Spacecraft Statistics
Spacecraft detailed in the GURPS Spaceships line use a common format for the systems's statistics. The description begins with the ship’s name and Tech Level. This is followed by a description of the spacecraft’s intended mission, how it may be used, the spacecraft’s hull type, systems, design features, crew, and statistics.  To economize on terminology, the relevant statists have been converted to EP and d% equivalents.

Tech Level: Eclipse Phase technology is generally rated TL10, with advanced materials science and nanotechnology permitting some TL11 systems

dDUR: Durability is listed in decade scale (1 DUR here equals 10 DUR normal).  Once a ship's dDUR is 0 or below it is incapacitated, though any surviving crew can still take actions.  Death Rating is 2x dDUR.

WT: The ship's Wound Threshold is equal to 1/10 it's dDUR, rather than 1/5. 

HT: Hit Threshold.  Used to resist the secondary effects of damage.  HT starts at a base 7 for all ships.  Reduce HT by -1 if the vessel has SM +4-9 with no engine room.  Add +1 if it has at least one robofac, nanofactory or fabricator onboard.

Hnd: The handling modifier, which effects Pilot tests.  If the spacecraft has no manuever drive, omit.

Move: These two numbers are acceleration in G's, followed by Delta-V in km/s.  A "+" sign is added if the vessel is an upper stage of a multi-stage vehicle.  Delta-V is the maximum change in velocity a spacecraft can perform without running out of reaction mass; each acceleration or deceleration costs a fraction of the Delta-V budget.  Space sails replace Delta-V with the notation "c" to indicate they can reach near-light velocity.  Space sails list their acceleration in G, though circumstances (such as dedicated laser propulsion) can alter this.

LMass: The typical loaded mass in metric tons.  Refer to the Hull Table and record the loaded weight that corresponds with the chosen hull mass and SM. 

Load: This is the maximum load in tons the spacecraft carries, and is the sum of the rated capacities of all payload systems (cargo holds, hangar bays, etc.), plus 0.1 ton per occupant.

SM: This is the Spacecraft's Size Modifier.

Occ: Occupancy is simply a summary of the vessel’s personnel capacity.  First, decide if the occupancy statistic will refer to accommodation or short- term occupancy.  Usually accommodations are listed if they vessel has them; otherwise record short- term occupancy.  If none, record 0.
Long-term accommodations provide full life support for an indefinite period.  Occupancy is two per cabin or luxury cabin, four per bunkroom, cell, or cage. Record occupancy followed by the suffixes A (accommodations), S (sealed) and V (Vacuum support), e.g., 20ASV.
Short-term occupancy provides limited life support for one day times occupancy.  It is split into crew + passenger occupancy.  Crew occupancy is one person per control station, turret, or workspace, and two per lab, establishment, or office.  The passenger occupancy is one per seat, stretcher, or sickbay bed, 10 per briefing room, 30 per establishment, 100 per open space.  Usually this statistic is only recorded only if the vessel has no long- term occupancy.  Record occupancy as “crew + passengers” followed by the suffixes SV (omitting A), e.g., 2+6SV.

Bodybank stasis chambers are indicated in footnotes 

dArmor: The decade-scale damage reduction of the front hull/central hull/rear hull armor.  If identical, only one is listed.

Cost: The cost of a new spacecraft in Credits.  These figures are shaky and should probably be fudged as necessary.

Notes: May be added for extra details.

Spacecraft Systems
For a full description of systems, refer to GURPS Spaceships.  Stipulations on their inclusion and new systems are detailed below:

Tech Level
New spacecraft are TL10, but there are plenty of older TL8 and TL9 vessels that were kludged together during the Fall. Older designs are often upgraded to TL10 control rooms and comm/sensor arrays as soon as possible.

Spacecraft Hulls
Mobile spacecraft range up to 300,000 tons (SM +13) for the larger bulk carriers and scum barges.  Sizes of 1,000,000 tons (SM +14 and above) are rare for spacecraft but common for space stations.  The largest habitats are SM +16 or more.  These facilities should be treated as locations, not Spaceships designs.  At the other extreme, tin can habitats and drone weapons can be exceedingly small (SM +4 or less).

Spacecraft Systems
Most GURPS Spaceships systems of TL10 or less that do not rely on superscience (TL^) are available in the Eclipse Phase setting.  Exceptions and guidelines are discussed below.

Larger and Smaller Systems
These common design options are described in GURPS Spaceships 7: Divergent and Paranormal Tech, pp. 4-5.

Superscience Systems
The occasional superscience relic (e.g. the Pandora gates) left by the TITANs or found in alien ruins can be used, but not replicated.

Armor
Diamondoid armor is available, despite being TL11, due to the settings advanced materials science.  Decile armor values in GURPS Spaceships enable far greater protection than what the sample Eclipse Phase spaceships list.  These can be downgraded to typical EP values by limiting armor purchase to a single small system at 1/3 the normal value.  This will make warships into glass cannons, and beam weapons in particular will be far more threatening.

Control Room
Most vessels employ some AI crew, so spacecraft often reduce the number of control stations or use smaller systems.  As in the Transhuman Space setting (see GURPS Spaceships 8: Transhuman Spacecraft), the advanced technology used in Eclipse Phase means that you calculate computer Complexity as if they were a full TL higher.

Enhanced, Multipurpose, Science and Tactical Comm/Sensor Arrays
All arrays have the Eclipse Phase equivalents of enhanced vision, T-ray, microwave, and radar detectors, with magnification and 360 degree vision.  All non-base arrays come equipped with lidar and tight-beam laser/microwave links.  Science and multipurpose arrays have X-ray detectors.  Maximum radio and active sensor range begin at 60,000 km for a base array on an SM +4 vehicle and scale up.

External Clamp
These can represent the external cradles used to hold AKVs and other assets (The Stars Our Destination, p. 9).  Since GURPS Spaceships clamps have no maximum weight unless installed as smaller systesm, a single system serves as all the external cradles.

Factory
Also known as cornucopia machines, TL11 nanofactories are one of the technologies that enabled transhumanity to survive the Fall.  See Eclipse Phase, p. 327 for additional information.

Habitat
Sickbays can function as resleeving and psychosurgical facilities.  Hibernation chambers act as bodybanks for unused biomorphs and pods (synths can be stored as normal cargo).  Teleportation pods can be a proxy for neutrino farcasters, but should be high power systems.

Jump Gate
Eclipse Phase jump gates, more commonly referred to as Pandora Gates, were (probably) built by the TITANs when they left the solar system. These devices are barely understood by transhumanity and may rely on TL12^ knowledge of physics.  None of the known Pandora Gates are large enough to admit a spacecraft.

Power Plant, Chemical
Advanced battery technology enables the operation of synthmorphs, vehicles, portable railguns and beam weapons.  In GURPS Spaceships that operation is not available.  Use chemical fuel cells or MHD power plants to stand in for combined nuclear/standard batteries; the latter for shorter half-life nucleotides.  Batteries are potentially volatile systems that also pose a radiation hazard.

Reaction Engine, Chemical and HEDM Rocket
Metallic hydrogen HEDM rockets are widely used for small surface-to-orbit rockets and planetary landers.  Safety technology is sufficiently advanced that Eclipse Phase HEDM fuel tanks are not volatile.

Reaction Engine, Nuclear Pulse
Pulse drives have been developed, but they were leapfrogged by advanced fusion rocket designs.

Reaction Engine, Fusion
The dominant form of space propulsion technology in Eclipse Phase is the TL10 fusion rocket.  The TL10^ fusion torch is unavailable.

Reaction Engine, Total Conversion and Antimatter
The antimatter plasma rocket is available.  Used in some destroyers, the volatility of the antimatter fuel makes them unwelcome near manned habitats.  It is unknown if antimatter thermal rockets are used, but likely would be for factions with antimatter to spare.

Reconfigurable System
Despite being TL11, nanotechnology and smart materials would allow for some reconfigurable systems.  Synthmorphs have this option via the Shape Adjusting augmentation.

Robot Arm
Small craft should use telescoping robot arms (GURPS Spaceships 8: Transhuman Spacecraft, p. 9) instead. 

Space Sails
Plasma sails are employed by several morph types.  Light sails are unmentioned but likely feasible.

Weapons Batteries
Ultraviolet lasers are the standard beam weapons.  Improved visual lasers are sometimes used instead of ultraviolet lasers on vessels intended primarily for atmospheric combat.  Oversized lasers should use the Larger Systems rules (GURPS Spaceships 7: Divergent and Paranormal Tech, p. 5) instead of spinal mounts, as lasers benefit from a wider mirror diameter and not additional length.

Particle beams lack the necessary range for offensive use but may be employed as point defense weapons.  The existence of transhuman-portable versions means there is no minimum size for ship scale ones.

Missile launchers typically use conventional, nuclear and antimatter warheads.  X-ray laser warheards may be employed.  Devourer warheads are possible despite being TL11, due to the setting's nanotechnology (Gurps Spaceships 4: Fighters, Carriers and Mecha, p. 40).  These represent a combination of microbot, saboteur and dissasembler swarms.

Railguns are represented by electromagnetic guns.  As per the Eclipse Phase restrictions on specialized ammo, they should only use conventional ammunition.

Fusion and antimatter plasma engines are effectively giant plasma beams, and could be improvised as weapons (Gurps Spaceships 4: Fighters, Carriers and Mechs, p. 33).

Design Features
Many vessels use high or total automation. Spin gravity is common on populated vessels.
Unavailable Features
All superscience features are unavailable.
Biomechanical
The existence of Meathab suggests the possibility of bioships using a mix of living tissue of cybernetic implants (GURPS Spaceships 8: Transhuman Spacecraft p. 8).
Lacks Automation
Jovian ships avoid using smart programs and weak AI wherever practical (GURPS Spaceships 7: Divergent and Paranormal Tech, p. 20)
Methane and Ammonia Reaction Mass
Methane reaction mass (GURPS Spaceships 7: Divergent and Paranormal Tech, p. 21) is often used for Martian spacecraft, and likely Titanian as well.
Phased Arrays
T11 phased array lasers are possible with nanofabrication (GURPS Spaceships 7: Divergent and Paranormal Tech, p. 21).
Regeneration and Self-Healing
Self-Healing (GURPS Spaceships 7: Divergent and Paranormal Tech, p. 22) is used on most cutting-edge TL10 designs.

Spin Tethers
Some tin can habitats are little more than tethered ships, spun for gravity (GURPS Spaceships 7: Divergent and Paranormal Tech, p. 22).
Stealth Hull Options
Ships may have both Stealth Hulls and Dynamic Chameleon.

Design Switches
Five normal design switches are used:

Advanced Computers
All computers are treated as one TL higher for the purpose of calculating Complexity and running software; (see GURPS Spaceships, p. 14).

Exposed Radiators
These are described in GURPS Spaceships (p. 31).  Note that non-combat ships may not be able to retract their radiators.

Hazardous Drives and Power Plants
Many evac ships left over from the Fall were kluged together in haste and intended for short term use.  Some that remain were converted to scum ships.  These might have minimal radiation shielding (GURPS Spaceships 7: Divergent and Paranormal Tech, p. 23).

FTL Comm/Sensor Arrays
Quantum entanglement communication (Eclipse Phase, p. 315) allows limited instantaneous communication across any distance.

Slower Industrial Systems
Factory output values should be reduced from /hour to /day for game balance and parity with the established fabrication times in Eclipse Phase.

Travel in the Solar System
All space travel uses the Newtonian Space Flight and Delta-V rules (GURPS Spaceships, p. 37). The Interplanetary Distances table in Transhuman Space (p. 51) is useful for estimating travel times.

The Sequence of Action
Within turns, action is divided into sequential phases for different crew positions.  Within each phase, resolve actions for all crew on all spacecraft before the next phase begins.  Thus, in 1. Command Tasks, the command crew of every spacecraft in the battle performs command tasks.  In Phase 2: Engineering, the engineering officers of every spacecraft allocate power and perform other engineering tasks . . . and so on.   The sequence of action is:

1. Command Tasks
2. Engineering Tasks
3. Navigation Tasks
4. Piloting Tasks
5. Sensor / Communication / Electronics Operation Tasks
6. Gunnery Tasks

A. Missile Launch

B. Gun Fire

C. Beam Fire

D. Ballistic Attack
7. Damage Control Tasks.
8. Movement

Sensor Detection
Roll the sensor operator's Interfacing skill adding the modifiers shown below; if the modifiers + skill total to +10 or more, the GM may assume automatic identification.  Passive sensors only detect objects in line of sight - something behind a world, larger station, underwater etc. won't be detected.  Modifiers:
SM: Add 1/2(rounded down) the object or spacecraft's Size Modifier.
Time Spent: A full sky scan scan takes 1 minute.  Modifiers for time are -7 at 20 seconds, +4 at 3-minutes and +18 at 10 minutes.
Distance: +0 at rendezvous distance (100 meters), -10 at 100 km, -15 at 1,000 km, -20 at 10,000 km, -25 at 100,000 km
For Astronomical Ranges: -30 at 300,000 km (1 LS), -36 at 1.5 million km (5 LS), -40 at 15 million km (10 LS), -44 at 150 million km (1 AU), -48 at 1.5 billion km (10 AU), -50 at 10 billion km (75 AU; scan entire solar system).
Damage: If an enhanced, tactical, multipurpose, or science array is disabled or destroyed, a vessel can use its basic array.  A basic array is only destroyed if the control room or spacecraft is destroyed.
In Space: +10 if the object is silhoueted against a larger celestial body, +20 if silhouetted against deep space.
Signature: Spacecraft often put out a lot of heat and light!  If trying to detect a spacecraft or similar object, apply the single highest applicable modifier:
Minimal power: 0*
Auxiliary power: +2*
Fuel cell, solar panels, or jet engine: +2
MHD turbine, chemical or HEDM rocket engine, or flying in atmosphere at 5,000+ km/s: +3
Fission reactor, nuclear thermal rocket, nuclear light bulb, or performing a high-speed atmospheric reentry: +4
Antimatter thermal rocket, antimatter reactor, fusion reactor, magsail, lightsail: +4
Fusion pulse drive or fusion rocket engine: +5
Antimatter plasma, external pulsed plasma engine: +6
Reaction engine modifiers assume the rear hull (with drive) is facing toward the sensor array; if it’s the central hull, reduce by -1; if it’s the front hull, reduce by -2.

Countermeasures: The following modifiers apply:

-1.5x(TL-6) if using a stealth hull unless the target has signature modifiers of +3 or more.

*Auxiliary power permits operation of all non-high-energy systems.  Minimal power does not permit the use of any life support (except hibernation chambers), active sensors, or ECM.
Failure means no contact (a critical failure may mean a misidentified contact or other error); the operator may repeat the task on later turns if there is reason to believe something is out there.

Success means detection of the object’s presence, range, course, temperature class, and SM, but no other details.  Once an object is detected the sensors will automatically keep track of it (along with anything it launches hot).  It remains detected as long as it remains in line of sight.  If it leaves line of sight and reappears later, a new roll is needed only if the target deviates from course while out of sight.

Weapon Fire
Weapon fire occurs in this order:

Missile Fire: Gunners fire shots from a missile battery, alternating one ship at a time.  No attack rolls are resolved in this phase.
Gun Fire: Gunners fire shots from a gun battery, alternating one ship at a time.  No attack rolls are resolved in this phase.
Beam Fire: Gunners fire beam weapons, alternating one spacecraft at a time.  Defenders Dodge, hits and damage are resolved immediately.  Attack rolls and damage are considered simultaneous; a gunner ignores any damage their vessel sustains during this phase when firing back.  Any beam attacks not made may be reserved for point defense against incoming ordinance.
Point Defense:
A. Attack Rolls for missiles, guns and colliding vessels are resolved.
B. Defenders fire and resolve point defense against succesful incoming missiles, gun shots and colliding vessels.
C. Defenders roll to Dodge surviving shots and coliding vessels.
D. Successful hits resolve damage.

Skill
Shooting uses the operator's Gunnery skill.

Modifiers
Space Accuracy: Different weapons have a different base modifier to attack rolls.  See table.
Target Size: Add 1/2(rounded down) the target’s SM.
Beam Weapon Range: See table below.
Target: -1 if attacking a streamlined target’s front or rear hull.  -1 if aiming for a specific spacecraft hit location (see Precision Attacks, p. 66); -1 if aiming for a weak point in armor. -2 per defensive ECM system (-1 if the attacker has a tactical array).
Surface Targets: If attacking surface targets during space combat, apply any relevant Target or Visibility modifiers from cover or concealment.
Multitasking: Apply any multitasking penalties (GURPS Spaceships, p. 50).
Proximity Detonation: If using a warhead fused for proximity detonation, add +30 to hit.
Fixed or Spinal Mount: +1 bonus to hit (guns and beams only).
Beam Weapon Range Modifier
	Hexes/Turn
	10-km hex
	100-km hex
	1,000-hex
	10,000-km hex

	Rendezvous
	+20
	+20
	+20
	+20

	Point Defense
	+12
	+6
	0
	-6

	0
	+12
	+6
	0
	-6

	1
	+6
	+0
	-6
	-12

	2
	+4
	-2
	-8
	-14

	3-4
	+3
	-3
	-9
	-15

	5-6
	+2
	-4
	-10
	-16

	7-9
	+1
	-5
	-11
	-17

	10-15
	+0
	-6
	-12
	-18

	15-19
	-1
	-7
	-13
	-19

	20-29
	-2
	-8
	-14
	-20

	30-49
	-3
	-9
	-15
	-21

	50-69
	-4
	-10
	-16
	-22

	70-99
	-5
	-11
	-17
	-23

	100-149
	-6
	-12
	-18
	-24

	150-199
	-7
	-13
	-19
	-25

	200-299
	-8
	-14
	-20
	-26

	per x10
	-6
	-6
	-6
	-6


Dodging
A spacecraft may attempt to dodge any incoming weapons or collisions as long as it has a pilot, functional engine and non-zero delta-V remaining.  Delta-V expenditure on dodging is handwaived.

Roll to dodge once per attack.  If multiple hits were scored, use the large salvo tables to determine how many the defender dodges.

Dodge = (Pilot skill / 2) + Handling + dodge modifiers
Dodge modifiers are:
Defensive Tactics, Offensive Tactics, Tactical Navigation

Defensive ECM: +1 bonus to dodge for each defensive ECM, max +3.  The ECM must be of a TL equal or higher than the attacker's.
Evasive Manuever Action: If the ship pivots during the Piloting phase, +1 to dodge that turn.
Kinetic Dodge Bonus: Railgun slugs are slow like missiles but lack their guidance systems.  Defenders receive a modifier to any Dodge checks against them, dependent on the relative velocity as well as the turn length.  See table below.
Turn Length Modifier: -6 at 20-sec, -3 at 1-minute, +0 at 3-minute, +3 at 10-min

Kinetic Weapon Velocity Modifier
	Hexes/Turn
	10-km hex
	100-km hex
	1,000-hex
	10,000-km hex

	0
	+22
	+16
	+10
	+4

	1
	+20
	+14
	+8
	+2

	2
	+18
	+12
	+6
	+0

	3-4
	+17
	+11
	+5
	-1

	5-6
	+16
	+10
	+4
	-2

	7-9
	+15
	+9
	+3
	-3

	10-14
	+14
	+8
	+2
	-4

	15-19
	+13
	+7
	+1
	-5

	20-29
	+12
	+6
	+0
	-6

	30-49
	+11
	+5
	-1
	-7

	50-69
	+10
	+4
	-2
	-8

	70-99
	+9
	+3
	-3
	-9

	100-149
	+8
	+2
	-4
	-10

	per x10
	-6
	-6
	-6
	-6


Large Salvos and Mass Rolls
If a ship is firing a large number of shots from a single weapon battery against a single target, roll the relevant Gunnery skill against one of the Large Salvo tables.  Point Defense rolls can be done in a similar fashion, rolling any stray extra shots singularly as normal.

Dodging Salvoes
Against large numbers of shots, used the Large Salvo tables to caculate the percentage of shots dodged, applying the above .

Targetting Exposed Systems: 
Deployed main radiator arrays (Gurps Spaceships p. 65), as well as magsails, lightsails, and solar panel systems are exposed systems.  They can be targeted separately by weapon fire without any penalty to the attack roll.  Use the spacecraft’s SM for radiators and SM +2 for lightsails, solar panels, or magsails.  If hit, armor does not apply, but due to the large size and diffuse construction of these features, any damage that is less than 10% of spacecraft dDUR is ignored.  Damage equal to or greater than the spacecraft’s dDUR will disable the system or main radiator, or destroy it if already disabled.  No other damage is done to the spacecraft.  A successful attack with a nuclear or antimatter warhead will automatically destroy any deployed exposed systems in addition to its other effects.

Precision Attacks: As per the normal Called Shot rules.  To hit a specific system, -1 to the attack roll, need +3 MoS to hit the specific system.  For salvoes, only the hits gained from rolling above 3 apply, the others strike normally instead.  Called Shots may be used to bypass half the target's armor, rather than the full value.  A disabled or destroyed armor section enables Called Shots to bypass the full value.

Volatile Systems
Volatile systems include: batteries (possibly), coolant tanks that have been filled with heat, any system holding missiles with explosive warheads; antimatter boosted or catalyzed propellant, an antimatter reactor, a cargo hold whose contents the GM determines are volatile (e.g., full of antimatter).

If a volatile system is disabled, roll 1d10 against the spacecraft's HT.  Failure means the spacecraft will explode and be destroyed at the end of its next turn.  A severe failure means it explodes immediately (unless PC-occupied).  If a volatile system is destroyed, roll at -3!  If a spacecraft explodes, it inflicts (4d10 x basic dDUR) explosion damage to any spacecraft docked with it; multiply by 10 and add surge and radiation modifiers if antimatter warheads, power plants, or fuel are exploding!

Safety technology in Eclipse Phase is sufficiently advanced that HEDM is no longer volatile.  Batteries may or may not be volatile.

Surge Damage: Roll against the ship's HT.  Failure disables one additional system in that section; severe failure disables them all.  As electronics in Eclipse Phase are shielded and surge protected, this applies only to systems involving nanotechnology, or systems with exposed sensors or radio components.  Do not roll for injuries.

Radiation Damage: Occupants in the damaged system suffer an unspecified ammount of radiation exposure.

Explosive Damage: Applies only against targets in atmosphere.
Scaling Down Attack Roll Modifiers
This system assumes a weapon fired by a gunner performing a +30 Aim Action (Complex) with +30 AI teamwork assistance and a +10 vehicular smartlink, for a net +70 bonus.  As point-blank range is at least 10 km at this scale, a range penalty of -30 applies, along with -20 for hitting fast moving targets and -20 for major visual impairment, these inherent penalties are assumed to cancel these bonuses, producing a net +0 modifier.

For firing ship weapons in normal Eclipse Phase circumstances at targets within 10 km, use the +70 modifier to attack roll and multiply the resultant damage by 10.  It is generally not possible to hit targets at normal space engagement ranges without dedicated targetting computers.
Damage and Damage Control
Rules for assigning and repairing damage to systems are described in GURPS Spaceships.  The only differences in this conversion are the damage control modifiers for turn length.  Instead of listing bonuses or penalties for longer turns, the table lists the number of actions of a certain kind that each party can complete in a turn.  They can mix and match, take longer times for bonuses, or rush jobs at penalty according to normal Eclipse Phase Rules.
Adjusted Tables
Velocity, Thrust and Burn Table
	Turn Length
	Starting Velocity
	Thrust Rating
	Burn Points


10-km Hexes
	20-second turn
	kms x 2
	G/3
	current delta-V x 2

	1-minute turn
	kms x 6
	Gx3
	current delta-V x 6

	3-minute turn
	kms x 20
	Gx30
	current delta-V x 20

	10-minute turn
	kms x 60
	Gx300
	current delta-V x 60


100-km Hexes
	20-second turn
	kms / 5
	G/30
	current delta-V / 5

	1-minute turn
	kms x 2/3
	G/3
	2/3 current delta-V

	3-minute turn
	kms x 2
	Gx3
	current delta-V x 2

	10-minute turn
	kms x 6
	Gx30
	current delta-V x 6


1,000-km Hexes
	20-second turn
	kms / 50
	G/300
	current delta-V / 50

	1-minute turn
	kms / 15
	G/30
	current delta-V / 15

	3-minute turn
	kms / 5
	G/3
	current delta-V / 5

	10-minute turn
	kms x 2/3
	Gx3
	2/3 current delta-V


10,000-km Hexes
	20-second turn
	kms / 300
	G/3,000
	current delta-V / 500

	1-minute turn
	kms / 100
	G/300
	current delta-V / 150

	3-minute turn
	kms / 30
	G/30
	current delta-V / 50

	10-minute turn
	kms / 10
	G/3
	current delta-V / 15


Engine Types
	Engine
	Thrust

(G's)
	Delta-V

(km/s per tank)
	High Thrust

Option DV
	Water/Methane

Remass?

	Plasma
	0.0002
	16
	0.8G
	

	Chemical
	3
	0.25
	
	

	HEDM Chemical
	2
	0.8
	
	

	Fusion Rocket
	0.005
	100
	0.01
	Yes

	Antimatter

Plasma Rocket
	0.01
	200
	0.02
	Yes

	Antimatter

Thermal Rocket
	0.2
	3
	0.4
	Yes


Ship Size
	SM
	Loaded Mass
	Length
	dDUR
	Handling

	SM+4
	10 tons
	10m
	15
	0

	SM+5
	30 tons
	15m
	20
	0

	SM+6
	100 tons
	20m
	30
	0

	SM+7
	300 tons
	30m
	50
	-1

	SM+8
	1,000 tons
	50m
	70
	-1

	SM+9
	3,000 tons
	70m
	100
	-1

	SM+10
	10,000 tons
	100m
	150
	-2

	SM+11
	30,000 tons
	150m
	200
	-2

	SM+12
	100,000 tons
	200m
	300
	-2

	SM+13
	300,000 tons
	300m
	500
	-3

	SM+14
	1,000,000 tons
	500m
	700
	-3

	SM+15
	3,000,000 tons
	700m
	1,000
	-3


Thurst Modifier to Handling
	Acceleration
	Modifier

	0.001G
	-3

	0.01
	-2

	0.1
	-1

	1G
	0

	10G
	+1

	100G
	+2

	1,000G+
	+3


Weapon Types
	TL
	Weapon
	Damage
	Space Accuracy

	7
	Conventional Gun
	Normal: (2), Proximity: (1)
	-6

	7
	Electromagnetic Gun
	Normal: (2), Proximity: (1)
	-4

	7
	Missile Launcher
	by warhead
	+2

	9
	Laser
	(2)
	+0

	10
	UV Laser
	(2)
	+0

	10
	Particle
	radiation, surge (5)
	-2

	10
	Plasma
	explosion (2)
	-4

	11
	X-Ray Laser
	radiation, surge (5)
	+0


Weapon Damage
	Beam Output
	Damage (Plasma)
	Damage (Laser,

 Partcle Beam)
	
	Railgun Size
	Damage

	
	
	
	
	2 cm
	2d10-4

	
	
	
	
	2.5 cm
	2d10-3

	3 kj
	1d10-5
	1d10-7
	
	3 cm
	2d10-2

	10 kj
	1d10-3
	1d10-6
	
	3.5 cm
	2d10

	30 kj
	1d10-1
	1d10-5
	
	4 cm
	2d10+1

	100 kj
	2d10-4
	1d10-3
	
	5 cm
	3d10-1

	300 kj
	2d10
	1d10-1
	
	6 cm
	3d10+2

	1 mj
	1d10x3
	1d10+1
	
	7 cm
	4d10+1

	
	
	
	
	
	

	3 mj
	2d10x2
	2d10
	
	8 cm
	1d10x5

	10 mj
	1d10x5
	3d10
	
	10 cm
	2d10x3

	30 mj
	2d10x4
	2d10x2
	
	12 cm
	1d10x7

	100 mj
	3d10x4
	2d10x3
	
	14 cm
	2d10x4

	300 mj
	4d10x5
	2d10x5
	
	16 cm
	2d10x5

	1 gj
	4d10x7
	3d10x5
	
	20 cm
	3d10x4

	3 gj
	4d10x10
	2d10x10
	
	24 cm
	2d10x7

	10 gj
	6d10x10
	3d10x10
	
	28 cm
	4d10x4

	30 gj
	4d10x20
	4d10x10
	
	32 cm
	4d10x5

	100 gj
	6d10x20
	7d10x10
	
	40 cm
	4d10x6

	300 gj
	9d10x20
	2d10x50
	
	48 cm
	4d10x7

	1 tj
	5d10x50
	3d10x50
	
	56 cm
	3d10x11

	3 tj
	7d10x50
	2d10x100
	
	64 cm
	2d10x20

	
	
	
	
	
	

	10 tj
	5d10x100
	3d10x100
	
	80 cm
	5d10x10

	30 tj
	4d10x200
	4d10x100
	
	96 cm
	6d10x10

	100 tj
	4d10x300
	6d10x100
	
	112 cm
	7d10x10

	300 tj
	2d10x1000
	2d10x500
	
	
	

	1 pj
	3d10x1000
	7d10x200
	
	
	

	3 pj
	4d10x1000
	4d10x500
	
	
	


Laser Beam Range
	Output
	10 km
	100 km
	1000 km
	10,000 km

	3 kj
	25/80
	3/8
	0/1
	0

	10 kJ
	25/80
	3/8
	0/1
	0

	30 kJ
	25/80
	3/8
	0/1
	0

	100 kj
	50/150
	5/15
	1/2
	0

	300 kJ
	50/150
	5/15
	1/2
	0

	1 MJ
	50/150
	5/15
	1/2
	0

	3 MJ
	100/300
	10/30
	1/3
	0

	10 MJ
	100/300
	10/30
	1/3
	0

	30 MJ
	100/300
	10/30
	1/3
	0

	100 MJ
	250/800
	25/80
	3/8
	0/1

	300 MJ
	250/800
	25/80
	3/8
	0/1

	1 GJ
	250/800
	25/80
	3/8
	0/1

	3 GJ
	500/1,500
	50/150
	5/15
	1/2

	10 GJ
	500/1,500
	50/150
	5/15
	1/2

	30 GJ
	500/1,500
	50/150
	5/15
	1/2

	100 GJ
	1,000/3,000
	100/300
	10/30
	1/3

	300 GJ
	1,000/3,000
	100/300
	10/30
	1/3

	1 TJ
	1,000/3,000
	100/300
	10/30
	1/3

	3 TJ
	2,500/8,000
	250/800
	25/80
	3/8

	10 TJ
	2,500/8,000
	250/800
	25/80
	3/8

	30 TJ
	2,500/8,000
	250/800
	25/80
	3/8

	100 TJ
	5,000/15,000
	500/1,500
	50/150
	5/15

	300 TJ
	5,000/15,000
	500/1,500
	50/150
	5/15

	1 PJ
	5,000/15,000
	500/1,500
	50/150
	5/15

	3 PJ
	8,000/25,000
	800/2,500
	80/250
	8/25


UV/X-Ray Laser Beam Range
	Output
	10 km
	100 km
	1000 km
	10,000 km

	3 kj
	50/150
	5/15
	1/2
	0

	10 kJ
	50/150
	5/15
	1/2
	0

	30 kJ
	50/150
	5/15
	1/2
	0

	100 kj
	100/300
	10/30
	1/3
	0

	300 kJ
	100/300
	10/30
	1/3
	0

	1 MJ
	100/300
	10/30
	1/3
	0

	3 MJ
	250/800
	25/80
	3/8
	0/1

	10 MJ
	250/800
	25/80
	3/8
	0/1

	30 MJ
	250/800
	25/80
	3/8
	0/1

	100 MJ
	500/1,500
	50/150
	5/15
	1/2

	300 MJ
	500/1,500
	50/150
	5/15
	1/2

	1 GJ
	500/1,500
	50/150
	5/15
	1/2

	3 GJ
	1,000/3,000
	100/300
	10/30
	1/3

	10 GJ
	1,000/3,000
	100/300
	10/30
	1/3

	30 GJ
	1,000/3,000
	100/300
	10/30
	1/3

	100 GJ
	2,500/8,000
	250/800
	25/80
	3/8

	300 GJ
	2,500/8,000
	250/800
	25/80
	3/8

	1 TJ
	2,500/8,000
	250/800
	25/80
	3/8

	3 TJ
	5,000/15,000
	500/1,500
	50/150
	5/15

	10 TJ
	5,000/15,000
	500/1,500
	50/150
	5/15

	30 TJ
	5,000/15,000
	500/1,500
	50/150
	5/15

	100 TJ
	10,000/30,000
	1,000/3,000
	100/300
	10/30

	300 TJ
	10,000/30,000
	1,000/3,000
	100/300
	10/30

	1 PJ
	10,000/30,000
	1,000/3,000
	100/300
	10/30

	3 PJ
	25,000/80,000
	2,500/8,000
	250/800
	25/80


Particle Beam Range
	Output
	10 km
	100 km
	1000 km
	10,000 km

	3 kj
	10/30
	1/3
	0
	0

	10 kJ
	10/30
	1/3
	0
	0

	30 kJ
	10/30
	1/3
	0
	0

	100 kj
	25/80
	3/8
	0/1
	0

	300 kJ
	25/80
	3/8
	0/1
	0

	1 MJ
	25/80
	3/8
	0/1
	0

	3 MJ
	50/150
	5/15
	1/2
	0

	10 MJ
	50/150
	5/15
	1/2
	0

	30 MJ
	50/150
	5/15
	1/2
	0

	100 MJ
	100/300
	10/30
	1/3
	0

	300 MJ
	100/300
	10/30
	1/3
	0

	1 GJ
	100/300
	10/30
	1/3
	0

	3 GJ
	250/800
	25/80
	3/8
	0/1

	10 GJ
	250/800
	25/80
	3/8
	0/1

	30 GJ
	250/800
	25/80
	3/8
	0/1

	100 GJ
	500/1,500
	50/150
	5/15
	1/2

	300 GJ
	500/1,500
	50/150
	5/15
	1/2

	1 TJ
	500/1,500
	50/150
	5/15
	1/2

	3 TJ
	1,000/3,000
	100/300
	10/30
	1/3

	10 TJ
	1,000/3,000
	100/300
	10/30
	1/3

	30 TJ
	1,000/3,000
	100/300
	10/30
	1/3

	100 TJ
	2,500/8,000
	250/800
	25/80
	3/8

	300 TJ
	2,500/8,000
	250/800
	25/80
	3/8

	1 PJ
	2,500/8,000
	250/800
	25/80
	3/8

	3 PJ
	5,000/15,000
	500/1,500
	50/150
	5/15


Plasma Beam Range
	Output
	10 km
	100 km
	1000 km
	10,000 km

	3 kj
	5/15
	1/2
	0
	0

	10 kJ
	5/15
	1/2
	0
	0

	30 kJ
	5/15
	1/2
	0
	0

	100 kj
	10/30
	1/3
	0
	0

	300 kJ
	10/30
	1/3
	0
	0

	1 MJ
	10/30
	1/3
	0
	0

	3 MJ
	25/80
	3/8
	0/1
	0

	10 MJ
	25/80
	3/8
	0/1
	0

	30 MJ
	25/80
	3/8
	0/1
	0

	100 MJ
	50/150
	5/15
	1/2
	0

	300 MJ
	50/150
	5/15
	1/2
	0

	1 GJ
	50/150
	5/15
	1/2
	0

	3 GJ
	100/300
	10/30
	1/3
	0

	10 GJ
	100/300
	10/30
	1/3
	0

	30 GJ
	100/300
	10/30
	1/3
	0

	100 GJ
	250/800
	25/80
	3/8
	0/1

	300 GJ
	250/800
	25/80
	3/8
	0/1

	1 TJ
	250/800
	25/80
	3/8
	0/1

	3 TJ
	500/1,500
	50/150
	5/15
	1/2

	10 TJ
	500/1,500
	50/150
	5/15
	1/2

	30 TJ
	500/1,500
	50/150
	5/15
	1/2

	100 TJ
	1,000/3,000
	100/300
	10/30
	1/3

	300 TJ
	1,000/3,000
	100/300
	10/30
	1/3

	1 PJ
	1,000/3,000
	100/300
	10/30
	1/3

	3 PJ
	2,500/8,000
	250/800
	25/80
	3/8


Nuclear and Antimatter Warhead Damage Table
	Warhead Yield
	d-Damage

	25 kiloton
	5d10 x 500 ex rad sur, 20cm+

	  linked
	4d10 x 500 ex

	100 kiloton
	5d10 x 1,000 ex rad sur

	  linked
	4d10 x 2,000 ex

	2.5 megaton
	5d10 x 5,000 ex rad sur

	  linked
	4d10 x 5,000 ex

	10 megaton
	5d10 x 10,000 ex rad sur

	  linked
	4d10 x 20,000 ex


X-ray Laser Warhead
Damage: The warhead stands off at a distance from its target and fires during the beam phase.  The warhead is destroyed and emits 1 laser beam per 1/2 the missile's size in cm.  Each x-ray laser deals 2d10x3 damage with the following range:
	Hex size
	Range

	10 km
	50/150

	100 km
	5/15

	1,000 km
	1/2

	10,000 km
	0


Devourer Warhead
Devourer warheads impact in the ballistic phase but deal damage in the Damage Control phase like an exploding volatile system.  They deal damage repeatedly each turn to the same system.  If they destroy or disable that initial system, they can move to another system on that hull section, including core ones.  Multiple swarms can occupy the same system, dealing damage through seperate attacks.

Damage Control parties can move to neutralize swarms, preventing any damage from occuring on that turn.  Treat this as a Halt Catastrophy action; success destroys one swarm and prevents its damage, failure fails to destroy it that turn.

A ship equipped with guardian swarms or troops, shells or robots with appropriate weapons can automattically neutralize all swarms simply by moving to that location.  Fights against large and varied swarms might better be treated as boarding actions.

Heavy missiles carry 2 swarms rather than one.

Devourer Damage/Turn
	Scale
	d-Damage

	20-second
	1d10-2 (10)

	1-minute
	2d10 (3)

	3-minute
	3d10x2

	10-minute
	3d10x4 (0.5)


Missile Thurst and Burn Points

TL7-8
Thrust Rating
	Scale
	20-sec
	1-min
	3-min
	10-min

	10 km
	2
	19
	190
	1,900

	100 km
	0.2
	2
	19
	190

	1,000 km
	0
	0.2
	2
	19

	10,000 km
	0
	0
	0.2
	2


Burn Points
	Scale
	20-sec
	1-min
	3-min
	10-min

	10 km
	20
	60
	200
	600

	100 km
	2
	6
	20
	60

	1,000 km
	0
	0
	2
	6

	10,000 km
	0
	0
	0
	0.5


TL9-12
Thrust Rating
	Scale
	20-sec
	1-min
	3-min
	10-min

	10 km
	2
	16
	160
	1,600

	100 km
	0.2
	2
	16
	160

	1,000 km
	0
	0.2
	2
	16

	10,000 km
	0
	0
	0.2
	2


Burn Points
	Scale
	20-sec
	1-min
	3-min
	10-min

	10 km
	30
	100
	300
	1,000

	100 km
	3
	10
	30
	100

	1,000 km
	0
	1
	3
	10

	10,000 km
	0
	0
	0
	1


Gun Ballistic Impulse Table
	Weapon Time
	20-sec
	1-min
	3-min
	10-min

	10-km hexes
	
	
	
	

	Firearm
	3
	10
	30
	100

	Railgun
	6
	20
	60
	200

	100-km hexes
	
	
	
	

	Firearm
	0
	1
	3
	10

	Railgun
	1
	2
	6
	20

	1,000 km hexes
	
	
	
	

	Firearm
	0
	0
	0
	1

	Railgun
	0
	0
	1
	2


Ballistic Scale Factor Table
	Scales
	10-km hex
	100-km hex
	1,000-km hex

	20-second turn
	2
	20
	200

	1-minute turn
	0.6
	6
	60

	3-minute turn
	0.2
	2
	20

	10-minute turn
	0.06
	0.6
	6


Salvo of 10
	Skill
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Roll
	
	
	
	
	
	
	
	
	
	

	1-2
	0
	0
	1
	2
	3
	4
	5
	6
	8
	8

	3-4
	0
	1
	2
	2
	3
	4
	6
	7
	8
	9

	5-6
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	7-8
	2
	3
	4
	6
	7
	8
	8
	9
	10
	10

	9-10
	2
	4
	5
	6
	7
	8
	9
	10
	10
	10


Salvo of 5
	Skill
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Roll
	
	
	
	
	
	
	
	
	
	

	1
	0
	0
	0
	0
	0
	1
	2
	3
	3
	4

	2
	0
	0
	0
	1
	2
	2
	2
	3
	3
	4

	3
	0
	0
	0
	1
	2
	2
	2
	3
	4
	5

	4-5
	0
	0
	1
	2
	2
	3
	3
	3
	5
	5

	6-7
	0
	2
	2
	2
	3
	3
	4
	5
	5
	5

	8
	1
	2
	3
	3
	3
	4
	5
	5
	5
	5

	9
	2
	2
	3
	3
	3
	4
	5
	5
	5
	5

	10
	2
	2
	3
	4
	5
	5
	5
	5
	5
	5


Damage Control Actions per Turn
	Turn Length
	Jury-Rig
	Structural Repairs
	Rescue
	Halt Catasrophe

	20-second turn
	n/a
	n/a
	1/10
	any

	1-minute turn
	1/10
	n/a
	1/3
	any

	3-minute turn
	1/3
	1/10
	1
	any

	10-minute turn
	1
	1/3
	3
	any

	30-minute turn
	3
	1
	10
	n/a


Damage Control Party Size Modifier
	Party/SM
	+5-9
	+10
	+11
	+12
	+13
	+14
	+15

	1 crew
	0
	-2
	-3
	-4
	-5
	n/a
	n/a

	2-5 crew
	+1
	0
	-2
	-3
	-4
	-5
	n/a

	6-19 crew
	+1
	+1
	0
	-2
	-3
	-4
	-5

	20-59 crew
	no
	+1
	+1
	0
	-2
	-3
	-4

	60-199 crew
	no
	no
	+1
	+1
	0
	-2
	-3

	200-599 crew
	no
	no
	no
	+1
	+1
	0
	-2

	600+ crew
	no
	no
	no
	no
	+1
	+1
	0


Sample Ships
Los Angeles-Class SDV (Space Dominance Vehicle)
	TL
	Spacecraft
	DUR
	WT
	vSOM
	Hnd.
	Move
	LMass
	Load
	SM
	Occ.
	Armor

	10
	Los Angeles-

Class
	200
	20
	9
	-4
	0.01G /  

800kms
	30,000 tons
	9,790

tons
	+11
	400

ASV
	300/200/100


Systems Table
	Front Hull
	System

	[1-3]
	Diamondoid Armor (Hardened; total armor 300)

	[4-5!]
	Major Battery (1 fixed mount 28cm electromagnetic gun)

	[6]
	Tactical Array (comm/sensor 11)

	[core]
	Smaller Systems (three at SM +10): one Control Room (C10 computer, comm/sensor 9, 10 control stations); two Habitats (60 bunks, 1 cabin, 5 cells, 2 briefing rooms, 20 offices, 1 neutrino farcaster, 20 sickbay, 1 minifac, 10 steerage cargo)

	Cental Hull
	System

	[1-2]
	Diamondoid Armor (Hardened; total armor 200)

	[2!]
	Robofac ($3M per day)

	[3!]
	Tertiary Battery (10 turrets with 300 MJ ultraviolet lasers, 6 turrets with 30 MJ rapid fire ultraviolet lasters, 700 tons cargo)

	[4]
	Medium Battery (3 fixed mount 40cm missile launchers)

	[5]
	Hangar Bay (1,000 tons capacity)

	[6]
	Smaller Systems (two Cargo Holds (1,000 tons capacity each); one Habitat (50 bunks, 1 cabin, 2 bar, 1 briefing room, 1 minifac, 5 gym)

	[core]
	Antimatter Reactor (provides four Power Points)

	Rear Hull
	System

	[1]
	Diamondoid Armor (Hardened; total armor 100)

	[2-5]
	Fuel tank (1,500 tons antimatter-catalyzed hydrogen providing 200 kms delta-V each)

	[6]
	Antimatter Plasma Rocket Engine (0.01G acceleration)


The largest ship in the Jovian Space Force and the largest antimatter powered vessel, period.  This SDV is armed with twin railguns, as well as point defense lasers and a payload of antimatter missiles couretesy of the production facility on Io.  It carries a contingent of 20 similarly armed fighters which be piloted directly or teleoperated from the mothership, as well as a boarding shuttle and two platoons of Jovian Space Force marines.  Being Jovian, it lacks automation and carries a sizeable biomorph crew in its habitat modules.  In addition to its other capabilities, it contains two ops centers for strategic and intelligence analysis.


The Los Angeles-Class lacks automation, has a dynamic chameleon hull and exposed radiators.


Lanza-Class PKV (Piloted Kill Vehicle)
	TL
	Spacecraft
	DUR
	WT
	Mnvr.
	Move
	LMass
	Load
	SM
	Occ.
	Armor
	Cost

	10
	Lanza-Class
	20
	2
	+0
	2G

10.45kms
	30 tons
	10 tons
	+5
	1 SV
	10/10/10
	?


Systems Table
	Front Hull
	System

	[1]
	Diamondoid Armor (Hardened; total armor 10)

	[2-4]
	Fuel Tanks (1.12kms per tank)

	[5]
	Major battery (one 20 cm missile, 7 missiles (nuke, antimatter or conventional)

	[6]
	Defensive ECM

	Cental Hull
	System

	[1]
	Diamondoid Armor (Hardened; total armor 10)

	[2-4]
	Fuel Tanks (1.12kms per tank)

	[5]
	Smaller Systems (one Tactical Array (comm/sensor 5); two turret mount 8 cm electromagnetic guns, 100 shots each)

	[6]
	Smaller Systems (two turret mount 3MJ lasers); one Fuel Tank with 0.37 kms)

	[core]
	Control Room (C7 computer, comm/sensor 4, and one control station)

	Rear Hull
	System

	[1]
	Diamondoid Armor (Hardened; total armor 10)

	[2-4]
	Fuel Tanks (1.12kms per tank)

	[5]
	Defensive ECM

	[6]
	HEDM Chemical Rocket Engine (2G acceleration)

	[core]
	Fusion Reactor (Power points 2)


A short range Jovian fighter, built to carry one human pilot or to be teleoperated by laser link.  Lanza's are typically stationed in orbital depots to police local traffic or carried across interplanetary distances by larger craft.  They are multirole craft, acting either as point defense or an autonomous missile platform against larger targets.

The Lanza-Class lacks automation, has a stealth and dynamic chameleon hull, and exposed radiators.

Myrdal-Class HBC (High Badwidth Carrier)
	TL
	Spacecraft
	DUR
	WT
	HT
	Hnd.
	Move
	LMass
	Load
	SM
	Occ.
	Armor

	10
	Myrdal-

Class
	150
	15
	8
	-6
	0.005G /  

720kms
	10,000 tons
	3,800 tons
	+10
	4

(4 hibernation)
	140/70/70


Systems Table
	Front Hull
	System

	[1-2]
	Diamondoid Armor (Hardened; total armor 140)

	[3-4]
	Hangar Bay (300 tons capacity each)

	[5]
	Fuel tank (500 tons hydrogen providing 120 kms delta-V)

	[6]
	Cargo Hold (500 tons cargo)

	[core]
	Smaller Systems (three at SM +10): one Control Room (C10 computer, comm/sensor 8, six control stations); one Tactical Array (comm/sensor 10), one Habitat (2 neutrino farcasters, 2 minifacs, 10 offices, 4(1) hibernation chambers, 2 cells, 2 cabins, 1 sickbay)

	Cental Hull
	System

	[1]
	Diamondoid Armor (Hardened; total armor 70)

	[2-3!]
	Nanofac ($10M per day each)

	[4!]
	Tertiary Battery (10 turrets with 100 MJ ultraviolet lasers, 6 turrets with 10 MJ rapid fire ultraviolet lasters, 700 tons cargo)

	[5-6]
	Fuel tank (500 tons hydrogen providing 120 kms delta-V each)

	[core]
	Fusion Reactor (provides two Power Points)

	Rear Hull
	System

	[1]
	Diamondoid Armor (Hardened; total armor 70)

	[2-4]
	Fuel tank (500 tons hydrogen providing 120 kms delta-V each)

	[5]
	Engine Room

	[6]
	Fussion Rocket Engine (0.005G acceleration each)


One of the larger interplanetary craft in the Titanian Fleet.  Mounting only point defense lasers, the Myrdal is a mobile carrier and nanofabrication base, capable of manufacturing a variety of drones, lasersats and other assets to suit any coming engagement.  Crewed entirely by synthmorphs and infomorphs, the Myrdal maintains a redundant set of neutrino transceivers to rotate crew and receive onsite help from specialists.  This enables it to maintain longer deployement times that most other warships.  While the bulk of the crew areas lack life support capabilities, the ship maintains two cabins to house the handful of biomorphs kept in storage.  Officers sleeve them when dealing with biochauvanists.

The Myrdal-Class has full automation, a dynamic chameleon hull and exposed radiators.
