
Starcraft

Starport expenses

Legality of starships - All starships are dangerous. Even a small shuttle could do untold damage in a bad landing. The legality of starships is taken very seriously. The first line of defense is Legality of sale. Starships are a base LC 3 because they all have fission or fusion plants in them and require some assurance that the owners are able to care for them responsibly. Ships with UV lasers or launchers or more advanced weapons or Nanocomposite armor are LC 2 because of their military bearing, ships with Diamondoid armor or Warp Missile Launchers or especially advanced energy weapons are LC 1. The second line of defense are Letters of Marquis discussed below. Any ship that sets down in a starport is forbidden to discharge cargo or passengers or have crew leave it’s landing area until it’s letters are inspected by the port authority. The Authority is normally a charioteer in the service of the planetary authority. They verify all information on the ships letters and review the cargo and passenger manifest, often checking against any suspicious cargo data or persons of interest. The Port Authority has the power to demand to search a vessel or refuse it right to dock but Port Authority agents are very busy and rarely bother with a search without excellent reason. The Third line of defense is technical certification. The engineer’s guild requires regular independent certification be performed on ship’s Think Machines, Power Systems, and Propulsion and that certification is kept with Letters of Marquis. The Port Authority can refuse right to dock to any ship without current certifications or ground the vessel until certification is performed. Most certifications are performed once a decade but certifying Engineers can be capricious and often give shorter windows to the next required certification. The chink in the armor is Firebirds. Port Authority Agents, Inspecting Engineers and Tax Clerks don’t make a lot of money and the work isn’t glamorous enough to attract many do-gooders so bribery is rampant in the system. Papers are forged, inspections are paid-off, and a good many ships, even of the Church fleet, are sailing the void illegally.
Buying a Ship - If the prices listed for ships are staggering take heart. The Prices listed are what it costs to build those ships new in a shipyard. Used ships sell for 80-40% of that cost depending on condition and availability of other ships in the local market. The sale of virtually every spacecraft is handled by senior advocates of the Reeve’s guild. They broker the ships for the seller, represent the buyer and escrow the moneys of the sale. A skilled Reeve Advocate can help the buyer shop across the nearby worlds for a better ship, haggle the price down and research any potential legal entanglements in the ownership of the vessel.  It is not illegal to refuse to buy or sell a ship through the Reeves (Except on Tethys) but only a fool doesn’t accept their help. A Reeve Advocate generally charges .1% of the sale price of the ship to sell or a flat 55 FB per day to represent the buyer. Most persons cannot afford to buy a ship based on their assets so they take on an investor. Usually a noble or a powerful merchant that contracts with the owner for a flat monthly fee or a share of the profits.  These contracts are notoriously stilted towards the investor and often have very long or unlimited durations. Some nobles are collecting duty on ships that were purchased before the emperor wars. The sale of any large item is taxed directly on sale by the planetary ruler. Virtually all worlds tax 10% on the sale of starships. Once you have the airlock codes to your ship you still cannot start it’s engines without Letters of Marquis for the vessel. Ship’s letters indicate it’s home port, it’s legal owners, it’s tonnage, power output, and armaments. Letters also specify which factional flag the ship flies under and the vessel’s name. The owner must petition a member of the planetary authority of Status 5 or higher, and another Status 5 personage of the faction that will sponsor the vessel, if they are not one-and-the-same, for the rights to operate their vessel. Once letters are drawn the owner has a short duration of time to flag the vessel with heraldry of the faction that the ship flies under as dictated by the faction that rules over that planet. Characters with a bad reputation with the ruling authority will not likely be able to have their name registered on a ship’s letters, unless they find a powerful rival of the ruler they have offended. Letters usually cost about 2% of the cost of the vessel‘, but the price is arbitrarily assigned by the ruler granting letters, sometimes they are drawn for free or a token payment if the ruler is fond of the ship’s owner. Ships that don’t look like they will serve the interests of the planetary rules, such as fighter craft or other military vessels are often charged exorbitantly for their letters because of the liability of damage that ship could do. Ships with missile launchers or energy weapons are almost never granted letters unless the ship is flying under the heraldry of the planetary rulers even then the Letters of Marquis must be signed by the ruler of the planet and the cost is much more expensive.

Salvaging a Ship - While this wouldn’t seem to be such a popular method to come by ships, it’s actually common enough that a large arm of the Scraver’s Guild specializes in the recovery of starships. Centuries of constant warfare and the operation of ships in terrible repair have left the orbit of planets riddled with crashed or abandoned ships. While most salvage operations are only to retrieve valuable parts, a good number of intact and largely operational vessels still float about the void or rest at the bottom of the seas. The Salvage of a ship could make for a great plotline. Salvagers must first petition for the right to salvage from the authority that rules the area where the ship resides or the Planetary Authority if the ship is truly adrift in unknown territory. Writ of Salvage costs100 FBs and unless otherwise stated lasts for a year and a day. If salvage is not completed in that time the same party cannot petition for another Salvage Writ for another year and a day. After the writ is signed the signing noble is required to attempt to contact the former owner of the vessel to notify them of the writ, a measure meant to catch ship thieves that would fly to a new system and reclaim the ship as salvage. However word rarely reaches the former owners before the expiration of the writ. Any salvage, be it a fully functional ship or piecemeal parts, is carefully estimated by the Reeves and a 15% tax is levied on the salvage. The letters of Marquis of a ship are null-and-void once it’s Salvage Writ expires and new letters must be drawn and paid for once more.

Jumpkeys – Keys encoded with a pair of home co-ordinates for two jumpgates that allows a ship to travel through from one end to the other and back. They are literally the keys to the known worlds. Jump keys are the sole monopoly of the Charioteer’s guild. They alone manufacture, encode and legally sell or trade in them. Every charioteer whether they are stationed on a ship or not is granted a Jumpkey from the guild at rank 1 and an additional key at each additional rank. Many rent their keys either inside or outside of the guild some make a living simply possessing their key. Some charioteers sell their keys within the guild, and many will risk punishment by selling their keys outside of the guild because of the very high prices they fetch. A Jumpkey sells for about 1000FB purchased by charioteers from charioteers, usually triple that in the black market. Keys to more lucrative or important routes tend to be much more expensive to buy or trade for.

Jump Fuel -  Not in reality a fuel but an ionizing mass that is able to be ejected in the path of the ship traveling through jumpspace to protect it from electromagnetic sheering between the gates. It is widely accepted that ships that attempt a jump with less than the recommended amount of ionizing mass will be torn apart. Ships consume a full fuel tank each time they jump. Processors that generate Jump Fuel are abundant, found in every spaceport and most space stations, and many large ships have the resources to extract ionizing gasses from celestial gas giants, so prices are fairly standard  at 7 FB per ton with little room for negotiation.

Hanger fees – Ships taking up landing space at a spaceport are charged per the space they take up. Charges are cheaper by the month, however long-term mooring is normally less desirable, further from the hub of the space port, poorer security. Not as accessible to port services. Often the customs warehouse won’t porter cargo to the cheaper hangers and pads, making them fly in to load their goods. But why pay? Why not land in a field at the edge of the city and pay the free farmer a few FB? Spaceports are more than a place to park. They offer close access to the market and are walking distance to trade offices. They can offer you assistance performing maintenance on your ship or recharge your life support, they offer laundry services and city guides. The whole of the spaceport is a system to facilitate the needs of strangers on a planet. Charioteers often face suspicion from guild kilroys if they land outside of the port and local authorities will certainly have a lot of questions for anyone landing in a field outside of town. Additionally most landers don’t have the capacity to land safely due to their use of Hot Reactionless Drives and need protective launch pads to take off without incinerating nearby surfaces. Landing  or taking off with a hot drive requires about 400 yards of space cleared of vegetation, living creatures or other flammable materials and another 100 yards free of delicate objects that could be harmed by the debris kicked up buy the heat plume. Even a regular drive puts off significant heat when it launches but not so intense. The safe zone is about 200 feet from the craft. Space ports feature jump gantries that divert the blast of the Hot drives through grates in the ground.

-Shuttle Pad (Up to SM+6) 1 FB per day or 10 FB per month

-Small Berth or Hanger (Up to SM+7) 3 FB per day or 25 FB per month

-Large Berth or Hanger (Up to SM+8) 5 FB per day or 40 FB per month

- Ships over 50 yards in length must park on the port tarmac  at a charge of 5 FB per day.

Coming in HOT - Any ship is capable of setting down on planet but primarily only Landers Fightercraft and Shuttles are designed with the structural integrity to set down on the ground. Most landable spacecraft have regular reactionless drives that enable to allow them to set down with little affair, using any dirt field or paved area to land. Ships that feature only Hot Reactionless Drives must set down on a specially constructed landing pad to safely divert heat from their engines or they would melt metal, cement and even rock and the exhaust from their engines would likely set any vegetation within 25 yards ablaze. More over landing on flat ground superheats the ship’s hull doing SM d6 damage to a location on the central hull. The exception is setting down in water where the landing is overall least likely to damage the ship. However once a vessel lands in water it is rarely buoyant enough to remain afloat and unless specifically designed to, cannot launch from water.

Recharging Life support (1 W per man/day) – As simple as frozen distilled water and replacement filters for the recycling system but the convenience of having it brought to your ship involves a small charge. Unlike most ships in GURPS Starships, the ships of Fading Suns have limited life support. Each man/day provides enough water oxygen and trace gasses to keep a passenger comfortable for 24 hours inside of a starship. Given enough clean ice and cleaning supplies life support could be recycled with a Crewman: Starship  roll and 1 hour per man/day. Life support systems charged this way have a 50% greater chance of failure. Vessels that cannot land at a starport must have life support materials flown up to them at an expense of 200 man/day per ton. Starships can consume life support faster if their engineering maintenance isn’t performed regularly. It is consumed any time a ship section that has had it’s hull breeched is repaired and it is lost very quickly if damage-control rolls aren’t made quickly after a hull breech.

Engineer Maintenance  (1 FB per man/hour) Ships require a great deal of maintenance to fly without mechanical failure. The Engineer’s guild is always happy to ensure that ships run efficiently at a modest charge. Every 24 hours that the ship is in operation or inert in the Void the ship requires 8 hours of engineering work for each Workspace of the vessel. 50% of this work must be performed by a Guild Engineer with appropriate skills or by someone with Redemption High Tech at 15+ in life Support, Star Drives, Jump Drives or Power Plant. The other 50% is simple maintenance that can be performed by any crewman with a Starmanship skill. If proper maintenance is not performed the ship will suffer a cumulative -1 to all engineering attempts per week missed until maintenance is caught up.  If a full week of maintenance is skipped calculate that week’s workspaces at +50%

Travel Costs

Steerage Passage (50 FB per jump) – Passengers are little more than cargo. Steerage passage offers little in the way of privacy or comfort, passengers are usually kept confined most of the voyage in a cargo container. The price does not include food, access to showers or courtesy of any kind, simply movement and life-support and limited access to the head.

Stateroom Passage (150 FB per jump) – Passengers share a common room with between 2-4 bunks normally, occasionally more. Passengers are limited roam of the ship, access to the mess and baths, more grand vessels occasionally have amusements to keep stateroom passengers occupied. Meals are hot and nutritious 

Luxury Passage (400 FB+ per jump) – Luxury Passengers experience a bare minimum of inconveniences due to space travel. They share a suite at their discretion but are not required to mix with other passengers. They have access to a private bath and clean bedding. Luxury Suites always include an impressive variety of fresh meals. The more expensive luxury suites feature serving staff. A noble forced to travel without luxury accommodations could suffer long-term humiliation if the word got out.

Passage Contract (500 FB+ per year) Most factions sell passage on their ships in bulk, most often this is a Charioteer Contract. The specifics of the contract are usually arcane and completely individual but most often they will guarantee the holder of a passage badge transit onboard a ship to their chosen destination anywhere in the Known Worlds within 48 hours of request. The passage is usually in a stateroom but if the contract is important sometimes they are upgraded to luxury accommodations, sometimes steerage is all that’s available. Passage Contracts that are only between two worlds are often much cheaper. For a few hundred more firebirds the contract can include up to 5 tons of cargo.

Cargo Costs

Cargo holds versus Steerage Cargo: By default cargo holds on spaceships are not pressurized or temperature regulated and by default don‘t have gravity on. The inside of a cargo hold is warmer than the void outside of the ship by virtue of the immense heat that  space ships create but live animals or fresh produce or bottled libations don’t do well in a cargo hold. For general purposes a Cargo hold is at -10 degrees Celsius. Cargo Holds have to be pressurized and heated for people to enter them without a Vacc Suit. Pressurizing a hold takes 1 man/day of life support  and takes 5 minutes for each size level of the vessel. Ships in atmosphere can pressurize cargo holds without expending life support. Steerage Holds are as habitable as the crew cabins of a ship and their temperature can be regulated with some accuracy to keep cargo hot or cold. They can be accessed at any point without any difficult preparation. Cargo in a hold or in Steerage takes 5 men 10 minutes to load and secure on planet or 5 minutes in The Void. Less workers increase the time required proportionately but more workers just get in the way.

External Cargo Pods: Ships noted as having fittings to mount external cargo pods have a number of 100 ton increments dedicated exclusively to mountings for the ubiquitous standard cargo pods that have been left over from the Second  Republic. The containers actually only hold 90 tons of cargo but can be pressurized and temperature regulated, drawing nominal power from the ship. Vessels of SM+11 can simply load External Cargo Pods into their Cargo Holds (But not steerage). It takes an hour to load and secure an External Cargo Pod whether in gravity or in The Void.
Shipping on Planet (1FB per ton or less) transporting cargo from one location on the planet to another is the lowliest of cargo tasks, paying barely enough to survive on. Only the largest of vessels attempts it. The assumption is that the cargo will arrive within a day. Trips that last longer, such as in a Sea Freighter, are usually very cheap in comparison, dropping down to as little as a few Wings per ton. Smaller packages are rarely less expensive than a ton of cargo due to the special handling required.
Hopping into Atmosphere (2FB per ton) Bringing cargo up from the ground to orbit is such a standard procedure that most shuttle pilots make the trip three times a day. Very large cargos or fragile items or live cargo often has more expensive trip rates. Passengers rarely pay to jump into atmosphere. Ships that take on passengers in orbit normally arrange the  shuttle ride to the ship as part of passage costs and space station have their own shuttles who’s costs are offset by the admittance cover charge to enter the station.

Shipping Cargo in System (Up to 10 FB per ton or person) Shipping cargo to other planets or moons is difficult because of the constant rotation of the planets. Shipments tend to be small and cargo difficult to handle so most established freighters don’t like to take the work unless they can time to shipment with their journey to the gate. There is no established cost for the transit, costs are always worked on on the barrel head.

Shipping cargo through a Jumpgate (10 FB per ton) Bringing cargo from one planet to another is an expensive process, only valuable commodities make this journey. Cargo shipped from planet to planet almost never travels more than one jump at a time, in the odd case cargo makes multiple jumps it pays the passage charge per jump. The charge assumes a 60 day journey, faster trips pay dramatically higher but only the fastest of courier ships can make a 30 day trip. Cargo ships that cannot deliver in 60 days usually pay fines out of the shipping charge as part of the contract.

Taxes Tariffs and Duties: Merchants have to pay much more than the rudimentary cost of transit to move cargo from world to world. After Cargo is set down on a planet customs offices check the cargo against the manifest and for sale are assessed based on a calculation of about 1% of the cargo value, paid to the planetary ruler. Merchants that sell the goods can count this import tax as a tax deduction against their profits. Some products are subject to tariff by local rulers that want to discourage import of goods in order to strengthen local producers. Tariffs can be quite high, up to 10-25% of the value of the cargo. Lastly some merchants that are assisted by the local rulers are charged a Duty for importing goods, as much as 5 FB per ton of cargo to help repay the investment in infrastructure and additional costs of enforcement or regulation. Alcohols and drugs often have such a Tariff. Merchants receiving cargo on the ground are usually accountable for these costs but some contracts put the cost on the freight transporter. Landers with decent cargo space can try to dodge these fees by landing and unloading away from Spaceports or Airports but if these tax evaders are caught, whomever they get their hands on is normally stuck for the fees and stiff fines. More often than not the crews on the ground receiving cargo vanish into the wilderness and the freighter ends up facing fines for smuggling.

Shuttles

Abrim Hopper Shuttle


6,100 FB

Size Modifier +5

TL 10

2 Work spaces

Streamlined

dST/HP: 20

Handling -

Stability Rating: 4

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Metallic Laminate Armor dDR 2

2. Control Room. Complexity 4 Think machine, Con sensors TL 5, 1 Control Station, 1 man/day life support.

3. Cargo Hold: 1.5 tons

4. Cargo Hold: 1.5 tons

5. Cargo Hold: 1.5 tons

6. Cargo Hold: 1.5 tons

Core: Cargo Hold: 1.5 tons

Central Hull

1. Metallic Laminate Armor dDR 2

2. Cargo Hold: 1.5 tons

3. Cargo Hold: 1.5 tons

4. Cargo Hold: 1.5 tons

5. Cargo Hold: 1.5 tons

6. Cargo Hold: 1.5 tons

Rear Hull

1. Metallic Laminate Armor dDR 2

2. Fission Reactor [1 Power]

3. Fission Reactor [1 Power]

4. Hot Reactionless Drive [!] 1G acceleration

5. Reactionless Drive [!] .5G acceleration

6. Reactionless Drive [!] .5G acceleration

Core: Fission Reactor [1 Power]

Notes: Hoppers are the smallest of serious cargo craft. They aren’t able to carry massive loads in their small cargo bay but they can be prepped for take-off very quickly and can land and take off from a small field. Small cargo producers love them because they don’t have to transport their goods to a spaceport to put them in orbit. For the same reasons the ship is popular with smugglers. The Hopper requires quite a lot of maintenance and has no internal access to engineering so any work must be performed on the ground or in the void. 
Runt Shuttle



8,100FB

Size Modifier +5

TL 10

0 Work spaces

Streamlined

dST/HP: 20

Handling -

Stability Rating: 4

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Metallic Laminate Armor dDR 2

2. Control Room. Complexity 4 Think machine, Con sensors TL 5, 1 Control Station, 1 man/day life support.

3. Steerage Cargo: 1 ton, 1 man/day life support

4. Steerage Cargo: 1 ton, 1 man/day life support

5. Steerage Cargo: 1 ton, 1 man/day life support

6. Steerage Cargo: 1 ton, 1 man/day life support

Core: Passenger seats 2, 2 man/day life support.

Central Hull

1. Metallic Laminate Armor dDR 2

2. 2.5CM Very Rapid Fire EM Cannon Turret [!], 1400 shots

3. Steerage Cargo: 1 ton, 1 man/day life support

4. Steerage Cargo: 1 ton, 1 man/day life support

5. Steerage Cargo: 1 ton, 1 man/day life support

6. Steerage Cargo: 1 ton, 1 man/day life support

Rear Hull

1. Metallic Laminate Armor dDR 2

2. Steerage Cargo: 1 ton, 1 man/day life support

3. Steerage Cargo: 1 ton, 1 man/day life support

4. Fission Reactor [1 Power]

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Fission Reactor [1 Power]

Notes: The runt is a curiosity from the early Dark Ages, adapted from a small vessel frame with only the most chopped-down systems. The first runts were some of the first spaceships built after the fall and the shuttle is so reliable that some of them are still in service. While impractical for shipping cargo the Runt remains popular for their ease of maintenance. A runt needs 8 hours of engineering work about once a week of regular use. All of it’s cargo space is internal and temperature regulated. It’s not uncommon for pilots to live in their ships, but it’s far from comfortable. The ship has no internal access to engineering systems, any maintenance has to be done on the ground or in the void.

Devatha Swan Shuttle


11,700 FB

Size Modifier +5

TL 10

1 Work spaces

Winged Streamlining

dST/HP: 20

Handling -

Stability Rating: 4

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Metallic Laminate Armor dDR 2

2. Metallic Laminate Armor dDR 2

3. Fission Reactor [1 Power]

4. Fission Reactor [1 Power]

5. Passenger seats: 2, 2 man/day life support.

6. Passenger seats: 2, 2 man/day life support.

Core: Control Room. Complexity 4 Think machine, Con sensors 5, 1 Control Station, 10 man/day life support, 2 man/day life support.

Central Hull

1. Metallic Laminate Armor dDR 2

2. Metallic Laminate Armor dDR 2

3. Passenger seats: 2, 2 man/day life support.

4. Passenger seats: 2, 2 man/day life support.

5. Passenger seats: 2, 2 man/day life support.

6. Passenger seats: 2, 2 man/day life support.

Rear Hull

1. Metallic Laminate Armor dDR 2

2. Metallic Laminate Armor dDR 2

3. Artificial Gravity

4. Hot Reactionless Drive [!] 1G acceleration

5. Reactionless Drive [!] .5G acceleration

6. Reactionless Drive [!] .5G acceleration

Core: Fission Reactor [1 Power]

Notes: The swan is a luxuriously appointed passenger shuttle designed to ferry passengers from planet to ship and vise-versa. It has comfortable seating for 12 passengers. The ship is finicky and requires constant work to keep it running in top shape. It features no internal access to engineering so any maintenance needs to be performed on ground or in the void. It was designed with a mix of hot and regular drives to allow it to land and take off without a spaceport.

Guppy Long-Range Shuttle


35,400 FB

Size Modifier +6

TL 10

1 Work Spaces

Streamlined

dST/HP: 30

Handling -

Stability Rating: 4

Acc 3.0 G (100AU in 17 days)

Front Hull

1. Advanced Metallic Laminate Armor dDR 5

2. Artificial Gravity

3. Fission Reactor [1 Power]

4. Fission Reactor [1 Power]

5. Fission Reactor [1 Power]

6. Fission Reactor [1 Power]

Core: Control Room. Complexity 5 Think Machine, Con Sensors 5, 2 Control Station.

Central Hull

1. Advanced Metallic Laminate Armor dDR 5

2. Steerage Cargo: 5 tons, 50 man/day life support

3. Hot Reactionless drive [!] 1G Acceleration

4. Hot Reactionless drive [!] 1G Acceleration

5. Reactionless drive [!] .5G Acceleration

6. Reactionless drive [!] .5G Acceleration

Rear Hull

Core: Engine Room

1. Advanced Metallic Laminate Armor dDR 5

2. Steerage Cargo: 5 tons, 50 man/day life support

3. Steerage Cargo: 5 tons, 50 man/day life support

4. Steerage Cargo: 5 tons, 50 man/day life support

5. Steerage Cargo: 5 tons, 50 man/day life support

6. Steerage Cargo: 5 tons, 50 man/day life support

Notes: The Guppy is an oft maligned large shuttle. It was designed in peace-time as a multi-role long-range large shuttle. It was never envisioned to survive a collision or suffer enemy fire. It has no compartmentalization other than a tiny engineering access and a large service airlock. It is essentially a large flying box with it’s power plants mounted on it’s nose and bare minimum radiation and debris shielding. It does had the advantage of having one of the most versatile cargo areas in a shuttle and enough life support to transport dozens of men in steerage.

Myrmidon Shuttle



40,250 FB

Size Modifier +6

TL 10

1 Work spaces

Winged Streamlining

dST/HP: 30

Handling -

Stability Rating: 4

Acc: 3.0G (100AU in 17 days)

Front Hull

1. Nanocomposite Armor dDR 7

2. Habitat: 1 crew cabin, 50 man/day life support

3. Habitat: 1 crew cabin, 50 man/day life support

4. Steerage Cargo: 5 tons, 50 man/day life support

5. Steerage Cargo: 5 tons, 50 man/day life support

6. Steerage Cargo: 5 tons, 50 man/day life support

Core: Control Room. Complexity 5 Think machine, Con sensors 5, 2 Control Station.

Central Hull

1. Nanocomposite Armor dDR 7

2. 30MJ UV laser turret [!]

3. Artificial Gravity

4. Fission Reactor [1 Power]

5. Fission Reactor [1 Power]

6. Fission Reactor [1 Power]

Rear Hull

1. Nanocomposite Armor dDR 7

2. Fission Reactor [1 Power]

3. Hot Reactionless drive [!] 1G Accelleration

4. Hot Reactionless drive [!] 1G Accelleration

5. Reactionless drive [!] .5G Accelleration

6. Reactionless drive [!] .5G Accelleration

Core: Engine Room

Notes: These armed shuttles were very popular in the emperor wars when small payloads were shipped up and down from orbit constantly. The ship’s diverse cargo options and long operating time made it ideal for wartime operations. It was designed with a mix of hot and standard drives to allow it to land and take off in rural locations. House and church fleets still employ them because they’re tough and last seemingly forever but the Myrmidons that are sold tend to sell cheap. Their small cargo area and huge power consumption make them impractical for all but the most exotic purposes.

Falcon Drop Ship



47,670FB

Size Modifier +6

TL 10

0 Work Spaces

Winged Streamlining

dST/HP: 30

Handling -

Stability Rating 4

Acc 1.5G (100AU in 24 days)

Front Hull

1. Nanocomposite Armor dDR: 7

2. Nanocomposite Armor dDR: 7

3. 10 Fixed 16cm launchers, 70 missiles.

4. Artificial Gravity

5. Fission Reactor [1 Power]

6. Fission Reactor [1 Power]

Core: Control Room: complexity 5 Think Machine, Sensors/Com 5, 2 control stations, 2 man/day life support

Central Hull

1. Nanocomposite Armor dDR: 7

2. Nanocomposite Armor dDR: 7

3. 6 Passenger Seats, 6 man/day life support.

4. 6 Passenger Seats, 6 man/day life support.

5. 6 Passenger Seats, 6 man/day life support.

6. 6 Passenger Seats, 6 man/day life support.

Rear Hull

1. Nanocomposite Armor dDR: 7

2. Nanocomposite Armor dDR: 7

3. Reactionless Drive [!] .5G Acceleration

4. Reactionless Drive [!] .5G Acceleration

5. Reactionless Drive [!] .5G Acceleration

6. Fission Reactor [1 Power]

Core: Fission Reactor [1 Power]

The Falcon was a large drop ship popular with the Al Malik and Hawkwood during the emperor wars. It features comfortable seating for both pilot and copilot and 24 troops as well as an ample cargo area. It uses it’s impressive forward mounted launchers to clear a path to it’s handing area, throwing down a hail of explosive warheads. The ship has found some civilian use as an armored transport with some of the vessels being refitted to carry cargo in the passenger bay.

Falling Star Drop Pod


37,670 FB

Size Modifier +6

TL 10

0 Work Spaces

Streamlined


dST/HP: 30

Handling - 
Stability Rating: 4

ACC 2.0G (100AU in 20 days)

Front Hull

1. Nanocomposite Armor  dDR 7

2. Nanocomposite Armor  dDR 7

3. Chemical Power Array: 12 fuel cells, 24 hours [1 Power]

4. Chemical Power Array: 12 fuel cells, 24 hours [1 Power]

5. Chemical Power Array: 12 fuel cells, 24 hours [1 Power]

6. Chemical Power Array: 12 fuel cells, 24 hours [1 Power]

Core: 10 fixed Rapid Fire 4cm standard guns, 2500 rounds.

Central Hull

1. Nanocomposite Armor  dDR 7

2. Nanocomposite Armor  dDR 7

3. 6 Passenger Seats, 6 man/day life support.

4. 6 Passenger Seats, 6 man/day life support.

5. 6 Passenger Seats, 6 man/day life support.

6. 6 Passenger Seats, 6 man/day life support.

Rear Hull

1. Nanocomposite Armor  dDR 7

2. Nanocomposite Armor  dDR 7

3. Reactionless Drive [!] .5G Acceleration

4. Reactionless Drive [!] .5G Acceleration

5. Reactionless Drive [!] .5G Acceleration

6. Reactionless Drive [!] .5G Acceleration

Core: Control Room: Complexity 5 Think Machine, Com/Sensors 5, 2 control Stations, 2 man/day life support.

Notes:  While this vessel saw major popularity during the emperor wars in the Li-Halan fleet it because quickly outdated because of it’s expensive Fuel Cell system. 48 fuel cells provide enough power for 3 clean trips to and from the surface, or 2 trips if there’s a great deal of maneuvering through atmosphere. The cells They are still in operation, mostly in military use because of their very low maintenance requirements. These ships were left on battlefields across the known worlds because they couldn’t be refueled and became overrun, many were refitted with Fission power and still run today.

Pegasus Heavy lifter


464,500 FB

Size Modifier +7

TL 10

1 Work spaces

Unstreamlined

dST/HP: 50

Handling -1
Stability Rating: 5

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Metallic Laminate dDR 7

2. External Cargo mount: 15 tons

3. External Cargo mount: 15 tons

4. External Cargo mount: 15 tons

5. External Cargo mount: 15 tons

6. External Cargo mount: 15 tons

Core: Control Room - Complexity 5 Think Machine, Com/Sensors 7, 3 control Stations.

Central Hull

1. Metallic Laminate dDR 7

2. External Cargo mount: 15 tons

3. External Cargo mount: 15 tons

4. External Cargo mount: 15 tons

5. External Cargo mount: 15 tons

6. External Cargo mount: 15 tons

Rear Hull

1. Metallic Laminate dDR 7

2. External Cargo mount: 15 tons

3. External Cargo mount: 15 tons

4. External Cargo mount: 15 tons

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Fusion Reactor [2 power]

Notes: the Pegasus is designed specifically to ferry 2 100T external cargo pods from  the surface to freighters in orbit. In addition to the two cargo pod mountings there is an internal hold that can store 10 tons of additional cargo. The ship has no Gravity or Engineering section. The Pegasus is extremely fragile with only a layered aluminum housing covering it’s major systems and must be careful of even medium debris.

Tethys Longhorse



512,500 FB

Size Modifier +7

TL 10

1 Work space

Streamlined

dST/HP: 50

Handling -1
Stability Rating: 5

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Metallic Laminate dDR 7

2. Artificial Gravity

3. Habitat, 2 crew cabins, 100 man/day life support

4. Steerage Cargo 10 tons, 100 man/day life support

5. Steerage Cargo 10 tons, 100 man/day life support

6. Steerage Cargo 10 tons, 100 man/day life support

Core: Control Room - Complexity 5 Think Machine, Com/Sensors 7, 3 control Stations.

Central Hull

1. Metallic Laminate dDR 7

2. Steerage Cargo 10 tons, 100 man/day life support

3. Steerage Cargo 10 tons, 100 man/day life support

4. Steerage Cargo 10 tons, 100 man/day life support

5. Steerage Cargo 10 tons, 100 man/day life support

6. Steerage Cargo 10 tons, 100 man/day life support

Rear Hull

1. Metallic Laminate dDR 7

2. Fision Reactor [1 power]

3. Fision Reactor [1 power]

4. Hot Reactionless Drive [!] 1G acceleration

5. Reactionless Drive [!] .5G acceleration

6. Reactionless Drive [!] .5G acceleration

Core: Fision Reactor [1 power]\

Notes: The Longhorse was designed for inner-system shipping. It’s the sort of craft that’s typically used to make regular deliveries to remote stations on inhabitable planets or to transfer supplies and ore to and from asteroid mining operations. It is an exceedingly comfortable shuttle with a large cockpit and comfortable crew cabins for extended trips between planets.

Fighter Craft

Li-Halan Typhoon Fighter


17,600 FB

Size Modifier +5

TL 10

1 Work Space

Streamlined

dST/HP 20

Handling -

Stability Rating: 4

Acc 4.0G (100AU in 14 days)

Front Hull

1. Advanced Metallic Laminate Armor dDR 3

2. Advanced Metallic Laminate Armor dDR 3

3. Advanced Metallic Laminate Armor dDR 3

4. Fixed 10cm Conventional gun, 70 Rounds

5. Fixed 10cm Conventional gun, 70 Rounds

6. Fission Reactor [1 Power]

Central Hull

1. Advanced Metallic Laminate Armor dDR 3

2. Advanced Metallic Laminate Armor dDR 3

3. Fission Reactor [1 Power]

4. Fixed 10cm Conventional gun, 70 Rounds

5. Fixed 10cm Conventional gun, 70 Rounds

6. Fission Reactor [1 Power]

Core: Control Room. Complexity 4 Think machine, Con sensors TL 5, 1 Control Station, 1 man/day life support

Rear Hull

1. Advanced Metallic Laminate Armor dDR 3

2. Advanced Metallic Laminate Armor dDR 3

3. Hot Reactionless Drive [!] 1G acceleration

4. Hot Reactionless Drive [!] 1G acceleration

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Fission Reactor [1 Power]
Notes: The Typhoon is an inexpensive highly aggressive space fighter, designed to get in close on approaching craft and tear them up. Not many of these fighters survived the emperor wars because of their fragile hulls. The Typhoon has no cabin life support. The ship holds a small 1 man/day supply of life support that feeds directly into the pilot’s vacc suit. It has no airlock , artificial gravity or engineering section
Hawkwood Rapier
Fighter


22,100 FB
Size Modifier +5

TL 10

1 Work Space

Winged Streamlined

dST/HP 20

Handling -

Stability Rating: 4

Acc 3.0G (100AU in 17 days)

Front Hull

1. Nano Composite Armor dDR 5

2. Nano Composite Armor dDR 5

3. Nano Composite Armor dDR 5

4. Fixed 10Mj Plasma cannon [!]

5. Fixed 10Mj Plasma cannon [!]

6. Fission Reactor [1 Power]

Central Hull

1. Nano Composite Armor dDR 5

2. Nano Composite Armor dDR 5

3. Nano Composite Armor dDR 5

4. Fission Reactor [1 Power]

5. Fission Reactor [1 Power]

6. Fission Reactor [1 Power]

Core: Control Room. Complexity 4 Think machine, Con sensors TL 5, 1 Control Station, 1 man/day life support.

Rear Hull

1. Nano Composite Armor dDR 5

2. Nano Composite Armor dDR 5

3. Nano Composite Armor dDR 5

4. Hot Reactionless Drive [!] 1G acceleration

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Fission Reactor [1 Power]

Notes: The Rapier has no cabin life support. The ship holds a small 1 man/day supply of life support that feeds directly into the pilot’s vacc suit. It has no airlock , artificial gravity or engineering section.

Kurgan Black Tiger Fighter


26,670

Size Modifier +5

TL 10

1 Work Space

Winged Streamlining

dST/HP: 20

Handling -

Stability Rating: 4

Acc 4.0G (100AU in 14 days)

Front Hull

1. Nano Composite Armor dDR 5

2. Nano Composite Armor dDR 5

3. Nano Composite Armor dDR 5

4. Fixed 20cm launcher, 7 missiles

5. Fixed 20cm launcher, 7 missiles

6. Fission Reactor [1 Power]

Central Hull

1. Nano Composite Armor dDR 5

2. Nano Composite Armor dDR 5

3. Nano Composite Armor dDR 5

4. 10Mj UV laser turrent [!]

5. Fission Reactor [1 Power]

6. Fission Reactor [1 Power]

Core: Control Room. Complexity 4 Think machine, Con sensors TL 5, 1 Control Station, 1 man/day life support.

Rear Hull

1. Nano Composite Armor dDR 5

2. Nano Composite Armor dDR 5

3. Hot Reactionless Drive [!] 1G acceleration

4. Hot Reactionless Drive [!] 1G acceleration

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Fission Reactor [1 Power]

Notes: The Black Tiger tactical fighter is a highly maneuverable attack fast fighter designed to breach fleet lines and strike vulnerable targets. The Tiger has no cabin life support. The ship holds a small 1 man/day supply of life support that feeds directly into the pilot’s vacc suit. It has no airlock , artificial gravity or engineering section.

Hazat Harrier fighter bomber


59,170 FB

Size Modifier +6

TL 10

1 Work Space

Streamlined

dST/HP: 30

Handling - 
Stability Rating: 4

Acc 3.0G (100AU in 17 days)

Front Hull

1. Nano Composite Armor dDR 7

2. Nano Composite Armor dDR 7

3. Nano Composite Armor dDR 7

4. Fixed 30Mj UV Lazer [!]

5. Fixed 24cm Launcher, 7 Missiles

6. Fixed 24cm Launcher, 7 Missiles

Core: Control Room: Complexity 5 Think machine, Com/sensors 5, 2 Control Stations, 2 man/day life support.

Central hull

1. Nano Composite Armor dDR 7

2. Nano Composite Armor dDR 7

3. Nano Composite Armor dDR 7

4. Fission Reactor [1 Power]

5. Fission Reactor [1 Power]

6. Fission Reactor [1 Power]

Core: Fission Reactor [1 Power]

Rear Hull

1. Nano Composite Armor dDR 7

2. Nano Composite Armor dDR 7

3. Nano Composite Armor dDR 7

4. Hot Reactionless Drive [!] 1G acceleration

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Notes: The Harrier has no cabin life support. The ship holds a small 2 man/day supply of life support that feeds directly into the pilot’s and gunner’s vacc suits. It has no airlock , artificial gravity or engineering section

Decados Dragoon Fighter


66,700FB

Size Modifier +6

TL 10

1 Work Space

Streamlined

dST/HP: 30

Handling - 
Stability Rating: 4

Acc 3.0G (100AU in 17 days)

Front Hull

1. Advanced Metallic Laminate Armor dDR 5

2. Advanced Metallic Laminate Armor dDR 5

3. Fixed 30Mj UV Laser [!]

4. Fixed 30Mj UV Laser [!]

5. Defensive ECM

6. Defensive ECM

Central hull

1. Advanced Metallic Laminate Armor dDR 5

2. Advanced Metallic Laminate Armor dDR 5

3. Defensive ECM

4. Fission Reactor [1 Power]

5. Fission Reactor [1 Power]

6. Fission Reactor [1 Power]

Core: Control Room: Complexity 5 Think machine, Com/sensors 5, 2 Control Stations, 2 man/day life support.

Rear Hull

1. Advanced Metallic Laminate Armor dDR 5

2. Advanced Metallic Laminate Armor dDR 5

3. Fission Reactor [1 Power]

4. Hot Reactionless Drive [!] 1G acceleration

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Fission Reactor [1 Power]

Notes: The Dragoon has no cabin life support. The ship holds a small 2 man/day supply of life support that feeds directly into the pilot’s and gunner’s vacc suits. It has no airlock , artificial gravity or engineering section

Al-Malik Limpet Fighter


336,625 FB

Size Modifier +7

TL 10

1 Work Space

Streamlined

dST/HP: 50

Handling -1
Stability Rating: 5

Acc 3.0G (100AU in 17 days)

Front Hull

1. Nanocomposite Armor dDR 10

2. Nanocomposite Armor dDR 10

3. Fixed 100Mj UV Laser [!]

4. Fixed 100Mj UV Laser [!]

5. Habitat: 2 2-man bunkrooms, 100 man/day life support

6. Habitat: 2 Crew cabins, 100 man/day life support

Core: Control Room: Complexity 5 Think machine, Com/sensors 6, 3 Control Stations

Central hull

1. Nanocomposite Armor dDR 10

2. Nanocomposite Armor dDR 10

3. External Clamp

4. Artificial Gravity

5. Fusion Reactor [2 Power]

6. Fusion Reactor [2 Power]

Core: Fusion Reactor [2 Power]

Rear Hull

1. Nanocomposite Armor dDR 10

2. Nanocomposite Armor dDR 10

3. Hot Reactionless Drive [!] 1G acceleration

4. Hot Reactionless Drive [!] 1G acceleration

5. Reactionless Drive [!] .5G acceleration

6. Reactionless Drive [!] .5G acceleration

Notes: The Limpet is a warship that emphasizes the utility and flexibility of the Al-Malik. When fighter combat became the dominant tactic of the emperor wars rather than slowly retooling their fleet to meet the challenge with their own carriers they built fighter craft that could moor to any standard or small airlock and travel along with their parent vessel. There were thousands of these heavy fighters during the war but proximity warhead hits and strafing runs along the hulls they were moored to destroyed most of them. They were simply too exposed. Still many are in service today, more than a few on the gate guard at Stigmata. The fighter has become popular as an officer’s transport because of their armor and speed.

Landers
Sharput Hummingbird Freighter

510,550 FB

Size Modifier +8

TL 10

1 Work Space

Winged Streamlining

dST/HP: 70

Handling -1
Stability Rating: 5

Acc 2.0G (100AU in 20 days)

Front Hull

1. Advanced Metallic Laminate dDR 10

2. External cargo mount 50 tons

3. External cargo mount 50 tons

4. External cargo mount 50 tons

5. External cargo mount 50 tons

6. Artificial Gravity

Core: Control Room, Complexity 5 Think Machine, com/Sensors  7, 4 Control  Stations

Central Hull

1. Advanced Metallic Laminate dDR 10

2. Fuel Tank 50 tons

3. Fuel Tank 50 tons

4. Jump Drive [1] 2 Jump

5. Habitat: 1 Luxury Cabin, 4 Crew Cabins, 300 man/day life support

6. Steerage Cargo: 30 tons, 300 man/day life support 

Rear Hull

1. Advanced Metallic Laminate dDR 10

2. Fusion Reactor [2 Power]

3. Fusion Reactor [2 Power]

4. Reactionless Drive [1] .5G acceleration

5. Reactionless Drive [1] .5G acceleration

6. Hot Reactionless Drive [1] 1G acceleration

Core: Engine Room

Notes: The Hummingbird has a very small balance of cargo-to-fuel, meaning that much like it’s name-sake, it has to keep moving to stay alive. But as one of the most affordable models of freighter in the known worlds these ships are in every port. It’s drive array features hot and cold reaction less drives, allowing it to land in rural areas, making it very popular with smugglers and less so with planetary authorities.
Free Trader class League Freighter

522,500 FB

Size Modifier +8

TL 10

1 Work Space

Streamlined

dST/HP: 70

Handling -1
Stability Rating: 5

Acc 2.0G (100AU in 20 days)

Front Hull

1. Advanced Metallic Laminate dDR 10

2. Artifical Gravity

3. External cargo mount 50 tons

4. Habitat: Luxury Cabin, 4 Crew Cabins, 300 man/day life support.

5. Steerage Cargo 30 tons, 300 man/day life support.

6. External cargo mount 50 tons

Core: Control Room, Complexity 6 Think Machine, com/Sensors 7, 4 Control  Stations

Central Hull

1. Advanced Metallic Laminate dDR 10

2. 16 CM Electromagnetic Gun Turret [!], 200 rounds.

3. External cargo mount 50 tons

4. External cargo mount 50 tons

5. External cargo mount 50 tons

6. External cargo mount 50 tons

Rear Hull

1. Advanced Metallic Laminate dDR 10

2. Engine Room

3. Fuel Tank 50 tons

4. Jump Drive [1] 1 Jump

5. Hot Reactionless Drive [1] 1G acceleration

6. Hot Reactionless Drive [1] 1G acceleration

Core: Fusion Reactor [2 Power]

Notes: The Free Trader is a widely embraced small freighter because of it’s dependability and solid construction. Most powerful merchants in the Known worlds started with this ship, running cargo on a two-planet route. While it offers very little cargo space and only single-jump capacity, it’s construction was inspired by common Charioteers and Engineers. All Starmanship, High Tech Redemption and Mech Redemption rolls to repair or maintain this ship are at a +1.

Criticorum  Sprint Freighter


482,500 FB

Size Modifier +8

TL 10

1 Work Space

Streamlined

dST/HP: 70

Handling -1
Stability Rating: 5

Acc 2.0G (100AU in 20 days)

Front Hull

1. Advanced Metallic Laminate dDR 10

2. Fuel Tank 50 ton

3. Fuel Tank 50 ton

4. Fuel Tank 50 ton

5. Jump Drive [!] 3 Jumps

6. Habitat: 1 Luxury cabin, 4 Crew cabins, 300 man/day life support.

Core: Control room: Complexity 6 Think Machine, Com/Sensors 7, 4 Control stations.

Central Hull

1. Advanced Metallic Laminate dDR 10

2. External cargo mount 50 tons

3. External cargo mount 50 tons

4. External cargo mount 50 tons

5. External cargo mount 50 tons

6. 3 14cm standard gun turrets, 300 rounds.

Rear Hull

1. Advanced Metallic Laminate dDR 10

2. Fusion Reactor [2 Power]

3. Artificial Gravity

4. Steerage Cargo 30 tons, 300 man/day life support.

5. Hot Reactionless Drive [!] 1G Acceleration

6. Hot Reactionless Drive [!] 1G Acceleration

Core: Engine Room

Notes: The Sprint is a rare exceptional small freighter, designed by merchants for merchants. It’s three jump capacity allows it to contend for long-distance time-sensitive shipments that offer it more lucrative contracts. The Sprint does have a reputation for being a temperamental vessel and many claim it should have been designed by Engineers rather than merchants.

Mercury Class League fast freighter

1.442,000 FB

Size Modifier +8

TL 11

1 Work Space

Winged Streamlining

dST/HP: 70

Hangling -1
Stability Rating: 5

Acc 50.0G (100AU in 4 days)

Front Hull

1. Diamondoid Armor dDR 20

2. Steerage Cargo 30 Tons, 300 man/day life support 

3. Steerage Cargo 30 Tons, 300 man/day life support

4. Steerage Cargo 30 Tons, 300 man/day life support

5. Steerage Cargo 30 Tons, 300 man/day life support

6. 10cm Rapid Fire Grav gun Turret, 1000 rounds [!]

Core: Control room: Complexity 6 Think Machine, Com/Sensors 8, 4 Control stations.

Central Hull

1. Diamondoid Armor dDR 20

2. Heavy Force Screen dDR 70 [!]

3. Habitat: Luxury Cabin, 4 Crew Cabins, 300 man/day life support.

4. Habitat: 6 Crew Cabins, 300 man/day life support.

5. Fuel Tank 50 tons

6. Fuel Tank 50 tons

Rear Hull

1. Diamondoid Armor dDR 20

2. Engine Room

3. Artificial Gravity

4. ECM Suite

5. Jump Drive [!] 2 Jumps

6.  Hibor-Grayson Super Reactionless Drive [!] 50G Acceleration

Core:  Moun-catalyzed grav chamber fusion plant [4 Power]

Notes: The Mercury Class small freighter is part of an extremely small production run contracted by the Leaguemeister himself to flex the technological might of the League. It features refined technologies that rival the might of the Second Republic. It’s Fusion Plant is estimated to run 3 years on a ton of heavy water. In addition to it’s diamondoid-alloy hull it has a Force Screen that rivals the strength of the Vau. It has a Hibor Grayson Drive, enabling it to land outside of spaceports and accelerate to near the speed of light. These ships are coveted not just by their owners but by designers who will go to great lengths to be able to study the technology they contain. Mercury Class vessels are very comfortable, featuring fully insulated temperature controlled steerage cargo and a great deal of passenger space.

Hazred Sidestepper


2,261,250 FB

Size Modifier +8

TL 11

1 Work Space

Winged Streamlining

dST/HP: 70

Hangling -1
Stability Rating: 5

Acc 50.0G (100AU in 4 days)

Front Hull

1. Diamondoid Armor dDR 20

2. Cloaking Device [!] 

3. Defensive ECM

4. Defensive ECM

5. Artificial Gravity

6. Habitat: Luxury Cabin, 2 Crew Cabins, 2 2-man bunkrooms, 300 man/day life support

Central Hull

1. Diamondoid Armor dDR 20

2. Steerage Cargo 30 Tons, 300 man/day life support

3. Steerage Cargo 30 Tons, 300 man/day life support

4. Steerage Cargo 30 Tons, 300 man/day life support

5. Steerage Cargo 30 Tons, 300 man/day life support

6. 1 100Mj UV Laser turret [!], 30 tons of Steerage Cargo

Core: Control room: Complexity 6 Think Machine, Com/Sensors 8, 4 Control stations.

Rear Hull

1. Diamondoid Armor dDR 20

2. Hazred III Super Reactionless Drive [!] 50G Acceleration

3. Moun-catalyzed grav chamber fusion plant [4 Power]

4. Fuel Tank 50 tons

5. Fuel Tank 50 tons

6.  Jump Drive [!] 2 Jumps

Core:  Engine Room

The Sidestepper once represented the cutting edge of ship technology. Designed by the Hazred family for the Decados during the war, these vessels were originally intended to be blockade runners with their remarkable suites of anti-detection hardware. However, by the end of the war most of these vessels were still in construction. The models sold after the war are typically surplus models with their Stealth and ECM stripped and the Laser either remounted with a standard gauss gun or just stripped, nearly halving the cost. However in post-war Decados space, decommissioned military hardware has a way of ending up on the black market, and many Sidesteppers have their stripped components fully restored. The Sidestepper is a next-generation starship but it is not as coveted as it’s Engineer rival. It’s Mount-Catalized power plant is an earlier model and considered temperamental and it’s 3rd Generation Hazred Super Drive is difficult and expensive to find parts for.

Voldrok Raider



3,309,000

Size Modifier: +9

TL10

2 Work Spaces

Winged Streamlining

dST/HP: 100

Handling -1
Stability Rating: 5

Acc 3.0G (100AU in 17 days)

Front Hull

1. Advanced Metallic Laminate Armor dDR 15

2. Advanced Metallic Laminate Armor dDR 15

3. 1 Gj Particle Cannon Turret [!]

4. Open Space: Great Hall

5. External clamp

6. Cloaking Device -10 to sensor detection [!]

Central hull

1. Advanced Metallic Laminate Armor dDR 15

2. Engine room

3. Habitat: 1 Luxury cabin. 8 Crew cabins, 10 4-man bunkrooms, 1000 man/day life support

4. Steerage Cargo: 100 tons, 1000 man/day life support

5. Fuel Tank 150 ton

6. Fuel Tank 150 ton

Core: Control Room: Complexity 6 Think Machine, Com/Sensors 8, 6 control Stations

Rear Hull

1. Advanced Metallic Laminate Armor dDR 15

2. Advanced Metallic Laminate Armor dDR 15

3. Jump Drive [!] 2 Jumps

4. Hot Reactionless Drive [!] 1G acceleration

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Antimatter Power Plant [4 Power]

Notes: It’s unclear what the Raider ships were originally designed for or who designed them but they are perfectly suited to the Vuldrok mission. The ships employ a unique stealth system that makes them superior invaders slipping by blockades or getting the drop on victim ships. The Raider employs a single ship-smashing particle gun and a boarding clamp to make pirate attacks on isolated vessels and features a forward facing cargo ramp to launch fast assaults at ground targets.

Merchant Galleon 



3,312,250 FB

Size Modifier +9

TL 10

2 Work Spaces

Winged Streamlining



dST/HP: 100

Handling -1
Stability Rating: 5

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Nano Composite Armor dDR 20

2. Habitat, 1 Luxury Suite, 2 luxury cabins, 5 cabins, 4 2-man bunkrooms, 1 Bed med bay, 1000 man/day life support

3. Steerage cargo 100 tons, 1000 man/day life support

4. Steerage cargo 100 tons, 1000 man/day life support

5. Steerage cargo 100 tons, 1000 man/day life support

6. Steerage cargo 100 tons, 1000 man/day life support

Core: Control Room, Complexity 7 think machine, 6 Control Stations

Central Hull

1. Nano Composite Armor dDR 20

2. Cargo Hold 150 tons

3. Cargo Hold 150 tons

4. 3 8cm rapid fire gauss cannons, 250 shots each.

5. Fuel Tank - 150 tons

6. Fuel Tank - 150 tons

Rear Hull

1. Nano Composite Armor dDR 20

2. Hot Reactionless Drive [!] 1G acceleration

3. Hot Reactionless Drive [!] 1G acceleration

4. Artificial Gravity

5. Fusion Reactor [2 power]

6. Jump Drive:[!] 2 Jumps

Core: Engine Room

Tethys Infiltrator 



4,672,230 FB

Size Modifier +9

TL 10

2 Work Spaces

Streamlined



dST/HP: 100

Handling -1
Stability Rating: 5

Acc: 3.0G (100AU in 17 days)

Front Hull

1. Nano Composite Armor dDR 20

2. Robotic Arm

3. Cloaking Device -10 to sensor detection [!]

4. Artificial Gravity

5. Fusion Reactor [2 power]

6. Enhanced Multipurpose Sensor Array: Com/Sensors 10 [!]

Core: Control Room, Complexity 7 think machine, 6 Control Stations

Central Hull

1. Nano Composite Armor dDR 20

2. 2 300Mj UV Laser turrets and 50 tons of Steerage Cargo [!]

3. Habitat, 1 luxury cabin, 8 cabins, 50 tons of Steerage Cargo, 1000 man/day life support

4. Jump Drive:[!] 2 Jumps

5. Fuel Tank - 150 tons

6. Fuel Tank - 150 tons

Rear Hull

1. Nano Composite Armor dDR 20

2. Engine Room

3. Reactionless Drive [!] .5G acceleration

4. Reactionless Drive [!] .5G acceleration

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Fusion Reactor [2 power]

Notes: The Infiltrator is on of a very few multi-role military vessels in the known worlds. Originally designed to penetrate defensive lines in the Emperor Wars, it now sees service as a diplomatic and exploratory vessel. The Infiltrator is designed with a complex sensor array, capable highly refined scans, able to track a coach or communicate to a whisper pin from orbit, barring severe atmospheric conditions. It also has a cloaking device that renders it nearly invisible to sensors. It has a driver array with both hot and regular reactionless drives, enabling it to land outside of spaceports. The ship also has a Robotic Arm, able to grasp and pull objects up to twice it’s own fully loaded mass.

Imperial Lekaf Scout


18,590,870 FB

Size Modifier +9

TL 11

2 Work Spaces

Winged Streamlining

dST/HP: 100

Handling -1
Stability Rating: 5

Acc 50.0G (100AU in 4 days)

Front Hull

1. Diamondoid Armor dDR 30

2. Fixed 40 cm Missile Launcher, 30 Anti-matter super-missiles [!]

3. Jump Drive:[!] 2 Jumps

4. Habitat, 1 Luxury Suite,  Luxury Cabin, 11 Crew cabins, 1 Bed med bay, small meeting room, 1000 man/day life support

5. Fuel Tank - 150 tons

6. Fuel Tank - 150 tons

Core: Control Room, Complexity 7 think machine, Comms/Sensors 11, 6 Control Stations

Central Hull 

1. Diamondoid Armor dDR 30

2. Steerage Cargo 100 T, 1000 man/day life support

3. 1 Gj Xray Lazer Turret [!]

4. Steerage Cargo 100 T, 1000 man/day life support

5. Enhanced Multipurpose Sensor Array (Coms 11) [!]

6. Robotic Arm

Core: Engine Room

Rear Hull

1. Diamondoid Armor dDR 30

2. Heavy Force Screen dDR 100 [!]

3. Moun-catalyzed grav chamber fusion plant [4 Power]

4. Cloaking Device -10 to sensor detection [!]

5. Artificial Gravity

6. Hibor-Grayson Super Reactionless Drive [!] 50G Acceleration

Notes: The Lekaf is a new breed of ship commissioned at the close of the Emperor wars and now just beginning to enter service. It is the successor to the infiltrator, designed to be a diplomatic and exploratory vessel with powerful armaments and a uniquely robust sensor suite. The Lekaf is ages ahead of it’s contemporaries and because of this fitting her for parts or repairs or hiring capable crew is complicated. Alexius hopes to be able to build enough of these remarkable vessels to send his Questing Knights deep into the lost worlds. It has a Hibor Grayson Drive, enabling it to land outside of spaceports and accelerate to near the speed of light. The ship also has a Robotic Arm, able to grasp and pull objects up to twice it’s own fully loaded mass.

Decados Heron Assault Craft

9,270,000

Size Modifier +10

TL 10

14 Work Spaces

Winged Streamlining

dST/HP: 150

Handling -2
Stability Rating: 5

Acc 3.0G (100AU in 17 days)

Front Hull

1. Nanocomposite Armor dDR 30

2. Cloaking Device -10 to sensor detection [1]

3. Jump Drive [!] 2 Jumps

4. Fuel Tank 500 tons

5. Fuel Tank 500 tons

6. Fixed 40cm Launcher, 20 Missiles

Central Hull

1. Nanocomposite Armor dDR 30

2. Habitat: 5 Luxury Cabins, 10 Cabins, 10 4-man bunkrooms, 150 tons Steerage Cargo, 3000 Man/day life support

3. Habitat: 15 cabins, 10 4-man bunkrooms, 4-man sick bay, meeting room, 150 tons Steerage Cargo, 3000 Man/day life support

4. 3 20cm EM cannons [!], 4500 shots.

5. Hanger Bay 300 ton, Launch 100 tons per minute.

6. Artificial Gravity

Core: Control Room: Complexity 7 Think Machine, Com/Sensors 9, 10 control stations

Rear Hull

1. Nanocomposite Armor dDR 30

2. Hot Reactionless Drive [!] 1G Acceleration (Aquatic Ram)

3. Hot Reactionless Drive [!] 1G Acceleration (Aquatic Ram)

4. Hot Reactionless Drive [!] 1G Acceleration (Aquatic Ram)

5. Life Support Factory [!]

6. Fusion Reactor [2 Power]

Core: Fusion Reactor [2 Power]

Notes: the Heron is designed to infiltrate a planet and land in a large body of water where its difficult to locate. It’s Aquatic Ram drives and streamlined design allow it to travel at speeds of 250 knots under the water. It’s Hanger bay is loaded with 3 Large submarines intended to ferry troops to the shore where they would perform raids supported by the Heron’s powerful EM cannons. Each submarine carries 24 men, travels at 40 knots, Cary 10 tons of cargo and operates for 24 hours on chargeable cells. The Heron has a built-in refinery and factory designed to convert Sea Water to either life support or jump fuel depending on depth. The Heron can produce either 120 man/hours of life support or a half ton of jump fuel. Given successful raiding by it’s submarine crews the Heron could survive by itself for years without external support.

Yachts

Tethy’s Olympus Yacht


612,500 FB

Size Modifier: +8

TL 10

1 Work Space

Winged Streamlining

dST/HP: 70

Handling: -1
Stability Rating: 5

Acc 3.0G (100AU in 17 days)

Front Hull

1. Advanced Metallic Laminate dDR 10

2. Artificial Gravity

3. Jump Drive [!] 2 jumps

4. Fusion Reactor [2 Power]

5. Habitat: 3 Luxury Cabins, 300 man/day life support

6. Open Space: Lounge

Core: Control Room: Complexity 6 Think Machine, Com/Sensors 7, 4 Control Stations

Center Hull

1. Advanced Metallic Laminate dDR 10

2. 3 14cm EM cannon turrets [!], 2250 rounds

3. Habitat: 4 Crew cabins, 2 4-man Bunkrooms, 300 man/day life support

4. Steerage Cargo 30 tons, 300 man/day life support

5. Fuel Tank 50 tons

6. Fuel Tank 50 tons

Rear Hull

1. Advanced Metallic Laminate dDR 10

2. Fusion Reactor [2 Power]

3. Reactionless Drive [!] .5G Acceleration

4. Reactionless Drive [!] .5G Acceleration

5. Hot Reactionless Drive [!]  1G Acceleration

6. Hot Reactionless Drive [!]  1G Acceleration

Core: Engine Room

Notes: The Olympus is a sophisticated high tech, low price luxury starship. Designed for middle-ranking nobles. The ship’s clean lines and gleaming appointments draw the eye but it’s sturdy construction and utility make it a great bargain. The Olympus is designed to approach and land without using it’s hot drives to allow it to set down at residences or rural areas. It’s central feature is a large luxurious hall with a gas fireplace meant to convey the comforts of home.

Criticorum Voyager


1,350.000 FB

Size Modifier: +8

TL 10

1 Work Space

Winged Streamlining

dST/HP: 70

Handling: -1
Stability Rating: 5

Acc 3.0G (100AU in 17 days)

Front Hull

1. Nanocomposite Armor dDR 15

2. Artificial Gravity

3. Steerage Cargo 30 tons, 300 man/day life support

4. Fusion Reactor [2 Power]

5. Fusion Reactor [2 Power]

6. Habitat: 2 Crew Cabins, 4 2-man Bunkrooms, 300 man/day life support

Core: Control Room: Complexity 6 Think Machine, Com/Sensors 7, 4 Control Stations

Center Hull

1. Nanocomposite Armor dDR 15

2. 1 100Mj UV laser turret, Steerage Cargo 30 tons

3. Habitat: Luxury Suite, 1 Crew Cabin, 300 man/day life support

4. Fuel Tank 50 tons

5. Fuel Tank 50 tons

6. Jump Drive [!] 2 jumps

Core: Open Space: Great Hall

Rear Hull

1. Nanocomposite Armor dDR 15

2. Engine Room

3. Reactionless Drive [!] .5G Acceleration

4. Reactionless Drive [!] .5G Acceleration

5. Hot Reactionless Drive [!]  1G Acceleration

6. Hot Reactionless Drive [!]  1G Acceleration

Notes: The Voyager is the personal Yacht designed for the noble that needs just a little more structural integrity to haul his ego around the known worlds. The Voyager is a somewhat harder much better armed yacht but it’s far from a military vessel. It still has the wide hallways and gourmet kitchen of a yacht, still features enhanced environmental controls, still has a dining hall for receiving other nobles. But the Voyager isn’t just bluster and pomp, it takes unique advantage of it’s curved body to provide fuller rooms and corridors making the Voyager feel larger than other yachts of it’s class. The Voyager is designed to approach and land without using it’s hot drives to allow it to set down at residences or rural areas. 

Tethys Envoy



1,602,780 FB



Size Modifier: +9

TL10

2 Work Spaces

Winged Streamlining

dST/HP: 100

Handling -1
Stability Rating: 5

Acc 2.0G (100AU in 20 days)

Front Hull

1. Nanocomposite Armor dDR 20

2. Enhanced Sensor Array: Com/Sensors 10

3. Artificial Gravity

4. Steerage Cargo: 100 tons, 1000 man/day life support

5. Jump Drive [!]

6. Hangar Bay: 100 tons, 50 tons per minute

Central hull

1. Nanocomposite Armor dDR 20

2. Habitat: 2 Luxury Suites, 5 Luxury Cabins, 1000 man/day life support.

3. Habitat: 2 Luxury Cabins, 14 Crew cabins, 4 4-man bunkrooms, 1000 man/day life support.

4. Fuel Tank 150 ton

5. Fuel Tank 150 ton

6. Fuel Tank 150 ton

Core: Control Room: Complexity 6 Think Machine, Com/Sensors 8, 6 control Stations

Rear Hull

1. Nanocomposite Armor dDR 20

2. Open Space: Hall

3. Fusion reactor [2 Power]

4. Cargo hold: 150 tons

5. Hot Reactionless Drive [!] 1G acceleration

6. Hot Reactionless Drive [!] 1G acceleration

Core: Engine Room

Notes: The Envoy is a decadent, high tech, luxury vessel originally designed for Prince Abraham Al-Malik but reproduced many times. It is designed specifically to escape the holdings of a Noble household without having to stop to refuel. Their vast stores of jump fuel make them popular even in times of peace as they cut down on travel time. It features large amounts of cargo to permit wealthy nobles to take their possessions with them without difficulty and a decadent full sized ruling hall for entertaining or celebration. The ship is unarmed for diplomatic reasons but would be assumed to be traveling with a military escort.

Freighters

Hazred Swelling Pug


1,450,000 FB

Size Modifier: +9

TL 10

2 Work Spaces

Unstreamlined

dT/HP: 100

Handling: -1
Stability Rating: 5

Acc 1.0G (100AU in 29 days)

Front Hull

1. Advanced metallic laminate armor dDR: 20

2. Habitat: 1 luxury cabit, 8 crew cabins, 50 tons steerage cargo 1000 man/day life support.

3. Steerage Cargo: 100 tons. 1000 man/day life support.

4. Fuel Tank: 150 tons

5. Cargo hold: 150 tons

6. Cargo hold: 150 tons

Core: Control Room: Complexity 8 think machine, Comm/Sensors TL 8, 6 Control stations

Central Hull

1. Advanced metallic laminate armor dDR: 20

2. External Cargo mount: 150 tons

3. External Cargo mount: 150 tons

4. External Cargo mount: 150 tons

5. External Cargo mount: 150 tons

6. 2 16cm electromagnetic gun turrets [!], 400rounds, 50 Tons Steerage Cargo.

Rear Hull

1. Advanced metallic laminate armor dDR: 20

2. Engine Room

3. Fuel Tank: 150 tons

4. Jump Drive [1]: 2 jumps

5. Hot Reactionless Drive [1] 1G acceleration

6. Artificial Gravity

Core: Fusion Reactor [2 power]

Notes: the Swelling Pug is named for it’s rather ugly bulbous appearance. Despite the ugly name it is a beloved transport of the Merchant League for it’s basic maintenance and long distance capacity. The Pug can load  loose cargo in it’s 300 ton hold and can externally mount six 100 ton cargo containers on it‘s external cargo mounts plus an additional 100 tons of Steerage Cargo..
Ambrim 5700 Freight Master


1,318,100 FB

Size Modifier: +9

TL 10

2 Work Spaces

Unstreamlined

dST/HP : 100

Handling -1
Stability Rating: 5

Acc 2.0G (100AU in 20 days)

Front Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. Habitat: 1 Luxury Cabin, 3 Cabins. 75 tons of steerage cargo, 1000 man/day life support

3. Artificial Gravity

4. Cargo Hold: 150 tons

5. Cargo Hold: 150 tons

6. Cargo Hold: 150 tons

Core: Control Room: Complexity 8 think Machine, Comm/Sensors TL 8, 6 Work Stations

Central Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. 20cm EM gun turret [!], 300 rounds.

3. External Cargo Mount: 150 tons

4. External Cargo Mount: 150 tons

5. External Cargo Mount: 150 tons

6. External Cargo Mount: 150 tons

Rear Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. Engine room

3. Fuel Tank, 150 tons

4. Jump Drive [!]: 1 jump

5. Hot Reactionless Drive [1] 1G acceleration

6. Hot Reactionless Drive [1] 1G acceleration

Core: Fusion Reactor [2 power]

Notes: The Freightmaster is a durable and reliable short distance freighter. Able to meet the middle ground between the huge whale transports and the little privateer freighters. It is popular among merchants that hop freight between two sides of a gate because of it’s limited range and heavy hold. The Freightmaster can carry 450 tons of cargo in it’s forward hold and mount up to six 100 ton cargo containers on it’s external cargo mounts.

Rollick Quarterhorse Freighter

1,394,400 FB

Size Modifier: +9

TL 10

2 Work Spaces

Unstreamlined

dST/HP : 100

Handling -1
Stability Rating: 5

Acc 2.0G (100AU in 20 days)

Front Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. Cargo Hold: 150 tons

3. Cargo Hold: 150 tons

4. Cargo Hold: 150 tons

5. Habitat: 3 Luxury Cabins, 14 Crew Cabins, 1000 man/day life support

6. Steerage Cargo: 100 tons, 1000 man/day life support

Core: Control Room: Complexity 8 think Machine, Comm/Sensors TL 8, 6 Work Stations

Central Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. 3 4CM Very Rapid Fire Cannon Turrets, 40,000 rounds ea.

3. Cargo Hold: 150 tons

4. Cargo Hold: 150 tons

5. Fuel Tank: 150 tons

6. Fuel Tank: 150 tons

Core: Engine room

Rear Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. Fusion Reactor [2 power]

3. Artificial Gravity

4. Jump Drive [!]: 2 Jumps

5. Hot Reactionless Drive [1] 1G acceleration

6. Hot Reactionless Drive [1] 1G acceleration

Notes: Like so many ships made famous during the Emperor Wars, the Quarterhorse is beloved for how it worked in a world that is becoming irrelevant. The Quarterhorse was famous for it’s thick hull and multiple anti-missile batteries, but in peace time these are wasted flourishes in engineering. Still the Quarterhorse carries 750 tons of cargo in it’s holds plus 100 tons of Steerage cargo space, and is able to jump twice without fueling, making it the perfect freighter for the routes it is flown on.

Ambrim 5200 Starliner


1,448,300 FB

Size Modifier: +9

TL 10

2 Work Spaces

Unstreamlined

dST/HP : 100

Handling -1
Stability Rating: 5

Acc 2.0G (100AU in 20 days)

Front Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. Artificial Gravity

3. Habitat: 4 Luxury Suites, 1000 man/day life support.

4. Habitat: 10 Luxury Cabins, 1000 man/day life support.

5. Hangar Bay: 100 tons, launch 50 tons per minute

6. Open Space: Garden, Dining hall

Core: Control room: Complexity 6 Think Machine, Com/Sensors 8, 6 Control Stations

Center Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. Habitat: 1 Luxury Cabin, 4 Crew Cabins, 5 4-man bunkhouses, 1000 man/day life support.

3. Habitat: 10 Luxury Cabins, 1000 man/day life support.

4.3 8cm rapid fire EM cannon turrets [!], 3000 rounds.

5. Fuel Tank 150 ton

6. Fuel Tank 150 ton

Rear Hull

1. Advanced Metallic Laminate Armor dDR: 20

2. Fusion reactor [2 Power]

3. Hot Reactionless Drive [!] 1G Acceleration

4. Hot Reactionless Drive [!] 1G Acceleration

5. Jump Drive [!] 2 Jumps

6. Steerage Cargo 100 tons, 1000 man/day life support.

Core: Engine Room

Notes: The  5200 Starliner is an adaptation of an earlier freighter model into a simple transporter. The Abrim Starliners originally had sensible small cabins but as star travel became a game for the wealthy almost all of them were refitted with luxury accommodations. The Ship’s unique windowed atrium was originally an extravagant folly in the Second Republic but now are the gem of the few remaining Starliners in service, allowing a large garden space to be grown to comfort void-weary travelers. The Starliner also features a large central room typically decorated as an opulent dining hall for parties or  other distractions.

Hurcules Freighter



3,915,000 FB

Size Modifier +10
   
TL 10
 
5 Work Spaces

Unstreamlined

dST/HP: 150

Handling -1
Stability Rating: 5

Acc: 1.0G (100AU in 29 days)

Front Hull

1. Advanced Laminate Armor dDR 30

2. Fuel Tank, 500 tons

3. Hanger Bay: 300 tons, 100 tons per minute

4. Habitat: 1 Luxury Cabin 8 Crew Cabins, 250 tons of Steerage Cargo, 3000 man/day life support

5. Artificial Gravity

6. Fuel Tank, 500 tons

Core: Control Room - Complexity 8 Think Machine, Com/Sensors TL 9, 5 Control Stations.

Central Hull

1 Advanced Laminate Armor dDR 30

2. 3 20cm Electromagnetic gun turrets [!], 200 rounds ea.

3. Fuel Tank, 500 tons

4. Cargo Hold: 500 tons

5: Cargo Hold: 500 tons

6. Cargo Hold: 500 tons

Rear Hull

1: Advanced Laminate Armor dDR 30

2: Hot Reactionless Drive [1] 1G acceleration

3: External Cargo Mount: 500 tons

4: External Cargo Mount: 500 tons

5: External Cargo Mount: 500 tons

6:Jump Drive [!]: 3 jumps

Core: Reactor: [2 power]

Notes: The Hurcules is among the largest of cargo carriers in all of the void, slowly transporting vast wealth over the long roads of the known worlds. The ship is not comfortable during it’s 150 day voyages but the profits to be had hauling such huge cargos is considerable. It can store 1500 tons of cargo in it’s forward holds and mount another 15 100 ton cargo containers on it’s external cargo mounts plus another 250 tons of steerage cargo space. It also features a hangar bay for work shuttles, usually featuring at least one Pegasus Heavy Lifter, to ferry cargo and supplies from the planet’s surface.

Cruisers and Escorts

Hawkwood Vanguard Escort


457,500 FB

Size Modifier +8

TL 10

1 Work Space

Unstreamlined

dST/HP: 70

Handling -1
Stability Rating: 5

Acc 3.0G (100AU in 17 days)

Front Hull

1. Nanocomposite Armor dDR 15

2. Nanocomposite Armor dDR 15

3. Fuel Tank 50 ton

4. Fuel Tank 50 ton

5. Artificial Gravity

6. Habitat: 1 Luxury cabin, 4 Crew cabins, 300 man/day life support.

Central Hull

1. Nanocomposite Armor dDR 15

2. Nanocomposite Armor dDR 15

3. Steerage cargo 30 tons, 300 man/day life support.

4. 300 Mj UV Laser turret [!]

5. Fusion Reactor [2 Power]

6. Jump Drive [!] 2 Jumps

Core: Control room: Complexity 6 Think Machine, Com/Sensors 7, 4 Control stations.

Rear Hull

1. Nanocomposite Armor dDR 15

2. Nanocomposite Armor dDR 15

3. Hot Reactionless Drive [!] 1G Acceleration

4. Hot Reactionless Drive [!] 1G Acceleration

5. Hot Reactionless Drive [!] 1G Acceleration

6. Fusion Reactor [2 Power]

Core: Engine Room

Notes: The Vanguard is typical of House fleet escorts. Its quick, it has an armament able to punch the hull of most military vessels and enough armor to be stubborn in a fight.. Able to land in atmosphere and take on some cargo but little else. The ship has minimal crew, minimal comfort and minimal fanfare, but it‘s simplicity means that there‘s little that can go wrong with it.

Church Fleet Ambassador Escort

1,259,000 FB

Size Modifier +8

TL 10

1 Work Space

Winged Streamlining

dST/HP 70

Handling -1
Stability Rating: 5

Acc: 3.0G (100AU in 17 days)

Front Hull

1. Nanocomposite Armor dDR 15

2. Habitat: 2 Luxury cabins, 2 Crew cabins, 300 man/day life support.

3. Habitat: 2 4-man bunkrooms, 20 tons Steerage Cargo, 300 man/day life support.

4. Jump Drive [!] 2 Jumps

5. Fuel Tank 50 ton

6. Fuel Tank 50 ton

Central Hull

1. Nanocomposite Armor dDR 15

2. Fusion Reactor [2 Power]

3. 300 Mj UV Laser turret [!]

4. Fusion Reactor [2 Power]

5. 3 fixed 28CM Launchers, 45 missiles

6. ECM Suite

Core: Control room: Complexity 6 Think Machine, Com/Sensors 7, 4 Control stations.

Rear Hull

1. Nanocomposite Armor dDR 15

2. Artificial Gravity

3. Reactionless Drive [!] .5G Acceleration

4. Reactionless Drive [!] .5G Acceleration

5. Hot Reactionless Drive [!] 1G Acceleration

6. Hot Reactionless Drive [!] 1G Acceleration

Core: Engine Room

Notes: The Ambassador is a lightly armored maneuverable support craft. It is designed to function as a fleet escort, a secure private transport or an armored prisoner transport. The majority of the church fleet is comprised of these sturdy practical ships and their sleek white/gold appearance is unmistakable. During the emperor wars Ambassadors turned the tides of many battles, now they serve the day-to-day functions of a widespread universal church.

Kurgan Ajdal Cruiser


2,194,450 FB

Size Modifier: +9

TL 10

2 Work Spaces

Streamlined

dST/HP: 100

Handling -1
Stability Rating: 5

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Nano Composite Armor dDR 20

2.Cargo Hold: 150 tons

3. ECM Suite

4. ECM Suite

5. Artificial Gravity

6. 3 fixed 32cm launchers, 60 missiles

Central Hull

1. Nano Composite Armor dDR 20

2. Fixed 1Gj Plasma Cannon [!]

3. Fixed 1Gj Plasma Cannon [!]

4. Habitat: 1 Luxury Cabin, 18 Crew Cabins, 1000 man/day life support

5. Fusion Reactor [2 power]

6. Fusion Reactor [2 power]

Core: Control Room: Complexity 8 think machine, Comm/Sensors TL 8, 6 Control Stations

Rear Hull

1. Nano Composite Armor dDR 20

2. Fuel Tank: 150 tons

3. Fuel Tank: 150 tons

4. Jump Drive [!] 2 Jumps

5. Hot Reactionless Drive [1] 1G acceleration

6. Hot Reactionless Drive [1] 1G acceleration

Core: Engine Room

Notes: The Ajdal is the backbone of the Kurgan Navy. It is a multi-purpose bomber/escort/invasion craft, able to suit a variety of roles. It’s on crippling flaw is that all of it’s weaponry is forward mounted and it‘s armor is thin for a military vessel, making it vulnerable to attacks in dogfights, but it is generally supported by fighters in action.
Li Halan Harridan Frigate


2,194,450 FB

Size Modifier +9

TL 10

2 Work Spaces

Unstreamlined

dST/HP: 100

Handling -1
Stability Rating: 5

Acc 2.0G (100AU in 20 days)

Front Hull

1. Nanocomposite Armor dDR 30

2. Nanocomposite Armor dDR 30

3. Defensive ECM Suite

4. Artificial Gravity

5. Fuel Tank 150 tons

6. Fuel Tank 150 tons

Core: Control Room: complexity 6 Think Machine, Com/Sensors 8, 6 Control Stations

Central Hull

1. Nanocomposite Armor dDR 30

2. Nanocomposite Armor dDR 30

3. Jump Drive [!] 2 Jumps

4. Habitat: 3 Luxury cabins, 4 Crew Cabins, 50 Tons Steerage Cargo, 1000 man/day life support

5. 1 Gj UV Lazer Turret [!]

6. 1 Gj UV Lazer Turret [!]

Core: Engine Room

Rear Hull

1. Nanocomposite Armor dDR 30

2. Nanocomposite Armor dDR 30

3. Fusion reactor [ 2 Power]

4. Fusion reactor [ 2 Power]

5. Hot Reactionless Drive [!] 1G Acceleration

6. Hot Reactionless Drive [!] 1G Acceleration

Notes:  The Harridan is known throughout the empire as The Beast of battle. So well envisioned for space combat that virtually all of the Harridan class ships that were built still fly today. It is tough and well armed, featuring defensive ECM and Ultraviolet laser batteries. In the end it may be simply wear and tear and scarcity of parts that defeats the Beasts of Battle.

League Strongarm Frigate


1,293,250 FB

Size Modifier +9

TL 10

2 Work Spaces

Unstreamlined

dST/HP: 100

Handling -1
Stability Rating: 5

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Nanocomposite Armor dDR 30

2. Nanocomposite Armor dDR 30

3. Spinal mounted 3 Gj UV laser [!!!]

4. Habitat: 1 Luxury Cabin, 8 Crew Cabins, 50 tons steerage cargo, 1000 man/day life support.

5. Fuel Tank 150 tons

6. Fuel Tank 150 tons

Core: Control Room: complexity 6 Think Machine, Com/Sensors 8, 6 Control Stations

Central Hull

1. Nanocomposite Armor dDR 30

2. Nanocomposite Armor dDR 30

3. Spinal mounted weapon system

4. Fusion reactor [ 2 Power]

5. Fusion reactor [ 2 Power]

6. Artificial Gravity

Rear Hull

1. Nanocomposite Armor dDR 30

2. Nanocomposite Armor dDR 30

3. Spinal mounted weapon system

4. Jump Drive [!] 2 Jumps

5. Hot Reactionless Drive [!] 1G Acceleration

6. Hot Reactionless Drive [!] 1G Acceleration

Core: Engine Room

Notes: The Strongarm is the pinnacle of League military power, a floating platform for a massive, super accurate, UV Laser. It takes an enormous amount of energy to fire and strikes with massive power and range. The ship is typically employed to enforce debts against those that think they are powerful enough to ignore The League. For obvious reasons the Church and the Nobles severely limit the number of these monsters that are able to fly the jumproads.
Inquisitional Rack Frigate


6,515,000 FB

Size Modifier +10

TL 10

15 Work Spaces

Unstreamlined


dST/HP 150

Handling -2
Stability Rating: 5

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Nonocomposite Armor dDR 50

2. Fusion Reactor [2 Power]

3. Jump Drive [!] 2 jumps

4. Fixed 48cm Launcher, 50 Missiles

5. Fixed 48cm Launcher, 50 Missiles

6. Fixed 48cm Launcher, 50 Missiles

Central Hull

1. Nonocomposite Armor dDR 50

2. Habitat: 5 luxury cabins, 15 Cabins, 4-bed Med bay, Meeting room, 150 tons Steerage Cargo, 3000 man/day life support

3. Habitat: 10 Cells, 40 4-Man bunkrooms, 150 tons Steerage Cargo, 3000 man/day life support.

4. 3 1Gj  UV Laser turrets [!]

5. Fuel Tank, 500 tons

6. Fuel Tank, 500 tons

Core: Control Room: Complexity 7 Think Machine, Com/Sensors 9, 10 Control Stations

Rear Hull

1. Nonocomposite Armor dDR 50

2. Artificial Gravity

3. Robot Arm

4. Hot Reactionless Drive [!] 1G Acceleration

5. Hot Reactionless Drive [!] 1G Acceleration

6. Hanger Bay: 300 ton, launches 100 tons per minute

Core: Fusion Reactor [2 Power]

Notes: This is the pinnacle of Inquisitional military strength, able to bring the righteous vengeance of the Pancreator to even the most powerful sinner. More than just a fighting ship the Rack is a mobile base of operations for inquisitors, offering prison cells, offices and medical facilities.

Kurgan HanseeFrigate



12,347,050

Size Modifier +10

TL 10

12 Work Spaces

Unstreamlined

dST/HP 150

Handling -2
Stability Rating: 5

Acc: 2.0G (100AU in 20 days)

Front Hull

1. Nonocomposite Armor dDR 50

2. Nonocomposite Armor dDR 50

3. Habitat: 2 luxury cabins, 11 Cabins, 5 2-man bunkrooms, 200 tons Steerage Cargo, 3000 man/day life support.

4. Habitat: 18 Cabins, Med bay, Meeting room, 200 tons Steerage Cargo, 3000 man/day life support.

5. Artificial Gravity

6. Fuel Tank, 500 tons

Core: Fusion Reactor [2 Power]

Central Hull

1. Nonocomposite Armor dDR 50

2. Nonocomposite Armor dDR 50

3. Jump Drive [!] 1 jump

4. 3 1Gj  UV Laser turrets [!]

5. 3 1Gj  UV Laser turrets [!]

6. Fusion Reactor [2 Power]

Core: Control Room: Complexity 7 Think Machine, Com/Sensors 9, 10 Control Stations

Rear Hull

1. Nonocomposite Armor dDR 50

2. Nonocomposite Armor dDR 50

3. Hangar Bay: 300 tons of vessels, 100 tons per minute

4. Hangar Bay: 300 tons of vessels, 100 tons per minute

5. Hot Reactionless Drive [!] 1G Acceleration

6. Hot Reactionless Drive [!] 1G Acceleration

Notes: 

Decados Potempkin Destroyer

17,059,070 FB

Size Modifier +11

TL 10

33 Work Spaces

Unstreamlined


dST/HP 200

Handling -2
Stability Rating: 5

Acc: 1.0G (100AU in 29 days)

Front Hull

1. Nanocomposite Armor dDR 70

2. Nanocomposite Armor dDR 70

3. Jump Drive [!] 2 jumps

4. 3 fixed  48cm Launchers, 150 missiles

5. Enhanced Tactical Sensors: Com/Sensors 12

6. Habitat: 3 Luxury Cabins, 44 Crew Cabins, 30 4-man Bunkrooms. 10 bed sick bay, 500 Tons Steerage Cargo, 10,000 man/day life support.

Central Hull

1. Nanocomposite Armor dDR 70

2. Nanocomposite Armor dDR 70

3. 10Gj UV laser turret [!]

4. 3 3Gj UV laser turrets [!]

5. Fuel Tank 1500 ton

6. Fuel Tank 1500 ton

Core: Control room: Complexity 7 Think Machine, Com/Sensors 10, 15 Control Stations

Rear Hull

1. Nanocomposite Armor dDR 70

2. Nanocomposite Armor dDR 70

3. Hot Reactionless Drive [!] 1G Acceleration

4. Hangar Bay: 1000 tons of vessels, 200 tons per minute

5. Artificial Gravity

6. Fusion Power Plant [2 Power]

Core: Fusion Power Plant [2 Power]

Notes: The Potempkin Class is one of the most deadly vessels left sailing the void. Originally designed for hunting battleships and dreadnaughts, The Potempkin Class features a deadly arsenal of weapons for taking on large craft and a hangar bay full of fighter craft to defend against smaller threats. The ship transports a standard compliment of over 100 soldiers and carries nearly 500 tons of munitions and supplies in steerage. And due to the shrewd withdrawal from hostilities near the end of the Emperor Wars the Decados still possess dozens of these vessels.

Exotic Craft

Scraver Refinery vessel Cross-eyed king
27,659,090 FB

Size Modifier +11

TL 10

42 Work Spaces

Unstreamlined


dST/HP 200

Handling -2
Stability Rating: 5

Acc: 3.0G (100AU in 17 days)

Front Hull

1. Advanced Metallic Laminate Armor dDR 50

2. Ram Scoop

3. Fuel Tank: 1500 ton

4. Fuel Tank: 1500 ton

5. Fusion Reactor [2 Power]

6. Refinery: 500 tons/hour [!]

Core: Control room: Complexity 7 Think Machine, Com/Sensors 10, 15 Control Stations

Central Hull

1. Advanced Metallic Laminate Armor dDR 50

2. Habitat: 12 Luxury Suites, 40 Luxury Cabins, 50 Crew Cabins, 10 4-man bunkrooms, 10,000 man/day life support

3. Steerage Cargo: 1000 tons, 10,000 man/day life support

4. Artificial Gravity

5. Open Space: promenade

6. Jump Drive [!] 2 Jumps

Core: Open Space: Casino

Rear Hull

1. Advanced Metallic Laminate Armor dDR 50

2. Fusion Reactor [2 Power]

3. Hot Reactionless Drive [!] 1G Acceleration

4. Hot Reactionless Drive [!] 1G Acceleration

5. Hot Reactionless Drive [!] 1G Acceleration

6. Hangar Bay: 1000 ton, 200 ton per minute

Core: Fusion Power Plant [2 Power]

Notes: These ancient lumbering vessels were built during the Second Republic to venture into the outer strata of Gas Giants and harvest and refine materials for industrial use. They were completely autonomous, featuring transparent domes where food could be grown. As the suns began to fade these vessels could no longer be self sufficient and the entire infrastructure that these ships supported fell apart. Many were abandoned, only to be recovered by the Scravers guild ages later. Refinery ships are able to harvest gasses and refine them into upwards of 10,000 tons of jump fuel or 20,000 man day of life support each day spent in the strata of a gas giant, venturing back to planetary orbit to sell their wares but the real money comes from the empty spaces where salvaged machinery once sat. Most ships are hollowed out to create floating resorts with luxury rooms, huge casinos and their great transparent domes are made into promenades with shopping, nightclubs and restraints. The vessels come into planetary orbit, shuttle on passengers and food and take off for a multi-month long voyage to the system’s gas giants where the more exotic entertainments take place. During the voyage the ship will dive and emerge from the Gas Giant, docking with freighters that take on their refined goods or ships that purchase atmosphere and jump fuel directly. Additionally the ships gradually take on valuable exotics during the refining process that are sold for nearly as much as the normal refined goods. Planetary Authorities hate these vessels as they are magnets for the worst kind of vice but their production of valuable ship’s supplies are so essential to trade that they have difficulty stopping them.


