainable
damage, that same minor hit would absorb 10 damage points
when absorbing energy from a damage quantity greater than it
could completely absorb.

Any leftover damage points are then taken to the hull penetration
step.

Hull Penetration: This is only conducted if damage points
remain from particle accelerator or laser hits after the surface
damage step. Meson guns skip this step.

Find the armor value of the craft’s hull on its data profile sheet,
(Some craft have different armor values at different hit locations,
which is clearly indicated in the “Notes” section. If this is the case,
use the armor value for the correct hit location.)

If the hit is by a particle accelerator, whose damage points and
penetration value are the same, subtract the hull’sarmor valuefrom
the hit's penetration value to see if the hull was penetrated. For
lasers, whose damage points represent their damage value, multi-
ply the armor value by the penetration rating for that range to see
how many damage points are used up (round all fractions up) in
penetration.

If there are damage points remaining, the weapon has pen-




etrated the hull. Go to the internal hits step. If there are no damage
points remaining, the hull armor has absorbed the hit without
allowing damage to enter the hull. The hit resolution is complete.

Internal Hits: Look in the Internal Explosion column of the hit
location tofind the system hit there. As with surface hits, there may
be a D20 roll to decide which of several types of systems is hit—for
example, the Gazelles hit location 1 where 1-10 means an Electron-
ics hit and 11-20 is a Quarters hit.

Sometimes the resultis a specific system, such as Laser Barbette
(Gazelle locations 10 and 11), and sometimes the result is rolled
with 1D10 on the Damage Type chart as described under Surface
Hits.

Internal Armor: Some starships have, in addition to the armor of
their hull, additional internal armor surrounding one or more
systems. These systems and their armor value are indicated on the
ship data profiles and control panels. If one of these armored areas
is hit, the weapon must first penetrate the additional armor on that
area before proceeding to the internal damage step.

Internal Damage: This is conducted in the same basic manner
as surface damage.

However, there are additional limits on the amount of damage
that can be absorbed by internal systems. There is a maximum
amount of damage that can be deposited in one system by one hit.
This maximum is 5 major damage results or 120 damage points,
even if the system has hit boxes remaining.

There is also a maximum amount of damage that can be
absorbed by a crew hitresult; thisis T major hit (40 damage points)
for a crew section with more than one crewmember, or 1 minor hit
(10 damage points) for a crew section with only one crewmember
(such as an MFD or turret).

Excess Damage: After a system has absorbed the maximum
possible damage (because it has been destroyed or it has absorbed
the maximum levels just described), any remaining damage points
are rolled again as excess damage, meaning that the energy goes
to damage another system in the same or adjacent hit location.

Roll 1D6 on the Excess Damage Locatlon table to see where the
excessdamagegoes. Usethe
following notes to interpret
the results:

=1 or +1 internal means
thatan adjacentinternalarea
has been hit, either 1 place
lower or higher on the hit
location chart (i.e., hit loca-
tion 15 becomes 16 on +1,
14 on-1). If thiswould move
the hit location off the chart
(by reducing it to 0 or in-
creasing it to 21), the hit instead becomes additional surface
damage in the same hit location.

The notation “same internal area” indicates that an additional
component in the same area absorbs the excess damage.

The notation -1 or +1 surface area indicates that the additional
damage is applied to a surface area adjacent to that original hit,
elther one higher or one lower on the chart. If this would move the
location off of the chart, reverse the sign.

Once the new hit location is determined, determine damage
normally using the damage tables. If the excess damage has
moved to another internal location and there is still excess
damage remaining after the new hit is resolved, roll for excess
damage again (and again and again until all damage points are
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used up). If the hit has been taken back to a M

surface location, first spend whatever damage
points are required to penetrate through the hull armor again.
Then apply damage to surface fixtures there according to the
normal procedure. However, if the hitresult at the location is bare
hull, all remaining damage points are vented to space with no
further damage. If a surface fixture was hit and excess damage
remained after destroying it, that remaining excess damage is
also vented to space.

Example: Our friend the Gazelle is hit by a 300 Mj Laser
Barbette at a range of eight hexes (short range—see the barbette
listed on the Gazelle’s own data profile) through its bow quarter
arc (hit locations 1-19 for a wedge hull form). At this range the
damage value is 45 and the penetration rating is /14. A hit
location of 1 is rolled, and a 6 is rolled on 1D20 for the surface hit
column, showing that an antenna was hit. A roll of 3 on the
Antenna column of the Damage Type chart shows that the
antenna hit was for a communicator. The Gazelle has two
communicators, a radio and a maser. Aroll of 2 on 1D6 indicates
that the radio antenna was hit.

The radio antenna can take 1 minor hit, so absorbs 10 damage
points of the 45 and is destroyed.

35 damage points remain to penetrate the hull, which has an
armor value of 62. Multiplying 62 by the penetration rating gives
(62 x /14 = 4.43 rounded up to) 5 damage points used up in
penetration, leaving 30 for internal hits.

Location 1'sinternal columnrequires another 1D20 roll todecide
between an Electronics and a Quarters hit. The roll is 9, so it is
Electronics. Going back to the Damage Type chart, this time using
the Electronics column, we roll a 2, again getting a Communicator
result. As this is an internal hit, this would be a hit on the
communicator’s internal controller, rather than its external an-
tenna. Rollinga D6, we geta 3, indicating a hit on the radio controls.
The player is lucky; this was essentially a free hit, as the radio was
already useless without its antenna. The radio controller takes 1
minor hit, so absorbs 10 damage points and is destroyed, leaving
20 excess damage points.

Rolling on the Excess Damage Table, a roll of 4 indicates that
the damage goes to +1 internal area: hit location 2. All internal
damage in location 2 is rolled on the Electronics column of the
Damage Types chart. A D10 roll of 9 indicates a Bridge Crew hit.
The remaining 20 damage points are enough for 2 minor hits
against the crew, which indicates that two casualties are taken.

Damage Effects

Damage is taken and recorded in two basic ways: by systems which
are divided into the number of minor and major hits they can sustain
(“hit box systems”), and systems (such as crew, fuel, and cargo) which
are recorded in other terms (“non-hit box systems").

Hit Box Systems: As damage is taken by ship’s systems, mark
off the proper number of damage boxes on the control panel. It
is suggested that this be done in pencil, as successful damage
control tasks (page 25) can remove hits. Once all of the boxes are
marked off, the system is destroyed and cannot function or be
repaired. As long as some damage boxes remain unmarked, the
system may still function, although at reduced levels. Note that
systems which are defined in terms of minor hits
may only take minor hit damage, while systems
that are defined in major hits may take either.
However, only major hits cause hit boxes to be
marked off; minor hits on these systems have




different effects (see “Degraded Performance
and System Resets,” below).

The specific effects of a system losing hit boxes and being
destroyed or out of service due to system resets are as follows:

Weapons, MFDs, Defensive Weapons or Screens, Communicators,
Sensors, and ECM: The destroyed systemn may not be used nor provide
its benefits (e.g., EMM), and for weapons and defenses, any listed
crewmembers are casualties when the system is destroyed. Non-
destroying hits cause systemresetsand degraded performance (below).
Systems which have an antenna are useless if the antenna is destroyed.
Degraded performance or system resets on the antenna confer these
effects on the entire system.

Missile Launchers: Damage to missile launchers (turrets and
barbettes) also destroys their missiles. Each non-destroying hit
destroys missiles: one per minor hit and 1Dé per major hit.

Computers: If there is more than one computer, each time a
computer is destroyed, the next computer takes over its functions.
Once all computers on a ship are destroyed, all tasks become one
difficulty level harder (+1 Diff Mod), and the ship may not use its
jump drive.

Staterooms and Low Berths: These are “free hits” from a combat
standpoint, although passengers or crew with no battle stations
occupying the rooms or berths may be killed by such hits, as ruled
by the referee in refereed games. Roll randomly to determine
specific stateroom.

Life Support and Emergency Life Support: Once both these
systemns are destroyed, all crew must be in vacuum suits and all
tasks become one level more difficult (+1 Diff Mod). See also
Critical Hits, below.

Gravitic Compensators: If this system is not functioning, each turn
in which the ship expends more than 1 G-turn maneuvering, all
tasks are conducted at +1 Diff Mod for each additional G-turn of
maneuver. Crewmembers strapped into a workstation ignore 1
additional G-turn of maneuver before Diff Mods setin. Any G-turns
spenton evasion increase difficulty by +1 per G-turn, crewmembers
in workstations ignore the first +1 Diff Mod. Crewmembers not in
waorkstations (i.e., damage control parties) may not function at all
at 2 G-turns or more of evasion.

Sickbay, Labs, Machine, and Electronic Shops: These have no
immediate combat effects, but have obvious roleplaying and
campaign consequences.

Jump Drive: If destroyed, the ship may not enter jump space. If not
destroyed, find the percentage of hit boxes that have been marked
off. Multiply the ship’s standard jump performance by this number,
and round fractions down. This is the current jump performance
number. Ajump of this or lesser range may be attempted, but with
a +1 Diff Mod, in addition to any degraded performance Diff Mod.
If the jump performance has rounded down to 0, the ship may
attempt a jump 1, but with an additional +1 Diff Mod, thus the
highest possible Diff Mod is +3.

Power Plant: Each hit on the power plant eliminates the listed
portion of the ship’s power generation capability. System Reset
(below) results only affect one hit box worth of power as well, with
only one system reset allowed at a time.

Contra-Gravity: Landings on and take-offs from planetary sur-
faces are impossible.

Non-Hit Box Systems: These systems have spe-
cific instructions regarding the effects of damage,
as follows:

Crew: A minor Crew hit causes one casualty, and
amajor hitcauses 1D6. (Note thatan MFD operator

may become a casualty on either bridge crew hit or an MFD hit
where the subsequent D10 roll indicated “crew.”)

Fuet: Starship fuel tanks have self-sealing features. A minor hit
causes the loss of 1Dé6 displacement tons of fuel before tanks reseal.
Amajor hit causes the loss of 1D20 displacement tons of fuel before
tanks reseal.

Objects: Objects include cargo, vessels carried in the hangar, and
other items not actually a part of the ship. If these objects are not
being used in the battle, the majordamage should be recorded and
determined later. However, scenarios will indicate their damage
capacity for purposes of destroying the cargo and for absorbing
damage which would otherwise be distributed to other areas of the
ship. Because ship’s cargoes are normally generated by displace-
ment tons rather then metric tonnes, use the following rule of
thumb: When not otherwise indicated or able to be determined,
assume that each metric tonne of a typical cargo will absorb 1
damage point (being destroyed in the process). Thus, each dis-
placement ton of typical cargo will absorb 14 damage points. For
unusually dense or light cargoes (ingots of gold on the one hand,
or light bulbs packed in Styrofoam on the other) adjust these figures
down or up accordingly.

System Resets and Degraded Performance: Wheneverasystem
suffersdamage (majoror minor) which doesnotdestroy the system(this
includes systems which are defined in terms of major hits and suffer
mineror major hits), rolla dieand consult the minor damage table. The
two results are Systern Reset and Degraded Performance.

Systemreset means that the systemis off-linefor the next combat
turn and may not be used, but that it comes back on-line the
following turn and may be used normally. If the ship’s computer
suffers a reset result, and there are no backup computers available,
all ship’s systems reset. When this result is received, place a System
Reset marker by the system with the arrow clearly pointed at the
system, and with the Next Turn side up. During the Turn Record
Phase of each turn, System Reset markers on their Next Side are
switched to their Current side, and all markers on their Current side
are removed to indicate that the system will be back up on-line the
following turn. Note that a System Reset on a power plant does not
affect the entire power plant, but only one hit box worth of the
plant, as discussed under Hit Box Systemns above.

Degraded Performance means that all tasks conducted with that
system are conducted with a +1 Diff Mod. This applies principally
to sensors, weapons, jammers, jump drives, etc,, which have clearly
defined tasks associated with their use. However, the following
systems experience special effects from DP results:

Computer: All ship tasks are conducted with a +1 Diff Mod.
However, if another undamaged computer is available, this com-
puter takes over with no penalty.

Life Support and Emergency Life Support: Degraded Performance has
no game effects; the boxes are included to allow roleplaying effects.

Gravitic Compensators: All damage control tasks are one difficulty
level harder (+1 Diff Mod).

Power Plant: All damage control tasks to repair the power plant
are performed with a +1 Diff Mod.

Contira-Gravity: Any attempt to land on or take off from a planet
becomes a Difficult task (Pilot [Interface/Grav]) instead of auto-
matic. Failure indicates an abort back to the planetary surface or
orbit; Catastrophic Failure indicates a crash, and the vessel is
destroyed.

Maneuver Drive: The ship may no longer divide its acceleration
between maneuver and evasion; it must do one or the other in any
given turn.



There is a small Degraded Performance box to the left of each
system entry on the control panel (systems, like staterooms, which
do not have such a box have no meaningful way in which to have
their performance degraded for combat purposes). Mark this box
with a check or “x,” but use pencil as damage control can remove this
result. Solong as the Degraded Performance box is already checked, all
subsequent minor damage results result in a Systemn Reset.

System Redundancy: Most ships carry more than one com-
puter, and so whenever the computer suffers damage, one of the
backup systems will automatically take over without interrupting
the function of the other ship systems. For simplicity, all computer
hits are assumed to be on the computer currently on-line. This
means that if two different weapons scored computer hits in the
same turn, and thefirst hit took the primary computer off-line, then
the first backup computer would come on-line and be damaged by
the second hit.

Carried Vehicles and Vessels: If damage is taken on a carried
vehicle or vessel, it should be treated as a hit on the vehicle or vessel
just as if it were in combat (except that, if unmanned, it cannot
suffer personnel hits, and these are rerolled).

Radiation and EMP Damage: Any hit by a particle accelerator
on any part of a ship will automatically cause all computers, except
those with fiber-optic circuits, to suffer a System Reset result (fiber-
optic computers suffer no additional ill effects). Also, any particle
accelerator damage that rolls a Crew hit does twice the normal
number of casualties (2 on a minor, and 2D6 on a major hit).

Critical Hits: Under certain circumstances, a weapon may cause
one or more critical hits. This is a function of the damage value of
the weapon compared to the size of the target ship. The Critical
Damage Level table indicates whether a critical hit is achieved by
a weapon and, if so, how many.

If one or more critical hits are achieved, there is a chance that the
ship will be vaporized by massive internal explosions. Roll 1D20. If
the roll is less than the number of critical hits achieved, the ship is
vaporized. If it is equal to or greater than the number of hits
achieved, the ship suffers only the actual number of critical hits
shown. Roll the appropriate number of critical hits on the Critical
Hits table and apply the result immediately.

Thereare 11 distinct critical hits possible. As critical hits are scored
and applied differently than normal hits, keep track of them
separately.

Bridge Destroyed: The ship’s bridge explodes, destroying all
controls located there (including maneuvering, astrogation, sen-
sors, MFDs, and communication equipment) and killing or inca-
pacitating the entire bridge crew. The ship is no longer capable of
maneuvering, entering jump, acquiring new sensor fixes, detecting
new targets, communicating, or operating screens. Weapons with
local fire control stations may continue to engage targets which
have already been acquired by the ship’s sensors, but do so at one
difficulty level higher (+1 Diff Mod). Ships equipped with more than
one bridge (main operating, auxiliary operating, fire control, flag,
etc.) roll to see which is destroyed. Ships with another crewed
operating bridge may shift control functions there beginning the
following turn. Mark off all appropriate crew as casualties, and
MFDs if they were located on the destroyed bridge.

Fire Controf: Destroyed circuitry and power spikes disable the
ship's fire control interface between weapons, sensors, and target-
ing processors. The ship may not fire any energy weapons, nor may
it operate missiles (all non-fully independent missiles currently in
flight are considered lost). Ship’s defenses (sandcasters, nuclear
dampers, meson screens) continue to operate, and fully indepen-

dent missiles may still be fired. Line out all MFDs M
(but they are not considered to be individually
destroyed).

Power Plant: The power plant is seriously damaged and goes off-
line. It may not be repaired or restarted for the duration of the
scenario. The ship goes on auxiliary power/batteries. The ship may
not maneuver, fire energy weapons, nor operate any active sensors
or screens. The ship may fire missiles and operate sensors in passive
mode at +1 Diff Mod. Line out the power plant.

Sensors: Destroyed circuitry and power spikes disable all sensors.
The ship may no longer acquire new sensor locks. All weapons may
continue to engage targets which have previously been acquired
by the ship’s sensors, but do so at +1 Djff Mod. Line out all sensors.

Life Support: The ship’s life support has failed and the hull’s
integrity has been breached, and the crew must rely on their
vacuum suits for survival. All tasks are conducted on +1 Diff Mod.
This has no additional effect on crews which were at battle stations
in their vacuum suits, as these suits have sufficient air and power to
keep the crew alive for the remainder of the scenario. However, this
result does have potentially dire consequences for the long term.
Crews which were for some reason not suited up must spend the
entire next turn suiting up and may not conduct any other action.
Line out the Life Support and Emergency Life Support systems.

Fuel Explosion: Liquid hydrogen and oxygen escape from shat-
tered storage tanks, combine in the internal spaces of the ship, and
explode. Roll for one damage result on the internal explosion table,
with the damage value of the explosion determined by the ship
size. See the Fuel Explosion Damage Value table.

Artificial Gravity: The ship’s artificial gravity and G compensators
fail. See the Gravitic Compensators destruction effects above. Line
out the Artificial Gravity and G Compensator systems.

Jump Drive: The ship’s jump drive is seriously damaged and the ship
may not enter jump space until it is repaired. Line out the Jump Drive.

Maneuver Drive: The ship’s maneuver drive is seriously damaged
and it may not maneuver or evade until it is repaired. Line out the
Maneuver Drive.

Spine: The ship suffers serious structural damage that throws the
vessel out of alignment. Any spinal mount weapons are rendered
inoperative. In addition, the maneuver drive thrust line is no longer
centered on the ship’s axis of mass, and so any acceleration must
be accompanied by constant attitude correction. Each time the
ship accelerates, a Difficult task (Pilot [Interface/Grav]) is required
to avoid inducing a tumble. For each G less than the full rating of
the power plant used, reduce the task difficulty level by 1. Failure
results in the ship beginning to tumble, and Catastrophic Failure
indicates a severe tumble. In the case of a tumble, the ship may not
maneuver or evade in the next combat turn, as it corrects the
tumble, and all tasks are conducted at +1 Diff Mod. The same is true
of a severe tumble, except that tasks are at +2 Diff Mod.

Computer: Destroyed circuitry and power spikes disable the ship’s
data bus and information processing systems. The ship may not
launch small craft or enter jump. All other tasks are conducted at
one higher difficulty level (+1 Diff Mod). Line out all computers.

DAMAGE CONTROL
Players may attempt to repair damage suffered during the
current or preceding combat phases during the
Damage Control Phase of each turn. These repairs
may be attempted using damage control crew as
listed on the spacecraft control panel.
Damage control crewmembers may be used




singly or in groups to repair one of three kinds of
damage: major hits, minor hits, or system resets.
Major and miner hits may only be repaired if there are unmarked
hit boxes left in the system, because any system with all its boxes
marked off is completely destroyed. Critical hits may alsc not be
repaired during the course of a Brilliant Lances scenario.

Control panels show the number of crew available for damage
control under Damage Control parties. These crewmembers may
be assigned individually or in groups to repair damage. The more
crew assigned, the lower the task’s difficulty. Each crewmember
can only be assigned to one damage control task per Damage
Control Phase, and a maximum of three crew can be assigned to
each task—see the table below.

Damage Control
# Crewmembers

System Reset Minor Hit

Average Difficult

These crew may only be assigned to repair damage to internal,
not hull surface, systems, but these systems maybe anywherein the
ship. Engineering crew may also be used to make damage control
rolls, but only to systems listed in the engineering section of the
control panel. Engineering crew may be combined with damage
control crew on such tasks. (Asset used is Ship’s Engineering for all
systems except those listed in the Electronics block, for which the
Electronics asset is used.)

Success indicates that the repair is effective immediately, so a
systern reset that would have lasted for the entire following turn will
not take place at all. Outstanding Success also indicates that a
degraded performance result on the system is also removed. Note
that without an Outstanding Success, a system can be repaired
back to its full level (i.e., all hit boxes unmarked) and still function
atits degraded performance level. Catastrophic Failure indicates a
system reset in addition to already-existing damage (if the equip-
ment will already be under a system reset the following turn, there
is no additional effect).

Energy Allocation and Powering Down Systems: Brilliant
Lances does not require players to make decisions each turn on
how to assign power. Traveller starships are usually designed with
sufficient power for all installed systems to function at once.
However, as combat damage reduces the power produced by the
ship’s power plant, players may be required to power down certain
systemns in order to bring energy consumption into line with
production.

During the Damage Control Phase, after the turn’s damage
control tasks have been attempted, players must cut power to
systems so that the total power consumed in megawatts is less
than or equal to the amount produced by the power plant. Each
system has its MW requirement listed with it, and the maneuver
drive has a listing of the amount of power needed for each G of its
G rating. To show that a system has been powered down, place
a Powered Down marker by the system so that the red arrow in the
upper right hand corner of the marker is pointed at the shut down
system. On the reverse of these counters are
Powered Down markers with the notation 2, 3, 4,
5, and 6. These are used to show how far the
maneuver drive has had its power reduced. For
example, a maneuver drive with a G rating of 4

would have a Powered Down 2 marker placed on it to show that
it was reduced to enough power for only 2 G-turns.

Even systems which are damaged require their full MW input to
function at their damaged levels. The one exception is weapons
which have been overpowered to increase their hit probabilities. A
weapon boosted to -2 Diff Mods could have its power cutin half
and would function at -1 Diff Mod (use a Powered Down marker),
or have its power divided by 10 and function without its overpower
Diff Mod (use a Powered Down 2 marker). A weapon functioning
at -1 Diff Mod could have its power divided by 5 to function
without its overpower Diff Mod.

BOARDING ACTIONS

Disabled enemy ships may be boarded. Disabled ships have no
functioning maneuver drive and no weaponswhich canfire at the
boarding vessels. Unfortunately, there is no way to tell whether
an enemy vessel is disabled or playing possum. In Brilllant
Lances, players will have a general idea of each other’s damage
because they jointly roll damage results. However, there is no
need for either side to tell the other the exact damage status of
their ships.

In order to board, the boarding vessel must match vectors with the
disabled ship. On the turn following matched vectors, boarding
may begin in the Launch Phase, when the boarding player decides
how many and what variety of personnel to send over. Reinforce-
ments may be sent each subsequent Launch Phase.

Procedure: Assuming that a vessel is disabled, divide the dis-
placement tonnage of the ship being boarded by 500, and round
to the nearest whole number (except that numbers less than 1
always round up to 1). The result is the number of hull sections.

Each game turn, during the Launch Phase, the boarding and’
boarded player each roll 1D6 and add the following die modifiers
(DMs): +1 per Marine (combat armor-equipped combat troop
trained in Environment Suit and Zero-G skills), +1 per 2 (non-
Marine) troops, and +1 per 10 (non-Marine, non-Troop)
crewmembers, and +2 if defending. The player with the higher
adjusted die roll captures one hull section, except that a side
which took the +2 defending DM does not take any additional
hull sections. If both sides choose the defending die roll, no hull
sections will change hands. The boarding player must always be
attacking (i.e., forego the defending die modifier). Regardless of
thewinner, each side takes casualties equal to the adjusted dieroll
of the other side.

Combat continues until all hull sections belong to one side. If the
boarding side loses, the survivors may return to their own vessel. If
the boarding side loses, surviving members are captured.

SURPRISE

Surpriseis determined only once perscenario. Surpriseis possible
for either side, and the element of surprise gives an advantage both
in attacking and in avoiding the enemy. In some cases surprise is
indicated in the scenario instructions, but it can also be determined
by the players.

SurpriseisaFormidable task (Fleet Tactics). Itisrolled by the sidewhich
first makes a sensor lock on an enemy (referee’s decision, based on the
relative sensor and crew qualities of the ships).

Benefits of Surprise: The vessel(s) which was surprised may not
maneuver or fire on the first turn it was surprised, unless it is able
to man battle stations. Manning battle stations is a Formidable task
(Leadership). Battle stations are always manned on thefirst full turn
following surprise.
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Readiness: Under certain circumstances, players or scenario
instructions may stipulate that their vessels are operating at alert
status, with some battle stations already manned, or at battle
stations. If operating under alert status, the roil to man battle
stationsis one difficulty level easier (-1 Diff Mod). However, these
levels may not be maintained indefinitely. There is a maximum
number of consecutive four-hour periods for which these condi-
tions can be maintained, shown on the Readiness Conditions
table above. Each additional consecutive four-hour period be-
yond these limitsimposes a +1 Diff Mod on every task attempted
by every crewmember. Thus, if Captain Queegulii kept his crew
at battle stations for 20 hours, beginning at 12 hours and one
minute, all tasks would be one difficulty level higher. Beginning
at 16 hours and one minute, all tasks would be two levels higher.
These penalties remain in effect until at least three consecutive
periods (12 hours) are spent at condition 0. So, in the example,
if Queegulii let his crew stand down after 20 hours, but called
them back to battle stations after only four hours, they would still
perform their tasks at two difficulty levels higher.

Inaddition, once the crew has returned to normal cruising status,
the roll to man battle stationsis increased in difficulty if the crew had
been standing at alert status or battle stations for a long period of
time. For each consecutive period at battle stations or two consecu-
tive periods at alert status, the roll to man battle stations isincreased
in difficulty by one level (+1 Diff Mod). This penalty is decreased by
one level for each subsequent period spent at normal cruising.
Thus, a crew which had been at alert status for four consecutive
periods (16 hours) would be at +2 difficulty levels to man battle
stations during the first period after they stood down, +1 level the
period after that, and back to normal after two full periods of normal
cruising.

Furthermore, no maintenance or repairs (this applies only to the
Traveller: The New Eraroleplaying rules) can be conducted under
either condition 1 or 2, although damage control may be.

MISCELLANEOUS OBJECTS
AND ISSUES

Recording Fuel Use: Each ship data profileand control panel lists
the amount of fuel (in m?) use for each G-turn expended by a craft.
The Plotting and Movement rules indicate that the amount used is
to be recorded each Plotting Phase. In addition, the damage rules
show how volumes of fuel may be lost to major and minor hits.
These figures are not always relevant, and in many scenarios players
can ignore keeping careful track. However, some scenarios portray
situationsin which ships need to have fuel left over for activities after
the end of the scenario. In these cases, players should be careful to
track the fuel used through maneuver as well as lost to combat, as
fuel use figures in the victory conditions.

Sensor Drones
Drones are basically larger missiles which carry sensors and do
not blow up, but return to their owning ship to be used again. In

their characteristics,
such as sensors, G rating, armor, size, etc. When firing on a drone,
do not use firing arcs or hit locations. If a hit is scored, merely use
the Drones column on the Damage Type chart. Each one of the
listed systems can absorb 1 minor hit, unless otherwise listed on its
characteristics list. If excess damage points remain after inflicting a
minor hit, roll again on the table until the damageis used up. Results
of Sensor and Communications must be rolled to see if they are
antenna (1-3) or internal controller (4-6).

Sensor drones and missiles are also highly susceptible to critical
hits—use the separate critical hits table for unmanned craft. Control
system indicates that the craft loses all control and goes stupid.
Although it will coast through space forever, it is removed from
play. Payload indicates that its primary reason for being has been
destroyed, whetheritwas a missile warhead, all of adrone’s sensors,
or an area jammer. Fuel indicates that the target is destroyed in a
massive explosion of its fuel.

Some drones are controlled by an operator aboard the launch-
ing ship, and like missiles, are automatically in contact if they
remain within the short range of their installed communicator. If
communication contact is lost, the drone simply coasts. Other
drones are fully independent craft which are controlled by the
player but do not need to be controlled by any crewmembers
aboard the launching vessel. These drones are given a crew
quality rating that is used when it attempts sensor locks and
communications tasks with friendly ships to pass sensor lock
hand-offs to them, etc.

Gravity

Gravity hasvery little effectin Brilliant Lances. This is because Gs
are measured in whole numbers, and no worlds which fit onto
Brilliant Lances counters extend their 1G field out of their own hex.
Larger bodies such as stars and large gas giants would certainly do
so, and sample figures are given below. However, Brilliant Lances
does not contain templates for such large bodies, but players
should feel free to make their own.

Effects: Any craft that is within the 1G threshold of an astronomi-
cal body has 1 G-turn added to its vector each turn in a direction
directly at the center of the body. A craft within the 2G threshold
as 2 G-turnsadded to its vector each turn, and so on. These G-turns
must be counteracted by the craft’s own drives, or else its vector will
be bent toward the gravity source.

G thresholds are calculated by using the formula

g}z‘% =rangein hexes

G=6.67x10"
M = body’s mass in kg
g = 9.8 x G threshold desired

Remember to subtract the body's radius to get
the range above its surface to the threshold.




Starsarefartoolarge tobe portrayed in Brilliant
Lances. In the Brilliant Lances scale, our sun would have a
diameter of 46.5 hexes. Its 1G threshold would extend out another
99.5 hexesfromitssurface (2G threshold at 63.5 hexes, 3Gsat47.6,
4Gs at 38 hexes, etc.), and there would be tremendous + Diff Mods
against sensor tasks within this area and beyond.

Planets

At the scale and distances from the system’s primary star
represented in Brilliant Lances, the orbital paths of planets
show no curvature and are treated as perfectly straight lines.
Planets may be given a heading and velocity in the scenario
instructions, and these will not change during play for any
reason.

The planets represented by counters in Brilliant Lances are
Terra-size worlds, as even small gas giants take up multiple
hexes.

Take-Off and Landing: Any ship that wishes to land on a planet
must first match vectors with it in the same hex. This means that
craft must spend oneturn in which theirmovement from hex to hex
isidentical to that of the planet. On thefirst turn following, the craft
can announce that it is landing, which takes the entire turn. Craft
which are landed on a world have a +2 Diff Mod applied to sensor
tasks against them if the world has an atmosphere of Very Thin or
less, +3 if the atmosphere is Thin or greater, and +4 if the
atmosphere is Exotic, Corrosive, or Insidious. In addition, any craft
landed on a planet with a Hydrographic rating of 1 or more may
declare that it is underwater, in which case an additional +1 Diff
Mod is applied.

Taking off from a Terra-sized planet also takes a full turn. At the
end of this turn, the craft has a vector identical to that of the planet.

Sample Planets: To assist players in designing their own sce-
narios, the following planetary statistics from our own Solar System
are presented in Brilliant Lances terms as examples. 1 G threshold
is given in hexes beyond the planet’s surface. Velocity is orbital
velocity, and has nothing to do with the rate that our entire Solar
System is scorching around the core of the Milky Way (12 hexes
per turn, in BL scale, is our “local standard of rest” for you trivia
freaks).

Diameter
in hexes 1G Threshold

Velocity in
Planet hexes per turn

M

1.62

0.07 hexes

f\leptune 0.33

There are two equally valid ways to handle planetary (and
asteroid belt) motion in Brilliant Lances. Oneis to have the maps
represent a motionless chunk of space and have the astronomical
bodies move across them at their appointed rates. Another is to
pick the planet or asteroid belt as the frame of
reference so that they remain motionlessanddrag
the visual window represented by the map along
with them. Both are perfectly correct, but the
latter is usually much easier.

Powered Down Power Plants and Crash Startups

As noted in the Sensor Lock rules, a ship which is in cold mode,
with its power plant powered down to minimal levels (assume 1%
of maximum power plant output), presents a verydifficult target to
passive sensors. However, this tactic can backfire if the ship has to
start up quickly. To bring the power plant up to full power normally
requires afull 30 minutes, leaving the vessel vulnerable for an entire
turn. Rather than waiting, the player may attempt a crash startup.
This is a Formidable task (of Ship’s Engineering). Success indicates
that the power plantis broughtup tofull levels almost immediately,
allowing the craft to exercise its full functions in the current turn,
including maneuver. Failure indicates that the vessel will not be
powered up until the following turn, while Catastrophic Failure
means that the power planthasjust suffered 1 major damage resuilt,
and startup is delayed one additional turn.

Black Globes

Blackglobesare highly sophisticated and exotic defensive screens.
Even at the height of the Third Imperium’s technology, only the
most basic black globe screens could be reproduced. The best black
globes in use were recovered relics from an ancient civilization that
pre-dated humanity’s starfaring days. Thus black globes are only
rarely encountered.

Although these weapons are very advanced from an engineering
and scientific standpoint, their use is very simple. Black globe
generators create a spherical field around themselves which ab-
sorbs all energy that crosses it. This energy is shunted into capaci-
tors within the hull of the protected vessel where it is stored. This
screen can be also set to flicker at a set percentage rate in multiples
of 10%. '

Combat: When set all the way up, the black globe absorbs the
energy of all weapons which successfully rolled to hit the target. For
example, each hitfrom a 150 Mj laser would place 150 Mjinto the
capacitors of the protected ship.

When the weapon is set toflicker, all weapons which successfully
rolled “hits” then roll to see if they were absorbed by the globe or
passed through to hit the target normally. For each hit, roll 1D10
to get over the flicker rate divided by 10 (i.e., roll 2+ to get through
10% flicker, 3+ to get through 20% flicker, and so on). Hits which
do not make this roll are completely absorbed.

Outgoing fire is not affected, as it is synchronized to match the
flicker.

Capacitors installed aboard the ship will have a listed capacity in
megajoules. If this limit is ever exceeded, the capacitors spontane-
ously discharge, inflicting 1D20 critical hits on the vessel, two of
which must be a power plant and jump drive critical hit. Incoming
sensor and communicator energy absorbed by the black globe is
considered to be negligible.

Maneuver: When its globe is all the way up, a vessel cannot
maneuver to change its vector or attempt to evade. When it is set
to flicker, any Gs that are spent for a purpose are reduced in
effectiveness by the amount of flicker (e.g., 4 G-turns to acceler-
ate are reduced to 2 G-turns spent on acceleration by a globe set
on 50% flicker). The lost amount of G-turns was absorbed by the
globe: Use the megawatts per G-turn figure listed on the control
panel to find how much power was sent to the capacitors.

Communications: Communications cannot pass through afull-
up black globe, but they can be “stuttered” to pass back and forth
through a globe that is flickering. Any communicator that attempts
to contact a vessel with a flickering black globe does so with a Diff
Mod of the flicker level divided by 30 and rounded to the nearest



whole number. However, a ship with a flickering black globe may
attempt communication tasks with other non-globed ships at no
increase in difficulty because it can synchronize its transmissions to
match the flicker. A ship which has already been so contacted may
then contact the globed vessel at no increase in difficulty because
it has received the proper synchronization data.

Sensors: A vessel with its black globe fully up may not make or
maintain any sensor locks.

Sensor lock attempts against a full-up black globe have a +5 Diff
Mod vs. active sensors (radar and active EMS) and a +3 Diff Mod vs.
passive sensors (HRT and passive EMS) for the black globe, and the
only additional Diff Mods that apply are those for Target Size,
Retaining Lock, Target Hand-Off, Terrain, Area Jamming, and
White Out.

Sensor lock attempts against a flickering black globe oroutof one
use all of the standard sensor lock Diff Mods, with the addition of
the black globe flicker Diff Mods. For both active and passive
sensors, divide theflicker rate by 30 and round to the nearest whole
number to get + Diff Mods. Thus, 10%is 0 Diff Mod, 20-40%is +1
Diff Mod, 50-70% is 42 Diff Mod, and 80-90% is +3 Diff Mods.

As with normal bogey sensor tasks, the target player is respon-
sible for calculating certain of the Diff Mods for the lock task, butthe
emissions signatures of a flickering black globe are distinctive
enough thatanyonewhoattemptsalock onaflickering black globe
should be given that information whether the attempt is successful
or not.

QO & A

Q: My ship, with a G-rating of 1G, has a velocity of 4, and | am
attempting to make a heading change to port. | have 3 G-turns of
thrust accumulated toward the heading change. In the next
Plotting Phase, instead of firing the last G-turn of thrust to complete
the heading change, | instead expend 1 G-turn of thrust to
decelerate. This makes my velocity 3, and [ notice that | now have
sufficient accumulated G-turns of thrust to make a heading change
based on my new velocity. What do | do?

A: Make the heading change. Whenever there is a question of
precedence in a vector adjustment, change the velocity first and
then check to see if a heading change results.

Q: My ship has a G-rating of 1G and a current velocity of 1. This
turn it spent '/2 G-turn to change its heading one position. For
purposes of determining my final facing for the turn, do | use the
facing deviation for greater than '/2 but less than full G-rating, or
for full G-rating?

A:Full G-rating. The rules state that fractional G-turns may not be
retained, which means that a full 1G was spent in order to receive
the '/2 G effect.

TOURNAMENTS

GDW will periodically sponsor Brilliant Lances tournaments for
the summer convention season beginning in 1994. These will
involve dogfights between two ormore playerswhohave equipped
themselves on a fixed budget and other technological constraints.
Ships and weapons published by GDW will be eligible for these
tournaments, as well as those designed using the accompanying
shipdesign sequence and thatin Fire, Fusion, and Steel. However,
all such homemade designs must be submitted to GDW and
approved before they can be used, at which time they may be used
by any entrant. All details will be presented in issues of Challenge,
The Magazine of Science-Fiction Gaming.

INTEGRATION
WITH TRAVELLER:
THE NEW ERA

Brilliant Lances is intended to stand alone as a game and not
presuppose knowledge of the Traveller: The New Era roleplaying
game. However, many Brilllant Lances players will also be players
of the roleplaying game, and will use it to resolve situations that
occur in their roleplaying campaigns.

Crew Quality

When a ship manned by PCs is used in Brilliant Lances, all tasks
should be resolved using the crew’s actual assets, rather than the
Crew Quality asset levels.

Traveller players will note that the assets assigned to Green,
Trained, Line, and Crack crews are the same as those assigned to
Novice, Experienced, Veteran, and Elite NPCs. They are given
different names because Novice, Experienced, Veteran, and Elite
NPCs are so defined because of their Initiative and skill in personal
combat, not space combat. A Crack starship crew will not be the
equivalentof Elite NPCs in terms of Initiative and unarmed combat.
Many of them might even be Novice NPCs, but with very good
assets in Sensors, Screens, etc.

= Communication
Gunnery (Missile) or
RCV Operations
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Play with a Referee

When Brilliant Lances is used as part of a Traveller: The New
Eraroleplaying campaign, there will obviously be a referee present.
The presence of a referee allows many interesting variations to be
played.

Double Blind Play: In this variation, no Bogey markers are
used, and the referee coordinates sensor lock tasks by the
players, only placing pieces on the map once they have been
locked up. In addition, damage rolls are made by the referee so
that the firing player does not know what damage has been
done, except by watching the subsequent performance of the
vessel.

Scanning for Damage: Getting detailed data on what is going
on within an enemy vessel is impossible at ranges of greater than
one hex. The referee may allow players to scan enemy vesselsin the
same hex for life, functioning power plants and weapons,etc. Such
tasks will require the integrated use of active and
passive sensors, including neural activity sensors or
densitometers. These sensor rolls will be uncertain
tasks, and the information that the referee reports
to the sensing player may or may not be true.
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\V SCENARIOS
The scenarios presented in the game are de-
scribed using the following format:

Name: The scenario name and number.

Date: The date is given in the standard Imperial dating system,
with day of the year followed by the year number itself.

Location: The star system in which the battle takes place is listed
in the standard Traveller format: system name followed by a slash
and then sector name.

Background: This is a brief presentation of the historical events
which led up to the battle.

Situation: This describes the actual situation the scenario covers.

Maps: The three maps will always be placed between the players
side by side. The outer two maps will be named after one of the two
sides (for example, in the first scenario reference is made to the
Zhodani map and to the Imperial map), while the map in the center
is always called the “neutral map.” This naming convention is used
to ease set-up and description of victory conditions, but has no effect
on the actual course of play.

Forces: Both players have a section where their forces are de-
scribed with respect to three major considerations.

Ships: The actual ships available in the scenario are listed along
with the quality of the ship’s crew, its readiness level at the start of
the scenario, and any special considerations, such as depleted
ammunition, low fuel, battle damage, or other non-functional
systems.

Vector: The heading and velocity of each ship. Often the players
will be able to decide this themselves, within limits described in this
section.

Winning: This section lists the conditions each side must achieve
to win. Usually only one side has detailed victory conditions, the
other side winning by preventing the achievement of those condi-
tions by their opponent.

SCENARIO GROUP 1
PERFIDIOUS ZFHODANE

Scenario 1: Deep Black

Date: 242-1106

Location: Shionthy/Spinward Marches

Background: The Fourth Frontier War, also called the False War,
was a short (1082 to 1084), inconclusive war fought between the
Third Imperium and the Zhedani Consulate, primarily in the Jewel
Subsector. Although it ended in a Zhodani withdrawal due to the
Imperial victory at the Battle of Two Suns, the war served mostly to
show that both sides were unprepared for war. Over the next two
decades, both belligerents built up their heavy battle units while
engaging in dangerous, and often violent, intelligence gathering
along their borders.

Situation: The Imperial Navy has hidden a secret maintenance
depot in the Shionthy asteroid belt intended to service battle-
damaged ships on short notice. Zhodani intelligence has found out
that there is a depot in the belts, but is anxious to find out its exact
location

Maps: The Imperial player will set up anywhere on the Imperial
map and the Zhodani player will enter from the outside edge of the
Zhodani map.

The 21 Asteroid counters are placed Asteroid side up and mixed
up. Each player takes turns (with the Imperial player going first)
placing an Asteroid counter on the neutral map. No asteroid may be
placed adjacent to an already-placed asteroid.

Once all of the asteroids are placed, the Imperial
player may examine the backs of each counter. The
counter with the starburst is the location of the
maintenance depot. All other asteroids are simple
rock.

Zhodani Consular Scouts

Ships: 1 Chatlclass leader scout, 2 Ninzclass scouts. All crews
Crack and at battle stations.

Vector: Enter the map with a velocity of at least 1 and any heading
desired.
Imperial Navy

Ships: 3 Gazelle-class close escorts, all crews Crack. Any one ship
at Condition 2, the others at condition 1.

Vector: Set up on the inner map with any vector desired.

Winning: The Zhodani player wins if any Zhodani ship achieves
a sensor lock on the maintenance depot and then gets the informa-
tion back. (Each sensor lock on an Asteroid counter allows the player
to look at the other side. All Asteroid counters, including the
maintenance depot, are treated as Very Small [VS] targets for
purposes of these locks.) To get the information back, the ship must
either exit the map at either end (but not the sides) with functional jump
drive, or it must communicate the information to another Zhodani ship
which then exits the map at either end with functional jump drive.

Failing this, the Imperial player wins.

Scenario 2: Rearguard

Date: 294-1109

Location: Saurus/Spinward Marches

Background: The Fifth Frontier War (1107 to 1110) was the last
in a series of continuing wars between the Third Imperium and its
spinward neighbors. Following several years of unrest and provoca-
tion, Zhodani forces attacked across the Imperial Borders while
previously placed guerrillas on selected Imperial worlds began
uprisings. Vargr and Sword World forces allied with the Zhodani
Consulate and also participated in the attacks.

Situation: As the war began to go against the Qutworld Coalition, the
Sword Worlds opened peace feelers to the Imperium. A high-ranking
Sword World delegation was picked up by the Lightning-class cruiser Bard
Refuge for transport back to Rylanor and direct negotiations with
Archduke Norris. However, alocal Zhodani commander got wind of the
mission and attempted to intercept it. In the ensuing battle, Bard Refuge
was badly damaged, losing most of her weaponry and having both
fighter launch tubes disabled. As Bard Refuge now attempts to reach jump
point, two of her fighters and a surviving escort must hold off the
remaining Zhodani ships long enough for Bard Refuge to escape with its
all-important diplomatic passengers.

Maps: The Imperial player will set up on either the neutral or Imperial
map (and maydivide his ships between the two maps), and the Zhodani
playerwill enter from the outer edge of the Zhodani map. BardRefuge has -
already exited the far edge of the Imperial map.

The 21 Asteroid counters are placed Asteroid side up and mixed
up. Each player takes turns (with the Imperial player going first)
placing an Asteroid counter on the neutral map. No asteroid may be
placed adjacent to an already-placed asteroid.

Zhodani Consular Navy

Ships:1 Vlezhdatl-class strike cruiser, 1 Zhdits-class destroyer escort, and
2 military boats from the Vlezhdatl. Crack crews at battle stations.

Vector: Maximum initial velocity of 3, any heading.

Imperial Navy

Ships: 1 Chrysanthemum-class destroyer escort, 1 Valorclass mis-
sile corvette, 5 Rampart fighters. Crack crews at battle stations. The
Valor has expended half its missiles. The Chrysanthemum has had its
starboard particle accelerator destroyed in the previous fight.

Vector: Any desired vectors.

Winning: The Zhodani player wins if the Vlezhdat/exits thefar end
of the Imperial map still able to maneuver and fire its particle
accelerator, or if any two Zhodani ships (no more than one of which
may be a boat) exit the far end of the Imperial map able to maneuver
and fire at least one laser. In either case, the Zhodani player must do so
before the end of the 20th turn, or Bard Refuge will have had time to reach
its jump point and escape. Failing this, the Imperial player wins.



SCENARIO GROUP 2
BARBARIANS AT THE GATE

Scenario 3: Lackland Sons

Date: 049-1128

Location: Yaggoth/Reaver's Deep

Background: Aslan culture is both territorial and aggressive, and
there is powerful pressure on unlanded younger sons (the /hatei) to
seek land at the expense of their neighbors. As central order began
to break down in the Imperium during the civil war, the waves of
Aslan invaders, particularly in the Reaver’s Deep Sector, became
almost a part of everyday life.

Situation: An Aslan clan transport, with an armed trader in
company, move into the Yaggoth system to land an lhatei storm
group. With most of the first-line colonial naval vessels drawn away
by thecivil war, the local forces oppose the Aslan with ascratch force.

Maps: The Imperial player places a Planet counter (representing
Yaggoth) anywhere on thelmperial map, but atleastfour hexes from
any map edge.

Aslan IThatef Squadron

Ships: 1 Aslan clan transport, 1 Aslan armed trader. Crews Crack
and at battle stations.

Vector: The Aslan enter from the far edge of the Aslan map at any
desired velocity and heading. Crews Line.

Colonial Squadron

Ships: 1 armed free trader, 2 system defense boats (SDBs), 1
modular cutter with TL 11 laser gunpack (see page 18, Technical
Booklet). The SDBs have Line crews, the modular cutter has a Trained
crew, the armed free trader a Green crew. All crews at battle stations.

Vector: Any one ship may begin anywhere on the Imperial map
with any desired vector. The other ships begin in orbit around
Yaggoth.

Winning: The Aslan player wins if at any time the Aslan clan
transport is in orbit around Yaggoth, it is still capable of maneuver-
ing, and there are no Colonial vessels capable of firing in orbit around
Yaggoth at the same time. Failing this, the Colonial player wins.

Scenario 4: Corsair!

Date: 301-1128

Location: Flire/Vland

Background: Following the withdrawal of the Corridor Fleet to
Capital, an avalanche of Vargr raiders swept through Corridor and
Vland Sectors. Lacking any central direction, the Vargr moved here
and there, bypassing many systems at first, and raiding haphazardly
as they went.

Situation: A Vargr raiding group reached Flirein 1127, but found
the local defenses too strong to overcome. Instead, the small
squadron decided to lay low in one of the system’s planetoid belts
and jump one of the merchant vessels making the regular run from
the colony worlds on the moons of the system’s gas giants back to
the main world of the system.

Maps: The 21 Asteroid counters are placed Asteroid side up and
mixed up. Each player takes turns (with the merchant player going
first) placing an Asteroid counter on the neutral map. No asteroid
may be placed adjacent to an already-placed asteroid.

The Vargr player will set up on the neutral map, with each ship in
a hex containing an asteroid. More than one ship may be placed in
thesame hex. The merchant player will enter from thefaredge of the
merchant map.

Vargr Corsairs
Ships: 2 Vargrcorsairs, 1 Vargr trader. Crews Line, at battle stations.
Vector: Any desired vector.

Merchants

Ships: 1 Free Trader (unarmed), 2 Far Traders (unarmed), 1 Yacht
(unarmed), 1 Patrol Cruiser, 1 Gazelle-class close escort. Crack crew
on the patrol cruiser, Line crew on the Gazelle, and Green crews on

the unarmed ships. All crews at Condition 2.
Vector: The four unarmed ships enter consecu-
tively, in any order desired, five turns apart. They

enter with a velocity of 3 and a heading directly down the grain of
the map toward the far edge. The merchants may not change their
heading or velocity unless and until a friendly ship obtains a sensor
lock on aVargrcorsair. The two escorts may enter on any tum desired
{oron separate turns) and with any vector desired. Escort crews Line,
unarmed merchant crews Trained.

Winning: The Vargr player wins if, at any time, the Vargr trader
ship loots an unarmed merchantand then escapes from the map. To
loot a merchant, the merchant must be incapable of maneuver and
theVargrtrader must spend the entire turn in the same hex and with
amatched vector. To escape, it must leave themap by anymap edge
and still be capable of maneuver and jump.

Scenario 5: The Black War

Date: 111-1129

Location: Vahana/Diaspora

Background: With no resolution of the civil war in sight, Lucan
initiated a campaign of terror called the Black War. Utilizing massive
planetary bombardments, its aim was to intimidate worlds into
surrender and, where that was not possible, leave behind scorched
earth incapable of supporting the efforts of his rivals.

The Unity of Promise formed in 1127 in response to the collapse
of Imperial authority and the growing anarchy. When it refused to
support Lucan’s bid for supremacy by sending ships and men, its
outer worlds became Black War targets.

Situation: A long-range Black War squadron of Lucan’s has been
despatched to bombard Vahana into rubble. The Unity of Promise
has only a few small vessels available, but they must prevent the
bombardment at all costs.

Maps: The Unity player places a Planet marker anywhere on the Unity
map, representing Vahana. The Lucan player enters from the far edge of
the Lucan map. The Unity player begins in orbit around Vahana.
Lucan’s Squadron

Ships: 1 Kinunir-class cruiser, 1 Chrysanthemum-class destroyer
escort, and 1 Valor-class missile corvette. The Valor-class vessel has
been converted to a planetary bombardment platform and carries
no anti-ship missiles. The Valor has a Trained crew; all others have
Crack crews. All crews are at battle stations.

Vector: Lucan'’s squadron enters with any vector desired.
Promise

Ships:1 Gazelle-class escort, 1 Fery-class escort, 1 system defense
boat (SDB) with a full load of TL 11 missiles. Any 1 ship (player’s
choice) with a Crack crew, others with Line crews. All crews at
Condition 2.

Vector: All ships begin with a vector of 0 (in orbit around Vahana).

Winning: Only the Valor-class vessel may bombard, and it may
only do so while in orbit around Vahana. For each functional missile
barbette on the ship, roll 1D20 for delivered planetary bombard-
ment points. If the Valor does not have an operational fire director,
halve the result. The Lucan player wins by inflicting over 200
cumulative points of planetary bornbardment on Vahana.

SCENARIO GROUP 3
THE NEW ERA

Scenario 6: Smash and Grab

Date: 117-1201 (NE 1)

Location: Montezuma/Diaspora

Background: After the release of Virus, the final
actinLucan’s Black War, most of explored space was
plunged back to barbarism. Seventy years later, the
revival of technology in the Old Expanses sector by
the Hive Federation, and the resulting growth of the




Reformation Coalition, created an insatiable de-
mand for high-tech equipment. This demand could
most easily be met by salvaging pre-Collapse arti-
facts from The Wilds, the name given to the uncivilized stellar
wasteland that comprised most of the territory of the Third Impe-
rium. Sometimes the recovery of theseartifacts brought Reformation
Coalition ships into direct conflict with local indigenous dictators,
and earned them the name Star Vikings.

Situation: Pre-Collapse records unearthed by the Reformation
Coalition proved the existence of a large cache of processed lantha-
num ore, the vital element required to produce jump drive coils, on
the planet Montezuma. A “smash and grab” operation was quickly
mounted, but would have to fight its way through the world’s
cobbled-together space navy.

Maps: The Montezuman player places a Planet counter anywhere
on the Montezuman map. The Star Viking player enters from the far
edge of the Viking map.

Star Viking

Ships: 1 clipper carrying 2 Rampart fighters. Crack crews at battle
stations.

Vector: The Viking player enters the map with any velocity and
heading desired.

Montezuman

Ships: 1 Gazelle-class close escort, 1 system defense boat (SDB), 1
modular cutter with TL-11 laser gunpack (see page 18, Technical
Booklet). Crew quality: Trained on the Gazelle, Green on theother ships.

Notes: The SDB has a total of only seven Tech Level 8 missiles on
board. None of the master fire directors on any of the ships are
functional. The EMS arrays on the Gazelle and the SDB are not
functional and have been replaced by radars (120,000 km close
range on the SDB, 150,000 km close range on the Gazelle). Because
of poordamage control procedures, none of the ships may repairany
damage during the scenario. In addition, whenever the ship’s life
support fails (takes its maximum damage), the ship may conduct no
actions for the next turn (may not fire, maneuver, communicate, or
make sensor attempts) and it loses all existing sensor locks. (The crew
is completely occupied trying to find and put on vacuum suits.) The
Gazelle is at Condition 2; the other ships are at Condition 1.

Vector: The Gazelle is in orbit around the planet. The other two
vessels are landed on the planet surface.

Winning: The Star Viking player wins by spending six turns with
the long ship in orbit around Montezuma and then exiting the far
edge of the Viking map without having any internal systems
destroyed beyond repair by battle damage. The Star Viking player
wins a marginal victory by spending six turns with the long ship in
orbit around Montezuma and then exiting the far edge of the Viking
map with its maneuver drive and jump drive still operational.

Balance: To make the scenario more even, give the Star Viking
player a single Gazelleinstead of the clipper and its fighters, and use
the marginal victory condition as the Viking player’s overall victory
condition.

Scenario 7: Cold Recovery

Date: 011-1202 (NE 2)

Location: Beso/Diaspora

Background: Smash-and-grab operations were used only when
the prize was particularly valuable. The preferred method of salvage
was called a “cold recovery,” meaning the machinery or data base
recovered was abandoned, undefended, and free for the asking.
Cold recoveries sometimes took place on inhabited worlds, but in
areas remote from native settlements. More often,
however, cold recoveries took place in space.

But even the most remote corner of space could
sometimes be dangerous. In addition to the Refor-
mation Coalition, The Wilds were also travelled by
free traders, men and women who passed their

carefully maintained ships down from generation to generation.
Sometimes free traders went “rogue,” turning to slavery and piracy
for a living, and not above jumping a Coalition salvage crew.

Situation: Coalition-recovered shipping records gave a strong indica-
tion that a freighter carrying computer processing units had suffered
somessortof accidentin the asteroid belts of Beso, but that Virus had then
hit the star system before a rescue mission could be mounted.

Maps: The Viking player will enter from the far end of the Viking map
and the Rogue player will enter from the far end of the Rogue map.

The 21 Asteroid counters are placed Asteroid side up and mixed
up. Each player takes turns (with the Viking player going first) placing
an Asteroid counter on the neutral map. No asteroid may be placed
adjacent to an already-placed asteroid,

Star Viking

Ships: 1 Seeker (armed scout). Crack crew at Condition 1.

Vector: The ship enters the map with any vector desired.
Rogue Trader

Ships: 1 armed fat trader (subsidized merchant) with 2 TL-12120-
Mj laser turrets, 1 missile turret with 2 TL-11 missiles, and 1 TL 8
sandcaster turret. Trained crew at Condition 2.

Vector: The ship enters the map with any vector desired.

Winning: A player wins by discovering the derelict freighter,
spending a turn landed on the asteroid (stationary in the hex) to load
thecomponents, and then exiting the map at eitherend (but not the
sides) still capable of conducting a jump. Alternatively, a player can
win by destroying the enemy ship.

Discovering the Derelict Freighter: Whenever a ship obtains a
successful sensor lock on an asteroid (use target size Very Small [VS]
for this purpose), the player may secretly examine the back of the
asteroid. The asteroid with the starburst on it is the one containing
the derelict freighter.

Scenario 8: Vampire

Date: 217-1202 (NE 2)

Location: Nike Nimbus/Old Expanses

Background: When Virus, the self-aware and self-replicating
experimental offensive computer program, was prematurely re-
leased near the end of the civil war, it brought down the entire
technological base upon which the Third Imperium was built. Not
all of the machinery infected with Virus destroyed itself, however. As
the unstable virus spread, it also mutated, and some of the strains
used the computer systems taken over to actively hunt and kill
humans. When ships were taken over by viruses like this, they were
called Vampire ships.

Situation: An old Midu Agashaam-class destroyer, its computer
system infected with the “Doomslayer” strain of Virus, penetrated
Reformation Coalition space, jumping into the Nike Nimbus system.
The only armed vessels in the system were a new clipper on its
shakedown cruise and a system defense boat.

Maps: The Viking player places a Planet counter (representing
Nike Nimbus) anywhere on the neutral map. The Viking clipper will
enter from the far edge of the Viking map, the Viking SDB begins
landed on Nike Nimbus, and the Vampire ship will enter from the far
edge of the Vampire map.

Vampire

Ship: 1 Midu Agashaam-class destroyer with no missiles. (Treat the
virus-controlled computer as a Line crew at battle stations.)

Vector: The vampire ship enters with any vector desired.

Star Viking

Ships: 1 clipper, 1 system defense boat (SDB), two Rampart
fighters. The clipper and Ramparts have Line crews, the SDB a Crack
crew. All crews at Condition 2.

Vector: The clipper enters with any vector desired.

Winning: The player with the last ship capable of firing and maneu-
vering wins. If both players lose maneuver and/or firing capability from
their last surviving ships on the same turn, the game is a draw.






DESIGNING SPACECRAFT

Traveller, as the name indicates, is a game about travel between
the stars. This focus makes starships central to the game, and so
players and referees will want to take a hand at designing ships of
their own. It is natural, then, to begin this bock with the spacecraft
design sequence.

Designing ships serves two functions. First, even if the players
never own or use any of the ships designed, the designs can add
diversity to the sorts of ships they will encounter. Second, working
a design through from hull structure to final additions to the
command bridge will give players a much deeper understanding of
what starships are like and how they work in the Traveller universe.

Before starting the design, there are several items which need to be

determined. What is the tech level of the ship? What
is its mission? Are there any limits on its price?
Once these decisions are made, take a sheet of paper and divide
the right two-thirds of it into five columns, and label them Volume,
Mass, Power, Surface Area, and Price. This will be your worksheet as
you do your design (pre-made worksheets of this type are available
in Traveller Players’ Forms). Whenever a component uses volume,
mass, power, or hull surface area, write the amount in the correct
column. Whenever a component contributes volume, surface area,
or power (hulls contribute volume and surface area, power plants
contribute power) write the amount in the correct column but
indicate it with a plus sign or by enclosing it in brackets. This
worksheet will make designing your vessel much easier.

5"

STEP 1. HULIS

The first step in designing a space craft is to determine the size,
shape, and special configuration of the hull. All other components
will then be placed inside the hull or on its surface.

Firstselecta basic hull size from the Hull Size table (page 2). All hulls
have a rate (or “tonnage”) which is the displacement of the hull in
tonnes of liquid hydrogen (the most common starship fuel). There-
fore, a ship with a rate of 7 could hold 7 tonnes of liquid hydrogen
(provided nothing else was putin the hull). Thus, Traveller uses the
term “ton” as a unit of volume where 1 ton equals 14 cubic meters
(m?) of internal volume (also measured as 14 kiloliters). The Hull Size
table indicates the volume (in cubic meters), the material volume of
the shell (assuming a uniform thickness of 1 centimeter) in cubic
meters of hull material, and the length of the hull (actually its
diameter, as all hull ratings are based on the characteristics of a
sphere) in meters.

Next, decide on the hull's form and configuration. Hull form is the
basic geometric shape ofthe hull. Asindicated above, the base values
for hulls assume a spherical shape. As all hulls of the same rate have
the same interior volume, hulls in less space-efficient shapes than
spheres will have more surface area, greater length, and require
more hull material to achieve an equivalent volume. The Hull Form
and Configuration table (page 2) indicates the various hull forms
available and the effects on length and material volume.

Oncethe basicshapeisdetermined, thedesigner specifies whether
the hull has an unstreamlined, streamlined, or an airframe configu-
ration. This decision will affect the cost of the hull (streamlined and
airframe configurations are more expensive). In general, airframe
hulls may enter any planetary atmosphere to land on the surface or
skim fuel; streamlined hulls may skim gas giants but may notland on
planetary surfaces with atmospheres of greater than Thin (if contra-
gravisinstalled, they mayfeelyland on any world); and unstreamlined
hulls may do neither.

Once the basic size and shape is determined, the hull itself is
constructed. Hulls consist of hull plating and internal structure.

Hull plating may be thinner or thicker than 1cm, but all hulls must
have an armor value of at least 1. Interplanetary and interstellar
vessels must have a minimum hull armor value of 10 per G rating of
themaneuverdrive (to protectagainstmicro-meteors). Todetermine
the armorvalue of the hull plating, decide on a thickness (in centimeters)
and multiply the thickness by the toughness of the material used to
construct the hull (round to the nearest whole number).

The Hull Materials table (page 3) lists a variety of materials
available at different tech levels, along with their toughness, mass per
cubic meter, and their price per cubic meter. Once the designer has
decided on a thickness, multiply the hull’s material volume value by
the hull thickness (in centimeters) to determine how many cubic
meters of material is used for hull plating. Multiply this by the correct
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values on the Vehicle and Craft Construction Materials table (as
modified by hull form and configuration) to determine mass and
price.

Internal structureis also afunction of thecraft's acceleration andiits hull
material value. Multiply the hull material value from the Hull Size table
(as modified by hull form, but not by configuration) by the crafts
maximum acceleration in Gs, and divide the result by the hull material
toughness value. The result is the volume of internal structure material
used; use theVehicleand Craft Construction Materialstabletodetermine
price and mass. The following equations recapitulate these procedures:

Hull Plating

Minimum Hull Thickness = (Gmaxx10) + Toughness of hull
material from Vehicle and Craft Construction Materials table

Hull Plating Volume (Unstreamlined or Streamlined configura-
tion): HPV = MVxMVMxHt

Hull Plating Volume (Airframe configuration): HPV=
MVxMVMx1.3xHt

Hull Plating Mass (in tonnes) = HPVxMass value of hull material
from Vehicle and Craft Construction Materials table

Hull Plating Cost (in MCr) = HPVxSmxPrice of hull material from
Vehicle and Craft Construction Materials table

Internal Structure

Internal Structure Volume: 1SV = (MVxMVMxGmax) + Toughness
from Vehicle and Craft Construction Materials table

Internal Structure Mass: 1SVxMass value of hull material from
Vehicle and Craft Construction Materials table

Internal Structure Price: ISVxPrice of hull material from Vehicle
and Craft Construction Materials table

Gmax: Maximum rated performance in Gs

HPV: Hull plating volume, in cubic meters

Ht: Hull thickness in centimeters, chosen by designer, but at least
equal to minimum hull thickness

ISV: Internal structure volume, in cubic meters

MYV: Material volume from Hull Size table, in cubic meters

MVM: Material volume multiplier from Hull Form and Configu-
ration table

Sm: Streamlining price modifier according to selected streamlin-
ing configuration

Note also that the hull form will affect the surface
area of the hull. Note at this time how much surface
area is available. Surface area is used for the attach-
ment of weapons, sensors, communicators, launch
ports, etc. Keep a running record of how much
surface area is used as the ship is designed.
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Rate: The hull rating is a standard measure of the volume of the
hull expressed in tons of liquid hydrogen. Each ton of liquid
hydrogen displaces 14 cubic meters of volume (and is referred to
as a “displacement ton").

Vol: The enclosed volume of the hullin cubic meters (m?3). Each
cubic meter contains 1000 liters of volume, and so the term
kiloliter is sometimes used interchangeably with cubic meter.

MV: Material volume, the volume (in cubic meters) of material
required to enclose the hull in a shell one centimeter thick.

L: The length of the hullin meters. For spherical hulls, thisis also
the diameter.

Surface Area: Surface area in square meters is the hull material
volume (after hull form and airframe modifications, but without
adjustments for hull thickness) multiplied by 100.

Price: The price of a hull in credits is its material volume
multiplied by the price shown on the Hull Material Table.

Configuration: Hulls may be in any of several configurations.
The values on the hull table are for a spherical hull. With a different
configuration, modify the hull material and price as shown on the Hull
Form and Configuration Table.

Hull Form and Configuration Table
Streamlining Price Modifications
Hull Form MVM  Unstrm  Stream Afrframe LM

2,800,000

NA

* Modifies hull material volume only. Surface area remains
unchanged.

** Airframe configuration increases hull shell material volume
(and surface area), but not internal structure. Modify hull shell
material volume x 1.3 for airframe configuration hulls.

MVM: Material volume multiplier. Multiply the material volume
(MV) from the Hull Size table to get the volume of Tem-thick hull
plating for a hull of the comesponding mass and configuration.

Perform the same calculation, then divide by hull material
toughness, to get the volume of that hull’s internal structure
stressed to 1G.

LM: The length of the hullin meters. For spherical hulls, this is
also the diameter.

NA: Not available; that configuration of hull may not be built
with that streamlining option.




Hull Materials Table
Toughness Mass

TL Type

Price (MCr)

Toughness: Used to determine armor rating.

Mass: Metric tonnes per cubic meter of material volume.

Price: Price in millions of credits per cubic meter of material.

Armor Value: An atmospheric and near orbital craft must have
ahullarmorvalue of 1. Interplanetaryand interstellarvessels must
have a minimum hull armor value of 10 per G rating of the
maneuver drive (for protection against micro-meteors).

Armor Value = cm thickness x toughness.

Target Size
Once the hull size has been selected, determine its target size
based on the following table.

7 Very Small (VS)!
_ Small (S)

N Glgantlc (G)

STEP 2. JuMP DRIVE

If a vessel is intended to serve as a starship (i.e., travel between
stars), it will need a jump drive.

Jump drive machinery requirements are tied to the volume of
the hull and the maximum distance the drive is capable of
jumping the ship. There are upper limits on how many parsecs a
ship may jump based on the tech level of the drive. The volume
of the jump drives, as a percentage of the total volume of the ship,
isequal to 1 plus the maximum jump number (in parsecs). So, for
example, a ship capable of jump 4 would have jump drives which
filled 5% (1 +4) of the internal volume of the ship. Ifitwere a 100-
ton ship (1400 cubic meters of volume), the jump drives would
take up 70 cubic meters of volume.

Jump drives also take up hull surface area for radiators, coolant
exhaust, etc.

The Jump Drive Table lists the maximum allowed jump num-
ber, mass, and price of jump drives at each tech level.

Important Note: The smallest jump drive possible, atany tech
level, is 2 cubic meters in volume.

Jumnp drives require fuel, displacement mass, and coolant, all of
which are collectively called jump fuel (liquid hydrogen being
used for all three functions). The fuel necessary for a jump of 1
parsec is equal to the total volume of the jump drive machinery
multiplied by 5 and divided by the drive’s maximum jump
number. Thus ships with higher jump performance make more

efficient use of fuel at short distances. Jump fuel
weighs .07 tonnes per cubic meter.

Fuel tankage itself is under Step 6, Power Supply.

To continue the example of the 100-ton jump-4 ship above,
it would require (70x°/4) 87.5 cubic meters of jump fuel per
parsec jumped (up to a maximum of 4 parsecs, the limit of its
drive). The ship would normally have at least 350 cubic meters
of jump fuel tankage (enough for its 4-parsec maximum jump).

Jump Drive Table
TL Max Jump Mass

TL: Tech level of construction.

Max Jump: The longest jump allowed (in parsecs).

Mass: Mass in metric tonnes per cubic meter.

MCr: Price in millions of credits per cubic meter of jump drive.

Surface Area: Surface area in square meters equals cubic
meters of jump drive + 3.

STEP 3. ELECTRONICS

Electronics fall into six categories: Controls, Navigational Aids,
Communicators, Sensors, Electronic Countermeasures (ECM),
and Electronic Counter-Countermeasures (ECCM).

Players should be familiar with the Brilliant Lances space
combat rules for how communicators, sensors, ECM, and ECCM
systems work in order to decide which of these systemns to install.

3A. CONTROLS
Control Systems

Control systems include the control consoles and workstations
from which the crew of a craft control its systems, as well as the
interior circuitry linking the major electrical and mechanical
subsystems to the controls. Installed computers must be from the
same tech level as the controls, and avionics and navigation aids
may not be installed from a higher tech level than that of the
controls. The control system chosen also determines the price of
workstations installed in step 9.

Power: MW per displacement ton of the craft.

Price: MCr per displacement ton of the craft,
and per bridge or normal workstation (page 17).

All control systems displace 0.014 cubic meters
and mass 0.0014 tonnes per displacement ton of
the hull.




Computers

If a computer Is desired, select one from the list
below. Any orbital or deep-space craft must have at least one
computer, and jump-capable craft require an additional computer.
Space craft may use either standard or fiber-optic models of comput-
ers, or a mix of the two.

Spacecraft generally have at least two computers: one is the
primary, the other is a dedicated maintenance troubleshooter and
safety backup (see Maintenance Points on page 18); starships have
three: one primary, one for jump capability/backup, and another for
maintenance troubleshooting, which also functions as a backup.

Aircraft with computers may use flight computers (Model FIt).
Hypersonic aircraft should have two computers (but are only re-
quired to have one); one is a safety backup. Supersonic and slower
aircraft are not required to have computers, but may choose to do
so to help with long-range sensors and weapons operations.

Important Note: A computer may not be installed which is from
a different tech level than the craft’s control system. A craft may not
have installed sensors or master fire directors from tech levels higher
than the installed computer or control system. Stor Fb computersare
required for any craft fitted with an MFD, or a sensor with a short range
greater than 30 kilometers. (Sensors with a short range of 30 kilometers
or less do not require a computer.)

CompuTers TABLE
MW Vol Mass

TL Mod

TL: Tech level of availability.

Mod: Model 5t = Standard, Fb = Fiber-optic, Fit = flight.

Fiber-optic computers are available from TL 7 on. Multiply MW,
volume, mass, and price by 2. Usually one or more of a starship’s
three computers are fiber-optic.

Flight computers are simplified versions of the above computers
optimized to perform a set number of routine flight functions. They
may be used in place of standard computers on atmospheric and
sub-orbital craft, although full-size computers may be installed as
well. Flit computers do not provide maintenance point reduction.
Multiply volume, MW, and mass by 0.1 and price by 0.001.

MW: Power requirement in MW

Vol: Displacement in cubic meters
Mass: Mass in metric tonnes
MCr: Price in millions of credits
Mult: Control multiplier

3B. NAVIGATIONAL AIDS
Flight Avionics
TL

Radar awiwtmimmet?’ér:w
gyrocompass, transponder

MCr: Price in MCr. If at any tech level higher than level of
introduction, price x 0.1

Vol: Displacement in cubic meters.

Mass: Mass in metric tonnes.

MW: Power requirement in MW.

Description: TL 6 or better flight avionics necessary for a
starship to land on the surface of a planet. Each level of avionics
includes all features shown at lower tech levels as well. FLIR =
forward-looking infrared, a focused high-resolution thermal-
imaging device.

Terrain-Following Avionics
TL/Type Vol Mass MCr

Vol: Volume in cubic meters (kiloliters).
Mass: Mass in metric tonnes.

MCr: Price in millions of credits.

NOE: Safe nape of the earth speed in kilometers per hour.
Power: Power requirement, in MW is equal to Mass .
Antenna: Antennaarea, in square meters, is equal to Massx 10.




3C. COMMUNICATORS
Forall electronic systems which do not calculate antenna price separately, antenna price isequal
to 0.25 times the total system cost, for purposes of replacing destroyed antennae.

Radio Communicators
Volume at tech level

k
3000 km

Range: Short range in kilometers or Astronomical Units, as indicated.
Volume: Cubic meters (kiloliters).

MCr: Price in MCr. If TL 5, x3. If TL 6, x2.

MW: Power requirement, in megawatts.

Mass: Mass, in metric tonnes, equals volume x 2.

Antenna: Antenna area, in square meters, equals MW x 10.

Laser Communicators Radio Receivers
Volume at tech level All spacecraft are automatically equipped with radio receiv-

ers integral to their hulls at no additional cost. These allow
radio reception and are destroyed by electronics hits (1h).

Vehicles of TL-8+ have the same integral radio receivers at
no cost. At lower tech levels, vehicles may add radio receivers
at no volume at MCr0.0001.

There is no power requirement for any of these receivers.

Finally (in the event that these receivers are destroyed in
combat), all passive EMS sensors function as radio receivers,
even, in the case of folding arrays, when retracted.

‘300 000 km .
1000AU

Range: Short range in kilometers or Astronomical Units, as
indicated

Range Note: Maximum range in an atmosphere coded Thin or
greater is 5000 km.

Volume: Cubic meters (kiloliters) Meson Communicators

MCr: Price in millions of credits Volumeat tech level
MW: Power requirement in megawatts » RU”Q‘-’_.__ MCr Mw 75_ 16
Mass: Mass, in metric tonnes, equals volume x 2. 25 9

Antenna: Antenna area equals 1 square meter for all versions.

Maser Communicators
Volume at tech level

MW 8 9 10 12 15
~ 01 .010 = .005 ".002  .001 :
.02 .010

Range: Short range in kilometers or Astronomical Units, as
indicated.

Volume: Cubic meters (kiloliters).

MCr: Price in millions of credits.

MW: Power requirement in megawatts.

Mass: Mass, in metric tonnes, equals volume x 2.

Antenna: Antenna area, in square meters, equals MW x 10,

002

with a minimum of 1 square meter.

Range: Short range in kilometers or Astronomical Units, as
indicated.

Volume: cubic meters (kiloliters).

MCr: Price in millions of credits.

MW: Power requirement in megawatts

Mass: Mass, in metric tonnes, equals volume x 2.

Antenna: Antenna area equals 1 square meter for all versions.




3D. SENSORS
Radar

A radar requires a processor unit and an antenna

Processor Volume by TL
Short Range

0.4 :
S WM@W%%&M;«” e

Volume: Volume in cubic meters (kiloliters) as shown.

MW: Power requirement (in megawatts) equals processor
volume in cubic meters x 0.2.

Mass: Mass of the processor, in metric tonnes, equals volume x 2.

MCr: Price of the processor, in MCr, equals volume x 1

Antenna: Antenna area (in square meters) equals volume
times the tech level modifier shown below:

TL Modifier

9+ 0.5 o
Antenna Volume (cubic meters): Antenna Area x 0.1.
Antenna Mass (in metric tonnes); Antenna Area x 0.1
Antenna Price (MCr): Antenna Area x 0.05.

EMS Active
Vol (Kilofiters) by TL
Short Range 10 11 12 14 16

60
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Volume: Volume in cubic meters (kiloliters) as shown.

Power (MW): Volume x 5.

Price (MCr): Volume x 2.

Mass (metric tonnes): Volume x 2

Antenna (square meters): Volume x 2. Antenna volume,
mass, and price are subsumed in the total sensor package above.

Ladar
Vol (Kiloliters) by TL
Short Range 8 9 11 13 15 16

Power requirement (MW): Volume in cubic meters.

Mass (metric tonnes): Volume x 2.

Price (MCr): Volume x 10

AntennaArea (square meters): Volumex 1. Antenna weight,
price, and volume are subsumed in the above figures.

Densitometer (Grav Shielded)

Densitometers are survey instruments which allow determina-
tion of celestial object mass and mapping of mineral depositsand
gravitic anomalies.

TL Mw Vol

Mass  MCr

MW: Power requirement in megawatts.

Vol: Volume in cubic meters.

Mass: Mass in metric tonnes.

MCr: Price in millions of credits.

Antenna Area (square meters): MW x 100.

Neutrino Sensor

Neutrino sensors are useful when surveying a star system. They
enable a ship to measure the intensity of fusion taking place within
astaraswell asdetermineif any of the gas giants are failed stars. Note
that the values below apply only to neutrino sensors installed aboard
ships or other massive vehicles. These sensors use the mass of the ship
itself, especially its hull and fuel tankage, as its antenna. Any stand-
alone neutrino sensorwould require a massive antenna, usually huge
tanks of fuid and/or thick metal plates.

TL MCr

Vol: Volume in cubic meters.

MCr: Price in millions of credits.

MW: All neutrino sensors require 0.01 MW of power for operation.

Mass: All neutrino sensors have a mass in metric tonnes equal to
their volume.



Neural Activity Sensor
Neural activity sensors detect and classify life forms according
to their level of brain activity.

TL Range

Mass
10.005 g

0.005

16 0.5 0.007  0.002 0.005
Range: Short range in kilometers.

MW: Power requirement in megawatts.

Vol: Volume in cubic meters.

Mass: Mass in metric tonnes.

MCr: Price in millions of credits.

Antenna area (square meters) = MW x 100.

HRT (High Resolution Thermal)
Volume by TL

Range: Short range (in kilometers)

AD: Antenna diameter, in meters. If the antenna diameter is
greater than the hull length (unmodified by configuration), the
antenna must be a folding array.

AA: Surface area of the antenna is square meters. At tech level
9, multiply antenna area by 0.5.

Processor Volume: The volume of the processor in cubic
meters (kiloliters) as shown on the table.

Antenna Volume: The volume of the antenna in cubic meters
(kiloliters) is equal to the antenna area x 0.05 for a fixed array or
x 0.1 for a folding array.

MW: Power requirement, in MW, is equal to the processor
volume x 0.1.

Processor MCr: The processor price, in millions of credits, is
equal to the processor volume x 1.

Antenna MCr: The antenna price, in millions of credits, is equal
to the antenna volume x 1.

Processor Mass: The mass of the processor, in metric tonnes,
is equal to the processor volume x 2.

Antenna Mass: The mass of the antenna, in metric tonnes, is
equal to the antenna volume x 1.

EMS Passive
Processor Volume by TL
14 16

9
120,000 20

Range: Short range (in kilometers).

Processor Volume: The volume of the processor in cubic
meters (kiloliters) as shown on the table.

AD: Antenna diameter, in meters. If the antenna diameter is
greater than the hull length (unmodified by configuration), the
antenna must be a folding array.

AA: Base surface area of the antenna is square meters. The
actual surface area of the antennais this value multiplied by a tech
level modifier, as shown below:

Modifier

]
1
1

Processor Volume: The volume of the processor in cubic
meters (kiloliters) as shown on the table.

Antenna Volume; The volume of the antenna in cubic meters
(kiloliters) is equal to the antenna area x 0.05 for a fixed array or
x 0.1 for a folding array.

MW: Power requirement, in MW, is equal to the processor
volume x 0,1,

Processor MCr: The processor price, in millions of credits, is
equal to the processor volume x 2.

AntennaMCr: Theantenna price, in millions of credits, is equal
to the antenna volume x 1.

Processor Mass: The mass of the processor, in metric tonnes,
is equal to the processor volume x 2.

Antenna Mass: The mass of the antenna, in metric tonnes, is
equal to the antenna volume x 1.




Radio, Radar, and EMS Jammers
Radio, radar, and EMS jammers have the same
characteristics as radios, radars, and active EMS sensors, with three
exceptions.
1. Power use and Price are multiplied by 2.
2. Antenna size for the radar jammer is divided by 10.
3. Jammers may not be used as sensors or communicators,
only for jamming.
Radiojammers mayonly be used to jam radios; radarjammers may
be used to jam radar or active EMS; and EMS jammers may be used
to jam radios, radars, or active EMS.

Area Jammers
Area jammers degrade the effectiveness of sensors and communi-
cators that attempt to function their area of effect.

Mass

Vol: Volume in m3.

Mass: Mass in tonnes.

MW: Required power in megawatts.
MCr: Price in millions of credits.

Radio, Radar, and EMS Direction Finder

Direction-finding can be added as an option to any radar or active
EMS array. (Passive EMS arrays already incorporate radio and radar
DF capabilities.) Price is multiplied by 2 for radar, and by 1.5 for the
EMS array. Stand-alonedirection finders are also available beginning
at TL 6. These have the same mass, volume, and antenna size of a
radio of the same tech level, but the price is doubled, and the power
requirement in MW is equal to the volume at all ranges and tech
levels. All direction finders work equally well versus radio, radar, or
EMS emissions.

3F. ECCM
Electromagnetic Masking (EMM)

An electromagnetic masking (EMM) package minimizes a craft's
electromagnetic emissions in all bands (radio, IR, visible light, UV, X ray),
and uses electromagnetic absorbent material (EMAM) on the hull
surface, thus making detection by active and passive sensors (radar,
ladar, active EMS, HRT, and passive EMS) more difficult.

EMM packages are available at TL 10 and higher. The following
values are per displacement ton (14 cubic meters) of hull.

MCr
i 00

Vol

Rad

MW: Power requirement in megawatts.

Vol: Volume in cubic meters (kiloliters).

Wt: Mass in metric tonnes.

Rad: Hull area used by IR radiators (in square meters).
MCr: Price in millions of credits.

STEP 4 WEAPONRY

Ships may be equipped with beam weapons, missiles, defensive
screens, and the fire control systems that enable them to function
effectively.

Fire Control

Ships may be equipped with master fire directors (MFDs) which
enhance the performance of installed weapons. While many small
ships with only one or two turrets rely on local turret control and do
not contain MFDs, warships will want several directors. Each MFD
must be provided with a pencil-beam active sensor of its own, with
a short range equal to the listed range of the fire director. The values
for this sensor must be chosen from the Radar table (for TL 8-9 fire
directors) or Active EMS table (for TL 10+), except that the power
requirement and antenna size listed are multiplied by 0.1 and the
cost is multiplied by 0.5. Volume and Mass figures are unchanged.
These numbers are added to those of the MFD, as they constitute one
piece of equipment. The sensor is not used separately under any
circumstances, but is necessary for the normal functioning of the MFD.

Sample Spinal Mounts

TL  Description Bore MW Vol Ms Length Short Medium Long Extreme Crew MCr
12 1000 MjPart Acce 142278 792 89! 10:158 20:703° 40: 52 57844
2000 M] Part Accel 10: 224 20:224 40 40.902
: S158 00158 22702

59 802

“Mj Mesoh‘C n
000MjMeson Gun'
15 2000 MjMescon Gun

5.05 55.6 2479 1962 105

43 7827'3

32: 29 213.628

16: 59

Spinal mounts are the heaviest of ship-carried weapons. As the name suggests, they are usually carried in the spine of
the ship, along its centerline where the weapon can take advantage of the length of the ship to acheive the performance
it needs. The weapons above are only a sample of the two major types of spinal weapons, based on the specifications of
some of the ships contained later in the book. Spinal mounts are custom-built to the parameters of the ships in which they
are installed, and may be designed with the Fire, Fusion, & Steel: Traveller Technical Architecture sourcebook.

The two types of weapons are particle accelerators and meson guns. Bore is the diameter of the beam tunnel in meters,
MW s the required power input in megawatts, volume is the volume of the entire system including crew positions in cubic

meters. Mass is in metric tonnes, again, for the entire system, and Length is the length of the weapon in

meters. The Short, Medium, Long, and Extreme columns give the weapons’ performance at these ranges.
The number to the left of the colon is the range in hexes, and to the right is the Penetration Value (for particle
accelerators) and Damage Value (for meson guns) used at those ranges. Crew is the number of crew
required (workstations are included in the listed mass, but they need to be provided with stateroom
accomodations), and MCr is the price of the weapon in millions of credits.



If an MFD is to have the capability to control missiles, it must
have a laser or maser communicator from the same tech level
installed with it as well. Like the pencil-beam sensor above, it is
considered part of the MFD and may not be used for any other
purpose, but its full cost, power, and antenna size are used. This
communicator should be the same type as installed on the
missiles that will be used with the MFD, as the short (automatic
contact) range will be limited to that of the MFD or the missile,
whichever is shorter. The number of missiles that can be simulta-
neously controlled by an MFD is equal to the “Diff Mod" listing.
When the missile detonates and fires, the missile can only use the
MFD’s ability to ignore Diff Mods if it is within the MFD’s extreme
range (8 x the short range shown on the table). Designers should
choose the range of their missile control MFDs accordingly.

Note that the task-range performance of weapons that are
being fired by an MFD are limited to the range of the MFD if that
is shorter than that of the weapon. Therefore, players should take
care to install MFDs whose range performance matches that of
the installed weapons. A vessel equipped with an MFD must also
be equipped with a Stor Fb model computer of an equal orhigher
tech level.

MEFD crew are not handled at this step. MFD crew are allocated
workstations on the bridge or flight deck and are handled in that
step of the design sequence.

Master Fire Directors
Volume at tech levels
Range 8 9 10 12
08 02 0= =00R006
30
300
3000 °
30 000/1
60,000/2 12
90,000/3 18
120,000/4° 24 " 12
150,000/5 30 1
180, 000)'6 36
210,000/7 42
240,000/8 48
270,000/9 54
300,000/10 60
Diff Mod 1
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Range: Short range in kilometers/hexes.

Diff Mod: The number of cumulative adverse difficulty modi-
fiers to hit the fire director ignores, as well as the number of
missiles it may control at one time.

Mass: Mass in metric tonnes equals volume x 1.

MCr: Price in millions of credits equals volume x 1.

MW: Power requirement, in megawatts, equals volume x0.01.

Sockets

If desired, adesigner mayinstall turretand/orbarbette hardpoint
sockets while the ship is being built. This allows easy installation
of a standard turret or barbette later. Turret hardpoint sockets
consume 3 displacement tons (42 cubic meters) while barbette
hardpoint sockets consume 6 displacement tons (84 cubic
meters). Both cost.005 MCrif installed during construction and,
as they are empty, have negligible mass.

The following is a selection of standard modular M
3-ton (42 kiloliter) turrets, 6-ton (84 kiloliter) bar-
bettes, and larger bays which can be installed on starships. Each turret
and barbette is designed to fitinto a standard turret hardpoint socket
or barbette hardpoint socket. The turret or barbette does not add to
the displacement of the ship (as the socket itself takes up the full
displacement of the mount), but does add weight as shown on the
chart on page 10. Sockets may be included in a design even if no

weapons are installed until later.

Turret Hardpoint Socket
Displacement: 3 tons
Price: MCr0.005

Barbette Hardpoint Socket
Displacement: 6 tons
Price: MCr0.005

Bays are built in 50-ton and 100-ton versions. There are no
standard sockets for bays, and they are instead custom-installed
when the ship is built. Bays are designed using the rules in the
Fire, Fusion, & Steel: Traveller Technical Architecture book.

Weapons Listing
Each weapon includes a fire control workstation for a gunner
and may either be fired from the turret/barbette workstation or

" patched into a master fire director (if the ship has such a device).

TL: This is the tech level of the weapon, and determines the
lowest tech level world on which the weapon can routinely be
purchased. Turret and barbette weapons and their beam point-
ers are self-contained systems and so the tech level of the ship’s
computer does not limit the tech level of mounted turrets. Atech
level 15 laser turret, for example, can be mounted in any turret
hardpoint socket in any tech level ship.

Description: Thisindicates powerofthelaser’s pulse (in megajoules)
and the mount type: turret (3 displacement tons), barbette (6
displacement tons), or bay (either 50 or 100 displacement tons).

MW: This is the continuous power requirement of the mount
to fire each turn. If more power is provided to the weapon it
increases the rate of fire (this is called “overpowering”). This does
notallow the weapon to make more hit rolls in a turn, but rather
allows it to ignore difficulty level increases the same as if it was
using a master fire director. For every increase of a factor of 5 of
the power input, the laser may ignore one difficulty level
increase. Because of engineering limitations, no more than two
such increases are possible.

Forexample, the TL 10 laser turret requires 1.7 MW per tum. If 1.7
MW were allocated to the turret, it would fire normally. if 8.5 MW
were allocated, it could ignore 1 difficulty level increase. If 17 MW
were provided, it could ignore 2 difficulty level increases.

Ships which are designed from the outset to allocate these
higher power levels to their lasers experience no difficulties when
fiing them. However, if lasers not installed with these higher
power levels are fired at these overpower levels (by diverting
power from other systems), there is a chance of blowing power
couplings, etc., not designed for this strain. Roll a
Ship’s Engineering task for each shot. If overpow-
ering by one level (-0 Diff Mod to —1 Diff Mod or
-1 Diff Mod to -2 Diff Mod), difficulty level is
Difficult, level is Formidable if overpowering by
two levels (-0 to —2). Failure indicates a System




Reset on the laser, and the laser loses its shot for
the current turn. For Catastrophic Failure, roll
1D10: 1-5indicates a Degraded Performance result plus a System
Reset, 6-10 indicates a major hit on the laser. See Rules Book for
damage descriptions.

Mass: The mass of the weapon in tonnes.

Short: The first number is the short range of the weapon in
hexes (tenths of a light-second). The first number following the
colon is the penetration rating of the weapon and the second
number (following the dash) is the damage value of the weapon.

Medium, Long, Extreme: These show the same values as under
“Short,” but for the weapon’s medium, long, and extrerne ranges.

Starship Missiles

Both missile turrets and missile barbettes are equipped with a
gunner’s workstation and a 300,000-km range communication
laser, which is used to control the missile in flight. The only
performance difference between turrets and barbettes is the
number of missiles carried: a missile turret carries two standard
missiles while a barbette carries five.

Additional missiles may be carried in cargo spaces, but it takes
an hour (two complete game tums) to reload a turret or barbette
once its missiles are expended.

The listing below shows the characteristics of missile turrets and
barbettes. Volume is in kiloliters, weight is in tonnes (loaded), Power
is in megawatts, and price is in megacredits (without missiles).

Missile Launchers
We:ght

Type TL  Missiles Volume Power  Price

T
Barbette 8 5 84

0.15

All of the missiles listed below are all of the nuclear-detonation
variety. The table below gives the type of guidance, warhead yield,

mass in metric tonnes, its price in MCr, the number of G-tums of fuel
carried (followed by the maximum number of G-tums which can be
used in a single turn), the die rolled for number of hits from the laser,
the damage value of each laser hit, absolute range in hexes (0=same
hex only), the short range (in hexes) and type of communicator (L=
laser, M = maser, R=radio), and its sensor range (in hexes) and type
(R =Radar, T = High Resolution Thermal, L = Ladar, A = Active EMS,
P=Passive EMS). The Signatures column shows the missile’s signature
vs.radar, active EMS, HRT, passive EMS, andfire, andis copiedinto the
blanks on the missile log sheet. Note that each of the missiles shown
can, if desired, spend all of its G-tumns of fuel in a single tum, or spread
it out over several tums. This will not always be true of other missiles.
All missiles on the Missiles table have a hullarmorvalue of 3. Both semi-
independent missiles have a power endurance of 10 hours for their
sensors. After this time, they function as normal controlled missiles.

Sandcasters

Allsandcaster turretsfitin the standard turret hardpoint socket.
Each turret weighs 50 tonnes and requires 1MW of continuous
power while in operation.

The table below lists the price of the turret in megacredits, the
number of sand cannisters carried in the turret, and the beam
reduction made per successful beam interception. Additional
sand cannisters may be stored in cargo but it takes one hour to
resupply a turret.

Beam
Reduction

Cannisters

TL Price Carried

Missiles

G_ -Turns

Hits

Da ag

+2!+ +2/+2j+1

Socket Laser Turrets and Barbettes

mMw  MCr

Mass

Short Medium Long

10 60-Mj laser turret 1.7

3 106-Mj laser turret 2.9

1.56 55

1:/6-19 2/619 4739 8:'/2-5

20:/6-20  40:/3-10 80:/>5

These w weapons are onlys mples. Addition exampla inclu rng hlgh
Fire, Fusion, & Steel: Traveller Technical Architecture sourcebook.



Nuclear Dampers

Damper units are mounted in barbettes and turrets and fit into
standard hardpoint sockets. Mass below is in tonnes, prices in
megacredits, and power requirements in megawatts.

Mass Price Power
TL De:smpﬂan (tonnes) (MCn) (MW)
T 5.2 95 i

:I-S DamperTurret

Meson Screen

A meson screen is an energy field surrounding the generator
which slows and prematurely detonates high-energy mesons. The
designer specifies only the power requirement (in MW) of the meson
screen; all othervalues are derived from the power requirement, tech
level, and size of the protected ship.

Vol: The meson screen generator’s volume, in cubic meters equals
MW x 20.

Mass: The meson screen generator’s mass, in metric tonnes,
equals Vol x 0.75.

AA: The meson screen generator’s antenna area, in square meters,
equals MW x 10.

MCr: The meson screen generator’s price, in millions of credits,
equals Vol x 0.1.

Each meson screen requires crew equal to the mass of the screen
+ 100, times the computer control multiplier (round to the nearest
whole number, but must be at least 1). Each crewmember requires
one normal workstation installed as part of the screen assembly (i.e.,
included in the total volume, mass, and price requirements of the
screen as a single unit).

Performance

Themeson screen generates a Protection Value for the ship which
is used against incoming meson guns. The Protection Value is
derived by the following formula:

PV =TIM x VMW=TSM

PV= Protection Value
TLM = Tech Level Muitiplier
TSM = Target Size Modifier

Tech Level Modifiers Target Size Modifiers
Size TSM
Small or les

Medium

STEP 5.
OPTIONAL FEATURES

Fuel Scoops

Fuel scoops may be added to any design. These allow a vessel to
skim the free raw materials for liquid hydrogen (LHYD) fuel from
oceans or gas giant atmospheres. They do not consume any volume
oradd tothe mass of the vessel.Fuel scoops do consume surface area.
Each 5% of acraft’s total surface area given to fuel scoops allows the
craft to scoop fuel equal to 20% of its total volume per hour (i.e., a
100-ton ship with fuel scoops covering 10% of its surface can scoop
40 displacement tons of fuel per hour).

Cost to add fuel scoops to a design is .000075
MCr per cubic meter of hull.

Fuel Purification Plant

MinVol

TL MW

0.00017

Vol: Cubic meters.

Mass: Metric tonnes.

MCr: Price in millions of credits.

MW: Power requirement in megawatts.

All values are per kiloliter of fuel processed per 6 hours.

Socket Extenders

Turrets and barbettes may be mounted on extended mounts to
achieve better arcs of fire. These are only practical on larger ships.
Bays and spinal mounts may not be mounted on extenders.

When mounted on an extender, a turret or barbette has its arc of
fire increased by one arc on each side of its normal arc. For example,
a turret mounted in hit location 6 of a box hull form would normally
have an arc of fire of 2, 3, and 4. If mounted on an extender, it would
cover 1-5. Because of location, many arcs of firewill only beincreased
by one arc. A turret at hit location 5 on the same box hull, normally
arcs 1-3, would only be increase to 1-4.

Each extender is a projection from the hull which requires addi-
tional armor and internal structure to supportit. Each turret extender
requires a basic shell volume of 1.43 cubic meters, which is modified
by the hull material and thickness values of the spacecraft’s hull as
calculated in Step 1. It also requires a basic internal structure volume
of 1.43 cubic meters, whichis modified by the same maximum Gand
hull material modifiers as the craft’s hull.

Barbette extenders require 2.18 cubic meters of basic shell volume
and 2.18 cubic meters of basic intenal structure volume, also
modified by the same hull thickness, G performance, and hull
material values of the craft’s hull.

Each such extender has a standard turret or barbette socketon the
end of it which can accommodate any standard turret or barbette.
The structural requirements of the extenderitself are required for the
spacecraft; no modifications are required for the weapon fitted in it.
A spacecraft may mount no more than two turret extenders or one
barbette extender per 500 displacement tons of hull. The minimum
hull volume for a single turret extender is 250 tons.

Any spacecraft fitted with a turret or barbette extender becomes
unstreamlined, regardless of its original hull configuration. Ships
equipped with one or more extender are treated as being one target
size larger (i.e., small becomes medium, medium becomes large)
when being scanned by active sensors.




Launch Tube
ali Ly
External Grapple (SL)
orlE

Volume: Multiply the craft or vehicle vol-
ume by the value shown to determine the
facility volume.

Mass: The mass in tonnes per cubic meter
of installation.

MCr:The price per cubic meter of installa-
tion.

01

e

equal to 2xL2, and the docking ring requires area equal to L2, where L equals the basic length as taken from the Hull Size table, unmodified by hull form,

of the largest craft that will use the tube or ring.

Crapples require area equal to the square of the final length of the craft carried by the grapple.

MW: Power requirement per cubic meter of installation.

Hangar Space: Spacious hangarsallow all repair and maintenance tasks to be conducted at normal difficulty levels. Minimal hangars increase the difficulty
level of all such tasks by one level. This applies to damage or breakdown repair tasks, The expenditure of maintenance hours is unchanged.

Docking Ring: A docking ring may only accommodate craft of one specific displacement (in tons) and one specific hull form and configuration @.e.,
10-ton steamlined cylinder or 30-ton unstreamlined wedge), designated during the design sequence. Airframe configurations may not be accommodated
in docking rings. Docking rings allow no maintenance or repair tasks, but does not prevent maintenance hours from being spent.

External Grapple: Types listed are for Unstreamlined (USL), Streamlined (SL), and Airframe (AF) hulls of the carrying ship, not the carried craft. Note
that the volume of craft carried in external grapplesis not subtracted from the available hull volume of the carrying ship, although the volume of the grapple
is. Remember that the volume of the carrying ship plus all externally carried craft is used when calculating the required amount of maneuver drive and jump

drive.

By selecting the type of grapple that corresponds to its hull streamlining, the vessel may carry externally mounted craft without compromising its
streamlining configuration, so long as the externally mounted craft also meets that configuration. If the grapple or craft’s configuration is lower than that
of the overall hull, the ship is limited to the lower configuration if it is carrying the craft. If the craft is detached, the hull’s configuration may be used.

Special Facilities

Vol Mass MCr

112 50

Vol: Volume in cubic meters (kiloliters).
Mass: Total mass in metric tonnes.
MCr: Price in millions of credits.

MW: Power requirement in megawatts.

Internal Armor

Valuable internal systems may have additional armor added
around them. Any time a hit is rolled against such a system, the
remaining damage value must first penetrate this internal armor
before it can damage the system.

Calculate the volume of the system(s) to be protected, and then
design the armor as if it were a separate hull, using the same
procedure used to calculate the hull shell (or chassis armor material
volume, if itis a vehicle) volume, weight, and price of the ship. Select
the armor thickness desired, and use the hull form modifier as used
by the main hull. Do not, however, use the minimum armor level
based on G performance, and do not apply the airfframe configura-
tion modifier. There is no internal structure requirement for internal
armor.

Access Ports
Area

Description
“Taunch Po
Large Cargo Hatch

E¢ Hat

Area: Hull surface area required.

L2: The square of the craft’s basic length as taken
from the Hull Size table, unmodified by hull form.

MCr: Price in MCr per square meter of launch
port, or per each cargo hatch.

Launch Port: At least one launch port is required

if craft or vehicles are carried. More launch ports allow craft to be
launched more rapidly.

Cargo Hatches: All craft require at least one large cargo hatch per
350 m? (25 tons) of cargo capacity. Vessels with under 100 m? of
cargo space can get by with a single small cargo hatch.

Seats
Short-haul spacecraft will require passenger seats.
Access Vol Wi MCr

Vol: Volume in m? per position/seat.

Mass: Mass in tonnes per position/seat.

MCr: Price in megacredits per position/seat.

These are simple seats with no controls. Paying passenger seats
must be Adequate or better; seats for troops must be Cramped or
better. “Restricted” accessis the minimum possible accommedation
for special purposes only.

Drop Tanks

Ships may be fitted with drop tanks if desired. A drop tank is an
additional hull section filled entirely with fuel. Its material volume
and mass are calculated just as if it were a separate ship, and it must
use the same hull form and configuration modifiers as the ship it
will be fitted to, and must be armored and have internal structure
bracing sufficient to withstand the ship’s rated acceleration.

If a drop tank is fitted to a ship with electromagnetic masking
(EMM), the tank{s) must also be so fitted, with the volume and
surface area taken out of the tank itself. Power requirements are
assumed to be met by the carrying ship, which must allow for them
in its own design. If any EMM-fitted ship is carrying non-EMM drop
tanks, the ship loses all of its EMM benefits until the tanks are
dropped.

Adrop tank is designed to be released once itis drained, allowing
improved performance by the ship.



STEP 6. POWER SuprrPLY
Spacecraft need a source of power to supply their numerous on-
board systems. The power supply should be sufficient to run all of a
spacecraft’s systems at thesametime, and manyvessels are built with
a power excess, allowing other equipment to beinstalled later, or to
allow power to be lost as a result of battle damage.

If a spacecraft’'s power supply is insufficient to power all of its
systems, note the systems that are routinely shut down to allow the
others to function (for examples of this, see the spacecraft data pages
later in this booklet). These powered-down systems may notinclude
life support (but may include artificial gravity/G-compensation
systems, if the designer is willing to accept that risk) or the craft's
required number of computers (page 4). A ship that is designed to
take-off and land on worlds must be able to operate its contra-grav,
maneuver drive (only 1G need be powered if craft is equipped with
contra-grav), and at least one each of its communicators and sensors
(minimum short range of 300 km for each of these) atthesametime.

The plants below include low-tech chemical power plants, fuel
cells, nuclear plants, plus some more specialized sources, batteries
and photovoltaic (“solar”) collector panels.

Fuel cells are like batteries in that they are both electrochemical
cells and therefore work on similar principles. However, batteries are

closed systems which electrochemically store en-
ergy for later withdrawal, while fuel cells are open
systemswhich constantly process fuel and electrochemically convert
it to energy.

Fuel: The type of fuel bumed. All chemical power plants bumn
hydrocarbon distillates, but some substitutes are possible. Alcohol
distillates may be substituted for hydrocarbon distillates in all power
plants listed, but energy output is multiplied by 0.75. All power
plants from tech level 7 and higher may be designed to burn liquid
hydrogen (LHyd) instead of hydrocarbon distillates at no energy
penalty. These plants all require an atmosphere containing oxygen
in order to function, thus will not function in vacuum, trace, exotic,
corrosive, or insidious atmospheres.

Turbine power plants modified to use LHyd may carry their own
on-board supply of liquid oxygen in order to function in vacuum or
other environments. The “LOx" is carried in the LHyd fuel tanks, half
of the tanks being set aside for this purpose. When operating from
on-board oxygen supplies like this, the plant’s rate of fuel consump-
tion is doubled.

This medification costs Cr50 per cubic meter of tank capacity, and
does not prevent the tank from being filled purely with LHyd for
standard atmosphere operations.

b

Chemical Power Plants

TL  Desaiption

8  MHD Turbine 060 1

Hydrocarbo

0.2 Hydrocarbon Distillates

Imp. Int. Comb.: Improved Internal Combustion; MHD Turbine: Magnetohydrodynamic turbine; MW: MW output per
cubic meter of power plant; Mass: Metric tonnes per cubic meter of power plant; MCr: Price in MCr per cubic meter of power
plant; Min Vol.: Smallest possible power plant in cubic meters; KL/Hour: Kiloliters (cubic meters) of fuel consumerd per hour
per MW output.

Fuel Cells

TL Description Mw Mass MCr Min Vol Kl/Hour Fuel Type

G HydroDis

HG Hydro Dist.

16 175 1 0.02 .01 0.2

MW: MW output per cubic meter of power plant; Mass: Metric tonnes per cubic meter of power plant; MCr: Price in
MCr per cubic meter of power plant; Min Vol.: Smallest possible power plant in cubic meters; KL/Hour: Kiloliters (cubic
meters) of fuel consumed per hour per MW output; HG Hydro Dist.: High-grade hydrocarbon distillates.

Nuclear Power Plants
TL  Desaiption MCr Min Vol
' NuclearFission’

__Nuclear Fission

Mass

KL/Year

Fusion

MW: MW output per cubic meter of power plant; Mass: Metric tonnes per cubic meter of power plant; MCr:
Price in MCr per cubic meter of power plant; Min Vol.: Smallest possible power plant in cubic meters; KL/Year:
Kiloliters (cubic meters) of fuel consumed per year per MW output.



Fuel Tankage

Fuel tankage in m® must be designated during
the design sequence. There is no cost or mass associated with the
internal tanks themselves, but the fuel does have mass as indi-
cated on the table.

For nuclear power plants, the power plant fuel (measured by
the year) should be thought of as separate from the other fuel.

Almostwithoutexception, starships use liquid hydrogen (LHyd)
fuel for all their needs. If, for some reason, a ship has power
generated by more than one type of fuel, the tankage for these
is calculated separately.

The LHyd tankage should be made sufficient for the ship’s jump
fuel and reaction mass needs, and this fuel can be used inter-
changeably for either purpose as needed.

Fuel
Type
Hydrocarbon Distillates
HG Hydro Distillates
Radioactives

Mass

Liquid Hydrogen (LHyd) 0.07
Mass: In tonnes per m?.
Price: In credits per m?.
Batteries
Description MW Mass

©0.02

25
MW: Maximum output, in megawatts, at the one hour dis-
charge rate, per cubic meter of battery.

Mass: Mass of the battery, in metric tonnes, per cubic meter
MCr: Price in millions of credits per cubic meter

16 Storage Batteries 3.5

Battery Discharge Rate
The battery’s discharge time is the time it takes to drain the
battery’s charge. The energy output on the table above assumes
adischarge time of 1 hour. If the output is lowered, the discharge
time is increased, as shown below.
T:me

x0. 02 100 hoqrs

Values may be interpolated. For example, a
time of 55 hours (halfway between 10 and 100)
yields an input multiplier of x0.06 (halfway be-
tween 0.1 and 0.2).

Solar Arrays
Solar arrays consist of solar collectors, which collect solar
radiant energy, and solar cells, which convert radiant energy to
electrical energy. Each cubic meter of solar cells requires 10
square meters of solar array if deployed in the inner zone of a star
system, 100 square meters of solar collectors if deployed in the
habitable zone of a star system, and 10,000 square meters of solar
collectors if deployed in the outer zone of a star system.

Solar Collector Panels

“1+ 004 0001 0001

Vol: Cubic meters of volume required per square meter of
installed collector panels, if permanently installed.

Mass: The mass of the collector, in metric tonnes, per square
meter of panel.

MCr: The price of the collector, in millions of credits, per square
meter of panel.

Retractable Array: The above values are forrigid, permanently
installed solar collectors. If the solar collector is designed to be
retracted and deployed at various times, double the price, mass,

and volume.

Solar Cells

MW: Output, in megawatts, per cubic meter of solar cell.

MCr: Price, in millions of credits, per cubic meter of solar cell.

Mass: All solar cells mass 2 metric tonnes per cubic meter.

Minimum Volume: The smallest allowed solar cellis 0.01 cubic
meters.



STEP 7. MANEUVER DRIWE
Theship’s power plant as installed provides electrical power to run
the ship’s basic systems. The power plant can be (and almost always
is) also modified to provide thrust by the addition of a combustion
chamber hich burns liquid hydrogen reaction mass in a process
called "HEPIaR,” or high-efficiency plasma recombustion. Thrust
requires both energy and reaction mass, and so additional fuel
tankage will be required as well.

Each ship requires 0.5 MW of power output per displacement ton
(hull size number) for each G of acceleration. To determine the
acceleration rating of the ship, multiply its power devoted to thrust
(hereafter called its thrust MW) by 2 and divide the product byits hull
number, rounding fractions down.

(This equation works for ships of “typical densities,” i.e., those
which mass of 15 orfewer metric tonnes per displacement tons. Find
the total mass of the spacecraft in tonnes, divide it by its volume in
displacement tons, and round to the nearest whole number. If the
result is 15 or less, use the system above. If 16 or greater, use the
following system for very dense ships. Each MW devoted to thrust
produces 20 metric tonnes of thrust. Divide the craft's total mass by
tonnes of thrust (thrust MWx20) to find the performance in Gs.)

Each thrust MW requires a heat exchanger/ignition chamber assembly
0.1 cubic metersin size. Mass=1 tonne percubic meter, and surface area
insquaremeters is equivalent to the volumein cubic meters. Priceis equal
to 0.01 MCr per cubic meter of ignition chamber.

Each thrust MW consumes 0.25 cubic meters of reaction mass per
hour in addition to the normal fuel cost of the power plant. Liquid
hydrogen (LHyd) s used as the reaction mass, and istreated the same
as normal LHyd fuel tankage.

Ships with a G rating greater than 1 may only use the acceleration
for limited periods of time, unless they have G-compensators or G-
tanks installed. (Prolonged periods of high acceleration will other-
wise injure the crew.)

Many ships also have contra-grav (CG) lifters as fuel-efficient means of
landing and taking off from a planet surface. CG lifters do not provide
thrust and so cannot physically lift a ship. Instead, they neutralize most
of the gravitational attraction of a world (approximately 99% of gravita-
tional force, beyond which power use becomes prohibitive). This,
combined with atmospheric pressure, will provide buoyancy in very
dense atmospheres and so allow the craft to float at low altitudes, but
usually CGisused onlyas an adjunct to the ship’sthrusters. By neutralizing
most of a world’s gravitational field, a ship with only 1G of thrust can still
escape the world's gravity well.

Note that CG does not reduce the mass of the ship, and soa 1G
thrusterwill still only produce 1G of acceleration; CG merely negates
the gravitaional vector of a world.

Contra-Grav Lifters
Mass

MCr

Min Vol

TL: Tech level available.

MW: Power requirement per displacement ton (14 ki) of hull.

KI: Volumein kiloliters (cubic meters) per displacement ton (14 kl)
of hull.

Mass: Mass in metric tonnes per displacement ton (14 ki) of hull).

MCr: Price in millions of credits per displacement ton (14 ki) of
hull.

Min Vol: Smallest installation volume allowed.

Surface Area: 10% of total hull surface area (used for spacecraft only,
not ground vehicles). This includes space for landing gear/skids.

STEP 8. LIFE SUPPORT

Environmental Equment
Mw Vol Mass

TL  Description

0.0001

5 Basic Life Support.

fe Support
1 0 Artificial Grawty/
G Compensators*

ooos' ©0.005

0.005

0.010 0.020

Values are per air lock for the air lock and per cubic meter of hull
volume for all others.

Airlocks required = Hull displacement (in tons}+100, rounded up.
Each air lock requires 2 square meters of hull surface area.

Basic life support provides sealed environment, air, and water.
Extended Is adds waste disposal/recycling and food, and is required
for all craft that are operated for 8+ hours at a time. Ships with
extended life support substitute this for basic life support.

*The amount of Gs which can be compensated vary by tech level
as follows.

Max Evade/
Workstatron

Max Accel/

TL Compensated Gs Workstat;on

Compensated Gs is the number of acceleration or evasion Gs
negated by the compensator. All crews can automatically withstand
1G, so the maximum acceleration without degrading crew perfor-
mance is actually 1G above this level, as shown in the Max Accel
column to the left of the slash. Evasion Gs, however, are applied
erratically, and so cannot be withstood by crews without degrading
performance, as shown in the Max Evade column to the left of the
slash. Beyond these levels, all tasks are performed at one difficulty
level higher (+1 Diff Mod) per G-turn applied.

Starship crewmembers who are strapped into workstations (for
Brilliant Lances space combat, this is assumed to be everyone except
damage control parties, maintenance crew, stewards, medics, and ships
troops) can withstand 1G additional of acceleration or evasion before
their performanceis degraded. Thesefigures are shownto therightof the
slash in the Max Accel and Max Evade columns.

Extended Accommodations
Vol Mass

MCr

0. 0005 28

Statemoms are required for paying passengers: one large or small per
High Passage passenger, and one large or small per Middle Passage (in
the Regency) or one large per two Middle Passage in the Wilds.

Civilian crews are usually two perlarge or one per small stateroom.
Military crews areoften carried “double occupancy,”
four per large or two per small stateroom. Officers
(except the most senior) may be carried at double
occupancy, but enlisted may even be carried in
bunks, up to three crew per bunk (by sleeping in
shifts: “hot bunking").




wé§ Crew Requirements
Engineering: Ce=(PxCp)+30
Ce = Engineering crew
P = Power plant peak output in megawatts
Cp = Computer control multiplier
Electronics: Cl = (C+S)xCp
Cl = Electronics crew
C = Number of installed communicators
S = Number of installed sensors
Cp = Computer control multiplier
Maneuvering: Cm=D
Cm = Maneuvering crew
D = Number of installed drives (maneuver drive = 1, jump drive
=1, maneuver and jump drive = 2)
Gunnery: Cg = FD+Wm
Cg = Gunnery crew
FD = Number of master fire directors
Wm = Sum of the installed weapon mounts which are to be
manned in action, times the number of crew each
Maintenance Crew: Cr = Mp+50
Ct = Maintenance crew
Mp = Maintenance points
= (Jm+Em+Wm+Pm+Mm+Sm)x(0.1xCp)
Jm = Mass of installed jump drive, in tonnes
Em = Mass of all installed electronics, in tonnes
Wm = Mass of all installed weapons systems, in tonnes
Pm = Mass of all installed power plants, in tonnes

Mm = Mass of heat exchanger/ignition chamber, in tonnes
Sm = Mass of all carried spacecraft, in tonnes
Cp = Computer control multiplier
Ships Troops: Ct as desired.
Ct = Ship’s troops
Flight Crew: Cf = QxR
Cf = Flight crew
Q = Total number of carried craft
R = Crew required of each craft
Command: Cc = Z+6
Cc = Command crew
Z = Ce+Cl+Cm+Cg+Cr+Ct+Cf
Stewards: Cs = [(Cc+Ph)+8] + {[(Z+Pm)+50]xCp}
Cs = Stewards
Cc = Command crew
Ph = High Passengers
Z = Ce+Cl+Cm+Cg+Cr+Ct+Cf
Pm = Middle Passengers
Cp = Computer control multiplier
Medical: Cd = [(Z+Cc+Cs+Ph+Pm)+120] + (P+20)
Cd = Medical crew
Z = Ce+Cl+Cm+Cg+Cr+Ct+Cf
Cc = Command crew
Ph = High Passengers
Pm = Middle Passengers
Pl = Low Passengers

Note: Round all fractions down.

STEP 0.
WORKSTATIONS AND BRIDGE
Workstations

Certain crewmembers require the installation of workstations at which
they perform their duties of controlling or monitoring certain equipment.
One standard workstation (7 m?, see table on next page) must be
installed for each engineering, electronics, maneuvering, master fire
director, and command crewmember as calculated in the Life Support
step above. Workstations for weapons are included in the weapons
‘themselves, and need not be allocated again.

If a ship requires a bridge (see section immediately be]ow), the
workstations for the electronics, maneuvering, master fire director, and
command crewmembers are installed according to those guidelines,
and do not need additional normal workstations. Each engineering
crewmember requires one normal workstation, regardless of whether
the ship requires a bridge or not.

Even if a ship does not require the specific fitting of bridge worksta-
tions as discussed below, the workstations for electronics, maneuvering,
master fire director, and command crewmembers are still considered to
be grouped together into an area called the “flight deck.” This flight
deck is treated as a bridge, and its crew as bridge crew for purposes of
hits and damage in combat.

Bridge

The ship’s bridge is a compartment in the vessel containing crew
workstations for command, maneuvering, sensor, communications, and fire
direction personnel. It is the ship’s nerve center, particularly during combat.

The bridge consists of a number of 1-dispacement-ton (14 cubic
meters)workstations. The larger size of the workstations is to allow room
for easy movement and communication by command and replacement
personnel as well as to allow inspections and conferences on the bridge
itself without interfering with the crew’s duties.

One workstation is required per electronics, maneu-
vering, and command crewmember, as determined in
the Life Support step, as well as one workstation per
master fire director. Each bridge workstation’s charac-
teristics are shown on the table on the next page.

Not all ships are large or complex enough to require

a bridge. A ship requires a bridge if, during the Crew Requirements step, it
is discovered that two or more command crew are required. If a ship is of
sufficient size/complexity to require a bridge and does not have oneinstalled
(i.e., has only a flight deck installed instead), the following penalties apply:

* All sensor tasks are one level more difficult

* No sensor hand-offs are allowed

e Jamming tasks are one level more difficult

* Firetasksforturrets underlocal control are one level harder

e MFD-directed fire tasks are one level harder on each turn that the
battery composition is changed

* Jump tasks are one level more difficult

Auxiliary Bridge: A designer may wish to install one or more
auxiliary bridges with as many or fewer bridge workstations as are
installed on the operating bridge (auxiliary flight decks may be
installed as well, using normal workstations). Fewer workstations will
limit the number of fire directors, sensors, or communicators which
can be operated from the site, calculated using the normal crew
formulae. If an auxiliary bridge is constructed, additional crewmembers
must be carried to man it.

Flag Bridge: If the vessel is to serve as the flagship of a group of ships,
it should have a flag bridge. The flag bridge is the facility from which the
flag officer commanding (admiral) exercises command and control. The
bridge should have bridge workstations for the same number of sensor
and communication crew as does the ship’s command bridge, plus
bridge workstations for additional command crew, depending uponthe
size of the force being commanded (3+0.25x[Number of ships in the
fleet]). Ships which carry large numbers of small craft may have a fighter
control bridge containing 3+0.06x(Number of fighters carried) bridge
workstations. These bridges allow the application of Fleet Tactics skill to
multi-vessel operations. Volume, weight, and price are calculated in the
same way as for the ship’s bridge.

Fire Control Bridge: On particularly large ships, the designer may
wish to designate a number of MFDs that are not located on the main
bridge, but are grouped together separately as their own bridge. This
decreases the chance of fire control capabilities being lost from hits on
the operating bridge.



Crew Workstations
Access Vol
f Bridge Workstation =~ 14

Workstation 7

Vol: Volume in m? per workstation.

Mass: Mass in tonnes per workstation.

Workstationsinclude control panels, readouts, etc., and arefor the
use of duty crewmembers. Price for the workstations depend on the
type of control system used.

Price: Price of each workstation is determined by the type of control
system installed aboard the craft. See Control Systems, page 3.

DESIGN EVALUATION
Oncethe design is complete, you will need to evaluate it to determine
its game ratings.

1. Check Step

Co back and add up the volume, price, surface area, and mass of all the
components. This is your chance to check to make sure that its internal
occupied volume and area of surface fixtures are within what is allowed by
the size of its hull. This step also provides you with a total price and mass.

Caleulate two masses, loaded and empty. Loaded includes a full load
of fuel, full load of cargo (assume 1 tonne per m?), and all carried craft
and vehicles on board. Empty is emptied of all jump fuel and reaction
mass, all cargo, and all carried craft and vehicles.

2. Record Design Features

Most of the evaluation of your design will consist of recording the features
already determined by the design, such as hull form, configuration, armor
value, acceleration, jJump number, computer type, installed electronics, etc.

If the ship is equipped with drop tanks, it is necessary to record its
displacement and determine its G-rating and jump range both with and
without the tanks. By the same token, a ship which carries other vessels by
means of external grapples must calculate its jump and maneuver perfor-
mance separately for when the vehicle(s) are attached and detached.

3. Allocate Damage Areas

Divide the volume (cubic meters) of the ship’s components into the
following categories:

Electronics: All sensors, communicators, ECM, ECCM, control sys-
tems, workstations, fire directors, and non-turret, barbette, or bay-
mounted defensive screens.

Hold: All fuel, cargo space, hangars, labs, and shops.

Quarters: All life support systems (including the installed artificial
gravity/G compensators), hull material volurme, accommodations, sick
bays and low berths.

Engineering: All power plant, maneuver drive, jump drive, CG lifters,
and fuel-processing equipment.

Weapons Mounts: Each individual weapons mount, including turret,
barbette, or bay-mounted screens.

Now take the total displacement of the ship and divide by 20. The
result is the number of cubic meters of volume available in each of the
20 hit location areas. Allocate the above damage areas to distinct hit
locations in proportion to how much of the volume of the ship they
consume. Use the ships already rated as a guide.

In general, the bridge (i.e., the largest concentration of electronics)
should be in the nose of the vessel to minimize the amount of circuitry
between the bridge and the sensor arrays, which are usually mounted
forward as well. If the ship has a maneuver thruster, the majority of the
engineering space should be aft, but any ship with CG lifters can have
engineering space forward on its ventral side as well. If you have a visual
image of what the ship looks like, try to make the hit locations correspond
with that as much as possible. When allocating the volume of a spinal mount
to hit locations, divide it evenly among all 20 hit locations.

4, Place Surface Fixtures M
Surface fixtures include all antennae, radiators, :
external grapples, and hatches. Surface area devoted

to maneuver drive thrusters (aft), jump drive (aft), fuel scoops, and
contra-grav (ventral surfaces) should also be allocated. These systemns
do not have surface hit locations listed on the ship’s damage table (these
have their damage handled by internal damage in the same hit
locations), but are allocated in this step to ensure that other systems are
not improperly placed where these engineering systems should be.
Divide the total hull surface area by 20 to determine the surface area of
each hit location and allocate surface fixtures accordingly.

When allocating antenna surface area, use the full unfolded surface area
for folding EMS antennae. If the available surface area is too small for this,
allocate surface area for all non-antenna surface area consuming systerrs,
and then allocate all remaining surface area to “Antenna.” However, this
remaining area must be at least equal to 10% of the unfolded surface area
of the folding antenna, plus the surface area required by the other antennae
installed aboard the craft. If this requirement cannot be met, the systems
cannot be accomodated aboard the vessel.

5. Evaluate System Damage

Record the tonnage of each major system inthevessel (each entry on
the Damage Type chart, plus each separate weapons mount, plus each
antenna on the hull surface) and determine its damage capacity.
Systerns can take 1 minor hit per 5 metric tonnes of mass (round to the
nearest whole number of minor hits, to a maximum of 4), or 1 major hit per
100 metric tonnes of mass (21 or more metric tonnes rounds up to 1 major
hit; above multiples of 100tonnes, 20tonnes or less round down, 21+round
up). Note that small components (such as laser communicators or active
EMS antennae) always take 1 minor hit, even if they have no listed mass or
a total mass much smaller than 5 tonnes.

The following specific systems should always be evaluated:
Electronics

Each sensor and its antenna, based on mass.

Each communicator and its antenna, based on mass.

Each master fire director and its antenna, based on its mass.

Each ECM system and its antenna, based on its mass. EMM is a special
case. The EMM controller has its hits based on its total mass, using
normal procedures. For the radiators, allow 1 minor hit for each whole
MW of power allocated to the EMM system (i.e., drop fractional MW).
Note that this is an exception to the rule that systems may only have a
maximum of 4 minor hits.

Hold

Hangar: The total mass of the hangar spaces divided by 20 equalsthe
number of major hits (round to the nearest whole number).

Labs: Based on the total mass of each lab.

Shops: Based on the total mass of each shop.

Cargo Space (C5): The total mass of the cargo carried is a measure of
how much damage is absorbed when the cargo is hit. If cargo space is
empty, reroll hits as excess damage.

Quarters

Stateroom (SR): Each large stateroom takes 1 major hit. Each small
stateroom takes 2 minor hits.

Life Support: This value is based on the mass of all life support
machinery (not including G compensators) plus the total hull material
mass (hull shell and internal structure). Two-thirds of the total mass is
used to determinethe damage level of the main life support system (LS),
and the remaining third determines the damage of the emergency life
support (ELS) system.

Artificial Gravity (AG): Based on the total volume of the vessel’s G
compensators.

Low Berth (LBth): The low berths take 1 minor hit per
low berth.

Engineering

Jump Drive (JD): Based on the mass of the jump drive

itself.




Power Plant (PP): Based on the mass of the power
plant.

Maneuver Drive (MD): Based onthe mass ofthe heat
exchanger/ignition chamber for the maneuver drive.

Contra-Grav Lifters (CG): The mass of the CG lifters.

Fuel Processing Plant (FPP): Based on the total mass of the plant.
Weapons Mounts

Each individual weapons mount: These may be laser turrets (LT),
barbettes (LB), or bays (LBy); missile turrets (MT), barbettes (MB), or
bays (MBy); particle accelerators (PA); meson guns (MG); etc. All
weapons take hits based on their total mass.

6. Determine Arcs of Fire

The arc of fire of each weapon is determined by the hull location of
the weapon and the hull form of the vessel. The following table shows
which hulllocation weapon stations can fireinto which arcs on each type
of hull form available.

After determining which arcs a weapon can fire into, note the
information on the ship’s control panel data sheet.

Arcs of Fire by Hull Form

7. Determine Maintenance Points

Take the loaded mass of the vessel, but subtract the weight of any carried
craft and vehicles (their maintenance points are calculated separately), then
subtract the mass of its hull shell. Divide the result by the TL modifiers here.

Maint Modifier

Ifthe craft has twoor more computers (three or more computersforjump-
capable ships, St or Fb only, not flight computers) installed, one of these is
considered to be a dedicated maintenance troubleshooting computer,
which allows the current figure to be divided by 4. If there is only one
computer (or two or less for a starship), the figure remains unreduced. This
isthe numberof maintenance points required by the craft. (Theloaded figure
is used because items such as cargo and fuel do require regular attention to
see that they have not shifted, leaked, etc.)

(1) (2) (3 (4) ()
Hull Form Bow On Bow Quarter Broadside  After Quarter  Stern On
Rt 0 Sl
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ADDITIONAL EQUIPMENT

Thefollowing items are notsystems to beinstalled in aship design,
butarestand-alone pieces of equipment that can be carried and used
by already designed vessels.

TL-11 Laser Gunpack

This item is a module designed for use with the 50-ton Modular
Cutter, detailed later in this book. The Modular Cutter may be fitted
with any of a variety of 29-ton (406 m*) modules. Thegunpackisone
such type. If carried aboard a vessel, it can be installed aboard a
Modular Cutter in about an hour.

Thegunpack contains two TL-11 150 Mj Laser Barbettes (see page
10), and an MFD with the same range performance (10-20-40-80).
In addition, the pack contains a 180,000 km (6 hex short range)
Ladar. Because ladars cannot obtain their own sensor locks, the
gunpack-carrying cutter will rely on sensor lock hand offs, but the
ladar’s range will allow it to retain these locks at a respectable range.
The power from an on-board 5.1 MW MHD turbine combined with
the 46.27 excess MW from the cutter is more than sufficient for all
of the gunpack’s systems (includes 1.849 MW excess power), and
includes overpowering both laser barbettes to -1 Diff Mod.

The pod is crewed by 2 crewmembers (sensor operator and MFD
operator), although 4 may be used if the barbettes are to be capable
of local control. Fuel is sufficient for 12 hours, or 24 combat turns.

Mass of the gunpack decreases the cutter’s performance to 1G (at
4.95625 m?3 of fuel per G-turn), and thereby frees up 35.35 MW, used

above. Cutter carries fuel sufficient for 30 G-turns, and the module carries
LHyd tankage for another 32 G-turns, for a total of 62 G-turns.
The gunpack masses 439.2 tonnes fully loaded, and costs 57.7 MCr.

Drones

These are carried as cargo, and can be used simply by launching
them outofacargo door. They may be operated viaa missile-capable
MFD, a missile turret or barbette, or via a normal bridge workstation
using a ship's sensor that is compatible with that of the drone (i.e.
maser communicators in the case of the two drones listed). When
rolling for sensor locks using the drone’s sensors, use the Sensor or
RCV asset of the controlling crewmember, whichever is lower (or
crew quality rating, of course).

Volume is given in displacement tons (14 m?), mass in metric tonnes,
and price in millions of credits (MCr). Drones, like missiles, are given
maneuver performance in tenms of total G-tums available/G-tumswhich
can be used in one turn. Duration is listed in hours (limited by the on-
board battery) or “==", where the drone is fitted with a fusion plantwhich
allows unlimited power for its electronic systems. Communicators are
listed in the same way as missiles (L = laser, M = Maser, R = Radio), plus
the notation “=” which indicates a 1000 AU communicator, which has
an effectively unlimited range in terms of Brilliant Lances starship
combat. Sensors are listed with their range in hexes and A for Active EMS
and P for Passive EMS. The (F) notation indicates a folding array.
Signatures are the drones signatures vs. radar, active EMS, HRT, passive
EMS, and fire, respectively, and are copiedinto the blanks of thelog sheet.

TL  Description Vol Mass MCr  G-turns Duration Comm  Sensor Signatures
12  Active/Passive Drone 2 59.1 13.8 56/1 oo oM 4A, 5P ()  +1/+1/41/+1/41
14  Passive Drone 4 81.5 7.1 41 95 oo 5P (F) +1/+1/+1/+1/+41



STARSHIP DATA PROFILES — . Scout/Courier

HOW TO READ THE STARSHIP DATA PROFILES

The following abbreviations are used on the starship data profiles on the following pages. See the Brilliant Lances rules for
guidelines on how to transfer the data profile information onto the control panel pages.

AEMS: Active Electromagnetic Sensor; AG: Artificial Gravity (environmental and G-compensating); AL: Air Lock; Ant: Antenna; Brb: Barbette; BS:
Barbette socket; CG: Contra-Gravity Lifters; CH: Cargo Hatch; Elec: Electronics; ELS: Emergency Life Support; EMM: Electromagnetic Masking; EMMR:
Electromagnetic Masking Radiators; Eng: Engineering; FPP: Fuel Processing Plant; JD: Jump Drive; Las: Laser; LB: Laser Barbette; LBth: Low Berth; LP:
Launch Port; LS: Life Support; LSR: Large stateroom; LT: Laser Turret; MB: Missile Barbette; MD: Maneuver Drive; MFD: Master Fire Director; MG: Meson
Gun; MS: Meson Screen; MT: Missile Turret; ND: Nuclear Damper; NDB: Nuclear Damper Barbette; NDT: Nuclear Damper Turret; PA: Particle
Accelerator; PEMS: Passive Electromagnetic Sensor; PEMS Ant: Passive Electromagnetic Sensor Antenna; PP: Power Plant; Qtrs: Quarters; RC Ant: Radio
Communicator Antenna; Sand: Sandcaster Turret; SSR: Small Stateroom; Trt: Turret; TS: Turret Socket, i.e., an empty socket where a turret could be
installed. All empty sockets take 1 minor hit (1h). If a turret or barbette is in the socket, it takes damage normally.

Note: Prices for ships do not include carried small craft, cutter modules, vehicles, etc., which must be purchased separately.

Controls: Flight deck with 3xWorkstation
General Data

Displacement: 100 tons Hull Armor: 28 Armament

Length: 35 meters Volume: 1400m3 1 turret hardpoint socket fitted (Loc: 10; Arc: 1,2,3).

Price: MCr50.48 Target Size: § "

Configuration: Wedge SL Tech Level: 15 Al Medtim Lang Extremie

TS0 Laser Turret = 10331 207/w-31 A0 /i3 80731,

Mass (Loaded/Empty): 697.9/477.0

Accommodations
Life Support: Extended (0.28 MW), Grav Compensators (6G; 7 MW)
Crew: 3 (2xManeuver, 1xElectronics). Seeker adds 1xGunner.
Crew Accommodations: 2xLarge Stateroom (0.001 MW ea.), double

Engineering Data
Power Plant: 147 MW Fusion Power Plant (147 MW/hit), 1 year
duration (0.557 MW excess power)
Jump Performance: 2 (210 m?3 fuel)

G-Rating: 2G (50 MW/G), Contra-Grav lifters (10 MW) pecupied i oecessary.
G-Turns: 80 (113.6 using jump fuel), 6.25m? fuel each Passsnger Actommodatians;
Maint: 23 ‘ 2xSmall Stateroom (0.0005 MW ea.)
. Cargo: 161.8 m?, one large cargo hatch
Eleatronics Small Cfa_ft Iand dLaunclh Faﬁilities: Air raft with internal hangar
Computer: 3xTL-15 Mod S5t Computers (0.55 MW ea.) i Lg::::_"lna) and one launch port
Commo: 300,000km radio (10 hexes, 10 MW), 1000 AU maser o
(o0} 0.6 MW) Notes
Avionics: TL-10+ Avionics Standard practice is for one maneuver crewmember to double as the

Sensors: Passive EMS folding array 150,000km (5 hexes; 0.15 MW),  ship’s electronics operator. Fuel purification machinery (1.05 MW), 20.28
Active EMS 300,000km (10 hexes; 15 MW), TL-15 Densitometer hours to refine 710 m? (50.7 tons).

(0.4 MW), TL-14 Neutrino detector (0.01 MW) The Seeker is built on the Scout/Courier design, converting the two small
; - . staterooms and 116 m?* of the cargo hold into a
 DAMAGETABLES e .| special 172m? ore bay, and the addition of a 150-M]
_ Intemal Explosion - Systems | TL-15 mining laser tumret to the socket alreadly in-
_1-18: ,Elec 19-20: Hold b= LS1H | stalled, adding MCr0.86 to the price and 57 tonnes
lngline e to its mass. (Tumet Loc: 10; Arc:

1,2,3; 4.2 MW, 1 Crew)

1-6 Eng -20:Ho
9, :
- Eng i




Armament

General Data 2 turret hardpoint sockets fitted (Loc: 8,9; Arcs: 1,2,3)
Displacement: 200 tons Hull Armor: 10
Length: 43 meters Volume: 2800m? Accommodations
Price: MCr57.21 Target Size: S Life Support: Extended (0.56 MW), Grav Compensators (3 G; 14 MW)
Configuration: Wedge SL Tech Level: 12 Crew: 5 (2xManeuver, 1xElectronics, 1xEngineering, 1xSteward)
Mass (Loaded/Empty): 1918.38/1093.78 Crew Accommodations: 5xSmall Stateroom (0.0005 MW ea.)
Passenger Accommodations: 10xSmall Stateroom (0.0005
Engineering Data MW ea.)
Power Plant: 148 MW Fusion Power Plant (49 MW/hit), 1 year Cargo: 743.8 m?, 2 large cargo hatches
duration (0.7705 MW excess power) Small Craft and Launch Fadilities: Air raft with internal hangar
Jump Performance: 2 (420 m? fuel) (Minimal), 1 launch port
G-Rating: 1G (100 MW/G), Contra-Grav lifters (20 MW) Air Locks: 2
G-Turns: 48 (81.6 using jump fuel), 12.5 m? each
Maint: 89 Notes
Fuel purification machinery (1.53 MW), 24 hours to refine 1020 m?*
Electronics (72.86 tons).

Computer: 3xTL-12 Model St (0.4 MW ea.)

Commo: 30,000 km radio (1 hex, 1T MW), 1000 |
AU maser (; 0.6 MW) -

Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed array 30,000km (1 hex,
0.03 MW), Active EMS 3000 kmn (0 hexes; use
long range for task difficulty in same hex; 8
MW)

Controls: Flight deck with 3xWork- . 1-7: Eng, 8-20: Hold
station, 1 other workstation .




General Data

Displacement: 200 tons Hull Armor: 10
Length: 43 meters Volume: 2800m?
Price: MCr46.47 Target Size: 5
Configuration: Wedge SL Tech Level: 10

Mass (Loaded/Empty): 1908.146/1074.746

Engineering Data
Power Plant: 156MW Fusion Power Plant (52 MW/hit), 1 year
duration (17.967 MW power shortfall)
Jump Performance: 1 (280 m?fuel)
G-Rating: 1G (100 MW/G), Contra-Grav lifters (40 MW)
G-Turns: 56 (78.4 using jump fuel), 12.5 m? fuel each
Maint: 89

Electronics
Computer: 3xTL-10 Model 5t (0.3 MW ea.)

Commo: 30,000km radio (1 hex; 1 MW), 1000AU maser (=; 0.6 MW)
Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed array 30,000km (1 hex; 0.06 MW), Active
EMS 300km (0 hexes; use extreme range for task difficulty in same
hex; 15 MW)

Controls: Flight deck with 3xWorkstation, plus 2 other workstations

Armament

2 turret hardpoint sockets fitted (Loc: 16/17, 18/19; Arcs: All)

Accommodations

Life Support: Extended (0.56 MW), Gravitic Compensators (1G; 14
MW)

Crew: 6 (2xManeuver, 1xElectronics, 2xEngineering, 1x5teward)

Crew Accommeodations: 6xSmall Statercom (0.0005 MW ea.)

Passenger Accommaodations: 8xSmall Stateroom (0.0005 MW ea.),
8xLow Berth (0.001 MW ea.)

Cargo: 764.8 m?, 2 large cargo hatches

Air Locks: 2

Notes
The Moraineis the TL-10 version of the more popular and useful Beowulf-

class. The Moraine's systems consume 174 MW of

Surface Hits :

power, meaning that it cannot operate them all at
once with its 156 MW plant. In space, the contra-

_1-6: Ant
AL

grav drive is shut down to conserve power. When
taking off from a planet, the Moraine cannot power
its G-compensators, and thus all crew and passen-
gers must be strapped in for this
evolution.

Fuel purification machinery(1.53
MW), 30.8 hours to refine 980 m?
(70 tons)
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General Data
Displacement: 200 tons
Length: 51 meters
Price: MCr84.8
Configuration: Needle USL

Hull Armor: 42
Volume: 2800m?
Target Size: S
Tech Level: 15

Mass (Loaded/Empty): 1502.83/1207.44

Engineering Data

Power Plant: 456MW Fusion Power Plant (228 MW/hit), 1 year
duration (0.2275 MW excess power)

Jump Performance: 4 (700 m3 fuel)

G-Rating: 4G (100 MW/G), Contra-Grav lifters (20 MW)

G-Turns: 32 (88 using jump fuel), 12.5 m?of fuel each

Maint: 48

Electronics

Computer: 3xTL-15 Model 5t (0.55 MW ea.)

Commo: 30,000km radio (1 hex; 1 MW), 1000 AU

maser (e; 0.6 MW)

Accommodations

Life Support: Extended (0.56 MW), Gravitic Compensators (6G; 14 MW)

Crew: 9 (2xManeuver, 3xEngineering, 3xSmall Craft Flight Crew,
1xCommand). Air raft pilot doubles as Steward

Crew Accommodations: 9xSmall Stateroom (0.0005 MW ea.)

Passenger Accommodations: 10xSmall Stateroom (0.0005 MWea.),
1xLarge Stateroom (0.001 MW) (owner’s suite)

Cargo: 125 m?, one large cargo hatch

Small Craft and Launch Facilities: 10-ton skiff and intemal hangar
(Minimal), air raft with internal hangar (Minimal), one launch
port each

Alr Locks: 2

Notes
Fuel purification machinery (2.5 MW), 13.2 hours to refine 1100 m*(78.57

Avionics: TL-10+ Avionics
Sensors: Passive EMS folding array 150,000km (5 hexes; | i 1
0.15MW), Active EMS 300,000km (10 hexes; 15| 2,4
v
Controls: Flight deck with 3xWorkstation, plus 3| 7
other workstations 8-9
1217
Armament ::?

Arcs: All)

1 turret hardpoint socket fitted. (Loc: 10; | 18

~ DAMAGETABLES
“Surface Hits~~intemal Explosion. .~
1.9:Ant_____1-10: Flec, 11-20: Quis_

1AL

Qs o

Quws
~1-10: Qtrs, 11-20: Hold™ =
1-5: Qus, 6-20: Hold

4-19:Enig; 20- Hold
Eng




General Data
Displacement: 280/400 tons
Length: 48.5 meters
Price: MCr224.65 (+MCr6.78 tanks)  Target Size: S
Configuration: Wedge SL Tech Level: 14
Mass (Loaded/Empty): 4662.15/4155.53 with tanks
4154.87/3742.43 without tanks

Hull Armor: 62
Volume: 3920 m3/5600 m?

Engineering Data

Power Plant: 891 MW Fusion Power Plant (99 MW/hit), 1 year
duration

Jump Performance: 3 with tanks attached (1120m?), 5 without
(1260 m?

G-Rating: 3G with tanks (200 MW/G), 5G without (150 MW/G),
Contra-Grav lifters (30 MW)

G-Turns: 112, 25 m? fuel each, with tanks attached; 77.6, 18.75 m3
each, without tanks

Maint: 143

Electronics

Computer: 3XTL-14 Model Fb (1 MW ea.)

Commo: 300,000km radio (10 hexes; 10 MW), 1000 AU maser (=; 0.6
MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS folding array 150,000km (5 hexes; 0.15 MW),
Active EMS 300,000km (10 hexes; 15 MW)

ECM/ECCM: EMS jammer (10 hexes; 30 MW), EM masking package
(5.6 MW)

Controls: Bridge with 7xBridge Workstation, plus 7 other workstations

Armament
Offensive: 2xTL-14 150-Mj Laser Turret (Loc: 16,17; Arcs: All; 4.2 MW, 1
crew ea.), 2xTL-14 300-Mj Laser Barbette (Loc: 4/5,10; Arcs: 1,2,3;
8.3 MW, 1 crew ea.)

Master Fire Directors: 1 TL-14 (5 Diff Mod; Non-Msl; 10 hexes; 1.62
MW, 1 crew)
Medrum

Long Extreme

150-Mj Laser Turret
300- Mj Laser Barbette

100/14-43  20:9/14-43  40: 15-26"”"""""'

Accommodations
Life Support: Extended (0.784 MW), Grav Compensators (5G; 19.6
MwW)
Crew: 22 (7xEngineering, 1xElectronics, 2xManeuver, 5xGunnery,
1xMaintenance, 3xSmall Craft Flight Crew, 3xCommand)
Crew Accommodations: 2xSmall Stateroom (0.0005 MW ea.), 8>l arge
Stateroom (0.001 MW ea.) (multiple-occupancy)

Cargo: 10.8 m?, one small cargo hatch

Small Craft and Launch Facilities: SLexternal grapple for 20-ton small
craft

Air Locks: 3

Notes

As with many other small military designs, the Gazelle is very tight. Its 22
crewmembers share accommodations for 18, requiring some “hot bunking.”

Without drop tanks, the Gazelle consumes 899.465 MW, requiring the
contra-grav to be shut down, or the EMS jammer to function with a six-hex
short range to make up the difference. With tanks attached, only 749.465
MW are needed.

Although it is streamlined with the drop tanks attached, the Gazelle only
has contra-grav performance for 300 tons, not 400.

2800 m? of fuel total (200 tons), 1345 (96 tons) carried in 2 50-ton drop
tanks, 1455 (104 tons)internal. 1120 m?fuel forjump 3 with tanksattached,
1260 m? for jump 5 without tanks. Fuel purification machinery (7.6 MW),
11.05 hours to refine 2800 m3,

Drop tanks are armored to same level as ship, and equipped with EMM.
Damage tables below assume

drop tanks are attached.

If small craft is not being car-
ried, surface small craft hits are
taken by the grapple.
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General Data

Displacement: 390/400 tons _ Hull Armor: 10
Diameter: 76 meters Volume: 5460/5600 m?
Price: MCr129.41 Target Size: 5
Configuration: Open USL Tech Level: 15

Mass (Loaded/Empty): 2032.38/1352.49

Engineering Data
Power Plant: 265.2 MW Fusion Power Plant (265.2 MW/hit), 1 year
duration (0.355 MW excess power)
Jump Performance: 2 (840 m? fuel)
G-Rating: 1 (200 MW/GQ), no contra-grav
G-Turns: 96 (129.6 using jump fuel), 25 m? of fuel each
Maint: 74

Electronics

Computer: 3xTL-15 Mod Fb Computer (1.1 MW ea.)

Commo: 300,000km radio (10 hexes; 10 MW), 1000AU maser (ec; 0.6
MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS folding aray 180,000km (6 hexes; 0.2 MW), Active
EMS 300,000km (10 hexes; 15 MW), TL-15 Densitometer (0.4 MW),
TL-14 Neutrino detector (0.01 MW)

Controls: Flight deck with 4xworkstation, plus 11 other workstations

Armament
4 turret hardpoint sockets fitted. (Loc: 12-15; Arcs: All)

Accommodations

Life Support: Extended (1.092 MW), Gravitic Compensators (6G;
27.3 MW)

Crew: 17 (2xManeuver, 1xEngineering, 1xElectronics, 2xSmall Craft
Flight Crew, 1xCommand, 10xScience Personnel)

Crew Accommodations: 17xSmall Stateroom (0.0005 MW ea.)

Cargo: 359.7 m?, one large cargo hatch

small Craft and Launch Facilities: USL External Grapple for 10-ton
skiff, Internal Hangar (Minimal) for Air Raft (one of the crew
doubles as air raft pilot), one launch port for air raft

Air Locks: 4

Notes

The Lab Ship itself displaces 390 tons, and with its launch attached
displaces 400. Its jump, maneuver, contra-grav drives, and controls are
configured to work with the 400-ton figure.

Workstations are provided for all 10 scientists.

Fuel purification machinery (3.55 MW), 27.38 hours to refine 3240 m*
(231.4 tons).

4xlaboratory

1420:Hold
QU 1820 Hold




General Data
Displacement: 400 tons
Length: 66 meters
Price: MCr197.5 Target Size: S
Configuration: Needle AF Tech Level: 15
Mass (Loaded/Empty): 3545.28/2933.8

Hull Armor: 42
Volume: 5600 m?

Engineering Data
Power Plant: 886.5 MW Fusion Power Plant (295.5 MW/hit), 1 year
duration (39.65 MW power shortfall)
Jump Performance: 3 (1120 m?)
G-Rating: 4G (200 MW/G), Contra-Grav lifters (40 MW)
G-Turns: 60 (104.8 using jump fuel), 25 m? of fuel each
Maint: 106

Electronics

Computer: 3xTL-15 Mod Fb Computers (1.1 MW ea.)

Commo: 300,000km radio (10 hexes; 10 MW), 1000 AU maser («; 0.6
MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS folding array 180,000km (6 hexes; 0.2 MW),
Active EMS 300,000km (10 hexes; 15 MW)

ECM/ECCM: EM Masking (5.6 MW)

Controls: Bridge with 7xbridge workstation, plus 5 other workstations

; *}\\'1":\\1.1;‘\-\\‘\..‘.\Mu,r‘-\.mh\m, L ail
i “

o, i

Armament

Offensive: 2xTL-15 150-Mj Laser Turret (Loc: 2,3; Arcs: 1,2,3,4; 4.2
MW, 1 crew ea.), 2xMlissile Turret (Loc: 12,13; 2 ready Msls ea.;
0.15 MW; 1 crew ea.) (total of 4 ready Msls, plus 8 in cargo).

Master Fire Directors: 2 TL-15 (6 Diff Mod; Msl 10 hexes; 10 hexes;
1.71 MW, 1 crew ea.)

Short Medium Long Extreme

150-Mjlaser Turret — 10:1/10-31 20:/50-31 40:'/10-31 80:'/10-31
Accommodations
Life Support: Extended (1.12 MW), Gravitic Compensators (6 G; 28 MW)
Crew: 19 (2xManeuver, 1xElectronics, 5xEngineer, 6xGunnery, 3xSmall
Craft Flight Crew, 2xCommand)
Crew Accommodations: 2xSmall Stateroom (command crew; 0.0005
MW ea.), SxLarge Stateroom (multiple-occupancy; 0.001 MW ea.)
Cargo: 0 m?, plus storage for eight missiles, one large cargo hatch
Small Craft and Launch Facilities: 30-ton Ship’s Boat with internal
hangar (Minimal), and one launch port
Air Locks: 4

Notes
The Patrol Cruiser is a rather tight design. The 19 crewmembers share
accommeodations for 12, requiring “hot bunking” for the gunnery and

engineering crew.

Thecruiser’s total power requirementis
926 MW, limiting it to only 3G perfor-
mance when the contra-grav is engaged.

S 0 Hold 20 ERg
1-2:EMMR _ 1-12: Eng, 13-20: Hold

Fuel purificationmachinery (9.7 MW), 8.1
hours to refine 2620 m?(187.14 tons).




General Data
Displacement: 400 tons
Length: 61 meters
Price: MCr166.79 Target Size: S
Configuration: Slab SL Tech Level: 12
Mass (Loaded/Empty): 6075.18/5799.18

Hull Armor: 101
Volume: 5600 m?

Engineering Data
Power Plant: 920 MW Fusion Power Plant (48 MW/hit), 1 year
duration (7.64 MW excess power)
G-Rating: 4G (200 MW/G), Contra-Grav lifters (40 MW)
G-Turns: 112, 25 m® of fuel each
Maint: 203

Electronics

Computer: 3xTL-12 Mod Fb Computer (0.8 MW ea.)

Commo: 300,000km radio (10 hexes; 10MW), 1000AU maser (=; 0.6
MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed array 120,000km (4 hexes; 0.15 MW),
Active EMS 3000km (0 hexes; 8 MW) (use long range for task
difficulty in same hex)

ECM/ECCM: EM Masking Package (5.6 MW)

Controls: Bridge with

Armament
Offensive: 2xTL-11 80-Mj Laser Turret (Loc: 10, 11; Arcs: All; 2.2 MW;
1 Crew ea.), 2xMissile Barbette (Loc: 12, 13; 5 ready Msls ea.;
0.15 MW; 1 Crew ea.; 10 ready Misls total, plus 12 in cargo)
Master Fire Directors: 2 TL-12 (4 Diff Mod; Msl 10 hexes; 2 hexes;
1.44 MW, 1 Crew ea.)

Short Medium  Long Extreme
TL-1180-MjLaser Turet_ - 2:15-22 41722 . 8:Y/e-19 16:/510
Accommodations
Life Support: Extended (1.12 MW), Gravitic Compensators (3G; 28
MwW)

Crew: 23 (1xManeuver, 1xHectronics, 10xEngineering, 6xGunnery,
2xMaintenance, 3xCommand)

Crew Accommodations: 12xSmall Stateroom (double-occupancy;
0.0005 MW ea.)

Cargo: 80 m? (plus storage for 12 missiles), one small cargo hatch

Air Locks: 4

Notes
Fuel purification machinery (8.4 MW), 12 hours to refine 2800 m? (200
tons).

7xbridge worksta-
tion, plus 10 other

workstations




General Data

Displacement: 390/400 tons  Hull Armor: 10
Length: 44 meters Volume: 5460/5600 m?
Price: MCr87.65 Target Size: §
Configuration: Cylinder AF Tech Level: 12

Mass (Loaded/Empty): 3906.28/2371.59

Engineering Data

Power Plant: 286 MW Fusion Power Plant (48 MW/hit), 1 year
duration (0.04 MW excess power)

jump Performance: 1(560 m? fuel)

G-Rating: 1G (200 MW/C), Contra-GCrav lifters (40 MW)

G-Turns: 60 (82.4 using jump fuel), 25 m?of fuel each

Maint: 180

Electronics

Computer: 3xTL-12 Mod St Computer (0.4 MW ea.)
Commo: 30,000km radio (1 hex; 1MW), 1000 AU maser («; 0.6 MW)
Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed array 60,000km (2 hexes; 0.06 MW), Active
EMS 3000km (0 hexes; use long range for task difficulty in same
hex; 8 MW)

Controls: Flight deck with 4xworkstation, plus 3 other workstations

Armament
4 turret hardpoint sockets fitted (Loc: 2-5; Arcs: 1,2,3)

Accommodations

Life Support: Extended (1.092 MW), Gravitic Compensators (3G;
27.3 MW)

Crew: 9 (2xManeuver, 1xElectronics, 3xEngineering, 2xSteward
[double as Small Craft Flight Crew], 1xCommand).

Crew Accommodations: 1xSmall Stateroom (command; 0.0005 MW
ea.), 4xLarge Stateroom (double-occupancy; 0.001 MW ea.)

Passenger Accommodations: 13xSmall Stateroom (0.0005 MWea.),
13xLow Berth (0.001 MW ea.)

Cargo: 1306.5 m?, four large cargo hatches

Small Craft and Launch Facilities: 10-ton Skiff in AF Extenal Grapple

Alir Locks: 4

. Intemal Explosion

Notes
The ship itself displaces 390 tons; with

its launch, it displaces 400. Jump, maneu-
ver, and contra-grav drives are all config-
ured to support the 400-
ton figure.

Fuel purification ma-
chinery (6.18 MW), 12
hours to refine 2060 m?
(147.14 tons).
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General Data

Displacement: 600 tons Hull Armor: 20
Length: 44 meters Volume: 8400 m?
Price: MCr306.18 Target Size: S

Configuration: Close Structure, USL  Tech Level: 15
Mass (Loaded/Empty): 4076.99/2206.44

Engineering Data

Power Plant: 705 MW Fusion Power Plant (235 MW/hit), 1 year
duration (0.0035 MW excess power)

Jump Performance: 3 (1680 m? fuel)

G-Rating: 2G (300 MW/G), no contra-gravity

G-Turns: 104 (148.8 using jump fuel), 37.5 m? of fuel each

Maint: 112

Electronics

Computer: 3xTL-15 Mod Fb Computers (1.1 MW ea.)

Commo: 2x300,000km radio (10 hexes; 10 MW ea.), 2x1000 AU
maser (e; 0.6 MW ea.)

Avionics: TL-10+ Avionics

Sensors: 1 xPassive EMS fold-

BB> Donosev-Class Survey Ship

Controls: Bridge with 6xBridge Workstation, plus 4xCrew Workstation

Armament
4 turret hardpoint sockets fitted.

Accommodations

Life Support: Extended (1.68 MW), Gravitic Compensators (6G; 42 MW)

Crew: 15 (2xManeuver, 2xElectronics, 4xEngineering, 1xCommand,
6xSurveyor Specialist)

Crew Accommodations: 1xSmall Stateroom (command; 0.0005
MW), 7xLarge Stateroom (double-occupancy; 0.001 MW ea.)

Cargo: 388 m?, one large cargo hatch

Small Craft and Launch Facilities: 50-ton modular cutter with
internal hangar (1 each Fuel Scoop and Lab modules carried),
3xAir Raft with internal hangars, all four with launch ports

Air Locks: 6

Notes
Fuel purification machinery (3.6 MW), 46.5 hours to refine 5580 m?3
(398.6 tons)

ing amay 240,000km
(8 hexes; 0.3 MW),

1xPassive EMS folding
array 180,000km (6
hexes; 0.2 MW), 2xAc-
tive EMS 300,000km

(10hexes; 15MWea,),

MW), TL-14
Neutrino |
Sensor (0.01

MW)
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General Data

Hull Armor: 10
Volume: 8400 m?

Displacement: 600 tons
Length: 69 meters
Price: MCr169.55 Target Size: S
Configuration: Slab SL Tech Level: 12
Mass (Loaded/Empty): 4985.02/4154.33

Engineering Data
Power Plant: 426 MW Fusion Power Plant (47 MW/hit), 1 year
duration (0.307 MW excess power)
Jump Performance: 3 (1680 m? fuel)
G-Rating: 1G (300 MW/G), Contra-Grav lifters (60 MW)
G-Turns: 76 (120.8 using jump fuel), 37.5 m? of fuel each
Maint: 249

Electronics
Computer: 3xTL-12 Mod 5t Computer (0.4 MW ea.)
Commo: 30,000km radio (1 hex; 1 MW), 1000 AU maser (=; 0.6 MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed array 30,000km (1 hex; 0.03 MW), Active
EMS, 3000km (0 hexes; use long range for task difficulty in same
hex; 8 MW)

Controls: Flight deck with 4xworkstation, plus 4 other workstations

Armament
3 turret hardpoint sockets fitted (Loc: 11; Arcs: All; Loc: 12,13; Arcs: 2,3,4)

Accommodations

Life Support: Extended (1.68 MW), Gravitic Compensators (3G; 42 MW)

Crew: 12 (2xManeuver, 1xElectronics, 4xEngineering, 1xMaintenance,
2x5tewards [double as Small Craft Pilots], 1xCommand, 1xMedical).

Crew Accommodations: 1xSmall Stateroom (0.0005 MW ea.), 6xLarge
Statercom (double-occupancy; 0.001 MW ea.)

Passenger Accommodations: 21xSmall Stateroom (0.0005 MWea.),
20xLow Berth (0.001 MW ea.)

Cargo: 429.6 m3, one large cargo hatch

Small Craft and Launch Facilities: 10-ton Skiff in

Intemal Hangar (Minimal), with one launch port
Air Locks: 6

Notes

The Bastien-class liner is quite similar to the more well-
known Stellar class, but keeps its launch in an intemal
hangar, rather than in an extemnal grapple, and caries a
different amrangement of turet hardpoints.

Fuel purification machinery (10.44
MW), 15.62 hours to refine 4530 m?
(323.6 tons)
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General Data
Displacement: 800 tons
Length: 28 meters
Price: MCr315.16 Target Size: 5
Configuration: Sphere SL Tech Level: 15
Mass (Loaded/Empty): 6404.67/3636.90

Hull Armor: 28
Volume: 11,200 m?

Engineering Data
Power Plant: 1050 MW Fusion Power Plant (262.5 MW/hit), 1 year
duration (5.206 MW power shortfall)
Jump Performance: 3 (2240 m? fuel)
G-Rating: 2 (400 MW/G), Contra-Grav lifters (80 MW)
G-Turns: 48 (92.8 using jump fuel), 50 m? of fuel each
Maint: 177

Electronics

Computer: 3xTL-15 Mod Fb Computers (1.1 MW ea.)

Commo: 300,000km radio (10 hexes; 10 MW), 1000 AU maser (s; 0.6 MW)

Aviaonics: TL-10+ Avionics

Sensors: Passive EMS folding array 150,000km (5 hexes; 0.15 MW),
Active EMS 300,000km (10 hexes; 15 MW)

ECM/ECCM: 300,000km EMS jammer (10 hexes; 30 MW), EM
Masking (11.2 MW)

Controls: Bridge with 15xWorkstation, plus 7 other workstations

Armament
Offensive: 8xTL-15 150-Mj Laser Turret (Loc:2-5; Arcs: 1,2,3; Loc: 12-
15; Arcs: 2,3,4,5; 4.2 MW ea.; 1 Crew ea.)
Master Fire Directors: 2 TL-15 (6 Diff Mod; No Msl; 10 hexes; 1.56

‘Broadsword-Class Mercenary Cruiser

S

Medium Long
10:31 40 o=

TS0 [aser Turre

Accommodations

Life Support: Extended (2.24 MW), Gravitic Compensators (6G; 56 MW)

Crew: 72 (7xEngineering, 1xElectronics, 2xManeuver, 10xGunnery,
2xMaintenance, 31xShip‘s Troops, 6xSmall Craft Flight Crew,
10xCommand, 2x5Steward, 1xMedical).

Crew Accommodations: 26x5mall Stateroom (single/double-occu-
pancy; 0.0005 MW ea.), BxLarge Stateroom (quadruple-occu-
pancy; 0.001 MW ea.)

Cargo: 555 m? (plus 812 m? for cutter modules), 5 large cargo hatches

Small Craft and Launch Facilities: 2x50-ton modular cutters in
docking rings (rings accommodate 50-ton streamlined needle
hulls), each with its own launch port (each cutter with one fuel
scoop module and one ATV module), 2xATV (in modules), 1xAir
Raft with internal hangar (Minimal) and launch port

Alr Locks: 8

Notes

This Broadsword variant gives up G-hours and intemal comfort forimproved
jump and maneuver performance, plus an ECM/ECCM suite. Because of its
power shortfall, the ship’s EMS jammer may only be run at the 180,000 km (6
hexes; 22 MW) power level while at full thrust or while the CG lifters are engaged.

The docking ring housings for the two cutters do not allow maintenance or
repair work to be done on them while they are docked. The modules (carried as
cargo, 406 m* each) maynot be swapped while the cutters are docked; this must
be done outside of the ship.

Fuel purification machinery (9.067 MW), 15.35 hours to refine 4640 m?
(331.4 tons).

MW; 1 Crew)

prea(1D20)
z

2 i
35
6-9
10-11
12
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General Data
Displacement: 400 tons
Length: 55 meters
Price: MCr99.99 Target Size: S
Configuration: Wedge SL Tech Level: 14
Mass (Loaded/Empty): 4525.05/2069.95

Hull Armor: 42
Volume: 5600 m?

Engineering Data
Power Plant: 292.5 MW Fusion Power Plant (97.5 MW/hit), 1 year
duration (0.4565 MW excess power)
Jump Performance: 2 (840 m? fuel)
G-Rating: 1(200 MW/G), Contra-Grav lifters (40 MW)
G-Turns: 30 (63.6 using jump fuel), 25 m? of fuel each
Maint: 167

Electronics
Computer: 3xTL-14 Mod St Computers (0.5 MW ea.)
Commo: 30,000km radio (1 hex; 1 MW), 1000 AU maser (s=; 0.6 MW)
Avionics: TL-10+ Avionics
Sensors: Passive EMS fixed array 30,000km (1 hex; 0.02 MW), Active
EMS 60,000km (2 hexes; 7 MW)
Controls: Flight deck with 4xworkstations, plus 2 other workstations

TL-14750-Mj Las

Armament
Offensive: 2xTL-14 150-Mj Laser Turret (Loc: 16,17; Arcs: All; 4.2 MW
ea.; 1 Crew ea.), plus 2 turret sockets fitted (Loc: 18,19; Arcs: All)

Medium
3T

Short
2:4e-31

Long

Accommodations

Life Support: Extended (1.12 MW), Gravitic Compensators (5G; 28 MW)

Crew: 9: 2xEngineering, 1xElectronics, 2xManeuvering, 2xGunners,
1xCommand, 1xMedical

Crew Accommodations: 1xSmall Stateroom (single-occupancy; 0.0005
MW), 5xSmall Stateroom, (double-occupancy; 0.0005 MW ea.),
Shrine (0.001 MW), 2xEmergency Low Berth (0.002 MW ea.)

Passenger Accommodations: 13xSmall Stateroom (0.0005 MW ea.)

Cargo: 2343.8 m?, with 7 large cargo hatches
Small Craft and Launch Facilities: None
Air Locks: 4

Notes
Fuel scoop, purification machinery (3.975 MW), 12 hours to refine 1590 m?.

 DAMAGE T TABLES
Internal Explosion:

1-6: Elec 7-20: Hold_




General Data
Displacement: 505/600 tons
Length: 24.05 meters
Price: MCr186.1 Target Size: 5
Configuration: Sphere SL Tech Level: 14
Mass (Loaded/Empty): 5301.87/3863.15

Hull Armor: 42
Volume: 7070/8400 m?

Engineering Data
Power Plant: 759 MW Fusion Power Plant (95 MW/hit), 1 year
duration
Jump Performance: 2 (1260 m? fuel)
G-Rating: 2 (300 MW/G), Contra-Grav lifters (60 MW)
G-Turns: 48 (81.6 using jump fuel), 37.5 m? of fuel each
Maint: 165

Electronics

Computer: 1xTL-14 Mod Fb Computer (1 MW), 2xTL-14 Mod 5t
Computers (0.5 MW ea.)

Commo: 30,000km radio (1 hex; 1 MW), 1000 AU maser (=; 0.6 MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed array 120,000km (4 hexes; 0.1 MW), Active
EMS 300,000km (10 hexes; 15 MW)

Controls: Bridge with 7xBridge Workstation, plus 6

Short Medium Long Extreme
TLT4150-Mjlas Trt | 2:/50-310 0 4031 8:t/e-310
Accommodations
Life Support: Extended (1.68 MW), Gravitic Compensators (5G;
35.35 MW)

Crew: 26: 6xEngineering, 1xElectronics, 2xManeuvering, 1xMainte-
nance, 7xGunnery, 3xFlight Crew, 3xCommand, 1xStewards,
2xMedical

Crew Accommodations: 2xSmall Stateroom (single-occupancy;
0.0005 MW ea.), 12xSmall Stateroom, (double-occupancy;
0.0005 MW ea.), Shrine (0.001 MW)

Passenger Accommodations: 23xSmall Stateroom (0.0005 MWea.),
30xLow Berth (0.001 MW ea.)

Cargo: 271.4 m3, 2 large cargo hatches

Small Craft and Launch Facilities: 95-ton shuttle, extemnal grapple
(sL).

Air Locks: 6

Notes
Hull is 505 tons, plus shuttle in external grapple equals 600 tons.
Fuel purification machinery (7.65 MW), 12 hours to refine 3060 m3.

other workstations

Armament

‘Internal Explosion -

Offensive: 6xTL-14 150-Mj Laser Turret (Loc: 2,5; Arcs
1,2,3; 4.2 MW ea.; 1 Crew ea.; Loc: 10,11; Arcs

: Elec, 6-10: Eng,n 20: Hold |

All; 4.2 MW ea.; 1 Crew ea.; Loc: 16,19; Arcs
3,4,5:4.2 MW ea.; 1 Crew ea.)

Master Fire Director: 1xTL-14 MFD (5 Diff Mods; No
Msl; 10 hexes; 1.62 MW; 1 Crew)

-4: Elec 5-9; Eng,'IO -20: Hold
12210, 3-5 ‘Elec, 6-18: Qlr, 19-20: Hoid
'IZLT 320 Hold

(T 3543 By 15205 Hold 777

1 10"'H0[d 11-20: Eng
A1-10:0 HoEd 11;20 En




General Data

Displacement: 200 tons Hull Armor: 10
Length: 51 meters Volume: 2800 m?
Price: MCr55.35 Target Size: S
Configuration: Needle SL Tech Level: 13

Mass (Loaded/Empty): 2088.2/1082.3

Engineering Data

Power Plant: 150 MW Fusion Power Plant (75 MW/hit), 1 year

duration (1.604 MW excess power)
Jump Performance: 2 (420 m?)

G-Rating: 1 (100 MW/G), Contra-Grav lifters (20 MW)
G-Turns: 48 (81.6 using jump fuel), 12.5 m? of fuel each

Maint: 81

Electronics

Computer: 3xTL-13 Mod St Computers (0.45 MW for one)

Commoeo: 30,000km radio (1 hex; T MW), 1000 AU maser (o0; 0.6 MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed aray 30,000km (1 hex; 0.03 MW), Active EMS
3,000km (0 hexes, use long range for difficulty in same hex; 8 MW)

Controls: Flight deck with 4xworkstations, plus 1 other workstation

Armament

2 turret sockets fitted (Locs: 10,11; Arcs: All)

Accommodations

Life Support: Extended (0.56 MW), Gravitic Compensators (4G; 14
MW)

Crew: 5: 1xEngineering, 1xElectronics, 2xManeuvering, 1xCommand.

Surface Hits

Crew Accommodations: 1xSmall Stateroom (single-
occupancy; 0.0005 MW ea.), 2xSmall Stateroom,
(double-occupancy; 0.0005 MW ea.)

L. S
AN
1: AL, 2: Ant

cH

1AL 2.5
el

Hold; 10-14::Qtrs, 15:20:°FS

15:Eng; 16-20: Hold ™ r,s'_n h). | (2.55 MW), 12 hours to refine 1020 m>.

Passenger Accommodations: 5xSmall Stateroom
(0.0005 MW ea.)

Cargo: 934.5 m?, with 3 large cargo hatches

Small Craft and Launch Fadilities: None

Air Locks: 2

Notes
Fuel scoop and purification machinery

Shipis built with a lower tech crystaliron

hull.




General Data
Displacement: 400 tons
Length: 55 meters
Price: MCr197.47 Target Size: §
Configuration: Wedge SL Tech Level: 14
Mass (Loaded/Empty): 3980.65/3681.43

Hull Armor: 34
Volume: 5600 m?

Engineering Data
Power Plant: 746.4 MW Fusion Power Plant (93.3 MW/hit), 1 year
duration (0.2245 MW excess power)
Jump Performance: 2 (840 m? fuel)
G-Rating: 3 (200 MW/G), Contra-Grav lifters (40 MW)
G-Turns: 79.5 (113.1 using jump fuel), 25 m? of fuel each
Maint: 149

Electronics
Computer: 3xTL-14 Mod Fb Computer (1 MW ea.)
Commo: 30,000km radio (1 hex; 1 MW), 1000 AU maser («; 0.6 MW)
Avionics: TL-10+ Avionics
Sensors: Passive EMS fixed array 120,000km (4 hexes; 0.1 MW), Active
EMS 300,000km (10 hexes; 15 MW)
ECM/ECCM: EM Masking (5.6 MW), 240,000km EMS jammer (8

Ueknou-Class Vargr Corsair -

e

Medium Long Extreme

TL14150-MjlasTrt

47031 8:710-31 . 16 /i5-3%

Accommodations

Life Support: Extended (1.12 MW), Gravitic Compensators (5G; 28
MW)

Crew: 22: 7xEngineering, 2xElectronics, 2xManeuvering, 6xGun-
nery, 1xMaintenance, 3xCommand, 1xSteward.

Crew Accommodations: 3xSmall Stateroom (single-occupancy;
0.0005 MW ea.), 17xSmall Stateroom, (double-occupancy 0.0005
MW ea.), including allowance for up to 15 ships troops not
included in crew total.

Passenger Accommodations: None

Cargo: 101.3 m?, plus 4 missiles, one large cargo hatch

Small Craft and Launch Facilities: None

Air Locks: 4

Notes
Fuel scoop and purification machinery (14.1375 MW), 6 hours to
refine 2827.5 m3,

hexes; 26 MW)
Controls: Bridge with 9xBridge Workstation, plus
7 other workstations

DAMAGE TABLES
_iInternal Explosion.

Armament
Offensive: 2xTL-14 150-Mj Laser Turret (Loc:
16,17; Arcs: All; 4.2 MW ea.; 1 Crew eal),
2xMissile Turrets (Loc: 6,7: 2 ready Msls ea.;
0.15 MW ea.; 1 Crew ea.), total 4 ready Msls
plus 4 in cargo
Master Fire Directors: 1xTL-14 MFD (5 Diff Mod;
Msl 10 hexes; 10 hexes; 1.77 MW;1
Crew), plus 1xTL-14 MFD (5 Diff Mod;
No Msl; 2 hexes;0.71 MW:1 Crew)

14EcH

J1-10: Elec, 11-20: Qurs .
-10: Elec, 11-17: Hold, 18-20: L'T
1-10: Qtrs, 11-17: Hold, 18-20: LT
5+ Qtrs; 16:20: Hold
0: Qtrs, 11-20: Hold
: Qtrs,6-17: Hold, 1.
-17: Hold, 18-20: MT
‘Hold .~ =
1-6: Elec,
“iHold

7-9:Eng, 10-20: Hold |

 MTH
~ EMMR<(5h
HS2H o L
All Others-(1h)




General Data
Displacement: 380/400 tons
Length: 54 meters
Price: MCr239.29 Target Size: §
Configuration: Wedge AF Tech Level: 14
Mass (Loaded/Empty): 4562.87/4102.28

Hull Armor: 56
Volume: 5320/5600 m?

Engineering Data
Power Plant: 945 MW Fusion Power Plant (94.5 MW/hit), 1 year
duration (0.1345 MW excess power)
Jump Performance: 4 (1400 m? fuel)
G-Rating: 4 (200 MW/G), Contra-Grav lifters (40 MW)
G-Turns: 56 (112 using jump fuel), 25 m? of fuel each
Maint: 143

Electronics

Computer: 3xTL-14 Mod Fb Computers (1 MW ea.)

Commeo: 300,000km radio (10 hexes; 10 MW), 1000 AU maser (e; 0.6 MW)

Avionics: TL-8+ Avionics

Sensors: 150,000km Passive EMS folding array (5 hexes; 0.15 MW),
Active EMS 300,000km (10 hexes; 15 MW)

ECM/ECCM: 120,000km EMS jammer (4 hexes; 18 MW), EM Masking
(5.32 MW)

Controls: 7xBridge Workstation, plus 7 other workstations

Armament
Offensive: 2xTL-14 150M);j Laser Turret (Loc: 12,13; Ares: 1,2,3; 4.2
MW ea.; 1 Crew ea.), 1xTL-14 300 Mj Laser Barbette (Loc: 10;
Arcs:1,2,3; 8.3 MW: 1 Crew), 1xMissile Turret (Loc: 1; 2 ready
Msls; 0.15 MW; 1 Crew) with 2 ready Msls and 4 in cargo
Master Fire Director: 1xTL-14 MFD (5 Diff Mod; Msl 10 hexes; 10
hexes; 1.77 MW; 1 Crew)

Short
-147150-Mjlas Tt 2:'/50-31
TL-14 300-Mj Las Brb

Medium Long
4:00-31" - 8 w-31

Extreme

6:'f1-

80:/+13

10:14-43  20:/14-43  40:'/s-26
Accommodations
Life Support: Extended (1.064 MW), Gravitic Compensators (5G;
26.6 MW)

Crew: 22: 7xEngineering, 1xElectronics, 2xManeuver, SxGunner,
3xGig Crew, 1xMaintenance, 3xCommand

Crew Accommodations: 4xSmall Stateroom (single-occupied; 0.0005
MW ea.), 9xSmall Stateroom, (double-occupied; 0.0005 MW
ea.), 1xEmergency Low Berth (0.002 MW)

Passenger Accommodations: None

Cargo: 26.8 m?, plus four missiles, plus one large cargo hatch

Small Craft and Launch Facilities: External grapple (5L) for 20-ton
Military Gig

Alr Locks: 4

. DAMACGETAB
Surface Hits_~_ Intemal:Explosion:

T-7: Ant T-3: MT, 4-10: Elec, 11-20: Hold
CZEARtT T -5 Qtrs, 6-10: Elec, ic
T-4:EMMR

1:AL
I ec, 12-.

LB, 8-20 Hold
Hold; 11220 QfF

CIBCH .

Notes

Steamlined variant of the Gazelle-
classship’shullis 380tons, 400 tonswith
small craft attached. All drives, etc., are

D-1H scaled for operations at 400 tons.
G-1H Fuel scoops, purification machinery
(6 MW), 14 hours to refine 2800 m3.




General Data

Hull Armor: 64
Volume: 5600m?

Displacement: 400 tons
Length: 44 meters
Price: MCr267.45 Target Size: §
Configuration: Cylinder SL Tech Level: 15
Mass (Loaded/Empty): 3363.86/3026.86

Engineering Data

Power Plant: 1324 MW Fusion Power Plant (265 MWY/hit), 1 year
duration (0.115 MW excess power)

Jump Performance: 4 (1400 m? fuel)

G-Rating: 6 (200 MW/G), Contra-Grav lifters (40 MW)

G-Turns: 52.8 (108.8 using jump fuel), 25 m? of fuel each

Maint: 116

ready mslsea.; 0.15 MW ea.; 1 Crew ea.) with a total of 20 ready
msls plus 20 in cargo

Master Fire Directors: 4xTL-15 MFDs (6 Diff Mods; 10 hexes Msl; 10
hexes; 2.25 MW ea.; 1 Crew ea.)

Accommodations

Life Support: Extended (1.12 MW), Gravitic Compensators (6G; 28
MW)

Crew: 24: B8xEngineering, 2xElectronics, 2xManeuvering, 8xGun-
nery, 3xCommand, 1xMedical

Crew Accommeodations: 4x5mall Stateroom (single-occupancy; 0.0005
MW ea.), 10xSmall Stateroom (double-occupancy; 0.0005 MW ea.)

Passenger Accommodations: None

Cargo: 5.9 m?, plus 20 missiles, one large cargo hatch

Small Craft and Launch Facdilities: None

Alr Locks: 4

Electronics
Computer: 3xTL-15 Mod Fb Computers (1.1 MW ea.) Notes

Commo: 300,000km radio (10 hexes; 10 MW), 2x300,000km Laser Fuel scoop, purification machinery (7.25 MW), 11.26 hourstorefine 2720 m?.

(10 hexes; 0.15 MW), 1000 AU Maser (ss; 0.6 MW)

Avionics: TL-10+ Avionics
Sensors: 180,000km Passive EMS folding amray (6 hexes; S e
0.2 MW), 300,000km Active EMS (with Direction TssH
Finder capability, 10 hexes; 15 MW), 4x300,000km | 237 SOTANtTT : - ELS3H
Ladar (10 hexes; 0.6 MW ea.) 4-5  1:AL2-8:EMMR__ 1-11:Qftrs, 12-20: Hold ©  AGH
ECM/ECCM: EM Masking Package (5.6 MW) (e 1=6'MB,7-20; Hold " " |D-6H
Controls: Bridge with 11xBridge Workstation, plus 9 other | 10 __ 1-11:Qtrs, 12-20: Hold | ‘pp_sy
wodkstati S A1 1-10: Qtrs, 11-20: Hold ™ MD-1H
ons 1
e AR G H
& 0 FPP6H.
rmament MB:1H
Offensive: 4xMissile Barbette (Loc: 6,7,8,9; 5 MFD-(2h
SSR-(2h)
EMM-TH
EMMRBR-(5h) -
AllOthers(1h)




General Data

Displacement: 950/1000 tons  Hull Armor: 62
Length: 51.6 meters Volume: 13,300 m?
Price: MCr686.52 Target Size: M

Configuration: Close USL Tech Level: 15
Mass (Loaded/Empty): 8341.6/7063.5

Engineering Data
Power Plant: 3264 MW Fusion Power Plant (297 MW/hit), 1 year
duration (2.6105 MW excess power)
Jump Performance: 4 (3500 m? fuel)
G-Rating: 6 (500 MW/G), no contra-grav
G-Turns: 54 (110 using jump fuel), 62.5 m? of fuel each
Maint: 265

Electronics

Computer: 3xTL-15 Mod Fib Computers (1.1 MW ea.)

Commo: 2x1000 AU maser (=; 0.6 MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS 240,000km folding array (8 hexes; 0.3 MW),
Active EMS 480,000km (DF capable; 16 hexes; 25 MW),
4x300,000km Ladar (10 hexes; 0.6 MW ea.)

ECM/ECCM: 480,000km EMS jammer (16 hexes; 50 MW), EM
Masking (13.3 MW)

Controls: Bridge with 15xBridge Workstation, plus 21 other
workstations

Armament
Offensive: 2xTL-15 1000-Mj Particle Accelerator (Loc: 6-12, 7-13;
Arcs: 1; 27.8 MW ea.; 1 Crew ea.), 2xTL-15 150-Mj Laser Turret
(Loc: 11—Arcs: 2,3,4; Loc: 20—Arcs: 4,5; 4.2 MEea.; 1 Crewea.),
3xMissile Turret (Loc: 4,5,20; 2 Ready Mslsea.; 0.15 MW; 1 Crew
ea.), total 6 Ready Msls plus 30 in cargo

Defensive: 3xSandcaster Turret (Loc: 4,5—Arcs: 1,2,3;Loc: 20—Arcs:
4,5;TL-15; 2D10x5 Reduc/Hit; 50 Cann ea.; 1 MW ea.; 1 Crew
ea.), TL-15 Meson Screen Generator (PV=253; 20 MW; 1 Crew)

Master Fire Director: 2xTL-15 Beam MFD (6 Diff Mod; No Msl; 10
hexes; 1.56 MW ea.; 1 Crew ea.), and 2xTL-15 Beam/Msl MFD
(6 Diff Mod; Msl 10 hexes; 10 hexes; 1.71 MW ea.; 1 Crew ea.)

Extreme

TS0 Laser

o

1000-Mj Part

Accommodations

Life Support: Extended (2.66 MW), Gravitic Compensators (6G; 66.5 MW)

Crew: 54: 21xEngineering, 2xElectronics, 2xManeuvering, 15xGunnery,
2xMaintenance, 3xFlight Crew, 7xCommand, 2xSteward

Crew Accommodations: 8xSmall Stateroom (single-occupancy; 0.0005
MW ea.), 23xSmall Stateroom (double-occupancy; 0.0005 MW ea.)

Passenger Accommodations: None

Other Facilities: Electronics Shop (0.6 MW), Machine Shop (1 MW)

Cargo: 69.4 m?, plus 30 missiles, one large cargo hatch

Small Craft and Launch Facilities: External Grapple (USL) for 50-ton
Cutter

Alr Locks: 10

Notes

No fuel purification machinery, 6875 m? fuel.

Because it is intended to serve as a Fleet unit, the Chrysanthemum is
dependent on tankers for refueling.

Because the control panels are optimized for smaller ships, some systems
on larger ships may require each hit box to record 2 hits (each hitis a slash;
two slashes in the form of an “x” fill the box) or the use of additional unused
boxes from other lines, such as “other.”

When the cutter is detached cutter” surface hits are taken against the

grapple.




General Data
Displacement: 1250 tons
Length: 78.75 meters
Price: MCr494.1 Target Size: M
Configuration: Wedge SL Tech Level: 15
Mass (Loaded/Empty): 11,813.50/10,076.64

Hull Armor: 42
Volume: 17,500 m?

Engineering Data
Power Plant: 2856 MW Fusion Power Plant (285.6 MW/hit), 1 year
duration (4.797 MW excess power)
Jump Performance: 4 (4375 m? fuel)
G-Rating: 4 (625 MW/G), Contra-Grav lifters (125 MW)
G-Turns: 44 (100 using jump fuel), 78.125 m? of fuel each
Maint: 414

Electronics

Computer: 3xTL-15 Mod Fb Computers (1.1 MW ea.)

Commo: 2x300,000km radio (ony one powered; 10 hexes; 10 MW),
2x1000 AU maser (e; 0.6 MW ea.)

Avionics: TL-10+ Avionics

Sensors: Passive EMS 180,000km folding array (6 hexes; 0.2 MW),
Active EMS 300,000km (DF capable;10 hexes; 15 MW)

ECM/ECCM: None

Controls: Bridge with 13xBridge Workstation, plus 19 other
workstations

Armament
Offensive: 2xTL-15 700-Mj Laser Barbette

Short
2 10:Y10-3]
10:'/21-66

Medium Extreme
i 80: 1031

80:'/2166

[130-Mj Laser Turet

700-Mj Laser Barbette

Accommodations

Life Support: Extended (3.5 MW), Gravitic Compensators (6G; 87.5 MW)

Crew: 90: 19xEngineering, 1xElectronics, 2xManeuvering, 12xGun-
nery, 2xMaintenance, 35xShip‘sTroops, 3xFlight Crew, 12xCom-
mand, 2xSteward, 2xMedical

Crew Accommodations: 26x5Small Stateroom (single-occupancy;
0.0005 MW ea.), 14xSmall Stateroom (double-occupancy;
0.0005 MW ea.), 9xLarge Stateroom (ship’s troops, quadruple-
occupancy; 0.001 MW ea.)

Passenger Accommodations: None

Other Facilities: Electronics Shop (0.6 MW), Machine Shop (1 MW),
Sickbay (0.8 MW), 4 Emergency low berths (0.008 MW ea.)

Cargo: 702.5 m?, plus 38 missiles, 4 large cargo hatches

Small Craft and Launch Facilities: Internal Hangar (Minimal) for 30-
ton Ship’s Boat and launch port, Internal Hangar (Minimal) for
ATV, & air raft with launch port

Air Locks: 13

Notes

Fuel scoop and purification machinery (39.063 MW), 6 hours to refine
7812.5m?.

Because the control panels are optimized for smaller ships, some systems
on larger ships may require each hit box to record 2 hits (each hitis a slash;
two slashes in the form of an “x” fill the box) or the use of additional unused
boxes from other lines, such as “other.”

(Loc: 16,17; Arcs: All; 19.5 MW ea.; 1

Crewea.), 2<TL-15 Missile Turret (Loc:

4,5; 2 ready msls ea.; 0.15 MWea,; 1
Crew ea.) total of 4 ready msls plus 38
in cargo, 4xTL-15150-Mj Laser Turret
(Loc:10,11—Ares: 1,2,3;Loc: 18,19—
Arcs: All; 4.2 MW ea.; 1 Crew ea.)
Master Fre Directors: 2<TL-15 Beam/Missile
MFD (6 Diff Mod; Md 10 hexes; 10
hexes; 1.71 MW ea.; 1 Crewea.), and 2x
TL-15 Beam MFD (6 Diff Mod; No Ms;
10 hexes; 1.56 MW ea.; 1 Crew ea.)




General Data
Displacement: 3000 tons
Length: 105 meters
Price: MCr1549.59 Target Size: M
Conflguration: Wedge 5L Tech Level: 15
Mass (Loaded/Empty): 28,767.43/25,583.88

Hull Armor: 62
Volume: 42,000 m?

Engineering Data
Power Plant: 9894 MW Fusion Power Plant (300 MW/hit), 1 year
duration (0.7485 MW excess power)
Jump Performance: 4 (10,500 m? fuel)
G-Rating: 6 (1500 MW/G), Contra-Grav lifters (300 MW)
G-Turns: 51.6 (107.6 using jump fuel), 187.5 m? of fuel each
Maint: 1020

Electronics

Computer: 3xTL-15 Mod Fb Computer (1.1 MW ea.)

Commo: 1000 AU radio (e<; 20 MW), 2x1000 AU maser (=; 0.6 MW ea.)

Avionics: TL-10+ Avionics

Sensors: Passive EMS 240,000km folding array (8 hexes; 0.3 MWea.),
Active EMS 480,000km (DF capable; 16 hexes; 25 MW),
4x300,000km Ladar (10 hexes; 0.6 MW ea.)

ECM/ECCM: 480,000km EMS jammer (16 hexes; 50 MW), EM
Masking (42 MW)

Controls: Bridge with 26xBridge Workstation, plus 65 other workstations

Armament
Offensive: TL-15 2000-Mj Particle Accelerator (Loc: Spinal; Arcs: 1; 55.6
MW; 1 Crew), 8<TL-15 150 M Laser Turret(Loc: 1,3,4,10,11,13,14—
Arcs: 1,2,3; Loc: 20—Arcs: 4,5; 4.2 MW ea.; 1 Crew ea.), 6xMissile
Turret (Loc: 1,3,4,13,14,20; 2ready missilesea.; 0.15 MWea.; 1 Crew
ea.) total of 12 ready missiles plus 36 in cargo

Defensive: 20MW TL-15 Meson Screen Generator (PV=253; 20 MW; 1
Crew), 6xSandcaster Turret(Loc: 1,3,4,13,14—Arcs: 1,2,3; Loc: 20—
Arcs: 5,6; TL-15; 2D10xS per hit; 50 Cann; 1 MW ea. 1 Crew ea.)
Master Fire Directors: 2xTL-15 Missile/Beam MFD (6 Diff Mods; Msl
10 hexes; 10 hexes; 1.71 MWea.; 1 Crewea.), and 3xTL-15 Beam
MFD (6 Diff Mods; No Msl 10 hexes; 1.56 MW ea.; 1 Crew ea.)
Medium long Extreme
{ :1e=310
40: 224

10: 224 20: 224 80: 196

2000 -Mj Part Acce{

Accommodations

Life Support: Extended (8.4 MW), Gravitic Compensators (6G; 210 MW)

Crew: 129: 65xEngineering, 2xElectronics, 2xManeuvering,
27xGunnery, 5xMaintenance, 6xFlight Crew, 17xCommand,
3xStewards, 2xMedical

CrewAccommodations: 17xSmall Stateroom (single-occupancy; 0.0005
MW ea.), 56xSmall Stateroom (double-occupancy; 0.0005 MWea.)

Passenger Accommodations: None

Other Facilities: Electronics Shop (0.6 MW), Machine Shop (1 MW),
Sickbay (0.8 MW)

Cargo: 316.4 m?, plus 36 missiles, 2 large cargo hatches

Small Craft and Launch Facilities: Intemal Hangar (Minimal) for
2x50-ton Cutter, two launch ports

Air Locks: 30

Notes
Fuel purification machinery (100.875 MW), 6 hours torefine 20,175 m3,
Because the control panels are optimized for smaller ships, some systems
on larger ships may require each hit box to record 2 hits (each hitis a dash;
two slashes in the form of an “x” fill the box) or the use of additicnal unused
boxes from other lines, such as “other.”

Area (1D20) Surface Hits
1

~ Hold

Ant
1z AL 2-11: EM_MR
~ 1-10: EMMR 2
) '1-10: Ant

1-2: PA, 3-7: Qtrs, 8-20: Hold
O 1-2:PA,3°7:Qtrs, 8-20: Hold:
11 LT, 2-6: Elec, 7-11: Eng,
-16:Qtrs, 17:20; Hold
: LT, 2-6: Eng, 7-11: Qtrs, 12:
1-5:Eng, 6-20: Hold
1z Sand, 2: MT; 37 LT, 4220
1: Sand 2: MT, 3: LT
1-15: F.ng,16 50 Ho!d
1-10: Eng, 11-20: Hold
“ 1 Sand, 27MT, 3T LT

C1:AL
1AL

1-12:1Ps, 13-14: 1CH, 1

ST Sand, 2-MT 34 PAS: LT-
6.10: Elec 11-13; Eng,14 20: Hold

"s_ae'c, 6102 Qtrs; 11520 Holi
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General Data
Displacement: 100 tons
Length: 35 meters
Price: MCr58.41 Target Size: §
Configuration: Wedge AF Tech Level: 14
Mass (Loaded/Empty): 1100.25/957.05

Hull Armor: 56
Volume: 1400 m3

Engineering Data
Power Plant: 153 MW Fusion Power Plant (76.5 MW/hit), 1 year
duration (1.2645 MW excess power)
Jump Performance: 2 (210 m? of fuel)
G-Rating: 2 (50 MW/G), Contra-Grav lifters (10 MW)
G-Turns: 56 (89.6 using jump fuel), 6.25 m? of fuel each
Maint: 31

Electronics
Computer: 3xTL-14 Mod 5t Computers (0.5 MW ea.)
Commo: 300,000km radio (10 hexes; 10 MW), 1000 AU maser (=; 0.6
MW)
Avionices: TL-10+ Avionics
Sensors: 150,000km Passive EMS folding

S8  Zhodani Ninz-Class Scout

Medium
4 -310

long Extrerne
L83l 1631

TL14150-Mj Las Tt

Accommodations

Life Support: Extended (0.28 MW), Gravitic Compensators (5G; 7
MW)

Crew: 5: 1xEngineering, 1xElectronics, 2<xManeuvering, 1xGunnery

Crew Accommaodations: 1xSmall Stateroom (single-occupancy, 0.0005
MW ea.) 2xSmall Stateroom, (double-occupancy, 0.0005 MW ea.)

Passenger Accommodations: 6x5mall Stateroom (0.0005 MW ea.)

Cargo: 94.6 m?, one small cargo hatch

Small Craft and Launch Facilities: Air raft in internal bay (Minimal),
one launch port

Air Locks: 1

Notes
Fuel scoop and purification machinery (1.4 MW), 12 hours to refine 560 m?.
Bridge has one excess workstation, for use by observer or psionic adept.

array (5 hexes; 0.15 MW), Active EMS
300,000km (10 hexes; 15 MW)

ECM/ECCM: EM Masking (1.4 MW)
Controls: Bridge with 4xBridge Worksta-
tion, plus 1 other workstation

Armament

Offensive: 1xTL-14 150-Mj La-
ser Turret (Loc: 10; Arcs: 1,2,3;
4.2 MW; 1 Crew)

 Intemal Explosio
H

1=l




General Data
Displacement: 150 tons
Length: 46.5 meters
Price: MCr100.073 Target Size: S
Configuration: Needle SL Tech Level: 14
Mass (Loaded/Empty): 1210.62/1044.02

Hull Armor: 31
Volume: 2100 m?

Engineering Data
Power Plant: 324 MW Fusion Power Plant (102.6 MW/hit), 1 year
duration (2.0715 MW excess power)
Jump Performance: 5 (630 m? fuel)
G-Rating: 3 (75 MW/G), Contra-Grav lifters (15 MW)
G-Turns: 48 (115.2 using jump fuel), 9.375 m? of fuel each
Maint: 44

Electronics
Computer: 3xTL-14 Mod Fb Computers (1 MW ea.)

Armament

Offensive: 1xTL-14 150 Mj Laser Tumret (Loc: 10; Arcs: All; 42 MW;
Overpowered to -2 Diff Mod; 1 Crew)

Medium Long Extreme
’ : 16:1/10-31

Accommodations

Life Support: Extended (0.42 MW), Gravitic Compensators (5G; 10.5
MW)

Crew: 11: 4xEngineering, 1xEHectronics, 2xManeuvering, 1xGun-
nery, 1xMaintenance, 1xCommand, 1xSteward.

Crew Accommodations: 11xSmall Stateroom (0.0005 MW ea.)

Passenger Accommodations: 2xSmall Stateroom (0.0005 MW ea.)

Cargo: 91 m?, one small cargo hatch

Small Craft and Launch Facllities: None

Air Locks: 2

Commo: 300,000km radio (10 hexes; 10 MW), 1000 AUmaser (=; 0.6  Notes
MW) No fuel scoop or purification machinery fitted. The steward is present only as
Avionics: TL-10+ Avionics a reflection of the Chatl-class’ main task as a VIP transport and liaison vessel.
Sensors: 150,000km Passive EMS folding array (5 hexes; 0.15 MW), Note that flight deck contains one extra workstation for use by VIP passenger
Active EMS 300,000km (10 hexes; 15 MW) or psionic adept.
Controls: Flight deck with 5xworkstations, plus 3 other workstations 1080 m? of fud total.




General Data Short Medium  long Extreme
Displacement: 400 tons Hull Armor: 62 14:150-MjLas Tit™  2:1/10-31 o310 &Mie-31 1631
Length: 66 meters Volume: 5600 m? e '

Price: MCr245.84 Target Size: S Accommodations
Configuration: Needle SL Tech Level: 14 Life Support: Extended (1.12 MW), Gravitic Compensators (5GC; 28
Mass (Loaded/Empty): 5084.96/4780.06 MW)

Crew: 25: 11xEngineering, 1xElectronics, 2xManeuvering, 5xGun-
nery, 1xMaintenance, 3xCommand, 1xSteward, 1xMedical

Crew Accommodations: 3xSmall Stateroom (single-occupancy;
0.0005 MW ea.), 11xSmall Stateroom (double-occupancy; 0.0005

Engineering Data
Power Plant: 1335 MW Fusion Power Plant (103 MW/hit), 1 year
duration (0.341 MW excess power)

Jump Performance: 2 (1400 m?3 fuel)
G-Rating: 6 (200 MW/G), Contra-Grav lifters (40 MW)
G-Turns: 48 (104 using jump fuel), 25 m? of fuel each

MW ea.)
Passenger Accommeodations: None
Cargo: 122.9 m?, one large cargo hatch

Maint: 185 Small Craft and Launch Fadilities: None
Air Locks: 4
Electronics
Computer: 3xTL-14 Mod Fb Computers (1 MW ea.) Notes
Commo: 300,000km radio (10 hexes; 10 MW), 1000 AU maser (o; 0.6 Fuel scoop, purification machinery (13 MW), 6 hours to refine 2600 m3.
MW)

Avionics: TL-10+ Avionics

Sensors: 150,000km Passive EMS folding array (5 hexes; 0.15 MW),
Active EMS 300,000km (10 hexes; 15 MW)

ECM/ECCM: EM Masking (5.6 MW)

Controls: Bridge with 7xBridge Workstation, plus 11

other workstations

Area (1D20)

Armament
Offensive: 4xTL-14 150 M;j Laser Turret (Loc:
10,10,10,11; Arcs: All; 4.2 MW ea.; 1 Crew ea.)
Master Fire Director: 1xTL-14 MFD (5 Diff Mod; 10
hexes Msl; 2 hexes; 0.874 MW; 1 Crew)

Al Others-(1}




General Data

Displacement: 2000 tons Hull Armor: 90
Length: 90 meters Volume: 28,000 m?
Price: MCr974.84 Target Size: M
Configuration: Wedge SL Tech Level: 14

Mass (Loaded/Empty): 23,005.96/20,749.46

Engineering Data
Power Plant: 4614 MW Fusion Power Plant (100 MW/hit), 1 year
duration (0.4415 MW power shortfall)
Jump Performance: 2 (4200 m? fuel)
G-Rating: 4 (1000 MW/G), Contra-Grav lifters (200 MW)
G-Turns: 48 (81.6 using jump fuel), 125 m? of fuel each
Maint: 794

Electronics

Computer: 3xTL-14 Mod Fib Computers (1 MW ea.)

Commo: 3x300,000km radio (10 hexes; only one powered: 10 MW),
2x1000 AU maser (e; 0.6 MW ea.)

Avionics: TL-104+ Avionics

Sensors: Passive EMS fixed array 150,000km (5 hexes; 0.15 MW),
Active EMS 300,000km (DF capable; 10 hexes; 15 MW),
300,000km Ladar (10 hexes; 2.5 MW)

ECM/ECCM: 180,000km EMS jammer (6 hexes; 22 MW), EM Masking
(28 MW)

Controls: Bridge with 21xBridge Workstation, plus 38 other workstations

Armament
Offensive: 1xTL-14 2000-Mj; Particle Accelerator (Loc: Spinal; Arcs: 1;
55.6 MW; 1 Crew), 4xMissile Barbette (Loc: 1,14,15,20; 5 ready
Msls ea.; 0.15 MW ea.; 1 Crew ea.) total 20 ready Misls plus 40 in
cargo, 4xTL-14 300-Mj Laser Barbette (Loc:1,14,15—Arcs: 1,2,3;
Loc: 20—Arcs: 4,5; 8.3 MW ea.; 1 Crew ea.)
Defensive: TL-14 Meson Screen Generator (PV =232, 20 MW, 1 Crew)
Master Fire Directors: 2XTL-14 Beam/Missile MFDs (5 Diff Mod, Msl
10 hexes; 10 hexes; 1.77 MW: 1 Crew ea.) and 2xTL-14 Beam
MEFDs (5 Diff Mod, No Msl; 10 hexes; 1.62 MW; 1 Crew ea.)
Medium

Long Extreme

LT 2 80:a13
2000- 20:224 40:123 B0:63
Accommodations

Life Support: Extended (5.6 MW), Gravitic Compensators (5G; 140

MW)

Crew: 141: 38xEngineering, 2xElectronics, 2xManeuvering, 18xGun-
nery, 5xMaintenance, 48xShip‘s Troops, 4xFlight Crew, 19xCom-
mand, 3xSteward, 2xMedical

Crew Accommodations: 19xSmall Stateroom (single-occupancy;
0.0005 MW ea.), 37xSmall Stateroom, (double-occupancy;
0.0005 MW ea.), 12xLarge Stateroom (ship’s troops, quadruple-
occupancy; 0.001 MW ea.)

Passenger Accommodations: None

Other Facilities: Electronics Shop (0.6 MW),

Sickbay (0.8 MW), Machine Shop (1 MW)

Cargo: 686.5 m?, plus 40 missiles, 4 large cargo
hatches

Small Craft and Launch Fadilities: Internal Hangar

(Spacious) for 2x30-ton craft, 2 launch ports

Alr Locks: 20

Notes

Fuel scoop and purification machinery (51
MW), 6 hours to refine 10,200 m®.

Because the control panels are optimized for
smaller ships, some systems on larger ships may
require each hit box to record
2 hits (each hit is a slash; two
slashesin the form ofan “x" fill
the box) or the use of addi-
tional unused boxes from
other lines, such as “other.”
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General Data
Displacement: 600/1080/2080 tons Hull Armor: 20

Length: 144 meters
Price: MCr749.86 Target Size: M (L)
Configuration: Open Frame USL Tech Level: 12
Mass (Loaded/Empty): 17,404.69/13,311.09

Volume: 8400/14,000/28,000 m?

Engineering Data

Power Plant: 2280 MW Fusion Power Plant (50 MW/hit), 1 year duration

Jump Performance: 2 at 2080 tons, 3 at 1560 tons, 4 at 1248 tons (Group lIl
only), 5 at 1040 tons (Group lll only) (Fuel used per jump varies with
displacement and jump distance, but is always 4368m® for maximum
jump at current displacement.)

G-Rating: 2 at all displacements, limited by hull construction. Divide displace-
ment (in 14 m® tons) by 2 to get MW needed per G of performance. No
contra-grav lifters.

G-Turns: Assuming fuel from fuel skimmer (3500 m?) and 400-ton fuel module
(4722 mY), 8222 m3 fuel is available, but fuel use varies with displace-
ment. At 2080 tons, 130 m3 fuel per G-turn. For other configurations,
divide MW/G by 8 to get m* of fuel per G-turn for current displacement.

Maint: 630

Electronics

Computer: 1xTL-12 Mod Fb Computer (0.8 MW), 2xTL-12 Mod St Computer
(0.4 MW)

Commo: 300,000km radio (10 hexes; 10 MW), 1000 AU maser (eo; 0.6 MW)

Avlonlcs: TL-104 Avionics

Sensors: Passive EMS fixed array 120,000km (4 hexes; 0.15 MW), Active EMS
300,000km (10 hexes; 27.5 MW)

ECM/ECCM: EM Masking (8.4 MW)

Controls: Bridge with 18xBridge Workstation, plus 26 other workstations

Armament
Offenslve: 8xTL-12 120-Mj Laser Turret (Loc: 4,5,5—Arcs: 1,2,3,4; Loc: 10—
Arcs: All; Loc: 18,19,20,20—Arcs: 2,3,4,5; 3.3 MW ea.; 1 Crew ea.), TL-
12 1000-Mj Meson Gun (Loc: Spinal; Arcs: 1; 27.8 MW; 5 Crew)
Master Fire Directors: 3xTL-12 MFD (4 Diff Mods; No Msl, 10 hexes; 2.95 MW
ea.; 1 Crew ea.)

Short Medium Long Ext
120-MjlaserTurret = = 47427 8427 " 167/:20 327510
1000-Mj Meson Gun 5:158 10:75 20:38 40:19

Accommodations

Life Support: Extended (1.68 MW), Gravitic Compensators (3G; 42 MW)

Crew: 85: 26xEngineering, 2xElectronics, 2xManeuvering, 16xGunnery,
7xMaintenance, 18xFlight Crew, 11xCommand, 2xSteward, 1xMedical

Crew Accommodations: 20xSmall Stateroom (double-occupancy; 0.0005
MW ea.). Additional accomodations for crew contained in 100-ton
auxiliary quarters module.

Passenger Accommodatlons: None, but additional quarters modules may be
added.

Cargo: 149 m?, plus cargo modules, one small cargo hatch

Small Craft and Launch Facllities: External grapples (USL) for 50-ton Cutter,
30-ton craft, 1x400-ton fuel skimmer, and 4x100-ton, 1x200-ton, and
1x400-ton auxiliary modules.

Alr Locks: 6

Notes

Clipper carries no fuel of its own. All reaction mass and jump fuel carried in Manta-
class fueler and fuel modules. Listed price does notinclude Manta, but Mantd's loaded
mass is included with the clipper’s loaded mass, along with loaded mass of one
modular cutter and one 30-ton boat (which account for the extra 80 tons of
displacement). Price and mass does not include any modules, although clipper is
typically fitted at least with one 100-ton auxiliary quarters module and a 400-ton fuel
module. The fuel module carries 4722.4 m? of fuel, plus fuel purification machinery
(9.9 MW) sufficient to purify that amount in 17.17 hours.

The Group lll dippers are later models with recovered higher technology jump drives.

Fully loaded clipper only has an actual target size of medium (M), but because its
laser turrets are all mounted on turret extenders, itis treated as a large (L) target when
being scanned by active sensors.

On the damage table, modules A, B, C, and D are 100-ton modules, module E is
a 200-ton module, and module F is a 400-ton module, almost always a fuel module.

When clipper is empty, treat as Open Frame for purposes of hit location and fire
arcs. When loaded with any modules, use Close Structure. When Mantais not docked,
treat hitson areas 12,13, 16, and 17 as a surface hit on its 400-ton grapple, then reroll
for interior hit location on 1010+10.

For hits on fuel module, use 1-18: Fuel, 19-20: Fuel Purification, with FP-13H. Hits
on a 100-ton quarters module are treated as SSR hits, there are 43 such rooms. Other
locations should be handled abstractly as cargo.

Internal Explosion

M
1-10: ModuleF

| Systems

_1-4: MG, 5-11: Elec, 12-20: Hold _ | T
j f % MG-16H
' |D-27H
EMM-TH T
~ PP-46H e
L AG-2H S
MFD-1H
Gle’E SSR-(2h)
Module E IS-7H
ELS-4H

E LT2LT 3-4 Elec, 5-9: pple,
‘l'l 20 100-ton ModuleA

100-ton Grapple-2!
- 200-ton Grapple-2
- 400-ton Grapple-6|




General Data
Displacement: 500 tons
Length: 75 meters
Price: MCr241.7 Target Size: S
Configuration: Wedge SL Tech Level: 12/15
Mass (Loaded/Empty): 5340.61/4405.73

Hull Armor: 30/62
Volume: 7000 m?

Engineering Data

Power Plant: 891 MW Fusion Power Plant (99 MW/hit), 1 year duration,
plus 38.4 MW auxiliary fusion plant (38.4 MW/hit), 1 year duration

Jump Performance: 2 (1050 m?3 fuel)

G-Rating: 3 (250 MW/G), Contra-Grav lifters (50 MW)

G-Turns: 48 (59.2 allowing fuel for jump 1, 81.6 using all jump fuel),
31.25 m?3 of fuel each

Maint: 156

Electronics

Computer: 3xTL-15 Model 5t (0.55 MW ea.)

Commo: 2x300,000km radio (10 hexes; 10 MW), 2x1000AU maser
(e0; 0.6 MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS folding array 150,000km (5 hexes; 0.15 MW),
Active EMS 300,000km (10 hexes; 15 MW), TL-15 Densitometer
(0.4 MW), TL-14 Neutrino Sensor (0.01 MW)

ECM/ECCM: EMS jammer (10 hexes; 30 MW), EM Masking package
(6.58 MW)

Controls: Bridge with 7xBridge Workstation, plus 6 other workstations

Armament

Offensive: 3xTL-14 150-Mj Laser Tumet (Loc: 2/3; Arcs: 1,2,3; 4.2
MW; 1 Crew; Loc: 16,17; Arcs: All; 4.2 MW ea.; 1 Crew ea..),
1x300-Mj Laser Barbette (Loc: 10; Arcs: 1,2,3; 8.3 MW; 1 Crew),
1xMissile/RCV Barbette (Loc: 11; 5 ready Msls or recce drones;
0.15 MW; 1 Crew)

Master Fire Directors: 1 TL-14 (5 Diff Mod; Non-Msl; 10 hexes; 1.62
MW:; 1 Crew)

(LR EER O S
300-M; Laser Barbette

Accommodations

Life Support: Extended (1.036 MW), Gravitic Compensators (5G;
32.9 MW)

Crew: 35 (6xEngineering, 1xElectronics, 2xManeuver, 6xGunnery,
1xMaint, 3xSmall Craft, 3xCommand, 1xMedic, 6xScouts,
6xTroops)

Crew Accommodations: 1xSmall Stateroom (0.0005 MW), 17xLarge
Stateroom (0.001 MW)

Small Craft and Launch Facilities: External grapple for 30-ton small
craft, Internal hangars for 2 airrafts, 2 tracked ATVs, 1 launch port
each

Additional Fittings: 5xAir Lock, 247.5 m® cargo with 1 large hatch, 8-ton
sick bay (0.8 MW), 2x8-ton lab (0.8 MW ea.), 10-ton machine shop

(1 MW), 6-ton electronics shop (0.6 MW)

Notes
Built by the Covenant of Sufren from can-

jold
=202 Hol

nibalized TL-14 Gazelle and TL-15 Scout hulls,
withlocally manufactured TL-12 components.

Systems consume 929.4 MW. Gazelledrop
tanks are now permanently attached.

2550 m? of fuel (not counting 94.86 m?
reactorfuel), 1050m?neededforjump 2, 700 m?
forjump 1. Fuel purificationmachinery (3.1875
MW) sufficient to purify
637.5 m? in 6 hours (24
hours for entire load).

Surface hit locations 1-5
have armor 30, all others
have 62.




General Data
Displacement: 10 tons Hull Armor: 14
Length: 14 meters Volume: 140 m?
Price: MCr9.9 Target Size: VS
Configuration: Cylinder, SL Tech Level: 12
Mass (Loaded/Empty): 83.95/74.83

Engineering Data i
Power Plant: 14MW Fusion Power Plant (14 MW/hit), 1 year duration [
(0.255 MW power shortfall)
G-Rating: 1 (5 MW/G), Contra-Grav lifters (1 MW)
G-Turns: 16, 0.625 m? of fuel each

Maint: 3
Electronics . .

Computer: 2xTL-12 Model St (0.4 MW each) Air Locks: 1

Commo: 30,000km radio (1 hex; 1 MW), 1000 AU maser (e; 0.6 MW)

Avionics: TL-10+ Avionics : Notes

Sensors: Passive EMS fixed array 30,000 km (1 hex; 0.03 MW), Active Passenger seats may be removed, each adding 3.5 m?* to the cargo capacity.
EMS 300 km (0 hexes; use extreme range for task difficulty in ~ Must shut down radio or maser when taking off.
same hex; 5 MW) No fuel purification machinery, 10 m? (0.7 tons) of reaction mass is

Controls: Flight deck with 2xworkstation carried.

Armament
None

Accommodations
Life Support: Basic (0.014 MW), Cravitic Compensators (3G; 0.7 MW)
Crew: 2 (1xManeuver, 1xElectronics)
Crew Accommodations: 2xWorkstation
Passenger Accommodations: 20xSeat (Adequate)
Cargo: 8.46m?, one small cargo hatch
Small Craft and Launch Facilities: None

General Data

Displacement: 30 tons Hull Armor: 40
Length: 27.6 meters Volume: 420 m?
Price: MCr17.67 Target Size: VS

Configuration: Needle S Tech Level: 12
Mass (Loaded/Empty): 428.08/378.48

Engineering Data
Power Plant: 90MW Fusion Power Plant (45 MW/hit), 1 year duration
(17.297 MW excess power)
G-Rating: 4 (15 MW/G), Contra-Grav lifters (3 MW)

G-Turns: 96, 1.875 m3 of fuel each ; -
Maint: 14 Crew Accommodations: 3xWorkstation

Passenger Accommodations: 20xSeat (Adequate)

Electronics C?rgo: 37 m3, one small cargo hatch
Computer: 2xTL-12 Model St (0.4 MW ea.) A Lok
Commo: 30,000km radio (1 hex; 1 MW), 1000 AU maser (=; 0.6 MW)  Notes
Avionics: TL-10+ Avionics Passenger seats may be removed, each adding 3.5 m? to the cargo capacity.
Sensors: Passive EMS fixed array 30,000 km (1 hex; 0.03 MW), Active  Ng fuel purification machinery, 180m? (12.86 tons) of reaction mass is carried.
EMS 300 km (0 hexes; use extreme range for task difficulty in The Ship’s Boat design has 17.3 MW of power left over, which allows the
same hex; 5 MW) mounting of wea or more | sensors at the e of cargo space.
Controls: Flight deck with 2xworkstation, plus 1 other work- J i Eoe Lo =
station
Armament
None

Accommodations

Life Support: Basic (0.042 MW), Cravitic
Compensators (3G; 2.1 MW)

Crew: 3 (1xEngineering, 1xElectronics,
1xManeuver)




B General Data

Displacement: 50 tons Hull Armor: 30

Length: 33 meters Volume: 700 m?

Price: MCr18.98 (cutter alone) Target

Size: VS

Configuration: Needle SL  Tech Level: 12

Mass(Loaded/Empty): 353.82/340.72 cutteralone
727.45/684.96 with fuel module

Engineering Data
Power Plant: 100 MW Fusion Power Plant (50 MW/hit), 1 year duration
(10.9196 MW excess power used to power modules)
G-Rating: 3 (25 MW/G), Contra-Grav lifters (5 MW)
G-Turns: 48, 3.125 m? of fuel each
Maint: 13, +13 for fuel module

Electronics

Computer: 2xTL-12 Model 5t (0.4 MW ea.)

Commo: 30,000km radio (1 hex; 1 MW), 1000 AU maser (=; 0.6 MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed array 30,000 km (1 hex; 0.03 MW), Active
EMS 300 km (0 hexes; use extreme range for task difficulty in
same hex; 5 MW)

Controls: Flight deck with 2xworkstation, plus 1 other workstation

Accommodations

Air Locks: 1

Notes

Modular Cutter may be fitted with a variety of 29-ton (406m?* modules,
including lab module (336.3 tonnes loaded/284.4 empty, MCr14.12),
passenger/cargo module (311.59 tonnes loaded/133.59 empty, MCr0.4,
carries 30 passengers and 178 m? cargo—passenger seats, 7 m?*each, can be
traded for cargo or for smaller seats, but if cargo mass exceeds 284 tonnes, cutter
G-rating will drop to 1G), ATV module (211.84 tonnes loaded/161.84 empty,
MCr0.16, includes space for a single ATV of up to 50 tonnes).

Data assumes the fitting of a fuel scoop module (373.63 tonnes loaded/
344.24 empty, MCr0.17). The module can scoop and carry 277 m? (19.8 tons)
of fuel and has fuel purification machinery sufficient torefine 277 m?in 6 hours.

Life Support: Basic (0.0294 MW), Gravitic Compensa-
tors (3G; 1.47 MW)

Crew: 3 (1xEngineering, 1xElectronics, 1xManeuver)

Crew Accommodations: Flight Deck

Passenger Accommeodations: Varies depending upon
module fitted.

Cargo: Varies depending upon module fitted (388 m?
in cargo module), 2.6 m? in cutter

1-10: Elec (C), 11-20: Q
5 QU (C); 6-10: Ele
Hold (C), 16-20: Eng (M
15: Hold (C), 16-20: Hold (M)

7 1:Eng (M), 2-20: Hold (M)

B General Data

] Displacement: 95 tons
Length: 27.6 meters Volume: 1330 m?
Price: MCr29.04 Target Size: VS
Configuration: Cylinder AF Tech Level: 12
Mass (Loaded/Empty): 953.11/711.21

Hull Armor: 31

Engineering Data
Power Plant: 170 MW Fusion Power Plant (42.5 MW/hit), 1 year
duration (3.591 MW excess power)
G-Rating: 3 (4.75 MWY/G), Contra-Grav lifters (3.5 MW)
G-Turns: 96, 5.9375 m? of fuel each
Maint: 34

Electronics

Computer: 2xTL-12 Model St (0.4 MW ea.)

Commo: 30,000km radio (1 hex; 1 MW), 1000 AU maser (=; 0.6 MW)

Avionics: TL-10+ Avionics

Sensors: Passive EMS fixed array 30,000 km (1 hex; 0.03 MW), Active
EMS 300 km (0 hexes; use extreme range for task difficulty in
same hex; 5 MW)

Controls: Flight deck with 2xworkstation, plus 1 other workstation

1 turret hardpoint socket fitted (Loc: 11; Arc: 2,3,4)

Accommodations

Life Support: Basic (0.133 MW, Gravitic Compensators (3G; 6.65
MW)

Crew: 3 (1xEngineering, 1xElectronics, 1xManeuver)

Crew Accommodations: 3xWorkstation

Passenger Accommodations: 80xSeat (Adequate)
Cargo: 202m?3, one large cargo hatch
Air Locks: 1

Notes

Passenger seats may be removed, each adding
3.5 m? to the cargo capacity. No fuel purification
machinery is fitted, 570m? (8.14 tons) of reaction
mass carried.




General Data
Displacement: 20 tons Hull Armor: 50
Length: 20 meters Volume: 280 m?
Price: MCr19.9 Target Size: VS
Configuration: Wedge S Tech Level: 14
Mass (Loaded/Empty): 299.79/263.54

Engineering Data

. Power Plant: 67.5 MW Fusion Power Plant (6.75
MW/hit), 1 yearduration (0.001 MWexcess
power)

Jump Performance: None

G-Rating: 5 (10 MW/G), Contra-Grav lifters (2 MW}

G-Turns: 60, 1.25 m? of fuel each

Maint: 9

Electronics

Computer: 2xTL-14 Mod St Computers (0.5 MW ea.) N

Commo: 30,000km radio (1 hex; T MW), 1000 AU maser (=; 0.6 MW) OLE;:Zr s Forveard e GO
Avionics: TL-10+ Avionics - 7 .
Sensors: Passive EMS fixed array 60,000km (2 hexes; 0.04 MW), Active Fuel scoop, but no purification machinery. 75 m* of fuel carried.

EMS 60,000km (2 hexes; 7 MW) Medi L Ext

ECM/ECCM: EM Masking (0.28 MW) L VOIS dcdiinl__ LONJ i
Controls: Flight deck with 3xworkstations ; 1810 207 Y :

T

Armament
Offensive: 1xTL-14 144Mj Laser Lance (Loc: 1; Arcs: 1; 4 MW;
Crew on Flight Deck)

Accommodations =
Life Support: Extended (0.056 MW), Gravitic Compensators . ‘g
(5G; 1.4 MW)

Crew: 3: 1 xCommander/Pilot, 1xEngineer/Gunner, 1xElectronics

Crew Accommodations: 3xWorkstation

Passenger Accommodations: 3xSeat (Adequate), 1xEmergency
Low Berth (0.002 MW)

Cargo: 61 m?, one small cargo hatch

Small Craft and Launch Facilities: None

Air Locks: 1

General Data
Displacement: 15 tons Hull Armor: 62
Length: 15 meters Volume: 210 m?
Price: MCr21.84 Target Size: VS
Configuration: Cylinder AF Tech Level: 15
Mass (Loaded/Empty): 218.8/210.53

Engineering Data
Power Plant: 69 MW Fusion Power Plant (69
MW/hit), 1 month duration (0.656 MW
power shortfall)
Jump Performance: None
G-Rating: 6 (7.5 MW/G), Contra-Grav lifters (1.5 MW)
G-Turns: 126, 0.9375 m? of fuel each

Maint: 5
Electronics

Computer: 2xTL-15 Mod 5t Computers (0.55 MW ea.) : .

Commo: 1000 AU maser (w; 0.6 MW) AlrLocks] Hatah

Avionics: TL-10+ Avionics Notes

Sensors: Passive EMS fixed array 60,000km (2 hexes; 0.04 MW), Active Laser is a fixed, forward-firing mount. No fuel scoop or purification
EMS 3q0,000km (10 hexes; 15 MW) machinery. Power isinadequate to operate maser and radio communicators

ECM/ECCM: EM Masking (0.21 MW) at the same time. 118.125 m? of fuel carried.

Controls: 1xWorkstation

Short Medium long Extreme

Armament T y o
Offensive: TL-15 144-M;j Laser Lance (Loc: 1/4/5; SALE R
Arcs: 1; 4 MW; No Crew), USL Grapples for 4

missiles

Accommodations

Life Support: Basic (0.021 MW), Gravitic Com-
pensators (6G; 1.05 MW)
Crew: 1: 1xPilot/Gunner
CrewAccommeodations: 1xWorkstation
Passenger Accommodations: None
Cargo: None
Small Craft and Launch Facdilities:

None
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™ - Traveller®: The New Era Starship Combat

Missile and Drone Log

#3UJ| UO S3aNUQUCT)

Identification Sigs. 1 2 3 4 5 6 7 8
1 /7]
2 {7
3 s,
4 /1]
5 /1
6 [ 1/
7 [ ] ]
8 [/
9 [
10 [ 1]
11 [ ] ]
12 /]
13 [ 1 ]
14 [ ]
15 A
16 /1 1]
17 /1]
18 [ 1 [ ]
19 A
20 [ [ ]
21 /1 7]
22 [ ] ]
23 /7]
24 /]
25 [ ]

ABBREVIATIONS: H: Heading; V: Velocity; NR: Next Hex Right; NL: Next Hex Left; AGP: Accumulated G-Turns Port; AGS: Accumulated G-Turns Starboard; E: Evasion
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Traveller® Starship Combat

SENSOR AND FIRE TASKS
DIFFICULTY MODIFIER FLOWCHARTS

When calculating the Diff Mods below, use the scale provided on the left
margin of this card to help in keeping a running total. Hold the card so that
your left thumb and forefinger are free to move up and down the scale,
“pinching” the current Diff Mod total.

SENSOR TASK DIFFICULTY MODIFIERS: SENSING
PLAYER

The player attempting a Sensor Task computes a total Difficulty Modifier
based on the following criteria and combines this cumulative Diff Mod with
the cumulative Diff Mod reported by the target player. This final combined

‘ V

Player
Aido Card

Arcs of Fire: Hexside (Even-Numbered) Facings

_ BROADSIDE
i : -.i S - ( \'/,
AFTER QUARTER |

oy @ 1/ i

Diff Mod is applied to the base difficulty level based on the sensor’s range
performance when rolling the Sensor Task. No difficulty level may be
reduced to less than Easy.

1. Iftask is an attempt to retain a lock from a previous turn, -1 Diff Mod.
(Cannot be combined with 2.)

2. Iftaskis using a handed-off sensor lock from another sensor on the same
or a different ship, -1 Diff Mod. (Cannot be combined with 1.)

. If sensing ship suffered a Catastrophic Failure at an Evasion Task this
turn, +1 Diff Mod.

. Ifsensor line of sight passes through an Area Jamming area of effect, +1
Diff Mod per area.

. If a Planet or Asteroid counter is in the target’s hex, +1 Diff Mod.

. If there are any White Out (missile detonation) markers in the target’s
hex, +1 Diff Mod per marker.

. If target has gone active on the current turn (using active sensors or
radio) and the sensing vessel is within twice the active sensor’s extreme
range, and has a direction finder or passive EMS sensor with a tech level
equal to or greater than the active sensor, -1 Diff Mod.

8. Iftarget is the source of Area Jamming, and the sensing vessel is within

80 hexes of the area jammer, and has any form of functioning direction
finder or passive EMS, -2 Diff Mod.

SENSOR TASK DIFFICULTY MODIFIERS: TARGET PLAYER

The player controlling the target of a Sensor Task computes a total
difficulty modifier based on the following criteria and reports the total to
the sensing player.

w

N v b

1. The Constant Diff Mods value which corresponds to the sensor being
used by the sensing player, taken from the table on the Control Panel. Diff
Mod ranges from +4 to -5 Diff Mods. This combined Diff Med includes:

A: Difficulty Modifer for target size (+2 to -5 Diff Mods), and

B: EMM (Electromagnetic Masking) Difficulty Modifier according
to type of sensor, +1 or +2 Diff Mods, or +0 if no EMM is fitted.
If the EMM suite has been damaged so that it no longer functions, the
player should remember to line out the EMM line of the Constant Diff
Mods table and use only the target size difficulty modifier.

2. Ifsuccessful jamming attempt was made against the sensor, +1 Diff Mod
(or +2 if Outstanding Success was rolled).

3. Diff Mods versus passive sensors only (HRT or passive EMS) based on target’s use of power [

plant for maneuver or evasion. .
«|f target spent no G-turns this turn, +1 Diff Mod
o|f target spent one or more G-turns this turn, +0 Diff Mod
*|f target powered down in “cold mode,” +2 Diff Mod
«|f target spent one or more G-turns and is facing stern-on (Arc 5) to the sensing
vessel, =3 Diff Mod
. Ifthe target has a Passive EMS Array Extended, -1 Diff Mod versus Active sensors only. |
. Iftarget made a successful evasion attempt, +1 Diff Mod (on Outstanding Success, +1 Diff |
Mod per G-turns spent on evasion =2, drop fractions). i

. If sensor is ladar and target has sandcaster and etects to expend a cannister, or already has

sand up, +1 Diff Mod.

. If target has a black globe, use the following difficulty modifiers:

olf black globe is full up, use +5 DIff Mod vs. Active Sensors, and +3 Diff Mod vs.
Passive Sensors.

*If black globe is flickering, use +1 Diff Mod per flicker rate <30 (round to nearest
whole number for both active and passive sensors).

FIRING TASK DIFFICULTY MODIFIERS

The player attempting a Fire Task computes a total cumulative Difficulty Modifier based
on the following criteria. This total combined Diff Mod is applied to the base difficulty level
based on the weapon's range performance when rolling the Fire Task. No difficulty level may
be reduced to less than Easy.

AFTER

N

Ny

: 44 hexes & maximum range of any fire; assumi
maximum TL of 15 and maximum target size of Gigantic.

1. Diff Mod based on target size, +1 to -5, take from Constant Diff Mods table on Control Panel.
2. Iftarget made a successtul evasion attempt, +1 Diff Mod (on Outstanding Success, +1 Diff Mod per G-turns spent on evasion +2, drop fractions).
3. Absolute range to the target in hexes, divided by 3 (drop fractions) = + Diff Mods, or see table above right.

A: For controlled missiles, use range from controlling ship to target

B: For semi-independent or fully independent missiles (with their own sensor locks), use range from missile to target.
. Iffiring ship rolled Catastrophic Failure on its own Evasion Task for the current turn, +1 Diff Mod.
For overpowered weapons, disregard 1 or 2 + Diff Mods, based on additional power supplied, as indicated on control panel.
Weapons that are being fired with MFDs may disregard 1 to 6 + Diff Mods, based on TL, as indicated on control panel.

oua

0303/C2
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SENSOR AND FIRE TASKS
DIFFICULTY MODIFIER FLOWCHARTS

When calculating the Diff Mods below, use the scale provided on the left o : u i
margin of this card to help in keeping a running total. Hold the card so that AAr of Fe' Hxszde (ven NUbed) acmgs

your left thumb and forefinger are free to move up and down the scale,
SENSOR TASK DIFFICULTY MODIFIERS: SENSING i ey /BROADSH?,E

“pinching” the current Diff Mod total.
PLAYER

The player attempting a Sensor Task computes a total Difficulty Modifier
based on the following criteria and combines this cumulative Diff Mod with
the cumulative Diff Mod reported by the target player. This final combined
Diff Mod is applied to the base difficulty level based on the sensor’s range
performance when rolling the Sensor Task. No difficulty level may be
reduced to less than Easy.

==

1. If task is an attempt to retain a lock from a previous turn, —1 Diff Mod. [ AF « 6 R i 1 i BOW QUARTER._ i
(Cannot be combined with 2.) S~ 5 : SE e

. Iftaskis using a handed-off sensor lock from anothersensoron the same ISR SEeE R I
or a different ship, —1 Diff Mod. (Cannot be combined with 1.) SN N : S el ;

. If sensing ship suffered a Catastrophic Failure at an Evasion Task this &I B I fE
turn, +1 Diff Mod. A e BRO}}—\D\ﬂt}E el

. Ifsensorline of sight passes through an Area Jamming area of effect, +1
Diff Mod per area.

. If a Planet or Asteroid counter is in the target’s hex, +1 Diff Mod.

. If there are any White Out (missile detonation) markers in the target’s
hex, +1 Diff Mod per marker.

. If target has gone active on the current turn (using active sensors or
radio) and the sensing vessel is within twice the active sensor’s extreme
range, and has a direction finder or passive EMS sensor with a tech level
equal to or greater than the active sensor, —1 Diff Mod.

8. Iftargetis the source of Area Jamming, and the sensing vessel is within

80 hexes of the area jammer, and has any form of functioning direction

finder or passive EMS, -2 Diff Mod.

SENSOR TASK DIFFICULTY MODIFIERS: TARGET PLAYER

The player controlling the target of a Sensor Task computes a total
difficulty modifier based on the following criteria and reports the total to
the sensing player.

NGO A WN

1. The Constant Diff Mods value which corresponds to the sensor being \ -
used by the sensing player, taken from the table on the Control Panel. Diff 3 i
Mod ranges from +4 to -5 Diff Mods. This combined Diff Mod includes: —AF TER“ U\ARTER

A: Difficulty Modifer for target size (+2 to -5 Diff Mods), and R (AN
B: EMM (Electromagnetic Masking) Difficulty Modifier according  [SREARNSENGY AR
to type of sensor, +1 or +2 Diff Mods, or +0 if no EMM is fitted.
If the EMM suite has been damaged so that it no longer functions, the
player should remember to line out the EMM line of the Constant Diff
Mods table and use only the target size difficulty modifier.

2. Ifsuccessful jamming attemptwas made against the sensor, +1 Diff Mod
(or +2 if Outstanding Success was rolled),

3. Diff Mods versus passive sensors only (HRT or passive EMS) based on target’s use of power

plant for maneuver or evasion.
o|f target spent no G-turns this turn, +1 Diff Mod
o|f target spent one or more G-turns this turn, +0 Diff Mod
o|f target powered down in “cold mode,” +2 Diff Mod
o|f target spent one or more G-turns and is facing stern-on (Arc 5) to the sensing
vessel, —3 Diff Mod
. Ifthe target has a Passive EMS Array Extended, —1 Diff Mod versus Active sensors only.
. Iftarget made a successful evasion attempt, +1 Diff Mod (on Outstanding Success, +1 Diff
Mod per G-turns spent on evasion =2, drop fractions). :

. If sensor is ladar and target has sandcaster and elects to expend a cannister, or already has

sand up, +1 Diff Mod.

. If target has a black globe, use the following difficulty modifiers:

oIf black globe is full up, use +5 DIff Mod vs. Active Sensors, and +3 Diff Mod vs.
Passive Sensors.

oIf black globe is flickering, use +1 Diff Mod per flicker rate =30 (round to nearest
whole number for both active and passive sensors).

FIRING TASK DIFFICULTY MODIFIERS

The player attempting a Fire Task computes a total cumulative Difficulty Modifier based
on the following criteria. This total combined Diff Mod is applied to the base difficulty level
based on the weapon's range performance when rolling the Fire Task. No difficulty level may
be reduced to less than Easy.

Ny

1. Diff Mod based on target size, +1 to -5, take from Constant Diff Mods table on Control Panel.
2. Iftarget made a successtul evasion attempt, +1 Diff Mod (on Outstanding Success, +1 Diff Mod per G-turns spent on evasion +2, drop fractions).
3. Absolute range to the target in hexes, divided by 3 (drop fractions) = + Diff Mods, or see table above right.
A: For controlled missiles, use range from controlling ship to target
B: For semi-independent or fully independent missiles (with their own sensor locks), use range from missile to target.
. Iffiring ship rolled Catastrophic Failure on its own Evasion Task for the current turn, +1 Diff Mod.
For overpowered weapons, disregard 1 or 2 + Diff Mods, based on additional power supplied, as indicated on control panel.
Weapons that are being fired with MFDs may disregard 1 to 6 + Diff Mods, based on TL, as indicated on control panel. 0303/C2
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Deadly beams of pure energy

In space combat you mever see your opponent until it's all over, :

| if even then. With acquisition and tracking ranges measured in tens

© of thousands of kilometers, to human eyes the people that are

| ‘trying to kili you are not even a spetk. But they-can huirt you, even

| though yourcan't see them. Precise laser arrays and big particle

| accelerators, honed by cerrturles of engineering, can reach out

W|thout warning to slit your-hull like the belly. of & fish,. spllhng :

“life—oxygen, heat, and fuel—into the Hard vacuum. .
b That s why space combat is a-game of cat-and-mouse. | ,
S Reep y{)urself wrapped in the mantle of space—cold, ;

dark, silent. Keep your thrust’ burns to a-

" minimum—they blaze like mlmature suns-for

all to detect. Rig your passive.sensorsto

: _'greed:iy absorb ‘data, but remain quiet yourself—give nothing

away. Keép yqur weapons ready, in case...There! A-faint trace of °

mrd-wavelength infrared betrays a maneuver drive.- Brtng up.the

" ladar dishes while the b;g passwe array-Builds up a targeting -

solition. The moments seein endless while every crewmeimber

|| shares the same thought “Have they seen us?” Is the unseen

. enemy.at this mement doing-the same thlng you are? ;

: You might'never know the answer. If you beat-him, maybe you I‘,
" find. out. But what if you-hadn’t seen him first? Some ‘questions

| must remain unanswered when deatbh, unbldden comes scorchlng' :
: toward you as 5|Ient bn[lrant lances. :

Brilliant Lances mcludes a0 T R R
‘sVector-based movement - : e
*Detailed hit location and damage resolution _
- eLasers, particte- accefrators meson guns, detonation laser rnjssﬂes,' o
.. and the systems that defend-against them :

i oExtensivé ship ratings, including New Era and. pre—CoIIapse

" warships, from the swift Rampart ﬁghter up to Iarge naval and
" -merchant vésséls

. *Complete starship design rules,. usab[e both Wlth th:s game and
with the Traveller: The New Era roleplaying game

.
. . - . £
. .
& - % -

'- vaiil°3°3t3' Traveller _fc"-Dwf"

-

S ta rs h I p S ; Traveller® is a reg:stered J

; ; ,trademark of GDW, Inc.
o *186079"00303"" 6 : C t g Copynght©1 993 GDW, Inc.
5 ' I :, o 7 All rights reserved. . D
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