Spaceship components of the Wing Commander Universe

The WC universe possesses high quality, well designed spaceships. Craft are both small and immense. The following are descriptions of spaceship components and general rules for the construction of ships in the Wing Commander Universe.

The Following General Rules applies:

With few exceptions, all ships of 120 base durability or less can enter an atmosphere and land on a planet. They may not do it well, or be able to manuever – but they can land, and re-launch. Ships with greater than 120 base durability are not designed to enter an atmosphere and land on terrestrial bodies. Trying to do so automatically results in what is defined by experts as ‘A Crash’.

Component durability: All items in the Alternity Wing Commander system are rated as to their quality, Marginal/Ordinary/Good/ Amazing. Ship components are as well. If a component is Marginal then the stated Durability is true, if Ordinary then x .75, if Good then x .5, if Amazing quality then x .25. Always round to the nearest .25 (Round down if equidistant). If the multiplier produces a number less than .25, then the component takes up effectively no durability when integrated into the ship hull. The rule applies as well to components with a straight percentage. If a components that have a percentage also have a noted minimum size, this rule only applies to the minimum size requirement, not the percentage itself. The rule also does not apply to the extra chaff loadout component or to computers. The downside to this is cost – Ordinary components cost twice as much as Marginal, Good components cost 6 times as much as Marginal and Amazing components cost 10 times as much as Marginal – and local availability.

Hull Quality: Finally, in Wing Commander, a given Hull is also given a standard quality rating which defines how many usable durability points it actually grants. A Marginal Hull (which still has Amazing durability in terms of being struck by weapons) is bulky and not very streamlined and only give x .75 of the hull rating from the revised hull table. An Ordinary Hull has the listed Hull Points. A good hull grants x 1.10 the stated hull points. An Amazing hull grants x 1.25 the stated hull points. Any light fighter hull has the minimum mass for easy grav plating to allow Newtonian slide manuevers to be done safely. An Ordinary Hull allows any medium fighter to safely accept slide capability. A Good Hull will allow any craft up to 20 base hull to safely Shelton Slide. An Amazing Hull allows Shelton Slide to be safely enabled with a base durability of 40. As with components, Hull quality defines price and availability – though it is often cheaper to buy a high quality hull and fill it with larger marginal components. Marginal hulls cost half the listed price, Ordinary hulls cost the listed price, Good Hulls cost twice the list price and Amazing hulls cost 4 times the listed price.

Access Systems

Airlock (PL 6)



Everything it claims to be, the Airlock, regardless of its appearance, is a cycling door system that allows a hatch to be opened on a space ship into space or an unknown atmosphere without causing explosive decompresion or allowing potentially harmful atmosphere into the ship’s contained environment.

Escape Pod (PL 6)


An escape pod is an multi-person escape vehicle to allow passengers to get off a dangerous or crumbling spaceship. A PL 6 Escape Pod is a crude thing, barely better than an Ejection Capsule, with space for 4 people, and air, food and water for 5 days. It can land re-enter an atmosphere, but has no true space capable engine. A PL 7 Escape Pod, while not luxurious, can hold 8 people for up to 2 weeks and can also re-enter an atmosphere if launched while in orbit.

Ejection Capsule (PL 6)

Ejection capsules are escape pod’s for a single person. All Human and Firekkan ship designs include a single Ejection Capsule free of cost or durability already integrated into the hull. Both races have integrated the Ejection Capsule into the hulls of ships with 40 durability or less as the cockpit itself along with an AutoEject system. In the event the Ejection Capsule was not manually triggered before the ship is destroyed there is a chance the AutoEject system was able to launch the capsule split seconds before detonation. This is rolled as a skill score (See Component listing for skill scores). Furthermore, a bonus is applied to the roll depending on the quality of the capsule; –1 for Ordinary, –2  for Good and –3  for Amazing.

Boarding Pod (PL 7)


A re-engineered escape pod, the Boarding pod has external cutting torches, hull clamps and a simple maneuvering reaction drive. Capable of holding 10 passengers and carried combat gear, the boarding pod is incapable of long distance travel and is thus only useful on targets close aboard to their mother ship which are no longer able to accelerate. Boarding Pods should not be confused with MIPs (Manned Infiltration Pods), which are launchable from fighter craft.

Cargo Systems

Cargo Hold (PL 6)


The cargo hold is a re-inforced space in a ship with open areas for stacking and various hooks, nets and other containment and securing systems for storing cargo. With higher quality holds one gets better subsectioning, modular repositioning of holding systems and thinner bulkheads with the advent of more durable materials allowing for more materials to be stored efficiently for less cost of a hull’s precious durability.

Autocargo (PL 7)


An integrated automation system of rollers, conveyors, hatches and powered handling gear, the autocargo takes a bite out of the durability of a hull, but can increase loading and off-loading of cargo and internal ship access to stored cargo by almost an order of magnitude and is considered well worth the space and cost for increases in speed and efficiency.

Communications Systems

Laser Transceiver (PL 6)

While limited by the speed of light, Laser transceivers are still in common use for close range secure transmissions since anyone seeking to intercept the message has to be between the sender and the receiver. Laser transceivers are generally left off until they are needed.

Radio Transceiver (PL 6)

The old standby of communication, radio suffers from being limited by the speed of light, but is used for short range tactical burst communication – especially during combat. Other drawbacks are that it can be effectively jammed, and it is the primary transmitter of a ship’s Friend or Foe Transponder beacon. If the Radio Transceiver goes offline, friendly missiles now consider the ship an enemy.

Tachyon InSys (PL 6)


In the Wing Commander universe, tachyon communication is the norm, and all interstellar races use it. It is difficult, but not impossible, to jam. Tachyon InSys is the communication bands used inside a solar system – carrying less energy and ‘curved’ with gravitic packets – InSys is instantaneous over interplanetary distances and carries the vast bulk of communication transfers. Finally, InSys comm systems are capable of generating a single Interstellar class transmission once on an emergency setting. Unfortunately it requires a full charge of 200 PFs, and is effectively offline until physical repairs can be applied to the unit.

Tachyon Interstellar (PL 6)

Tachyon Interstellar is Tachyon waves launched across interstellar space, accelerated with additional energy and ‘lightened’ with anti-gravitic packets. This comm wave can cross a light year in approximately 1 hour, but has an effective limit of 25 light years range. However they are generally set up as relays from system to system. This system is too large to effectively fit on anything smaller than a capital ship or space station.

Tachyon Pulse (PL 7)


Tachyon Pulse is the latest development in Tachyon communications, emmiting a pulse of tachyons in a packet thru a Jump Point. This allows near instantaneous transfer of information from one system to another, but at a higher price in space, energy, and money. All three systems are in use concurrently, with Tachyon Pulse a new technology, still being integrated into existing relays and ships. This system is too large to effectively fit on anything smaller than a capital ship or space station.

Computer Systems

Computer Core (PL6)


The computer core is the heart of any starship, maintaining all automated functions and allowing the crew to control and direct the vessel. All ship’s come with a Marginal Core by default with no cost monetarily or in durability. However, dedicated systems – which provide bonuses to the appropriate skill – can only be attached to a core of Ordinary quality or better. Computer cores do not follow the WC Campaign rule of quality modifying base durability. There durability is as stated in the chart.

Dedicated Computer (PL 6)

A dedicated computer system is a specialized adjunct system that networks with a ship’s computer core, granting the user bonuses to the completion of tasks using the dedicated systems specialized hardware and software. Ordinary systems grant a –1 bonus, Good grant a –2 bonus, and Amazing systems grant a –3 bonus.

Control Systems

Controls (PL 6)



Simply put, all ships need controls to allow the crew to interface with the ship and direct it. A ship receives a number of free control stations equal to its Movement Divisor on the Hull Chart. Additional control station may be added to a particularly large vessel at a cost of 1 K each. Since all starships are fly-by-wire, if all control stations are knocked out in a battle, the ship drifts until the crew or autorepair unit can bring the controls back online.

Displays (PL 6) 



Including vid screens and HUDs, displays are how a crew gets its information about the space around them and the friends and enemies in it. Like controls, all ships receive a number of free display banks equal to the Movement Divisor on the Hull Chart. Additional Display Banks can be added to particularly large ships at a cost of 2 K each. While most ships still have main view windows, even in a small fighter a lot of information is lost if the displays go offline in battle. If displays are offline, all actions involved in directing the ship’s systems suffer a +2 step penalty, and the crew receives no warning of attacks, missile locks, hull breaches and similar important information.

Crew Systems

Crew Quarters (PL 6)


The basic level of crew quarters providing private sleeping space, wash, mess and lounge facilities, it is comfortable if not homey for up to 6 people. It can be redesigned in spartan style to hold up to 10 with rotating bunks and barely any amenities. Either way, it is a bulky and somewhat inneficient use of shipboard space, but is all that is available for ships of 40 or less durability that see crew space.

Passenger Suite (PL 6)


Designed for posh comfort and luxury, the standard Passenger Suite is a luxury stateroom and suite of rooms designed for 2 people. For a more moderate level of comfort the suite can be designed to house, feed and entertain up to 4 people. For short trip passenger shuttles a passenger bay seating 20 in airplane fashion with modest facilities can be provided.

Berths (PL 6)



Highly automated, functional and modestly comfortable, berths are military style private and semi-private living quarters designed around communal lounges, mess and wash facilities. Because the design and the large amount of in the walls automation required to provide both space and amenities while maintaining an efficient ratio of crew to space, berths are only available on ships of greater than 40 durability. By paring down the amenities and making the berths particularly spartan almost half again as many crew can be bunked in most berths (See Component listing for numbers).

Defense Systems

Damage Control (PL 6)


Damage control systems are automated systems which shut bulkheads, engage fire extinguishers, dump anti-radiation gas, and other effects to limit and or reduce the spread of damage and keep compartments online when they have suffered heavy damage by affecting its durability check roll. The quality of a damage control system defines the bonus which it applies to a compartment it is protecting: Ordinary –1, Good –2 , or Amazing –3. Each damage control system protects up to 20 durability of a compartment, but a compartment must be fully covered to gain the bonus.

Ablative Shielding (PL 6)

Originally designed as a navigational safety system, the old Class 0 shield was capable of deflecting small asteroids and space debris at the high sub-light speeds of the spacecraft. However, it’s ability to deflect weapon class energy was discovered by accident, though once discovered Ablative Shielding became the premier defense of military fighter craft. Because the shield regenerates as power is pumped into it, its is a far cry better than mere armor. As technology improved, new classes of shields with emitters capable of carrying heavier energy loads and feedback were developed. The standard recharge rate of a shield is dependant on the quality of its emitters and generator; a Marginal shield regenerates 10% of maximum normal shield strength per shield per phase, an Ordinary shield regenerates at 15%, a Good shield at 20%, and an Amazing quality shield at a whopping 30% per phase.

Phase Shield (PL 7)


The crowing achievement of Capital Ships, a Phase shield can only be mounted on a hull with at least 200 base durability. By creating a sandwhich of layers of ablative energy fields all constantly changing their frequency and modulation the Multi-Phase Barrier Shield was created, allowing capital ships to ignore the guns of fighter class craft, and suffer significantly less damage from warheads (missiles which hit the shield transfer one quarter of their damage through to armor and hull). Phase Shields are by no means totally impervious – still susceptible to Tachyon and Plasma Cannon fighter weaponry and capable of being penetrated by Torpedos (Officially designated as Phase Transit Missiles) which can completely bypass the Phase shield by generating its own counter-shield – Phase Shields still give capital ships an immensely increased survivability, especially when combined with anti-fighter turrets and a light escort.

Cloaking Shield (PL 7)


Initially developed by the Kilrathi and improved upon by Terrans, cloaking shields are the final evolution of stealth technology which had generally vanished centuries before with the advent of multiphasic, tachyon, and graviton sensors. Their high power cost and bulky emitter system, however, limit their overall usefulness. While a ship is under cloak weapons are offline, missile locks are impossible, and communication is dodgy at best. Defensive, shielding and life support remain online. At PL 7, Cloak Shields cause a visible distortion of the light waves refracted around them, while sensors can’t find the ship, a visual search may, if specifically being done. Such a search suffers a +4 penalty. At PL 8, corrective emitters remove this problem making the ship completely undetectable to sight or sensor.

Ablative Armor (PL 6)


Developed very early on in spacetravel, almost a full century before shielding, ablative armor is a thick skin of heavy metals and composite materials that fracture, melt, vaporize and otherwise absorb incoming momentum and energy in an effort to protect the ship. It does this very well, and 

fairly cheaply with one small drawback – once its gone you need to get back to a hangar and get a new layer 

slapped on, and until then you are vulnerable. Every ship-owner in his right mind puts ablative armor on though, since shields can fail, or be knocked out, and armor gives you those few seconds of life until they recarge or keeps you alive when you accidentally ricochet off that asteroid. Armor costs one-quarter the original price times the percent of the armor that needs to be replaced.

CapShip Armor (PL 7)


CapShip Armor is to armor what Phase Shields are to shields, a thick and nearly impervious skin applied to CapShips to make them nigh invulnerable to the vast majority of fighter class weapons. Like Phase Shields, CapShip Armor cannot be applied to any hull with less than 200 base durability, and is immune to all fighter class guns except Tachyon and Plasma Cannons. To them, and to warheads and impacts which get past the Phase Shield, CapShip Armor acts just like standard Ablative Armor. 

Decoy Launcher (PL 6)


The decoy launcher is actually a sophisticated multi-counter system. The ‘chaff’ that it launches is a combination of limited radio burst static transmitters, heated debris, random transponder beacons and visual and EM reflective materials. Every burst pretty much covers the entire spectrum of missile lock-on technologies. While it is not 100 percent effective, especially against some missiles (such as the dreaded ImageRec), it gives pilots a good chance of evading an otherwise messy death at the hands of a heavy warhead. Refills of chaff cost 500 per load of chaff to be replaced.

Engine and Maneuvering Systems

Acceleration is limited by a ship’s engine and hull. Engines of PL 6 have an acceleration of 1/4 total MP, with a minimum of 1, PL 7 engines have an acceleration equal to 1/3 total normal MP with a minimum of 1, and PL 8 ships have an acceleration equal to 1/2 total normal MP with a minimum of 1. Ordinary engines increase the fraction to the next PL (PL 8 becomes 2/3), Good engines increase the fraction by two PL levels (PL 8 becomes 3/4), Amazing engines increase the fraction by 3 steps (PL 8 acceleration equals maximum thrust). A Good hull will increase a ship’s acceleration by 1 step, and an Amazing hull will increase a ship’s acceleration by 2 steps. Hull and engine qualities are cumulative, thus, a Good PL 6 engine (1/4 + 2 steps = 1/2) in an Amazing hull (1/2 +2 steps = 3/4) has an acceleration equal to three-quarters its top speed.

Stabilizer (PL 7)


An add-on system that smooths out the kinetics caused by violent maneuvers, a stabilizer is a gravity based ship enhancer. Much like Acceleration Absorbers, a stabilizer uses gravity to affect the movement of the ship it is installed in, but instead of ‘providing friction’, a stabilizer merely acts as a control surface to make turns and straight-line high speed runs smooth and even. A ship must have a stabilizer for ever 20 durability to gain its bonus, a –1 to all vehicle op checks.

Photon Sail (PL 6)


The Photon Sail is a large fragile wing-like extension which can provide motive force for the attached ship by catching the solar wind of a nearby star or by traveling along a predefined laser propulsion beam located on a planet or space station. The number of MP generated per sail is dependent upon the distance from a solar body or if a stationary propulsion laser is in use (See Alternity GM Guide, pg 145). 

Reaction Drive (PL 6)


The first truly viable reaction drives used any number of different fuel sources all of them working in effectively the same way – with power from the main reactor core a volatile chemical fuel is ignited and projected out of a directional port to provide thrust. Unfortunately, their big drawback was the need for additional physical fuel and size. Without spending excessive money to miniaturize the system, old style reaction drives were simply too large to make anything but large ungainly ships possible. 

Advanced Reaction Drive (PL 6)
The advanced reaction drives began solving some of the size issues of the original model, but were in effect the same beast with slightly smaller and more efficient components. Like its predecessor, small nimble craft were still beyond the grasp of most.

Fusion Drive (PL 7)


The first of the truly effective engines for small craft, the Fusion Drive was a massive leap forward in space drive technology. Much smaller than reaction drives, the fusion drive engine also didn’t need additional fuel being a short term fusion reactor in it own right, only needing power from a ship’s main reactor to power its smaller core which provides thrust via the emission of its ejecta, heat and light.

Ion Drive (PL 7) 


The Ion Drive forms the major engine of both the Terran and Kilrathi fleets for the majority of the Terran-Kilrathi War. A sleek, dependable system, the 27th century Ion Drive uses power and ejecta from a ship’s main reactor core to create heavy streams of ions which are magnetically accelerated out of the thrust ports at relativistic speeds to provide a ship’s thrust. Due to its efficiency and low maintenance needs, it becomes the default engine of its time.

Ion Pulse Drive (PL 7)


Developed near the end of the Terran-Kilrathi War, the Ion Pulse Drive uses gravitics to increase the density of the ion particles used for thrust into smaller streams. This allows more ion streams to be packed into a tighter port configuration, increasing efficiency and overall maximum thrust.

Afterburner Unit (PL 6)

Afterburner Units are specially modified reaction drives mounted on any other engine. Using the heat, pressure and emmissions of the larger engine to ignite the hyper-volatile afterburner fuel which is then vented thru several incredibly high pressure ports around the main engine port, increasing the ship’s maxium velocity by the noted multiplier. This speed increase only lasts as long as the afterburner has fuel to burn (unless the ship can shelton slide), and any maneuvers attempted while afterburnering are considered to be of Extreme Difficulty.

Afterburner Fuel Tank (PL 6)

A fuel tank designed to carry the highly distilled and combustible afterburner fuel, this tank is heavily reinforced against damage and high gravity maneuvers. All in all a simple device it sprays the fuel into the the afterburner unit’s ignition ports and away they go.

Afterburner Injection Fuel Tank (PL 7)Not until much later did research into gravitic technologies allow the standard afterburner fuel tank to be made even smaller. With the use of gravitics, an Afterburner Injection Fuel Tank keeps the volatile fluid under high pressure and can use less fuel to produce a similar afterburn effect by lauching the fluid into the ignition chamber at hideously high speeds.

Acceleration Absorbers (PL 7)

Acceleration Absorbers are advanced systems which absorb forward momentum of spaceborne craft, producing a false “friction” which modifies how a spaceship accelerates and maneuvers, allowing it to act more like a aircraft, which is much easier for the human mind to grasp, rather than following the laws of newtonian spaceflight. Built deep into the center of a craft, Acceleration Absorbers are never knocked out by enemy fire, as doing so would require a direct hit thru either the reactor core or the pilot, rendering the sudden return to newtonian flight moot. All PL 7 and later craft of the Orion Arm start with one Std Acceleration Absorber at no durability cost. At PL 7, any AA cost 5% Dur of Hull, with a min cost of 2, regardless of model. At PL 8, AA cost 2.5% Dur of Hull with a min cost of 1, regardless of model. At PL 9, AA cost 1% Dur of Hull, with a min cost of .5, regardless of model.

Endospheric Control Systems (PL 6)
Endospheric control systems allows a space fighter to control its flight through an atmosphere as if it were built for it. A ship without such systems cannot effectively make combat maneuvers in an atmosphere, though it can land and take off. A pilot with space vehicle can fly a space fighter with endospheric controls using his broad skill score even if he doesn’t have pilot air vehicle. Naturally, an pilot with air vehicle can use that skill to control the fighter while it is in the atmosphere. At PL 7, any ECS cost 5% Dur of Hull, with a min cost of 2. At PL 8, ECS cost 2.5% Dur of Hull with a min cost of 1. At PL 9, ECS cost 1% Dur of Hull, with a min cost of .5. Also, Endospheric Control Systems are fairly costly since not all space fighters have a shape conducive to that type of control surfaces, 10 K per 5 finaly durability of the hull, rounded up.

Shelton Slide (PL 6)


A safety system of gravitics for Newtonian flight, the Shelton Slide system allows a small enough ship to engage newtonian flight without causing undue gravity stress to a pilot or from disrupting on-board artificial gravity on slightly larger craft. Only good for craft with small masses, the Shelton Slide system was developed before the higher speed engines and advent of acceleration absorbers to help small manned probes from the above newtonian problems. When acceleration absorbers were developed, causing the eruption of fighter class hulls and technology, the Shelton Slide Safety system was fitted onto some of the smallest and nimblest of craft, allowing them yet greater maneuverability. See Hull Chart for Shelton Slide availability.

Hangar Systems

Due to the integral use of space fighters in all major space fleet actions, most carrier class ships are exceptionally efficient in their storage, maintenance, launching and retrieval of space fighters. However, no ship, regardless of hangar quality can carry more than 3 times its durability in fighter class craft durability. (For instance – a 1200 hull carrier cannot hold more than 3600 Dur of smaller craft –100 fighters, 35 Bombers, 3 or 4 Shuttles and 1 or 2 sensor craft).

* Noted hangars are either open drop bays, or pass through landing/launch bays, and suffer from having no actual protection to themselves, as they are the launch area as well. 

** These hangars are not directly open to space and require Launch/Landing tubes to get their fighters spaceborne.

Drop-Launch Hangar* (PL 6)

Space fighters became the mainstay of most space fleets by PL 7 due to their high velocities and maneuverability in comparison to the large capital ships – unfortunately , very few could be fitted with jump technology, and they were only truly effective in groups. This meant that they had to be carried to their destination by a larger ship and deployed – hangars became very efficient. One of the first designs is the drop launch hangar. The fighters hang on individual gantries over launch ports in the hull of the ship, and when ready are deployed en masse. A drop launch hangar has the distinction of being the only hangar design that can launch ALL of its fighter craft simultaneously. The drawback is the recovery of the fighters – only 1 fighter may be recovered PER ROUND into a drop launch hangar due to the slow pace neceassry to get the fighters back into their gantry mounts.

Standard Hangar* (PL 6) 

The standard hangar is an open landing/launch bay deck with adjoining fighter storage bays. While atmospheric containment shields allow people to work in the bays without space suits, the standard hangar is otherwise unarmored and not truly defended, and fighters on deck ready for launch can easily be destroyed by daring pilots willing to fly close to the bay guns flaring. The benefit to the wide, open hangar bay is that up to 4 fighters may launch PER PHASE, and an equal number can land simultaneously.

Advanced Hangar* (PL 7) 

A mild improvement over the standard hangar ecapsulates the launch/landing deck inside the carrier like a great tube through its middle. Providing better protection against fly-bys intent on destroying parked fighters, an enemy must actually fly through the landing bay to target unpowered ships and personnel. With the sacrifice of space comes the drawback of only being able to lauch 3 fighters per phase, and dock a similar number simultaneously.

Grav-Hangar** (PL 7) 


The first of the completely enclosed hangar-bay systems, grav-hangars utilize a high degree of automation and gravitic tools to assist in the efficient storage and deployment of a capital ship’s space fighters – and most notably, the grav-hangar is deep in the hull, and does not suffer form the ability to have ready but unlaunched fighters suffer a fly by shooting. The drawback is that they need to be structurally connected to Autolaunch-dock tubes to allow their fighters egress – the multitude of transfer tubes taking up a great deal of room.

MultiSys Hangar** (PL 8)

Reserved for only the largest capital ships, the MultiSys Hangar is a 90% automated fighter craft storage facilitty custom created for any hull it is installed in. On the other hand it is well protected, highly efficient and uses the latest and fastest automation technologies to keep running smoothly. Like the Grav-Hangar, the MultiSys hangar requires Autolaunch-dock tubes to allow its stored fighters access to space.

Autolaunch-dock Tube (PL 7)

The launch/dock tube system offers one massive advantage over the old standard hangar bays: while a launch tube may be blocked or destroyed, the actual hangar bays are elsewhere in the ship, safe from harm and deadly strafing runs. The drawback is the size and power requirements. Because of the large number of automoted conveyors and lifts, and the large amount of transit tubing from the actual launch tubes to the internal bays, Autolaunch-dock tubes take up a great deal of space, and are thus reserved for larger ships. Luckily, with advancing technologies, the systems have been streamlined and been made easier to integrate into a hull.

JumpDrive Systems

CapShip JumpDrive (PL 7)

Designed to punch a hole through a jump point to allow instantaneous travel to another galactic locale and protect the ship during transit, the CapShip JumpDrive is a monstrous piece of technology with emitters all over the external hull of its ship. Both bulky and a power hog, even ships with large power plants must generally wait 5 or more minutes to charge the jumpdrive for transit, during which time they are particularly vulnerable since so much of their excess power is going to the JumpDrive.

Fighter JumpDrive (PL 7)

A scaled down version of the CapShip JumpDrive, the fighter class version is much smaller but requires more power and is extremely costly due to the extensive miniaturization involved in its construction. Jumpfigher pilots are advised to make sure there are no enemies about while when they begin charging their JumpDrive, as they won’t likely have enough energy to do anything else.

Power Systems

One thing of note is that despite improvements in radiation containment and cooling systems which are integrated into most advanced power reactors, there’s just so much space available to retard them in a given hull. Because of this, a hull can hold a maximum number of reactor systems equal to its movement divisor from the Hull Chart, and still safely maintain a crew of living beings. For every multiple (or part thereof) of safe reactors, the environment in the hull is upgraded by a whole step with regards to radiation, beginning at R1 (normal human safety). Thus a Fighter class craft with 2 reactors is an R2 environment, with 3 an R3. A Corvette (Movement divisor 6) is safe with up to 6 reactors, becomes an R2 evironment with 7 to 12 Reactors, R3 with 13 to 18 reactors, etc. 

Fuel Tank (PL 6)


A standard, reinforced fuel tank for use with reactors and old style reaction drives, the tank holds the fuel material necessary to cause the energy producing reaction. Each fuel tank holds approximately 60 days (2 months) of fuel for a given system, and most reactors have a minimum number of fuel tanks necessary for optimum efficiency. Additional fuel tanks increase the time that a ship can remain fuel sufficient.

Multi-Phase Fusion Reactor (PL 6) 
The first major reactor improvement, the Multi-Phase Fusion reactor was, and still is the standard of the Kilrathi. A standard fusion reactor with multiple sub reactor chambers, as a fuel completes its fusion into a new element it is passed into the next reactor chamber, where fusion continues with the new element while a fresh supply from the fuel tanks of the original element is being fused in the fisrt chamber, and so forth and so on, in an attempt to squeeze as much energy out of the chemicals as possible.

Ion Reactor (PL 7) 


The standard Terran reactor for the latter half of the Terran-Kilrathi War, the Ion Reactor is a combination fission and fusion reactor, which uses the uses high velocity particles stripped from an initial sample of heavy ions and shatters recently fused particles from the primary chamber, which then continue the shattering process creating a secondary fission reaction which essentially turbocharges the main fusion system.

Neutron Reactor (PL 7)


An almost exclusive Firekkan technology, the Neutron reactor begins a high-energy chain reaction based on shattering neutrons into the respective subparticles but using gravity technology to focus those shattered elements toward other neutrons to continue the process. Neutron Reactors are safer than Anti-matter Cores, and put out more power than most other reactors, but require large amounts of neutron fuel to be effective.

Gravity-Induction Reactor (PL 8)
A very streamlined reactor, the gravity induction reactor uses the various gravimetric waves and points extrernal to it to drive the fusion based reaction inside. Because it absorbes gravitic energy to power its process, it needs less space, and doesn’t have to pump back nearly as much energy to itself to maintain its reaction. 

Anti-Matter Reactor (PL 7)

Anti-Matter is the greatest achievment and greatest failure of power production. While its output for a single core far exceeds that of any other reactor, the failsafes, reinforced fuel systems and protective shielding, not to mention cost, limit the Anti-Matter to the safest, largest facilities and ships. 

Bussard Intakes (PL 6)


Bussard intakes are essentially huge fuel scoops able to draw in the tiniest particles, elements, chemicals and dark matter from the seemingly empty space arund them, shunting that material directly to engines and reactors and thus bypassing the need to carry huge amounts of fuel on board a capital ship for long voyages.

Core Focuser (PL 7)


The Core Focuser is an extremely expensive bit of magneto-gravitic technology that increases the density of a reactor core’s chamber, increasing the output. The drawbacks are that the Core Focuser draws power to accomplish this which makes it useful only on fairly large cores, and if the core focuser is ever damaged, the main core goes offline as well to prevent an accidental explosion due to the suddenly expanding material in the main core’s reaction chamber.

Grav-Fusion Cell (PL 6)


The implementation of simple gravitics to enhance a fusion core reactor, this old style reactor is bulky for its output.

Fusion Reactor (PL 6)


Not particularly effective given the even increasing power demands of spacecraft, but the old fusion reactors were the backbone for power in earlier eras, and some ships can still be found with an old Fusion reactor as an emergency backup system.

Solar Cell (PL 6) 


A highly advance solar power cell, this large solar panel extension grants the attached ship power dependent on how close one is to a local solar body, or can provide a clean method of energy transfer from a surface or space facility via a modified laser beam to another small facility or a ship that doesn’t deviate from a straight course.

Sensor Systems

Active Sensors (PL 6)


With the advent of Tachyon, hypermagnetic and gravitic technologies, active sensors that worked over great distances at viable speeds came into existence. Rated as short, medium, long and extended range sensors, not all ranges of sensors are available at all PL levels. All active sensors are moderately to very detailed, can determine a wide variety of information, and can be jammed or fooled by various electronic countermeasures devices, and some natural phenomenon.

VEM Sensors (PL 6)


Standing for Visual-ElectroMagnetic Sensors, a VEm array is basically  like a combined visual spectrum/IR/radio/radiation/thermal telescope array. When mounted for starship use a VEM array is fairly nearsighted (100 to 200 AU maximum range) but can deliver crisp, clear imagery. However that imagery must be studied by experts and processed by computers to detect anomalies, since it is a truly passive sensor array. 

Support Systems

Recycler Unit (6)


The recycler unit is an onboard recycling facility which takes trash, waster and extra materials and recycles it into new, re-usable materials. Depending on the tech level of the unit, it cand make the supplies on a starship last anywhere from 4 to 6 weeks.

Accumulator (PL 7)


Basically a glorified battery, the accumulator is a temporary storage for emergency energy.

Workshop (PL 6) 


A fully tool and machine stocked work area for engineers and technical staff, depending on the base PL level defines its bonus to technical science skill checks. The quality of the overall workshop also effects checks: -1 for Ordinary, -2 Good, -3 Amazing,

Autosupport Unit (PL 7)

An autosupport unit is a hull integrated single compartment life support system. It takes 1 unit for every 20 durability of the compartment to be so supported.

Lab Section (PL 6)


A Lab Section is a suite of scientific offices, labs and safe rooms. While a lab section comes with one or more dedicated science computers, the requirement that the ship’s computer core be at least ordinary quality is still a limiting factor to the addition of a lab section. The computer system must be dedicated to one of the major science broad skills and only provides a bonus when used with that skill. A lab with multiple computers may have each computer dedicated to a separate science. To purchase a lab section with better quality dedicated computers increases the cost by 25% for every upgrade to a Good computer, and increases the cost by 75% for every computer upgraded to Amazing. Otherwise, the quality of the compartment as a whole only effects its durability.

Sick Bay (PL 6)



Living beings are still the heart and soul of a ship, capable of reacting to the unexpected and unanticipated better than any computer program – and that means that they get sick or get wounded. Sick bay is where they go. A sick bay is fitted with one or more dedicated medical computers of ordinary quality, thus requiring the ship it is installed in to have at least an ordinary quality computer core. Facilities for surgery, quarantine and medical storage are all integrated into the suite of rooms in a sick bay. With its computers, it gives bonuses to any medical science rolls involving the computer systems (Diagnosing, xenomedicine research, etc), while the supplies, treatment tools and machinery provide a bonus to first aid, treatment and surgery rolls as noted in the component listing. Furthermore, the dedicated computer systems can be bought at a higher quality, increasing the cost by 25% for every upgrade to a Good computer, and increasing the cost by 75% for every computer upgraded to Amazing. Otherwise, the quality of the compartment as a whole only effects its durability.

AutoRepair Unit (PL 7)


The AutoRepair unit is a self contained computer and integrated internal sensor system that monitors all of the systems in the compartment it is installed in. When a onboard system is knocked out or damaged, the AutoRepair system (if fed power) begins to re-route power thru redundant couplings, change power modulations to still get efficient use of damaged guns and emitters, and similar initializations of redundant systems. The quality of the unit gives it a bonus to its jury rig roll, -1 if Ordinary, -2 if Good, and –3 if Amazing. An Autorepair Unit can successfully repair a given component a maximum of twice before it is simply completely destroyed, and must be repaired/replaced by skilled technicians. Also, an autorepair unit that fails to bring a system online can continuing trying to do so as long as it has available power and checks, but if a Critical Failure occurs, the system in question is completely fried, and cannot be brought back online without skilled technicians providing repairs and replacement parts. An Autorepair Unit can only affect systems in the compartment it is installed in, and each autorepair system can cover up to 40 durability of a compartment, requiring multiple Autorepair units for multiple compartments and large hulls.

Life Support (PL 6)


The standard Life support system regulates atmosphere mix, temperature, pressure and filtering of onboard air and water stores. A life support unit covers a given amount of surability on a ship, but need not be in the compartment it is providing support to, as the system by its very nature integrates a wide area of piping, vents and conduits to perform its job. While noted separately, the Life Support (Advanced) system utilizies a number of newer technologies that make it much more efficient for the extremely large ships produced by the military and luxury cruise corporations. While more efficient, it is considred overkill for many smaller ships, especially at its price compared to the faithful, traditional life support systems.

Weapon Systems

Where appropriate, subheadings under a given weapon system also denote the average price for specific weapon subtypes or ammunitions. 

Fighter Gun (PL 6)


The standard armament of fighter class craft, fighter guns are sold as single barrel armaments, each projector barrel with its own components and emitters. Many bounty hunters enjoy mixing and matching their gun loadouts to gain both range and close in striking power without mortgaging their lives away to just buy ‘the best’ gun. The oldest version of fighter energy weapons did have fairly inefficient power systems and drew twice as much from the reactor core to generate their shot.

Charging Mass Driver System (PL 7)
The Charging Mass Driver system is more complex than most of the standard fighter gun systems, requiring more space and energy, but, by electrokinetically charginging the mass driver projectile is able to increase the damage immensely if the pilot can hold the target in his sights long enough to charge the projectile.

Plasma Cannon (PL 8) 


The first fighter mountable anti-capship weapon, the Plasma Cannon is a much safer, baby version of capship Anti-Matter cannons. Slow to fire and a massive power hog, most fighter class craft hit by the shot of a Plasma Cannon are instantly destroyed.

Anti-Matter Cannon (PL 7)

Spinal mounted capital ship cannon which project a magnetically contained mass of anti-matter at a target, these are the reason capital ships are to be feared. 

External Hardpoint (PL 6)

One of the most efficient methods for a fighter to carry missiles and torpedoes, as well as allowing the deadly ‘Full Salvo’ attack, the biggest drawback is that any time shields are breached, the armaments attached to the outer hull can be easily vaporized by enemy fire.

Missile Launcher (PL 6)

A launch tube integrated into the hull of the spacecraft, launchers only allow a single missile to be fired from them at a time, but combined with a Missile Holder bay, make sure that lucky shots in a dogfight don’t detonate any missiles still on the ship.

Torpedo Launcher (PL 7)

A heavier launch tube specially designed to accommodate the larger torpedos, its function is much the same as a missile holder.

Mine Launcher (PL 6)


A simple, rear mount, single port drop system, the mine launcher actually physically expells a launched mine from the launching ship in order to push it out to safe distance even if the ship is stationary.

Holder Bays (PL 6+)


While each specific to the munitions which they carry, all holder bays provide the same bonus: an internal bay to store the munitions to prevent there premature destruction from external hardpoints. 

Holder Enhancer (PL 8)

A specific automation system applied to Holder Bays, Enhancers can double or even triple the standard load of a munition Holder bay.

Pods (PL 6+)



Both Rocket and Swarmer Pods are externally mounted pods, but unlike hardpoints, have an armored shell around their munitions to protect them during a fire fight. Because the missiles and rockets involved are smaller (thanks to smaller warheads and less complex tracking systems), this becomes a viable alternative. However, the drawback is that unlike losing the load from a single hardpoint from a single blast, if the pod system goes offline, then multiple missiles are not usable until the system is repaired or replaced.

CapShip Missile Launcher (PL 7)
The deadliest of missiles, the CSM, is customarily launched from this quick loading automated spinal mount launch tube. 

Energy Weapon Focuser (PL 7)

Two versions of this expensive technology exist, both replace certain parts of the emitters found in energy weapons. The Mark I allows the gun to generate its pulse using the same amount of energy but using less space by adding several beam focusers to the emission path while removing bulkier energy generation systems from the gun. This, in effect, allows all the energy guns in the same compartment as the Focuser to only take up half as much durability. The Mark II instead adds several energy pumps recycle any lost energy, heat or radiation and uses to increase the gun efficiency. All energy guns in the compartment with the Mark II reduce their power consumption per shot by .25, rounded to the nearest whole number, with a minimum of 1 power used.

Turret Mount (PL 7)


Turrets defend heavy fighters rears, the attack vectors on transports and unmaneuverable bombers, and provide point defense and anti-fighter flak for CapShips. Turrets count toward the compartment maximum of a ship’s hull, and have their own durability rating, power generator for their guns, and sub-systems – though they still need some power from the the ships main reactor for their sensor and tracking systems. Small Turrets have a durability equal to the PL level of the shipyard they are bought from, even if this exceeds the durability of the craft they are mounted on. Likewise, Large Turrets have a durability equal to the PL level they are bought from x5. Turrets are never hit randomly as compartments of a ship, and do not count their durability toward its survivability/wholeness. Turrets have automated firing programs, but they are often not as good as trained living gunners. At PL 7 their check is 12, at PL 8 it is 14. However, the quality of the turrent mount grants a bonus to all rolls (firing, durability checks, etc) that the turret needs to make: Ordinary is –1, Good is –2 and Amazing is –3.

